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Innovation and interdisciplinary science: the role of exploration and entertainment in the learning process
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- Thefuture of VRand AR VR F1 AR BRI 5

- Programming prototyping method: design practice ZR#2 R s R
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- Game design guidelines JEx& 5T v

- Design new technology businesses 1437 fAkE: 4k,
- Research the field of game design FFSE 4T ik %1
- Final Presentation £k &=
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Kennedy center for political science and law - Harvard University P&l 2
BRIMBUEM 5 O - Massachusetts Institute of Technology
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- Cambridge Innovation Center S5 G137 H .0
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MIT museum  MIT 18418
Boston museum of Fine Arts
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MIT student exchange JFR44 B T 2= B2k 4 A8 Ik - Prudential viewing platform Yl 554
Harvard University campus visit B 288 62 - Boston's freedom road
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- Newbury Street 4115 H5 il
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RA: Innovation and interdisciplinary science:

the role of exploration and entertainment in the

learning process A% &5 ¥ M P%¥: KRS
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- Entertainment and education # %< 5 # &

- Presentation technology overview £ .4 A 4
%

- MIT campus visit k& & T &5 7
- Interact with MIT students 5 MIT % 4 35 it

B3R REBT 2B MIT courses 22 A 3E2) Student activities

PR The future of VR and AR Guide: the road to freedom & %.: & &1 2 %

VR #1 AR YRR BT & ASCHR®E Human experience
- VR with industry VR 5 4T k. Quincy Market & 7 77 %
- Virtual reality software and hardware systems
WIS BB 5 R S

WAR  REHE T 2B MIT courses 26 A ¥E2h Student activities

& Prototyping method: design practice J& Boda Borg %5 = #k it

R Ak W 3£ Human experience

- The starting point of innovation 1| 7 # #2 & Prudential viewing platform & & ¥, & - &

- Deconstruction object % 1 xt %

RS T 2EBEIfFR MIT courses

WA : Body, Technology, and Mind: Robotics and

Al Bk, BEEOR: HLEAMALIER
B5K AR Human experience  (Z: J% 4 Fine Arts & 47718)
/6K ASUEH Human experience  (ZL: Trinity church of Boston 7% 44l = — %k % . Boston library)
BTR  REE TR MIT courses 4427 Business visit

R : Program development practice - Cambridge innovation incubator , Talk to

BRFFRER entrepreneurs
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BOXR BREBTABEIRFE MIT courses BEZ 14 Campus Visit

A : Game design guidelines J# & ¥+ N Harvard campus visit

- Rebellion and subversion # 3 5 & & e AR | 51

- Balance in the game 7% % = & F #7

Interact with Harvard students 5 %5 % 4 38 %
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