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This course reviews basic courseware features, analyzes methodologies for
multimedia—based learning, and discusses activities relevant to designing and
developing multimedia projects. Students are required to apply their
understanding of the design principles to collaboratively design and develop
an interactive e—learning product. lesson plan,
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101/09/10~
101/09/16

Introduction of Course and IPad

101/09/17~
101/09/23

Define interactive and meaningful learning

101/09/24~
101/09/30

Orient to diverse interactive learning technologies

Design Draft

101/10/701~
101/10707

Storyboarding + Question—generation Technology

101/10/708~
101/10/14

Speech (TBA)

Design signoff

101/10/15~
101/10/21

hypermedia

101/10/22~
101/10/28

Motivational Design

Storyboard of interface
due

101/10/29~
101/11/04

Simulation I

101/11/05~
101/11/11

Simulation II

Simulation analysis
due

10

101/11/12~
101/11/18

P F A

11

101/11/19~
101/11/25

Problem-solving and Reasoning

12

101/11/26~
101/12/02

Web—-Based Instruction* (online)




101/12/03~ . )
B34 01/12/00 Practicum UnitlPrototype
101/12/10~ . )
4 0112/16 Interactive Gaming Toolsl
101/12/17~ . )
151 01/12/93 Interactive Gaming Tools II
101/12/24~ . .
161 01/12/30 Practicum Portfolio due
101/12/31~ . ]
70 0270106 Project Demonstration Product Due
102/01/07~
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Jonassen, D, H. (2000). Computers as mind tools for schools: Engaging
critical thinking,
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