GCT501 E—§}7l%§ (Introduction to Culture Technology) 3:0:3(6)
CT9 AWHARl 7l8E thEth CTe FAlv w3igE e tAd 7s, WAE Az &9 dol s X
g V)eolgtal & 4 ok o] Aejd wEW, CT7F Fe 992 Sl oo, Ald & weul=7 a

SAE E3kde AN Aleld QAR S YA Y txRIE xFE Zlojth i IEgAE EslEd= Rokg T
oPde s ko] g9 4t welErl=e "txdsld #AE o223 AAE FE oFE $H, ARE SHA
o] AAARI o) E Eo T

0 A9 (Interdisciplinary Basic Courses)

GCT502 YREA| 2] w8 (Aesthetics in the Digital Age) 3:0:3(6)
2 WAEL 214)7] E3ke} des oldlsly] f18l v Yo wig S5S R shw, upebA] mlgke] oJale}
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GCT504 Alo14E] 8t (Cyberpsychology) 3:0:3 (6)
Aol Aglshe QI7t—7]& Aoztg deolA 7te] wga) S AFshs gEolth 21470 HFE M2
ok A] AlolAlz|she Qlzte] WS WA = U= MEE ASEEE dgo A e, Erpd A X,
222l AY, 73 A7, UAE vde] 5 Fdse MR 3 7)ee] A3 Aaggo] Ay el A
BT gfo]Z e, ALEA Wigle] oudt S mAEAE gL 2 S AR T4l AlEAtbe
A A s vge R A7k 3} 79 Jazg Aol sl olsiskaat sl
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GCT505 It FE G548 (Human—Coputer Interaction) 3:0:3(6)
A7 HFH 9 o8-S B4, A7, 88 A ol 2 # A 2§ TYS gt 53] 3
A Wy ARgxl Qo] Whd o 2 HE] ’\]3}3}04 glazio] B4 QlEjlo] 2o AA|, AMA BHIY HAS A B
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GCT508 71gAZFHANAZET)A}) (Corporate Strategic New Product Development) 3:0:3(6)
2 wdgL A AAE NLEHFS FEHOR ofsetal, AAR AAES tARIste] FAER slofT 7]
Joll A o]Fo)H 1 g AAENL] NAAFA ] S ols|elA A k. AAl 7|PgelA WHsa Y=

AQAA FAT Feka, olF whom /1919 ALl PRYS HEoR ¢ AAE ABAS BE5H
ek ok, ol Higo gl Feake A AAES A

= o] AEAsEel A AAE o
A% vz e e AR Q4 g Al B el £RAS AT S 92 B opie 44
FoiAele 719 A A5 3 : A

GCT604 398y Zdl= (Cultural Archetype & Contents) 3:0:3(6)
LIS 3o F3S e AYgoR Astel Fal, AAE AX], AA|, AE, dE S 1R WAukERl ke 2

d=E st&sla Qo) weEbA 2 e ojux|eh A BAE sl o](B)iEstel gk E]—"]—jl e nigo =
AMEA GEla de gAY ez gigh ojdlES FuA7]aL, velrb ArlE H|to], AlQl 59 fXd Zdl=
Ad 2 AR AABEE 1 HAH o] 9l

GCT606 tiX €y ¥HX (Digital Performance) 3:0:3(6)
OAd HE¥AxE 718 A& 9 FAs] 98 o] & X3 *“'%B WS Algehs diol et B3hs #9
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0 A9 (Digital Art & Entertainment Track)

GCT522 AFEIFPI2o0]E L o% (Computer Graphics Theory and Application) 3:0:3(6)

CTY A¥kEl /MeE gEnh CTv FAE T3S fg O 7|%, Al Q1xky 4k Aol #=

Eé Z1golga & & QU o] Aol 14~L, CT7F b7+ 9992 $A= °H14Uﬂ old, A % ol =7) 9l
AAlE Eslelle ik *}Ol‘ﬂ AEALE S, OAE UARIE 3 Flolt), & oA e 3= &

EH%EE sto] 9-2le] &by} EslEulxe] "tXdElel] #HE o2 AAE T2 U 3, Agd SHelA

o] AAARI o] E E9jglit),

GCT525 24 a#H 2 (Motion Graphics) 3:0:3(6)
AFE oivvold, A, 7MEA, JHIYE R wt]o] 5o Fa A
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GCT533 A=A Q1# =2 38 % (Sound Design and Programming) 3:0:3(6)
Ao} S FelshE ol /\}°E toly, getrt dErkE sl e =2

Max MSPE ARgsle] Az &3 2o fadyt ntely], AA, MEHD 55 ©]&83
W43, QIEHE| R o] olE9] ZLl dto] T Q= AN A 7 EA A S AF-3i).

GCT544 AlYJE (Game Studies (Ludology)) 3:0:3(6)
Aldehe ikt ANET Al AL Al YRSl Al ARSESE 9 & ATt RS ShE okl
otk AldEe daksl Aast Al R7E, ey o, e, AFUAelA, Alst & thkdt st &

ek Okl HJs ke R Ageitt 7|2 gAldlA o] 92 Al g 9a
E2E55 etk A3 Al e AdEE 2iete kel o4 AHES oldEta, Ak +
At B8-S B3l e Aol 7hAE AR A wistel digk dEs AlelEth

:Jd

GCT574 2E3 ]z}l (Story Design) 3:0:3(6)
g 2EYUYE A A5, 93 5 A8AQ oJopy] «evl ol AFY AlY, ¥ Jd=, Fa, UP‘““J
T Ot el AgHa vk aeuf fEsheE olelr] F olekr] 7EX|(Story Value) 7t & ©op|E 3F

E Aol ddoly), w2 olofy] 7kx] w2 Z TR F2 o]ok](Good Story Well Told) & THe 4 U+
ol&3} 7HE avlett

GCT653 713484 71344l (Virtual Reality and Virtual Worlds) 3:0:3(6)
2 e 7P (VR) 71 1 7|es d8ste] s s 7PHAAE dide R st WA VRY 7]E4, 1

ol FHoIA Aste] VR A48 o @tk $8& BHAL, VISR el AL A
A, RS, B, 197 SAS HET, S8l Bahnx Snela KA g s AAael b5
& w9l @ Aol

GCT721 A€ 2= E7}F (Topics in Computer Graphics) 3:0:3(6)
7SR, 44A8d 2 A, ST Ao A AFE g AH ag AFFAE UET FH2 o
TFALE AL B, AFFA T ZEEAY JdEs EES

GCT722 7V33d4A E7}F (Topics in Virtual Reality) 3:0:3(6)

AR oled AAE g A @A 0@ owE FHew FaA, A X
O AT Fa FAlE Ted 2t RN s oeA, Asg e TE, 8 Az TE, v
28 olgd TR AT 1 58

0 A9 (Ambient Communication Track)

GCT572 YAE ARFYAo|AE (Computer—mediated Communication) 3:0:3(6)
ke leolgte AAA QJIEY o], Elar ARYACIAY s BHAZE olsiEtal gl bl Ao
Aok Aaketat GrFsl, dojdh wjxsmtjojdt Fo shAH HtS Tl o]EZ At Al dAFE M ISk
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GCT576 22 AFH (Social Computing) 3:0:3(6)
o] o Al= SNSell gk AFE Q17F glel tigh AL3|8HY o] 2ES A ERSL ALS|EHE o]l &
AAFY A7AES] dHoly e TR SE Aotk TS ALElehY B 5L AAlEla o]o 7)uksted

dolel B4 AE sk A4S ok

-~

GCT582 w3Z=4JE (Culture Content Industry) 3:0:3(6)
LU= AFA FdE o] 71EAT7E A fle Aol ddolth & 42 Aoy AgAs ytew
e RIEA ek B2 vHEoRE Aol & Aot 138, AAS), Agst, A, A Ay, F
gt 5 7Y A WdEoRNE EIlEulzAd A8 7HEd ARIES Zlo) o]F §835le] 3wz digh
FAEY dS5EE 7195 Ao] & 9] 2xte] & otk 53] EaErl=sg e e ks WHES H
53t & oo 7|qk sto] AMHATE Y, o]F EulR 2R} 22 o] AAT HAE Fof AEste WHS
iR

GCT671 At3A #A 7|4t #HAE 2 FAFY (Social—aware Ubiquitous Computing) 3:0:3(6)
o] FYPollAE AEAES 7INke 2 3 fulFAEHA AFE v& gETh NS 7oz g opst 24 UEY
3 9 vjyo] MulaEe] HHARS} o]#fdk Mu|AE o] AJRE 7|& P WHE} ALgatEe] Qe AAd ok

QS NHFEAZ At o) &3 TRAEES AP 73S AFI)

GCT675 &34 13} o]£3} 28 (Theory and Applications in Culturoinformatics) 3:0:3(6)
oxd 71719k 18 T4l 719 AW Eel] 3ol sl FAH 1 = B34 B dlojEel e 38 %
Fo] A ~HEY wele] 2E EAFE AlAste] A9l AR SHgenealogy), A2]A X So] XFFHEH|, o] 4
A2 gt dolHES R R B4, A1ZE, Eyslsts e RE o2y dFos Fddrh

GCT688 22 E3vAY AT (Global Cultural Marketing) 3:0:3(6)
uAYo| 2, nAYREE rAYESNE 58 vEgor FEH ol AV Aloks 7R

al
B A 7 ARF sk dl 5] vk 53] AAA wsIdEe) Al R mwd w4, BEshal ZRAE

& Sagons AAH woY S MYstEs g,

GCT689 £33 94 A8t (Managerial and Cultural Economics) 3:0:3(6)

B ogme Raplds 20w 3 A9 2 AAe 7E APES odete AL BHow 3l AAAAtS A

o1, 719], AE 9 Ve 2H 5] gAAA ) Ul 2R Y8 E votsta o] oldstuxt s shEolt) ol&

A AA B4 A, P8 A olE, &R AE9) ANk a8, Av|x; e, ks ael Ak v]gat

A3} g HAisl SAA A, 53, AldelE 5 F2 UEES tUELh A¥Hor HIFAEL 719 A

4 2 7t AATE AGA fr1HeR ol EAe] didt A =& oldlsta, oyt ol#dt s
T dE 715E 7RIt

GCT711 gxd&E3}o]2E 7} (Topics in Digital Socio—Humanities) 3:0:3(6)
AEALA AL s A 7% FulFE sl od] JHzte] §32 99 gyt dojyar 9lew 1 3}
Aol A AZE At o7t A7|EaL k. B AEME o]gdt dAgelA s ATt olfrE ] vtk &
Aslste] AE A BpFo] A Al =7 AFE ARkt st

GCT771 22w EXEZ (Topics in Social Media Analysis) 3:0:3(6)
E=ATolA T8 dAlolt) o] e 3l PSS dHolHE FA B4l AjsA wEa,
= o224 SAe] o]&4 e 4 AFEE ¥
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O A9 (Interactive Media & Space Track)

GCT535 dEm o] &37]% (Sound Technology for Multimedia) 3:0:3(6)
o gEqAE tRYE QU 7|&e] oY AAE tEth TS 2 d, 59 B4/3H4,
Yxg 2tjQ olHE Aglgaete] 7| xS FEsla, o|E viEe R do]H

EE AT 5 d=S dh

fn)

GCT545 ¥|FEAFHY (Visual Computing) 3:0:3(6)
H|FLAFEA ek Aubdel o] 7 I8 388 Aishs FEolth Hak §EEH L e FAHE 2 o]
3, AFE 2 A AFE HA 59 BopollA FEOR Z7to] HE fES thET) o] Y theksl ¥ g
AEES Fd S v7d HFE ok 7 A7) g 712420 A 8 W ogich

GCT554 YXd A= (Digital Architecture) 3:0:3(6)
UxE7)ee] B A% & 4TS T o ATE AFH A AAE YREr)E, 53] ARk A

Aok 2gol FFE T 4 Aok B =L o) FNWAT olalsla AF UXEI&e] A=l s e,
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GCT555 3DAEH BRI (3D Interaction Design) 3:0:3(6)
3D QNEFA oxle] digk HFHARl o], 7Y 83 &85 Alete FEelth 3D QIEHA] e 3 o
AL 7HE 23be] Hi= Jid, A FAl 58 tHETh o] HEe gt § ZRAES T3 5L 3D QAEIA
oo 7|2 A A A 7]1EAR] AT 8 WHS 9Jgin

O

GCT556 tyXg A (Digital Fashion) 3:0:3(6)
gxg 7]l #do] mRl gee TRl AF @ An) SHoA AFslE ol T 7le A4 Edse
oAkel R aea Py Wk =058 Alehs 3, el E dlojdE AFE Y uxiln Al F

i pul

S Fr}

GCT573 ¢1A)1¢} A4 (Cognition and Emotion) 3:0:3(6)
RE E3l e Azl 7o Ao agolA HlEEE FRo TAY Fd oste] AAE xwske <Izk
o] Al #Eo] 1k QX Fxo] osle] AHHH, o]i= 91zke] HAME olgal= ek =t F 5 9SS By

ohoo] F=2 QARIA ] Al FF, A7, 71, Fof, ZAAEY] S5 AYa, GAMel et olslE FEth
ol nlEg oz T Qxe} Al ATt =y AXEAES H8ste] Azt <l
s} deat 1 AaEe] oo FES =Rt

GCT583 tXgA o] FXQe|ZE=ZA] (Museum Technology in Digital Era) 3:0:3(6)

Museum & 37| faA= &%) ArAe], WA, ddAe] AFyAeld &, thiddx e Harls=

ARgol dAeltt. 53] 21417] w7t TAIEE AXAEAINY EHet HEo] TR JE¥ v]Ee] HES

WA AREEE HAEEA Y EF 2 839 % vy og ¥iglelal ok o] FYdAe FRER w21

A7l FAQol 3t ol S vigo g MRS FXY HAERA Y S A Aoz ulge] Fxoe] F
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GCT633 2t eHHEMYojZ 278 % (Audio and Multimedia Programming) 3:0:3(6)
& FEeME ede B dHEvHe] ZRadge] tdd FAIE e e ZRadWe] vk R Rt &
A& oslar, ere/HEYe] TR Fea]l, AREAF IEslels, UESA B4 B ekl S thes

ZeAEs PAY 5 JES B

GCT687 FH|tjo]9} #3744t (New Media and Heritage) 3:0:3(6)

ey, vl Ak, SR W], AAE Ids BHAE dE Z4F do] T, ol BE I /s
=
o

HRAS QA Bol ABREs AFe ol WA Bl Bash Gk A, 98 5 gl Yot ¢
Felo] AR=E AFzay] rolrh e AN/ AL RS FHo2 FIelET) BE B opjel vl 4t
o] WS AGAEE Erake AE AATE e BHEE V)] AL B AR AA71E PR
A AA QA8 A5 s, BREAEEo A ANl ZHsAel s =g



GCT753 #AFHolMd tyatel &7 (Topics in Computational Design) 3:0:3(6)
AFHIMY YRS B A A7ehs Aoz HEd A7 AF APHa e olnES uEH A
52 X AgEA), Ao, wlERl, #AFE #8A, HCI A7A 5 g 2okd] ARIIE] oa] ATE ol
O ZEY WYPEES FY olslisA | Floth

rlo

0 A¥ (Interdisciplinary Advanced Courses)

GCT700 Z2AEY]|EE7 (Topics in Culture Technology project planning) 3:0:3(6)
i dE TRAEZS AAR 7|5 grelEE T2AE = o7 ksl tixgu|t]o]e] EAS delF
3oy B Eokd tidt ofs|E nlE AR olo|tjo]E A|AIg). AAY E3r]E B ZERAE JPS FI
oy st R AE] ol gt HAle] AES de A HAS Frh

GCT742 AYEZ} (Topics in Game) 3:0:3(6)
E58 Aol wHEo] X7] M= ket g9zt #¥HQl gite]l Fasith oy FofR FE 9 olotjoE
o s = It} o] 12 Al AYS 9% ohekst
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GCT523 &3171& HAFE (Computing for CT) 3:0:3(6)

T37]E ot £ ¢ Al a7 s Hade HAFY THE wdshy] A8 HFE 2 HE"e #3 7)

B0l Aa)e $E3M sl Z2aye] AAE AP Sl B aEo EA4 o], duglEHel AR
= 287]E oo ZrlEy An)2E 785kl Jdshe BgolA dojus HFES e

GCT524 °juywlo]Ad (Animation) 3:0:3(6)

B o M= 3D ofydo]Ad AF el "Bt o2y M&, AF wik-= g2l ofumleld AF 34 (Layout,
Character Setup, Animation )Al A7 oJe] FA A2 AAE HA| Gsrle] AR2E Fal #4, AFet

GCT531 F3&<# A2 (Theater Music and Design) 3:0:3(6)
4AI710 AR 1 gt GAE Bl 2 Aldle] B8AE|H V)RS wredsle Uil eulEk Fu dxicle] &
AY WRE AdHoz Hm AEFOZA 214719 NMEE F gdoz AFE & ¢ e vH
8 7e E93
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GCT532 SFot7|A =z H71AEd (Acoustical Instrument Design and Evaluation) 3:0:3(6)
Sk igk E28%, 71A1FE olslE 913k 7] o2 FEH R s5Elal, foiE B o] dERAE
A, FEHo|a Au ARl o7& TIARISI ARet & ARl 4 Ve H|E o]§e Al ARS
Bl AR V) s Hrbsth o] AL S8kl gt VEH dEE olsiAdeZA 2147] txd &3

%)
e L E o R e ki

4 39718 2 9B (Performance Planning and Management) 3:0:3(6)
Fdo] AP o]FARE A Il YoM Fa @91¢l FHo AA AFAL F, BT, TH, 2% 59 A
Ny . ;

[s)
T HAE o, 5T ¥ AAE TAL 7185kl manage e AAS AP vk AFA
%x%o 7:(31_

A2l T, TFo] FoJghes ¥ T S o Az dAHste 7] g2 AdZ gloide zteldS 214
sle] Zhzboll a3k AAe AHAFS vl
GCT542 AY71%& (Game Technology) 3:0:3(6)

ATIARGCTs42)0] ALAZS] 1% 9142) Sne s wal, ¥ e AY7E, 53] A
We b Adde] AFEIES £ 17149 AYA} Helzka Qe JPAA A& 93 1

SEE s B ohe) AFAE, MEY, ALEFRS T3



GCT543 AIYYASI (Game Design) 3:0:3(6)
2 5L A gxiele] Al T2 A|xe) A 7} T2 MAE Ak A tETh B3 8 AY FEEE A
A7k, AYA, AMAS S7HA7I7] 93 HS 223 AlY ZREERI AE5S Ed) AlduAkely

o = Hu
BHA) O_EIIEI:Q_ HH Oc}:z?l—]:]_'

GCT551 HAErj A<l (Digital Design) 3:0:3(6)
Zep]E dAY ZH2E AlFsl] 8 et Akl 71E oledt dE B 2¥ dols agehE Aotk
delg Fall A1 wdel og ZFoH ofolrie] A7) WS 58 olF wEoR HAd JHxE sk
Aga7he dde] 71x24E 43
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GCT553 YA EZd=t]&< (Digital Contents Design) 3:0:3(6)
Selxo] A 2 T2 A2E Atstal g3}, TV, ofydeld, AY 59 bAd Zd=e] 4873 Addst
AHD 58 ATeka AlEe mlto] 546 & AeH H]Z‘/]’\ = BAS oARlstar s,

GCT559 FAFH o] Y tyx}2l (Computational Design) 3:0:3(6)
Ao Y RIS sSHYENAl 2lske oz, deE A9 AF HIAyH Y oFES tEH T4
52 AA AEsk}, gately, wgkal, HFE #Hek), HCI A74F 5 d-E foke] Aiirbeel 23] A7+
o225 WHEES FHA olslskAl & Flojth

== T1@d
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GCT561 #871&9 /Md3} 7}stA A}a (Scientific Concepts and Thinking) 3:0:3(6)
CTollA Feh= Bl Estels, 28]l SHEARS] 9] A9 &3S Hlslixe TR & #ofd] d3AE
Zhl 718 2|3}t R BE TEslolof T Aot} B IlEo| M= o] FE H|AFTAS F oz %] A
SRR ’\h—iﬂ AL AoFaz) g, 53] der]1E (IT, BT, NT 5)9 a4 /dS olsista ol& nlg o238}t

CTEOF] TFEEE 24T = I T892 w3tk
GCT581 #3173 Al2 (Cultural Economics) 3:0:3(6)
o] ExE oEy) ko] FFANA A, dedFl gk a9k 3, TRl sda ATl sk
T RSt ek digk AT B8 9sA AYH FolE EESI EEY F AEF sk 3lolth
GCT584 E3A A A4FAE (Cultural Intellectual Property) 3:0:3(6)
AN S WA o], S5, A, A Sl gis] Ak wtjo] 7w e o AlEl
AdE L ol QIEY F'l=,) w|T]o] AAtEel digh Ade] disixE w=ojgit) of&u] ujerd] A2 Akel o
o 5to] UEhY T4a AAAEE S dolEo 2 Ak nHE Adsln BebES o))
GCT585 E3 49 ATYE (Research Methodology for Culture Management) 0:3(6)
Yxg 7)&e] @Ay g7 E3bde oheksl, BHsl 22938 Ha vk ay Eakel ik By Fe
el H13ke], o] Akglell tigh ShEAQ] AT AGe 7|4l vt wiKlsit) s e A S sl 4b
ol gk HAle] olfre}t AAES rA Bl olafietaral el SHIES tIdo =, Fshitge] A e -
HE 9% 34 PRHES AL 248 9 & AT itk R 2 Feelves e, &
stA Qe tigt olslE TRt B4, ol& HlE R AJKAETTHE A% A YHES TESTE ohSe &
3} Akde] T ol ES AT & e TAE WS Uit AAAR S5S Sl T IAETIEA 9
7124 S WS ¢ JEF Strh AA, S5t BAN WHES ufgoR A E3Y olfrES A4S
3 AYAEE FHE F JEF S
GCT622 tyX €= 8% (Digital Creatures) 3:0:3(6)
Az ool d, B Ao, &g 7k BRdE I} oo, 1 RelE, TEla XFF dF 5 uxE 1zt 7]
=5 THOE 3 Fo AT FokE gtk 7MY AEEE AlEdeld s ] 89H e AR Vs 23
< 9ET
GCT631 #H <<} (Computer Music) 3:0:3(6)

» »}Eoﬂm AFE gobe] AEH/EH FWe Tk BAES SoF V1% A, LuelF Ay, A
23, 20 T4 R Wevltolst MEAD FA9) /|2E IS, olF HPoR du) AFUL ol 2

A8l AFA ALY+ ES Bt

il



GCT651 =)ol QlE & t)A+Ql (Media Interaction Design) 3
Ak HFH, A A Y] FEAES FAeE ve miviol Al 2, S A A8AEE ATst
o], 97+ 888 Tangible Interaction Design®] AME|Z AAH o= AFsto za thokal oA t]xtele] 7|
Wkl )3t ERG 2| 2S HEFT)

hud 1= B\

GCT662 21ty Z2& 435FE (Human—Robot Interaction) 3:0:3(6)
2RI} QT A AE T S S A A Alzgle] #Aste] wjeth 94 2229 Y onf
olz=9] TR} A|oje] 7)ol Fsle] HlH, Akl FH7F A FHol| FAste] vt E HFEH ey 2dE
o #sld® tFH, PddEAT FE gulo]~E F3k 3] vyl dAsted® vy

GCT672 ©X €A A8t (Digital Storytelling) 3:0:3(6)

5 UAE V& By Wgd Huhr)s ol ofuEl duile] A Zi%o] vtuEa gtk HAE

o] txds} (slo|Hy2E), gAte] tixds}l (AFH 2ggx), 9o txEsl (Hxg b7t g w
ol

g, o] mgoY AFTERE o|F= AANstorytelling) & A FSHAA AAHoR oE HaAo| diFTH
h 2 oA storytellingel] gk AR AT WS F8kaL, ol & vhde tXd wto] (A8, Hir
H A, dAA, AFE ofyHo)ld 5ol &8sk WHE tELh

GCT674 A 7|vkAl 2"tz & 2d& (Knowledge—based System Design & Modeling) 3:0:3(6)
A2 =71 A 2=' 2 7P gt F ] =7 A 2ES JFEXEA, o] AR HEojHE TRAE o g A,
SHEL TZAEES 17| Hdl AT EY Y ¥ BdEgS 93 7|2 MEE sl 53t =7EA LISP <

o]el JESS¢} md¥ wt UMLS ARg-dH)

GCT681 U]E]°1U]-71]E‘ (Media Marketing) 3:0:3(6)
wjtjo] miAG S A 3GAR o] A mitod E3lEl miAR Y] o]&& AUlS ¥ mitjo] A= ZEAA
o §Jztst iEE/‘ﬁl ol&& vtk TAA witle] miAIR Y] d FHEEA FERt el AR EAH Fejol
Ae] WHES AAS.

GCT682 3144 A (Cultural Industry Policy) 3:0:3(6)
IS MR Zhre) Fask S A gt Ha glen, It dEsiel B i sE Eslit
AR oS G2 Frkstar ok v —r@r*‘ii Foll Ao gL Adg A welg o] At 32
oS24 AT gl AEE 7] 4R @S 2okl A E3ke] AxAel wet 1 7ge] gt 4 gle
), =g wA|ste] ¥e] wt g Aol He wokol7| & Bty B oA o]efgh Esitg g Al At
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