AL 10 1S ERY L EHRRIETE 2

BBk as R S
AL & A o | B4R
¥F* | PHILIP SHIEH
DIGITAL CONTENT DEVELOPMENT
£ EFA o 2
Bk i ;% iy B 28 A
TNUMBOA o

g " £ 5 P %

Bﬂ}

52 A5 AL AT i L A BT 2 A ReR o 2
SN 4 R E A B K SRS E L RS

RS

L
i

Bos A A 2 %

x4
%
=

2

§
B
o

FE XK

P
(E}é

T Q" | o 0w
woB OB OFE o
N e

%

~

S

E:m

w3

e

Rl

2

P
o

o
o

13

Sz 4

B 92X 635 B 8 R %uﬁ%\%u?% 'ﬁ@m\mmﬁﬁ\%&%
H. N, ﬁﬂ%ﬂ&%%#/\kfﬁi& AREFZBIER, T3, 2WEFY, H
By NEEEMR, T ERAMEDR,

\

Digital content includes game, audio and video, mobile applications,
publishing and archive, learning, content software and network service, The
activities include exploring, discussion and analysis toward digital content
industry, management and design of digital works,
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Rouse III (2000) Game Design: Theory and Practice
Vaknin (2009) Digital Content and Web Technologies

Davidson (2009) The Future of Learning Institutions in a Digital Age
Gupta (1997) Visual-Style Variation as a Narrative Device in Animated
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