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1.1 BAENXNSFEREN

AMAZE (Human-Computer Interaction, HCI) 2RASIHENRSZ(E]
RETANBFERGE, METIHENRZE. OEBZE. §IFE. IARE HeFE
ZEMAIR. ZEWHOTRITZH. B%. TARENARRENRERE, &
BRAS ABHZR,

MEREMURE, HCIBREARARE (REALR. XERHFLN) , HEESH
REHE (AFTAMAR. aTAMR) , KEERTEE (AFRARIRT. REig
i) o BRWAERITERHR AR RITE AN, HRRRFTELAE, Ml AmRER
FHEBMRE. RERITIN. =REBELSN AR,

1.2 #ZOEENER S HIFIFHIELE

BENRE BFER BEEMITER
BFRW#R BRiAK. m&i&it. A/BIE. ATAMMIR  Aokkkx
"Iz EE Figma/Sketch REI&It. EEZEM. KEFKE Krkkxk
2E
IRIZRES HTML/CSS/JS Rith&E AL, Python $iB9Mr  *kkki
FAMR RFEL. FAEE. HAREREAR Kook ok ok v
DLt UligitEat. HREEE. @R Kk kK e
DIERIAE] IS, HR0EE, [TAKFEEM  dokkior

1.3 BARSMABRFHE

1.3.1 AP#E (UX) &it5HR

UX &1t HCI RIZODIIRI A E, *FRAPEERS REIRS SRR AR
2. UXHIRGEBEAFIAY. MSEE. BSOS Z, BRAFBRMNITHR
X, AFE@IGTHRARR, RITHPUEXLERRE LA EFNAREmEINRE AR,
KREVEIEER, 8. MRERREEL, UK IDEO. Frog Fi&it&HAT,



Fm (se2d

1.3.2 APRPS@E (UI) &it5RE2EHFE

U RETRENMREZMNR BRI, SEER. 2. S, 7E%
MR, RIHMEEERIGITITE (Figma. Sketch. Adobe XD) MaiHFFAE
i (HTML/CSS) , REESRigitisiz NI RERE, RETAM
Figma. InVision. Flinto Z&& Ul &iHIMHYZ M BE,

1.3.3 XEFRES5AP T
REFRZHGHMSARUNEEFE, GERRELER. FREXERE,

BRERGREE, AR EBINRARER~RIERE, KIigitREIfER

Rt A/BMIXZ AR MERPERNKIES %, HCl FEREEREMAERE

HEFRERENTEILITIIERE,

1.3.4 EEFRITSADSRZE

TrERSi%it (Accessibility) HRFRXMTREA TR, QIEMRTRER (FE
PR RE. BRMLE)  WRERER (F8. Fi8) . EohEER (BES.

Bi5hl) %, f1E WCAG IVER TG MEARER, X—FMBEEER TS
MEMER (40 ADA &#E) MEREZEN,
1.3.5 iNigNXZE (VR/AR) igit

VR/AR/MR E R EARTREMMWRETER, Spatial Ul. FBXE. RENE
ERER A HCI AR B A SIS, 3DoF/6DoF RE. TEIEM. ZHRm&ITER
VR/AR &iIHTEEEREFILAE, Meta Quest. Apple Vision Pro Sig &S it
o T XM TUHBIRIEL o

1.3.6 XHigit5~-mBHRS

:|I:II

A HCI M ERNFERIRIHRE, TRE~mEBLE —ERH RN, BFHM
B. BATITHZERNFE, ~aEEAREKREBENTmRBR. EBRADE.
HIEEARES. HCIFEFEEFTMNARFREREF mEtp TR B4,
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1.4 BEIERIFSH

BRI RIZRENR, HTRA  IGHHERM. FARAE  WEZARHC AHE
s

Tbigit BIHERILE, BEE  HE WRAE I UX &t 5
VAL

WS cica ARRAENE, B B, itk MERPRRS A
e

MR MG IHEE SR BRHR. Hi2 ERVR e el

BIB/fEE SERENTR, BESCbil  RORER. SSHER  AIERERNIA
e

1.5 T SFREERRES

o £ Al TiAEIGIT: ChatGPT. Midjourney % Al TEEFEXTIEIHTITIER,
Al SEBMIZ T RHTE

« FEiItES MR X E: Apple Vision Pro FRFEHERA, =4FRm&ite
FF A

« BRITESE#ERXE: BEIR. BRAXERIT, ILAVREEMBEAMA
M1k,

- BREEANLIT BHFRR. IFHIRE. EERFRERITREBKEZH
*iE.

« ATRAER AIGIT: AMEIE, BEAT . ERAVTEENREIGITRAEZEN,

1.6 TEMAMASINLGS

[z R <k Aifins #AEE (XE, Eu/HF)
BB 13 APP, HEFA. AAF 85,000-140,000

a
Al #H/Saas B2B &, WELA. #kigs 90,000-150,000

1k
EeerEMY FH. AEHMI BEXRE 95,000-160,000
SRR %% UI/UX. VR/AR {4383&i+ 80,000-140,000

ERIARSS AT APP, Xft=g. £mkl 100,000-170,000
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Erfes WFREE. miRET. Erig 85,000-145,000
ERE

1.7 XRFEMS L RES

ANREESSZMEFRRERS!

s SATERERMS: AR MEKRE. MERREIRIT. BREITEFFAIR
R R

o 55t REMERE: 81T B4 (Design Thinking) F3EIEEAFE SmAIFRAIIZC
HEZR,

s STTARIERE: THEFE. Nudge Theory I5SMREILIT, EMARR
o

- SEUERERS . BUBEREIRISITRER, A/BIR. BPITADIERAIZITR
fico

2.1 HRiFRESEFE

1-3A8 R, WERIBHBYIR XETBERE: HRE vsigiti

3-6 A HET GREATEZE A Top20 #i¥ GRE 320+/#£f& 100+

4-6 B MBKHERMAPARER  Portfolio 2FIEZO

6-8 A BXARWEEFEN, HEEXHE VERR T RITIS T /AR AESTRIHERE A

7-9 B EIRITHEmE BrigitniztiBgE, MmiFNERK
=

9-10 8 XBER, FIaME R A P AR IR EE

10-12 8 RXHIE, FHER AW E AT

RFE1-4 8 U offer, EENRIE ZERMERSE. HIEUESFREE

2.2 FAERSIRENE

Eskaeny Z£ETop 20%5 | EETop 5015 | &F



Fm (se2d
IS 1 S - N

3.7+/4.0 3.3+/4.0 G5 E GPA FIEME—1RAE
GRE Verbal 158+, Verbal 155+, TR TRLLIN E E8CE GRE
Quant 155+ Quant 153+
/AR @ 105+/#2  HEIS+HHE  EFRNHENR
7.5+ 7.0+
fEmE SR8 Em  BiRitEmEIA]  Portfolio /REMERZE
%, 3-515%
=
ezl BERFHM7/AAR ABHEXRENE EXARENSH
A ERZT

2.3 iR ES

2.3.1 HIFEEIEIRERLEE

« R—EARZ: FIIHEMIRE (FEIRIT. 8%, Hhl) , BFEEET.

s KIEARZ: FIHCIEIOIRE (AEIRE. IAFNEE) , MBEE—TE
2 pUiI=/s

« KEEAM: FAEIGITTIE (Figma. Processing) , E5BEFHRIRE,
E1F

oo
A

dit

o

BEZE BiAK= EFHI5EM GRE FitEE i,

2.3.2 §bf. HESEIHE

« MBAME: 8Mi%it5%E (IDEA. D&AD. ) . FEGTHE. ehInE
%,

« FRIREFH: MANIGITER/HCI 0=, S5FMNAFRRRTESHIZITHRR

« LIPS BRAT UXRITEIE (Fr. Bl MR, M5F) | &itE
AR,

- EMERIL: B81&81T31E (Research-ldeation—»Prototype—-Test) , &

RIa) U REE ]
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2.3.3 XENES5FREHIER
Personal Statement B4
« AR BE—MKITIELZFH5 BN AN ERRE, BRFIISITHIA.
o R FMER 2-3 MgIHIE, RIAFHRES. &t BEMIEHEET,
« EE: ERRFEZMENRRE, HERRARSBIRNZESE, URKRRES,
FRIEHIZIN:
* CMU: BIFRASSIMEENTARER, FRERTILITRFBH,
« Stanford: SRIFEFRE RMMNHLSZRMAIR T,
« GHC: SRiFiziteIfee DM igitaE ), KEFBAEILIT.

2.4 ZEERREANZEHLTE

2.4.1 FREIEEKAKY (CMU) - Master of Human-Computer
Interaction (MHCI)

IE 1F (GR{EHAB)

GRE &K Required (3i¥ 320+)
REEX 105+ (&3 254)

GPA ER N 3.8+

FEE/IF £952,000 E7T

mBRE S2IKRMAR HCIIE, BFERES
REXE £9911% (FFHZ

CMU MHCI 2 HCI SRR INE , 1B FERRAPARMR. REi”it. =m
BIEEHENSSEE .

* #%I0RFE: User-Centered Research and Evaluation. Interaction
Design Studio. Programming Usable Interfaces

 Capstone Project: S5®&AEI (J0HE. A, 1BM) SERHIPAIIE

o MAEM: A} FR. FER. Meta. TSk Airbnb FRHZ AT
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2.4.2 EriB$EK¥ - Master of Science in Human-Computer Interaction

I E
GRE &3k
FRER
GPA E3k
FER/F

MBS
RENE

1-2 F

BEUH

100+

i 3.8+

£960,000 =7z

KITTENR, SEARRATREERR
£98% (FHEEZ)

Stanford HCI I Ba2iA AR CIFSHEEMNE S, BFENERTNLEEHETATH

EBAABR

R TIENET
Wellbeing
- FURAIR:

i5: Social Computing. Educational Technology. Health &

Michael Bernstein. James Landay. Perry Paulus Zi1&%&

o FAFER: B, Meta. FER. Netflix. Airbnb

2.4.3 FEEIT¥E (MIT) - Master of Science in Media Arts and
Sciences (HCI Track)

EK
GRE &3k
FREX
GPA E3R
FER/F

mMERE
RENE

2%
Required

100+

N 3.9+

£357,000 E5T

5 Media Lab ZE&1E, REFAXERA
£95% (HRMEREY)

MIT Media Lab @ ANR B FERAARNHARNEZ —, FEAISS5RLEIFHI

BHo

« F5R4H: Human Computer Interaction. Spatial Arts. ZKEENZEHE
o 15 BEROF. BRRMME. tliliEw
o FRAkEM: Gk, FHZABMARRKA. FAR
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2.4.4 ZEIRKERIPES K - Master of Science in Human-Computer

Interaction

SRS 2%

GRE &3k Required

REEX 100+

GPA E3K iy 3.6+

FEE/F £947,000 7T

Y=ES3c) MREME, KERASHEEMHE
RENE £918%

UMich HCIR T B2 P AR ORI AERMA SR, BFMRE UX
&itIm,

« i3 M Inclusive Design. Health IT. Social Computing

« B BXARKRSAE, AIEEELTIHE

o MAbEM: A HIR. 5. BEREHZ AT

2.5 HiFENnEEE (FAQ)

1312 REEERIA HCI 13 Akl BIERFEEEREMGIEN LA, B
S
FRERBOSSLME?  BN3S5 I RENE, BRMAARAIRINRETE, §

MR RIFEFRINER.
REHRIEEREFIFHCIG? BB, HCIMBEMREERF—, BOTEEEERITHE
Ho BEWF S HTML/CSS Hhito
RE vs IRITE HCI B  MREBEESHESERIFRMA R ARENFE; RITEE

i = BN UX g FEE,
FRIERE GRE p4iM5? TRZRIE N CMU EK GRE, EHthIEZE2EUH, &I
RAEEZEREK,

HOI LRI RINM?  FUAIRRSE. BRATN UXIEItE. BRRRRER
FEK, B,
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2.6 RIEMHRENERR

ERRE
D%l BARXA, GPAITEEM O
GRE B4 (30%%) BYHAS F£A, BEAES O
HE/HR HEFRINDER O
51172] RHIZITE RN B E5% [
Personal Rmigit gz /A%t EE O
Statement
WHEE 2-3 3, Hi&IH/HCIHEXEFA O
Em& 3-5 MEEMEB, BRIgIHRRE [
AR BB ¥R+ R O

3.1 EE

« BHAEEPE (UCL) : MSc Human-Computer Interaction, HRSME,
DBF5IGITES. F82Y 32,000 RE/F.

« ERZAREPE (RCA) : MA Interaction Design, MIEi&ITLEkSRIH, F
249 30,000 FEE/E,

s BHZARKAE (UAL) : MA User Experience Design, LS mE, ERE

« ETHRAKY¥: MSc Design and Digital Media, &XX¥%l, B&IGIT5EEK
AR
o FAEEK: GPA 80+ (211) /85+ (3E211) , #E 7.0+/4E48 100+, 1F

REMNE,
3.2 NEX

. Z10%K¥: Master of Information (HCl A[), EEFR Fig, MEAF
HRTAN(S B3, F25£9 25,000 f7T/&.
o ]FEEHELLIEA%E (UBC) : MHS Capstone Project, EHHEXE S,
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« B A KA. MDes Interaction Design, MEAXIAKIGITET, co-op &

« FHIFEK: GPA 80+, #RE 7.0+/4E%E 92+, FERITERSE,
3.3 BRAHIE

« KB AK%E: Master of Interaction Design, IHEHK4R, F229 42,000
BTT/ o

« &|IRAAKZF: Master of Design (Interaction Design), 2 &E#l, AI#EI&IT

« EX=RE A% (QUT) : Master of Design (Interaction Design), S=ik
Sm, SFEIBKRER,
o FIIEEXR: GPA 70+, #E 6.5+, MG ESERENRE.

3.4 THERRR (Frik. PEEH)

o FMKEILAZE (NUS) : MSc in Human-Computer Interaction, 2 £,
MRESEHET, F8EL 35,000 #Hio/&F.

s mFIETAE (NTU) : MSc in Knowledge Engineering, A#3E541iR
Ti2ES.

« EBET AP Master of Design (Interaction Design), i&i+¥ias, 1
FHIZEIRTE,

o FEBWHAZF: MSc in Interactive Media and Creative Software, X3*
IR Higit,

- EBIEEK: GPA 80+, R 6.5+/4t4E 80+, BHMBEZE@IK.

3.5 Ih&

## (5 RMB/F)

HRARA CMU 1-2 & 50-70 * %k kK
MHCI. Stanford
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HCI. MIT Media

Lab
EItSEEA  RCA. CMU. Pratt 1-2%  30-50 lolalloboll
MMEELe AR, BN, MEKXK  1-2F 15-30 Kk ok v
S EmE  CMU 1-2 F 40-60 L8 .8 8 S
MHCI. Stanford.
NYU ITP
BL+#HER UMich. UToronto. 24 20-40 ek
UCL

4.1 ol AR

« UX gt fARFRRERE. ER518,. REKIT, 5Ulgitnf~=mns
EihE, AFHEMR 15-40K, £E 8-14 FETT/5E,

« UIIgiHIm: B3REAEIRIT, SEER. BB, HhR. SRS EM0,

* BP#A%5 (UX Researcher) © @I EMMEEMFRGE, BRAFFKM
TR, MGITHREREAKIE,

« FREE EXFRER. WERITSFA. BoiERER, FEIRITREN
L BAERNES,

« REKITIN: BERXEREMINEERIT, XERPESBENFLTTE.

« SIRIGIHIN: ARAESE. MRE. SERR, itFE@mREERSHELT.

4.2 2RI & RE&1E
PEE1 (0-3 &) BEE2 (3-5%) BAER 3 (5-10 %)

BIHERKLE Junior UX/UI Senior Designer Design Lead /
Designer Principal Designer
MRERKLE UX Researcher Senior Researcher  Research Lead /
Head of Research
i B S IE R A Associate PM Product Manager Senior PM /
Director of Product
Bl BR 2% Designer/Co- Design Lead/CTO CEO/Design

founder Executive
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4.3.1 RSB/ REREIR

XF HCIKERE, i&itfFm& (Portfolio) @RERRVAZOEES:

ﬂznnﬁéf‘:ﬁ’j @, = Q?‘Z

iR,
c TERTER:
B SRo

o ZHARES:

®itRE,

s Z HEmETFE

Webflow) 98],

« TAmhERIR:

AVSRIER,

ME. 3-5 MZOBHR. KRAN, 8T HBERRTE

EFAEX >APARRU AR RENHER RN RE

5—iE48Y Case Study (800-1500%F) , B

: Behance. Dribbble. NAMIL (40 Notion +

JEEXTF LinkedIn. Medium. Twitter/X, 9ZEi&it AT

4.4 1HXEN2 TR AN B 3 Bz R il

am
#R
Meta
DIZ=31)

R

Airbnb
FHBkE
Al

el 22
W5

EE/L£IK UX Designer. UX Researcher. Product
Designer

EE Human Interface Designer. UX Designer

EE Product Designer. UX Researcher

EE/HE UX Designer. UX Engineer. Product
Designer

EE/FE UX Designer. UX Researcher. Program
Manager

EE Experience Designer. UX Researcher

R/ LB UXigitim. Uligitim. BPRRA

2yl UI/UX igitim. REIITIH. =maiE

U KIIRITIm. eIRiitIm, FmiEiE

ATUIH /T B UM, BB i it
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