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4, 2. 1.8 2
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Education, 2022, 13, 1600-1615. 0.2 0

6 Comparison of Cognitive Differences of Artworks between Artist and Artistic Style Transfer. Applied
Sciences (Switzerland), 2022, 12, 5525. 1.3 1
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8 Design and Implementation of a Curriculum about Aesthetic Education: The Experience of Visiting Li
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13 Placemaking with Creation: A Case Study in Cultural Product Design. Lecture Notes in Computer
Science, 2021, , 244-261. 1.0 2

14 ISDT Case Study of Loving Kindness Meditation for Flight Attendants. Lecture Notes in Computer
Science, 2021, , 201-216. 1.0 2

15 ISDT Case Study of Cultivation of Employeesâ€™ Creativity in Cultural and Creative Industries. Lecture
Notes in Computer Science, 2021, , 18-30. 1.0 1

16 The Cognition of Audience to Artistic Style Transfer. Applied Sciences (Switzerland), 2021, 11, 3290. 1.3 8

17 From STEAM to CHEER: A Case Study of Design Education Development in Taiwan. Education Sciences,
2021, 11, 171. 1.4 11

18 From Data to Wisdom: A Case Study of OPOP Model. Education Sciences, 2021, 11, 606. 1.4 6
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Lecture Notes in Computer Science, 2021, , 23-32. 1.0 0

20 From Usability to Pleasure: A Case Study of Difference in Usersâ€™ Preference. Engineering, 2021, 13,
448-462. 0.4 5
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673. 1.4 13

22 Cooperative and Individual Mandala Drawing Have Different Effects on Mindfulness, Spirituality, and
Subjective Well-Being. Frontiers in Psychology, 2020, 11, 564430. 1.1 16

23 Efficacy of Virtual Reality in Painting Art Exhibitions Appreciation. Applied Sciences (Switzerland),
2020, 10, 3012. 1.3 25

24 The Effect of Loving-Kindness Meditation on Flight Attendantsâ€™ Spirituality, Mindfulness and
Subjective Well-Being. Healthcare (Switzerland), 2020, 8, 174. 1.0 27
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30 Effects of Loving-Kindness Meditation on Mindfulness, Spirituality and Subjective Well-Being of Flight
Attendants. Lecture Notes in Computer Science, 2020, , 151-165. 1.0 4

31 An Exploration of the Development of Visual Design in Taiwan - A Case Study of the Cover Design of
Industrial Design Magazine. Lecture Notes in Computer Science, 2020, , 356-366. 1.0 0

32 Visual Data Storytelling: A Case Study of Turning Big Data into Chinese Painting. Lecture Notes in
Computer Science, 2020, , 526-535. 1.0 2

33 Research on the Cognitive Differences of Different Types of Interactive Artworks. Lecture Notes in
Computer Science, 2020, , 491-502. 1.0 0

34 The Pilot Study of the Theater of the Bauhaus. Lecture Notes in Computer Science, 2020, , 559-572. 1.0 0

35 The Study of Developing Innovation on Technology-Enabled Design Process. Lecture Notes in
Computer Science, 2019, , 3-17. 1.0 0

36 A Framework of Experiential Service Design in Creative Tourism. Lecture Notes in Computer Science,
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37 A Study of Cultural Ergonomics in Atayal Weaving Box. Lecture Notes in Computer Science, 2019, ,
170-183. 1.0 1
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Activities?. Lecture Notes in Computer Science, 2019, , 471-486. 1.0 10

39 Effects of Mandala Coloring on Mindfulness, Spirituality, and Subjective Well-Being. Lecture Notes in
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41 Research on Creation Architecture of Opera Cartoons. Lecture Notes in Computer Science, 2019, ,
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42 Analysis of Cover Design Styles of Magazines. Lecture Notes in Computer Science, 2019, , 45-59. 1.0 0

43 Discuss the application of innovative service thinking in the design of qualia goods---Take the case of
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44 Empirical Study of Communication of Audience Cognition of Environmental Awareness. Sustainability,
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45 Research Model for Traditional Board Game Renaissance. Lecture Notes in Computer Science, 2018, ,
19-29. 1.0 0

46 Cross-Cultural Communication in Design Collaboration. Lecture Notes in Computer Science, 2018, ,
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47 An Innovated Design of Escape Room Game Box Through Integrating STEAM Education and PBL
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48 Acculturation in Human Culture Interaction - A Case Study of Culture Meaning in Cultural Product
Design. Ergonomics International Journal, 2018, 2, . 0.0 4

49 S.A.D in Education and CHEER in Practice: A Case Study of DTIT Program at NTUA. Lecture Notes in
Computer Science, 2018, , 160-171. 1.0 1

50 Western vs. Eastern: A Reflective Research on the Development of Chinese Animation. Lecture Notes in
Computer Science, 2017, , 25-36. 1.0 2

51 A Study of Communication in Turning â€œPoetryâ€• into â€œPaintingâ€•. Lecture Notes in Computer Science,
2017, , 37-48. 1.0 6
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of the Taiwanese twin cup. Applied Ergonomics, 2016, 52, 242-252. 1.7 30

53 From Ideality to Reality- a Case Study of Mondrian Style. Lecture Notes in Computer Science, 2016, ,
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54 Thoughts on Studying Cultural Ergonomics for the Atayal Loom. Lecture Notes in Computer Science,
2016, , 377-388. 1.0 4
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55 Building a Total Customer Experience Model: Applications for the Travel Experiences in Taiwanâ€™s
Creative Life Industry. Journal of Travel and Tourism Marketing, 2015, 32, 438-453. 3.1 39

56 From OEM to OBM - A Case Study of Branding Taiwan. Lecture Notes in Computer Science, 2015, , 116-127. 1.0 1

57 From Dechnology to Humart â€“ A Case Study of Taiwan Design Development. Lecture Notes in Computer
Science, 2015, , 263-273. 1.0 13

58 The Effects of Form Ratio in Product Design. Lecture Notes in Computer Science, 2015, , 15-23. 1.0 0

59 From Dechnology to Humart. Lecture Notes in Computer Science, 2015, , 348-360. 1.0 2
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Psychology, 2014, 3, 59. 0.6 18

62 From Adaptive Design to Adaptive City-Design in Motion for Taipei City. Lecture Notes in Computer
Science, 2014, , 643-649. 1.0 6

63 Analysis of Application of Digital Archives to Value-Added Design in Cultural Creative Products.
Lecture Notes in Computer Science, 2014, , 731-742. 1.0 1

64 A Design Strategy for Turning Local Culture into Global Market Products. International Journal of
Affective Engineering, 2013, 12, 275-283. 0.2 29

65 A Study of Applying Qualia to Business Model of Creative Industries. Lecture Notes in Computer
Science, 2013, , 148-156. 1.0 5

66 A Study of Aesthetic Analysis on Modern Crafts. Lecture Notes in Computer Science, 2013, , 118-127. 1.0 0

67 Analysis of Cognition Difference of Visual and Imagined Haptic Inputs on Product Texture. Lecture
Notes in Computer Science, 2013, , 157-164. 1.0 1

68 Constructing Service Innovation Model for Cultural and Creative Industries - A Case Study of NTUA
Cultural and Creative Industry Park. , 2011, , . 1

69
Effects of Flicker Rate, Complexity, and Color Combinations of Chinese Characters and Backgrounds
on Visual Search Performance with Varying Flicker Types. Perceptual and Motor Skills, 2011, 113,
201-214.
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70 A Study of Framework and Process Development for Cultural Product Design. Lecture Notes in
Computer Science, 2011, , 55-64. 1.0 31

71 The Entwined Economic and Cultural Issues in the Production of Barbie in Taiwan, Taishan. Lecture
Notes in Computer Science, 2011, , 417-426. 1.0 0

72 Usability evaluation of E-books. Displays, 2009, 30, 49-52. 2.0 136
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73 Cultural Aspect of Interaction Design beyond Human-Computer Interaction. Lecture Notes in
Computer Science, 2009, , 49-58. 1.0 16
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75 Designing â€œCultureâ€• into Modern Product: A Case Study of Cultural Product Design. Lecture Notes in
Computer Science, 2007, , 146-153. 1.0 30

76 Digital Archive Database for Cultural Product Design. Lecture Notes in Computer Science, 2007, ,
154-163. 1.0 14

77 Designing â€œHeightâ€• into Daily Used Products - A Case Study of Universal Design. Lecture Notes in
Computer Science, 2007, , 207-216. 1.0 1

78 Ergonomics in wearable computer design. International Journal of Industrial Ergonomics, 2001, 27,
259-269. 1.5 36
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82 An application of multidimensional scaling in product semantics. International Journal of Industrial
Ergonomics, 1996, 18, 193-204. 1.5 39

83 Fuzzy reasoning approach to iconic interface design. Advances in Human Factors/Ergonomics, 1995, ,
199-204. 0.1 0

84 A study of visual features for icon design. Design Studies, 1994, 15, 185-197. 1.9 20

85 A new approach to input device key design using fingerprints. Applied Ergonomics, 1993, 24, 413-420. 1.7 1

86 Understanding the Image Functions for Icon Design. Proceedings of the Human Factors Society Annual
Meeting, 1992, 36, 341-345. 0.1 4

87 An Application of the Semantic Differential to Icon Design. Proceedings of the Human Factors Society
Annual Meeting, 1992, 36, 336-340. 0.1 11


