o838
GCT501 —E-§D|§§ (Introduction to Culture Technology) 3:0:3 (6)
CTS MEtMOol JHRE CECL CTe SHes TeatgiE 8t CIXNE Jls, SHe Q12tel 49 Ao 2sE

CIXE JI§OIEP = UCH. | oo e, cTt UFs 892 &A= ojusod, Hg s =32
= = 23

AL

—
H=JI AN HHe 2atl= Nt POI':H OI2ALSIE CIXE CIAelE ZEE 210ICh 2 UsiMdeE 238t
2E= Z0IE F a2 5K OEIOI Fut 2st2lxo| "CIXIgs o 2eE 020 AME 2 URes
SHH, AA™ ST M2 AHER O E Eoléﬂ
GCT503 =23atJl& Z2HE [ (Culture Technology Project I) 3:0:3 (6)
CIXIE OICIHE 86 EHAFQ EIIPQ‘“E‘DF HAtsEE stgot, 2H=X, S8, MAF S9 XA AR
E Sol0 #2AN HE L AFHIAHY, CIHHIOIA HHE Sot0 2H HE HAS MEA NLdle =
ZNE J50=2 Ql2t 20 2AHE AHE OIEHIOIALF CIHEMAS Yol SEotH 2 202 M2t
o 2SA2E Sol¢d 2 HAHE 2HES oHZotD, CHYst 20i2t0 838g 8 M2 CIXQ e =2
RMEZE =~H&HC
GCT602 =23t)lE Z2HE 11 (Culture Technology Project II) 3:0:3 (6)

ol

FRIE XIAlg DJiptez 6o

J

datst, CIARRl, SsHEXR, JIH, &Y ), eEAME, H=20F S 0131 0k

ZEIOICIO, Mixed Reality, Al, Sensor, Device, Robotic Platform J|& SO0l Z &%= 33X real worldHlA S
St= interactive media technology and system® &, 28 % EEEEP% M&o AIAE 24 2 58I S
Ol et TRMES La5Ch

O &Ed

GCT511 CIXIE OIS (Digital Aesthetics) 3:0:3(6)

= =2 SH= 000t StHEs & aI:H01I§O1I Chet
Ol 018l SAE 1A OICIH (AHE, €3, 2AHICH 0IC
SHoll ZH™ OH2t5HA ECh ol WEO0A DICIoS Bstet &
2oz JEIS dEIS0 JtH2 Wbt #Hatot

]

HE X2 *8}‘— Z0ItH 2 H=s0AKsE M 0IC
(ctCI2, di8ld), 34 DICIH(EFE2 2IH
CHOl=9 ZHol 28 £2801 AS 240ICH OHX
EXQ A2 elizt2s HENH EISAIA=X

>.r9L52

S & 240ICH

GCT522 ZHFH DeHEAOIE & S& (Computer Graphics Theory and Application) 3:0:3(6)
CTS MBHAQl JHRE CECL CTe SHe et 2 /st CIXNE Jls, SHe Ql2tel 49 Aol 2sE
CIXg J1&o0letd 2 = UL | o =Y, CTIt URe= g92 = ofuaold, HY s 282
=Dl AN EHE= Sstol= & A0l 2I2A8E, CIXIE CIXtel: e 240(CH % I=0ME 23
ZH= 20IE = a2z &to —?—EI_,I &t 22EI=o| "CIXIE3 0 2BE 02 A4HE =2 URe
SHH, APX SHUAML AXNAC OlaS E2I8tHC

GCT523 =23J)|1=ZFE (Computing for CT) 1:3:2(4)
M XN Z2HYUS IRX %22 sSMeEsS Hacez Jjedel T2 JIHEe o2l &S HMAlIs
Ch. 0] =2 S 242 FHME U200 XHFE22HA WS, GUILH 2 HM-XIs T2 eHa, 2lAE, E2l, of
2, JE SO JI2&2 MERE, 3 A, d1v1de—and—conquer9¥ Ecle JdefZE =3 S99 ¥ JIX &
nels

GCT524 OHLIBIOI& (Animation) 3.0:3(6)
2 WI=s0AEsE 3D OfLItIol& FMEN ZEst 0l2% Jl=, M LotRE C2Ch oiusold HM= s
(Layout, Character Setup, Animation S)Al 4J|= 021 2H2 Xﬂ’“ OIME &M ZeAe UHsE Sdl 24,
Al ASICE

GCT531 =&32 1 CIXHQ! (Theater Music and Design) 3:0:3(6)
4010 2R 21 QE2H HAIE SoiA 2 AlTHS 2&HAIEIAE JIS=2 gtdols HEXQ QM2 20 CIX
0lo] SAXN GPE HMYEXFOZ HlI HAESOZA 21MII9 MZ22 200=RUHE O2Lxoz s &
= A= 01 2&HA J|ghs &St



GCT532 SEAIIMES BIAE (Acoustical Instrument Design and Evaluation) 3:0:3(6)
SE0 st SelH, JIHSEE OlHE |e JI2 0|82 ¥z &50t, SAME Sol Y4I|2 g5
AE & H, 3EXH0|D AOIEC AIIE CARISHH MAS =, BetAol £F I FHIE 0188 (=24
ol AEE Soff M&EE 24019 8= EItetlt 0 HE2 S et JI28 dE2S OIHAIZ22ZM 21Al
Jl CIXNE SEEXo EES JIx2 SIIE RS

GCT533 AMEECIACID) T= e (Sound Design and Programming) 3:0:3(6)
SEMOH 82 225t UFOICHL AF2E CXA0IH, S, W=ItE RIoh HEE RZA T2 49
A0l Max MSPE AFZ0I0 AAIZE 28 HMelo A& 0ICYD], MM, HWERZ &2 088 ZFRHY
MOHs8Z2 WSttt QIHSEIE DI0N OtEL EHES A0 24 Us SESHA JI2XA 2 MSStC
GCT534 3¢D|&8 & ZH&H2| (Performance Planning and Management) 3:0:3(6)
S00| HESDD 0IR0X= & I UM F=2 Q012 3| 42, A, 2U, 2S5, 22, 88 S
o A5 ZAHE Ololl, st&st & AHZ BHS JI26I0 manage ot= WA S FEGHH 8L A 3
o, B dEFQ ZH, 2350l H0ote 29sS UWES O2st 252 H4F6IH 20| COHE &30 JA0HAM
o OIS CIAIGHH 220l 2Rst MHEs ZE2 =20

GCT535 ZEIOICIO 8&JI= (Sound Technology for Multimedia
2 IsSiMe OXE QU JI=2 ol2 ANE UE0H. sME2 QUL MELY, AHEY 33 24
g, OIXE QU2 0HE, Melsgste JI=E ZR6tl, 012 HE2=2 OoIH tHsSol sIES & ZE
CIl Z2NEE PSE 2

N
w
14
w
PN
®))
)

>

0
i

5>

30
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o
]

GCT541 QI2t30t ZFE &SEE (Human-Computer Interaction)
ol x P

!
SHABE 24, €3, S8ot=s & LI Za 23 AL HE SHE B

& , st
oA M) AMEA 272 BHECZRH AIAGHH EHAZS 24, IHBIoIAL &, FA HBFRH Jis=

GCT542 HJl= (Game Technology) 3:0:3(6)
HYCIRONGCTS42)01 HYHM AL Jl& AXel EHE UR=0 ,

g CHECH HL0l BEEDIIss Z&s molse 23O Dot
5 AFEEHIAMEA FotLlel 28X s, WEH, AZE C

GCT543 HIYCIXQ! (Game Design) 3:0:3(6)
= =2 Y CIAQIe MBHAEOl T2 A &

= ] | 28 Z2AASE AEJNA GECH 8 =2 HY H=E8
2 A S, AL, MOIES SIOtAIII1D] fIst 2HES DEEH A Z2EE0/E Ads5S Sofl AL
CIXtelel syl Aets BHSHC
GCT551 CIXIE CIAQ! (Digital Design) 3:0:3(6)
22l OXE BH=E HMZEGI| o 7%= CIAe! JIx= 0123 |

0 |
OICH Z2AE Sofl Al2AE Za0l 28t &2/A Ot0ICIo MY HYE &SotH 0
£ Fdotn MHcItE 2o JI=dEsS et

o

ar

b

GCT552 HELCIXtQ! (Information Design) 3:0:3(6)
AXIZE CIXRIOA 2t D™ F29 XMel Y I3 2eE JlssS &S0t HeYaAs HASH Al
A

L2 2eE QHHOIA L UMY AILEE =40 AAESE It S8 Sot F22 LA Al
CIXtelel ®H ZHE CEC0h CIKE0ICIHE CIACINAM ZME = AMABEE SEHCZ 240D 22|6t=
SES 2oty FAFl CIAIutH &G CIXIE0ICIH CIXe! uEH &8ss s82 J|120

GCT553 CIXNEZE =CI X2 (Digital Contents Design) 3:0:3(6)

X IZMAE Aot F3t, TV, UKo, Y S CAE ZH =2 AZJ|=i &Y
S&, Al S 975t0 M2=2 0I00 Sdol TE F2AH "HX2UA 2= 2= CIAQI6H D O stCh

GCT554 CIXIE 2= (Digital Architecture) 3:0:3(6)
CIXNEDso €2 HE0 2 &S FD JASH HR2 A== AN ANE CXEIs, Sol 222
2ol At =0 gEs = QULH 2 =2 0ldst AZAAHE oloiot) AF LXNEII=2 HS0
CHol CH2CH.

1



GCT561 tstD|=2 JHE 1 tstA AL (Scientific Concepts and Thinking) 3:0:3(6)
CTHAM F=Fote W&z, 230z, 2l 2A2AEe Y 882 RdiMe RALL 2 202 &
SAS 2Ho D12 XIS 3K6I00F & 2A0ICHL 2 HSUHAME 0I38 HESX 2

P
Ct. €0l &= (IT, BT, NT §)2 4 JHES Oloictn

SHl=2l sy XA A = st o

0l HIEC =00 CTEO0I2 ==SSHE 248 = U= s = HHLSHCL

GCT562 QlE XIS (Artificial Intelligence) 3:0:3(6)
OIZXsS SR HE L J2Aol Jgl SEAALHN 2ol0d SLSCH XA HESEY, HEN &M 2
HoltZ, =2l & F8, &5 S2 UZCL XA XM, HEQA FEEHAIZ, SHCIA, AFY SHl U5to
WO Z2 NEEHT

GCT563 Z 2 & A (Robotics) 3:0:3(6)
EX 2SUHAMYY SH HEA IS4 HESRAE 46D 2REH L S0 Us JI2HEs U2
RAX, H&, JIEE S HME =2 St 22 =& HES iAot ZX sEstEQl 2AFHUNA 2R &
SO gl 252 Molote 2N Z2RMO ML T2 880] Jjx Y =2|&0l Uil ot 228t
Ch.

GCT571 00|21 23J|= (Language Theory and Culture Technology) 3:0:3(6)
BIAE 2 A0 CHE MAHZEQ OloHE Sol 0ICIH 23 =0 UWIHEH A= JAXNHAEL DICHANE
iAot MHSE £ As sBS Ao, HIAEY} ANHE OICIHH SEAIE=E SEH HNHYAE 235
FEX2E USOHU=E A2 SH2Z S AUES, HAEANES, MAE, FEES WWADICIHE S2 &Hl
& Y22 Soll OI2H A%t Mg HALE HEGIH Xeie 2A0I04, 0 HEOUAM JIAHSLE 212t 2to] HEZ
LIAOIE 2D A KA CHE 22l &2 8Es &8 oIt

GCT572 CIXE HFLULAHOIAE (Computer-mediated Communication) 3:0:3(6)
Z3te Jl=0lets 2FOUMM IHS D A, D2l HRLAOIESY &5 LS Oldist) E7ot=e O =
MOl AL HustdZ 32 I8, A0E, MHADICIHS S2 SHE 22 Sofl 0188 A2 Atdlg o3
E YIS ST

GCT574 AE2|CIXAQ! (Story Design) 3:0:3(6)

2 A4, H3, g3t & dSHQ 0l0] oil==¢ otllet FRH ANY, & 2E =, &1,
OHHIE S Chergt ol Lt &&ot= 010FJ1 = 0I0FI JHXI(Story Value)Jt == 0]0k)|

— o I.
£ 3D & A0 A0t 2 WIS 010 Jixl =2 & L&l £2 0/0F)I(Good Story Well Told)E
OtE = A= 0l21 JI¥E A0EH
GCT581 =3t&ZHME (Cultural Economics) 3:0:3(6)
H=S SHe o=l 232 S3UME 4, =30 Us =22 3=, A2 HEW IHLAEN
gt S22 HIRoIH 2stEBH st ZHER 242 2AolM ZMA o EE6tL &5 = UEE o
= A0Itt
GCT582 23128 X A E (Culture Content Industry) 3.0:3(6)
FSRHU=AMAES MEA RAEN JIEHFI HO A= A0l SHA0ICHL & =2 AL AELS J|et
o2 FIZEH=LMYN 2ot S USUHE= Al2t0l 2 AO0ICH M3lE, BHE, BHE, dols, &,
Xels, 88 S J|E2 S22 MSOZRH ZI2EUZAMHN HE IIss AIISES &0t 018 SE0ot0]
=2 = gt 2AEL H="E JIf= A0l 2 =2 22401 2 AO0ICHL ol AT =AM &2
St= Chyet ZHES BHSE = 00 JIEH Gt At E &otH, 018 EHZ 2R AAZO| At A+
HHE FOI HEgols HEHE 2O
GCT583 Z23}HIXZXE (Organizational Management in Culture Industry) 3:0:3(6)
S 2AAUA 23R XA st D=2l 501 2oiXl2 QUCH 02 2o 29| ol 1Mol O
SHXID MZ22 8 W 24 £ 230l 848510 UL 0l H=20AMde DAl ZXALEN H20 0l2&t
2SS oHASHD MARQl oA ZHE S =ote= Y 0lefs ZH0 RSt M2 clHdol CHol &
Ot=Ct.

GCT584 =23tXIATHAFHE (Cultural Intellectual Property) 3:0:3(6)
KATHAIAS] S& BHZ D 20l, SoAH, &EA, &3 S0l Uioh A4S0 010 Jl=2 2ol 2o M
SH 4D A= AHW ZEH=, OICI ME=S0 st MU HoHME =280t Ot2d BHEHR X4
THAHHO CHEGHH LIEtY SRE XAMAAT SH Lot M RATHAAS OIHE dUct) B2AES
=S| 8tCt.



GCT585 2B IZHPYUHE (Research Methodology for Culture Management) 3:0:3(6)
CIXIE D= L & 2state s, 28, 2283 D0 JACH DLt S3HArH 0l CHeE 24t
SL40l dIGtH, ol A0l Chst st2& el 2410 A= JIEASU HISHH 0IXGHCH SHZIESH U=
2 23 A0l OISt xdl2 0142 2SS 2R Z2EHUAM Oloict DA St StMES HASZ, 34t
ol Y M2t S e SHE LHES i 482 =8 & = JACE &0 IWME S3hatge =
ROIFES IYot), A I 0 st OIHE TX2&HCH =M, OIE BIECez YN E /s SHSE
HEES SSEICH XS 23 Ao AW 0lASS HZE = Ues SHE Y-EEN s MAHC! s
52 Sot(, EZFIMEZIIZMNL JI=H TUES HHLE = JATE StCh AW, S5 SHE Y-ES bt
g§oz AN 23O 0|ASE2 24ot) ZFYHES +8E = JASS &t

GCT6ll =Z3t2EE (Digital Heritage) 3:0:3(6)
= 3H& & (Cultural Archetype))| =

2 2AE ZIME UXNER BZ, SJGHHL 232 =2 MAGt= O 2R
b ons, AEC|EE, FRE dcHEA, JtaEs S e XA0l 285

Z ot= XNAL Jlesg S3sH

O MZ2 JI=0] JHg=D ALH 0 A=0MeE 2sE B&, =& JI=0lL 2SAES AN, =HZ ot
= Mz& 2E=E JjYLstCh

GCT621 ZFEHIHE A Jl= (Computer Graphics Technology) 3:0:3(6)

g

HHe 32 ZEE JUAZ 0|2NOZ2 DHGD ALS S0 s HFE WA J|=22d D
JeHE GIE0IS ADENE TEE 1 THRL L 0150 ABY MSHES r

2y ¥ AHY JIYS CH2CH

GCT622 CIXNIE =AelA™ (Digital Creatures) 3:0:3(6)
2= ojLIiold, 2& MO, 2l Jlgt D) ojLinolE, 28 2dal el Isd ds s UXE
oI2t D=8 SAC=Z & =2 HFP ZO0IE AMSHCHL Jta JHEIEHE AI2dI0l& ot O 7%= ARE
JI=sll £8s ¥=EU
GCT631 HAFEHSY (Computer Music) 3:0:3(6)
=2 H=S0MeE B3R SY2 J=d/0sd2 =HE US0. SME2 8 JI=9 AL L0els &3,
delsEs, S/ g4 2 HEDIOHSY WERZA 29 JI=E 32otl, 0| HIE22 sl &28s 0l
oot Atalel B0 MEBE = JLE StCh.
GCT632 CIXNE IHEHA (Digital Performance) 3:0:3(6)
CIHEIE OtEQ z2 ZES XAGHL, CHst gHoz HEd|=sS AEE W00 AHTEE JIEe
B SARA0IH, HEHAS QIHAEIE Sl JAS MNEHQ XAFOZ LYMAIZ = ULCL 2 H9
SSHY, g, AHE =52 HMEUEOIMH, JI0IAEE HWEE & U= CUXNE HEHAS 200

>

cle 210l SHOICH

o e

GCT633 2LILLHEIDICIHEZ 12U (Audio and Multimedia Programming) 3:0:3(6)
= H=0M= 202 L ZEDICH Z204YUe OYst =HE OEM M2 T2 Jix= ¢
gy 2= 2oll, QU/HEEIOICH 2203, E402, AFZ2XA AHHIOIA, HERZA S& & 2t &
HE UF=s Z2HEESE FEEY = JUETF &St

GCT641 H & (Ludology) 3:0:3(6)
HNHEE SEEHECZ ZH.HAAY = Uz CLe OIS LAMECH ALY DAL E2, 24 24, ALS-Z28HE
SolE 20t2 1, =Y, MOIMAl, AAE S MZ2 HEY DI&S &x5stth JIES HYS Crst AlIZ0A
=AGHH A Ao UM 2Ets Ol=otl MZ22 a2 HAdsS D& =0

GCT642 S MHOIEHIOlA (User Interface) 3:0:3(6)
OIEHHOIA CIXHQION 2t&E Q12tol QIXIZ2E, CIAtel JtolEctel, HAXAL HHE S92 Cdst 0122 A
HEZ H76t= US0ICH 0 H=0AM= 2t HS el 0lE Olo== CQIHHIOIAE 012 &5 &
2 0l0{== UHSEEAD SH SSEHZM AMEXN 4 OXelsS 018 = U= 01EE MAHE 4ot
I,

GCT644 HAJ|& & HZ (Game Planning and Production) 3:0:3(6)

MO D=H ANLls B2S NLMERE = 08D Jls P20 SHE0l ASUN TECL 2,
2 B=e )Y g ® BFS 28, S, 0BIY, FN2H00 012 | &



GCT651 OICIHQIE =& CIAHQ! (Media Interaction Design) 3:0:3(6)
OI2+F AEH, CI2t MBS MASE=2 HMote st OICINS A2, 52, 248 ASHESLE o
TotH, LA S 2 &8 Tangible Interaction Designl| AlHIE AMECZ ZEHECZ M CHsH oA CIXtQ!
o JHLOl et SRsE NAZ &SEH

GCT652 ZRFHIOIME CIXR! (Computational Design) 3:0:3(6)
ZEHOIHE CIXoIS SsMENA Adlole W=z, 2= AR =2 XD s OAS2 U220
stMsg CoIXl AlelstAt, CIX0IH, BIStAt, Z2FE WetA, HCI A7 S ZHAE 202 M2l 2foH
ML =2 ol2su HHEsS =S OoloictH € A0l

GCT653 JFALAIH (Virtual World) 3.0:3(6)

It MAlE CIXE A2 8 A= 2HXE 246t= F M2 FOILh =2 O
o JretAIAIOI THE 012X =2 =, HE =2 JIEAAE ol
= 74doll 2 7, unreal engineS AISoI0 UHE FOHQ It AAISl = of 2CH

GCT656 CIXE THAE (Digital Fashion) 3:0:3(6)
CXE Jl&=2 Wst|s 20E8H0| otLlet 2l %'él*.ﬁ;* R0 AESD JACH WA —E-OIEE Gl 210 OFLIOf
N A2 CXe L MANMSH o4& X, &, S, EH]H Jl=2 A9 e ot
0l 350 Mebd A & otulat, TR0l A_Qﬂ Holds ‘|° 20l t’*%’—léaF = Az HAHZNHA
LS UACH AT LB AHIXSES 24 FRMAS B2 M R219 ME LAl TUHE AAMSI BHEtAIDI

2
2

1l
=
E‘_
>
[wl
-

m

I
x
0

1 UCH 2 H=0AM= OXNEIN=0 AayIHane B8 U2 22 JtH e g2 A2 U0
(1) EE7=2o CXNE, 2) UXNES Zodol= 24, 3) UXNE2E =AM IHE, WsSAZFUAMe CIXE
GCT661 UIE= OICI (Networked Media) 3:0:3(6)

HICI2, 2

= =2 EéEIDI[ZI(H UERIZES AEth & WS0A CF= ZEDICHE Crekst oo
CILE Egelh 2 nitSe CXE HIO2 A8l OR2 szl 32 ¢Sl 22 S22 UEN

GCT662 Ql2t0t 2X &S HE (Human-Robot Interaction) 3:0:3(6)
221 OJZ*El ASXHE F 2220 2 MIYHW MY AIAEN 25t0 IR0 *@F ZF=R0

In o JI=20l 2totd RO, QI2tel =2 elXls= 0l 2ot 20 £ F=RH
Jefgl E%%'Oﬂ 2ot E CHR0, DA 8 CIHI0IASE S8 & Prere ol 25t CHEL

GCT672 L[l Xl%/\‘l/\ tS} (Digital Storytelling) 3:0:3(6)

esd UXE Jlsg g 2232 ued|s —E—OF"” OtLlct Btolo] A ArAd S0 j'AO| mns

BIAEQ CIXNES (5PO|1_HE—*!£E), gato CIXIE st FH dcdiEA), 249 CXEs CIXNE 320t

=0l et 0= 0ICIHe MERXEE 0IFR= A‘I/\(storytelhng)a Hotstd =AM Iﬂﬁp—“\gi OE 2
= e

l_

A0l HEED 2 W20 M= storytellingOfl CHEH HAEHE H2 HEHE F+otdl, 0|8 GLst CIXE 0IC
Of (CIEYl, Z2EH HY, X, Z2EH OHLIHOIA S0 S&ote gy¥S U20

GCT673 AEHFE (Social Computing) 3:0:3(6)
QIZXls, IXDtst, 1 20 aelst, Zsh, 0lstl H=20 EFZAIAE0 st HAER HP2E 8o ¥4
Oil EHEF OIXl & A DEI AIBXs Jless FERAMAHY FHS Gt EEEHLL 0] 20k= 1997 &R

B EXZZZ2AA0 e HAMESE 720t OIFHMZ2MH, AISB 00, ICCBR 01, AISB 01, ECAI 02, AISB 02,
IJCAI 03, AISB 03, LREC 04, ECCBR 04% 22 St=3l2t X2 2 SOt ZAEE0 210 UL

GCT674 KIAI J|8t AIAES CIAIeI 2 2HE (Knowledge-based System Design & Modeling) 3:0:3(6)
2is SAE HOIHZRH S8 IHE &2 RaA4s I /s XA oold Jlgs OIBHé*CP 23
(classification), =& 3l(clustering), 27 = &2 (association rule discovery)dt 22 CHEXOI EIIOIEi arory &g
o RelE sl HAEZA Ot0lEe JIe Mg, 2, LelE, SEAd ¥ dMigdEs EF—E—CL sl

|
B RE, ANZIUREAN, S9 SEYEE [I2LH

r9 1o J

|
A JIHeZ= OO Alzte, =& 3

GCT681 OICIHOAIE (Media Marketing) 3:0:3(6)
OICI OHAIE S 3N 3&2HZ L= 24 DICIool Satel OHIE S 0IEsS _)n\_jHC’F S OICIH Agx =
ZMA0 st Z224H 0|22 OUECH #XE OICH OHHES HE8 SHZ2A 334 2EFUA A
Hell EEHOIAS HR-ES HMAISHC



GCT682 =3tAtZ A (Cultural Industry Policy) 3:0:3(6)
SMES A 2A=0 ZSQS IINIEHN SHIF 0 U2H, RIIEBHESI 2Pl FHAAGE
MBI S22 E2 SJtot ULCH DLt ZS2ZE=AAN ML FM2 ASF MY Z3HH 0|
ZEE EAoZA FMADt 82 EEZ URI] gXl 22 2O00ICH &g 2atel Z2XRFo Wmet 2 J18t0l
gctd &= JU2H, £t Mt H=0 et )HE MEOI &= 20101J1& otlt. 2 H=0M= 0lefst 2
SHAHE IOl AN Hst Oeld 1 A I X H2u ZE Odelld ZXHMZAdSS Hln gM6t
0, Z=statde] LMDt 2 Mo HF XEFS E&dllle HES 3 A0ICH 0| Soil 2 2aEE
MOl 0|52 MEESS J0IUHLD EXEHYdte dSSS MellHTRE Sol =#HE 240IC

GCT683 e-HIZL|IA M2 (e_Business Strategy) 3:0:3(6)

>

BIXH &

=
B
un
=
fwl
M
[w]
JH
=
M
10
=]

=3 AIUHOl O1=2 OHAIE OIE01 HEN E&E += UA=SIHE
L

A =
HE AT XM AHIXNHE0] ZEote ME2 2HY D=2 FEol ol ARStCh =8, S C
Z0X1D Y=se 0lHF=2 Ololotl, EEW &, L QHYS GILIS OIAHE JIHSZ AIZ6IH ZMe = D
B S22 AJHEHCH E£8F AHIA AMZHUN 2LeE ARt SH, AL Z2l0IHAI S MEAQ ZHES
20 2Ch

GCT684 XA 235H4AE (Regional Culture Industry Studies) 3:0:3(6)
Sl 32 U= BH 2SS S MU & MPSZ2MHE Otliet 23E2HAH =4 S8 78
Ue XS ZH LEo HZA 22D UL 2P HRHE(CRC) S XS SJHAILHM 8 Al2E
AHSOEZN S3H0 N9 2oatg HM 3 M2tg T E6HCL

GCT685 =ZtBIHEYE (Venture Management in Culture Industry) 3:0:3(6)
23R 200 BIMIIZS =S M HXHOE & rd L HMEF DHAE, AlEA 240|182 23 3H
XA S2 OlolstCh AN AAIE 2456t10, At OOl S TE0I0 AIZEHEME HE HdilsczN &
2 JEs =0

GCT686 J|HEZ3t&EE (Corporate Culture) 3:0:3(6)

Jlge RHR0I SRt IHXZ2 JIge Mk, X
Jlgel teEel Ol0IKNE Zds&tth JIg=2etEE0l
St= Mets 2t 0l HSUME JIdIsdssS
SN0l CHoll &'IH=Ch

ARE, 22N E, cIIRE, 2E 230 = NXH
gt Olciet JIZ=3E Jlgel SHU XA Eotait
+8ot) adicte Yy A0 MARS JIPE

GCT687 = 3H0ll= =2 &3 S (Management Strategy for the Arts and Culture Organizations) 3:0:3(6)
gl T= HIGElRRoZ MY 20O SE 20 et 22 R 2sds 246t
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