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Digital arts includes publishing, archive, visual arts, animation, music and
game, Activities include appreciation, criticism, analysis, exploring, and

designing of digital arts,
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1| BEk B Bz E TR to appreciate works of digital A5 ABCEGH

arts

2 | 4 o B AT B 4R 0 K R Je 3 to learn knowledge of digital C4 ABCEGH

arts

3| RERR AR B B fly E E M9 AE to learn trend of digital arts A4 | ABCEGH

industry

4 | BE X B AL E it on learn to design works of P6 ABCEGH

digital arts
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