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INBEEI R TR BREBIEMAR PO Fine Arts ¥)1E

HREERER & BERENFREER:
Innovation and interdisciplinary science: the role of exploration and entertainment
in the learning process fIFISHBIHRZE: RESRFEFIHEPNAE
The future of VR and AR VR F1 AR HIARKHI=
Programming prototyping method: design practice 4RIEFEBIGIT7%: RITSCEL
Body, Technology, and Mind: Robotics and Al Bfk, B 50R: HRAFMALEERE
Program development practices 12 FF & Lk
Big data and predictive analysis XEIE LTS 4T
Game design guidelines JiFXi& i EN
Design new technology businesses 1’3+ ETEIRHS 1
Research the field of game design #ff3x ST HF K It
Final Presentation Z5\l @R
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- Kennedy center for political science and law- Harvard University B3 K=

- BREBUEMREHID - Massachusetts Institute of
- Perkins Kinsey school A& 8IBAZER Technology REIE T F %

- Cambridge Innovation Center &I 8IETh (s

& EHiE

MIT museum MIT {E44E
Boston museum of Fine Arts

L0 Fine Arts tH41E

A3 & BEXR ® TUHER
MIT student exchange IRAIE T FIRFE R Prudential viewing platform
Harvard University campus visit MEEE
wHXFERESTH Boston's freedom road
MIT campus visit FREIETREES =z P
Boda Borg ZZZ=E PR Quincy Market BT

Newbury Street A%h¥HKIE
#IEAH] 2019 F 6 B 15 BELLREG, SHER, RINETREHE;
FIEWTSR  ERARE, Mt
FHAE S50 AEH

FERH X¥EemtXiEE, WAMRERE, BEZE. EMigiE.

E8%H PEEKEBLRBEREAE, FERGEBEAYETRSIHSMIRE, —E8HAAE,

FEL410-15 ET.
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BB/ 2 RERTIFR, NEATHEZREESIE.
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£ T4
F1X ERE WiEg L, HEAE
F2X HREBTHFRIRIEMIT courses &1 Campus Visit
TR - MIT campus visit HKREBEEIRKEESIH
Innovation and interdisciplinary science: - Interact with MIT students 5 MIT %
the role of exploration and entertainment HZE
in the learning process SIFT S BRI F:
RESRFEFZIHESTNAR
- Entertainment and education IRFRSHE
- Presentation technology overview =i}
FARHR &
E3IX AT FEIRFEMIT courses 4 FETN Student activities
TR - Guide: the road to freedom&%: H
The future of VR and AR Bz
VR #0 AR BRRAT = A3 Human exper ience
- VR with industry VR 547l ~ Quincy Market EFH1%
- Virtual reality software and hardware
systems [EHIIISCM R SEH RS
F4X RAEETFFRIEFEMIT courses E 4 5EE) Student activities
TR : - Boda Borg Z=ikhR
Prototyping method: design practice A&/ Human experience
FEENG A &I SEE — Prudential viewing platform
- The starting point of innovation RN =FE
BIFT RS
- Deconstruction object fRMIXTE
HETETFBRFEMIT courses
R :
Body, Technology, and Mind: Robotics and
Al &, BIFES0R: NS AMALERE
F5XK A3Z{ARLE Human exper ience
U Fine Arts tH45E
FE6XK ASC{ALE Human experience
Frwm=—#H=E. EXRERE
EI7TX HREBTHFRIRIEMIT courses 24835 Business visit
TR - Cambridge innovation incubator , Talk
Program development practice to entrepreneurs
BEFAFELK ST B LEE, SElEZR
FEI9X HREBTHFRIRIEMIT courses &1 Campus Visit

TRREL :

Game design guidelines JFEXIZITHEN

- Rebellion and subversion ¥R SEIE
- Balance in the game X 5 A&7

Harvard campus visit
B HRESR
Interact with Harvard students

SrBEERR
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RAEETFFRIEFEMIT courses BIFF£15 Government Visit

TR Kennedy center for government research
Design new technology businesses B R
W R Al
- Creativity
BUFE
- Corporate innovation blueprint
REBIFIEE
F1MX REEBITHETIRIEMIT courses INBZEI R Group preparation for Final
TR : Presentation
s Ui i i
Research the field of game design
12X ZELELFE MIT Final Presentation ZEl iy,
Group presentation Closing Ceremony& Certificating
NN IR RE N eR
Professor review mELEIES
R =IT
F13 K B, HEHH R CHLIRE]
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mMB%&if: XBEIH (Yuki)
BifEIE: 17318954302 (FHL/#45)
LifiPFE : apply@lookerchina. com
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1% word BB Fh %X EIRZ EAIFHIFE: apply@lookerchina. com;
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