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(Storytelling design, 38+4)

e
2Egds]e] 42 AFE, L=, O], vAE BE JGolA F
gEa ok 2 e LHE%EIH% ojwsite] 2EZZ AFAL o
Had 94 2 a¥a gAg A 7)gke] 435} ofywold, A,
olgld 5o Zelx= A 93 ~Ee )& U3 o= xﬂ%ﬁ&
=

Wt} ok sl

(Korean studies and Korean culture,

) (A= otk & )

pud

FRl A, WE, AE 5 dwl g
3 @] WEEsel meazel AR B

gAY A& 9 AAHAME)
(Digital mythology
narratology) (Introduction to making fun)

e AW a9 28 Pt o
J

s}, el oluuold, AHY wal % 24 5 UAY Zazel e
o BAG Asts AAE fx, Fxs P4 QUE A0 AW
2 wAgozH Avlsh BYel 1A 291 dEd

A HEH ~EeEY

(Interactive storytelling, 38+4)
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(Super hero and American culture, 3&3)
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(Special lecture of liberal arts I, 38-4)
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(Introduction to creative arts, 3%-3)
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(Principle and practice of presentation and
portfolio, 38+4)
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(Introduction to entertainment technology,
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programming, 3¢+%)
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(Creative workshop: Visual art)
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(Creative workshop: Performing art)
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(Content planning workshop II)
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Visual Story Project, 3%}%)
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Interface Content Project, 38+5)
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