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1.1 BAENXNSFEREN

HFEE (RE) TUER—MRERITE. HENRZE. 8% QEFSHR
FHBEFRIY, EROETRIEASHFRAZBEEEXRN. FiN. SMNERD
Kig, ERMUKERESIRENTANE, EXTRREMKILIT. kSEE. RENFEU
MR AL TR PRINMESE I,

MEREMURE, BFEREA/REMTHREEHUTLERRIZIL:

®itEPT (School of Design) : &4%5&kt, IMNFAEEERFLITER, ME
Rt RSB SIGITHRRE .

EEFRHEEAREPRE (School of Information / Art Institute) : FIALKE
ITP, MEHAEZA. SIRRESXEEENRS,

HENFRHIETEBE (School of Computing / Engineering) : 3{E&81E
BTER, MEANRKRE (HC) . aTAMIESARPAERHRR.

£18 /3 B% Pz (School of Communication / Journalism) : IE#RFME.
IRARI A 5 AR,

FRIE LA
HFFER (RE) FRFESNTFETHHENELSE, EZO0ERETX “AF
TR 5 “ERGR NRARMXE. RBNRE TS ERRE 5|9~
miAigit, ERFERENMEIETERARNS, FiRiTEARRHERIARSEH.

1.2 #ZDEENERSRIFFMNIZE

HFEG (RE) FEERSPEN, RABNRBEAMGTBE. BARRH,
FIF BRI R E SSRAZR, LRI EROLE:
&AL BAER

KB GPASSE  HF-  GPA 3.2+/4.0; MHATBEREE. RITEMBESTITFRE
fEIRIE =



EmE
(Portfolio)
GRE/GMAT i

EBE S

N
(SOP/PS)

TE/SLIEZHR

HEE

BRAER

AFH5IR5
JE T

3-5 MNREME, BTIAFMR. B&t. KERE. ARE
MEERITE

GRE 315+ (IMRIEAIEEET) ; BRAZAMKITEMBAE
K

TOEFL 100+/IELTS 7.0+ (TRRMEZERK 105+/7.5+)
EUERIGITNEM. HANME, BEFRERSRIER

RItRS). BRHAREIE. FRFL. BEZAIMBEEYSEM
val

FREEF QATENSH) + T#EE (G2 %/FRE
2) A5

FETHE (Figma/Sketch) . B&/M5E4 (Adobe £FK
1) . {RIEEA (HTML/CSS/)S, 3¢ Processing/Python) 1l
val

RITRE (F. 45, Core77) . ®RittHE. BRSNS

1.3 HARSMABRFHE

¢ 1.3.1 AP (UX/UI)

BREEIZIT R BRIz 0. Mlks7Z85ME. UX (User Experience)

KEAPAEERAF A ENEARZSTARE, aERFER. E£5RE.

B

. ATAMNNIREE; Ul (User Interface) MIEREEMARFREMIMBEXIR. HEME.

S R Ho

R 5T/ S BRI R -

% Bhim/Web In/ mBY A P AL E L

RPN RIREE R ERILIT

S (FH/FR/FE/EH) —BUEEEIRT

HEEF. )LE. AEFEHRABNERMILIT

IEER. RITRRSARENERE

HAZMY): APRIEME. aTRERE. ATRMENRRSE. Ut ise.



¢ 1.3.2 ¥ Higit5kSigit

RERITXFEFANZENERTHS RGN, DNERHEN RT3, KF VR
TEFHFBIEHIZE, RSTUWRFLITRENE—M BEIBDIRSER, &
ERiEaftR. FANE. RIARMZRRFENEBMRL,

R FT/ SRR -

BRESHENZIRSTE (BE+FE+FH)

Er @RISR eSS EamERT

NHRS (MERWE. 55 APP) RIMLARRIZE K

BEFIRSBEENRS KM R o 5xh8ugit

SRIE (L&) TEEWIgIT

A MY REMEE. RSEE. FIZBEXEME. RSREETRIMT.
¢ 1.3.3 HFBRFZRSHFEIIT

ZAMMEHRFRA. MRZASHAMELE, 2EFIANE, FRE. K.
BRI SEFENQEEAHEERKNSHERENVEE M. ETEHBFE R E
Bl “ZAeIE" Mkl o

R 5T/ SRR -

HZAR (Generative Art) : A Processing/P5.js BIfESHZSIL ot

TR R T8 5 B TR R

HT(E%2% (Leap Motion. Kinect) MR EREE

#EHIMIEIT (Critical Design) @ @ IgIT5 I ZXEACIENITIE

NFT B ZASXIRES B INE

BB (MY EohRERE. ENZATGR. FRABE. XRASR,
¢ 1.3.4 AHIZE (HCI) S5RFHZR

MNZERREMEHA “FAZO” , BRITBEVRZSIANBEFENZIX, HCI
MARAASEREZIERA (RehBi. BRliED) « WA/MmbRE. EITE. 7
fIRAE, AFRMRNZERESITSRAFIHENXEINT, XAKHK. &, ARk
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M. A/BIR. BiEARFRZENIRITRRIREEIESRE,

R FT/ SRR IR -

IR E P EMENTME RS EERL IR

BRENIEERTE SR E &) A& R BIN A

BEFESHAFRE (VU gitEN

ERRMEITENARITADN

BEFHBEFINAF FRFUMIEE

BRI FARIEX (CHI. CSCW) « ATAMNHIRE. AFREGRSERT
= ARBER.
¢ 1.3.5 kgt SR ENS

PRI REL NE. EFESRAMNEHMNS, thEHAEEERMBERILIR
REMKY, XEMNEVWBHEERLMERSE, BERRER. 9XBETESHEREEN.

R FT/ SRR -

e (BEREH. AT MHEISIETT

BT EENBERNESEE QIRISE: TA)

IRITFR A ETERB S HRERIEAR (PvP. f#Z. Roguelike)

KRGS E LT

TSR DTS AR BiFMK

BRARSAZ (4 RIS, PIETREY (Unity/Unreal) « IEAXE. RN
HRIFRS.
¢ 1.3.6 #HF~migit St

ZAMEEM O B 1 WHF=mel#H, BR~mBE. mpRIESREEN. F
ERREFEIRITEES, EFEEFH RN, BKRESHFLME.

R 5T/ SRR -

BT Lean Startup N&/\AI1T™~=& (MVP) i&it

AL/ BB/ B LK miZ O IhEEE i 5 A F g KR
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= mER BRI S R R

HEERSRAPTARI D

MEEZZSER ZFRIEAIME (&%t T2 )

HAZGY): oS, SRERE. BRIEKAE. tILEKE PPT,

EBEIRIFSR

®itE (I UX/ULL REIR 00000 ez F'EH 7‘5% Ehitimig

BX/TWg it BRSIGIT (HTML/CSS/)S)

it)

HENEE/  HCL ERHFXA. 00000 ks TR, MEE. AR

RETE BIE RS HiBgE

DIEFME BAPMR. TAM 00000 HRaa B ITHE (Figma) « XE

# M3zt [REIRIA

RIE/FMZ  BFEEZAR. X 0000 &= mizEN. APHARAE.

A BEME FramiZiE

Tigit/iE XRE&H RB& 0000 B8 HWFT A

i) T FamIgit (Figma. Principle) .
ClI2i¢

BRlmizE BEA&ST B 000 $F EREM 0T 1 ME. &

5 Kigit TITASRE

1.5 T SFREERRES

o HBHE—: ARG TIERE

43t Al (Midjourney. Figma Al#&Ef4. Copilot) EFRZIAZIKITRIE—
MREEE. Ul EREIBESEE REVRZREZITARENE “WTE ,
‘AlTMER” 5 “QIEEEE” . 181 (Prompt Engineering) #1 Al #EEE
FHEHNIRITHRE,

& BB FTEITESESGIWEARE

R Vision Pro BIAiTEETEITERARINEREIR, REIGITM 2D BET
BRE=4%=E, FH. Roh. BEFSERSTEMNGE. RITITREERTERE
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BA. ZEmBMYER 5.

¢ BB= AFMGITSHFRIE

TRERSI%IT (Accessibility) « 2F AR, $BIERASEERIUFINER 1K
THRARRRAERE, KERSEHSHFRSEN RNERERZER) , A&RER
IRAYIR I IMEMNFRTR,

& BB R USRI RAENEL

REBEFEWK “BRigit” £l RiHRST 2RER. It ARREAEA
. 81t<H (Design Tokens) . BFE&—HMMEESHY, ®ITEE
(DesignOps) Rfirétc,

& BBH: FRACBRLEENIBAS~

HATIE. BimE. #ERIGRFHFIAGIROZNA TR App. BEREME
WihET B, EBEERTERNN] (Self-Determination Theory) S9MEEFIRI &R
R Eigitma#HEE o

1.6 FEM AR SRS

BEMS  UX/UgHE. a@igitii. ZEigit  Google. Meta. Apple. FTEk

%53 i o, BB

RFtAR RBFWRA. K550 M. L. HEH. EF
HFEEK  HIREZAR. IR (Creative  BIEIELR

58|= Technologist) ZE. TeamlLab. Moment Factory

MRS E ENXERITE. AFRITW KRR FE. KR ERE. RE
IR 1

®ItEE  RSIKITIN. TR IDEO. Frog. Accenture
56lH Interactive. ThoughtWorks

BIVRES B imfAIIEItIm. WETEF~&I&ITIT  SAP. Salesforce. IBM. %k
BFEK

1.7 XRFEMS L RES

REKIT x ATERE: EHRE Al @B ANDREILT. AR A NRZEER
REIZIT x BERET: BETATH App. ZEREXERYL. ERWEMHENT
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=
REIRIt x AR BENFIREKIT. BHEFRNEVILIT. SRSFES
vagii
REIKIT x AFFEIg RRITASISHXEREE. BF T mEmn AR
RERIT x YN BRERERVEHPRALL., A5 E TRRIER RIFiLT

2.1 HiFHERESHEL
BB TS B S

BRiFRI 24 ™M  REBEMRAR (UXHCI/REZAR) , & &i&it/mE/OIERXIFE
BRiEEI 18-24  BoiE—1MREWB (REFLAITREER/ARERH)

=

FRiERI 12-18 & TOEFL/GRE, ¥TEE 2-3 MZOMERETH, TS —ERHEXLS
=

BIEFI 6-12 10 ARANERERE, MREHEFEA, 1BE5 SOP TR, SMEIRRRE LEH#

A

BiERI 3-6 ™A  (FRERZLHRS L (PAMLE) , SOP£&fE, MBHERE, 'R
Early BiE&

98-128 FRERE (ZHMEHL LA 15 BriE)

18-2RH ZHIMETEIR (80 CMU MDes. Gatech MS-HCI)

38-4H BWRE, LERRFESHIBAUE, SMRMFEEL EFAKRAE

5H-8 B FIESTES, BRRAFKFETHRIZERSRER

2.2 FRERSIRENE IR

7 5+

TR 3.5+/4.0 105+ BiN315+ (% {ERERERN
1t/HCI I ba=1b%i0) WNEBI 70%
E|
SZE¥EKE 3.2+/4.0 100+ 7.0+ AN ERM EEEFRLES
il =| Do MImE R %

EAREARF 3.04/4.0 92+ 6.5+ TERMHIER =SEEEFRE
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B HNZAMELE
BT e 3.5+/4.0 100+ 7.0+ BV 320+ (Q EBEREEMS
HCIInH =57) Ea1rEE

2.3 RigMHEESR

¢ 2.3.1 HiFaENEIRREE

R—-KRZ: R GPA, #NRIHEMIRIE (CTH/=Higit. 8% k) , F
S 1-2 #i&it TR (Figma/Adobe XD) , THEEMEFEREZE (A=A P5.js T
Processing) o

ARZ_BR: TRE— T BWPARTHE (AIREBESHXEBEE) , &
EEBEMIEREMLE (Webflow/Notion/Cargo) o

A= RES5BFPARIRERITEEDNR, FEIMABIEMRASSSKIT
RE. BEIES,

R=2R: EWigitRs) (RE/Fm/BRMRK) SUREMREIE, B3
REUAERED .

A E: FmEREERSHE, STHERRRARERCHNE, ESHER
SOP,
¢ 2.3.2 {EmiE. EISHMEMK

Em& (Portfolio) BXRERIENE—IES, BIITE:

HE: 351 7TEUAR, SMHERET MA@ —AFMR—EXSHE—
it H A SERT B,

BN BRI ERERBFRIRE (AP, LER. RE. Wik, 9K
it &) .

SEMIR R BEEEXMINBEANSEREEN, MIERRERESR
EZIESS

3L NAMIL + PDF &9, #EFEHE Webflow. Framer. Readymag & H
#2 GitHub Pages,
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S EMBLHEN: ED1-2 BigitesS) GEfE/4&T90) , AT UX
L%, IS SHEE. BEZRIIEEIE, SHSMERIHMN (
Hackathon) . &I+ 5Hi#2 (Designathon) HiEERBEEBRNERSE

¢ 2.3.3 XBNESFREH R
RXEXSOP (500-80011) HREXFNFERFANS:
RIHMEMR: RINAEFIRITHSAE? SRR, BWTFIER, K2
Ak?
KERZI: W—REHILIFRE MRTHERRAREIRIT?  (@EEARR)
ByRmRG: BRAOEERETL (OB 8. £ 5XEIRIEE.
FRES: REEFNENFEZR, M CMUIRITERE “BERITEE" |
NYU ITP B “BIEAEE” RiE. Gatech By “IHE+ IR LRE,

2.4 ZENREBIBEIESHRIFHES

¢ 2.4.1 Carnegie Mellon University (School of Design) - Master of
Design in Interaction Design (MDes)

=k Master of Design in Interaction Design (MDes)
RT3 School of Design, College of Fine Arts
I=LNES 2F

BERIE £920-25 N/

FRIFEILE 1 A54)

GPA 3R 3.5+/4.0 ##F

GRE &3k BIEIRE
TOEFL &3k 102+ (EAIN 25+)
EREEX SEEEIEMRSER, RZRR 12 1M MBHIERE

L SIEYSIE BRSZ1&IT. &, RITHARSE
RIEFE 5 HCII. Tepper BFEREEFLIR; BKITTEEXHAKRE

ERIFHIE:. CMU MDes @2 KRN R BIZITARETMB 22—, REEMIKIT
iR (Design Research) 5&%4iB 4, MBELARERINA, EEEERWANELIKIT
RARAEZ. BEMNNE, B8 ItHARESE. FEMSITHREEENSRIEA.
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¢ 2.4.2 New York University (Interactive Telecommunications
Program, ITP) - Master of Professional Studies in Interactive
Telecommunications

BE{ER

MB &R Master of Professional Studies in Interactive Telecommunications
(ITP)

FRriE¥ps  Tisch School of the Arts

mMBRK 2%

BEME  £49200 A/FE

BRig8El 128 (BH) . 18 (BN

GPAERk  3.0+/4.0

GREER  AEX

TOEFLE 100+

X
Fm&EE BMeIE. RE. EEFEENAS, MoRTFEl Ul
X

BFerm  CIEREE. YEHE. BFEEZAR. gl
RFFE ALOMIBMIE. Tisch ZRZFIR. ITP Camp. S #FLEES

BRIERFE: NYU ITPHEIFE “CIREBXRE" & “BAZRERT , Ea5=
%5 (ZR. I8, AXER) WERIEA. BERER “MAFE (Make Things) ”
M “4THEM (Break Things) ” . #ELbE =G, EEEXKM. BHEMZAR
X1, ERIBEBTAIIRAS creative portfolio ot (M. B, KBEES) .

¢ 2.4.3 Georgia Institute of Technology (School of Interactive
Computing) - Master of Science in Human-Computer Interaction
(MS-HCI)

WE{ES

il=E4 Master of Science in Human-Computer Interaction (MS-HCI)
FREFR B¥E (IC. DEFE. HFEE. TUigit)

B 24

BEFE  £4960-80 A/F

BRiEElE 281H

GPAER  3.5+/4.0

GREZEXR  EUER, Q165+/5

TOEFLE 100+
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K

EMEER ARE track BXXA[E: &1t track EEmE, OIEF/CS track AJiE
BHEAR  ARAMIE. gasitE. Eaisl. BEREEF

RESE L2ERREMNHCImEZ—, BIRSE, Ml B RRE (EEEAREYE

)
FRIERE: Gatech MS-HCI ZXETRARMNITFESA HCITE, XA ‘Tt

track”BIFIRI0 (Tlhigit. XEHHE. #HFEER. 0EY) , REERESERX.
EEHFERAFAFIAFMR. EMITLSRXERANRIFA. ENHEEMMEISEIUER

N
&)

RIFERRE#E (FAQ)

i

EFrB2itE T2l REANKEDE (40 Gatech MS-HCI) ( EEAZALE

=, BEFIER (@INYU ITP) IIBLEZE. i8N, TREZEAXHRER. XBET

BR+g? EmE I B L h e B IERRANIZ T BE S HITEES.

ERELIE F—TF. FREFELERE AR, 28 Wik, &K , ZEEAN

BEERMI  HMRmMB. RERSHNER. FAMRERERYE, EEEX LEZMBENE

8r3? (EN

REWLE RZXH/HCITERETF STEM (%0 CMU MDes Z93 5. Gatech MS-

STEM 13? HCI. UW HCDE) , =% 24 18 OPT #&Hf, AIEETLTESIT 36 1
Ao

KREZRAE % Figma (RE) . Adobe XD 5 Sketch; %¥: Blender/AE (&

SIHRLERRE? R . Unity GB*%) . TouchDesigner (FRiE(X) . RIZREFS)
(HTML/CSS/JS =% Python) o

RREFHKFE EERE/UXIZITIMEEEHL99$75,000-$110,000/F, EA/ALNREEK

gnfay? [T 7]iA$120,000-$150,000/F (BN -
BEmAEE A CSEEERENTARI/ZARET W, STEMIEERN HCITIR+5R
AIg? EffmE+EIZMHEEERIKE,

2.6 HIFMHRRENERE

0 Em&E (‘PAWIG + PDF) :© 3-540IE, di25MH, AEE
0 NARBRR (SOP/PS) : 500-800 3d, it MBI +XEEIZ+F R E Hl
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0@ 10, REIRIHTME/SES /ARG, AR EHRE RS

0#EFE: 2-35, ER+TWAGRE, EEAFZTREKERRIIZITEEDF
Eae]

0 SRR BERRXMR, H0ERFE WES IAUE

0 GRE/GMAT 45 (U B ZKEHEE)

[ TOEFL/IELTS 4R (EFHESR)

0 fAMBEENE (EHHEW CMU MDes £3K)

0 3FEREENH. HiFZE ($70-$100/1%)

3.1 #EH

RERB/AFEARBZERE (15) , TEHASBMWESZARERE, CHEE
P ERIREE,

i

Royal College of MA/MSc Information 146 LHHEE—ER
Art Experience Design (IED) b, . MR
S5FENELES
University of the MA Interaction Design / User 14 CEEIE SR, B
Arts London (LCC)  Experience Design oL
&, WRSHES
Goldsmiths, MA Design: Expanded Practice 1 & SCISME SHEHIEIS
University of (Interaction & Technology RS, BRI T
London Studio) o
((3%0°84!4
University of MSc Design Informatics 14 BIRERI S 5183438
SdinbHrgh R, WIESEPH
RWEE
Newcastle MA/MSc Human-Computer 14 HCI IBIERRETEL
University Interaction S, B EEIRS

FAILXFM
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3.2 MEX

MEATBREMARSESEETE, BREERY, RS~ IR

Bk RRELE iH | f5e5iiA

B
Simon Master of Digital Media 164 MEAEMEFEATL, OAS
Fraser (MDM) B ®EANZE (SFU/UBC/BCIT/
University

Emily Carr) , &%52>]
University of Master of Information 2E (EEEPEFNE, olhEmsTEISERE

Toronto (User Experience Design B SR SRR
Specialization)

Emily Carr Master of Design in 2F MEKTARZARIGH R, ME

University Interaction Design SO S AR

University of Master of Human- 2F HEYRTIE, aE2%, ok

Waterloo Computer Interaction

co-op LEE
(MMath) P

3.3 RXHIE

BARTE 2 FEHIER%, ElW/EAREPSW TERIE, EaEEBRMNFESE,

KEMHE B | 456508
K

University of Master of Information Technology 2 & BN HCI 384%,
Melbourne (Human-Computer Interaction BTHIS 84

specialisation) .
5, FARER

Monash Master of Design (Interaction 25 EMt+E RIS
University Design) S@es, 52
WEREHES
University of Master of Interaction Designand 154 EEBRHY, &
Technology Electronic Arts TR ERERA
Sydney (UTS) 1S, oo
’ AAFA<~T

B
RMIT University ~ Master of Animation, Games and 2 & TR E S22
Interactivity KENERRS, BIR
ZiN 3 ULV V|7

== )T



3.4 THERRR (Frik. PEEH)

B ®

B & g

VISION OVERSEAS

MRS ERAE T AR S ERME, XENMBERTmEMSTTINA,

Nanyang
Technological

University (NTU)

National University
of Singapore (NUS)

Hong Kong
Polytechnic
University

City University of

Hong Kong

3.5 Ih&

BiR

Master of Media and
Communication (Interactive
Media Design Specialisation)

Master of Computing (Human-
Computer Interaction
Specialisation)

MSc in Multimedia and
Entertainment Technology
(Interactive Media & Game
Design)

MFA Creative Media

456 53588

1.5%

145

2F

44?44444?%%&5&&7444444444444*mm

TR HCI/ A
R

A7 UI/UX
Fhalk
SMUvl e el
IBIEZAR
g 5%
MM + BE

%E (CMU/Gatech/UW) + MEX
(Waterloo/Toronto)

ZE (CMU/UW ITP/Gatech) + Hrini
(NUS/NTU)

%EE (RCA/Goldsmiths) + IIZEX
(Emily Carr)

%E (USC/Utah/NYU Game Center)
+ &% (Polyv)

MZEA (SFU MDM/Wate rloo) + JBX

FIE (F/RZA/UTS)

/I\

RERNEFIE
, ETBMRE
Fl xS, B ERILR
B

BHEIEERSE
:§\%|}ﬁ3 ) F&% =
HERBIRITE

PN
|

RN
8, BARE
B, EAHCS

de=
BH=

BEBETURZIRK
mE, S5ERK
REREGE

BIREARF R,
ZAGMA, HE
REREESELR
L

RIREIKTR

MSKE, ZAERREN

FRAREE

R K BABETR, BE
RiFR&EH

Co-op W#rEy, ElkT
THERRT
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4.1 b5

¢ 4.1.1 BEM/ B AQE UX/UI g5

BEMBERATRRERIENE—KREE, UXgiITMAasAREXRNEZERS
#i. EREMSXERE, UIRITIRRREZEENAEEFNARAE, TR
ke, UX A UIETEEtRSY, BEF/NERTHEIVEFEHRH—AES,

BRI UXIgitIm. Uligitii. MRERREIRITN. Baimigit TR
FHHCE (EE) : 75,000—140,000 (R o
REMEE: Google. Meta. Apple. Microsoft. FHksh GBIMN=G) « B,
Fa £,
¢ 4.1.2 ¥Eigit 5~ migitix

RERITRERESIER: NAPHREIAHRE, BRHARM. Fmigitin
(Product Designer) fE@8INEBXMEWHRR—IMRERKIL, HE UX/UI BEEE S
R P 5.

BRI REIRIHT. Famigit)i (Product Designer) . Fai&itE %o
FFeE (€E) : 80,000-150,000+,
RFXMEEE: Airbnb. Dropbox. Spotify. Stripe. Figma. Notion,

¢ 4.1.3 AFARSHEIZITR

PR (User Researcher) ZigitEIPARIZERER P IHEN S~ mRRR “5
&7, BEXAREL% JRENR. BERE. SEINURNRRRESEER
HEAFR RS-

HARG: AFMRA. ARMRER. APITASHIN,

FHHOE (EE) : 70,000-120,000 (EFBEEFi&ITHEX PhD &5F) -
ARERE: fEx. T58. ®R&R. XE. #E. FoEks (BRHRREPRR) -
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¢ 4.1.4 BFBREESHFFERR

UFBEAZAKRUERTFRIRIEE. I ERE. BHRZARZIXIANM. HYIE/R
IBEIA. TIFRBEEREREQF. TUSRARIRIT. SR (VFX) MISERTE
A ES Ho

BRI FIRAZAK. GIEEA (Creative Technologist) . MHEEIS
1,
FFHEE (XE) : 55,000-90,000 (ZAHM) HES EIERKRAR) .
RFXMEEE: TeamLab. Moment Factory. BHEIELELZE. Meow Wolf, KE
SEARTERIEAER Lo
¢ 4.1.5 R ESRFIRITE

AT N R EIGITAA T RBZEZT: MUI/UX (FRAERE. BIE. B
8) HEZORNGEIRE (BEFRE. &R , UKRFRITIT RIERKRITH
DREAHE) o

BRI SRR EIRITIA. B ULigitm,. SEigitm. kRigitim.
FFHEE (E) : 65,000-115,000,
R&REREE: §F (Ubisoft) « KiglE (BINLIEZE) . EREXE. #KIFXK
(Riot Games) . REERIRR-
¢ 4.1.6 gt &5 RS K

RITEARTNEE B inE IR, SNSRI RSIGITEFS
o FIARFERRTIRITL (MERIETIZE) , BERAINKDBS ISR
FHo

BRI . ARSZSILITIM. IRITERERIM. (AILEEEIE,
FF#eE (E£E) : 70,000—130,000 (FnIZEIFIELR) -
RKFMEZE: IDEO. Frog. Accenture Interactive. McKinsey

Design. Designit,
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4.2 %R & RERF

¢ 4.2.1 ¥ Higitfi — UX Lead -» FRigiHHEARKR

Mk (0-2F) : REIKITIMENE/ 14 UXZit)f (70,000-90,000)
Rk (2-54) @ REIEITIH/ UI/UXigit)m (90,000—-120,000)
=& (5-8F) : B&3ZHIXRIN/ UX Lead (130,000—-170,000)
TR/EE BFUL) | RIHEE/ FmigitEEE/ VP of

Design (180,000—300,00+)

¢ 4.2.2 APR - #FHEIgHER - FRdiRKERE

Mk (0-3%) : AFHARBIE/ FHARIMAEAR (65,000-85,000)

hik (3-64) : APMARLR (85,000—-115,000)

=k (6-104F)  HARBAFMR/ AKREE)H (115,000-160,000)

aiBE (L0 F L) @ FREERRYE/ APHRRAZA (160,000-230,000)

¢ 4.2.3 HFPREFZR - SIFSRREF

Ik (0-2 ) : BIKZAENIE/ QIERABNE (55,000-70,000)

Bk (3-6 ) : EshiEAigitii/ eIE#&AK (70,000-95,000)

=% (6-10F) : HRBEMZAK/ QIEKAEE (95,000-140,000)
2 (10F0L) | tIEEE / BFEESIHREA (140,000-220,000+)

¢ 4.2.4 g5 - IFnaEEREI8EREF

4k (0-2 %) : ®itiARGE / BhiEARSS&1TIm (65,000—80,000)
Bk (2-5F) : BRSIKITIH/ igitERE&mR (85,000—-120,000)
=% (5-105F) : H&kigitskg)n/ HB%4#E (120,000—-180,000)
% (10FL) : &A/ AR A (200,000—-350,000+)

4.3 FRISEELEMIFERSEREIY
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AR A Bl UX/FRK. 'ITEE. IR BREER (HCIAZIHR) « TR

[A] B AT B RIHRZM

NEREE R 75,000—¢110,000 85,000-¢130,000 (fEL/m/BhiEH

(E) %)

BORSR]  RITPUTEES. REREK, BET] FAEME. KWkt YRR, #Hie
tH{E STk

BRub EPR RSN/ BRIITE KEHE | RREEE/ TRARR

sETT A 1.5-2 F 4-6 F (&%)

RAUREE & (UXEFRIZIEDEI) FE (FAREFVERRTUWREE)

¢ 4.3.1 XIS Fm& / BB HREREIL

EREFFEEN: §—EILI/MAMAIU~ERNIE, BNE 6 MAEH—RK.
KERFmENRE 140 “REEHHSERENL A + 210 “BIIRIGRE" B
=

RISAERE: B2 A Notion/Coda 5%, iERMARITX. LKA, ZEE
B Miiks, EFERNRERRE,

FRS5WEE: &5 Figma KRR, FRHE Ul ST 3L R AEE, 7fF
FIMEINEERET A&

FEARIEFBSHIAE: Google UX Design Certificate. NN/g UXAIE. A11lY
TPERSEMINIERER AR KL E o

T MLSEEE: S0 IXDA R, Core77 &1, HCI BN EEIRITE
#E, RATWTESSIMAR.

4.4 HBSAE AR R RE R (i
A/ A Eﬁﬁﬂﬁﬁﬂ!lllllll%ﬁlllllll

Google UXi&itim. =@i&itIf. 35  Material Design A& %
A=A B

Figma 21K Product Designer. Design igitTEMAE, i&itxX
Advocate iRE

IDEO E=33 RERITM. fRSigitin EMRRERBIRITEN
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A=
FTIBkED FE/LK  UI/UXigitIm. BRAR. 4% ERrrEmigitEAIE
TR N
Kugiks FE/LK  FRREIRITH. AEgTH FHEARANRENNEE
Rik=
B hE*% FE UX researcher. XX EHIE BHRAFESRITEEER
Ty KA
TeamLab BA/2K HohEAZARK. SIERA MR B ZAREEKINE
[N
frog 2Bk REQIZITIA. REI&ITE|E] FHIGITEIEERIR

(Capgemini) (frog)
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