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The digitalization of media is a world trend, and its importance drives the
development of related industries and changes in life, Nowadays, with the
advancement of computer technology, the production of 2D graphics and

animation has become more and more popular. This course is based on AE

software and teaches animation design methods to add richer content to the
production of digital teaching materials.
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Be able to clarify and be proficient in the principles
and techniques of animation production,
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