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UA. 490  lASauLAY 5 il
UA. 323 PANNITOONUUULAY 2 3
Pun o TwIvIdeniunguiviendalziasniseanwuuny 3
UA. 276  Mwaasuf amsutnas1eassrEenIva 3
593 16
AABEUN 2
auA. 201 WUgIU VU kaznN13aeYNINEUASAITA 3
auA. 301  NUFIUNIAUATHATNITEBNLUULFES 2
AUA. 324 MANNITEDALUULNY 3 3
pum. 491  lASa9ULAY 6 3
aun. 224  ns@sunwasuAvues 3
aun. 122  meuimasnsfindwmsutnesniuuiny 3
(lalunienia)
593 17
nangTou i
aum. 395  Usraumsalnieauwiy Elnaw) 1
593 1
UnsAnwi 4 NU2BNA
a a
AABEUN 1
auA. 420  YIUINIINNTRBALUUAINEA 3
UM, XXX TedrFentunguivienfalsihaznsoeniuuiny 3
XXX XXX v ndenias 3
593 9
MAseun 2
aum. 492 AUy 7 4
XXX XXX A NFONLES 3
593 7




UL 2 AnwUN 1-2 AumInerdesssuaansuazln 3-4 faartumalulag DigiPen

1. uwwumsAnwdmsunguivienduuetwdulazivaemving

YnsAnwdl 1 nenn

AAGeui 1

5. 100 walesiunisundym 3
auA. 100 ﬁugmmwﬁ%ﬁa 3

(Litfumefn)

aue. 214 nginA 3
oun. 210 msdemsiuaneidu 1 3
oua. 212 fugtumsnanndsdidin 3
aun. 215  1nu @ wazesruszneu 1 3
oun. 217  nguiuasaie uefiududesdu 1 3
394 21
aAGeuil 2

aun. 216  Inu & uavesduszneu 2 3
oun. 219 NugIUIUILNITWER 3
puA. 201 fugIu ViUl uaznsEevnaweuRSRIvA 3
oup. 101 fugunsldiedesdiolunsarenmsyu 2 99 3

(Litfunmefn)

aup. 213 mi’nmmwﬁaﬁ%ﬁm%uqa 3
oun. 211 nsdeanssumeidu 2 3
oun. 218 mquiuaznaia wedwdudesu 2 3
39U 21
nengTou Mdein
oun. 263 Aninendwiudendva 3
aun. 270 ﬁugmmsmﬁaamuﬁaﬁ%ﬁa 3

39U




YnsAnendi 2 VPNl
madeuil 1
5. 101 lan, oudeuu wazlne 3
739
¥s. 109 winnssudunsEuIuAnKUIENauNT 3
us. 106 AnuAeadsasIAuaznsaeans 3
UA. 312 MSWEUMNEREIUUSYULTEULTTA 3
pun. 202  meuimesniing 2 4R dwmsutneenuuufIvia 3
oun. 311 asadesiunmuszneu 3
pun. 281 lAseu 1 q
oun. 102 dugrunisliiedesiielunisadenmszuy 304 3
(Ladifunaefin)
S74 22
madeuil 2
us. 103 Tiedueiudsbu 3
739
us. 107 vinwgAaviadun1sAUain 3
us. 105 vinwgnsdeansdheniudingu 3
N5. 104 N15AR 81U Lasllsueg1eiiasugIa 3
uUA. 313 N1SPRNLUUFIAYAS 3
pun. 203  ARUWIEINIWNg 3 AR dmsutinesntuuRlvia 3
un. 282  lASI9U 2 4
aum. 314 awSnwmesuetiudu 38R 1 3
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aegaiou iefin
W, 301 msusgneunmsmuIneransiazinalulad 3
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YnnsAnunil 3 I eRhl
aAGeud 1
DAA Elective 300 Level or higher: ART, ANI, FLM, or CG 3
FLM 201 Cinematography or Cinematography for Visual Effects 3
OR
FLM 210 Cinematography for Visual Effects 3
ART 200 Animal Anatomy 3
CG 300 3D Environment and Level Design 3
PRJ 300 3D Production Pipeline il
XLV 19
MAGeud 2
DAA Elective 300 Level or higher: ART, ANI, FLM, or CG 3
DAA Elective 300 Level or higher: ART, ANI, FLM, or CG 3
CS 115 Introduction to Scripting and Programming 3
COM 250 Professional Communication 3
PRJ 350 or  Cinematic Production 4
PRJ 352
3734 16




Ynsinwnidl 4 nienn

nAGoud 1

ART 401 Conceptual Illustration and Visual Development 3
ART 450 Portfolio 3
PHY Elective Any 3 credits course with the PHY designation 3
ENG Elective Any ENG elective 150 or higher 3
PRJ 400 or Cinematic Production or Game Art Project |l

PRJ 402 4
LY 16
nAGeud 2

MAT 100 Precalculus with Linear Algebra and Geometry or MAT elective 4
Open Elective An elective of the student’s choice from any department at DigiPen 3
SOS 115 Media and Ethics: A Social Science Perspectives 3
LAW 115 Introduction to Intellectual Property and Contracts 3
PRJ 450 Career Preparation a4
374 17




Ynsdnend 2 ynefn
wnumMsAnwdmsuindnwilungsivensudaUzuazn1saanuuuing

Ynsdnendi 1 winenn
madeuil 1
us. 100 wallesiunisasdewndym 3
oup. 100 flugiunwAdia 3

(Lahumiaeiin)

PUA. 221  MANNITORNRUULINUJFUNUS 4
aun. 271 nslWeulusunsudmsutnadsassedenisa 4
UA. 274  AMAFIERSEUSULNESNETIARIYIA 3
uA. 290  lAsenuny 1 4
S 21
madeuil 2
us. 104 Vinwgnsdeansdeniudingu 3
un. 202  AeUWIARINI NG 2 TR dmsutinesnuuundiia 3
oun. 220 {adeitugumaiudas 3
aun. 222 Uszaumselfly 1 3
UA. 226  NTTUIUAIIANTOOALUULAN 3
aun. 225  anddnasdularadfdmsuiinadeassania 3
pum. 291  1ASIIWNY 2 4
52U 22
aegaiou Wiefin
aun. 263 Inedmiudeniva 3
aun. 270 ﬁugwumnéﬁmmuﬁaﬁ%ﬁa 3
57U 6
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5. 101 lan, owdeu uwazlne 3
730
ws. 109 winnssudunssuiuAngUseneunis 3
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un. 227  vwiannseenkuuszuungluinm 3
uA. 390  lAsEnunu 3 a
auA. 121 flugunseenuuuaINd MU 3
(Ladfumaefin)

74 22
madeui 2

us. 103 Fnduanudedu 3

730
us. 107 vinwgAIanunsAUynl 3
us. 105 ﬁﬂwsmiﬁamiﬁwmmﬁaﬂqw 3
oun. 325  mseenwuuituil 3
un. 228  faviawmelulagdmsunisesnuuuiny 1 3
UA. 322 MANNITERNLUULNY 1 3
un. 275  Wanddmsulnaseassnnavia 3
um. 391  lassnunu 4 a
71 22
aegaiou Mdein
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730
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Ynnsdnunii 3 wiqenn

nAFeud 1

GAM 300 Project Il 4
DES 302 Game Design I 3
DES 350 Real-Time User Experience Design 3
PSY 201 Cognitive Psychology 3
cs 175 Scripting Languages 3
U 16
A 2

GAM 350 Project Il aqa
DES 303 Game Design Il 3
DES 360 Information Visualization 3
CS 176 Advanced Scripting Languages 3
MUS 115 Fundamentals of Music and Sound Design 3
37U 16




Ynnsdnunil 4 I eRhl

AMAGeud 1
GAM 375 Project Il 4
or
GAM 400 Project IV
DES 400 Integrated Digital Design 3
COM 250 Professional Communication 3
PSY Elective Any three-credit course with the PSY designation. 3
Design Elecitve  Any three-credit DES course numbered 300 or higher. 3
EXEY 16
AAGeud 2
GAM 400 Project IV or 4
GAM 450 Project IV
MGT Elective Any three-credit course with the MGT designation. 3
Design or Any three-credit DES course numbered 300 or higher, or PSY course numbered 3
Psychology 200 or higher
Elective
English Elective  Any three-credit course with the ENG designation. 3
HSS Elective Any three-credit course from the Department of Humanities and Social 3

Sciences, except those wite the COL designation
KLY 16




3.1.5 A195U185183Y1
MR Anuily
General Education Courses
NUINFIAUANEAS
Field of Social Science
15. 100 warlastunsasdlonndgm 3 (3-0-6)
TU 100 Civic Engagement

Ugniledndriln unum wagnihfinnuiuiavevvesmsiluaundnifvesdnslugiuzwailiodlan r1y
NFEUIUNIININUALIT 11U NMsUsTeNe nsedunensdfnwisiie gaudusu Wnedndnwrzdedavilasinissusd
WieliAnns3u3 vieiansiasuudas ludsaiiuiianla

Instillation of social conscience and awareness of one’s role and duties as a good global citizen.
This is done through a variety of methods such as lectures, discussion of various case studies and field study
outings. Students are required to organise a campaign to raise awareness or bring about change in an area of

their interest.

us. 101 lan o1@eu waglvey 3 (3-0-6)
TU 101 Thailand, ASEAN, and the World
Anwusingnsaindrdyvedlan enduunazlng luliivianisdies wwsugia denuduusssu lagldnseu

wwIRn ngud wazsedeuidensdiaumans iiuniseduseuasendieganiunisaiviseyanantasuaiuaul el

' v
U v f Vv (4

AnyuueeauraInratewasiiilanududounduiusiunslan d3nd1inaina (GLOBAL MINDSET) aunsavinnie
nseupuideiuwazdalanimilwilfn ey

Study of significant phenomena around the world, in the ASEAN region and in Thailand in terms of
their political, economic and sociocultural dimensions. This is done through approaches, theories and principles
of social science research via discussion and raising examples of situations or people of interest. The purpose of
this is to create a perspective of diversity, to understand the complexity of global interrelationships, to build a

global mindset and to be able to challenge old paradigms and open up a new, broader worldview.

15.109 winnssuiunsyuILAARUIZNOUNNS 3 (3-0-6)
TU109 Innovation and Entrepreneurial Mindset

ﬂ’ﬁ‘ﬂi%Lﬁu@ﬂ]”lllLgﬁﬁLLaSﬂﬂiﬁ%’WﬂiaﬂﬁaIMﬂ ﬂ’]iaﬂLLa%ﬂ"li’l'NLLNULLUUEEUiSﬂE]UﬂWi nsanaulanaznis
fiaungsha nsdeansidagsianasnsainaussgilasgradiussdviam msaisurinniodsny

Risk assessment and creating new opportunities. Thinking and planning as an entrepreneur.
Decision making and entrepreneurial venture development. Business communication for delivering concept or

initiative in an efficient, effective and compelling manner. Social shared value creation.



NUINUYBHAEAS
Field of Humanities
5. 102 inweaInnedny 3 (3-0-6)
TU 102 Social Life Skills

N1IAUAFUNINAULBILUUDIATIY Hmedusiene o1sual dan wardndyaia Saduinueddyiiay
Frgliuszauanudisanazliiinludsauedrnlugy dmenisiauianuawisalunisguaguainnianienisdanis
AuA3en Msadannutiuamsensuel madilanueswaznisusuiaiiemdytutymmedngela onsual uazdsny
madlarnuminevesgundsaans n1sldfuszaunisaiuaraueuidunnuduiusseniafavsfuayusluas
$1199) RarauAad aund Aavnsuans warandnenssy

Holistic health care, addressing the physical, emotional, social, and spiritual needs, which is
considered. Important skills for success in leading a happy life in society. Students learn to develop their ability
in physical health care to manage stress, build emotional security, understand themselves and adapt to
psychological, emotional and social problems. Students also learn to understand the meaning of aesthetics,
experiencing and appreciating the relationship between art and humanity in different fields, namely visual arts,

music, performing arts and architecture.

15.108  MIWAIUILALINNITAULDY 3 (3-0-6)
TU108  Self-Development and Management
nstansuarnsUudnuEialufuminerderiunansanumanvansuaziEanw MsRauuEedaay
LAZAINAAANIBITUAL N1TDAAULDILAZAITINLNUDUIAA miﬁwmmiﬁ'auimaam%ﬁm LLazmia&uJ'i'wﬁwﬁuath
asuguLaziA TN uLas fu
Coping with and adaptation to university life. Development of social skill and emotional intelligence.
Self understanding and planning for the future. Personality and social etiquette. Learning to live harmoniously

and respectfully with others and the society.

nunN1e (Languages)
15.050  MIIWAIUIINYEN19189NY Y 3 (3-0-6)
TU 050  English Skill Development luitdunaein
Anvinwzawnguluseiudosdu 1 n1sits N1SNA 115874 NSEY LBYITUINIT diesduitugilums
W winwen1woinguszausoly
Practice basic skills for listening, speaking, reading, and writing in English through an integrated method.

Students will acquire a basis to continue to study English at a higher level.

15.104  A15AR 91U LAzl uneaiian T 3 (3-0-6)
TU104  Critical Thinking, Reading, and Writing

ﬂ’mmﬁﬂmms?maEi'mﬁ%wimapmchummzaﬁmm MTIATIEIR NMIFUATIER LagnsUsziliual Nauvinee
msouiieduanszddy ihlegasdonne iauad auudgiu véngiuatduayu nsldinguaiinlugieasuvesnufou
Wiy deunansnnuAniuegidignanaznsiBoudinnms $ndenenanuda uazideslesteyaiindu

[%

LUNBIBIWULDY TINTvENNTg B mang ke tayaunldlunsasassanuleuldedndivsydnsam



Development of critical thinking through questioning, analytical, synthetic and evaluation skills.
Students learn how to read without necessarily accepting all the information presented in the text, but rather
consider the content in depth, taking into account the objectives, perspectives, assumptions, bias and supporting
evidence, as well as logic or strategies leading to the author’s conclusion. The purpose is to apply these
methods to students’ own persuasive writing based on information researched from various sources, using

effective presentation techniques.

15105 Vinwgn1sdeansdeniwdanguy 3 (3-0-6)
TU105  Communication Skills in English

fimuinwensile o 81y uaz@eunundinguelasutumiuaasalumsaunuiile wandsuainudniiu
waznseu devhanudladenivinislumandsieg MieatetuinInvesindnu

Development of English listening, speaking, reading and writing skills, focusing on the ability to hold a
conversation in exchanging opinions, as well as reading comprehension of academic texts from various disciplines

related to students’ field of study.

45.106  ArwARaisEsIALarNNTAeans 3 (3-0-6)
TU106  Creativity and Communication

nsrUIUNIsAREEaieassd TnednsAndainniiduesiusenouddy warnisdeansanudndananliia
KadunYSEINEAInIUSUNAN s antminden Teluseduyaaa 03N uardeen

Creative thought processes, with critical thinking as an important part, as well as communication of
these thoughts that lead to suitable results in social, cultural and environmental contexts, at personal,

organisational and social levels

NUININYIANFASHAZANAATAS
Field of Science and Mathematics
115. 103 FAmifuanudai 3 (3-0-6)
TU 103 Life and Sustainability

nMsfiuiinegnaiviufunisdsuuasedan WilamuduiusseninamaTn vessssuwd uyed uae
assnds madwandouassaine mslingdanu wsvgie davluanudanduasnisulsiuden MAOATUDIAAIININIY
Inermanidauandey Mhlugnsusuaeuiidingnudsdu

This course provides an introduction to the importance of life-cycle systems perspectives in
understanding major challenges and solutions to achieving more sustainable societies in this changing world.
Students will learn about the relationship between mankind and the environment in the context of energy and
resource use, consumption and development, and environmental constraints.Furthermore, an examination of
social conflict and change from the life-cycle perspective will be used to develop an understanding of potential

solution pathways for sustainable lifestyle modifications.



15.107 vinwgRavianunIsuAteymm 3 (3-0-6)
TU107 Digital Skill and Problem Solving
Finwrnsfailsrumiensudymwasnisiaunlenalvdudauuasiasvgia aruanansaludum
wagn1sindsansauneldosnaivszdnsnm nsuszfiupnudndedevesansaune n1sndunsesuazdanisaisaunea
agnaduszuu nslduazassenussuduiana n1sdeansesulavesraiiondn
Basic computational thinking skill for solving problems and developing new social and economic
opportunities. Efficient access and search for information. Information reliability evaluation. Filtering and

managing information systematically. Ethical digital usage and professional online communication.

oun. 271 \Jeulusunsudmiuinaiiassddendsia 4 (2-4-6)
IDD 271 Introduction to Programing for Digital Artist

ndnnsiugIuTessEUUABIUADS ndnnisnsustnanadeyaBlarnsaiind enduassrutuaeaiLg
Uswgnd Tupewus danu nauwnudeya Fnsnisesnuutuasiaulusunsy

Basic concepts of computer system, electronic data processing concepts, system and application

software, algorithm, flowcharts, data representation, program design and development methodology.

aUn. 263 e mSudonasia 3 (3-0-6)
IDD 263 Psychology for Digital Media

o

UsziRnariBnsmnsdninen nginssu fauinsvesuywd usegsle 13iud msisous anudents
UszndldnnnsdiAnueegmidavanuaznsisifesiadenuunadsnasaomnadildiudeia

A study of history and methods of psychology; human behavioral and cognitive development; as
well as learning and beliefs with the applications of case studies in advertising and storytelling through both one-

way and two-way communications in digital media.

aUA.270 fugnumaianidesnudonavi 3 (3-0-6)
IDD 270 Introduction to Digital Narrative

wadianismaaifesarnafouunazantesiu lasaiwwesunazas nsadausstumalanaynssean
awAslunsaisassdunazas msdoasnisnuniwn inwenslaneuiidienensonuituunazas msussersamidn
H1UUNaZAT

A study of basic story-telling, script structure, interactive dialogue, mood and inspiration creation,

and interactive narration in order to develop the theme of the story for the creation of emotional depth.

%ﬂﬁugﬂmmu%mmmam%uazﬂn‘jmmam%
Field of Sciences and Mathematics
aun. 274 AdlnAansavsutinaseassARIva 3 (3-0-6)
IDD 274 Math for Digital Artist
flwndin na1l Haddu p3lnulif wariuguadamasianin Suiutu araniesdu dfudunyun

FIUIURTINYE TINTUBNTINUULTLALAVTASILALABNISTY STUUFNNISHALAIAGANTIY



Algebra, graph, function, trigonometry, discrete mathematics, counting number, probability, degree
of polynomial, rational number, exponential function, function of a complex variable, logarithm, equation system

and conic-section.

aun. 275 Wanddmsutinasassnnavia 3 (3-0-6)
IDD 275 Physics for Digital Artist

osueUsIngMIeitAndfiAntulusssumRuasnuiaeludinuszsiu 1wy Usingnisaluas thwiin use
ey usadunnu wsmdndy Msindeuiidlae wuih NANAILAUND MIBWENNITNNANAAINS

Explanation of physics phenomenon happening in daily life using the principles of mathematics
such as light, weight, gravity, friction, projection/ motion under gravity, and projectiles launched horizontally.
aup. 276  mwiaesud dmsutnasisassrdeniva 3 (3-0-6)
IDD 276  Scripting Language for Digital Artist

ﬁyug’mimqa%NmsL‘TJ‘aunwwwaﬂ%ﬂﬁ%uqaﬁﬁmmslﬂélﬁmﬁummwwé (High Level Language) Tunns
faninuduiuiiotelinmdnnudsuaniity meldarsudlunueuiuaslusunsuanudd madeulusunsndeing
ey

A foundation of scripting and programming language (High Level Language) with the concept of
object-oriented programming, 3D editor program, and scripting for game-engine in order to aid a digital artist

(both game and 3D) to easily execute a scripting language to develop and create his/her work.

AU IUNUTINTIAY

Core Courses

aun. 201 ‘ﬁugm U] WAZN1IAEYINNINEUNTAITIA 3 (2-2-5)
IDD 201 Introduction to Digital Film and Cinematography
ImisAuneu: aeuls oua. 100

anudiladiertueiesdieeildlunstuiinnmedeulnilussuudana msdunedalunisuen
wdessmlunmeund invszgndldfunmeunsuofmduuazin lnsangludesweinisldyundos nsdnann waglv
MIAsEiunLaziiagas MIfuaiuIleIiIaras NMsuiinsuazainUsenau tnefnwanameunsaatadadia
Foidus uaz mathteyanmiadeulmairaangunsalidngrenfiamesiitensadelitauysal
Prerequisite : passed IDD 100

To develop an understanding of the tools involved in the recording of moving digital images.
Students will learn to use the technique of storytelling in film to apply to animation and fame. This includes the
use of camera angles, setting, and lighting arrangements. Students will have to analyze the script and characters

in order to determine the composition. This will be studied through the analysis of well-known films. In addition

students will learn how to input moving digital images into the computer for further editing.



s o v v

aun. 202 ApumeINTIAng 2 3R dmsutihesniuuda 3 (2-2-5)
IDD 202 2D Computer Graphics for Digital Artist
tadunow: dwsutindne avdalziaznisosniuunusesaauld oun. 100
dwsuiindne avwedmdunaziviaenmndsssaeuld aun.101
nsldnumenliuasadeassdnunmaesdii Miduiifeuuazinnsgiuvesgpannnssunisaiisassaninds
wazhoiliudu Lémmﬂmﬁl,%’auiﬁm%ﬂms%uma%wxla aqﬁﬂﬁsﬂawawmﬁﬁ’q FEaziden oI MLazToyad NMUTNg
Famsmbeanuduitefinussansnwnsiny LLa%’J’NLLNu%‘LN’mEjfﬂ‘I;II’IEJLﬁaﬁ]gﬁﬂﬂi%ﬂu awmﬁ’uasﬁﬁﬁwmmﬁ&iwqm

aa o [

Uszgnaldfunsaiaassdauadviasiuine nseenuuuiarasuazarniuseduduuasing sudsnmhamitldainnis
Uszsnanawuusames invhaadeuln feduneunisusvananawuudsudu (Layer based)
Prerequisite :  For GAD students have passed IDD 100

For VFX students have passed IDD 101

To study the creation of 2D graphics for still image and animation using industry standard
software. Students would start by learning the interface and use of the command tools to manage the file size,
color, and managing of the memory resources in order to finish the work for use in the next process of
production. The knowledge students attain will be applied for use in digital painting, character and set design in
game environments, and using raster images for animation in layer based production process.
aun. 203 ApwTIMBINTINE 3 T8 dmiutinesniuunava 3 (2-2-5)
IDD 203 3D Computer Graphics for Digital Artist
Atadunow: dusuilnfAnw avnfalzuazniseoniuuinusosaauld aug. 202

dmiudnfAnew avuedwdunezimaevnddesaould oun.102
nsviueduduaufifferonduasinmsguiigramnsndd Suduanlasenmsldou wagnsudmns
THadoafleliigniasmunisldrmuuazdeudinadesmfansuitgmlunstugilneasuda nsldfufanisadlasasig
msindoulm mﬁmmﬁamamm sudansueilium
Prerequisite : For VFX students have passed DD 102
For GAD students have passed IDD 202

To study the use of industry standard 3D animation programs. Students would start by learning

the correct use of tools to create 3D models. In addition they would learn about the possible problems and

solutions in creating 3D models including texture and surfaces, animating and movements, camera angles, and

lighting.

auA. 301 WUFIUVNAUASLAZNITORNKUULEES 2(2-2-2)

IDD 301 Music and Sound Design

TugIUITEUUESLUUARYTA Nugnudsnunswaznisaiiadeaerinanlduseneuninadaulmuaziny
NIDHDAIVADU)
Basic digital sound, sound elements and creating sound effect with animation and game as well

as others digital media.



. 301 msUsEneuMIauIneImansiazyalulad 3 (3-0-6)
SC 301 Entrepreneurship in Science and Technology

wnAnmadugusznouns ssdusznouveunugsia BBmsFussRiewangsslnins@nuay
Lf]ﬂﬂiﬁﬂ?’]yiLﬁadﬁULﬁﬂaﬁUﬂﬁL‘éuLLazmiaw]u N13AAIA NITHAN NITUIUITNTNYINTUYBEINITIAVIKUGIAD Uazdl
nsAnwIgMuuenan

Concepts of entrepreneurship, structures of business plans, starting up or developing business,
feasibility study, basic knowledge on finance and investment, marketing, production, human resource

management and developing a business plan and field studies.

Avrugrudmiuiviendunetimdunazivaauainng
Fundamental class for animation and Visual effect
puA. 100 ugiunInddia 3 (3-0-6)
IDD 100  Introduction to Digital Image laitu aeia
vharnudlafesusrvunmiluasnissouas Adufinlussuuddve sufsiugnlumsldaunsaing
e MsAnwdesesduseneun malanisaenmdssansneg madenldiaud nsthdeyanmAiaaingunsal
iindronfninesilomsnnusisnwlauysal
To develop an understanding about the still image and lighting effects as recorded in digital
photography. Students will learn to use the tools of photography as well as the composition of images and other
techniques such as the selection of lenses. In addition students will learn how to input the digital images for

future enhancement in the computer.

aup. 101 ugunisldasesdislunisadeninssuu 2 46 3 (3-0-6)
IDD 101 Introduction to 2D Editing Taidumiiein

= aa ! 2 v & a A -:4' & 1 Y A P

Anw13n1s wily anuss wseassununmmsenimadeulmauniluml lneldnsediounsgiuly
anamnssu visluguuuudeyaiilu Raster was Vector

To study the methodology for modifying and enhancing still and moving images to create a new

piece by using industry standard tools and software. These images can be created using raster and vector

formats.
oun. 102 flugrumsldiadesdielunmsaianmseuy 3 iR 3 (3-0-6)
IDD 102 Introduction to 3D Editing Taidumiiein

Anw1ABns maadietinanndd nisadeiiui uasmsdauandestu tielfindnuvifnaudunsluy
520U 3 T AeutugUimganufiAfideududoutlusedn 100203

To study the methodology for creating 3D elements including surface texture and the basics of
lighting. Students will be familiarized with the 3D creation process in order to create more complex objects in

IDD203.



iﬂjqﬁugquﬁm%’uﬁmLanﬁﬁuﬁaﬂzu,axmiaaﬂqumu
Fundamental class for game design
puA. 100 ugiunnddia 3 (3-0-6)
IDD 100  Introduction to Digital Image laidunmiaefn

yhanudlafeafuszuunmisuaznisiouas AdufinlussuuAiva saufeiugnidunsldgunsaing
fonm MsFnwidesesduszneun madaniseenmdszaneg madenldlaud nmsthdeyanimAinaaingunsal
\ingreufiumediiiensnnusen wlvauysal

To develop an understanding about the still image and lighting effects as recorded in digital

photography. Students will learn to use the tools of photography as well as the composition of images and other
techniques such as the selection of lenses. In addition students will learn how to input the digital images for

future enhancement in the computer.

aun. 121 ﬁug’mmiaaﬂLLU“LJmﬂé’m%’ULmJ 3 (3-0-6)
IDD 121 Introduction to Level Design Taidumiiein
Anwmssusuulasiadieann Anwnsldiedesdlodmiunisadieann uasdesidalunsiauves
w3nadle
To study the creation of level design through use of the necessary tools while understanding

their limitations.

aun. 122 meumesnsiindmsutnesnwuuLny 3 (3-0-6)

IDD 122 Computer Graphic for Game Designer laitdunihein

a

WUFINNTIANTT Mnaeslia wazdnganudiinedoulmuaglivioulny weldlununuiauiu
d

To study the basics for managing 2D and 3D elements that are both still and moving for use

with the game engine.

Fuvsauenlugvdvwe it unazdvraeninng

Major requirements in Animation and Visual Effects

UM 210 ﬂwsﬁaa’]isiﬂuawal,é’u 1 3 (2-2-5)

IDD 210 The Language of Drawing 1
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AANGYY)

Applied drawing technique, drawing material, and equipment, as well as critical analysis using
gathered (how to observe physical objects) or research information before drawing practice. Basic drawing
sequences, line drawing, and theoretical frameworks including history of arts. Students will learn to apply
drawing goals, critical thinking skills, and best practices in drawing practices through drill and play. Students will
also learn the basic design principles, reference research, and design process through exploration of materials,

drawing methodology, and practice.



aun. 211 nsAeansHuanendy 2 3 (2-2-5)
IDD 211 The Language of Drawing 2
JsAUnov: 1AeAnY) aug. 210

Anwnmsnalasfandnlasaafioaiaifuazdminliiuiun lnadundnnslétuguiunsdeu
adadiuUFeuileudadifi(Perspective) e liiunudarusoiioduyng T uay aunsaussgndidaitu sunmds
wae Lol
Prerequisite : Have taken IDD 210

To study the construction drawing as a means to create sensation of depth and volume in
images. The students need to get familiar with the planar-and value-based strategies in order to add a sense of

legitimacy and consistency in 2D art and animation

oA, 212 ugNMITNRn AT 3 (2-2-5)
IDD 212 Basic Life Drawing

Anmnmelasawesuywddmivinaiauedudu InensFouslasaunsegn ndunde ensual
wazyiva WielUussyndtule iy

A study of basic human anatomy for animator through the capture of human body, skeletal

system, muscular form, emotion and gesture in order to apply to animation.

oun. 213 menaawdEdiinduge 3 (2-2-5)
IDD 213 Advanced Life Drawing
Jv10sAUNeu: IReANY) aun. 212

Anwimaalanadseaysduasdnilaoiuluiemednuuzninadeuln wazdaiamndididy
annnasua1elaemdttesnusznounIw
Prerequisite: Have taken IDD 212

A study of human and animal anatomy which students have already taken in IDD 114. This
course focus on kinetic human and animal by integrating with surrounding objects and also concerning with

fisurative composition.

uA. 214 NgInA 3 (2-2-5)
IDD 214 Human Anatomy

nsfnwlasaadiangd wihfuessumisedasinszgnuasndmiofldlumandeulm mavssgnd
Tassasuywdiitelilunuue iy

To study the skeletal and muscular structures of the human body from both live models and
anatomical references. Students would study the terminology, structural arrangement, and kinetic functions of

the body parts in order for future application of artists and animators.



aun. 215  vu @ uazesAusznau 1 3 (2-2-5)
IDD 215 Tone, Color, and Composition 1

nslddlunsimuauaumazia nauld svuued 9ded uarlassashed mslddivuneisuainin Sl
mslddvesAatufifidodeuasnsdnesdusznaunin

To study the use of tone, color, and composition in painting to identify light intensity,
complementary and contrast color on color wheel, and color scheme. Students learn to apply theory of color
and studying the use of color by well-known artists and designers in their use of light, darkness, value, color
harmony systems, and compositional strategies. In addition the course introduces the methods of manipulating

the picture plane and viewer’s visual experience and communicating complex ideas and moods.

aun. 216 v @ wazesAusznau 2 3 (2-2-5)
IDD 216 Tone, Color, and Composition 2
TAUNeY: ingANY) auR. 215
i leann sun. 215 snUszendlumsadassdamuszneuvenmsuuuulumuetiaiy
Prerequisite : Have taken IDD 215
To study the application of concepts studied in IDD 215 through building upon theories, techniques,
and practices introducing analysis and extrapolation in the creation of a visual reference library that can be

applied in subsequent coursework.

aun. 217  wuiuasnaie wetlwduiUawiu 1 3 (2-2-5)
IDD 217 Introduction to Animation Theories and Techniques 1

nouiagnanmMsugIuvsanatan ke diudunuunniy lneiuioinisuseamnsnenaeises

¥
o A

NaFeIEIRUSAUNUTA (Time and Space) WazLAAIDINNEIUTVIUNTIALEY AnwtagiinsIznTunuledmduni
= =) ! a
VDYDY NN LY
History and basic principles of animation techniques including tools and animation drawing
technigues with an emphasis on time and space and animating through a series of drawing. Learning to critically

analyse the animation master pieces.

oup. 218 vuiuwezmeda welwdudesdu 2 3 (2-2-5)
IDD 218 Introduction to Animation Theories and Techniques 2
JUsAUNaY: leedny) oun. 217
L'%Emifu,azﬂﬁﬁﬁmia%fw,LaﬁLwB’uquégqLﬁaﬂmEJLﬁuﬁmmiﬂﬁﬁaﬁé’mmismam%ammm%uﬂd’]La;ﬂma
f\]zLa'%uL'%'awaammﬁma%ﬂaaiiﬂﬂlumiaaﬂLLU‘ULLazﬁwmqmé“ﬂwmzl,awwﬁwaaﬁaasmﬁa%m%uhhwzLi‘]uﬁawmmi
WAR908NNIYITMUAEINLD D15uRIMAZALIEN
Prerequisite : Have taken IDD 217
Continuing from IDD 103, the course focuses on learning traditional animation by using advanced
creativity and idea refinement. It also includes character development and character identity expressed through

mood and emotion.



pun. 219 ﬁugwummumﬁwam 3 (2-2-5)
IDD 219 The Basic of Production

ﬁﬂwﬁﬁyugﬂuﬂizuaumwﬁmLLaﬁLiJ‘ﬁuLwiaz%umau(Preproduction, Production, Post-Production)
ANBN1TNEN UNUIMBRAZALT mimuauL’Jmu.asm'mLﬁaﬂuimdms n1slilusunsuatuAnlasanIs(Project Managment
Software)

To study the basics of the animation production process. This includes pre-production, production,
and post-production. In addition students need to gain an understanding of the production pipeline as well as

time and risk management through the use of project management software.

aun. 311 nsEEeriunmusEney 3 (2-2-5)
IDD 311 Storyboards

%umaumnm%‘ammﬁaua%wLLaﬁLwﬁ’u‘ImaﬁmwsﬁﬂLﬁaa%msJL%"aa'ﬁﬂuLwiazmﬂ ﬂ’]iUiiEJ']EJLﬁIEJL%‘I@ﬂ
nsawyAinanilazas mslddydnualluniseSureyundes

Animation pre-production by using visual preliminary or sketching to present shot sequencing,
storytelling, and character development in proper format and by using symbol to explain camera direction and
angle. Students need to learn the application of drawing to create story-flow, character development, mood,

time, and place.

aun. 312 mMalgunndndiuUSeuiie it 3 (2-2-5)
IDD 312 Perspective
JsAUNa: neAny) aun. 211
msmﬂLé’mﬁa'«j’waammaamqmamLﬁaa%’wmn‘wé’qLLa3mﬁsmqaqﬁﬂssﬂauﬁ’mqamﬁm NADIANL
SandunmieUssgndlifunussnuuuaninenssy iy wazueliudu sudsaneiuoda
Prerequisite : Have taken IDD 211
Fundamentals of perspective drawing for correct-ratio scene design and 3D-object composition

used in creating camera-lens illusions, level designs, matte paintings, and storyboards.

aun. 313 N5RBNLUUAIALAT 3 (2-2-5)
IDD 313 Character Design
JUsAUNaY: ngANY) auA. 202
Anwinisumdnnieiniaudssgndldiunmsesnwuuiasastiianvaelanwuanesa lngldnaia
nensiildvonsunugnamnsy
Prerequisite : Have taken IDD 202
To study the use of applied human and animal anatomy in character and scene design to
create a striking animated character by using accepted industry techniques and professional applications.
Students learn to explore simplification gradients relative to human, animal, and inanimate object-based

characters considering costumes, personality, propos, story interaction, and environments.



pun. 314 AwSnmesuellwdu 3 IR 1 3 (2-2-5)
IDD 314 3D Character Animation 1
JeAunew: aauld oum. 102

WauesRauiegensuLetiutuaInIu Introduction to 3D animation LFeu3nainyUzLAzIETN"S
asreiazasliiedoulmlausiussiimnmiaulanniu TnsngdndeUssiulunisiauyadndnuuziages Tunts
wans 015a] ddodni fazgnarevensenuluguiuyimesineg saudansiansanmseeniuunisaineyalasaiig
wuuseileafion1sindenlmVivangaususiazas
Prerequisite : Passed IDD 102

The exploratory from IDD 200 to continue concept and technique for 3D animation . A series of
animating character as realistic and interested by public (more attractive). The focus on character style
development, emotion, personal characteristic through gesture, motion and posting as well as the consideration

of proper rigging.

aum. 315 nsPENLUURLR LAz LAY 3 (2-2-5)
IDD 315 Texture and Lighting
TSR UN: IAEANY) aun. 203

AnwmgAnssuresiuiautasiaidie S unansenuanueas wWu nisasiew n1svinu aaduveaijed
nMsasaInaneULiuiafesesioussaneneg uasmsldiuinfieslunmsaansazsenliiuluna
Prerequisite : Have taken IDD 203

To study the impact of light on the various types of textures. This includes the study of
reflection and refraction, which may result in development of patterns on the surface. Students will learn to use

the various tools and study the different surfaces for application in modelling.

aua. 410 mswawgUanual wazmaU AR 3 (2-2-5)
IDD 410 Compositing and Look Development
JsAUnaY: AgANY) aua. 203

winmsteunmitldantuneulssnananmieiniesdiouutlasiadrBunnm Wensasrenu
LLaﬁmﬁuu?a"EmaLawL‘WﬂﬁﬁamgszﬁmwuﬂwwﬁuLLuuLLasamwsaam%y’umauiuﬂmjszmawamwiumsufﬂm%mmmwﬁa
Prerequisite : Have taken IDD 203

To study the composition that is the result of using application tools to develop the images
from the students’ imagination for the creation of animation or visual effects. Students should be familiar with

the tools thus being able to improve the work process and enable easy modification later.



Fvndenludvidvvediwtunaziviaenwng

Major Electives in Animation and Visual Effects

puA. 330 favaiiuriag 3 (2-2-5)
IDD 330 Digital Painting

thguimenufasuuusaiuinussandldfuedoslonadufiva ieasuassdtunuiiauysaiuay
annsnthluldsie Autuneuduglu Production Ussuamsnegitu comic animation wia VFX

To study the application of traditional art theories to digital tools. Students would learn to

create completed works that would be used in the production of comics animation or VFX.

um. 331 NN900NLUUANINLINA DL 3 (2-2-5)
IDD 331 Environment Rendering and Design

Ainwansumean Perspective wag color Wieldfiumseenuuy annsmelukaraeuen Tauan e
vidousssmaiuanseiu Wilidnuauslansiuanzi Ingldinedaamenildvonsunugnanns

To study the application of perspective and color in designing interior and exterior
environments. The aim is to create unique environments that are distinctive creations that are acceptable by

industry standards.

aup. 332 nseenkuuinquazinglulaneuan 3 (2-2-5)
IDD 332 HardSurface Rendering and Futuristic Design

Anwin1man Perspective uUszgndldlunisesnuuudsiiuywdasnstu(Hard Surface, Manmade
object) wiaiduduuuilunsiilulélu Suneulsdndusioly wu srusud e1ys $11veuededdluiinyszdriu

To study the application of perspective in the creation of hard surface manmade objects
including applications in creating vehicles, weapons, and objects used in everyday life.
auUA. 333 AeviensnlunsEuIunITNan 3 (2-2-5)
IDD 333 Digital Art in Production

aaassAnmisenadeulyi 20 3D wayn1svih Camera Tracking and Projection aUssgndldy
wazuitmlufuneunisnan VX Lszj'umia%ﬁamﬂué“aﬁhiﬁagjﬁa (Matte painting) wsonsaln1sratAuaIn (Sets
Extension)

To study the use of still and animated 2D and 3D images by applying camera tracking and

projection to solve problems in VFX production in creating matte painting environments and sets extension.

BUA. 334 NSERAKUUNWALLAKLIAR 3 (2-2-5)
IDD 334 Concept and Visual Development
Usgenin15esuneliuIAINARYRRINYE I BT kAL AIar AT LAY SENDUNTiANaN Y SRl UULalS

ssungiunuiarfatulidlafianinsiu esual was msled welilulunumaieiulunisadatunuaniing



The use of visual composition development to tell story, create scenario, and explain the
concept to the team and other artists to achieve mutual understanding of the overall direction, emotion,

lishting, theme color in order to create the final media.

auA. 340 AuSnnesiedudu 3 9 2 3 (2-2-5)
IDD 340 3D Character Animation 2

wedlunatusaneivesiiasasiianansduii o1sual mmifﬁﬂ NINS hagnisuefllundlazas lag
Uszgnanglumsiuetiudu 12 4o ileriiumnuianlitumazas

Character animation to show facial expressions, emotions, moods, and gestures. 12 basic

principles of animation to enhance character emotions.

oun. 341 nahsalassaadiensiedouln 3 (2-2-5)
IDD 341 Rigging

Anwinsaiilasadsdeioniienmaindeulndmiuiarasildfuluinnsgiugaamnssy IK/FK,
Custom Rigging

Linking and hierarchy system (Rigging) in 3D scene animation. The use of rigging techniques for

character movement by using inverse/forward kinematics and custom rigging.

aun. 342  Jwaeniing 1 3 (2-2-5)
IDD 342 Visual Effects 1

msldnuansuslulsunsssgndaud donisiaunening wu nsadeduatu wig duan gals
LAY N3EANLAN NMsdaesnaedoulnuaaniw msdraessingnisaii@ndnamans (veauds veslua)

Using embedding or third party script programming in 3D application to generate visual effect
such as dust, debris, wind storm, animal and bug folk, glass shattering and to also simulate rigid/soft body and

fluid dynamic objects

un. 343 mwﬁmmmﬁgw% WAz IteUN N 3 (2-2-5)
IDD 343  Green Screen and Match Moving

=]

wadiamsusznanayadoyaiiieszysumisinganuiifnnamadeulmasdid tethidhgedeya
UizmamaléfmW‘mmﬁ'mﬁ’umﬂamﬁﬁﬁgﬂa%ﬂﬂﬁﬁu wmadansteinmiedeulmuuaindiden waraudideteen ieth
Tngisesnslaluldau
Digitizing real-life footage to identify 3D coordinated point cloud from 2D footage to 3D scene.
The use of green screen shooting scene (moving image) and the removal of green screen technique to

compositing process.

aua. 440 ludunsiind 3 (2-2-5)
IDD 440 Motion Graphics
Anwinsiaimadeulm wien1sdeassuuusingg Inen1sUseynNANELNATLEIRAINIINAIUNNTOBNLULLAY

Uszinvesderianmiwazaimiadeuln luguuuu layer based Compositing Tuiiugiususesuuu 2D 2.5D uag 3D



To study the use of animation in application and combination of various still and animated

images in layer based compositing including 2D, 2.5D, and 3D techniques.

aun. 441 maligulusunsudmivgendwisietindunazivaatenmng 3 (2-2-5)
IDD 441 Programming for Animation and VFX

nsliadndsmsdiiuniu aeufiunes lunsiaderiiovhaiusudurendinaudfiviolusunsudou
afiadiudneninlunisdrnuasnassé

Programming High level or 3th party scripting languages via software development kit (SDK) or
Application Programming Interface (API) of 3D or composting application to create silk pipeline and framework

when it require special or routine requirement from team or individual work.

aun. 442 Jwalevling 2 3 (2-2-5)
IDD 442 Visual Effects 2
nsldmoiduasauiiidiassiasimaiadeulnianens wu Usingnisainieiland (wesuds vaslua)
feginienteruiniuierdoadnunisldnuseniiinslénunsassniaedeulmiuganint 1 gevsuas
The use of 3D simulation software/plugins to simulate specialize movement such as kinematics,

Newtonian dynamics, fluid dynamic. The course required to study how to use the software advanced dynamic

simulation more than one software.

aun. 443 PN AYN AU T T UL I IaLENWNG 1 3 (2-2-5)

IDD 443 Special Topic for Animation and Visual effect 1

'
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eIniddanisdmiunisnymeiumelulagiietlusesannisinuwetudy Insdusdiviady
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mensranuaziiliivesvalulaglunisaiiassatuny @wessyidesemneunisameidoussurasindnw)
A study of special topic for animation and visual effect especially the technology development,
marketing factor, and technology trend in creating an animation work piece in broader area (the subject will be

announced before registration session in each semester).

aun. 444 Whidelimwveeuneiiudunaziviatoning 2 3 (2-2-5)
IDD 444 Special Topic for Animation and Visual effect 2
seiridanfedmiunsdnymenunaluladiftetiludesammaduuefiudy Tnstuegifutiade
mamsmaakaziliiweanalulaflunisadisassdiuny @unessyihiedoneumamedouiouroning
A study of technology to continue studying animation in broader area. It depends on marketing
factor and technology development trend in creating work piece (the subject will be announced before

registration session in each semester).



FuvsauanluavivfalswaznIsaankuUny

Major requirements for Game Art and Design

oup. 220 Uedbitugrumaiuiiady 3 (2-2-5)
IDD 220 Art Fundamentals

nseagUTuiugiu n9lidu sUnss wasn dadumsueaiiu ugumsldd wdnmssenuuuidesdu
wAzRIAUIENBUNIN

Basic drawing, line, shape, tone and shading, proportion, basic colour, design principle and

composition. Art history.

auA. 221  WANNI90ONLUUINUAUNUS 4 (2-4-6)
IDD 221 Principles of Interactive Design
AnwmdnnsesnuuuidsUfduiudiilelmAnmuyniudseninsyuunasildau sssumavesnis
99NLUY maa%’wmmauimLﬁ@IﬁLﬁﬂﬂaquﬂﬁuﬁ‘ ANUEITUSSER IR NWAR TR WagNTVAdRUTEUY
To study the principles of interactive design and its application to create engaging experiences.
Students need to study the nature of the design profession, how tension leads to engagement, complexity

versus depth, and the effective testing of interactive experiences.

aup. 222 Uszaunsalld 1 3 (2-2-5)
IDD 222 ux1
Jv10sAUNeY: IneANY) un. 221
Anwmguiniseenuuuieufiuiustuiug Tassarduluduresmiseonuuuanidnensss, graphic
design concept, interface documentation, lLag interface prototyping techniques.
Prerequisite : Have taken IDD 221
To study the design theories that are necessary for the basic interaction with emphasis on

architectural design, design concept, interface documentation, and interface prototyping techniques.

UA. 223 NMIFIULASNIINAADU 3 (3-0-6)
IDD 223 User Research and Testing
Anwuisafunsiudeyanuideivhedomemauimsmaasugldnulaglivinnsmainermansly
duresmadennguimadey mazasngudhving manundeyauaznsinneidoyaiamosldy
To study methodologies in user research and testing with a emphasis on usability testing with a
scientific approach. Students would study selection of research methodologies, test candidates, focus group

testing, end-user data collection, and end user research.



un. 224 mn%ummaﬂ%ﬂﬁﬁﬁgugﬁ 3 (2-2-5)
IDD 224 Advanced Scripting
I 1sAUNOU: 1AEANY) uA. 276

madeulsunsuneldanmuandeuiifinasiudmuauegiofudnenmlifuinumeuiulunis
aﬂ(ﬁi@ﬁ’Uﬁﬂﬂﬂﬁl'EJﬂ‘iillﬂ'lfJu@ﬂLLagﬂ’lEJSLuﬁJ@ﬂLﬂJJLEJu%}u eUU mmﬁm ﬂEJ‘LlI‘Wia iSUU’{]”WaEN‘Waﬂé msa%wuwu
Prerequisite : Have taken IDD 276

Scripting programming under 3d game engine environment and connect/control with programing
software including applying with operating system architecture such as visual/sound system, controller system,
physic engine and particle/dynamic system.
oup. 225  mwdnezilulaadfdmiutdnasiisassaninia 3 (3-0-6)
IDD 225 Probability and Statistics for Digital Artist

AfnFAsiug Ui ums s dularada(lifeddesdaruianuaneda) nisnszatefendy
Joya N1snaasleduuazUIil ﬁauiﬂuuazm&lmsﬁ Fuvauuulaireiiles nsUszamuen MIVAABUANNRTIU NS
nagaulAtawals (Chi-square tests)

Fundamentals of probability and statistics without calculus. Topics include: data representation,
population mean, variance, and standard deviation, finite probabilities, events, conditional and marginal
probability, discrete random variables, binomial distribution, normal distribution, sampling distributions for mean

and variance, estimation of means, confidence intervals, hypothesis testing, inference, and chi-square tests.

DUA. 226 NITUIUNTTNTITBDALUULAL 3 (2-2-5)
IDD 226 Game Design Process
nyuflunsadiunuaninuiialy (Non-digital) luinumesgnisi tnudulag inunsea n1sasiengnin

' v

TngldRoulowavimmralunisihiiangudmanevesny faunariidmdnliinalannnisiauing Anvinansenuves
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AUTLELNY NsYIwuUdITIakayide Anyinalulagdegiuiihunldiunisasieny
The theory of non-digital game such as dice, card, board game and create their own game
mechanics and rule by using condition and rational to reach target, player and also generate revenue for

investor, study and research method the impact when player plays the game including player testing.

aun. 227 nannseanuUUITUUA8TuN 3 (2-2-5)
IDD 227 Game Systems Design
JAUNDY: AEANY) BuR. 226
nseenuuULiduiusiielfsruuiAnmuaNna WumaunalusTUUNIHed sTUUdeias
wiswgna nneluiny
Prerequisite : Have taken IDD 226
To study the creation of interactive systems using the proper balance of combat systems,

economic systems, social systems, and system balancing.



aun. 228 AavamaluladdmsuniseankuuLny 1 4 (2-4-6)

IDD 228 Digital Technology for Game Designer 1
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fiugrumnaluladaneg vl dnesntuuinurieuldlsidu fwenns nsldnsehau Tidneuund

e

a ¢ zl

QUFREIGE ﬁmumﬁuﬁmasi’aa aBIUNER LATeTne sruugIuteya Tdndleudu szuudes ssuuliygnussivg edily
PRER

The use of combination between new and existing digital technology together with major tool
in order to improve game design and development process such as spreadsheet/ custom text editor, files

extension, image base lighting (IBL), pipeline. Database, Physic engine, Sound Engine, Al.

aun. 322 NANNITOONLUULNY 1 3 (2-2-5)
IDD 322 Game Design 1
JsAUNaY: ngAnY) aum. 227
penLUUINLLarUsEgFmIaianu2fifannueudwdoariudmulssnvveanuiidarududeuly
nsaselaunn wu inusAuTau nal tnudawuude inuragdelulutig (Side-Scrolling)
Prerequisite : Have taken IDD 227
Design and develop simple two dimensional game by using scripting language or industry

standard game engine such as puzzle game, card game, simple shooting game, side-scrolling game.

UA. 323 MENNITORNWUULNY 2 3 (2-2-5)
IDD 323 Game Design 2
JsAUNa: neAnY) aun. 322

aaﬂLLUUmzuLLasUizqﬂﬁn’ﬁa%f'ml,ﬂuzﬁ&mmﬂmLau?jyu ANUUTZNNVDLNUAI LY NUINWNY LT
PIUTILNUBIINULANEN (top-down shooters or brawlers) INNNAEYAEBLUITIUWUU 2.5 D (side scrolling) Lﬂuﬁ'@,dumu
unumegluinuiifiyumeadeunuunima i (sometric RPG)
Prerequisite : Have taken IDD 322

Design and develop two dimensional games by using industry standard game engine such as

strategic game, shooting game/ brawlers, side-scrolling game, Isometric RPG game.

DUR. 324 PANNITOBNLUULAN 3 3 (2-2-5)
IDD 324 Game Design 3
AU 1AEANY) auR. 323

PoNLUULAYE LM IEIeUR AL 3R PONLUUIBIAUNNUTTLANAY BOALUUATUATNY nalalulny
nstsiunaedeulm fnungundes seniuuAuandeslung fauas fufa matormuslumsiifagandfon
TUsunsududnundaeususia uarnsdeuansudlunueusu 3 4
Prerequisite : Have taken IDD 323

To study the design and implementation of engaging digital game prototypes. Students need to
learn to create original designs, narrative engagement, motivating through connection, and using interactive

elements to create engagement through expressive catharsis.



aun. 325 nseENKUURLT 3 (2-2-5)
DD 325 Spatial Design
v 1sAuneu: aauls oun. 121
nseenuuuuiilusyuuiny dewaranudii Anvssnvedasiadisaniinenssuussianane n1s
2ONUUULKLT 27N LLaxmmx‘méjmLﬁ'aﬁwuﬂyumd
Prerequisite : passed IDD 121
To study the design of two and three dimensional spaces. Students need to study the spatial

archetypes, spatial affordances, map design, level design, and camera design.

BuA. 420  YSUINISANTORNUUUARYIA 3 (2-2-5)
IDD 420 Integrated Digital Design
IAUNeU: (AYANY) BUA. 324 Uz BUA. 122

DONUUUUAZASNUFLLUY 3 TAUSELANANI9MY First-person shooters (1nuBsyaiasyanaivnia)
Role-playing (nuiifiduaisunumegluini) Real-timeStrategy (319u1) Fsteuduinuamdifivnzauiuussinnues
\nadiiden
Prerequisite : Have taken IDD 122 and IDD 324

Design and develop three dimensional game by using industry standard game engine such as

First-person Shooters, RPG, Real-time Strategy, etc with proper engine.

v ndenluanvidvifalsuaznisosnuuuny
Major Electives for Game Art and Design
aun. 350 madeulusunsuvuivleddmsutinesnuuuy 3 (2-2-5)
IDD 350 Web-Based Programming for Designer

ﬁﬂmLLazL'%Em%:miL%u‘[,ﬂnmim%”’wﬁugmﬁm%’umsv‘hﬁuisué Faustuupnluaudsiugunsdeu
TUsunsudmsu designer 1w Flow-charting, pseudo-code LLazsqmﬁ"]?"ﬁ scripting LLazé’ammwiaﬁwmmifﬁlﬁlﬂﬂ%’uﬂga
viewmumadiansaiaivledlinsatumiudesnmsvesldmuldinndeiu

To study basic programming for websites, which starts from concept development. This would
start with the writing of basic programs for the designer including flow-charting, pseudo-code, and scripting. In
addition the students will learn to apply their knowledge to the development and improvement of website

design that better suits the user requirements.

aup. 351 nsWeulusunsuuuaunsalindeunidmiuvtinesniuy 3 (2-2-5)
IDD 351 Mobile Application for Designer
AnwinsesnuuunsuduiusseninuysiuargunsaiiiofielagldvannisnieinuiemnssuuasInine

madeuiveyed mslfiesesdieduiazulunsesnuuuieliiinnisldnuuugunsaiiiefiewuunevaussnisudunbe

v
£ o

(reponsive) Ingiin@nudissoonuuusazudladymiliindufugunsaifildinaluladiunnseiu
To study the design of interaction between humans and Mobile Device by using the science,
engineering, and psychological concepts in the design. This will be applied to the development of software,

electrical appliance usage, responsive design, and mobile phone application. Students will learn to focus on



solving problems that users may encounter with the use of various types of technology. This will result in the

improved selection and use of technology.

auUn. 352 mMsianiFesuuvdeansaewnawazunsiazasluiny 3 (2-2-5)
IDD 352 Interactive Narrative and Character Creation for Games

nsasraioidosuazunlfmeulifuing fauuu Linear uag non-linear nsa¥sesunisausevaiau
LazIEUUY

Develop script and dialogue for interactive media and game which integrate linear and non-

linear storytelling technique. Including engaging statement between media and audience.

oup. 353 nseenuuURuRIwaranvddnsuTnaseas sy 3 (2-2-5)
IDD 353 Texture and Background for Game Artist

nseonuuuuia iU Tanudazdaluny msdaniedlndfodllflung madonmeiinves
Nuffefiaanuiifaluny wedansiuinwiaradnsu Background 7ildluiny

Digital Sclupture, Painting and retouching technique to create the non/realistic texture and

background in 3d game. Files preperation and delivery pipeline

aua. 354 aisluaamemadalailndneu 3(2:2-5)
IDD 354 Low Polygon technique
nsldinedetulinnasenisldndneulitosigniiofinanmillndifssiulneaifuiiineasdongs
nsldfuuas SanfmdlunsihlilueaifansasBeamquiiouiineandongs
Re-topology method and how to create low resolution of surface without or less distorting the

high resolution model. Displacement, normal, vector normal texture technique.

aup. 355 nsaseInuargunsaisznauaindmsuiny 3 (2-2-5)
IDD 355 3D Elements and Set Design for Game

n3a319 3D Model el duinguszneuluny safanisaiiaan sesensduad 30 tmsguudaiig,
dinueuiy

Create 3D Modeling and texturing optimization and technique to create objects as well as large

scale scene by using major 3d application program before send to game engine

oun. 356 nsasalamanaiiensindeulmdmiuing 3 3 (2-2-5)
IDD 356 3D Rigging for Game Character Design
msa%ﬁﬂmaa%’wmeiaLﬁaqLﬁaﬂ13Lﬂ§aulmﬁm%’uﬁaamﬂumm LLaxsummmwiﬂummﬁaiﬁdwwiams
ilulflueuiuny
Create Rigging system for character and object movement in the 3D game which has special

requiement to create loop animation before exporting process to 3d game engine.



aun. 357 AaviamaluladdnsuniseanuuLny 2 3 (2-2-5)

IDD 357 Digital Technology for Game Designer 2

v v
=% o '

weluladdeqndaeli dnesnuuuinuyhaulaislu dasnis msldnsieinu Indweuunyi n1sdn

e

a ¢ zl

uas fvusiiuRauasTan anenundn n3etns svuugudeys Mandleuiu ssuudes ssuutlygUseavg dWeilude
yan

To study the basic principles of programing and interaction theories that facilitate the
interaction between humans and computers. Students will learn to write programs that control the VR, AR, MR

interaction using game engine.

aun. 358 WATANITWLELLUNLALNNSAS 19T ASEMSULNY 3 (2-2-5)

IDD 358 Character Animation for Game

' ' v
o

Anwzuuuunsindieulmvesiarasiiinisuansimiesingg Tldlung wu Madu Jendanvuegdnn

v

nsEUfduiugiuAses Follow Through and Overlapping, nseed
To study the preparation of assets or other production elements including 2D sprite low
polygon object and surfaces in order to optimize the design of characters and environments in the set to suit the

game requirements based on the engine or platform.

aun. 360  WhdelilAenieufalziaznisosniuuing 1 3 (2-2-5)
IDD 360 Special Topic for Game Art and Design 1
seinidanidmiunsinmmeiumaluladifiethluseseameiung TasTusgiutladenionis
paauazuwiltuvouneluladlunsaassdtuny @arsvyidedestounsamadouiouvesinfnu)
A study of special topic for game art and design especially the technology development,
marketing factor, and technology trend in creating a game and digital content industry in broader area (the

subject will be announced before registration session in each semester).

uA. 361 WMBNAYNNAIUAAUZLEYA1TORNLUULNY 2 3 (2-2-5)
IDD 361 Special Topic for Game Art and Design 2
seinidanidmiunsdnmmeiumelulabifiethlusesenmeiung TasTuegiuiladenismnann
wazuultmeanaluladlumsaiisassdiunu @wzsryidodosteunsameadousuvesindnw
A study of special topic for game art and design especially the technology development,
marketing factor, and technology trend in creating a game and digital content industry in broader area (the

subject will be announced before registration session in each semester).



nuaIvlassnuadvenwadudunazdgaeniving
Project - Animation and visual Effects
pun. 281 laswul 4 (2-4-6)
IDD 281 Project 1
Anwuazdnvilassnunsaueluduaesdiiluszesnssuninunseu(Pre-production)lagldmug
ﬁu’wmﬁlé’ﬁﬂmmﬂﬁugmLLawé’ﬂmi%qummia%maﬁwﬁuaaﬂﬁﬁ (IDD 215, IDD 216, IDD 217,218)
Student must be complete pre-production processes of 2D in this project by adapting all

knowledge (IDD 215, IDD 216, IDD 217, IDD218).

pun. 282 lAswu 2 4 (2-4-6)
IDD 282 Project 2
IUsAUNDY: 1AEAnY) aus. 281
Javilasanusiaiiios (Production) fwesliann Tasasul
Prerequisite : Have taken IDD 281
The remaining part of Project 1, Student have to go into the production process to finish their

first project.

aun. 381  lAswu3 3 (1-4-4)
IDD 381 Project 3
A UnNDY: 1AEANY) aus. 282
Anwuazdavhlasanunsainedudumuidlneiuminluaunwseueiuduidosdanuilndides
fusnasgrugramnsasnniigalasldauiimuailé@nuain 3D Character Animation a3assfnIneunfuotudy
LLUU@%qﬁaaizammmiﬁwmuﬁﬁﬁm
Prerequisite : Have taken IDD 282
This project is about create high quality in short animation format. And student must finish their

project with the same industry standard pipeline with limited time. Individual or team can be applied.

aun. 481  lpssnu 4 3 (1-4-4)
IDD 481 Project 4
JUsAUNa: ingAnY) aun. 381

ﬂ’]iLGI%EJ@JWN@J‘W%@Nﬁ’m%umiﬁ’ﬂﬂN\i’]‘u’s‘jﬂﬁ’]ﬂLﬁ@ﬁ%%ﬁ]ﬂﬁﬁﬂ‘lﬂ’l%ﬂﬂ%iymﬁ SRS UREUNS
o Msviiseduat nMsmedeuszuurSemadafivviunldanululasen
Prerequisite : Have taken IDD 381

The final stage for a student who would graduate in animation and visual effect field. This
capstone project devide into two semester. For the first semester (pre-production), students have to prepare all

resources, research.



aun. 482 laswu s 3 (1-4-4)
IDD 482 Project 5
v 1sAUNaU: 1nEANY) oun. 481

Sovhlassusaiiesiiviondlian Tasenus Tneniuiiduneumsinusswasndrsuilsnnufndiuan
yrannslugmamnssuiielilassnuanysaiuuuiian
Prerequisite : Have taken IDD 481

The remaining part of final project, Student have to go into the production and post-
production process to finish their project. Professional from the industry will be invite to grading committee

collaborate with a lecturer.

UUINIVIATIUEIVIIVIRAULLAZNITODNUUUNY

Project - Game Art and Design

auA. 290  lATewny 1 4 (2-4-6)
IDD 290 Game Project 1

vhlassnunuaesiiidionnanius (aoygelildieuiv) Tnevhamdungy 2-3 au aunsavhan
swfungulsunsumeinnamnduldlnedossufisveuidssnmusznounnauluing uaznisesnuuunalaniniduniely
W

2D game project by using script (do not allow to use engine). Work as a team 2-3 members and
able to work with students from other major. The major responsibility is to work in all illustration and game

mechanics.

aun. 291 lassunu 2 4 (2-4-6)
IDD 291 Game Project 2
IsAUNOU: 1AEANY) BuA. 290

lassnunuaesdnsneouiu Aldnwanius Tasvhouungy 2-3 au aunsevhausfung
TUsunsumesanavinduls uidedinihiifuinveundnFesnmuszneuynaniduny wagnseeniuunalanisiau
meluny
Prerequisite : Have taken IDD 290

2D game project by using engine that used script language. Work as a team 2-3 members and
able to work with students from other major. The major responsibility is to work in all illustration and game

mechanics.

auA. 390  lAsswnu 3 4. (2-4-6)
IDD 390 Game Project 3
Indeduneu: ingAny) aun. 291
yhlasarunuaesfiidoiouiu fMldnwianius desenmsimuiain 10D 291 Tnevhoudungu 2-3
AU annsvhauiungulusunsumesna1vinduls uidesdivifisuRnveundnizesmmusznauynaruluin uas

mseanwuunalanisiaunigluny



Prerequisite : Have taken IDD 291
The remaining part of Game Project 2 , Student have to go into the treatment process to finish

their project.

pun. 391 lassunu 4 4 (2-4-6)
IDD 391 Game Project 4
Jv10sAUNU: 1neAnY) Bun. 390

yhlpssnunuaesiivieauifdhoouiu lnevhamdundy 2-3 au anmnsavhamsauiungs
TUsunsumesananuinauld uidedinihiifuinseundniFesnmuszneuynanduny wagnseeniuunalnnisiau
melunilneidanisasesglianuuusaesivi
Prerequisite : Have taken IDD 390

Work in 2D or 3D game project by using engine. Work as a team 2-3 members and able to work
with students from other major. The major responsibility is to work in all illustration and game mechanics and

concern about generating revenue from simulation project.

aup. 490  laAsanung 5 4 (2-6-6)
IDD 490 Game Project 5
JUsAUNRY: 1PEAnt) aun. 391

vhlassnunuAesvieaudifdoiouiu sesenain 10D 391 Taevhamidungu 2-3 au aunsavhan
swfungulusunsumosananivduls uddesdivihisuiaveundnizesnndsznounnanluny uagniseanuuunaln
msaunmelunulagddsdasaeeldannuuudiassiivi
Prerequisite : Have taken IDD 391

Work in 2D or 3D game project by using engine. The course continues from IDD 391. Work as a

team 2-3 members and able to work with students from other major. The major responsibility is to work in all

illustration and game mechanics and concern about generating revenue from simulation project.

aun. 491 AR 6 3 (1-4-4)
IDD 491 Game Project 6
JTsAUNDY: neAnY) aum. 490

vlassnunuaesieaudifdoouiu Tnsvhaudungu 23 au aunsavinuuiungs
TUsunsumesanaininauld uidesdinihiifuineundniFesnmuseneunnanluny wagnseenuuunalnnisiau
melunulneiisfansaeseldnnuuudassiiin Fseziimsauasysziliunanndiausie Sseeilifusznaunisan
q@ﬁ?ﬁﬂiiuiﬂi’lm‘Uiﬁﬂ?EJﬂ']Wi’JlI‘U’eNQG]ﬁ'MﬂiﬁJLﬂllLLa%LL‘LJ’JIﬁﬂJ‘UENG]a']@LﬂiJ
Prerequisite : Have taken IDD 490

Work in 2D or 3D game project by using engine. Work as a team 2-3 members and able to work
with students from other major. The major responsibility is to work in all illustration and game mechanics and
concern about generating revenue from simulation project. The evaluation will be created from real players and

professional from industry will support in terms of lecturing overall game market and trend of game

development.



aun. 492 lpssnwnu 7 4 (2-4-6)
IDD 492 Game Project 7
A UnNDY: 1AEANYT aug. 491

oonuUULaza LA BnIeuRY Tngazhnuimeiulungy 3-4 au anunsaviausuiungy
TsunsumesanavdulslaedesiuinveuiFesnmdseneunnaruluny Jeaeiinsinuazyseifiunaindiauass deaxd
éj"dizﬂa‘umimﬂQmmﬁﬂiimrl’il’nJUSiEﬂEJﬂWW’i’JiJ‘UENEJqG]mMﬂiﬁJLmJLLazLLu“ﬂﬁm‘Uaﬂma’]ﬂmu
Prerequisite : Have taken IDD 491

Work in 2D or 3D game project by using engine. Work as a team 2-3 members and able to work
with students from other major. The major responsibility is to work in all illustration and game mechanics and
concern about generating revenue from simulation project. The evaluation will be created from real players and

professional from industry will support in terms of lecturing overall game market and trend of game

development.

nuAUsTAUNITAINNARUY
Field Training
puA. 395  Uszaunsalniaaun @ngu) 1 (laitipanin 240 1)
IDD 395 Field Training
nsiinelumhsnuniemagramnssuiiane Wuauns egnatfes 240 $alus Sanasheszsiu S vie U
Internship in an organization qualified by the faculty for at least 120 hours. Evaluated by S
(Satisfactory) or U (Unsatisfactory).

A195U85183Y1 IUs183v 1 naaTUmalulad DigiPen
ANl 300 Acting Through an Interface 3

An animator’s ability to express attitude, thought, and emotion through a surrogate is a
fundamental skill of 3D character animation. This course builds upon the earlier acting and 2D animation
curriculum. It explores 3D character animation techniques of performance, physicality and weight. Students

complete a number of animation assignments during the semester.

ANl 400 Cinematic animation 3

This course is a culmination of the student’s ability to use animation as a storytelling medium. It
also provides an opportunity for the student to demonstrate his or her personal artistic growth. Each student
works to complete a short piece of cinematic animation. Working independently or in small groups with the

instructor’s approval, students may use either 2D or 3D tools.

ART 200 Animal Anatomy 3
Prerequisite(s): ART 150
This course introduces the major skeletal and muscular structures of animals. Topics include

terminology, structural arrangement, and kinetic function. The course also considers standard locomotion cycles



and the relationship between humans and various animals. This course gives special emphasis to adapting this

knowledge to the needs of artists and animators.

ART 401 Conceptual illustration and Visual Development 3

This course explores the animation pre-production skills of conceptual illustration and visual
development. Students apply their knowledge of drawing, storytelling, and composition to create speculative
drawings for animation. They review compositional systems, design process, and illustration techniques.
Additionally, students explore means of using drawing to visually explore story and character ideas from both
existing and original story materials. They also consider adaptation, stylization, and visual variety. The course
emphasizes professional applications, techniques, and standards of quality. The work completed in this course

serves as pre-production design for PRJ 300, PRJ 350, or ANI 300.

ART 405 Matte Painting 3
This course takes the student through the process of designing and painting (traditionally, digitally

or both) backgrounds that can be seamlessly integrated with live action footage, animation, and games.

ART 450 Portfolio 3

Students will use this course to compile the elements of their professional portfolio, which will
serve as their B.F.A. thesis. Additionally, this course will introduce students to the marketing campaign needs of
modern animation portfolios including visual continuity, business documents, traditional still art portfolios,
process and practice samples, digital portfolios, web sites, demo reels, and promotional items. They will use this
knowledge to assemble their own portfolios. The course will also cover related information regarding job

interviews, trade shows, professional standards, and contract negotiation.

CG 300 3D Environment and Level Design 3

This course introduces students to the principles of 3D environment design. Theatrical sets,
architectural simulations, and level design are considered. In order to provide students with a broader skill set,
this course also presents the mechanics of how to use other 3D animation software, with an emphasis on the
unique strengths of the package. Students explore the comparative strengths of different software packages and
the impact that this has on workflow. The course emphasizes critical thinking skills and strategies for tool

selection.

CG 315 Texturing for 3D 3

This class focuses on how to generate efficient and accurate texture maps. Students explore
techniques for generating landscape, architectural, objects, and character based textures. Topics include:
clamped textures, tileable textures, advanced methods for generating normal maps, z-depth, displacement, and
emissive type textures. Students will explore UV mapping, unwrapping, multi-layered shaders, animated texturing

methods, use of photo reference, manipulation, compositing and other techniques to create complex textures.



CG 360 Lighting and Rendering 3

CG artists must develop strong lighting skills. This course looks at the subject through the world of
film cinematography and covers the process of lighting both interior and exterior virtual environments. At the
technical and artistic levels, students explore rendering techniques and strategies that efficiently produce a more

convincing result.

COM 250 Professional Communication 3
This course prepares students for the communication challenges that await them in the
professional world. Topics covered may include professional networking strategies, career search materials, self-

presentation and interview skills, and effective communication across all levels and functions of the workplace.

COM 351  Gender and Communication 3

This course introduces the theory and vocabulary of gender studies and relevant socio-political
movements such as the women’s movement. It investigates how ideas about sex and gender and identities as
men, women, and sexual beings are influenced by and manifested in communication behaviors and in the
communication channels and messages that permeate society. Key themes include: the fluidity of gender, the
gendered body, gender in verbal and non-verbal communication in professional and non-professional settings,

and gender-based power and authority.

COM 399 Special Topics in Communication 3
The content of this course may change each time it is offered. It is for the purpose of offering a
new or specialized course of interest to the faculty or students that is not covered by the courses in the current

catalog.

CS 115 Introduction to scripting and programming 3

This class introduces programming environments to students who are not experienced
programmers. This course will cover simple logic, programming flow, and the use of variables. It will introduce
students to the history of programming and the basic vocabulary of the programming industry. The course
culminates in a series of hands-on exercises using this knowledge to solve problems. At his or her discretion, the
instructor may cover special topics in programming or scripting. Credit may be received for CS 115 or for CS 120,

but not for both.

CS 175 Scripting Languages 3

This course covers the concepts and implementation strategies for using high-level scripting
languages in game development. Students will focus on object-oriented programming, high-level English-like
structure, speed of development, and ease of use. The course includes a survey of commercial languages, as
well as proprietary scripting languages from industry applications. Students will examine the process of
conceptualizing a syntax for a game-based scripting language and examine how such a language is compiled and

interpreted by a game engine. Using the syntax they have created, they will create a number of scripts that



could be used in a game. Additionally, the course will cover such relevant topics as data-driven technology,

modular coding, function calls, and procedures.

CS 176 Advanced Scripting 3

This course presents game implementation techniques and game architecture in a scripting
language environment. Students investigate concepts of game architecture, such as game-system component
separation and game flow while learning about essential elements such as the game state manager, input/output
handler, and frame rate controller. Students learn how to create several different types of classic eames in a
variety of scripting languages most commonly used for professional games, learning the specific syntax and
approaches of each language in the process. As part of their implementation, students learn how to use the
specific graphics, audio interface, physics and math APIs found in the scripting environments used. Students
survey concepts in space partitioning, particle systems, map editors and other elements so that they are capable

of creating working prototypes of 2D games.

ENG 150 Mythology 3

This course studies myths from different world cultures. It provides an in-depth discussion of the
Hero’s Journey (a basic pattern that appears in many narratives) and its principal archetypes. It also studies
mythology across the arts and examines how essential it is to the study of literature, drama, film and video

games.

ENG 230 Speculative Fiction 3

This course is a survey of speculative fiction (in literature, television, film, and graphic novels) that
moves beyond pure realism to include fantastic or imaginative elements and to present worlds that differ
significantly from our own. Each semester, the course will focus on one or more sub-genres which may include

science fiction, fantasy, horror, magic realism, alternate history, steampunk, or cyberpunk.

ENG 242  Multicultural Literature 3

This course explores what modernity and post-modernity have or have not meant to American
writers whose histories and cultures are not European in origin but whose writings are steeped in European-
American literary traditions. The course explores the cultural hybridism of this literature as well the unique
visions of the world they have created. These funny, humorous, bitterly satirical, and downright serious (post)-
modern fantasies are quintessentially American, yet also unique and peculiar to these authors’ ethnic
experiences. The selected works also offer an opportunity to read or re-read well established and newer

American works of literature.

ENG 243  Epic Literature 3
This course provides an introduction to the epic as a genre, including poetry, drama, and novels.

Particular attention is paid to the theme of heroism and its many cultural manifestations.



ENG 245 Introduction to Fiction Writing 3

This course provides an introduction to the study and practice of fiction writing including
characterization, plot, setting, and point of view. It presents selected works of short and long fiction. The course
is an opportunity for students to practice their own creative writing skills. They are required to write at least two

short stories.

ENG 400 Creative Writing for Game Design 3

This course focuses on the narrative elements of creative writing. Exercises generate thinking and
hone students’ basic storytelling talents, including characterization, exposition, plot, conflict, back-story,
dialogue, and appropriate use of language. Students learn how to use symbols to design a story and how to
manipulate the symbols to create character, plot, message, and interactivity. Students are encouraged to access

their own genius, culture, and life experience in the development of their stories.

ENG 410 Interactive Storytelling 3

In this class, students learn to design stories with symbolic language. Exercises help students apply
and understand character design and development, archetypes, conflict, plot patterns, back-story, dialogue,
exposition, premise, and the psychological dynamics of human choice. Students also learn how to manipulate
symbols in images by drawing from a variety of theoretical models, such as Carl Jung’s dream analysis,

personality profiling per Myers-Briges, Gestalt psychology, and narrative architecture.

FLM 210 Cinematography for Visual Effects 3
This course focuses on the technical aspects of cinematography and still photography. This includes
understanding how images are captured and processed, camera functionality, computer graphics theory, and

image analysis.

FLM 201 Cinematography 3
This course explores camera composition, lighting, and editing techniques through a series of
cinematic projects. Topics include 2D and 3D camera moves, film and script analysis, storytelling conventions,

choreography, and staging.

FLM 350 Compositing | 3
This course introduces students to two key areas of compositing -- image preparation (e.g.,
rotoscoping, blue/green screen, masks, wire removal) and compositing software (layer-based, node-based).

Students apply this knowledge to basic 2D compositing, as well as motion tracking and color correction.

FLM 360 Compositing I 3
This advanced compositing course focuses on the integration of 3D elements into live action
footage. Concepts covered include image stabilization, lighting, green screen setup and shooting, match moving,

camera tracking, and body tracking.



GAM 300 Projectlll 4

This course is the first semester of a two- or three-semester project, which will be continued in
GAM 350, and then in GAM 375 for a three-semester project. Students will work together on teams of three or
more to create an advanced real-time game or simulation. Techniques are explored for creating high-
performance teams, tuning development processes for specific projects, using advanced discipline-based best
practices, and applying specialized discipline-based skills to game development. This first semester focuses on
pre-production to ensure the technology, tools, design, art, audio, and team are ready for full production in the

following semester.

GAM 350 Project llI 4
This course is the second semester of the three-semester project begun in GAM 300 or GAM 302.
This semester focuses on moving into full production, ending with the project ready to enter post-production in

GAM 375 in the following semester.

GAM 375 Project lll 4
This course is the final semester of the three-semester project begun in GAM 300 or GAM 302 and

continued in GAM 350. This semester focuses on post-production and shipping the final project.

GAM 400 Project IV 4

This project is divided into two semesters and focuses on the creation of an innovative game,
simulation, or demo. Students may use current software and hardware technologies with instructor approval,
such as web technologies, gaming consoles, mobile devices, commercial physics engines, commercial game
engines, hands-free input devices, etc. These technologies can be used to implement technical features such as
3 D animation, advanced lighting and rendering, advanced 3 D physics, high-performance networking, and
advanced Al algorithms. Innovation can also come from the design, visuals, and/or audio components of the
project. Students will work independently or in teams, as appropriate to the scope of their project. Additional

topics may include advanced interviewing techniques and writing effective resumes.

GAM 450  Project IV 4
In this course, students prepare their personal portfolio ofprojects in order to be ready for a
professional job search.This can involve a new project to demonstrate a particular professional skill, or working

to complete a project they began in GAM 400.

DES 302 Game Design |l 3
This course focuses on the design and implementation of engaging digital game prototypes. Topics
may include using space effectively, kinesthetic flow, motivating through autonomy, and using interactive

elements to create engagement through discovery, sensation, and fantasy



DES 303 Game Design llI 3

This course focuses on the design and implementation of highly original and engaging digital game
prototypes. Topics may include originality in design, narrative engagement, motivating through connection, and
using interactive elements to create engagement through fellowship, expression, and catharsis.
DES 350 Real - Time User Experience Design 3

This course explores how visuals, audio, programming, and design intersect to make interactive
experiences not just functional, but compelling. Emphasis is placed on the implementation of effective user

input methods and on the presentation of intuitive and engaging real-time feedback.

DES 360 Information Visualization 3
This course covers key techniques of information visualization, the primary tool for both analyzing
and presenting data. This course will cover methods for collecting and building data sets, assessing the quality of

those data sets, and selecting the optimal method of visualizing the data.

DES 400 Integrated Digital Design 3
This course focuses on designing and implementing an original digital experience that integrates

sensory, narrative, and interactive elements into an engaging overall work that is suitable as a portfolio piece.

HIS 100 Introduction to World History | 3

Covering a wide range of world history (Prehistoric to Middle Ages, Western and Asian Civilizations),
this course provides an overview of events, civilizations, and cultures throughout time that form major historical
shifts. Students analyze a series of case studies with particular focus on governments, technology, religion, and
culture, and how clashes between these (and other) themes created changes in culture, power, and civilizations.
Three major themes connect several topics discussed in this course with those explored in HIS 150: issues of
authority and inequality within civilizations; encounters and conflicts between civilizations; and cultural and

technological exchanges within and between civilizations.

HIS 150 Introduction to World History I 3

This course continues the topics covered in HIS 100, covering from approximately 1650 A.D. until
present day (Renaissance to present day, Western and Asian Civilizations). Students analyze a series of case
studies with particular focus on governments, technology, religion, and culture, and how clashes between these
(and other) themes created changes in culture, power, and civilizations. Three major themes connect several
topics discussed in this course with those explored in HIS 100: issues of authority and inequality within
civilizations; encounters and conflicts between civilizations; and cultural and technological exchanges within and

between civilizations.



LAW 115 Introduction to Intellectual Property and Contracts 3

The animation and computer software industries are founded upon the principle of intellectual
property. This course introduces students to the social concepts and traditions that led to the idea of
intellectual property. It surveys the various international legal systems governing intellectual property, giving
special consideration to Title 17 and the local statutes that govern copyrights, trademarks, and patents in the
United States. Students learn fundamental issues surrounding this field, such as fair use, international relations,
and economics. The course also introduces students to a basic overview of contracts, including structure,

traditions, and vocabulary.

MAT 100 Precalculus with Linear Algebra and Geometry a4

This course presents fundamentals of college algebra and trigconometry, with an introduction to
concepts in 2D geometry and linear algebra. Topics include: polynomial, rational, triconometric, exponential and
logarithmic functions as well as their inverses; analytic trigonometry, trigonometric identities, the unit circle, and
triconometric functions of a real variable; introduction to linear systems, basics of linear transformations in 2D;

vectors, parametric lines, dot product, and projections in 2D.

MAT 105 Introductory Probability and Statistics 3

This course presents fundamentals of probability and statistics without calculus. Topics include:
data representation, population mean, variance, and standard deviation, finite probabilities, events, conditional
and marginal probability, discrete random variables, binomial distribution, normal distribution, sampling
distributions for mean and variance, estimation of means, confidence intervals, hypothesis testing, inference, and

chi-square tests.

MAT 140 Linear Algebra and Geometry 4
Credit may be received for either MAT 100 or MAT 140, but not both.

The two main themes throughout the course are vector geometry and linear transformations.
Topics from vector geometry include vector arithmetic, dot product, cross product, and representations of lines
and planes in three-space. Linear transformations covered include rotations, reflections, shears and projections.
Students study the matrix representations of linear transformations along with their derivations. The curriculum
also presents affine geometry and affine transformations along with connections to computer graphics. This

course also includes a review of relevant algebra and trigonometry concepts.

MGT 451 Project Management 3

This course provides in-depth examination of theories, techniques, and issues in project
management. It covers various aspects of project management including team leadership, marketing, budgeting,
long-range project planning, contract negotiations, and intellectual property considerations. The course includes
exercises that give students insight into dealing with product conceptualization, team effectiveness and

performance issues.



MGT 500 Management for Art Directors 3

This course provides an in-depth examination of techniques and theories for project management
of art, film, sames and other artistic team projects. Lectures cover various aspects of managing creative teams.
Topics may include leadership, communication, team building, marketing, budgeting, longrange project planning,

contract negotiations and intellectual property considerations.

MUS 115 Fundamentals of Music and Sound Design 3

This course offers an introduction to the fundamentals of music and sound design, and an overview
of the production of music and sound for animation, film, and video games. Topics include music notation, key,
meter, rhythm, melody, harmony, texture, tempo, genre and form; historical musical styles; dialog and timing;

and digital audio production methods and techniques.

PHY 115 Introduction to Applied Math and Physics 3

We live in a world governed by physical laws. As a result we have become accustomed to objects’
motions being in accordance with these laws. This course examines the basic physics and mathematics governing
natural phenomena, such as light, weight, inertia, friction, momentum, and thrust as a practical introduction to
applied math and physics. Students explore geometry, trigonometry for cyclical motions, and physical equations
of motion for bodies moving under the influence of forces. With these tools, students develop a broader

understanding of the impact of mathematics and physics on their daily lives.

PRJ 300 Limited-Scope 3D Production 3

PRJ 300 addresses two of the more serious affective learning challenges facing commercial
animators: professional focus and realistic expectations. The goal of this course is to build on the experience
gained in production pipeline procedures in PRJ 201/251 as well as the modeling and animation skills developed
in CG 225 and CG 275. Students will apply skills learned concurrently in ART 300 and CG 300 to produce an

animated short film of limited duration.

PRJ 350 Cinematic Production 4
This course is the first semester of a two-semester sequence on the production of a short 2D or 3D
film. The course focuses on concept, pre-production, and asset creation in a team environment. Topics include

effective presentations, managing scope, and team dynamics.

PRJ 352 Game Art Project Il 4
This course is the first semester of a two-semester team production of a game. Topics include

advanced art pipeline, game engine rendering, visual consistency, and advanced testing techniques.

PRJ 400 Capstone Project | 5
Working effectively as producers, the Animation Faculty team will select from student submissions

one or more team projects to be produced. They then assign students to specific teams, based upon their



artistic strengths and career goals. Wherever possible, individual students are introduced to specialist advisers
from outside the faculty. Each student’s individual effort is assessed as well as the overall teamwork and
professional success of the team. As in a professional work environment, student teams are not allowed to
exclude individual members due to production conflicts or performance. The faculty alone retains the right to

remove a team member for failure to perform.

PRJ 402 Game Art Project I 4
This course is the second semester of a two-semester team production of a game. Topics include
advanced art pipeline, game engine rendering, visual appeal and consistency, user interface design, animation

polish, and advanced testing techniques.

PRJ 450 Career Preparation 4
This course focuses on building portfolios and reels in preparation for the professional world.

Emphasis is placed onprofessional practices, methodologies, and presentation.

PSY 201 Cognitive Psychology 3
This course emphasizes emergent research and theory exploring the nature of human mental
processes. Topics include neuroscience, attention, perception, memory, creativity, decision making, and

information processing.

PSY 350 Psychology of the Media 3
The course explores the psychology of advertising from its emergence, its relationship to the
psychology of propaganda, its influence on political thought during the latter half of the 20th century, and its

influence on contextual value formations and cultural reality.

SOS 115 Media and Ethics: A Social Science Perspectives 3

This course guides students in the ethical assessment of both the processes and outcomes of social
decision-making. After an introduction to basic ethical theories, students will acquire an understanding of the
structure of social institutions and the process through which one makes social choices. Central to the analysis is
a study of ethics as a criterion for assessment of social decision-making with emphasis on the study of particular
issues of social choice. The course also provides a theoretical framework within which to spot and analyze

ethical issues in the media.

SOS 150 Society and Technology 3

This course draws on techniques and perspectives from the social sciences, humanities, and
cultural studies to explore technology and change in the modern era. In particular, students examine how
technology influences and is influenced by values and cultures in America and abroad. The course helps
students recognize the range of consequences that technology in general, and information and communication

technology (ICT) in particular, have when shaped and used by individuals, organizations, and society. Through



readings, discussion, lectures, and written assignments, students become acquainted with current controversies
related to the socio-cultural dimensions of technology in the “digital era.” While the course examines the impact
of technologies—including video gaming and robotics—on the contemporary world, it also uses an historical
approach to address some of the technological innovations that have most affected U.S. society in the past. The
course considers how technologies are developed and sustained, and how they interact with and affect our
urban culture. Specific themes likely to be addressed include technology’s impact on the private and public
spheres; the body and the self in cyberspace; and the criteria used to determine a technology’s success, failure,

and danger.

SOS 190 Introduction to Popular Culture 3

This course surveys trends in popular culture and the debates about how those trends affect the
larger culture in general. The course will focus on a variety of popular media, which can include: music, video
games, movies, television, and social networking. Topics for discussion may cover: the process of invention in
popular culture; the relationship between popular culture, intelligence and engagement; the nature of celebrity;

the function of simulacra; changes in narrative structure; representation of race and gender, and more.
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