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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,




AAFCR B RE D RA o R kR R AR

-~ PR s (EH
(=) Made (Cognltlve MACAHR 1 Cl =R ~C2Hf-C3 &* ~C4 »47 -
C5 FEE (6 £lid
(=) T4t ; (Psychomotor f§ #P)4AE# 1 P1 #% ~P2 4K & ~ P3 M= i -
P4 B i® ~P5 p & it ~P6 £]1F
() "H&y (Affective HAAAES AL =X ~A2 7 5~ A3 €A~ A4 3 -
AS Pt~ A6 B

CHKEPERE TP RER, ~ TREAAZE ) 2 M

( ViR AR RS PR A R TnAe, o THE & TR e PR s
ﬂﬁiﬁ?{%ﬁ%ﬂi $REC-P-AE A -5 -

(Z)E#HE TPk 5, §1-62 530 @ > SEEFEETT (b4 nde T Bk &
HEZC3~CHCompF > R ZHANCOTT » i B FLPHALTR) -

(CHF BHTTEART I HAUHEE THRaAAFR ) - EART P REHE
"RaAAEE G AP MVEI IR TRERAAEE ) o
(b4t THem A3 % | 7 9 RA ~ AD ~ BEFpE » p3235 5] o )

; Fe2 B (Y *) 5 () RS
L < g L(®E~

5L PR s | RsAAER
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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| REFBERIENEE XA H R 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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