


X ? sgs T Eﬁ’}g 7731
SEFE N EY
X Sy 7?.. =N S g VA 3.
o 3

CILAB: Computational Intelligence and Human-Computer Interaction Lab.
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CILAB: Computational Intelligence and Human-Computer Interaction Lab.
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http://www.ntuh.gov.tw/gene/cdisease/second level pages/c_genetics/g0004.htm
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http://v.youku.com/v_show/id_XMzM1NTk4Njk2.html
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v =\ . http://www.youtube.com/watch?v=Ma8HCM3Z5Ic&feature=related

Lizard maze: http://www.youtube.com/watch?v=G309ktvVqb0

5 5% B 4 :
B. F. Skinner, Behaviorism and Your Superstitious Beliefs : 5

http://www.youtube.com/watch?v=X6zS7v9nSpo

Skinner's Operant Conditioning: LK |
http://www.youtube.com/watch?v=ZpSxJw0OBFZs&€=tire=related |

http://www.youtube.com/watch?v=hYj0OnwvqEE&feature=related :
http://www.youtube.com/watch?v=mDntbGRPeEU&feature=related

4 S
African raven works a puzzle: _
http://www.youtube.com/watch?v=0hcRR_QQNPUg&feature=related§

Crow uses sequence of three tools:
http://www.youtube.com/watch?v=0fjo2600z_o&feature=related
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Dolphin Training at SeaWorld : http://www.youtube.com/watch?v=CdNWJ54bQX8
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http://www.youtube.com/watch?v=Ma8HCM3Z5Ic&feature=related
http://www.youtube.com/watch?v=hYj0OnwvqEE&feature=related
http://www.youtube.com/watch?v=mDntbGRPeEU&feature=related
http://www.youtube.com/watch?v=0hcRR_QQNPU&feature=related
http://www.youtube.com/watch?v=ofjo26O0z_o&feature=related
http://www.youtube.com/watch?v=CdNWJ54bQX8
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Chimpanzee Problem Solving by Cooperation:
http://www.youtube.com/watch?v=xOrgOW9LnT4&feature=related

Koko: A Talking Gorilla:
http://www.youtube.com/watch?v=Pmuu8UEi2ko&feature=related
Amazing Apes: Self-awareness :

http://www.youtube.com/watch?NR=1&feature=endscreen&v= 2kY6QSSBBZE
Superior Chimpanzee memory: gV



http://www.youtube.com/watch?v=xOrgOW9LnT4&feature=related
http://www.youtube.com/watch?v=Pmuu8UEi2ko&feature=related
http://www.youtube.com/watch?NR=1&feature=endscreen&v=2kY6QS8BBZE
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SELF RECOGNITION :
http://www.youtube.com/watch?v=cTP01WbshOE &feature=related

Chimpanzee vs. Human child learning :
http://www.youtube.com/watch?v=plAoJsS9Ix8&feature=related
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http://www.youtube.com/watch?v=cTP01Wbsh0E&feature=related
http://www.youtube.com/watch?v=pIAoJsS9Ix8&feature=related
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< |BM and the Jeopardy Challenge: :
http://www.youtube.com/watch?v=FC3IryWr4c8&feature=relmfu

v AIFEBELAEREFES:
http://www.youtube.com/watch?v=7DbrgSnQ3IE

oA RITABEA P
http://www.youtube.com/watch?v=igHAL_ _8Ug2Y &feature=related

RS Y TS X
http://www.youtube.com/watch?v=E2YhgvHIA7M



http://www.youtube.com/watch?v=FC3IryWr4c8&feature=relmfu
http://www.youtube.com/watch?v=7DbrgSnQ3lE
http://www.youtube.com/watch?v=iqHAL_8Ug2Y&feature=related
http://www.youtube.com/watch?v=E2YhgvHIA7M
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Cloud Computing
EmEF

Mobiles
T8 EH

201275 8]

Mobile Device & Apps

TEEEEEREN

Tablet Computing

< Horizon Report 20132 75 =L H 57 /]

201378 8]

Cloud Computing £ 4 :E 5

Mobile Learning 7% %5

Game-based Learning

Game-based Learning

Learning Analytics £ 5 4547

BERNEE BEAFE
Personal Learning
C;;;;; (thogti?t environment Open Content B # X, 1 %
A BALEERE

Learning Analytics
£ E o #

Augmented Reality
BEETHR

3D Printing 3D 7] £p

Personal Learning
environment

BALEEEHR

Nature User Interfaces
AHEARET A &

| Virtual And Remote Laboratories
EEBGERETRE

Bl— -~ Horizon Report 20132 K-123% & B s iisera e 3p 8] (F R € FF ) 2
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Topics from the NMC Horizon Report > 2015 K-12 Edition

SOLVABLE SHORT-TERM IMPACT
= Creating Authentic = Increasing Use of Blended Leaming
Learning = Rise of STEAM Learning
Opportunities
> Integratin
’ Iech?mloggin MID-TERM IMPACT
Teacher Education > Increasing Use of Collaborative Leaming
Approaches
DIFFICULT > Shift from Students as Consumers to
> Personalizing (reators
Learning
= Rethinking the
Roles of Teachers LONG-TERM IMPACT
= Rethinking How Schools
TRENDS, GHALLENGES, Work
AND TECHNOLDGIES = Shift to Deeper Learning
SCHOOLE
FOR SCHOOL WICKED Approaches
= Scaling Teaching
Innovations
> Teaching Complex =

Thinking

DEVELOPMENTS IN TECHNOLOGY e
i p - Horizon Report 2015 24
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Topics fram the NMC Horizon Repoart = 2015 Higher Education Editian

CHALLENGES TRENDS
SOLVABLE SHORT-TERM > Increasing Use of Blended Learning

= Redesigning Learning Spaces
> Blending Formal igning Learning Spac

and Informal 1-2 years in each direction
Learning
= Improving Digital
’ litsraqr - MID-TERM > Growing Focus on Measuring Learning
= Proliferation of Open Educational Resources
DIFFIGULT 3-4 years in each direction
> Personalized
Learning
> Teching omples LONG-TERM " andimoation
Thinking
. A— > Increasing Cross-Institution
5+ years in each direction Co“m,a%m
WICKED -

> (ompeting Models
of Education

= Rewards for
Teaching

NEAR-TERM
1 year or less

TEGHNOLOGIES 20
i p - Horizon Report 2015 25
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