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This course starts from the challenges of contemporary art to aesthetics in terms of
speculation and technology. Through a large number of modern and post-modern art works,
1t explores the four aspects of contemporary aesthetics, aesthetic experience, art
design and technology, and introduces i1t with cases. Based on analysis, we will promote
how works change from perceptual, original, beautiful, and sublime carriers to
deconstructed, rough, ugly, and nihilistic presentations, and interpret the process of
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cultural creativity based on the phenomenon of contemporary art management and brand
interaction. Students Based on their own life observations, they will practice and
promote the possibility of creating and producing innovative concepts or works.
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Stephen R. C. Hicks, £xplaining Postmodernism: Skepticism and Socialism from Kousseau
to Foucault (Expanded Edition). Ockham’s Razor; Expanded, 2011.08.19.
Will Gompertz, What Are You Looking At?: The Surprising, Shocking, and Sometimes Strange
Story of 150 Years of Modern Art. Plume; Reprint, 2013.09.24.
Rick Rubin, 7he Creative Act: A Way of Being. Penguin Press, 2023.01.17.
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This course requires good planning to gain recognition from the consumer public as entertainment or
education. Therefore, the planning of this course is mainly to cultivate game planning capabilities. With
computer-aided audio-visual art design as its main feature, in addition to traditional art courses, it is also
equipped with practical training on professional-grade computer graphics and animation production
software.
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The course "Design Thinking and Al Digital Innovation" aims to explore how design

thinking and Al technology can drive digital innovation and solve real-world

problems. Through theory, case studies, and projects, students will learn design

thinking principles, Al applications, and practical skills to address challenges in

the digital age.
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The "Foundations of Design and Al Innovation™ course aims to provide students with a solid
understanding of design fundamentals while exploring how to leverage artificial intelligence (Al)
technology for enhanced design innovation. Students will learn design principles, layout, color theory,
and other design basics, while delving into Al applications such as Al-generated images, style
transformation, and automated design. This course combines theoretical instruction, practical exercises,
and case studies to help students build design skills, nurture creative thinking, and guide them towards
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a future where design and Al converge.
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A2 L C R 4 2 174/5.0 (Advertising and Marketing 5.0)
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Marketing has continuously evolved from production-oriented, sales-oriented, and consumer-
oriented approaches to the current 5.0 stage, which involves the integration of technology and
human aspects. Under the influence of sustainability and social marketing, there has been a shift
from a simple profit-oriented mindset to focus on environment well-being. Advertising and marketing
are closely interrelated, and this course aims to help students understand the changes in
advertising and marketing. It incorporates perspectives on ESG sustainable marketing and
Martech digital communication, exploring the differences with traditional advertising and marketing
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communication. The goal is to equip students with the correct viewpoints and corresponding
capabilities to face the challenges of the new era.
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Ogilvy on Advertising in the Digital Age
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Marketing 5.0: Technology for Humanity
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Sustainability Marketing: A Global Perspective. (Wiley digital copy)
The Martech Handbook
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This course aims to explore the relationship between digital visual representations
and cultural
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symbols. Through cross-disciplinary discussions, students will be able to understand
the visual
symbols and meanings of different cultures in the digital era, and acquire the ability
to use digital
visual language for cultural communication.
The course will cover the basic theories and analytical methods of digital visual
symbols, the
differences in visual representation between different cultures, and the application
of visual symbols in
different cultural contexts. Through case studies and practical exercises, studentswill
be able to gain
a deeper understanding of the interaction between digital visual representations and
cultural symbols,
as well as develop their critical thinking and creative expression skills.
This course is suitable for students who are interested in the fields of digital
visual arts,
communication design, cultural studies, etc. Whether they wish to pursue a career in
the related
industries or are interested in digital cross—cultural communication, they can benefit
from this course.
Through the learning of this course, students will be able to understand the visual
language of
different cultures more acutely and have the ability to utilize visual symbols for
cultural
communication, laying a solid foundation for future career development.
development.
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