K1~ B99FER Y | B ke L

Bl E AT N
Sefn LA s | B s
3ET | Philip Shieh
INTRODUCTION TO DIGITAL ARTS
’E AR ?‘ 5‘3 A 24 ,%
S s | 4B EEH 288
TNUMBOA R

g (M) %5 ° &

gi{%%d ’g/’ﬁffi Aﬁi*mfr’e—kpé@, ,§§ 4é\+§4hq vz 4 ig’ﬁ i rfﬂo?@',‘ﬁﬁ ) i —:%
?ﬁ; m’g,{hﬁ"ﬁ‘ Y ) ‘ii]’gﬁ,{h‘fr’sb g4 A ;J-L\ o

A Ao 4

"B

%o Fprana 4 0 & BRI .
RIS VLRt oy § Vg il
F A Few 4 CE oy ors

L F NS ol

‘Il

|4
= »

b

‘H

oS 0w »
Nt
=k =k =k =
\\\?{} \\\?{r ;i!:ﬂg

=
s

RIZ AIATE R 4 0 T

BEEMOSBMLE R, B R, BEEN BESFE, BiaFg BEHEE
%, ARBBZARE, PR, oM. A, XAEFY, KEBLEHHA
IXZJ JL:JL%’ JKV\ n)ln‘}‘ii'fi%gﬁ]ﬁr/?m’o

AT A 4

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|1 ek E Bt &t o 1 to appreciate works of Cc5 | AB
digital arts

2|2 % Zo B fw R AT B AR Jm ok 2 to learn knowledge of 2 AB
digital arts

3|3 BERRMR B BT E E A S 3 to learn trend of digital Ad CD
arts industry

4|4 fEFFT B A BT E 4 learn to design works of P6 CcD
digital arts
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