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The goal of this course is to select and use mobile app strategy tools in
educational training or teaching situations. Major curriculum is to transform
various types of teaching methods into mobile learning, In the course, 6
groups of learners use 36 ipads and 6 LCD projectors to engage teaching
exercises to cultivate the learner's ability to use the basic teaching strategies
of the app.

ARARRE B RS RAT FL  HAEP R H
BaAe B p L bR Tinse (Cognitive) | ~ TH & (Affective) | ¥ T it (Psychomotor) |
et p ARl -
- ~iv(Cognitive) t FE & ftp hE R A A BRGLE LR FY

= ~ R (Affective) © FE Az 0 NBAB G~ BA ~ R A B EBRFZFY
= ~ $a (Psychomotor) @ ¥ & fi% 4L P cnst il ds (720 el (T2 B Y -

5 , . , e
. wE PR 2) #EPER(E)
| | BEFEERZBARE T Select and use various teaching methods
2 [BFHE Happ T LA EZHIE Select and use app tools in teaching situations
3 | Bapp T EA XK Z % Evaluate app tools for teaching situations
KEPH2Z PHRGI ot A2 FRARE S 2872 0
R Rl Fe ’:‘(‘ (wﬂ T B S 0L -
Ejﬁ, E] *%’:‘Z:\Flft] ’P’Z:u ;; 3 %j‘% % ?I? RS \‘?I‘E- X
1| 4 | ABF 135 AL I TE~F2(F 0
BFa)
2| i | cD 2678 A e F0E W (7 - &
)2 (FrH
W)
3| A | EF 457 AU I TEFL(F T
BFa)
ke R 2
SR A % (Subject/Topics) G
=
111/09/05~ .
BT P Y Bk o %
Uieen | MR, 2, HF R E R
HI/09/12~ oy gy oo . . ] o
2l eos | TTEEE FAMh, ipad¥ RE4E. ipadit#fapp
111/09/19~
B4 mk gl 5 ok EY
3 111/08/95 HEREE k- KAt ik
T1/09/26~| 4 s pr s mroA S
Yoy | BRI % - A €W RE,. Fim, FFEHR
111/10/03~
B A ﬁﬂ. ~ ok ER N
5 111/10/09 B REBE G k- ME
111/10/10~
ey £z
6 g | BREI T M




H/1017~] o0 ., o — ‘
" 1111023 FWMERI-ELEHR BEAFTIEEY
11/10/24~| ., ., o ” ‘
8| L1110/ T ER-LE MM BAFEALEY
111/10/31 ~ . -
o 111106 G %) : Kahoot, BB : Quizlet, Quizizz
111/11/07~ .
10 111/11/13 A K
111/11/14~
A ’g}i S N
W e | X F FHipadiE A
W2~ ) e e
2 e | BF ZHipadiE A, #g Z#FHpadiE A
mes~| "
Bl e | B BB #E
1/12/05~] o ‘
140 gy | AERERL-E G MR BAATAEE
niee~| e e
5| s | ABRZR1-E G RM#  BATEAEE
111/12/19~
16 |11/19,95 | iPad app ZEh3EEH
n12/26~| . .. } ‘
7 oo | B RESHE @ appst shad b 4
112/01/02~ . i . n
18 oies | FIRF HBOR BB AL K B H A :112/1/3-112/1/9)
; WABE TR RS B TRERAAKS) REE, HRBRRA
% Bl
ARER
KEXAR TR, "

1. ¥ ##5EGamestorming (2015), HARAL @ BREKAY,
2. MWME B & o) B F Shk - 15048 % w&(2007), HARAE 1 SFE,

it
P Lirenman, K. & Wideen, K. (2016). Innovate with iPad: lessons to transform
7O learning. Irvine, California: EdTechTeam Press.
Gray, D. & Macanufo, B, (2010). Gamestorming 3 #7#f5k, £ &3 0R.
Vo e B ot e I SV
! Ejzﬁii b (A % YRR R T TR 2 AR R)
& E % @FEFE: 600 % WBFIFE: 200 %
e -
THES | emAiFE 200 %
T e () %
"t E A F I ks %en ! https://info.ais. thu. edu. tw/csp #d itk
4 | FRoERTR TREVEAFR IR, &

TDTXB3D0685 0P

WA RO RBROFTE o FRY DRKPF 0 pABPER A FE LR
3

Ex T/ % 3F 2022/8/23  14:16:10




