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With the rapid advancement of technology, the use of technology in language
learning has become an essential issue in the digital age. This course integrates AR
technology and STEAM teaching models and explores utilizing technological tools
to facilitate language learning effectively. The course will introduce the use of AR-
STEAM in Chinese language teaching and learning and discuss current trends, such
as mobility-assisted language learning and robotics-assisted language learning,
combined with the theory and practice of second language acquisition. Students will
learn to evaluate and select appropriate digital tools, design technology-based
teaching programs, and collaborate with international students in hands-on projects
to enhance their cross-cultural digital teaching skills and prepare them for the future
digital transformation in language teaching and learning.
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1. To master the application of AR technology and STEAM teaching model in
Chinese language teaching, and to enhance the practical ability of integrating
technology into language teaching and learning, so as to prepare for the digital
transformation.

2. Understand and recognize the types of technological resources commonly used in
contemporary foreign language teaching, and learn how to effectively integrate
these tools, such as mobility-assisted learning and robot-assisted learning, into
cross-disciplinary teaching and learning.

3. Design technology-integrated language-teaching programs based on the software
applications and social media discussed in this course, and create hands-on
teaching activities to strengthen hands-on skills.

4. Learn how to find, evaluate, and apply websites, online tools, and digital devices
that are appropriate for language teaching and learning, and enhance the
integration and application of digital teaching and learning.

5. Acquire the skills and knowledge to organize, record, and edit cross-cultural
video projects with international students, and enhance the ability of cross-
cultural collaboration and digital content creation to meet the future needs of
global language teaching and learning.
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textbooks & other references (title, author, publisher...)

1. Chapelle, C. A., & Sauro, S. (Eds.). 2017. The handbook of technology and second language
teaching and learning. Hoboken, NJ: Wiley Blackwell.

2. Hinkelman, D. 2018. Blending technologies in second language classrooms. Springer.

3. Pegrum, M. 2014. Mobile learning: Languages, literacies, and cultures. London, UK: Palgrave
Macmillan

4. Stanley, G. (2013). Language learning with technology: Ideas for integrating technology in the
classroom. Cambridge, UK: Cambridge University Press.
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Please select based on the actual course content and can choose multiple options.
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Health Promotion (USR)
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Sustainable Development Goals, SDGs (Teachers may select based on the actual course content and
can choose multiple options.)
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