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Al Reading Game: Enhancing Reading Motivation with an AI-Powered Multi-Role Online
Interaction Platform
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Abstract: This study designs an Al-integrated multiplayer online reading game to investigate how interactive gaming
modes can promote students' reading motivation and learning effectiveness. The system is designed with a gamified
social interaction mode, utilizing Azure Al services to implement Al character functions. This allows students to
collaborate with AI animal companions, engage in competition, and receive feedback from Al game host. This process
not only enhances social engagement during gameplay but also fosters emotional connections with Al animal
companions. The study will be conducted in an experimental elementary school, using questionnaires and large
language model analysis to evaluate the system's impact on students' reading motivation and learning effectiveness.
This interactive model is expected to bring significant positive effects.
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1. A&

Chan #= Baskin (1988) X7 AIFASZ HRMFG AL, 1& Al MEER FRMBHTEY
%, LheFFHWREEITES), Chen AIMZ HRFAZNL AN £, HiBHRLRAZ
HI# (Chen, 2012; Chen et al., 2007,2011) o LHF R, £ XATHE (generative Al) &
HEPHRAGE Al LBELYREGAE, LiuFA (2022,2024) 35 AL FF R H#8 A T4
HEEWGKFRE, BEARKEN. KRFRES Al AR LR @ RS, WMt —H%k%
ERFAuEk, RAMFTHRFEZITONZTET AR, BEAIEAKFOA—BREY,
BEMERHFENMA—H—WAI ZHE X AT, T2 AN EAREHFTER, 2Lk AE
SANLEFRHFOOFET, Al MR FETHE, P ERGHF R, THd
B R AR BT F A 6 B SR AR S T R

SHRFEA SN L. AexHLHB KX (Chouetal., 2003) , #lde: S 4 BHiEHIH,
BRI UAB DR, ARG RFEERMEMHTEH, REFAERBEZ G4 (Chen,
2012) . 7 My-Pet 3 Our-Pet 69 & 4343, A MABRGREF AR FNE, AN
SAMBMALTBGRT, WiEidwmfs F5H NE (Chen, 2012; Chen et al., 2007, 2011) .

AT R RAI AL 424, EHATMHE AL T M FAAL P B LT fstin, 5l
EE A R FTUARREE S (Feng & Wang, 2023) o & A A5 5 %32 (natural language
processing) HATE9HE F, Liu FA (2022,2024) #FHZHAIHREBSA, BEWHEL. R
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EME AAtmE AL, MIIARBT RN AERNELEEMELNE, WREEAMK
ZEAERHEAN, BBEH RS T HFWRAFHDK, AMFFETEERTRT TR,

3. R kA

31 BERZHEX

BFEZEFTHLDERL G S48, ATRZHREF, AFROSHLHEXLEHLAE %
To Plde: BREP, HFTREANEEDMEETAH, DR EEEMETREYS, 842
PR B 69 EARKE, wmo A M AL AR A T AT AT R AR AL T A
BT i ALAREE, SRS BA R R KR EFETE, £ 2258 RFHZFRT AR
(Liuetal., 2021) o A% # Chou A (2003) ARt S HRI4EA GRS, SFadF
RS HLHERAA L, LR ANATFELEHKFTEETY, ok 1| T

(1. FEHLHEXEA ERH

éJE@% g
Y S8 F AL E AT 69 AL AR XER 2 E—4H< 8

2, BAEPIRNITHR. WE. BRER
LR E GO AL R M B R F, B2 F

RIH e rngaEa, RIEE Mk

ryren ERHG AL ETRE, IRE A ek 2
i_%;"’ff"% AL 68 0 555 17950 SR8 b B 3 b A 3 e 3]

Erers A D RABEOA L, REEEWNE TR LD ER

3.2. HBERFRRAE
AFRBFT LA Al B EES, BERTHZLAEGYEIIEGIE RS, T
RAE AR AN TR LKA 2w [EEW ], F23 Ces FA (2024) AEHR, &F
AT TR G RRNER, R TERRIFE, LAEHFRATR—FLHE,
Al M T ERBEH SRR ATAENTR, B ASAREEZ 2R, BRAA
OB 0 W, I TR G AW IEE 4, AL 35 28 AR AR AR I P9 AR A3 5 Fo @ 4,
EEAERTHTHEIE, Al MR ELZ E0WES, RBEZENITAHEERAF PR
B R X B A @ i 093, RILB R F A B M R, RTANAFLSD
YA CHR TR BRI FLTING,; FAIHMAAERFMAET I LR, NEHRF
Al %M 2 8 5093 B Aot R B, B L AR T LA B L ENE, Bl R
B EZREMEENAL, ZRREREY, GBI TY, FATREMEIHSFE
ZTHok, SRACHREZITSIAHRAI LGN TREX, 4wk 2 FiF.
& 2. WA G H R M AR
A& k12
INE S-S AR, FRE
Al )4 Bl 4% WA
24 WFH . HIRFE . RIEMEA
TG AT, 2LE 1. @ERMEH, $4 85 Al B4R E 4 R HF & L,
M, Al@EM I ERA—LHEACHTTANR, FAFTRBERTMIEEELSNETH,
PLT VAR AL R ZH, LT B AT HFRNTH, 8 BHERF, AlDVREE
AESE R F o 7 ARERTAE B . TASAETRIEREK, Al BEM EZGARZIEE OGN R R
TR, EH R EEEL TS TR,
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4.1. BB MR LD AT

BTG BT H HERA R S, ARG ST MBS T Rk, ARFERMERA
TUEERAFZEHZGNE R, OHEFRENATEAEB TR, VEHEZRNAS] ), HiE
T33. MATLOAMAXMA, AT HBEAEHZREHEXG DM, Pl Al B
Bl A2 1 BAotih Ve o 3 A2 R, AL B0 2 M A E AR M S 3, AR AL H AL A G
)RS RITF, FL T E A E H AR O X BLE.

b, AFE R KAZE S A (large language model, LLM) 9475 £ 51 Al L ey k. &
# Chew ¥ A (2023) #9575, LLM RE9A SURIE R E XL AR, BTRHARFHRURENET
o Hil LLM EREMA N RABEERTGRAMNANED M, HEZTERGHERETE XK,
IR BAZG RG] ) BEERBERE, Pl FARGEANERTHANE, AL
B FEERRIFT R, REARLGBRIES,
4.2. TR & R

AR ES BB ETRDFRITANREY, 2HFENH 804, BEZENFH,
GZERCA MBAE, BNFENEETNECHEFTERARE MR EE. wl, FAETRK
FEFAIRBOTRE, BEEMFZOEM, FANFZEQEE A THFNTH, LEEN
BEREAERARE] ), RESMEE K. B Al BRI MIERXRA B F R M E, 1K
FRFETREAFTSF Al DR EREGHER, e FRELRN M B LEH, 8y
W AR AL ORI, ARMBERAE GHER, BIFREEHES AR Al ZHIR X8
B4R T IR A AR S A 09 B S B e 5 B

5. BRAAREZ

A RVAB G AT R0 R 4F 7 4 A i i, e — B S ALEHaI M EE, LU
MBI MIE S AR Al ZHegsi o, BRA MR LR F R, ES T
HFaoh, REBRAAERALELER Al RREN LIS T, HEIHRES HOER, 5 H ol
ARG RAEE KETIEE, FhEERER . Al SR OB ARE 4 M a9 8y, FARIRIEIE %
HWFZANM BRI TN, B2 FAE T AR LG A RN, & RRALEMAL
Relo KR, MARBMEDORBF AR BIGE RS, TME AIBAES, XS T Al
Bl#E, UEEZERAATRBRKEESE T,
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