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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 BETFHEAL N B RE o 1 to analyze digital content cs AB
products

PR Tk (o ANE SR C L) 2 to learn knowledge of 2 | AB
digital content

3 M B E AR 3 to learn trends of digital 3 B
content industry

4 REEEBRENEE EAH K | 4 to explore innovative c4 | cp
strategies of digital content
industry

5 fEXsTEAL Bk e 5 learn to design works of c6 | cD
digital arts
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