il

CFEEFY

(1145 # R4 » FR72 3§ * )

A AATIE A RS S (5)28E A 0 L BAE A » EBUE L o

TARPN F @

Feos F%ﬁ oy
?F{ B3 — ﬁillg ,:“: o
AR I HEY R

MLFig s g

— ~

fiv 1y

AR - BA R -
%o

e

~ Bk k—j

{w. I=g =

a#~%ﬁﬁm%% i
38 R AT

LEBRI(F)28EA
N %ﬁ_xf w13 F%ﬁ_,f;} y R L
@%fi/‘ﬁﬁ— F'_

AW 13EA
Z_ %‘Q ’ _}_'_}F]%?Itc
7= ibT?%fL"H&§3£7

CEE R SRR
gz 2 - (THER)-

ZEB LM%
BiEBI S 3Pk

>
~my

SR

%‘liig At Kﬁ"l ¥z ﬂ(f}. #‘#‘

nog

gAER RS BE R R A T

VIR EZ BB S H FAREE XY

iz AR A wlE g TR
%7 &) A 2 L Bu | A |k v
LR (-) Seminar | & o111
(D) Seminar Il %111
LR (2) Seminar 111 %111
5 {73 () Seminar IV %111
R E Research Methods # (33
Fugt Statistics # 133
Qe e e Technical Writing in ,
sl > 7 v
Frakm R e English 2 138
b -~ English for Technology | % | 3 | 3
- (RE2SES Qualitative Research # |33 _
s International Seminar g P ‘:g E
RV AL 1 i3
PR R AL on Technology Issues £ 33 F’“ 2 (%)
BoUgm g el Quantitative Research . - Pk
BRI S STT L ond Statistics Analysis | = | 3|3 |-
The Design and
DA R * AT |Research Applications # |33
of Learning Theories
Human-Machine .
A ¥ 7 H ) ~v‘
B3 Interaction 2 |33
Hu
s [rEaes s ISntelllgent Tutoring % 3|3 e
o ystems g 7 1
BEREES oF- 7 Mobile Learning F [3][3 """




Fi FAE LA olE[E[E]
A P2z | ¥ i CRIEEE I
Y 4 e Virtual Learning - gy
T EAEC I 3 v
E: 0t o I, Models of E-Learning | ... L 18T
d T 5 s ; _ AR o4 iE
W % Eui S R Behaviors # 133 5en g
Knowledge o _
A A >E Y |Management and E- # 33 - o
Learning o
BEEE S Advanced Algorithms | % |3 |3 %71
A Data Mining i 33|
Applications and
KT FAFEE B * 2| Researches on -
h oy Educational Data
Mining
R Digital Image -
judy "B WAL . :
e B it Processing £ 33
5 4 = . Advanced Database :
£ TR % 5L 2
BETRE, Systems ¥ |33
Knowledge
T A28 B Rk A |Engineering and Expert| % | 3 | 3
Systems
R | Multimedia Design # |33
, 1+ e 5o |INteractive Design and -
T B 2K 3 o i . :
3 R i A Digital Arts # 133
o g e g ows l ge -\ [PTOQgramming of
ey F< g —':'E L‘ E L - - =
:‘;f AR SRR Computer Simulation # 3|3
P and Game
Byt g Data Science # |33
T e-Sports Theory and -
LR R Research £ 33
W EE Y Machine Learning # |33
T o e B Computer Networks # |33
Affective Computing
FRELSZAIHE  |and Artificial i |33
Intelligence
Computer Supported
&IFEY R Collaborative Learning | % | 3 | 3
Systems
Al R 38 5 2 i 1= 4 | Al Affective N
e Te Computing and Digital | £ | 3| 3
4 Arts
D , Generative Artificial .
4 AN R g s ) i
=TT AR Intelligence £ |33
H i
. . « s mw e |[E-LEarning Strategies = 1y
AR 3B EY R~ g ’ AR -
_F ' Q?:Lﬁ ¢ ORTE N Management and # |33 j’;}%
* PO = TR

Systems




e

¢ LA

FLff

B FR

E-learning Content
Design

Al EEEREY

Artificial Intelligence
and E-Learning

> W R

» =2 3

P

Computer-Aided
Testing and Assessment

1225

BBy

E-Learning Theory

Information

P 1§ Technology-Applied i
Instructions
Vol 1 s Theory and Application | ...
FVFELma of Lea%ning OFt))Fj)ects =
ot & Cognitive Science i
Computer Mediated
* P A @FEke 3 H |(Communication and #E

Interaction

EL

Affective Computing

Design of Computer
Simulations and Games

B8 Y PHE T
}"‘%’#

Research Issues and
Applications of Digital
Learning Technologies

22l F

=7 4 k>
EEE ol T N

Cognition and Semantic
Computing

FE s EigE

Mobile Digital drawing

&

KT ERES R 8

Applications and
Researches on

Py Educational Data =
Mining
# =P F A F 5 ¥ ¥ |Digital Content

Industry and Marketing

&

}‘@’}F

s |[Research Issues and

Applications of Digital
Game-based Learning

Digital Publish and

» AR ; £

LS Archives =

_ ; . |Research Issues and

FREYREEAE o . -

1 FIRL x Applications of Digital | %
B

Learning Technologies

&

oy o)

g | e |9
G !

by

b

s

s e

s

e

b

e




