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p =5 ¥ (Self-Regulated Learning)
F* %2 % v & ¥ (Problem-Based Leamning)
% 3554 8§ ¥ (Project-Based Learning)
# 7 48 ¥ (Inquiry-Based Learning)
Z 738 % (Task-Based Learning)

8 5% ;\ & ¥ (Experiential Learning)
M3 58 & ¥ (Situated Learning)

£1:¢ 4 /£ & (Creativity/Creative)

I pr kAR % si(Interactive Response
System)

ig it 8 ¥ (Adaptive Learning)

& it 8 ¥ (Cooperative Learning)

7 # & ¥ (Mobile Learning)

Fui% & % (Flipped Learning)

5k 5 & ¥ (Game-Based Learning)
5% 1Y & % (Gamification of Learning)
& ¥ » 17(Learning Analytics)

A+ 43 (Online Community)

i fE %0 8 (Distance Learning)
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