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CTP471 At &Z &Il 2 (Introduction to social networks) 3:0:3(6)
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HSS134 Introduction to Cognitive Science 3:0:3(6)

OISl S FHFES 22s &, Agls, A0S, AZWs, el BFRHUSS SHA NAS g

OF O|oH&Ct 0152 229 &S|l JI=8 M2 WetE JHEo E0lA, 212t ¢fol ntEol el

S0l NsA J|He P& HgE HALdS RYsH

CTP351 3¢1J|& 1t ClXtQl(Performance Planning and Design) 3:0:3(6)
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GCT502 CIXIEAICHS OI& (Aesthetics in the Digital Age) 3:0:3(6)
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