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e—learning materials after the course,

This course is designed to help students have the ability to develop
interactive e-learning materials through PBL. The instruction of the
interactive tools will also cover emerging technology Chatbot, AR and VR,
rationale of e-learning design and empirical studies. It is expected that the
students will be able to know how to implement the e-learning contents
and as well as have hands—on experiences of producing interactive
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1|28 AR AHMEZFZ A E| The learners realize the theories related to
Hamk e—learning contents design and theoretical basis.
2| B E XA B WIE L EhH M = | The learners are able to develop interactive
BEA e—learning materials independently.
3| 2B X ABEEDLEI B E K| Learners can be familiar with operating interactive
By teaching materials development software,
4|28 X EEH T HMNF T E A Learners can stimulate creative thinking and learning
RSy AR interest in the design of interactive e-learning
materials,
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