CEF SRR F I PFEE FY LR
(112§ RAe > Fi52 35 7)

*AFALTIE Y PR R AT C(F)228 L B 45 L ER I8F L o
BABR F ¢ 7P ARl 2 BARE R

1

N

P i)g - ﬁ’ilﬂ % ,:Li “LVL»

-

TR 0k Sl

TR IS
) +FB227(7)22%~» -
(=) P Bzt > 22 FEB T P
(C)AF - BAF - FA2 T 3 EB 1 Pk
(z)FRFF2ZITE 5 LA '1'\'#}1%-?{35{}‘?‘,&,19 v BBiE B LR AL AT
€5%$ﬁkiﬁﬁ@'ﬂ%a~$ﬁuéﬁﬂ%w%ﬁ%kﬁpﬁﬂ e
F2 BB IRBLEF Az =22 - (TE )
;kﬂ- ?kﬁ-r’f#- _ _ & /35 5/”\ F‘?*"Kt %33'_
iﬁﬁ‘dj \Z‘v’fg_ B %fg_ I}Vd]
B (-) Seminar I i 1 1
LR (D) Seminar II & 1 1
LR (E) Seminar III A 1 1
i3 (2) Seminar IV A 1 1
L RS Research Methods £ 3 3
g Statistics 5 3 3
i FHE~ BT Technical Writing in English & 3 3
G Frfm= English for Technology i 3 3
LY Qualitative Research & 3 3
%5 L % A International Seminar on % 3 3
Technology Issues
5 Il o Human-.Computer - 3 3
Interaction
A
LIFEY kR Computer Supported
Collaborative Learning % 3 3 (& Bk
Systems
T XTETET - ~ .
A ié' B YA I(\:I(e):‘;rvlvrg;l;eiilyLeammg iz 3 3|2 R
Tt |z aprs i 3D technology seminar E 3 3 1Bk
;‘;‘?‘ r"s 3 = P advanced 3D technology E 3 3 (BB
¥ ) 5 ; : - .
™ R AR B Rk g;;xesd}iie]i;lsgmeermg and 5 3 3|5 B
S % 3 =l b .
®ERYT PRFR ﬁ(ii;/ia;ged Educational Data = 3 3 |5 B
ATk skt Cognition System Design & 3 3 (& Bk




Kotk 5 T

Brain Computer Interface

i BN

Management and Systems

s

. ¥ 5z
Design * Bk
BT FoFEd it & |Applications and Researches E 3 3
;_g T on Educational Data Mining
FEANKE Intelligent Tutoring Systems & 3 3
By Mobile Learning 5 3 3
BEEY A Virtual Learning Systems E 3 3
BB Y 75N Models of E-Learning % 3 3
Behaviors ‘
A A g gy Knowledge Management and iz 3 3
E-Learning ’
BEFE 2 Advanced Algorithms & 3 3
TR Data Mining vy 3 3
AR e B Wireless Networks vy 3 3
i B pAil igital Image Processing i 3 3
B i Digital Image Processi z
BETRE K Advanced Database Systems & 3 3
AR e Multimedia Design i 3 3
I @R dic# 5 |Interactive Design and & 3 3
Digital Arts ‘
S e Data Science & 3 3
E ¥ F L H 2 $c i |Big Data Technology and .
B9 Applications in e-Learning =
WEEY Machine Learning bt
Al § R iE ¥ 2 i 4| Al Affective Computing and | iF
o Digital Arts
Hw
MR EE Affective Computing E E
B P58 ¥ 7 3 22 |Research Issues and
i Applications of Digital Game- | if NS
‘ based Learning
WK FE R 3 |The Design and Research
Applications of Learning E S
Theories
B F Y 2 Fits 47 |Qualitative Analysis of Digital | =
A 3 Learning Research ® = bk
BRI SR KEFY Information Technology-
i Applied Instructions E N
; Research
g i narer B 9 Cognition and Learning iE B S
M7 LR BN 1o Brain and Cognition & i R
B ¥ {ei ~ 12 |E-Learning Strategies,

e S S

E-learning Content Design

b

A 1 ;a."%[}ig{lfvgﬂi

Artificial Intelligence and E-
Learning

b

T i o Rk B R

Computer-Aided Testing and
Assessment

s




B8y 4 E-Learning Theory £

FH R K58 Information Technology- e
Applied Instructions

B Wik e gt |Theory and Application of e
Learning Objects

P,gfryfi 5 Cognitive Science E

TP B2 5 # |Computer Mediated
Communication and iE
Interaction

M T = R Al Design of Computer -
Simulations and Games

i By L7 3 & Research Issues and B

B Applications of Digital 3

' Learning Technologies

WATHEZ R Cognition and Semantic -

. 3

Computing

o Rt F9skf9 k3% |mobile App experience design -

21 2

B

78 Y &4 E 7 |Research Issues and Tools of -

1E Mobile Learning s

B AR Y R Visualization-driven
Interdisciplinary iE
Communication

TieW R ET Y Computer-Assisted Language iz
Learning ’

iz AR R Digital Publish and Archives E




