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1. B} 3§y 4% 52 B &9 (Research Motive and Purpose)

AW EE2F (HCIeducation) #& %444 % /& 49 3%42 (Churchill et al., 2014) > B
BAINKREE L EGERA R TER—BEREH AT EHET  BEZFTES
FETESHBENEEE  OETH L ARFAUFTH ZARZHHFTOE
Bhe o BAVA L3RR T R AR R L ks 2R
XEPDNFAEARLEGZCEE  NEEBRILBGEEH - M AK ZE (Human-
Computer Interaction) 5 8| 22 # £ 28 - K'Y L& — FIL3R3 3746~ BIEZE £ 41U
B FAL 45 B AE B R & 69 2 #H(Card et al., 2018) » AW HRA P 8 4 S X RE
WEYELE o B A FRH > AT EHAEOER R BB RAR BTG A ™
& Fit & A(Stephanidis et al., 2019) » A7 35 B 6948 A S0 3R SLIE F S5 48 © A4k K - Adk
T i A8 2 FHARRE B SbAEAR I Sh 3B 35 TRGAH 2 - BIAE  iTAME AR
IREEEERATH AR R TARZH N S ABREBABGT URE
SO ENGDEEEGE - KM BEREFHE HEARFZLEETRER
ARG LF MR EARE IR MAETREARIGHFTOARAY » plloft R4
HARD R B EAAZAAROH L RABRAR L) T EHZATLERET H
B — 4 R 2% 3B 1% 1/ @ (Graphical User Interface)# 4% 7 (Barnes et al., 2003) ; <.
FRAEAEEE RV HEFBERICTARIHH T U B HENE  BFAKRE
B 2R AR A Bl — B & R 6y ik B (Douglas etal., 2002) - 12 HF A Z B
FEEARARMAR KRG HET) TRBAR > AR LE 2R R A WA
REBHRARLHHU T F 2 oM AR TIRE  FRRALSBIREZT X
(Winograd, 1990) » iEfE:a B35 T AR H AR ZHH T AHE T R TR
o

K YF 4k F (Drill-and-Practice) R A i F BB EZ Ry » LHEET LS E
RIA R E B R 6% & /1 (Dick et al., 2001)  ARIFEAVERE AT R e TS5
HORELE LT ELHBOEFRTANLEE  ePHBEZRALEHY
W2 E BRI AP AR T AA K L6 A E 3 (Gagne et al., 2005) o
Bl RN EEHLENAR LR BEAAER RETERE EEYER
B AR AR 2R R N R I S M 2 8 Sk B B 4 A 2 (Ericsson et al., 1993) »
BHEZ2FEATRIMBAR S  RAEBLEBEAXFHEERE FETLFRT K
BEHEFS FAARARE  TRANA  HBEMEREEEEED AR
BETEMHRBASEAEABE NI L i F4% HE T2 BE%Eas &
# m %% (Ericssonetal., 2018) - &K i@k A M BB R TR P LN TEMR ¥
ANERKT WMEHFTIHRETHE N SEHFT BBHUFT EHEHB RS
BB BRF RN B RRFTRD 5 R E A A3 A P AT U S Ao
2 M AR B ARG 0k B o 4ok BE R 09 4E R > AR BT R Y &4 8 E S (Rittle-
Johnson etal.,2015) » 45 3] E AR DS £/ Gl EARZH PLE 8%
HORAER T L BRERBRMEF T HA T T —EEFERE LTS R
B0 F R 32 > BRMET R oA RA BAEEBIE R M B 1% o AR



EHALETHEECRFHRELERAZBR I ERNBEE  HELL I 4%
HMERIEEARBAFFZHALE: N @ A HIER - ERHRESE S S f8RE
ATHIET  AEATHREE c R AN LA M E R P LA AR IR FHEHFAART &
EH X BB IHNAR LG TR IRHUFT ARG E Y B E ) -

B—FH & EANBEREHBRE - BN A ZE(human-computer interaction)
FEHMEARERET A AR MEEALGBRRE R AR
HEAATHARERBRAAAS RGO T AR EAETR  BEHZENEZEHALESTRE
B AT~ Rk IE 2 s FRE L B E FEF 4 W AR S AR
fE - BNHAEBREAL - BRZAFTZELEARIEFT S L AT HBIERE L LB
BOARARBNARRBERF AR MAE L E LR A1 REA 2 ER AR
PHEFHRRERETE —HRES > LARZEFREARLHGOREZETHRAETRXEE
(project-based learning)#F & £ L&Y S FH E M Rk > DN EFAAELR 5| 5L 4
EEAETAC BRAMPZAAETSR  MEETHEROMA T2 E0A
BRHMDZHLLT IR REZTIRAZHEEREAETOMAEER 28 H
FBSPEBAETEHRZEAMOMSEEE SR EHFAALEHFBAZE
ABR o AR E B R0y 38 42 2 F (Krajcik & Blumenfeld, 2006) - # 2k & % 49
THBERK AR LY R T HGE R LA ERF RN OEL Y mp AR
RETEBOZE R ERAEBAZEES FAIBRARE  HH 28 HMEAL
YO FRENEAE  LEFETHREGERNIR N AEARARERLLTE
RERE B B THAERERX  UBRMELATEGHENBRAESRE » LT
BB AR IRA TEATFHRRKRBOK G EZBITHTEIRERANT - 238
FHURMEGER B TRANRERED > MAFL ERRBRI XA KL - FEN -
AAREMIRBEEZEAALEE X HEREZ L wANFEHEF ZZH4T  #E
FERBAOEZERBAZLERNERE @ ARSI ISR T SR G %
CHEBENHEZT - FHGEPEEEZEEF 4

2. BRI
(1) FHA K2 H (project-based learning)

ERAZELA—HUEBEIREIARHNZE I BB ETHYWARIE
FLHARNERL2EE  PEELBEHAMASEZE AT R EARES - [/
B2 A RGN Bl 2 AR R A BB A A R EAT R AR AR ko fE 2 - X EFH
REZ2EHEZQUHET % EEREHAPITERE Y  HEEZHFEHAF T2
BERARBEELERNBY AL - 2EHMPEE D NN LIFEAHR
BNHEHNHTRR MRRENEETHFLERATRAEHHEERELM BFH
42 By 2+ (Blumenfeld, Soloway, Marx, Krajcik, Guzdial & Palincsar, 1991;Thomas,
Mergendoller, & Michaelson,1999; #k4: & > 2012) - £ ZFAX LGP L4 X
RN Z AR AR TENIES S PR RE SN
Bl G NS EnBRE Y S MEFARIIAESEED - aNEA2
BHRARBRE RO T XETENE  BE TR EBANERBELALRNKREE
BERRTHLEOMAE > REMEREER TR 282 F FAREHE
BEG o TEBRBTNHPTHRFERE > —FBRET FHERANAARE
ey AR - JE TR Tk F AR 0 kiR E ) FARAF & (artifact) R 2 F R R



(Moursund, 1997; Solomon, 2003; Prince & Felder, 2006)

SR 2INERHEAROETEHS ATHETRI=ZMBEHE
(Lin,W.,2009) - £ " B FEEL B RBUEEFERARBOETS R 28 %
PUNEB R EATRE RS ALEBTHIE T RPN FUTHE 4 N B
FHHAMAREN TR BITHEO O TS > ARG MEHGA @&
BB ARHEFHE R ERRER MRS R B o8 X B EITR
# o IAE R E B B 69 R 2 (prototype) b > MAAEBE IS o L £ RAR
PR B N R B R AR E BT ENAER BRI gkt
AEHERAET I NAEERAZ AT REROPA REBBEGET i BAYE
REERRPIEIGNEE -

2) RERTHE®

T HF AR E ARG (drill-and-practice) & £ & — AT A X ROHE Tk
EORAEGZARBARRBEMOMH > AWM EBEFERAL 25 —ROK
BRE P LA EE SR PR RETRRMGFE  ER— T ey B,
TEEANT—ELEMRK - A25 8 52 H510H T AR E (practice) 8y 15 A 77
AEHRERE X £EERAMAES TG 69434 F (discovery learning) » 2 A%
FE REHAEAHAINEEHEERAGEAH I AT EREATER I AR
W Mm% E R R A & ST AR 3 692 B (Ericssonetal., 1993) o FAE4R B 7w 4%
g A2 MR AR (procedural skills)ey B L B2 - REARENER > MASRT
BEEREOLEHENG - EFELEFREFNERZTEZEEHRGMEET L &
AEEMOSHUERAENOEZZEREG s PELY AR EREFERE
ARG RERE > O TAMYR AT EM SN iR M RERE
(Rittle-Johnson et al., 2015) » & &7 b » 25 R 23042 M 4o e 2 B B B %A%
FEHFERE ©

BENAMAGEHR AR EHREREBRZ2ERANEBATRTY » L& Fh
HEFFEHAERLEIAN > EAANARRANFT K~ TERR% > 5| FLEH2
BRBERAMDEHAM O 208D~ RESERE  BRYHRANHET L0
T B 78 % % £ F (problem-based learning) « 78 KX % F - 18 £ 5% % (Tayloretal., 2015;
Thimbleby, 2009) + 2% 3t T4 & (Koutsabasis et al., 2018) % » iF ub & 18 8 & pYy 4 &
ik  MERPEFNSLATE  ELAMEREARFHEREZE MY
BlEE - RAnER 2 SR ORI HL B3 -

EEEBATERE O ZFTE T » T4FY (workshop) & — 38 &4k A #E € & 69202
ik o TAEY5(workshop) —#l 5 F A F O ARG PHMER - LB FHEZ
YE R e EAT AR B o 1960 44X B #2531 6% Lawrence Halprin ¥ T/E 35 sbi A3 B &
HPtEZP s TSR EERAMBZ BT AR AL T T 48 MR » R E
R H R — R R RARANBOA R EN— RN 2 BREAETE - TS H
FehANmRmsinBAnER 28— KL ERERE T ARSI HE TN
AR EFN RO P AEEFHERA S BAZ LN AN FRHAREH
RAPLAR R R(BRGRE ~ 2ECGH > 2019) o TR IRIBITH3AAE - LA BTH
AR EREEZFEAFSLARRBA  —&ms TS L e AR TFH &



R RBOAEE KA RERRMBERETRBZEE » Z AR ARSOA
B RlELenE S 26 AA—M  wRIEHXRTET—ERLE T
A 3P RITTAE S — BN R BRI R AR RIBEETR > NE £
ZoBTREZEES AR E DIBEETHH > L hHBARYHUAEFTHRIBLEBMAHRA
7 g E B B AR SR ST B SRR SR AT S B LA T LA B 46 T I BY LR -
Feol stz g o Bk AR R RIRER A SR 2 M R AT A R L
GRFLTEARER  BLEMAERNH4H RN R ETREHEFFAZSEHE -
LA AT AR E » BB HN TR EANARBREURLT A 48 L858
BmA+ R ERGMEEZ —  ZHGHNEBRRRAL > QI TAEBEURAESL B ¥
AR RN R BILER o REBHKA S EN R ETHFT IR - AR
HENmm A — e BT AFABEE B TR ERG TR~ T
fEg BB RS BENET S TREEZ BRI ER NS -

3. B3R AR

Rt b AR R AU T KPR E MR A B Y X P k2 b
MANERRE R TR AL RAD RO LT REALE REE G 4%
EE P VUL ST E Y PR o) P SN VT T 3 R
BEWES c BRAEMEAETERE EN T Y EAREHERD L P
R R R RSB R B E A B -

4. R REF %

(1) FKxst

HELBR ARRAELSHRAAXZBAARER  FELEBELSBE ZHEE N
MRFAM I RS BERPAEZ RSN > RIBIUTHRD - EIRE
SAMD AR GAETHEERTHABR  TAZLELRIZE FRFLE
2408 NEREBERELIEZRE RARUMEREPCEGR G ZEHE L
RA RBUE AL E L2 ARICBREABAR BB RZE X EP o B4R
BEERAFZAEN - ARBRRETHAEBHMLERLENE AR BAKRE
B ARER I QBRAMEEABABHIER QR AXARLE 2 %
B R AR R A (DR BRI L Ry T RS F HE - O)8 & AL R4+
BT EIER Z AN » H(6)5 B B oM SLISAR RS H BLA 3T 2 A8

HEHE ARBERZHERENZRXEE AL BREMEHEE BKREB
BRI ZRAHEERBERBLE RFE AL EEFREAZE I %
Eo b FEERaH I ERERLEZEER TS - AARKEFRAAEEE
CRMARBLHPERRALETHE T MR R AR PERFRHHE YR
EEWA G FARERPZEENART IR BATEAFLRORE - sbsh - RRE
RO & BN S A T ENAREEZH T » £HPEBEESEAREH
s BATHM AR RN F > ERRATHm  haztn ARZAATARE - M4
FRXPFREY MR AFEROBATH AT BT E T AR
BRGS0 AR HN BT E SR A AR A AT R MARE R
1 B Bl A SR I ) B R A B AT SR LR N B AR R o F M A M



BEBAESN B A RREE LA TR ERARB A, ZE 4 o

(2) AR %

AAR W RAR LR UL ERABAABRE REABRT 5 &R 8 AR
2B EFAZE RBIER 28 - B RERILAREARIRZ G SLA A /138
ARTBEHEE o 3B RAH R F £ (mixed methods research) » JEF 64 B AR5
R AR H AR R T B - SRR R R T H AL

AR ZAET R 04 S8 Kok B A BB A ST AR B SAIHHE S
24 A SURCRET LB HOM R E AT R s AT LR R TR
B P4 T

® APl A(EIBEREME  HNBFIREN AR REE REWEF
B R E @5 a2 8RR E B/ bk
ZEPH N AT ERRROEREE A2 EYACABIFURY A TR
NEFEE - BN E— R

® LURMABIFME(LIEHLAAREERE - AIVEE  ZL2EHEE 23
REsJE KL ~ BEARIRE B A HTAE /15 8 KDL AN SR AR AR R B R])

® EEAFMEEFERBRAERU NEAEBRAGE ERREELZ RS
AFIANIRAZ AR R B AR A])

ERFEMB(ELAZAARRZITN - BN RAERREIR])
£ 20 RS e L AR R B AT RE )1 3k KA

%
LEHRRMECRREE  2FEHRNEIH

5. # %2 Bt % i R (Teaching and Research Outcomes)
(1) H£BRERR

ARAGHRAEN 109 L EEF 2 LMEk - EEREFLARA PR EL
R AAef2ER B2% RE2R  #H2LZ2R  EEERFTERELZRAA -
FHEBRAE M EREHTAE > BINRRERAAMT FZ 5 AREHH S
Bi# 2 BBRBART FABRE R TAF X kB EA STMHL A EE IR
SBEEA S AT wFe m RETREFHMACE R ARLEEET 2Rk
AT A o R B3R ~ AR R o

RBARLGHZ EH AR MR FELLHRRNIHZER REUE
RBAREAETEHPERRAFT L BRETEREIHUBZEFBRICBAZEHR G - TR
JE R F LB ER F) 69 F U £ A8 E A 453547 % (lecture) ~ 5§64 (demonstration) »
# ¥t £ (simulation) ~ /& & 45 7% 7% (role play)#2 2t 34 /& (discussion) » A% VE At 7 8
B ERct e Kt o de o 35 E & - A4 ii(persona) ~ BE & ik 42 H [B] (customer
journey map) 3% it B # Jh #2 (design thinking) - ¥ F #p K (storyboard) ~ & % # &
(prototype) » & .22 #&(information architecture) ~ 4% A 14 ] 3K (usability evaluation) %



WS AT R A &R AR SRR T 3t (augmented reality) B 47 £
RO PO TR - REBS N AT E S M BT IR LR R R W2
Moy RBE R G BFRREREE L HFLE N ERR -

BEFTHREASSFAXLE A A KRS E £ RS 8%y X
REBAMRZES PR A 82T & A RmAsi R s  MABAR N BEAE
WEEH B3] TN AR TFREFATERIABY EMRIGR - NARTERT G
Z 1% A BBEIATHRERAE B — R 8T8 B RS T 8 E 83|
Bk Bk e W N AR BHE A H R ALILE AR EANFHIEE, &
HEAEAEUIEBETERMETR AT URBE A fTA 201852 P4
RELIE A LR BHEN RS  c RBAETRMSE  AEBRBE MK RS MG
WEARAFTHRPHAZE $ 8 O R AV EITIHE > 3R BB ALY 5L 1
RESARIRAE S L0y B BB R R o

Q) HEHERB

AL BAX LR A BRI WIEFIERZ L wAH T LT %A
RS ELAF S ERBORE RERHLETHRERM T  AENBEERE
AL EYWRELER A% LWL TFRAARTRE O LACIHENTH TR E
RE LGOI s XRRBFE R R RE L H 2 EF R F BB 2500115 A
o AR NBO I P AR T T 2 B F R B REEAZ
RE EFNwTWA A4AURES AN ERLSY  TREUBEEMTAHE
FLR LM BRAXLBRMT AT 53] mey R BA BT 0 B
LR BAGEALEMZF A B AEEARTHANNETL  E2E
HERBEG S IR EIREZR PR EABARA T A £ EEBANIEIIXT
NGLRR B AL B RE RIS I S E W ARG MR R ER S AE
PE2R

FRAFEHRTFREUETZNRA  EARZHZHRORPERELE
AFRWBE BN ERRARTSET O AT RALRANAR 2EEN LR
HEREEFRAGRAETODEG MIEEL —EREOEE  HMEREAZRRN
RIFFTEZAHTMME R F - MR Y H %R RIRIT P AR & = R ey R
HoRAAREEAANIEIER AR BMERBEE AT E AR EE  REEF
BARLEEFWRERLT G T ARG G G arsmMtnR Rt ntbtxld
BRI PATIE L » B2 M RN e tinshmm i AR ERIGE - £ ASEH
BMEYHAE 9 BN AR TENEERALE  ERELEEZRERKR T TEST
MIEEELHEFRAE e Bams SRXLEBRREFEREIHL % 7]
HLDEHETHUTEL AMATY HACIAPL ERTAENEL L& -

Q) L2 T =4k

AEMA B FREHATRRERE HAGRELETTEEHENGA
» ELAE ST EE AL RAZ P 0y A2 E S BRI IS AR IR AE ) B F BB o £ i R AR
MR R EAT NS F 2 B SRR R A RTE - ATHREDFREER

-



HAMHRE LML R ERGAELERET B 2MHN RS R PR
2 EERFEER(4.74/6.00) » £ XA A ILHEAE  BARE SR AT GAE
REANE=ZBEn  HFARRAKFOHE (k)

A- LBREBEERETER

i~

A8 ¥
—EREBRAEBE 4.90
RRANRBRLE  BTHERARER AR TR TORA 5.25
READRAEF B RBE T E L RLEL 5.11
RAEA B REF AR R 4.96
RAEA BRI R e A (EAl > IoT » VMAR ) 475
A2 A B AR AR F B )R B e BB AR AR 4.43
BARES B R 4.62
BRAMKISE S ERE (FH 0k & EREHE  JHRAE) 5.15
RARH B RIS KA A 4.77
REA BB BEAL SRBEER LA G Mo ERt AR 4.66
REAHBREBRRGEE S H52FNERN 4.42
R B RIFAALER  BEE LSRR AR T OEMG 4.09
B BRAERE A 4.67
REA YRS HB KRG 5.47
RRANBRIBAZEFCERD (RATR BERANETHE) 4.68
REA YRS RBEEELT 4.38
RERA RIS RATNRE 4.13
F3 4.74

e 5B A B AT E R ) 2B b B AL B B R AR SRR AT
RpEey 3] F s (5.34/6.00 ) ko k Zpiom - REAHEE L RBRARLZIE A
— MR A R S A SRR S i e G BB B B HHIE
XSRS PSR L EFR S o PV R TS ST A
BYHOABEHEZ RRLE ) PTG ST W -

k= BARAREE &R

R H LR 4
BARIR EAR 5.35
RERA BRI AEGEE BARARST 5.21
HEHLERBENMALT  eRERCANERT BRI 5.38

HEHE RS FOI SR Eh T AREME 3-35




BRE Y RARYE LI AN R 526

HEH LR 5.39
HLERARER AR T AR BTN RELE ( 0ERA - BRE ) 5.32
HEHHRLENED LA RAMSRE B RILAR 5.55
HEARRBEEEERENEEZE 5.30
AR 5.25
HEE KRR N AT AER A e945 5] RE %R 5.49
HEE G N AT R FRA XL QA PR B 5.00

34 5.34

B NmAVES2E wiaRE Y BRI B R85 5] D B N E T A PR B
B (k= ) 22U RE MR BHRAGEEABEN WA RALBER - 4o
R — B H L Z2AEHNAG AT EHB AR ERANFIRGHEE %ﬁ
HALAR SRS 9 @ b B ) 2 X R 2 M AeRREE 82T ﬁ% 548 B Y 30 3K
JER BT RATERE N AR R XETHR GRER S 1EREAS2 T
R REARERBAREBERRIFIAAE R -

K= ZEFBFBABAE

R H #940 K
EE 5.13 5.25
BB BT E TABI IR L TR 5.55 5.57
3B A BRI IR R AR A A R AR R 5.21 5.36
B BB Y LR TR B) AR IR A8k R B B IE AR R AR 5.21 5.45
BREFER—FBE - THIRAAEREMTF 4.77 478
REFEHRTRE-THRABAMATZEUHT 4.92 5.08
BE 4.78 4.95
AR E BB odifo 0k > HTRBH GG RTE 532 5.38
BT LA &R AT T A S AE R ) &9 1R S 12 FS 491 5.04
BT A A A oAk & FH2 2 R 6 B B 4.64 5.02
RIBERHE B FEAREFEMBER A/ FHe 8 5 4.26 436
T8 4.61 5.31
B PR > KRG EBE R BRI G A ol ) &) B2 5.07 5.82
BRI RARE - RF R T R EARRE R/RIE 6 B3R B 4.66 5.38
RAEF 45 B R FIAR B ) ok R A8 0k 4.25 4.81
4o il I FE IR B AR IRAT EALEY R R E IR K A 3R 4.47 5.22

F3 4.84 5.17




6. 7% 3591 44 & (Recommendations and Reflections)

AREBE T B E AN 108 F &5t £ (PEE1080346) AT 5k 09 R & - 41 %
L REAXEE FAARER G E F B 8 A8 e R BBATR T M
ERENRAR  REXEERE T % REOEZETE BBEREFFI AR
88 F 5] W Bh 2 B 1% # (learning transfer) - 3+ Z R B RAALABR L2 KL T
MAREERAE > EZRETHRAGT EBET(OFAXLETOHEER - AF
W s ARG MaTFRERTFREE - QFEHEL  HNEAHRS
Mo H R R N R B R e AHERE&ED S BEREE  MAR AME
RAGIF RS E TR R T BT IRFER R - HERRANGEH
RoURE—EBEFIHERFATRYDBRT REERBI - FEHET
EWMP R R 2B EH AT RIS R EL

HRERABAETENFRE A BILBALEL AR EIALILAEEAARLE
REN ARk BERXPEHELNELSBEE e RBELEE HuE
ANEBRAELE HNAR LG IR PHAERRRATITESEHE Rk -
AAERRAHAMLOHUT  RETAHAMEERELOTERAREE - LH AR

SEEZ2EHEOHBE N ZOHNEE  REAKMHUPE REAHZEEBHLE -
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4+ (Appendix)

SRR ERMARRREH  THANKA P AFBTTR %A
:::I‘S‘IZ 4;’;/ “:M” afksts. ARt

AR gik
ORG i, [
(234 Lt
+#0F )

bz G AL WL T34 OF eIy
iBakImaEEaRh) R (B7)

5 AGAm fo st A0 AR 1Y AT 198

DR WCTTERE S 7]

ARG EVERE LA T » & AR ST REE G E T MAEA
TEEAELEABANSE (XF ) HMowe (B1E ) HRIEER  HEWA
TESOAZEASBBEEREE AL BivE

Persona BHE =
»—a8
Frame Your Design Challenge BE #E At ame

—tiEiEkEEPersona | ADRIAH R
What is the problem you are trying to solve? (Problem Space) REANERNENE 3

1) — @ # 4 15k 69383H P Take a stab at framing it as a design question WRRITR
BaEN R

2) AR AAHE Y ¥ State the ulti 're trying to have

3) THEAAAF E? What are so
Think broadly. I's fine to start a proj

ErRRAES " ERER

4) 34§ 5274 L4 Write down some of the confext and constraints you'rs
facing \ REIER -

R TR




