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The Curriculum Framework for the Department of On-the-Job Master’ s of Computer Technology and Multinedia Department at WuFeng University
for the 113 Academic Year
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113/6/20 Department of Applied Digital Media 112 academic year 2nd semester, adopted by the 3 Curriculum Committee conference; 113/8/20 113 academic year Ind semester,

adopted by the xx College of Digital Management Curriculum Committee;

113/09/06 113 academic year lst semester, adopted by the 1 st Curriculum Committee conference.




