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Major Concern (1): Reinforce Gifted Education strategy to assist gifted students in developing their potential to the
maximum

Major Concern (2): Apply e-learning to enhance learning effectiveness and promote self-learning, adopt bring-your-own-
device(BYOD) in a step-by-step manner

Major Concern (3): Further STEAM education development
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Major Concern (2): Apply e-learning to enhance learning effectiveness and promote self-learning, adopt bring-your-own-
device(BYOD) in a step-by-step manner

tEEOYFARE

* T REREVRAGKEIFORAZFAAEY AV TIFIEHFAEIRELTL o

° & TE g 'FE“’ FEZTIFRHFHRE > X F iR

* Google Classroom # B> #r 5 »x % 247 > g & A4~ 2 * o

* LR EeRBERERRS - EHE T FREFHE BFIBYOD F# o Z KRBT 7Epl e

O FEFACRFEFZ A KEEFRE I EFHABAGTAZARY CRAFATNEANS TN FABR T o T UAAHRPE

,Fun 5@_@%} °




B

l; L - I-A

= 74 &P

2 22 KB
Rl RS 3

PR £ B F A

28
3
~m

TR

(e %‘!E%E?‘%‘Jﬁ”ﬁ B/ REFRE /AHER Tk R

» H1l B TEHRT )

BASE IR 24
B4 p a8y %t
TF AP R
FLFE

P EE ko BARRS
ﬂ:’a" Py Fﬂ‘:éi- ’f?{% pﬂtfe
~EEER) BT RE
»}; I

BEAEP LY gkt

#
it

i
QL

5“*{%._3/\‘

a4y

*ﬁz 7fi4c5g F; —,if,:;ﬁiﬁi J,.; ,éJ,
)a E wFIEY ,—éﬁv'f’\;%ﬁ‘gg‘ 3
R S T e
FEH YL R LY
R

gy

). Gl o AN
oL Rk
R E 2 R
T BERFIFA
F I A4 Wt
Il 8%
APRE T B B~1E 2 0
I

FARLD - A0
SR E LS
b HEFFEY T 45
R T
3;;3 g&ﬁéa %\33}13 3
DGR S

) e
¥ PE

KA p A EY w4
GRS mflp ot
§ﬁp 2 _u- Fva‘sp,ul’?'
TFRER ﬂbp
fIg4p 18y -
§4Fv Easy o
=t e EE

T TE s
0 2 LEY T

I

BLikiT 4%

Kirle € kb

LA E ke s

e

B LR g

8/2023-
7/2024 %,gigis




A g7 TBYOD > 1
et T g

T o~ 7 #5220 487 BYOD -
PTERED S EBIFREY
| = # 7 BYOD R jA g - % 37
REE KA

w9

THEEr I ER

> % i& {7 BYOD

KFEPRFEREARRAEH

3L
iR

EPRVIM FELRRT

3 #%+# » £ * Google Classroom

e g g

IR E i

*5‘ 7}—1 z't‘-lﬁ——rr"i\wg
KHFHRETBH

L3 FR

K EFERFBERER 0 E
HIEE LI HEEE P HIFR
EEres 7RI o 2FRFK
g‘i{u

KT € R A
R A SLEL?
FHRE g T
B TR
VRS Y3
B R L AT AiE
* e I (Google
Classroom ~ & *
2N~ TFHERMK
A F s Bt ¥
o

Kirle € k8

L § R

FEHLer

8/2023-
1/2024

Fire ek
EppaE

BAFAIFTAZA N
RE T

PP B2 2 KRBk
CIESPES O TR LA TR %%?iz
ToRAFIFAZAN A

PR RS EL TR
&

- RApEA
i T F

S A Ege

WHRPEF L Arl g
TREF R
W LA @

gL

FAEF TN

FaFaui g
EE R A I ST
THFEFRE T
S = ol
L
ags o

ERHCH A § e
e
g2

8/2023-
1/2024

e
)
N

2

Atﬂ\-l—

il

JENTQUENTY
=




T T
FINEEE T N ENE S AF s
220y 4 7 2’ L T . , . . =] ?‘E:,,f’,
;fﬁfi%i;g; BHFEEE RS RPPE Pk & 8/2023~ |#cit i in
ETIRE [ 3 , Y

2= z SN /FF_;‘ N —./_’_\37:1"\1 L, . . , % J.J-;A_‘/’:E

gt g s e |00 TP RRERI IR g g s e R
SRR T MAE B

RS R e




BSEEEIE®G) : ie- # 24 STEAM %7 % B
Major Concern (3): Further STEAM education development
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