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This course applies App Inventor 2 released by MIT to develop students'
basic coding skills, It also leads students to develop creative AR and VR
applications, It is suitable for students who have Android smart phone,
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2BE BB Al ZEFHAE KX | Can design and develop students' own creative
Android Apps.
3| fesmiEm T £ AR/VR #APP | Know how to develop AR/VR applications
?%%B*%‘—LB*?F-‘#?] "F’Z'Unb éﬂx 7.{\;?(%;‘1;2- bki’I--ﬂﬂs '\

)%' Bre- 1 F;:‘ N '?‘ <WT> ’}fiil‘:k ’z = o4 T E = |

s [P R AN AAE % KE PR Ty

1l F& |F 7 Wik s HWHm B AR | B HH(EH

# F M) FE AR
2(FrE~Fw)

2| i | F 7 i HHm oA G TR | FE (%

£ d AR )FOE
2(zrg~Fa)

3| #i | F 7 di o F A FE N | Rl TR HHR(E

# ES AN SIIN |
T~FL(z o3
%)

® ke R £

i p A=z n % (Subject/Topics) %

|| 108/00/00~ 942 iz T
108/09/15 N
108/09/16~ . R _ .

2| 10s/00s22 | APD Inventor 2 F %4 d o143 £ NE A —{BGmailtk

5%, W3A10/9 AHREF R
108/09/23~ o i1 et 2o e
3 \og/pgpg | T RARERELE FEEEL RAHAR
... (Appl)
108/09/30~ g e Wo. &

4 FHVEMR AT B H FEEE2: KO EH
108/10/06 R
108/10/07~ ] o ‘

5| lss1013 | POP prototyping W48, T 3%?4’5%82 — (B AR R

M A2 &9 APP
108/10/14~| o, A e a

61 | 08/10/20 A& 1 0 — B RBRE ApD INTELe T
108/10/21~ e o

7 108/10/27 %‘%&1}&}3&40&0"—1
108/10/28~ oy o s

8 Jogr1ss | TR ET2 %ig)§4 A # A4

JE %
108/11/04~ e

N | A TRE REH) R/
108/11/11~ .

0 0s/1117 o & KA
108/11/18~ . e

1 #{ 411 Augmented Reality (AR) N L
108/11/24
108/11/25~|

= > 2L W=, >

12| sz | B TEAR 2w 1F¥5: AREA

108/12/02~
A Vi i AINTE L8 ¥

13| oa/10s0s | I Virtual Reality (VR) INE L%

108/12/09~
23
14| L 0a/10/15 | S60#E A48, 360% A & B Bl




108/12/16~

15| os/1as0y | AR FRITMAER A FEUEREE

108/12/23~ . -

16 108/12/29 WEIV: RARRZA

1| | AR AR (R ) R EE]

| L] R A R ORS00 R 4 3 B 8 % :109/1/3-109/1/9)

o GZEES

BHE | BF: 5%

TR EIE | KA IHEE, BRI R 2D,
5~m%@mﬂﬁiﬁﬁﬁkwﬁ%yw 20 4E 1% K B B g R
BRSREFE (B RER 559%)

(3 4?1&&#%4?’ & ;ﬁ%‘*i%ﬁﬂﬂ WA, RARERA LER —RIe1y)
FEHEE + RS 0 60% (EBxiwy)
MREEZR: 15% ‘
ﬁﬂc}?//ﬁl]% 10/ (ér:’ 5] %LDXO'}— ‘5(4—1:- %‘g/ﬁg)
MARRIER: 10% (P13, AlZZE R LT 1E)
HHE K TR, B’k
:?'Ufiér g

P iE Y e (R Y edEgE B sk (e 2 AR e R B
e 4 B (AP % SRR 3 Pt ITE 2 SRR REFE B )
®LFEE: 50 % @FHFFE: 600 % WHPFE: 100 %
e R
FHEA | emARFE 100 %
T | @it BRREZRY 1150 %
"HHEE A F I kM #u ot https://info. ais. thu. edu. tw/csp & d %At
B % | FEoRBFR TREFFAFE AR o

IR T LT PP S %ﬁﬁi’?% S EERE ALRE N T

TAIXB3A2963 OP

% 3 F /3 F 2019/8/3  16:12:19




