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The Problems of School Training
Courses with the Digital Content
Industry in Taiwan:

A Case Study of Game and Animation
Industry

Yah-Ling Hung
Department of Communication Arts

Fu Jen Catholic University

Abstract

In order to discuss the problems of school training courses with the
digital-content industry, this paper collected data from college websites
and adopted in-depth interviews with professionals from the game and
animation industry. By using content analysis, | tried to find out the ideal
training models to fit the demands of the digital-media industry. The
conclusions of this study offer some suggestions to the government, the
industry, and the school for personnel training in Taiwan.
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