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Even technology originates from the needs of human, technology can change the nature
of human by using them.

Modern technologies have profound effects on both physical and mental health, but
their long-term impacts remain inconclusive.

This course explores these complex interactions by examining how modern technologies
influence the brain and psychological well-being. Through discussion, analysis, and
interdisciplinary collaboration, students will seek a balanced perspective—one that
enables people to engage with technology in healthier and more mindful ways.

Course Objectives:

Understanding Impact:

Introduce and critically discuss the effects of modern technology on the brain,
behavior, and mental health from psychological and neuroscientific perspectives.
Exploring Solutions:

Through cross-disciplinary dialogue, propose and design approaches—such as
experiments, investigations, technological applications, warning systems, educational
strategies, or policy recommendations—to research or mitigate the effects of
technology on physical and mental health.
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Objectives of General Education
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Achieve humanistic values and scientific literacy
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Interactive Communication and Problem Solving
D i
Artistic Feeling and Aesthetic Perception
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Cultural Literacy and Respect for Differences
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Local Commitment and Civic Responsibility
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Week 01 Orientation

Week 02 Brain function and mental health

Week 03 Big data and mental health

Week 04 AT" s new trends in mental health care

Week 05 The impact of AI on personal cognitive operations
Week 06 The impact of AI on personalized learning

Week 07 Group Report I

Week 08 Metaverse and physical and mental health




Week 09 3C Addiction and Psychosomatic Illness I: Mobile Phone Addiction and
Technology Anxiety

Week 10 3C Addiction and Psychosomatic Illness I1: Game Design Psychology and
Addiction
Week 11 3C Addiction and Psychosomatic Illness II1: Internet Dating and Psychological
Needs
Week 12 Group Report I1
Week 13 Internet fraud and psychological traps
Week 14 Internet celebrity economy and “brain wave weakness”
Week 15 Horror movies and psychological catharsis
Week 16 Group Report I11
Week 17 Appreciation and summary of scientific and technological films
Week 18 Further Discussion
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Resources Required (e.g. qualifications and expertise, instrument and equipment, etc.)
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Course Requirements and Suggested Teaching Methods
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Course Requirements and Suggested Teaching Methods

The instructor will combine video materials and lectures in each session to introduce
current research and practical applications related to how emerging technologies
influence brain function and mental and physical health. Through a variety of
interactive activities—such as psychological scales, experiments, and case-based
discussions—students will have opportunities to analyze the personal impacts of
different technologies and to develop effective strategies for self-regulation and
healthy technology use. - Evaluation:

Individual

1. Report (1000-3000 words)

(1) Science fiction film (6%)

(2) Book Reading(6% » each for 3% * optional)

2. Peer Evaluation (Three times, each for 2%, total 6%)

3. Class Participation (4%)

Group (1-4 perons)

4. In-Class Assignments (40%)

5. Group Report (Total: 38%)

(1) Oral presentations (25%):

(2) Extended exploring report (13%): 1500-4000 words
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