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Self-learning techniques; fundamental grammar; part of speech; spelling; pronunciation and
intonation; reading and listening techniques; understanding the main idea and identifying specific information; basic
conversation; making questions; answering questions; functional language and idioms; basic English writing; simple

sentence structure; punctuation; capitalization; using simple conjunctions; vocabulary related to daily life
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(English On Air)
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English for communication; all-skills development: listening, speaking , reading and writing,
emphasizing on the necessary skills for higher education; listening tasks as a basis of speaking; discussion and extension;
note-taking; identifying main points and summarizing information from listening texts; listening for inferences; narrative
and explanatory speaking: giving opinions, suggestions and advice, describing people, places and activities; public
speaking; reading strategies: skimming for main ideas, scanning for specific information, guessing meaning from context,
making inferences from written texts, reading for writing; writing well-constructed paragraphs and compositions,

summarizing, paraphrasing information
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(English for Basic IT)
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English vocabulary; functional language and jargons related to information technology industry:
computer, hardware and software, website, internet and online transactions, multimedia, enterprise social media, e-

commerce, etc
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(English Pronunciation)
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English pronunciation and articulation; intonation; stress; different accents of English
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(Advanced Writing)
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Advanced writing techniques; different types of essays writing supported by facts and opinions;
referencing and citation; creative writing; writing techniques to make the writing interesting; applying an integration of

creative writing techniques in essay writing
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(Academic English: Listening and Speaking)
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A course focusing on communication skills; listening and speaking through daily life conversation,
news, tv programs, movies; listening in academic contexts; announcements in formal settings or in workplace; speaking
skills practice: speaking techniques for giving opinions, answering questions, making conversation; skills building for

English proficiency test preparation
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(Academic English: Reading and Writing)
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Fundamental English reading and writing for academic purpose; reading comprehension; reading for
vocabulary building; identifying main ideas and specific information; reading between the lines; reading for writing;
writing skills building: sentence structures, writing mechanics, writing with coherence, summarizing and paraphrasing;

English proficiency test preparation such as TOEIC, TOEFL, IELTS ,or other tests
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(The Future Earth)
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Advancement in science; fast-growing technologies and their impacts on human life and modern
society in 21" century; new energy, green energy, alternative energy; ecosystem and environment; global and social

problems; drawbacks of the advancement
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(Creative Problem Solving)
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Factors and causes of problems; understanding problem; types of problems, problem solving steps;
algorithm; thinking for decision making and algorithm; problem solving with algorithm; critical thinking and ideas;
reliability and relevance; sources of information, understanding the sources of information, evidence, facts, validity, and
reliability
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(Organic Thinking)
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Analytical thinking; presumption and assumption; hypothesis; convergent and divergent thinking; data

finding; problem and solution finding; predictions; logical; numerical analysis; relating and creating things; value adding
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(Everyone Can Draw)
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Introduction to basic drawing and practice; sketching; basic drawing, light and shadow; human figures
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(The Sound of Music)
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Exploration of historical periods of both Eastern and Western art music; musical styles, musical
elements, and composers and their works; basic musical concepts; develop music perception skills and representative

musical compositions
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(Everyday English)
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English for daily life; general English; all-skills improvement: listening, speaking, reading and writing
for different situations in daily life; conversation in English; vocabulary for different situations; academic English to apply
in classrooms; listening for academic purposes; discussion and presentation in English; reading in English from different

sources; academic writing and writing English in daily life
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(English for Career Readiness)
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Content-obligatory language and content-compatible language from a variety of topics such as
personality development, morality, ethics, Earth and environment, cultures, interpersonal skills, etc.; learning language

through content and vice versa in order to develop language skills and each individual personality simultaneously
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(Media Language and Art of Storytelling)
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English language, expressions and specific vocabulary for media production industry such as news
writing, advertising, radio broadcasting and television, public relation, plays and performances, etc.; science and art of

storytelling: effective storytelling to gain audience’s interest and to reach target groups
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(Public Speaking)
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Public speaking techniques; speech preparation based on information research with references and

supporting facts; verbal and non-verbal communication
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(Creative Media for Academic Presentation)
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Types of media for academic presentation: advertising, animation, computer games, photo, picture and
raw data; academic presentation and environments; presenting technical information; mobile and devices; interactive
medias; reality technologies for presentation; information protection and privacy of medias for presentation; digital

resources and tools; creative media production and technologies
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(The 5th Need)

aa o 1 1

anudinguazaninavesdedinylugandna nquanerguesaulunaazganudediny teinan

a

A o aa o A = v a

@ 4§ @ 4 4 4 4§ @
%uﬁﬁ]ﬁﬁﬂll ﬁﬂﬁ'\iﬂllsluQﬂﬂ%ﬂﬁLWﬂﬂ'ﬁﬁﬂ‘H1I,La$Lﬁﬁ]ﬂ'liﬁﬂ‘]9]'lllu’3ﬁ1ﬁxﬂunﬂ ﬂiziﬂ%uuaﬂwymmﬁamm
@ a1 o Aa { @ a < 1 @
wsgs iy nalemsnszsAamnetuneuiaiwesasaumiludiudivesioya
The importance and influence of social media in digital age; age groups of each generation and social

media; social media applications; social media in digital age for education and educational entertainment; advantages and

disadvantages of social media; computer crime act and information privacy
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(YouTube Marketing)
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YouTube Vlog industry; Developing a digital landscape; creating YouTube channel; YouTube rules
and regulations; international copyright and common creative amendments; creating viral videos and developing the

digital contents
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(Design Thinking and Branding)
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Process of product design and development; creating quality products; enhanced capabilities, attractive
prices, compressed production time; Rapidly changing technologies; computer-based technology; shorter product life

cycles; presenting and branding products; achieving successful income
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(Online Advertising Management)
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Google AdWords; a significant global advertising platform; the capabilities of Google company;

Google AdWords provides highly customizable advertising on any computer device

142-022G5 Tanaey 2((2)-0-4)

(Life is Beautiful)
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Development of life aesthetics through learning and understanding the beauty of life through art and
creative media for holistic healthcare; physical and mental healthcare, emotional and feeling management, searching for

inspiration, creating encouragement, living in different cultured society peacefully
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(Learn to Roam)
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Travel and living abroad; planning an international trip; getting a passport; getting a visa; types of visa;
preparing necessary documents; finding accommodations; tips for solo travellers; culture shock and cultural awareness;

useful language for travelers; preparing yourself for living abroad; how to deal with an emergency case abroad
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(Art of Living)
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The art of living a fulfilled life; self-awareness and understanding of nature, human nature, physical
and biological environment; opening one’s view towards the world, processing and embracing the differences;
communication skills and creative problem-solving skills for peaceful co-existence; life management and adaptation to the

moving environment on a good basis of consciousness and healthy mind
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(Benefits of Mankind)
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The Integrative activities emphasizing the philosophy of sufficiency economy, work principles,

understanding and development of King’s philosophy for the benefits of mankind
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(Entrepreneurship)
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Entrepreneurship models, entrepreneurial organization and management, business management

strategies for accomplishment under current circumstances

142-027G4 maTuTadie louazms i 2((2)-0-4)

(AI Technologies and Literacy)
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Introduction to Al; history and development of Al; Al foundations; Al technologies and applications;

data privacy and its impact on society; Al research and future trends; ethical use of Al
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(Basic Programming)
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Principles of computer programming and its application; basic syntax; data types; operators; decision
making; loops; arrays; string; functions
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Students are able to
1. identify flowchart symbols and define algorithms using pseudo codes and flowcharts
2. recognize and explain the basic syntax of computer programming and identify the differences among different
data types.
3. implement basic computer programs to create simple interactive applications.

4. apply conditional statements, iterative process through loop and nested loop statements, defined functions,

strings, and arrays to solve the given problems in computer programming.
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(Principles of Graphic Design)
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Art of graphic design for communication; typography and layout design for publications; corporate
identity design; mind mapping creation for the concept developing
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Students are able to



1. explain the foundations of graphic design.
2. classify graphic design and apply it to their work.

3. combine graphic design with creativity in their work.
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(Script Writing and Storyboarding)
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Foundations of script writing; film techniques; picture language; storyboard sheet; pre-production stage;

background and character design; editing an animatic with computer software
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Students are able to

1. understand and apply storytelling principles applicable in the areas of video, short film and commercial film

production.
2. produce and manage digital assets for various production scenarios including storyboard and animation.

3. develop and present ideas in both written and oral formats.
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(Principles of Web Technology)
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Web development workflow; web wireframes and mock-up; HTML basics; CSS basics; web standard
and validation; accessibility and usability
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Students are able to
1. explain in-depth knowledge of the internet and world wide web
2. explain the initial and development process of the website

3. write the hard code of basic web development under client-side service to solve specific problems



4. demonstrate various advanced web technologies and use them to enhance a basic website
5. evaluate web products in terms of their usability, navigation, and accessibility.
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(Digital Photography)
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Theories and operations of cameras; principles of photograph using digital camera; composition;
atmosphere and mood; application of computer software for photo manipulation (light, shade, contrast)
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Students are able to
1. demonstrate how to use the techniques in digital photography to make it more attractive.
2. create a story that communicate the meanings through the photography.

3. select the image format to be used in various media such as print, online, or a resource to be used in another

field of the digital image.
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(Fundamentals of 3D Modeling)
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Fundamentals of computer-based 3D modeling; modeling both non-organic and organic forms using
various techniques, including box modeling and low-poly modeling; texturing, lighting, and rendering to create fully
realized 3D models
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Students are able to

1. understand about the compatibility of software, hardware, and its operation system (OS)



2. understand the design process and be able to create both 3D visual artworks based on 2D concept art or
reference images in building a project piece
3. apply tools for 2D and 3D visual arts work design and presentation

4. conduct academic and professional codes of ethics in relevance to creative digital media creation
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(Object-Oriented Programming)
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Prerequisite: 142-142 Basic Programming
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Basic concept of object oriented software design; programming structures in object oriented language;
object and class definitions; object attributes and behaviors; based classes; inheritance; arrays; reuse of software
components; object oriented programming for database connection
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. User defined data types

. Method

. Parameter

. Class

. Encapsulation

. Object Oriented Programming

° Database Management

. Tools in Window Form Applications
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Students are able to

1. apply the following computer programming knowledge to solving their problems

. User defined data types

. Method

° Parameter

J Class

. Encapsulation

J Object Oriented Programming
o Database Management

. Tools in Window Form Applications



2. develop window form application project in order to interact with the users.
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(User Experience and User Interface)
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Cognitive psychology and science; human, computer and interaction; methods and techniques of
interaction design; evaluation of interaction design; user support systems and documentation; disability issues with
computer interaction
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Students are able to

1. acquire user requirements through user research and create user journey maps to examine users’ interactions
with the products.

2. identify key concepts in UX and Ul design and apply appropriate tools to prototype their applications in low
fidelity and high-fidelity interactive wireframes.

3. employ UX/UI principles in a practical design project.
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(Cooperative Education and Internship Preparation)
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Philosophy and goal of cooperative education; effective cover letter; resume preparation; interpersonal
communication skills; job interview; work ethic
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Students are able to
1. explain the philosophy and goal of cooperative education
2. write effective cover letters
3. customise the resumes for different industries, roles, and career stages
4.  apply skills to work effectively in teams, fostering open communication and cooperation to achieve shared goals

and objectives

e

apply techniques in mock interviews and role-playing exercises to practice interview techniques

6.  explain ethical principles and standards applicable in the workplace
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(AI for Creative Media and Technologies)
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Fundamental of machine learning algorithms; data transformation and modeling; human-Al
interaction; prompt design; generative Al; creative Al; Al in content creation; text generation; image generation; Al
research and future trends; ethical use of Al
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Students are able to
1. understand and apply Machine Learning to address complex problems, including the development,

implementation, and evaluation of machine learning models.



2. develop proficiency in utilizing logic and planning to resolve Al-related issues, while gaining an understanding
of how these methods influence Al decision-making.

3. implement fundamental techniques of computer vision such as image processing, object detection, and feature
extraction to assist computers in interpreting visual data.

4. comprehend and implement the basic principles and techniques of Machine Learning, empowering computers to

understand and generate human language.
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(Game Design)
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Game genres; rules writing; game design process; paper prototyping; mathematics and probability for
the game; game balance; level design; business aspects of game development
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Students are able to
1. identify and explain the fundamental game design principles and develop non-digital game prototypes with
game design documents.
2. explain basic technical concepts in game development and be able to design and develop simple digital games
using a game engine.

3. employ appropriate assets available from online resources which can blend in well in their game design project
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(Motion Graphic Design)
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In-depth exploration of the motion graphic design workflow; emphasizing the creation of conceptual
designs; the development of ideas; analyzing digital marketing requirements pertinent to motion graphic design; engaging
in the design and production of digital assets; adapting motion designs for various platforms; ensuring versatile and

effective application.
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Students are able to
1. understand software, hardware, and operating system compatibility
2. understand the design process of creating 2 and 3-dimensional images that will be applied in artworks

3. apply design tools and convey 2 and 3-dimensional images into their design concept

4. have morality, ethics and professionalism in creating media
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(Database System)
9 9 Y @ 9 @ 9
izuuuwyﬂmyauazgmmaga aofaenssy 3 TAVVDIFIUUBYD TSUUNITVANITFIUUDYA NI
pRNUUU MYy JIuToyaBsduiius Mpueadea MIuTMIsgIuToya
File-based system; database system; 3-level architecture of database; database management system;
database design; the relational database; SQL language; database administration
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Students are able to
1. comprehend the fundamental principles underlying database management systems.
2. learn and comprehend how to design a data model for a relational database.
3. effectively manipulate data within a DBMS using a query language, demonstrating an understanding of its
applications.
4. understand and describe the concepts of concurrency control, database security, and other common challenges in

database management.
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(Digital 2D Animation)
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2D animation creation; computer program; animated drawing process; producing method of motion
pictures
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Students are able to
1. relate knowledge of various animation history and techniques.
2. identify and apply the animation principles.
3. understand the timing and motion through key-frames, holds, and in-between and develop their skills to create

digital 2D animation.
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(Cross-Platform Mobile Application Development)
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Prerequisite: 142-150 Object-Oriented Programming
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Mobile platforms (android, iOS, etc.); mobile device environments; fundamentals of application
programs; HTML; CSS; single-pane and multi-pane user interfaces; events and activities in mobile devices; user
notifications; graphics and animation; multi-touch and gestures; multimedia; location and maps; data management;
services, threads and handlers in mobile platforms
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Students are able to
1. understand the fundamental concepts and related theories of the cross-platform mobile application
development.
2. explain the technology and terminologies used in the cross-platform mobile application development.
3. apply the techniques and related concepts to implement the cross-platform mobile application. develop the

cross-platform mobile application project.
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(Fundamentals of 3D Animation)
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Foundation of 3D animation; keyframes; graph editor; basic set up
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Students are able to
1. use 3D tools for animation.
2. understand the principles of animation.
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(Seminar in Creative Media and Digital Technologies)
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Acquisition of new knowledge frontiers; issue trends in digital media; digital emerging technology;
impact of innovation development; emerging digital technology implementation; analyze; discussion and criticism
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Students are able to
1. personalize their work schedules via an industry-standard visual planning sheet, in order to. manage their
projects to develop every element in a time frame of the course.

2. understand the importance of critical criticism through analyzing and interpreting other students’ assignment.

3. understand the vital concept of digital media business plan, competitors, and potential startup business.
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(Cooperative Education and Internship Preparation for Industries)
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Industry overviews; field trips; necessary skills for industries
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Students are able to
1. explore entrepreneurial opportunities and innovative practices within the creative media industries
2. apply the knowledge and deepen their understanding of industry practices for portfolio creation

3. equip with the essential skills and competencies necessary to succeed in the dynamic and competitive industries
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(Project in Creative Media and Digital Technologies I)
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Codifying of learning experiences; research; data analysis; proposing a project in digital media; class

discussion; writing report and presentation
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6. WITTYIUTTUMNIPINITUASITIFWNLNYIUDINUNITAINATIATIAING
Students are able to
1. understand the compatibility of software, hardware, and its operation system (OS)
2. apply the fundamental software for basic use at the office for creative media creation and digital media
knowledge professionally

3. have the skills and understanding of the collection and analyzation of users’ need data procedure for creative

digital media creation aiming to the objectives of use



4. apply tools for analyzing problems and needs in design work
5. apply the research methodology for creative digital media creation

6. conduct academic and professional codes of ethics in relevance to creative digital media creation
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(Project in Creative Media and Digital Technologies II)
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Prerequisite: 142-355 Project in Creative Media and Digital Technologies I
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Continuation of 142-345; summarizing; compiling; project media development and management for
project proposal presentation; proceeding project plan and developing work piece to a complete level of media
production; integration of art, computer and communication; writing report and presentation
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6. WITTYIUTTUMNIPINITUASITIFWNLNYIUVDINUNTATINATIATDAING
Students are able to
1. understand the compatibility of software, hardware, and its operation system (OS)
2. apply the fundamental software for basic use at the office for creative media creation and digital media
knowledge professionally
3. have the skills and understanding of the collection and analyzation of users’ need data procedure for creative
digital media creation aiming to the objectives of use
4. apply tools for analyzing problems and needs in design work
5. apply the research methodology for creative digital media creation

6. conduct academic and professional codes of ethics in relevance to creative digital media creation
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(Illustration)
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Ilustration; sceneries; character design; visual communication; narrative illustration; illustration and
media; illustration style; illustration and media; words and visualization.
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Students are able to
1. demonstrate the design process for creating illustration artworks.
2. create the illustration using various media.
3. select the appropriate tools to create illustrations accurately.

4. use the traditional creative techniques with modern technology in illustration.

5. create the illustrations that communicate effectively with the target audience.
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(Game Script Writing)
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Basic game storyline writing; character creation and development; game narration; game structure;
progress structure; story arc; pacing; climax
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Students are able to

1. explain the key elements of game script writing such as character design, game narration and story arc.

2. implement appropriate progress structures in a game script.



3. apply the principles of character development to create game characters.
4. create a game script that incorporates the principles of game script writing with a unique story line, engaging

pacing and climax.
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(Digital Entrepreneurship)
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Key issues to be considered when starting a business: marketing, sales, finance and legal
requirements; psychology behind starting up a business; processes involved; business formats; market research; the
importance of cash flow; inspiration and motivation for business startup
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Students are able to
1. design and execute business model canvas, value proposition and customer segments, marketing using the
significant methodologies of the modern business principles.
2. understand the method of product testing, finance and legal for model entrepreneur.
3. use the widely used available software and tool to help a design of business model, prove of concept and
prototype based on a minimum variable product approach.

4. utilize collaboration working skills through teamwork.
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(Netizenship)
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Internet Citizen or Digital Citizen; principles of proper online manner; laws and ethics, rights and
responsibilities; Netizenship behavior (social, education), netiquette and Internet-based tool for Netizenship
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Students are able to

1. comprehend the concept of being an Internet or Digital Citizen, inclusive of understanding the principles of
appropriate online behavior, laws, ethics, rights, and responsibilities.

2. exhibit an understanding of Netizenship behavior in social and educational contexts, which includes the
application of netiquette and the responsible use of Internet-based tools for effective Netizenship.

3. assess and evaluate the impact of online behavior on individuals, communities, and society, with a focus on
nurturing a positive and inclusive digital environment.

4. cultivate critical thinking skills to determine the credibility and reliability of online information and navigate
potential risks and challenges linked with digital citizenship.

5. employ ethical considerations and responsible decision-making in online interactions, acknowledging the

importance of privacy, security, and overall digital well-being.
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(Anatomy for Animation and Sculpting)
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Study the structure of living creatures; bone and muscles; proportion and movement of living
creatures
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Students are able to
1. understand software, hardware and operating system compatibility

2. understand the design process of creating 2 and 3 dimensional images that will be applied in concept art for

games, film and animation



3. apply design tools and convey 2 and 3 dimensional images into their design concept

4. have morality, ethics and professionalism in creating media

142-365 M5 1Usunsuns1iln 3((2)-2-5)
(Graphic Programming)
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Prerequisite: 142-142 Basic Programming
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3D graphic programming; object transformation; object animation; light setting and object surface
customization with programming; custom menu creation; programming complex particle movement
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Students are able to
1. explain the fundamentals of scripting in 3D modeling and animation software.
2. animate objects to create complex motions using scripts.
3. configure the light settings and customize shaders and texture of an object using scripts.

4. build custom user interfaces using scripts.
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(Digital Software and Application)

- A A s ¢ a wa a & s ¢ s A
ﬂ'J'IIIEL'Uﬂﬂ@]ulﬂﬂ’]ﬂ’ﬂﬂ%‘ﬂa“ﬁﬁ]ﬂ@]u'ﬁlmzﬁzﬂﬂﬂ{]ﬂ@ﬂﬁ MsaaaIranaALIs Qﬂﬂimmiﬂ"lﬂﬂ n13
o 4 0 4 a A q ¥
Uszanawa nsesilomstiuaue insesilolumsndadolszauuazmslszynd 19
Introduction to digital software and operating systems; software installation; network devices; word
processing; presentation tools; production multimedia production tools and their applications
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Students are able to



1. describe important characteristics and identify them using examples. the relationship between the characteristics
of a good digital software system.

2. describe the components of the basic digital software development process.

3. specify different types of models. used in digital software development and explains the relationship between

models, perspectives, and digital software development.
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(Design Thinking)
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Introduction to design thinking; design thinking processes; empathizing; need and requirement

analysis; understand the problem and define; ideation; iteration; prototyping and user testing
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Students are able to
1. explain the fundamental principles and concepts of design thinking, including the various stages and processes
integral to the design thinking approach.
2. analyze the techniques to gain an in-depth understanding of users, their needs, and their requirements, which
aids in effectively identifying and defining the problem.
3. exhibit proficiency in ideation, iteration, prototyping, and user testing as essential components of the design
thinking process, thereby fostering creativity and innovation.
4. use design thinking methodologies to address complex problems, producing practical and user-centric solutions

through a structured and iterative approach.
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(Digital Design Services)
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Introduction to digital service design; design service strategies; digital business models; case studies;
service design techniques; solving problems and solutions; prototyping of services
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Students are able to
1. explain the foundations of digital service design.
2. use the expertise of digital service design to create design services.

3. create a service prototype using the proposed digital service design.
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(Creative Media for Presentation of Scientific Discovery)
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Provide context for scientific facts; explain methodology and statistics; design and fabricate
presentation materials; communication; engagement; oral presentation; classroom presentations; exhibits and displays
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Students are able to



1. interpret scientific data accurately, provide context for various scientific facts, and explain the methodology and
statistics used in scientific research to both expert and non-expert audiences.

2. exhibit the ability to design and create effective presentation materials that clearly communicate complex
scientific information. This includes developing engaging classroom presentations, exhibits, and displays.

3. improve communication and engagement skills with a specific focus on oral presentations. learners will acquire
skills to engage diverse audiences and adapt their communication style to suit the needs and comprehension
level of the audience.

4. cultivate the ability to think critically and creatively about scientific information, and effectively convey these

insights through well-structured presentations that can be easily understood by various audiences.
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(Digital Innovative for New Media Creation)
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Digital natives and digital immigrants; user experience; online consumer behavior and psychology;
digital innovative transformation; change management and engagement; digital collaboration and co-creation; digital data
analytics; planning and developing digital contents; social media marketing
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Students are able to
1. understand the implications of digital technology for society and business.
2. Implement strategic initiatives for organizational change.
3. choose the latest digital technology components to create new business or add competitive value to the
organization through digital transformation.

4. apply appropriate digital technology to create business or add competitive value to the organization.
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(Digital Data Management and Data Analytics)
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Prerequisite: 142-154 Database System
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Data collection, data exploration and investigation; features of information; data preparation and
cleaning; feature extraction and feature selection; data visualization; data science algorithms; classification algorithms;
regression; clustering; association algorithms
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Students are able to
1. describe about data source, databased, DBMS and database technology.
2. discuss a basic concepts of data warehouse, modeling, design usage and implementation.
3. execute a data preprocessing technique to transforms raw data into an understandable format.
4. apply a data analytics technique to support organization and others important domains.
5. apply the widely used available technology tools/software to encourage data management and data analytics

activities.
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(Digital Data Analytics & Business Intelligence)
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Source of business information and data integration; key performance indicator; business design;

business data extraction, business transformation and digital trends; intelligence model for business; information loading;

prediction model; dashboard design for business
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Students are able to



1. specify about Digital Data Analytics & Business Intelligence (BI) concept.

2.  manage a decision making and data analytics technique to support business organization and others important
domains.

3. implement the widely used available technology tools/software to encourage the strategic use of BI technology
for strategic advantage, and to provide practical understanding of the BI concepts and technologies in business

organizations.
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(Digital Research for Creative Media)
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Digital research methodologies; user experiences and user requirements; problem defining; research
objectives; digital sampling; literature review; research methodology and design; research tools; data analytic techniques;
research report and presentation; research and application for creative media and new media
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Students are able to

1. demonstrate knowledge of research literacy.

2. demonstrate an understanding of the significant risk and ethical issues raised by the conduct of media research.

3. demonstrate a working knowledge of the theories and frameworks through which media are analyzed and
understood.

4. demonstrate familiarity with research into media audiences and users.

5. develop an understanding of media industries and institutions, particularly the role that research plays within the

knowledge economy and future career development.
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(Digital Technology for Creative Media)
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Creative technologies; internet art; digital production design; artificial intelligent characters;
electronics and fashion; interactive installations and immersive experiences; multi-sensory experiences; cross-disciplinary
interaction; creative art; digital entertainment products
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Students are able to
1. comprehend creative technology knowledge thoroughly.
2. create an immersive experience, students must be able to apply creative technology and select the appropriate

tools.

3. design a modern and up-to-date prototype to create an immersive and multi-sensory experience.
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(Digital Matte Painting)
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Arrangement and composition of motion pictures from other location; decorative wallpaper; modifying non-
existent place to scene in animation, video, film
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Students are able to
1. comprehend intermediate knowledge of motion picture arrangement and composition.
2. integrate the arrangements and utilize good composition in their design work.
3. combine with moving images using tools.

4. produce motion pictures, animation, VDO, and videos that demonstrate appropriate arranging approaches.
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(Digital Marketing Strategies)
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Digital and content marketing strategies; branding; combining traditional and digital marketing; how
to conduct a research and pitch; digital space; digital assets; online and video marketing; online direct marketing
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Students are able to

1. plan and execute a process of digital marketing strategy utilizing significant theory, methodology and
techniques.

2. apply the widely used available technology tools to improve personalized and customer loyalty marketing
strategy.

3. design a proper content in digital media and social media platform for the digital marketing purposed.

4. utilize collaboration and communication working skills through teamwork.
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(Cinematography)
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Digital video production workflow and process for visual effects, green screen shooting techniques;
motion capture for visual effects
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Students are able to
1. Explain digital video production procedures and methods.

2. Use knowledge and be able to select appropriate equipment for digital video creation.

3. create digital video projects using various techniques.
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(Game Programming)
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Prerequisite: 142-150 Object-Oriented Programming
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Foundations of game development; video game history; game engines; control characters; user
interface; software architecture for video games; animation; mathematics for games, 3D graphic programming with
popular graphic API; physics of games; real-time shading effects: light and shadow, light reflection and shadow reflection
of characters
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Students are able to
1. identify key technical concepts in game development and apply programming skills to develop game mechanics
using advanced techniques
2. employ game engine tools to animate game characters for different states.
3. employ lighting techniques in their games.

4. develop games on mobile platforms.
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(Frontend Web Development Using Framework)
<3 1 4 <3
Taseaadudumi sedilsznevvedlaseadie wiesileveslaseadie szuudvloaniiuaen
msnadouds Tsunsuusmsg 19
Frontend web Ul frameworks; framework components; framework tools; single page applications;
client-side server testing
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Students are able to
1. describe the front-end web structure. including structural elements and tools.
2. develop web structure using structure tools.

3. test the basic functionality of the website.
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(Content Management System)
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Recent open source content management system (CMS); differences between content management
system; create and deploy websites using CMS; editing content; adding functionalities; creating custom templates;
website maintenance
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Students are able to
1. develop project-based experience needed for entry into web-based content management system.
2. use a variety of strategies and tools to create cms websites according to difference purposes.

3. create standards-based CMS websites that are accessible and usable by a full spectrum of users.
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(Advanced Game Programming)
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Prerequisite: 142-150 Object-Oriented Programming
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Game programming technique; data structure for game programming; multi-player game using
network; introduction to Al games; mathematics for games; physics of games
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Students are able to
1. store and load data to restore game states and events.
2. employ basic artificial intelligence techniques for pathfinding and navigation.
3. build a basic multiplayer game.

4. employ mathematical operations for physics interactions in games.
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(Special Topic I)
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Key topics and trends on the current situation for the most updated knowledge in digital media and

related technologies
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Students are able to
1. understand the situation of digital media trend in the current situation.

2. recognize the concept and methodology of the digital media trend.

3. apply the concept and methodology to support digital media projects.

142-389 A Tu Tad e v 3((2)-2-5)
(New Media Technology)
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Roles, significance, and impact of information technology and new media; application of information
technology conforming to principles of art in communication
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Students are able to
1. identify and explain the conceptual difference among emerging media technologies.

2. identify and explain the role and possible applications of new media technologies and digital arts.

3. choose appropriate approaches and apply media technologies into digital art projects.
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(Special Topic II)
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Key topics and trends on the current situation for the most updated knowledge in digital media and
related technologies
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Students are able to
1. understand the situation of digital media trend in the current situation.

2. recognize the concept and methodology of the digital media trend.

3. apply the concept and methodology to support digital media project.
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(Shading, Lighting and Rendering)
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Principles of concept rendering techniques, rendering; 3D rendering management; applying advanced
rendering techniques; light, shade and texture set up
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Students are able to
1. understand shading, lighting and rendering (SLR) process.
2. create a rendering scene for a still-image or animation project without problem.
3. known how to use basic post-production processes to facilitate an SLR project.

4. manage a work plan for an SLR project.
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(Identity Design)
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Design processes of visual identity; brand identity analysis; brand name; brand design; fundamental of
advertising design; planning and analysis of advertising production; graphic advertising design; movie advertising design
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Students are able to
1. explain the fundamental of corporate identity and brand identity.

2. use the visual identity in design work and advertising with stakeholders.

3. create a corporate and brand identities to market their firms.
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(Packaging Design)
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The packaging design process serves the user requirement, color selection, typography design,
materials and print techniques, and mockups with 2D and 3D visualization in order to present the designed package
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Students are able to
1. explain the fundamental product design concepts
2. use product-appropriate graphic design, typeface, and substance.

3. create the package that are appropriate for both brands and customers.
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(Special Topic III)
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Key topics and trends on the current situation for the most updated knowledge in digital media and
related technologies
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Students are able to
1. understand the situation of digital media trend in the current situation.

2. recognize the concept and methodology of the digital media trend.

3. apply the concept and methodology to support digital media project.
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(Client/Server Application & Web Technology)
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Web technologies architecture; Remote procedure call; server-side programs; client-side programs;
Web creation support tools; web management supporting tools
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Students are able to
1. design and develop web applications with a server-side scripting language.
2. validate data from heterogeneous sources into real-world web applications.
3. incorporate standard data formats into web pages.
4. apply server-side design methodologies.

5. test & validate server-side web applications.
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(Internet of Things and Embedded Devices)
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Fundamental knowledge about internet of things; relevant standards; sensors and devices; embedded
system programming; cloud interface; communication protocols; internet of things applications; peer to peer
architecture
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Students are able to

1. explain the definition and usage of the term “Internet of Things” in different contexts.

2. understand the key components that make up an IoT system.

3. apply the knowledge and skills acquired during the course to build and test a complete, working IoT system
involving prototyping, programming and data analysis.

4. understand where the IoT concept fits within the broader ICT industry and possible future trends.
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(International Studies I)
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Cultural experiences; global citizen; cognitive flexibility; language proficiency
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Students are able to
1. demonstrate self-confidence towards cultural experiences
2. demonstrate a global mindset and appreciation for cultural differences
3. use language for communication appropriately in different social and situational contexts

4. address complex problems through self-directed learning from multi-disciplinary perspectives
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(International Studies II)
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Digital media; cultural difference; digital media lab
o d a
WAANEN35813 V8951839
AEouaNI0
a A asa o v A an o Ay Yu a a Y v
1. esueszboudsInendmsudeaian lasueninanndsemenditu
2. WaananuiinevestumvITIvan
3. aszvmiinianuuanaameivusssurazesuteauianud lvunmvesiausssusenNFe N3
U iAnazmssug
@ o <3 Y a 1 Y a oA ] =3 Y a oA Ed
4. Welnnyzmsnudeyauazmaiinge o luveslquamsriumszous laenslgiauazlseaunmsal

maauylumndendna

Students are able to

1. articulate a methodology in digital media which are influenced by the host country

2. generate a body of work that applies to the major field of study

3. raise an awareness of cultural differences and demonstrate an understanding of culture’s role in shaping beliefs,
practices and perceptions

4. develop skills in data collection and lab techniques through hands-on learning and field experience in digital

media
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(Display Design and Exhibition)
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Prerequisite: 142-356 Project in Creative Media and Digital Technologies II
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The exhibition and display design process; researching the client and the audience; the venue; applying

graphics, lights, sound, movie, animation, and multimedia devices the messages of the exhibition
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Students are able to

1. understand the compatibility of software, hardware, and its operation system for artwork creation (OS)

2. analyze, design, and present ideas derived from needs and conditions, and integrate both digital media and
digital technology knowledge for different types of creative media

3. have skills in expressing ideas and visualizations as creative digital media in digital work

4. apply tools for 2D and 3D visual artworks in variety of media for different purposes

5. conduct academic and professional codes of ethics in relevance to creative digital media creation — being

familiar with copyright standards

142-401 avfaAnd e atassauazma Tuladaina 6(0-36-0)
(Cooperative Education in Creative Media and Digital Technologies)
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Learning and working in organizations (government organizations, state enterprises, private

companies, or international organizations) that related to digital media fields under the approval of program administrative

committee
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Students are able to
1. understand the working processes and ethics through hands-on experience in the industry.
2. apply their knowledges in their assigned work or projects in a company.
3. adjust themselves to the organizational culture in the field.

4. improve their necessary soft skills required in the real working environment.

5. develop a cooperative education project supervised by company and faculty advisors.
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(Internship in Creative Media and Digital Technologies)
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Training in organizations (government organizations, state enterprises, private companies, or

international organizations) related to digital media fields with the minimum period of 300 hours

wadnEmMsBeuivesseIn
AEouaNI0
1. whlwnszuaumsihaues 1esssudulszaumsainsalugaasnnssy
2. hanud I s Tasemsi I8 umeunelunsm
3. sieuinezisuiluisuduluanmnadesmsiaunsa
Students are able to
1. understand the working processes and ethics through hands-on experience in the industry.
1. apply their knowledge in their assigned work or projects in a company.

3. improve their necessary soft skills required in the real working environment.
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nsefus1enau (Group Discussion)
nsseusuuldlasanmadugiu
(Project-based Learning)
N5L3EU3NNTINNUITY

(Research-based Learning)

1. msiidusalududeu
(Participation in Class)

2. msUssfiunuiilasu
1aUNeY (Evaluation of
Work Assignments)

3. msUszdiulaeiiiou
(Peer Assessment)

4. msUseliuanlasenig
(Evaluation from Course

Project)
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N59ANISTEUIUUL Active Learning
nsseunuuldlasenmadugiu
(Project-based Learning)
msssunuuldtgwidugiu

(Problem-based Learning)

1. MsUszfiuanuiilddu
1aunU1Y (Evaluation of
Work Assignments)

2. MTUNAUINAIIU
(Presentation)

3. ﬂ’]ﬁﬂﬁ%Lﬁuﬂ’]ﬂIﬂﬁﬂﬂqi
(Evaluation from Course

Project)
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Classroom)
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(Team-based Activity)

1 mstidusalududou
(Participation in Class)

2. msUszdiunuiilesu
uaunU1Y (Evaluation of
Work Assignments)

3. msUszdiulagiiiou
(Peer Assessment)

4. MIUNEUDHNAIU

(Presentation)
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(Interactive Lecture)
oaseunauiie (Flipped
Classroom)

MITeuIMenuLes (Self-directed

Learning)
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(Participation in Class)
mMsUssdunuiilesu
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Work Assignments)
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(Presentation)
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Jarenia (Midterm and
Final Paper-based

Examination)
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(Presentation)
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(Evaluation from Course

Project)
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(Project-based Learning)
nsiseuimenule (Self-directed
Learning)
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(Research-based Learning)

mMsUssfiunudilesu
uaunU1Y (Evaluation of
Work Assignments)
NsUTEIUAULDY (Self
Assessment)
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(Peer Assessment)
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(Presentation)
nsUsEiiuaINlATINGg
(Evaluation from Course

Project)
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(Problem-based Learning)
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msseuslagldimaluladiaty
(Technology-assisted Learning)
MITeuIMenuLes (Self-directed
Learning)
N3BEUFNNNTVINIRY

(Research-based Learning)
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(Presentation)
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(Evaluation from Course

Project)
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(Reflection)
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Assessment)
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(Reflexive Journal)
NTUNEUDNAIIU
(Presentation)
nsUsEEUANIATINTG
(Evaluation from Course

Project)




