(&2 ypagt]
o g & K Ao
+§ ® < Chinese 4
= | # < English 4 10
A B .
s | ¥ Physical Education 2
’“If‘:".%? ;i ~
Introduction to Psychology 2 EASEIE i
% | v -8 s N
;| Cultural Transformation ’ e
i : FL 472 £ Technology Laws 2 2 @1 Em
g | | B9 PREA | ot e
o Green Technology and Society 2 BERELEF IR
g Art Appreciation 2 5 In
¥ A 2
25| AR § PR B AT I ,
qanear 2 5 % ATEFEI Y E - A
% 2 P E AR 2 20 | B2 CBY 2 Ba o AR
3 [P 2 IIHVEFA
RALTT AR 2
ER ﬁ;%‘fﬁ_ 66
EE | an
o B2 5 24 102 S E R
> — d %ok p R
Py 12 (GE 2% 7 36487 5] )
EETIN = 134
ABEARFBY I 134 s e 7o
si BHAZ B2 F 4 o AR PSR T A S PR L
2.5 ¥34290 £ 4 o
(1 ) AL 66 F L g2 B4, ~ERE 1284 5 B EigARd &
AT kAR 1R o
(2) >R BalB THEFY 0,8 THREFY R T EE-BBBY -
E 7l Sefe s 2454\’z'w'712§/>‘3£"34“12§’”\°
= SEBGARLRE A > ¥ ad Eig Ak~ bk~ hR(Z RPN S F)E AR BBk
5 A2 R e
B SR EABH AN R BPAR(F L) PR F
£ AT CFBY 6EA > FLBEAENS EBD U I2EA .
P 123 54 84 o3 B3 gdee 53y &40 de > PIRIUE - B3 2 2 i3 de e
o i 4 AT K A o
2:,3313',_/12§A,\ad{15”‘ \F%ﬁ}_l—‘r 21288
ERNME Y R - iR A
113 B EE-RBBY LV EBY 24N 5B 128N EBT 1280 o
1_ S 12EA O RIS LIS HARE 1284 o T BFP LBV EA AT PIA
AR T — B2 ey @ PAmat L i %\
28311284 d ABYER-RBBEZHRAEET 1254 o




ERT X &1 2N

32
R | 3RS ES iR a Bw | e | ik gj 2L
1 | oquos | EEFV # 2 | 3 3 | -2
Introduction to Digital Learning
2 | ooioos | ¥ F B I T I T
Introduction to Computer Science
3 | QQ1001 et (=) A 3 3 | -2
Calculus |
4 | qooos | HAHA(=) v | 3| 3 |--
Calculus 11
5 QQ1065 7 AR P & 3 3 - F
Introduction to Multimedia
=2 2L
6 | Qqiooz | ET T _ s | 3 | 3 |-
Computer Programming
7 | qoworp |EFEFRE _ s 2| 2 | -
Computer Programming Practice
J:l/
s | qouos | HACES _ O T - T
Discrete Mathematics
o | oqiorz | FHEH w | 3 | 3 |22
Data Structures
M 1A
10 | Qquoo7 | R E e | 3 | 3 |z
Linear Algebra
o QLL;‘J»
11 | Qoo | PP E S o w | 3 | 3 |z
Probability and Statistics
12 | Qquote | A HAHTARY w |3 | 3 |z
Systems Analysis and Design
3l
13 | qouoss | =HF 2 3 3 | ==
Cognitive Sciences
14 | Qquoao | F¥E# % | 3 [ 3 | =7
Learning Theories
15 | QQ1034 | ;& & ;> Algorithms 2 3 3 | =
16 | oquu | EEEEGEGRAE w | 3| 3 | z2
Digital Game Design Essentials -
R A RE R
17 | QQ1026 | Network Systems Practice and 2 3 3 | =
Management
18 | QQ1049 L5 EaER (=) & 2 2 | =~
Undergraduate Project |
19 | oquoso | 2 FFHEF (=) e |2 | 2 | e

Undergraduate Project 11




Pl c&k-FY iR

32
BBl | A7 Exide Bw | e | ik gj: =
TR k5L i g ¥
1 | qotom | FFE s |3 | 3 | = S
Database Systems R T
2 | Qoioar | *FAESET o | 3 | 3 |z PR D
Web Programming Y
33 A% ’2 L‘v}—b "o,
3 QQ1051 T ?E" ) A 3 3 =T |2ty 12
Learning Management System 25
4 | qotoss | CEHE w | 3| 3| :==
Artificial Intelligence -
Yo (4 5 47 N 2p 2L
5 | qowoos | 7P FPESET g | 3| 3 |-z
Object-oriented Programming
4 oL g 33 £l
6 | Qoo | =FEE T H g | 3 |3 |-
Living and Learning Technology
HATHKE F T :
7 1104 z 2 2 =t
Q Discrete Mathematics Practice =
2 L A2 2L
8 | Qoups |HR ST # |3 |3 |z
Visual Programming
o | oqioss | TFAH £ | 3| 3 |z
Operating System
10 1035 | & 9T Z | 3 3 |z
QQ Computer Networks ® -
LU A
11 | Qotoar | FERF _ F | 3| 3 | =2
Management Information System
- FY
12 | ooiose | FMLAE g | 3 | 3 |=-
Software Engineering
RSN Bl
13 1108 | ° ‘ iz 2 o | ==
QQ Algorithm Practice =
XERE
14 | qouore | FFF £ | 3| 3 | ey
Project Management
:"f\‘—:‘% e
15 | ooioe7 | FA¥E _ g | 3| 3 |2
Information Security
EERED ) s g
16 | Qquogr | ¥ ¥ FIA S . g | 3|3 |e-
Learning Technology Assistive Tool
H 3 = 3y
17 | oqiorz | X7 F £ | 3 3 | e~
E-Commerce
ARPEREEFHE
18 QQ1082 [ Wireless Networks and Mobile iE 3 3 r

Computing




| 3= ‘& FYPME
32
B gL | A7 EXiaey gw | Fa | ik " j: =
1 | ootozo | X EWE w | 3| g | x| TEEEY
Computer Graphics B L= R
2 | Qoioas | FEFERRPRUNF w | 3 | 3 |z |#ams 2
Computer Animation Design T BN E A
R YRR Ty 12
3 QQ1094 | E-Learning Education Resource A 3 3 =t 25
Design
4 | Qowes |FEFERTEER w | 3|3 ==
Learning Object Development -
AR RIS s
5 QQ1020 | Creativity Thinking and Design i 3 3 e
Method
o5 1
6 | oquosz | FEF Z | 3| 3 | -2
Management
TG
7 1027 | P mER Z | 3 3 | -2
QQ Information Morality and Laws ® -
A
s | ooioas | A E | 3| 3 | =~
Ergonomics
Loy
9 1089 i3 3 3 -
QQ Digital Media Design ®
B F Y Keg
10 QQ1037 | Learner-centered Learning & 3 3 =
Strategies
g2t
11 1084 | 77 5 3 3 | =
QQ Statistics = B
/\lv .H tL' 2 ,
12 | QQogy | HEAHIE B w33 ]z
Digital Media Telecommunication
3 NN E‘ﬂ
13 | QQ1100 FVeng _ % 3 3 | ==
Psychology of Learning
AT B
14 1103 - _ = 3 3 -
QQ Human - Computer Interaction =
15 | oqiore | THHEE g 3 3 | =—
Knowledge Management = -
B FAEEY o
16 QQ1059 | Digital Content Industry and i 3 3 =F
Marketing
I+ N R Ry =L
17 | qquors | EER F ARG £ | 3 | 3 | =~

Digital Content Software Design




B | AR HAT LA igu | #a | EFEk 5 3 e
R 5
18 1070 e ) i3 3 3 z
QQ Virtual Reality =
(> B4 (¢ Ak ga
19 | qotosy | EEF AR 5| 3| 3 | ey
Digital Image Processing
i AR R
20 1095 o ) . i3 3 3 z
QQ Digital Publish and Archives =
Tt e
21 QQ1080 [ Information Retrieval and Data iE 3 3 z
Mining
TEREAA TR
22 QQ1093 | Electronic Training and Human i3 3 3 T
Resources Management
w P 1b PSR
23 1202 |+ ¢ z | 3 3 | e
QQ Computer-Based Testing =
[~ 33 9 -'_fc_ 7T 2.
24 | Qouogy | EEF VB FE £ | 3| 3 |e~

Case Study of Learning Technology




