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ng business implementations. This course is ¢
omposed of definition, categorization, successf
ul cases, core mechanism, applied cases and
prospect.
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An introduction to understanding the overall i
mmersive media industry, technology, trends,
prospects, careers, forecasts, etc.
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Digital Storytelling
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Storytelling is the basics of all contents. Thro
ugh learning storytelling, students develop kno
wledge in humanities and broaden creativity: t
hey retrospect and reconstitute life.
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ICT Content Planning
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Provides an im-depth understanding of the ev
ent business and hands-on situation analysis;
emphasis on study of value of event operatio
ns by exploring an effect of event business o
n tourism industry.
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Methods of Digital Storytelling Design
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The contents learned in the course related to
storytelling are applied to actual cases of the
contents industry centered on the Jeonbuk re
gion. Through this, it is possible to improve t
he job competency related to storytelling and
to effectively acquire the value and influence
of storytelling.
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