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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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