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I developed an e-portfolio system based on my "Warp and Woof Model™ in order
to cultivate problem-solving ability through practical educational research activities. First, in
order to support all necessary activities in the model, | consider the relationship between each
activity in the model and real activity in the coursework and laboratory work, such as literature
review activities, development of gaming instructional materials, seminars in the laboratory, and
experimental lessons. Second, | designed a series of courses that offers domain specific knowledge
in the model and e-learning materials that help students to learn and self-assess their acquisition.
Third, 1 designed methods for collecting information from students and for evaluating information
to provide feedback as well as sharing information in the laboratory to improve their activities.
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