國立中正大學課程大綱
National Chung Cheng University Syllabus
	課號
Course Code
	3403042
	全英文授課
EMI
	█Yes   □ No

	課程類別
Course Type
	□ Humanities and Care-focused Course  □ Competition-focused Project Course        
□ Problem-Based Learning Course     □ Project-based Learning Course           
□ Capstone Course                 █Practical Course
□ Internship                       □ Others  

	課程名稱（中文）
Chinese Course Name
	教材設計與製作

	課程名稱（英文）
English Course Name
	Instructional Design and Development

	學年/學期
Academic Year /Semester
	114 / 2
		學分
Credits



	3

	學系（所）
Department
	Adult & Continuing Education
	必選修
Required/Selected
	█ Required  □Elective

	上課時間
Class Hours
	Monday 13:10-16:00
	上課地點
Classroom
	TBD

	教師
Instructor
	Sophia Pan（潘璿安）
	教師email
Instructor’s email
	sophiapan@ccu.edu.tw

	助教
Teaching assistant
	TBD
	助教email
TA’s email
	TBD

	先修科目或先備能力
Prerequisites
	Open to all students; no prerequisites are needed.

	課程概述
Course Descriptions
	This course offers a comprehensive introduction to integrating technology into teaching practices, emphasizing the latest trends and tools in eLearning. Students will delve into instructional design theories, engage in hands-on practice with digital platforms, and explore emerging technologies such as augmented reality (AR), virtual reality (VR), and artificial intelligence (AI) to craft dynamic and interactive learning experiences. Through a combination of case studies, collaborative projects, and expert guest lectures, this course equips participants with the knowledge and skills needed to design, implement, and innovate teaching media tailored for a global and technology-driven classroom environment.

	學習目標
Learning Objectives
	By the end of this course, students will be able to:
1. Understand the foundational principles of eLearning instructional design, including key learning theories and models.
2. Explore and apply digital tools, such as virtual classrooms, collaboration platforms and tools, and interactive response systems (IRS), to enhance classroom management and student engagement.
3. Integrate emerging technologies, including augmented reality (AR), virtual reality (VR), and artificial intelligence (AI), into innovative teaching strategies.
4. Design, develop, and present creative and technology-enhanced instructional materials through collaborative group projects.

	教科書及參考書
Textbooks and
References
	Mayer., R. E., & Fiorella, L. (Eds). (2021). The Cambridge handbook of multimedia learning (3rd Edition). Cambridge University Press.

	教學要點概述

	教材編選
Teaching Materials
	█ PowerPoint         █ Course Handouts     □ Self-Compiled Textbook
□ Teaching Programs   □Self-produced Instructional Videos  □ Others

	教學方法
Teaching Methods 
	█ Lecture                 █ Group Discussion    █ Oral Presentation
□ Problem-Based Learning   █Case Study        □ Others

	評量工具
Evaluation Tools
	█ Midterm Exam          □ Final Exam            □ In-class Quiz       
█ In-class Assignment       □ Homework Assignment   □ Midterm Report      
█ Final Report            □ Project Presentation      █ Assessment Rubric       
□ Others

	教學資源
Teaching Resources
	□ Course Website  █Downloadable Course Materials  □ Internship Website

	教師相關訊息
Instructor’s Information
	 Office Hours: Tuesday 10:00 AM - 12:00 PM, by appointment via email.

	每週課程內容
Weekly Scheduled Contents

	2/23
	Course Introduction

	3/2
	Understanding by Design (UbD Framework) (I)

	3/9
	Understanding by Design (UbD Framework) (II)

	3/16
	Mayer’s 12 Media Design Principles
Peer Education #1: Instructor-Guided Learning
Asgmt. #1: Developing an Interactive Slide-Based Content (e.g., Canva)

	3/23
	Understanding by Design (UbD Framework) (III)

	3/30
	Online Collaboration Tools for Project-Based Learning
Peer Education #2: Demonstrating Padlet Sandbox and Wordwall (2 Groups)
Asgmt. #2: Building a Collaborative Project Plan and Examples

	4/6
	民族掃墓節（補假）

	4/13
	Understanding and Practicing Assessment Methods

	4/20
	AR/VR in Older Education 
Peer Education #3: Demonstrating ThingLink and CoSpaces Edu (2 Groups)
Asgmt. #3: Designing an AR/VR Learning Experience

	4/27
	Understanding by Design (UbD Framework) (IV): WHERETO Principles

	5/4
	Gamification and Game-Based Learning
Peer Education #4: Demonstrating Scratch and Gather Town (2 Groups)
Asgmt. #4: Creating a Learning Activity with Scratch or Gather Town

	5/11
	Global Trends in eLearning (e.g., Flipped Classroom, MOOCs)

	5/18
	Artificial Intelligence (AI) in Teaching and Learning
Peer Education #5: ChatGPT, Gemini, and/or other AI Tools (2 Groups)
Asgmt. #5: Creating a Learning Activity with AI Tools

	5/25
	Project Preparation: Peer Feedback and Instructor Consultation

	6/1
	Project Presentation (I)

	6/8
	Project Presentation (II)

	6/15
	Project Presentation (Reserve)

	6/22
	Course Wrap-Up and Reflection

	核心能力
Core Competencies 

		核心能力（成教系學士班）
Core Competency
(Bachelor's Program in Adult and Continuing Education)
	本課程與核心能力關聯強度
Degrees of related to Core Competencies

	
	1
	2
	3
	4
	5

	專業能力
Specific
Competency 
	Program Development and Planning
	
	
	
	
	V

	
	Learning and Instructional Design
	
	
	
	
	V

	
	Management and Administration
	
	
	
	V
	

	共通能力
General
Competence
	Communication and Interpersonal Skills
	
	
	
	
	V

	
	Problem Solving and Decision Making
	
	
	
	
	V

	
	Team Collaboration and Cooperation
	
	
	
	
	V

	
	Innovation and Creative Thinking
	
	
	
	
	V

	
	Global Awareness and Perspective
	
	
	
	V
	

	
	Information and Communication Technology 
	
	
	
	
	V


註：關聯強度以五點量表標示，1表示沒有關聯，5表示非常有關聯。
Note: The strength of the correlation is indicated on a five-point scale, with 1 representing no correlation and 5 representing a very strong correlation.



2

