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This course aims to help students develop the competency in developing and
evaluating e—learning materials, The content is based on learning theories,
instructional design theories, and the five aspects of quality e—learning
material certification, Students will participate in mini lectures, as well as
discussions of core concepts, case analysis, and design ideas.
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1 |B% A7 1 8 R S 243X 3H A B 3235 | Be able to understand and 3 A
apply the relevant theories
for e-learning instructional
design and development

2 | AR R B A A EA Be able to understand and C5 AF
apply the e—learning
certification criteria to design
and evaluate instructional
materials

3| ABIR /A TFEM BB HAH| Be able to design e-learning P6 ABF
instructional materials based
on the criteria
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