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o Fo4 w4 (Creative Training Techniques)
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(Introduction to Creative IT Convergence Education: Theory & Practice)

T g3 w50 o237 AAd et 123 BAS Edle] thakglt Hofpsl gga
T AT YA R tiste] ARtk

—

o Atk AFE 7]% 53 A(Advanced Computing Technology Trend Research)
4z} A o] Z7to] HE 7%l thik 4B E ot w7 A EAHES
ek}



