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Editorial

This issue publishes one paper each on digital learning, information
behavior, digital humanities, informetrics, and the practice of library archival
work. The published papers show a wide range of academic fields of library and
information science, which reveals that this journal has been one of the main
library and information journals in Taiwan. In addition to publishing valuable
academic research papers, since the end of 2019, each issue of the journal has
published a practical article on library work. So far, three practical articles has
been included on library work in the journal. The practical work article
published in this issue mainly focuses on sharing the practical experiences of
applying digital humanities tools in digital archives of KMT s historical records,
which is the main working outcome of the University History and
Archives Section of National Chengchi University Library in the recent two
years. Undoubtedly, library work practice has shown its significance and value
in promoting library’s practical work and experience exchange. It also makes
this journal as a high-quality journal simultaneously paying attention to both
theory and practice, and therefore has a wider readership. It is hoped that this
change can bring the library and information field into a new ground that attach
importance not only to the development of academic research, but also to the
inheritance and exchange of library practical work.

The academic article in the field of digital learning in this issue aims to
explore the effects of two game-based English vocabulary learning apps with
significant differences in game design factors on learning effectiveness,
sustained attention, relaxation, and vocabulary memory retention. The research
findings of this study show that the low-stimulus game-based English
vocabulary learning app with lower game design factors has more positive
effects on learning effectiveness, relaxation, and vocabulary memory retention
than the high-stimulus game-based English vocabulary learning app with higher
game design factors, while the high-stimulus game-based English vocabulary

learning app can arouse learners’ higher sustained attention. The research
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suggests that cognitive learning apps like English vocabulary learning are not
suitable for incorporating more stimulating factors in game design. In addition,
the research also found that “matching of the challenge to player skill” and
“feedback” are the most important game design factors when designing game-
based English vocabulary learning apps, and the research results are helpful to
the development of game-based learning systems. The academic article in the
field of information behavior published in this issue adopts qualitative in-depth
interviews to discuss the experience of the Fu Jen Catholic University master
students’ experiences of seeking, selecting and accessing electronic journal
articles, and the search tools, strategies, and obstacles they used throughout the
process. The research results can be taken as a reference for university libraries
to provide service strategies and practices for purchasing journal resources, and
have academic and practical application value. Moreover, the academic article
in the field of digital humanities published in this issue tries to utilize the social
network analysis technology to analyze the community of bibliophiles in
Shaoxing in the Qing dynasty, and then to describe its social network model.
This research attempts to use digital technology to objectively explore who the
core figure of the bibliophile community is in Shaoxing in the Qing dynasty. In
the absence of historical data to support the research, this research tries to
conduct research in a digital humanities way, which can provide another
possible way for performing this kind of research. Finally, the academic article
in the field of informetrics published in this issue uses information measurement
methods, taking 403 reading lists from 140 high schools in the 105-107
academic years as the research subjects, to analyze the content of the bibliography
and to explore whether the listed books meet the needs of students. In order to
achieve the purpose of helping schools purchase books that are helpful to
students’ learning, this research applies informetrics to school book purchases,

which has the effect of promoting the development of education settings.

Chih-Ming Chen
JILA Editor
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