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This course is selective for under-graduate students. This course consists of
five parts taught in this course including creative mindset, creative thinking
and application, creative team leadership, creative industry, and creativity and
technology projects. Students are expected to apply the knowledge and skills
taught in this course to both of the work and life, implement the creative
technology and service projects, and conduct field study to the creative
quarters to investigate their current situations and challenges. Through the
teaching approaches including lecture, group discussion, case study, movie
analysis and field study, students are expected to acquire professional and
diverse knowledge in the given domain.
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