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Abstract: This study explores the effectiveness of digital picture book creation in promoting localized learning, using a
local street with Burmese characteristics as an example. High school and university students created picture books with
Animaker and StoryJumper to explore the local geography, history, and culture. Pre- and post-tests were used to assess
learning outcomes, and the Technology Acceptance Model (TAM) measured platform acceptance. The results showed
that digital picture book creation effectively enhanced students' understanding of local culture and motivation to learn,
fostering interactive and creative learning. The study confirms the potential of digital picture books in education,
especially in enhancing cultural understanding and student engagement.
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1. FEEF

M Z AR ALag Bk s, RCH @ BE do AT P4 A& SRALIF B A UA R A B, ik
WHEF TR A, B ARAE T RBAZARI, RLALAAATHBEPSY, ARt
X AL R S35 AL SR AL A 69 -F (R AL AR RAE, 2007; AREBE, 3R -F, 2016; FRAALE,
2021) £HE9ELEENK, THBRLFTFF T S AXNELET R, AERLHET
RUETEEHETR, RFALKATHFTFREZELRN TR,

AFRAF B2 G EFA HED, WKARLB AT 6 EARLKT T o9 - AEE,
AR TR EERRGEa)EAREN, LERS ARATRE GG £, BRBER
BT A KA AR KB4, SHAERBET THELTIERGFELIL, A
FRETEFENE T FM., B LB S AP Lima LiED|, SFFRMPBERHFLA R
BEBABRIFGELES, RATREAINKE, TMEAZNEINGS), LEARAEHY
TRESAR AR XA E 2w o (RARSE, 2021; AL BURB AR E, 2022). A, &
ALTABFEAGRENHE, 68T AHA AT ARRABWINR I TRRICF B,
EEZEAHFOE, SHALTREAHZAZEH[ILILHORE, EHFZTEH T E LR
FPROHE, HEINMFTHRHARTEELE, Wi, AAARSEFAEHR LD LR
EARM ARG, 2 AR TE LR R HE TEORE, AL TF AL S HIFH
L, BOTARERE A, §ARMAFAHEFHUNRR, EHDRLL AN Kb
WA RIS, GERFH A XA,

KA 5038 3 AL AL 48 K -F 6 AT 345 47 : StoryJumper #= Animaker. StoryJumper 4%
GERBEZMANIEETX, B0 ABREAFRENE; Animaker IAZHE AH45FE, REL TN
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B E, REARAMEI WA GNRE R, HARA LS M IER8 KA E £ A2
N BEEAEFITENOHVE, RH4HRRALANELER @A X\fldEX) HELEHE
HR R AL AR E AR BB TR . A RBHTE—F G, @ik
# StoryJumper #= Animaker, 57 8ALE KA Kol 25 B S 4 6948 i85 F= 5 H R,

ERFRE, & RAAEE T ERA (Technology Acceptance Model, TAM) 1F % 32342 2,
BB ERAESTELHRE-FEGRRH A, A AR, ERAREERNER. TAM
RAE T AR T EAE AIFAGEELT L, TRARILKRE-FE EHARETE EWER,
EARF L HE A A RTREROTE, ARG AERERR LB A FEEENHINEFTF
o9& AR/, BIRFHEHZAINEFEHABETENTE, 7208 AHR, fAHENRL
HAREHGERE T, SICERLZFHHAERKT TR AEEE,
2. AL A

KB G 234 StoryJumper = Animaker MR FKAZ 4 A-F & £ R ERAZE Kk, HEH
BRI E F e ma, AR R BERGEGAFENABETEREZRL, AR BZOE:

(1) FEHAzEG AT & SR E BT S H 6 R

(2) K3 Animaker #= StoryJumper /24 A-F & ey AHHAE T E

(3) rb# Animaker #= StoryJumper Az 48 A-F & 69 AT B
3. FIRLHE

FREZOESLELE, pRRadm PR RS, HARAA RERLERGER, AT
PRBAE OG-, FRHEPAA4F 4%, AbH44a-mb 4L, B4R KREL,
4. FFR Tk

AR RS R, AABRAR AL, AT, HAHAESHRAERNKS
WS, ATR2EEHAHLHEY .. FRAROENEAME: 2BEA LG 2N, £
AR, BHEEATAAFE. MR, EETOAHSHEAERE, 2852 HFER
Animaker & StoryJumper -F &, #HiBEAz G KRB RACH I LAY L F, TR, BT
B EA R IE L A A, KA Davis (1989) AH#iE ERA (TAM) #5324 h A, 2
Fn B R, R REFER B, BREMGHE—FHNEE BAEARFEEHRE, RIE,
SHEEBRERBAGGAL S FEHSHF, URRABALE F LA TR E & A0 .
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A RT3k KA & LA FA(2011)89 7% B 3535 K442 Chen & Tang(2022) 49 A+ 3%
B# kM iTHR . B AKIE A F A% R Animaker #= StoryJumper w18 -F & #£ 692 H mk 3k
Fo bt AT B AR A LA 45 A7k (Thematic Analysis), SEAFH M & 4448 445,
5.2. FEHEKAIFE(F ALK A

LR A AR EREE RAT A E2H A B R &M, ERE AR
AT S LSRR, AFRERAFAEZALRGLESAGIFEFTR, 2FHEHREER
BErsk. 7T BOR I K Ak i B (2022) VA B3R AR 48 58 (TIRIRABRE B F) (2023)89 M 3%
o AHMERP AT EFFONIZEE RN E, ARBTG5 KETAR. &
5 o, 24 A, BHE T e, XANIEEEKZ02-1.0), HET RREREKF, &
B F(0.2-0.8) At A 3K B 2 5 o0 BF A K BE 69 K L
53 HHREZREEL

A5 A% B Davis(1989) B 45 69 #H3 4% % B 2 & K346 Animaker 4= StoryJumper #1834z
SHFE. ATRHZANEAABF BN, AT #F Chen & Tang(2022)89 & & #4733,
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AR, EHRAETFAAAIST EEITA S, Animaker F4 8% 32 Cronbach's af2 3 4 0.929,
StoryJumper -F & &) 8% Cronbach's of% % 0.801, Wy ] B A% B A 1R 2 69 W3R — B S 7T $e b4
6. FFREX

6.1. FLERAKGCH LR F S RIEEFTEG 4 KK, HEFHEIINIGBHT VI FE L,

A EN AT WA RER, FAEMERNBAE A6 JAEEIAAM N EE, HEH6
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PIHEF LR, BELH T AR, SRR TR HZE AR 0 LR
FoitBlo THFRE [ HHRKORAT RS EHA 005k, BAHETREMBES, LFFH
Ml F— AT RRANELTRERANAESTA R REEGRELT T, RELFHFL
AATAR ARG EZRER N, | . UA[RAZTUAEBESMEELR, RIS Al M AHHEE
BEARLT Moy, BEGRELT T AXMERMTEBOENR ] . BRI TET,
£ 2 3378 AL S 3R AT R 9 (M = 60.00, SD=16.903)4= 1% 8] 5 #(M=68.75, SD=17.474), #
B PR AR B B A TR R A (z =-2.047, p=0.041 < 0.05). L4 T EAIEL T LT TR,
AR EAFE IR RR SZABIFTE Y, SHEE TR ARt PE, BTHEK
L AFEEKBFTHES, RBAHSUIGE S A8 TAZ S Fo 35 LA ARAR T o
6.2. FA4LH Animaker F & 4538H2 7 F] M Ao (& Ji B8 K FFTHK % o

SAEE R BT, £ A4 Animaker -F & 893458 AEM =3.75, SD=0.661, p < 0.05)F=1&
& (M = 4.00, SD = 0.926, p < 0.05)7H B &, EFE P HF LRI [ Kb EK
Animaker, K AR EZHAHER IR, LR AMA, | . LA [ B Animaker B Z 4 K
EARA R | o Bk, Animaker -F& ¥ Fa9AMES AT R R, HEHAMELRBAE
oy, Rim, BARSHRENE LBRERERALE, EFHPTHEELRE [ FxidE
AEWHRHREB2RHE. | . AR [ Animaker 89 Al £ F = A BB, REHFH LMK
Y, |, 8 H3R S04 B RHE(M =3.50, SD = 1.195, p = 0.387) 4% Fl & B(M = 3.63, SD = 1.302,
p=0497)KiEBFE £ R, ¥4 ™35, Animaker & FH AT M AR T A RGHITRFELEFT 2.
6.3. FL ¥ StoryJumper F & 697385 F fl B ALH E R HE,

SATEERBET, 244 Storylumper -F & 49324 F B M = 3.46, SD = 0.396, p = 0.0212
<0.05)HBEAA EQBE, AH#d 2 ELRE [ Story Jumper lL&4F L5, e g, &
W AHAE, RARAAREF | o StoryJumper -F& LBREM@EE B R, BSMEHETE
AAME, R, EFH P THERE [ Story Jumper o8, AL —2EXAEFTK, 4AF
PR | A, FEAREAH, B2 HRBRAETAEL, BETHAREERAZ
BRI, EAM ™, StoryJumper f& M B AME LA R R L B S AT, 28R EMRAEE
KT wnAh T M,

6.4. Animaker #= StoryJumper WH-F & AR ELEERT A, 12 Animaker £ /&K
& B 7% StoryJumper .

SATF 54 %, Animaker F= StoryJumper & B BRI T A F FH S E AR,
Animaker -F& #4854 E (M= 3.69 ,SD = 0.877)% & 7~ StoryJumper (M = 3.44, SD = 0.526),
BRHFETEZEARK(P=02309), £F@EF, Animaker 71 B & E (M =4.00, SD = 0.926)
28 % & # StoryJumper (M = 3.13, SD =0.791, p < 0.05). Animaker VA% 'S &9 B 1E 2 #t A= AL B 3K
R, BAERARAEAEW [HNEMR | 2 THBEER | BOF A, HHELSE2A#HFfD
M ZHIE, W Storylumper B ARG ARG &, 8 AKSF 8B REH,
HhFABREER TR B HEEE]  ARWHFERFATURBELRRANE T ELE
EERNEREFS.
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