
 

         

刊前語  Preface  03 

博物館互動科技情境對國小五年級學童防疫認知及行為意

向之影響 
The Impacts of Museum Interactive Technology Exhibits on 5th Graders' 
Cognition and Behavioral Intentions of Diseases Prevention 

張美珍 Mei-Chen Chang 
陳映羽 Ying-Yu Chen 
王裕宏 Yu-Hung Wang 

05 

博物館協助校園登革熱防治教育之研究─以「滅飛特攻隊」

教具箱為例 
Museum to Assist School in the Research of Dengue Fever Prevention 
Education - Take the "Exterminator Squad" as an Example 

郭世文 Shih-Wen Kuo 
洪振方 Jeng-Fung Hung 
王裕宏 Yu-Hung Wang 

33 

新舊交融︰高齡者透過博物館文物及課程學習智慧型手機

之活動效益─以電信有愛學習活動為例 
Blending Culture between Generations: Effectiveness of Learning Smart 
Phones through Museum Artifacts and Courses by Elders--Take “Telecom for 
Seniors” Project as an Example 

陳怡真 Yi-Chen Chen 
郭千華 Chian-Hua Kuo 71 

樂活節能屋對技術高中學生節能設計認知之影響 
The Effect of the Cognition of Energy-efficient Design in the Vocational High 
School Students by the LOHAS Energy Conservation House 

黃國泰 Guo-Tai Huang 
盧正川 Cheng-Chuan Lu 
葛子祥 Tzu-Hsiang Ger 

93 

版 權 頁  Copyright 
 

125 

徵稿簡約  Submission Guideline 
 

126 

撤稿聲明：本刊第 23 卷 1 期（2019 年 3 月）所刊「從商品符號消費與美感體驗的

角度探討科學博物館蒐藏的應用」，經本館專業人員評審委員會會議決議涉有違反

學術倫理情事，故撤回本篇文章，特此聲明。 
Retraction: Huang, C. C., & Chen, H. C. (2019). A study on collection application at science museum through 
symbolic commodity and aesthetic experience. Technology Museum Review, 23(1), 5-28. 

        


