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Exploring the Strategic Planning and Professional
Practices on Implementing a Commercial Learning
Management System (LMS) into Higher Education.
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A Study of the Development of Courseware for
Mobile Learning and Students’ Learning
Effectiveness in Primary Education: Using Wetland
Crabs as an Example
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A Study of Implementing an Interactive System
Based on Hand-held Learning Devices and It's
Instructional Applications
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A Study of Synchronous Instant Interactive Systems
Applied on Tutoring—Using English Tutoring as an
Example
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A Study of Applying Computer-Mediated
Communication(CMC) Systems 1n After-Class
Tutoring Settings
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A study of design and implementation of the game-
based English vocabulary e-learning environment for
elementary school students
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A Case Study of Implementing E-Learning for the
Small-sized Media Design Industry in Taiwan
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A study of constructing the competitive and
collaborative game WiCFG to portable devices for
English vocabulary acquistion
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Evaluation of Learning Effectiveness of the Portable
Tangible Learning Companions for English
Conversation in Primary Schools
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A Cross Platform Map System (CPMS) to Facilitate
Adaptation and Language Learning for International
Students in a Chinese-Speaking Environment
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Implementation of mobile tour system associated with
the QR Code
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Investugation of tne graphic design on the mobile
tour system and 1ts applications
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A study of mobile guide system: Using the public arts
on campus as an example
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A Study of the Mobile Game-Based System to
Support the Chinese Speaking Language and
Motivation of International Students
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Implementation and Evaluation of a Student-Centered
CALL System for Enhancing English Listening and
Speaking
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Learning Assessments for Applying Web2.0 Tools
mnto a Musical Applications Class in an Elementary
School - an Example from an Educational Priority
School in the Nantou County
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Exploring Learning in Tweets: From the Social
Networking Services toward a Learning Tool
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A Study of Integrating Optical Identification (OID)
Coded Books and an Online Reading System in an
Elementary School for English Learning
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A Study of Design and Implementation of the Four-
Frame Webcomics to Facilitate Chinese Lunar
Festival Understandings at a Glance

HEE

B -

n
/BT
It

201541 H14H

23

2013

Rl ASEEIR S B O B S R EH 2
5e

A Study of Integrating Rewarding Mechanism into
the Classroom Interactive System and its Instructional
Applications
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Implementing a Game-Based Learning System with a
Competitive Mechanism to Enhance Students’
[earning Motivation
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A Study of Learner’ s Perception of Integrated 2D
and 3D Multiple Visual Media: Using the Inter-
School Online Game as an Example
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Implementation and Evaluation of an ASR-based
CALL System for English Learning
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2014
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A Study of Constructing an Image-Based Virtual
Reality System for Public Arts Learning on Campus
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Applying the disruptive innovative technologies into
higher education: Effectiveness of integrating open
educational resources, platforms, and mobile devices

AL

|

i
/BT
I3

20154F2H11H

29

2015

W & ASRE 2 FaE F A EAEALL

WSEYET R

Developing the vocabulary-based E-Picture book app
integrated with ASR technique to facilitate English
vocabulary acquisition
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Implementation and Evaluation of English Listening
Learning System on Mobile Devices : the Application
of Repurposed OER
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A Study of Integrating Homework System into
University General Physics
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2015

SR e IE NN
B T | DISHERL B

A Study of Integrating tablet PCs with the Interactive
Classroom System 1nto the Elementary School
Classroom - Using the subject of Integrative
Activities as an example
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A Quasi-Experimental Study on the Effect of Badges
onTimeliness within an Undergraduate Physics
Course
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A Study of Learning Effectiveness of the MOOC
Innovative Instructional Mode: Using the Cross-strait
Course of the Tsing Hua Universities as an Example
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Applying MOOCs/SPOCs to promote deeper
conceptual understanding in life science via design-
based research
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A Digital Game System for Ancient Chinese Prose
Learning: A Case of The Travels of Lao Can-Daming
Lake

/J A~

HE 1L gl X

LIYLT A0 )] L4

37

2017
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The Design and Construction of Knowledge
Management System - Organization Cooperation of
Consultant Service as an Example
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A Study of Applications of Digital Visual Design
with Avatars and Learning Companions into Game-
based Classical Chinese Learning and the Perceptions
by the Junior High Students
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2017
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Development of an accessible online learning system
for congenitally visually impaired students learning
Chinese computer input method
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Implementation and Evaluation of an e-learning game
system in mathematics - Using circle and complex
graphics of circle as an example

PRI 2

WL ARl X

LYLTH=O )] 1L 1]

41

2018

V-4 A B R 5 B A S
BRI

Design and evaluation of the situated e-learning game
and teaching content on circle graphics supported by
tablet PCs 1n the elementary school
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Research and Development of “Adventure of
Classroom”  Board Game to Improve Classroom
Learning in Rural Elementary School
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A study of improving the Karate online learning and
feed-back system to facilitate its teaching and
learning effectiveness
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The Development and Evaluation of the Game-
faciliated Mobile Tour System from the Perspective
of Digital Humanities- A Case Study of Mei
Memorial Garden at National Tsing Hua University
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An Investigation of the Handwriting Development of
the Taiwanese Children with Written Language
Disorders from the Perspectives of Paper and Tablet
Computer Interventions
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A Study of Writing Performance of the Children with
Written Language Disorders in Taiwan by Integrating
the Tablet Computer Intervention in Writing
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Research on the Impact of the Problem-Based
Learning Teaching Strategy STEAM Robotics Course
on Students' Attutude Towards STEAM and 21st
Century Skills
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A Study of Constructing a Moblie Virtual Reality
System for Anaphylaxis Treatment Learning
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A Study of Developing an Assistive APP to Help
Students with Learning Disabilities Learn Chinese
Characters Recognition and Written Expression
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