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Digital arts includes publishing, archive, visual arts, animation, music and
game, Activities include appreciation, criticism, analysis, exploring, and
designing of digital arts,




AFAERFPHREPHRA s F2 AA0 4 i

-~ PR s (EH
(=) M (Cogmtlve M HC) 4R 1 Cl '"c'h%g ~C2 BfE~C3 st ~C4 » 47~
C5 T~ (06 £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

CHEEPRE TR ERER, ~ THEAARNS 2 Ap

(> FhMafe R P EA R L (s, ~ THa 8 THL ) ek s
HE:E?I%M%EM%%@C P~ARY -5 -

(COF¥HE"P K%, 5162 53 Wfﬁﬂlﬁ’\r’g%}&r’l”?(fyq%{r:;,1417 P RA =
HEZC-~C5 CBIEE'??’?*&EJ'JCB“P” v By 82 FL PRk B ) o

<>#m%w**ﬁﬁ%5ﬂ¢wﬁ@wﬂ Ha Ak cETRE DR E
ARAANS 3 IEPEORTEANNIE TEA A AN (Blhe THEAHLANS 7
$HIEA ~ AD ~ BEFFE » p3agi5)) o

; FE 1R 2) S 1 () e
i ~ w8~

% PR S| HA R

1|1 BEAKE BA & 47 4F o 1 to appreciate works of C5 AB
digital arts

2|2 MG B de Eahy 0 B K S 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 BC
arts industry

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