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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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1| BEST AT BAL N B AE e RE S to analyze digital content A5 | AGH
products

2 | J e B de R0 K e to learn knowledge of digital 2 | AGH
content

3 | M e B dee R 3 0O AB B to learn trends of digital c3 | AGH
content industry

4| REEBRBAERNEE EBIFH KRG to explore innovative P4 | AGH
strategies of digital content
industry

5 | BE X ot B A E AT E o learn to design works of P6 AGH
digital arts
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%4 % 5 £ 4 Digital Media https://en.wikipedia.org/wiki/Digital_media animation by

genre https://en.m.wikipedia.org/wiki/Category: Animation by genre Electronic

Dance Music (EDM)

https://en.wikipedia.org/wiki/Category:Electronic_dance music film music

https://en.wikipedia.org/wiki/Category: Film_ music
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