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The course offers a broad foundation of knowledge and skills to prepare
students for employment in related research and applications on e-learning
and digital content design. The content includes international perspectives
and national policies in ICT education, Trends and latest issues in digital
content design, including mobile learning and flipped learning, educational
application in cloud computing, Mirco learning, game-based learning, AR/VR
and open educational resources (OERs), etc, as well as development of
specialized skills in designing digital content,
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Kolb, L. (2017) Learning First, Technology Second: The Educator's Guide to
ok Designing Authentic Lessons., ISBN: 9781564843890
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