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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,




AARKE PSS RREAAE LML

-~ PR R(GEHE
(=) Mzuar (Cogmtlve AL E Y|

C5

e ~C2 B2 ~C3 Y ~C4 A7~
o (6 Ak
TPl #0 ~P2 &5 B ~P3 B T
P4 Bt 7~ P5 §#t ~P6 4] (F
Al #% ~A2 F & ~A3 €4~ M4 E'_%F] .
A5 poiv A6 F B

(=) T3, (Psychomotor # ££P)Af 3

(=2) "HR , (Affective f§ FA)AR S

CHKEPERE TP RER, ~ TREAAZE ) 2 M
( VA MSARRE B R B T b2 TRnAe > TR, & TR e PR o
HEJE?I%M%E HRC-P~AR Y - -

(Z)EHE TP A5 $1-62 5P EHEANEFKETT (bl4e iaie TP EE 5
$HHEC3-COCommpF > R ZgHEANCETT » L L P HREETR)-
(COf Rt ARE P FEA W ER TRehrdd ) - IAKF I HFHE

r’r%‘ﬂ»&*‘%?J ”ﬁ

S PITEA SR TRagArE4 ) o

(bl4r: THes i h2 % | 7 4 RA -~ AD ~ BEFPE » 3257 - )
7 , , , . AP B AL
piR(e < 5 P R(E 2
B wE P H( ) ®E P H( ) ey R
1| BESTFA 8L N B A o R E o0 to analyze digital content Cs ABCEG
products
2 | H Fm B A Y B R S to learn knowledge of digital c2 | ABCEG
content
3| Er BN E XS content industry 3 ABCEG
4| EEBRBNEE XA H ARG to explore innovative P4 ABCEG
strategies of digital content
industry
5 | AE X BT B A B 4y 1 o learn to design works of P6 ABCEG
digital arts
KEPHRLKE > 287E 22
B . z Y - S
5 ?I% p ’]‘ﬂf ?I?fi RES E V=
1| BEST AT BAZ N B AE e RE S USRS kI s ) IR 4
2 | JE Jm B4 N R0 B R e i ESU N L AR
3 [ M S B 8 E E 9 AR ExURN b e~ PHRAR TR
Bl
4 |REFERILNEE EBIH R SIS L~ P FHFAR R
BEL
5| Be XAt B AL BT o ISR A S FIA S P
w1
Tlp i A % (Subject/Topics) %3
102/02/18~| ., . " -
W ozngas | BB HRHE m NFBIE K 44884 0




102/02/25~
2 2 1525 =
102/03/03 &=
102/03/04~
3 3 2 7 A o AX.
102/03/10 REAMATR
102/03/11~ o .
Y ooognr | BEAS e NFB1EH s 4L B
102/03/18~ . .
S| Jogoze | BAZHAR FBE 4 L84 21 ] B PA
102/03/25~
6 I H =
102/03/31 4R et
102/04/01 ~ ,
7 A BEAD 5
lozsoa0r | PR Ak
102/04/08~ e —
8 Losouns | BEEFH e NFBEH 2 4 4
102/04/15~ N s
N Lo2/oa21 BB H A E FBEG k2L E M
102/04/22~
10 2x o
102/04/28 A R
102/04/29~
11 > BB a7
102/05/05 B BB AR
102/05/06~
12 5 y
102/05/12 Bobe o RAF
102/05/13~ . .
B\ ozsng | B M NFBEE E AL R
102/05/20~
14 F IR A
loa/0525 | TIBRR
102/05/27~
15 Tk s
l02/06/02 | BT
102/06/03~
16 T A&
102/06/09 ALH &
102/06/10~
17 T A&
102/06/16 ATE R
102/06/17~
18 2x o
102/06/23 AR KA
i3 3
AR EIE
wEXH | (&)
Rouse III (2000) Game Design: Theory and Practice
K+

2N

\\\Xr
<l
pul"™
Sher




a2 22— W
’IHL:::IF;F- 8 B (R iig# 2R T P (T E 2 IATKETHE D)
5
®LFE: 300 % GFHFE:T00 % GHPFE: 9%
Voot . -
IR emiiE %
" i () ¢ 9%
r?ﬂ?”ﬂ%\ §72 % %, fexk : http://info.ais. thu. edu. tw/csp & ¢ %73
L B O(En httD //www. acad. tku. edu. tw/index. asp/) ®k#FFA " HFF
FE 9 R ‘( ‘{/L; XE.)\ o
* ? N
MR B RERERNEL Y IRRPF 0 ABRER AT LR
TNUMBOT0334 0B % 4 / £ 4 F 2013/1/14  12:05:49




