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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,
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products
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content
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content industry

4 | REFEB AN EE X BIBTRE to explore innovative P4 | ABCEGH

industry strategies of digital content

5 | AE X ET B A 2 4 1 o learn to design works of P6 ABCEGH

digital arts
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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
Production
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