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N VN This course is mainly on training student's marketing and knowledge of the brand
and idea on network media , the classroom lesson with some cases from journal
papers, will help student better understanding of what marketing and brand is all
about. Students who participate in classroom expect to learn some following
goals: 1) Understand in-deep meaning of marketing and use in the field designed
2) Learn how to create and plan the brand and research 3) Can analysis the market
environment and competition at present by oneself , and find out the solution 4)
Fully utilization the marketing 4P idea on the creativity industry 5) Can analyzing
market industry and the brands themselves, and expect to further innovation in the
future.
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