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Application of AHP to Explore the Warning 
Conditions of Pedestrian’s Safety

1 2 3

Yi-Xue Zhan1     Chang-Tzuoh Wu2       Chun-chih Chen3

1

2

3

Abstract 

Keywords: Analytic hierarchy process , Pedestrian Safety , Transportation
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Exploring the demand for comfort aids  
for dementia patients

1 2

1

2

Abstract 
As Taiwan moves toward an ultra-high-age society, the prevalence of dementia increases with age; 

the aging trend is accompanied by an increasing demand for care. In addition to memory deterioration, 

dementia patients also have many behavioral and psychological symptom of dementia, which becomes 

the greatest source of caregiver stress. In this study, we interviewed professional doctors and caregivers 

to understand the current situation of dementia patients in terms of care and treatment, their emotional 

comfort needs, and the comfort objects or comfort methods currently used, and summarized the direction 

their life experiences, and to build positive feelings. Although some of the dementia aids on the market are 
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and better meet the person-centered care approach of dementia care, so as to provide more dementia 

patients with the purpose of using them.

Keywords: comfort aids, dementia, in-depth interviews, product development
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Design of Dining Accessories for the Elderly Using 
Quality Function Deployment 

1 2

Shih, Han-Wen1     Wu, Chang-Tzuoh2 

1

2

Abstract
In response to the advent of the post-epidemic era, the importance and popularity of personal 

tableware is increasing day by day. For the dining aids designed for the elderly, in order to match the 

physical conditions and usage habits of the elderly, in addition to the basic functions, other factors need 

to be considered. Therefore, this study takes the elderly dining aids as the theme, uses the quality function 

deployment method to establish the quality house structure, and proposes the design concept according to 

the obtained design demand weight.

Keywords Elderly, Dining Accessories, Quality Function Deployment
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Apply IPA on the evaluation of Innovative Service 
Design for Child Welfare Institutions 

1 2 3

Nian-Xin,Su 1    Chun-Chih,Chen2     Kun-An Hsiao3

1

2

3

Abstract
In recent years, cases of domestic violence have emerged one after another. Because children 

still have to be cared for rather than have the ability to ask for help, they need more help from around. 

perfect care system to urge everyone to help the child victims has become an important topic.

Therefore, based on the research on the plight of children's welfare institutions, this study 

summarized the motivation of willing to act according to the concerns of the rescuers, designed a service 

system that innovated children's help seeking and publicity issues, used the IPA analysis model to evaluate 

the advantages and disadvantages of the system, and evaluated and compared with the existing solutions 

at the same time, hoping to draw a reference for children's protection issues in the future.

Keywords: Child Welfare, service design , importance-Performance Analysis
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A Study of Emergency Medical Services 
Infographics – A case of Cardiopulmonary 

Resuscitation

1 2

Hsiao, Chiao-ju1    Su, Wen-Ching2 

1

2

Abstract
Taiwan's emergency medical services have been developed for more than 50 years. With the joint 

efforts of various units, it has reached the level of medical guidance, public information and quality 

control. Although it is quite mature, there is still much room for improvement in the future.

resuscitation The type, expression form, illustration design performance and color of the surgical 

operation process case, to facilitate subsequent creative purposes, develop clear and easy-to-understand 

information images of the CPR operation process, and then achieve both educational and aesthetic 

Keywords Infographics CPR
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The Study of Graphic Visual-Spatial Perception 
Motion Posters Design

1 2    

1

2

Abstract

posters while providing the reference of visual perception, depth perception, and the form, composition, 

and development of posters and motion posters. The motion posters were divided into three genres based 

on their purposefulness: advertising propaganda motion posters, communicational motion posters, and 

interactive motion posters. In the case analysis, the motion posters from the highly internationalized 

Bienal del Cartel Bolivia BICeBé 2017, 2019, and 2021 are collected. The analysis summarized that the 

optimal playing time for the looping posters is between 3 to 15 seconds. KJ Method was applied to further 

analyze the forms of their graphic visual-spatial perception. The result is summarized as below: (1) The 

motion posters can be categorized into four genres: object graphics, illustration, realism and modeling, 

and can be further categorized into fourteen forms. (2) They can be categorized into eleven motion forms 
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theme “ seven emotions and six desires”, Using the analysis results of the spatial perception and motion 

form was implemented into the creation, to enhance psychologically the emotion delivery of the narrative.

Keywords: graphic visual-spatial perception, motion posters, seven emotions and six desires
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Research on the design characteristics of 
communication design posters—taking the  

2018-2020 Red Dot Design Award as an example

1 2

Da-Yi Wei 1   Li-Ching Wang2

1

2

Abstract
The Red dot design award is one of the internationally recognized top design awards, and therefore 

has the reputation of "the Oscars of the design industry". The awards of the Red Dot Design Award are 

mainly divided into three categories: Product Design, Design Concept and Communication Design. In this 

study, a total of 210 entries from 2018 to 2020 were shortlisted for the Communication Design Award. 

The posters were used as the research sample, and the common characteristics of the shortlisted posters in 

the past three years were analyzed through the research, and the reliability was tested by three coders, and 
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induction and analysis, and the categories are divided into two categories: information display content and 

expression content. ), color (12.6%), and the content of expression includes font (12.6%), style (12.4%), 

layout (12.6%), and technique (12.6%), a total of 8 medium items and 45 small items. It is expected that 

the research results can be used as a reference for creators to participate in the Red Dot Design Award in 

the future. The research results show that the themes are mainly cultural and social issues, the protagonists 

are mainly symbols, the background is mainly monochrome, and the colors are black and white. Mainly; 

the font is mainly bold, the style is mainly simple, the layout is mainly symmetrical, and the technique is 

mainly color block and 2D technique.

Keywords: Red Dot Design Award, design features of communication poster design
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1 2

Yu-Wen Lin1      Li-Hao, Chen2

1

2

Abstract
From the early days to the present, the minimalist style of illustration is the style of illustration that 

is loved by many people; especially in today's fast-paced society, viewing illustrations may be a stress 

relief channel, so what the public pursues is to be able to see things quickly essentially simple pictures; 

represented by modern minimalist styles, Yu Nagaba and Maggie Stephenson, selected 3 illustrations in 

total of 6 illustrations from each of the illustrations drawn as research samples, and then used Maggie 

Stephenson's illustrations to compare the color extraction and reserved colors, a total of three groups of 

pictures as sample research analysis. The research results show that (1) the color block-type minimalist 

they watch colorless illustrations.
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An Exploration of the Memory of Collective 
Consciousness of Women in the Family Village

1 2

Li-Rou Lin1     Wen-Ching Su2

1

2

Abstract
From 1946 to 1960, Nationalist government was stuck in Taiwan for a long time, and R.O.C. 

government, together with R.O.C. Women’s Association and the Ministry of National Defense, began 

to implement the policy of improving the residence of family members. The military personnel who 

came to Taiwan with the government began to intermarry and form families with the Min, Hakka, and 

aboriginal communities in Taiwan, and took root in the land of Taiwan. This study aims to explore the 

spatial aspects of the family village from the perspective of humanistic geography, and to investigate the 

emotional progression of the family members through spatial, local, and fetishistic perspectives, and to 

generate a sense of identity and collective memory, which can be triggered through external media. For 

the female dependents, four female dependents of the former Nantun District, Taichung City, Taiwan, 

collective memory for the female dependents of the six villages.

Keywords: Village, Collective Memory, Women’s Consciousness
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The artistic exploration of feminist body image
1 2

Yu-En Lo1      Kuo-Jen Chen2

1

2

Abstract
New Zealand, the host of the 2021 Asia-Pacific Economic Cooperation (APEC), mentioned that 

the past achievement of consciousness of gender equality might come to naught because of coronavirus 

(COVID-19), leaving women to take on more chores and live under threats. Due to the impact of the 

pandemic, the international environment has changed, and women's well-being, economic empowerment, 

and independence have also become different. Besides, COVID-19 has intensified violence against 

women. These are the challenges for women that demand urgent attention.

This research takes the feminist point of view as the foundation, and takes the female body image in 

feminist art as the main research direction. Through the works created by feminist artists, Itry to describe 



107

their world from the female point of view, analyze and watch the performance in depth. The relevant 

literature in this paper discusses the development of feminism, discusses the ideas and viewpoints of 

the six major feminist schools from the 17th century to the present; in the development of feminist art, 

understand the characteristics of feminist art; scholars such as Helene Cixous, Luce Irigaray, and Simone 

de Beauvoir who put forward the views of the female body, and give examples of the artistic expressions 

created by three female artists using the female body.

Then, based on the Case Analysis Method, I analyze the viewpoints and artistic styles conveyed by 

the works of ten female artists, summarize the presentation methods of feminist artists works, and under 

the framework of examining women's physical constraints, it explores the relationship between artistic 

creation and women's body image in feminism.

Keywords: Feminism, Feminist Art, Body Image
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Pixel style creation applied to the NFT method  
to explore

1 2

HSU,TZU-HSIANG1     SU, WEN-CHING2

1

2

Abstract
With the gradual maturity of blockchain technology, metaverse-related issues are also being paid 

attention to and discussed. Non-Fungible Token (NFT) has been widely used in the art and digital 

industries in recent years, in which the circulation of digital contents (images, pictures, and texts) is 

traded, providing a new "cultural economy" for the existing cultural and creative industries. In this study, 

we investigate the empowering characteristics of commercially available NFTs, compile the conditions 

that NFT publishers must possess, and organize the process of casting and distributing NFTs on the 

shelves, and then use Pixel Style as the style of creative expression to create empowering NFTs according 

to the process. It is hoped that the research process will provide a clear introduction process for the 

"cross-border" development direction for the cultural and creative industry and establish an innovative 

value chain for the cultural industry, and spread the cultural heritage to the world through blockchain 

technology to form a positive cycle.

Keywords: Blockchain, Non-Fungible Token, Pixel Style
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A Preliminary Study on Sensibility Evaluation of 
Retro Automobile Design

1 2 3

Li-Rou Lin1     Wen-Ching Su2    Wen-Ching Su3

1

2

3

Abstract
This study will explore the differences in the perceptual performance of retro fashion in modern 

vehicle design. Through the discussion on the meaning of retro in design, how it has its way of travel, 

will greatly increase in the face of huge changes in social patterns and various unstable lifestyles. Under 

such a situation Next, will the perceptual elements of “retro” in product design have a considerable impact 

on consumers’ choices and perception factors? Regarding the issues that this research intends to explore, 

through this preliminary exploration, we can understand whether consumers have a perceptual appeal to 

this type of vehicle design project.

Keywords: Sensibility Evaluation , Retro Style , Automobile Design
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Research on the interaction of hospital mobile 
service application interface design

1 2

1

2

Abstract
With the progress of science and the gradual improvement of medical quality, medical information 

service is developing towards mobile mobilization. The purpose of this study is to explore the usability of 

hospital mobile service application, and propose a prototype of application interface design. In this study, 

seven subjects were invited to participate in the research and test, observing and recording the problems 

Hospital, Fu Jen Catholic Hospital and Taipei Tzu Chi Hospital as test samples. The results show that 

modes on the catalogue page, and users will click on the wrong payment steps. In the app of the Fu Jen 

user operation is 0%. The usability of Taipei Tzu Chi Hospital app is biased towards the web version, 

the lowest. Therefore, the design of the app needs further design adjustment, improving the shortcomings 

of the three hospitals' apps, and adding other functionalities to make the app more humanized. 

Keywords: hospital APP, mobile medicine, interface design
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根據使用性測試結果，提出一款醫院行動服務應用程式介面設計原型。
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在上述的調查數據和建議中顯示，受測者最容易操作的是北市聯醫掛號 app，有 77% 的受測

者可以精準完成操作部分，而在輔大醫院和台北慈濟醫院的錯誤率分別為 46%和 66%。

在北市聯醫的標準差中，app 上的字體閱讀的差值最小為 0，支付操作差值最大為 1.1. 在輔大

醫院數據下最小差值為 0.9 分別是對使用操作的介面使用趣味性、對使用操作的介面使用的滿意

度、查看進度以及查看交通。最大差值則為 1.4 分為是 app 上的字體閱讀、app 上的配色呈現還

有 app 中的功能執行。受測者在台北慈濟中最小差值是對使用操作的介面使用趣味性則為 0.7，

最大差值是 app 的掛號操作則為 1.7。從以上數據可得出北市聯醫的標準差在 1以下的占 83%，

輔大醫院的標準差在 1以下的占 33%，台北慈濟的標準差在 1以下的占 16%。
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在 7位受測者的建議欄中，給需要設計該類型的 app 建議中分別有以下幾點：1. 條目中增加

地圖一欄，便於查找。2. 科室的選擇放列在清楚一點的位置便於查找。3. 下拉選單是相對方便可

以找到自己想要的科室。4. 顏色使用性上有記憶點視覺上的識別性更強烈。5. 內頁字體在設置上

修改，便於不同類型的使用者。6. 科別的選擇可以加入自行查找模式。

由於醫院的種類繁多，醫療 app 並未給多數人普及，所以許多人還未適應於行動醫療 app，

所以操作者使用起來有些困難，但是給受測者足夠時間還是可以完成操作任務。如果之後有研究

者要去做此類 app 的調查研究可以找不同類型的受測者，和不同家醫院的 app 去擴大測試範圍，

這樣會更加精準的得出想要的結果。

根據使用性測試結果，這款醫院行動服務應用程式介面設計在視覺呈現上主要是顏色和圖形

部分的改善，顏色飽和度較高可以增加使用者的信任感，部分稜角的圖標也有做最後的改善，

變得圓潤，攻擊性削弱。在功能性上有增加健康手冊，便於醫院定期給患者普及健康知識，條

目和個人的呈現是較為清楚，由於患者來醫院主要的目的就是來檢查身體，科別標示清晰對患

者來說是尤為重要。最後的版本呈現在下圖一，每一排分別是「預約掛號」，「繳費」，「查看

covid-19 看診進度」，「交通指南」的任務界面。
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The design of an interactive device to promote 
handwashing willingness

1 2

CHOU, HOU-YI1     LIN, HAN-YU2

1

2

Abstract
The spread of the virus has forced us to change our habits, and handwashing is also an item that has 

been discussed after the epidemic. About handwashing, it is only in primary education has curriculum 

planning. It was mentioned again when we grow up. The slogan " palms, backs, between fingers, 

knuckles, thumbs, fingertips, wrists. " that was put forward in 2011 has been get attention after the 

a catchy song or dance, all with the same purpose, hoping to remind everyone how to wash their hands 
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standard gesture, and then use the immersive interactive experience to bring people a new experience of 

the handwashing process.

After the experience, experiencers have positive feedback of the experience. Setting red light let 

but also getting peace. But there is also have room for improvement, which is further in-depth study.

Keywords: handwashing behavior, immersive experience, interactive device
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The study of Augmented Reality applied to the inter-
face of Mortise-Tenon connection design

1 2

Hsin Fu Huang1     Kuei Ju Liu2

1

2

Abstract
In recent years, the world has faced the impact of the COVID-19 epidemic, which has led countries 

to adopt a remote online teaching model in education. In this era of rapid development of information 

technology, Augmented Reality technology has gradually matured, and AR technology has also been 

widely used in education and learning. Therefore, this study looks at the design of mortise and tenon 

interfaces through Augmented Reality and, from observing student experiences and obtaining their 

to create wood tenon materials through AR and invites 60 students from the Department of Industrial 

Design to participate in this woodwork learning experience. Videos and photos are used to record the 

students’ learning processes. The research method uses participatory observation, simple interviews and 
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the ARCS learning motivation scale analysis to perceive learning outcomes. There are four main elements 

in the AR wood mortising teaching materials. Through interviews, it is found that AR teaching materials 

not only attract students’ attention, but also increases their interest in learning while providing them 

relevant information quickly. The above research results show that the introduction of augmented reality 

into woodworking design courses can help to improve students’ motivation to learn, and can also be used 

as a reference for course designs in the future.

Keywords: augmented reality, tenon- mortise structure, ARCS learning motivation



157



158

1. 2. 3.

4. 5. 6.

2



159

    

         

3.2

                                  



160

2

3

                     

4

Cronbach’s Alpha
.854 12

N
Q1 60 3 5 4.25 .628
Q2 60 3 5 4.48 .567
Q3 60 2 5 4.05 .852
Q4 60 2 5 3.98 .792
Q5 60 2 5 3.87 .769
Q6 60 2 5 3.92 1.030
Q7 60 1 5 4.13 .965
Q8 60 4 5 4.60 .494
Q9 60 2 5 4.35 .659
Q10 60 2 5 4.32 .748
Q11 60 3 5 4.33 .601
Q12 60 2 5 4.20 .732
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( ) t p(N=37) (N=23)
Q1 4.24(0.641) 4.26(0.619) 58 -.105 .917
Q2 4.54(0.558) 4.39(0.583) 58 .991 .326
Q3 3.97(0.986) 4.17(0.576) 57.852 -.996 .323
Q4 4.05(0.815) 3.87(0.757) 58 .876 .385
Q5 3.86(0.887) 3.87(0.548) 58.000 -.025 .980
Q6 4.05(0.998) 3.70(1.063) 58 1.319 .192
Q7 4.24(1.038) 3.96(0.825) 58 1.122 .267
Q8 4.73(0.450) 4.39(0.499) 58 2.716 .009**
Q9 4.41(0.762) 4.26(0.449) 57.890 .924 .414
Q10 4.41(0.832) 4.17(0.576) 57.231 1.272 .209
Q11 4.35(0.633) 4.30(0.559) 58 .292 .771
Q12 4.22(0.821) 4.17(0.576) 58 .216 .830

5

t 95%  

Q1 -1.667 1.100 .142 -1.951 -1.383 -11.741 59 .000**

Q2 -1.650 1.191 .154 -1.958 -1.342 -10.734 59 .000**

Q3 -1.117 1.223 .158 -1.432 -.801 -7.075 59 .000**

Q4 -.967 1.221 .158 -1.282 -.651 -6.133 59 .000**

Q5 -.733 1.233 .159 -1.052 -.415 -4.606 59 .000**

Q6 -1.150 1.571 .203 -1.556 -.744 -5.669 59 .000**

Q7 -.433 1.110 .143 -.720 -.147 -3.023 59 .004**

Q8 -.800 .971 .125 -1.051 -.549 -6.383 59 .000**

Q9 -1.167 .960 .124 -1.415 -.919 -9.417 59 .000**

Q10 -1.067 1.219 .157 -1.382 -.752 -6.776 59 .000**

Q11 -1.500 1.255 .162 -1.824 -1.176 -9.254 59 .000**

Q12 -1.250 1.144 .148 -1.546 -.954 -8.462 59 .000**
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Research on the Usability of Internet Banking 
Chunghwa Post app as an example

1 2

Te-Jung Lee1     Li-Hao Chen2

1

2

Abstract
The emergence of online banking has enabled many businesses that were originally required to 

be handled by entities to be completed online. However, from the user reviews of the app, it can be 

found that there are still some problems in the design of many online banking apps. The purpose of this 

research is in order to start from the frequent users of Internet banking, understand the behavior of using 

Chunghwa Post app and redesign the interface design according to the research results, and produce the 

simulation interface production of Internet banking.

The overall research found that the new interface design has designed the most frequently used parts 

app is in the same direction as the researcher template design; and the part of checking account balances 

Key words: Online banking ; User Interface ; Chunghwa Post app
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B E N E F I C E N C E
2 0 2 1
2021 

A case study on brand identity of mobile payment: 
Comparisons of LINE Pay, Apple Pay, Taiwan Pay

1 2

Hsieh Yu Chen1     Jhen Yen2

1

2

Abstract
With the development of the epidemic period after 2021, in order to reduce direct connection with 

the virus, people's consumption behavior has gradually changed, from the initial cash payment to mobile 

payment and physical card transactions. Through the case analysis method to explore the impact of brand 

the continuation of brands requires the combination of industry chains and Functional innovation can lead 

to better development.

Keywords: Mobile payment, Brand identity, Taiwan Pay
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To explore the relationship between YouTuber and 
consumer on purchase intention

Ho Syuan Li

Abstract
With the advancement of technology, Taiwanese people spend a lot of time on the internet during the 

day and prefer to use audio-visual media to watch movies. I have to mention YouTube. Since then, there 

have been a lot of creators creating their own videos on the platform, known as Youtubers". They make 

money by partnering with manufacturers and viewing times. How to attract consumers and persuade 

them in just a few minutes is very important, so in the process of persuasion, how to use their own mouth, 

charm, and the relationship between products to attract consumers is worth discussing

The purpose of this study is to explore whether the adaptation between youtubers and products and 
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recovery rate of 95%. The results show that the suitability and professionalism between youtubers and 

products have a positive impact on consumers' purchase intention.

Keyword Expertise Match-up typothesis Purchase intention
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1 

2 

根據 spss 對上述研究進行統計後發現研究結果如下表 4-6:

H1
H2

關於本研究假設H1：電獺少女與產品之間的適配性對廣告效果具有顯著正向影響成立，由此

可知，YouTuber 在業配產品時，若自身與產品之間的適配性越高，則消費者對該項產品的購買

意願越高，與學者Till 與 Busler (2000) 認為，代言人的特性與產品訴求之間有相互契合或形象一

致、適配性高時，其代言的效果會是最好的結論相符。

假設 H2：電獺少女對產品的專業性對廣告效果具有顯著正向影響成立，由此可知，

YouTuber 在業配產品時，若自身與產品之間的專業性越高，則消費者對該項產品的購買意願越

高，與學者Ohanian (1990) 認為，產品代言人若具備該項產品的專業知識，進而影響消費者的購

買意願的結論相符。

學者Ohanian (1990) 將可信度的衡量構面分為吸引力、專業性以及可靠性，其他學者也提出

不同的觀點，本研究僅以適配性與專業性作為自變數，因此未能全面的分析該業配影片對消費者

的廣告效果。

本研究指針對電獺少女對手機 iPhone13 的開箱做問卷調查，未對其他手機品牌做問卷調查，

因此建議未來學者可以比較不同手機品牌，以了解消費者的感受。另外本研究只以可信度中的適
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配性與專業性做問卷調查，因此建議未來學者可以增加其他可信度中的變項，更可以全面的分析，

並了解消費者。

《 》

《

》

《 》
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Exploratory research on the advertising strategy  

1 2

Pei-Tsen Kuo1     Chien-Hua Cheng2

1

2

Abstract
The lifestyle of eating out has brought about huge business opportunities, resulting in fierce 

competition in the food and beverage industry. One after another, the food and beverage operators have 

been engaged in food delivery, hoping to reach out to the potential consumers. In recent years, a large 

number of ads for food delivery platforms appear on TV, radio and online websites. Advertising is 

trends. Does advertising on food delivery have any impact on consumers? The purpose of this paper is 

methods such as reliability analysis, KMO and Bartlett’s spherical test, and Pearson product-moment 

correlation are used to investigate. The results indicate that the three variables are correlated with each 

Keywords: Uber Eats, Advertisement, Consumers
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df 36
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3
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Facebook Advertising Design Case Study-Taking the 
Insurance Industry as an Example

1 2

Mei Jun Chen1     Jhen Yen2

1

2

Abstract
Digital advertising is the most widely used advertising method in the market. Facebook social 

media has been used by 2.2 billion people, and more than 19 million people in Taiwan. Consumers are 

exposed at any time through social media as long as they have access to the Internet. Advertising, digital 

advertising often appears in life. As long as the advertising image is an advertisement that consumers pay 

and sorting, as the result analysis.

Keywords: digital advertising design, advertising, graphic design
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Exploring the Shape Preference of Logi Mouse with 

1 2 3

Zi-Hang, Weng1     Kun-An, Hsiao2    Yen-Yu, Kang3

1

2

3

Abstract
Due to the increasing severity of the epidemic, many students have switched from physical classes 

to online classes, and the demand for computers has greatly increased, and the demand for computer 

peripherals has also increased. With the change of the times, the consumption habits of modern people 

have gradually changed from rational consumption to emotional consumption. In this era of emotional 

consumption, the purpose of consumption It is no longer limited to the price, quality, practicality and other 

functions of the product, but the appearance is an important part of the consumer's measurement standard, 

brings to the consumer group. The purpose of this study is to explore consumer understanding of mouse 
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consumption behavior and demographic variables. In addition, to investigate product preferences among 

consumers who have purchased or owned a mouse manufactured by Logitech International S.A. , and 

evaluate and analyze the data of product cognition and preference to provide future Logitech mouse 

product development designers and marketers as a reference.

This research uses the Logitech mouse cognition and preference as a framework to develop a 

questionnaire, using the online questionnaire as a medium, using the Likert Scale to interview 00 Logitech 

mouse owners and former owners, and then through the number of Class I quantitatively analyzes the 

mouse attractive features of Logitech mouse user preference types.

Keyword:Mouse Preference
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Far-Infrared Yarn Blended Fabric on Heat 

1 2 3

MA,YI-HSIEN1     WU,CHI-JEN2     PAN,YI-JUN3

1

2

3

Abstract

Key Words Silk, Far Infrared Filament Yarn, Blended Fabric
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Research on the Transformation of Online Marketing 
in Catering Industry

Suu-Yi Wang

Abstract
Under the influence of the special problem of global spread of COVID19, the impact of physical 

catering stores is affected by the upgraded alert in Taiwan, and it cannot meet the conditions for use 

in closed rooms. Discuss research such as industry digital virtual integration, in the form of online 

marketing, through the form of online marketing, and contact consumers through online consumers. Use 

the literature analysis method to understand the form of Internet data reports in recent 2020, analyze the 

trend of Internet use in Taiwan, and the Executive Yuan's promotion of "cloud generation industry digital 

transformation", drawing the government's key to Taiwan's digital transformation. It analyzes the scoring 

measures of Wangpin Group in the face of the epidemic by methods such as delivery industry research, 

and explores the enrichment brought by it from the optimization of the online shopping system and out-

of-meal services.
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Suggested that the digital transformation of the catering industry, in the post-epidemic era brought 

the brand image, and the brand image for the catering industry will be strengthened with the appearance 

of the Internet and delivery services. The platform cooperation allows consumers to reduce the risk of 

infection through zero-contact ordering points. It is also suggested that the catering industry stores need 

to develop a variety of delivery meals, increase the brand's product exposure opportunities on the delivery 

platform, and increase the risk of consumers' delivery through delivery methods. The probability of 

ordering meals on the delivery platform can achieve the purpose of sales.

Keywords: epidemic impact, catering, digital transformation
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The study of improving re-employment  
after the middle and old age retirement  

under the population aging structure

Lu-Liang-Yi

Abstract
With the double impact of declining birthrate and early retirement, the dependency ratio is increasing 

day by day, and it has evolved into a problem that the young and middle-aged population must bear a 

considerable burden of the elderly population. The focus of this study is on the opinions of the retired 

people over five years (inclusive) on re-employment and whether they are willing to set foot in the 

workplace again. Retirement and re-employment not only breaks the old concept, but also reduces social 

welfare expenditures and idle human resources for retirement, changes the society's old thinking about 

retirement, and enables Taiwan to obtain better manpower reuse.

Keywords: Aging population structure, Middle-aged and Aged, Retirement and Re-employment
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