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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 emerging
technologies in education. The content includes international perspectives
and national policies in ICT education, trends and latest issues in emerging
technologies, including STEM and coding education, Robotics, PBL with
multidisciplinary curriculum, game-based learning, AR/VR/VR, AI/IOTs,
digital citizenship, digital divide etc. Students are expected to master the
new trends in educational technology and able to conduct relevant research.
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1 107/09/16 Welcome and Course Orientation
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2 107/09/23 Horizon Report > 2018 Higher Education Edition Horizon
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3 107/00/30 | ISTE Standards for ALL ISTE
107/10/01~ L ) _
4 107/10/07 1 STEM Initiatives, Robotics, and Coding Chapter 1
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5 e 2 Maker spaces and the Maker Movement Chapter 2
107/10/15~ . o _
6 107/10/21 3 Gamification and Digital Game—-Based Learning Chapter 3
107/10/22~ L. . .
7 107/10/28 4 Digital Citizenship Chapter 4
107/10/29~ . . .
8 5 Pedagogical Changes: Project—Based Learning and Chapter 5
107/11/04 X .
Personalized Learning
107/11/05~ cy . . . . .
9 W/1L/1L 6 Efforts toward Bridging the Digital Divide Chapter 6
107/11/12~]| _ .
10 L07/11/18 Midterm Week
107/11/19~ )
11 7 Blending of Formal, Non—formal and Informal Chapter 7
107/11/25 :
Education
107/11/26~ ) .
12 8 Lessons Learned, Emerging Themes, and Looking Chapter 8
107/12/02
Forward
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161 07/19/30 Final Project Report 1
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170 08/01/06 Final Project Report 2
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181 08/01/13 Final Project Report 3
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Schrum, Lynne & Sumerfield, Sandi (2018), Learning Supercharged: Digital
%t A Age Strategies and Insights from the Edtech Frontier., ISTE.

978-1-56484-686-0, E-Book version available,
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Donally, Jamie, (2018). Learning Transported: AR, VR, MR for All
classrooms., ISTE., ISBN: 9781564843999

Williams, Heidi (2017). No Fear Coding: Computational Thinking Across the
K-5 Curriculum, ISTE ISBN: 978544843876
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