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3.1.5.2 ﬂ1§]ﬁ1J1EJ§1EJ'J‘lﬂﬂTkﬂﬁNﬂq‘HCﬂ‘Hi‘lJ'J”II1ﬂ!ﬂﬂﬁ®uﬂuﬁ1')ﬂﬂ1ﬁﬂﬁii?~lﬂ1ﬁﬂi

General Education Courses

1. Field of Humanities
NE. 110 aﬁaﬂmmswyﬂmam% 2 (2-0-4)
TU110 Integrated Humanities

A study of western thoughts and ideologies, the arts, art history, and their influences on the modern
world. Exploring the idea of human progress and the development of human thoughts and knowledge from the Classicism
of the early period to contemporary Post-modernism. Focusing on the crucial intellectual and artistic movements which
have had a revolutionary and shaping influence on western civilization and the world at large. Major topics cover

economic, political, social and moral progress as well as progress in the arts and culture.

2. Field of Social Science
U5.100 WaleInUANNSUAAYOUADFIAN 3 (3-0-6)
TU100 Civic Educations

This course provides an account of principles of democracy and government by rule of law. Students
will gain understanding of the concept of “Citizenship” in a democratic rule and will have opportunity for self-
development to become a citizen in a democratic society and to take responsibility in addressing issues in their society

real-life practices.

5. 120 AHINEMTIANIANS 2 (2-0-4)
TU 120 Integrated Social Sciences

A study of the origins of social sciences, the separation of social sciences from science, the acceptance of
scientific paradigm for the explanation of social phenomena. Analysis of significant disciplines, concepts and theories in
social sciences, their strengths and weaknesses when applied to the analysis of social problems. Application of social

theories to current issues understood within individual, group, macro-social, national and global perspectives.

3. Field of Science and Mathematics
NE. 130 a¥idNeNMINeNaansuazmalulag 2 (2-0-4)
TU 130 Integrated Sciences and Technology

This course gives an account of fundamental concepts, theories, philosophies, and rules of science. It also
discusses the evolution of science and technology which has been influential to human’s living. Impacts of science and
technology on economics, societies and environments. It provides a forum of discussion of debated issues concerning ethics

and moral of human being.
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S, 156 ﬂa1ujq’aflv'aw’imﬁmﬁuﬂauﬁmm%uazmiﬁmﬂﬂmniu 3 (3-0-6)
TU156 Introduction to Computer and Programming

Basic concepts of computer system, electronic data processing concepts, system and application software,
algorithm, flowcharts, data representation, program design and development methodology, problem solving using high

level language programming.

4. Field of Languages
5. 140 Inafinun 3 (3-0-6)
TU140 Thai Study
Thai language usage sKkills: listening, reading, writing and speaking, with emphases on drawing the

main idea, communicating knowledge, thoughts and composing properly.

aHd. 070 mmé’anqyﬁugm 1 0 (3-0-6)
ELO070 English Course 1
Prerequisite : Language Institute placement

A non-credit course designed for those students with low English command and unable to enroll directly
into English Foundation Course (The assessment criteria are “S” for Satisfactory or “U”D for Unsatisfactory and will not
be counted towards the students total credits and GPA). A preparatory course designed to enable students to cope up

with real English use of four basic integrated skills of listening, speaking, reading and writing.

a¥.171 mmé’anqyﬁugm 2 3 (3-0-6)
EL171 English Course 2
Prerequisite : EL 070 or Language Institute placement
An intermediate English course designed to promote four integrated skills to develop studentslj

English proficiency at a higher level.

aH. 172 mmé’anqvﬁugm 3 3 (3-0-6)
EL172 English Courses 3
Prerequisite : EL 171 or Language Institute placement
An upper-intermediate English course to enable students to use integrated skills at a more sophisticated

level than the prior course especially in speaking and writing.

2. 211 3 Inenin 3 (3-0-6)
PY211 General Psychology
Study history and methodology of psychology, biological foundation of behavior, human development,

motivation, perception, learning, cognition, personality, social behavior, and abnormal behavior.
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oun. 271 masamslassnsiesumsnanaeadna 3 (3-0-6)
IDD271 Project Management in Digital Media production

General Management techniques and skills for digital-media project including project budgeting and
planning, project marketing and evaluation, risk management, business plan and negotiation, human resource, quality
control, and introduction to intellectual property. Studying new trends of digital media, theory development and
management skills such as leadership and digital marketing through case studies with the focus on the impact of digital-

media project leader on current culture and society particularly the moral and ethical aspect of project managing.

U. 246 mm;’i:aﬁvméiuaﬁ&aﬁ’uw%’wé%umaﬁmgw 3 (3-0-6)
LA246 Introduction to Intellectual Property
Prerequisite: Being at least second-year non-law student

This course seeks to provide students with fundamental knowledge in relation to the protection of
“creation of the mind of human-beings”, justifications and needs for the protection and benefits to be derived from the
protection of this kind of property, the enforcement of rights flowing from the protection. For this purpose, examples will
be drawn from existing intellectual property law, in particular, such legislation most central to the daily life of students

e.g. the copyright law and the trademarks law.

5. Field of Sciences and Mathematics
oun. 260 mransld smsuinaassaaonsia 3 (3-0-6)
IDD260 Scripting Language for Digital Artist

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.
aun. 261 adiamanimmSuTnaieassAndIa 3 (3-0-6)
IDD261 Math for Digital Artists

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
aua. 262 Wanadwsuinadvassnadia 3 (3-0-6)
IDD262 Physics for Digital Artists

Explanation of physic phenomenon happening in daily life using the principles of mathematics such as

light, weight, gravity, friction, projection/ motion under gravity, and projectiles launched horizontally.

53



Core Courses
2UA. 200 vﬁugmmwﬁ%ﬁ’mmzquw’%mmmwméau‘lm 3 (2-2-5)
IDD200 Introduction to Digital Image and Cinematography

Art of photography and video in digital system, and how to properly harness the medium to communicate
your message. The basic of using camera device and video. Technical skills needed to create image through a discussion of
the camera and its components. Storytelling in cinema and applied with Animation and Game; especially; essential topics

of movie and video making, where to put the camera and lighting and scene set up as well as the critical analysis in script.

oA, 201 UDINTY 3 NAILDIAY 3 (3-0-6)
IDD201 Introduction to 3D Animation
Learning to 3D animate through industrial standard 3D animation software with the overview of 3D

modeling techniques, types of surfaces, rigging, lighting, camera set-up, key-frames, and animating.

auA. 210 ﬂ'liﬁ'%Nﬁ‘iiﬁ’\‘i11!5]11/‘!1‘?;&!!%13!!ﬂﬁm‘iﬁ!ﬁ?ﬂﬂi%ﬂ?uﬂﬁﬂiSN'J@NQJIW‘I!!‘]J‘UﬂmﬂB% 3 (3-0-6)
IDD210 2D Raster Graphic and Animation

The introduction of industry standard software using raster (still image animation). Basic user
interface, menu bar are an initial stage. Colour bit depth and resolution, Resource and memory Management. Pipeline
process to apply with digital painting, character design and animation scene. Taking Raster Graphic to create motion by

using layer base compositing process.

aunA. 211 mm%'nmsﬂdammwﬁmammﬁm%’ué’mnizmumiﬂizmawamwsmmmma% 3 (3-0-6)
IDD211 2D Vector Graphic and Animation
Prerequisite: Have taken IDD 210
Basic principles of 2D vector graphics and animation with the focus on critical thinking and strategies
when applying vector graphic to create broadcast animation and/or web and printed media. Taking Vector Graphic to

create motion by using layer base compositing process

aUA. 212 ﬂé’nmﬁeammmmzmmnmﬁﬂﬁxnmJ 3 (2-2-5)
IDD212 Composition and Design Principle
Prerequisite: Have taken IDD 210 or taking IDD 210 in the same semester
A study of the formal aspects of visual composition -- graphic design principles, composition, and the

placement or arrangement of visual elements (grid/layout).

[
o

PUA. 270 WUFIUMSIAUT0INIUTADIIA 3 (2-2-5)
IDD270 Introduction to Digital Narrative
A study of basic story-telling, script structure, interactive dialogue, mood and inspiration creation, and

interactive narration in order that the theme of a story and emotional depth can be achieved
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aua. 300 M3sUMNTadIUBauaT aiia 3 (2-2-5)
IDD300 Perspective
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

auA. 301 muSnmasuadiniu 3 I 1 3 (3-0-6)
IDD301 3D Character Animation I
Prerequisite: Have taken IDD 201
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.

aua. 302 mseenuuaviail Uszaumsalgl¥ nazmsinindeya 3 (3-0-6)
IDD302 UI and UX
Prerequisite: Have taken IDD 210 and taking IDD 211 in the same semester
An exploration of visual design elements, user interfaces, and user experience. Types of interfaces and
skills in creating representations of information valuable to a system user. The focus on overall interaction of user

experience and user experience in relation with the interactive media and game.

auA. 370 ﬁugmmaﬂuﬂ%uazmseﬂmmmﬁm 3 (2-2-5)
IDD370 Music and Sound Design
Basic digital sound, sound elements and creating sound effect with animation and game as well as others

digital media.

Major requirements in Animation and Visual Effects

oUA. 204 NYHHUAzIMALA et ioadu 1 3 (2-2-5)
IDD204 Introduction to Animation Theories and Techniques I

History and basic principles of animation techniques including tools and animation drawing techniques
with an emphasis on time and space and animating through a series of drawing. Learning to critically analyse the

animation master pieces

2UA. 205 1nqyf]uaxmﬂﬁmmﬁm%mﬁme’l'u 0 3 (2-2-5)
IDD 205 Introduction to Animation Theories and Techniques II
Prerequisite: Have taken IDD 204
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.
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UM, 206 mi?'mmisimmmé’fu 3 (2-2-5)
IDD206 The Language of Drawing
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.
auA. 214 ﬁug1un1sa1wn1wéaﬁ%§m 3 (2-2-5)
IDD214 Basic Life Drawing
Prerequisite: Have taken IDD 206
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.

aua. 215 Inu @ nazesnilsznou 3 (2-2-5)
IDD215 Tone, Color, and Composition
Prerequisite: Have taken IDD 206

Using tone, color, and composition in painting to identify light intensity, complementary and contrast
color on color wheel, and color scheme. Learning to apply theory of color and studying the use of color by well-known
artists and designers
auA. 216 ms‘smmwéaﬁ%%ﬂ%uga 3 (2-2-5)
IDD216 Advanced Life Drawing
Prerequisite: Have taken IDD 214 and IDD 215

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 figurative

composition.

auUA. 220 MI0NUULMINUAZAIAZAT 3 (3-0-6)
IDD220 Character and Set Design
Prerequisite: Have taken IDD 214 and IDD 215
A 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.

oun. 324 maasosrumwilsznou 3 (3-0-6)
IDD324 Storyboards
Prerequisite: Have taken IDD 214 and IDD 300
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.
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auA. 325 ﬂ1§§]§)ﬂ!!ﬂﬂ1ﬁuﬁ’3 3 (3-0-6)
IDD325 Texture
Prerequisite: Have taken IDD 201, IDD 210 and IDD 211

A study of how to create realistic textures for adaptation with scene design, character design, and
various surfaces of the 3D objects in the scene. Applying tiling texture, procedural texture, and real-life texture onto the
material surface using texture projection and UV mapping technique as well as basic rendering through the composite

process.

oun. 326 AatianeulnaNA (ﬂszmawamwzmuﬁﬁu%u) 3 (3-0-6)
IDD326 Digital Compositing (Layer base)
Prerequisite: Have taken IDD 200, IDD 210 and IDD 211
Compositing program by using industrial standard layer base compositing program to create motion
graphic from the varisous kind of resources (still image or from the footage). Multi-passes technique for reducing time on

the rendering process.

dUA. 334 AME MR TINTY 3 1A IT 3 (3-0-6)
IDD334 3D Character Animation II
Prerequisite: Have taken IDD 301
Character animation to show facial expressions, emotions, moods, and gestures. 12 basic principles of

animation to enhance character emotions.

auA. 335 umuagmiﬂszmawaquﬂﬁm 3 (3-0-6)
IDD33S Lighting and Rendering
Prerequisite: Have taken IDD 201, 325 and 326
Lighting set-up in each 3D scene such as day/night lighting environment, indoor/outdoor scene, three
points lighting, stage lighting in relation with image expression. Also learning image processing for 3D rendering and

rendering techniques such as Sampling, Ray-Tracing, Shadow, and Image Filtering.

aHA. 364 ﬂ1§§i1ﬁﬂﬂﬂ1§!ﬂa‘ﬂu"lﬁ3 3 (3-0-6)
IDD364 Dynamic Simulation
Prerequisite: Have taken IDD 260 and IDD 201
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

57



UA. 365 mm’énqeﬂmqa%'mﬁamiméau"lm 3 (3-0-6)
IDD365 Rigging for 3D Animation
Prerequisite: Have taken IDD 301
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.
oun. 424 Matudremaiinadna 3 (3-0-6)
IDD424 Digital Sculpture
Prerequisite: Have taken IDD 201
Digital modeling pipeline, sculpturing, and texturing by using digital techniques with reference to the

anatomy knowledge and by using various software tools to create standard models.

oun. 425 A3TTanaulnanas Wszanawammuuulnsaaiaduamn) 3 (3-0-6)
IDD425 Digital Compositing (Node Base)
Prerequisite: Have taken IDD 326
A study of Node-Base compositing, to accelerate compositing work flow. Since, these work flow imitate
mind mapping or understanding process of human mine so it’s easier than layer base (linear-top-down) work flow to edit

or create new master piece from collected resource.

aURA. 426 Mﬂﬁmmwﬁywéa HAZMIFOUNN 3 (3-0-6)
IDD426 Match moving and Green Screen Technique
Prerequisite: Have taken IDD 326
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.

Major Electives in Animation and Visual Effects
UA. 336 NMIVONULLMNAUHAUMIAA 3 (3-0-6)

IDD336 Conceptual Illustration and Visual Development
Prerequisite: Have taken IDD 215, IDD 216 and IDD 300

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, lighting, theme color in order to

create the final media.
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2UA. 396 HIvoNAMIMUR T ez Iy aewnng 1 3 (3-0-6)
IDD396 Special topic for Animation and Visual effect 1

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).

oUA. 434 msa%niwﬂa?'m"lsiﬁ%‘immwwﬂﬁﬂmisﬁuimﬂa%uga 3 (3-0-6)
IDD 434 Hard Surface and Advance Modeling
Prerequisite: Have taken IDD 301
A study of traditional 3D modeling creating processes (man-made scenes, the objects with crease/smooth

edge, vehicles, robotic and architectural space with an introduction to digital sculpting for hard surface model.

oun. 435 maahsgalnssaaiiemanasylnavuga 3 (3-0-6)
IDD435 Advanced Rigging
Prerequisite: Have taken IDD 365
The effective rigging system for facial expression or “creature” character which different from living
things (biped, quadruped, insect or fantasy creature). Design and develop custom rigging such as machinery or gear

system.

aua. 436 maveulsunsudmsurerianas 3 Hanazdvraerlinng 3 (3-0-6)
IDD436 Programming for 3D Animation and Visual Effect
Prerequisite: Have taken IDD 260, IDD 201 and IDD 364
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.

DUA. 465 msﬁmmmsméau"lm%ugq 3 (3-0-6)
IDD465 Advanced Dynamic Simulation
Prerequisite: Have taken IDD 260, IDD 201 and IDD 364
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.
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ouA. 495 FavenarmMaguuR it utaz Iy aerlvlng 2 3 (3-0-6)
IDD495 Special topic for Animation and Visual effect 2

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)

Major requirements for Game Art and Design

aua. 207 Usz Tamansinumazd Tannmswanny 3 (3-0-6)
IDD207 Game History and Revolution
The history of game since ancient era such as amusement, tabletop games till video game currently

including trend of how to use digital technology to develop game, basic theory for creating game.

auA. 208  MIIANZVinazlsziiunam 3 (3-0-6)
IDD208 Game Evaluation and Analysis

Learning game fundamental, game structure, understand the rule of each game play. Students are
able to analyse a variety of game, basic game mechanic, visual aids, reward and punishment, player emotion. Testing and

reporting process.

oun. 217 adenugrumaediudailz 3 (3-0-6)
IDD217  Arts Fundamentals
Basic drawing, line, shape, tone and shading, proportion, basic colour, design principle and

composition. Art history

UM, 247 PONUVUMITIIUNN 2 }A T 3 (3-0-6)
IDD247 2D Game Design I
Prerequisite: Have taken IDD 257, IDD 260 and IDD 210
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.

oUA. 248 MIvONUULIAZAS 14NN 3 HA I 3 (3-0-6)

IDD248 Three-Dimensional Game Design I

Prerequisite: Have taken IDD 201

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.
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auA. 249 AanamalulagnSuiineenUULIAN 3 (3-0-6)
IDD249 Digital Technology for Game Designers
Prerequisite: Have taken IDD 260 and IDD 262
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

UA. 257 HANNITORNUUUMTAI1IPN T 3 (3-0-6)
IDD257 Principle of Game Design I

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.
aua. 267 anunazsilunazadfsmsurinadnassnaaia 3 (3-0-6)
IDD267 Probability and Statistics For Digital Artist
Prerequisite: Have taken IDD 261

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.

aUA. 347 ﬂ1§0®ﬂ!!‘]]‘1]1t/‘&|’1-!ﬁ7|1x‘1ﬁﬂ]ﬂﬂﬂﬂiiﬂ!mg!!ﬂﬂ 3 (3-0-6)
IDD347 Architectural Spaces, Design, and Lighting
Prerequisite: Have taken IDD 201
Concept of technical architecture drawing for a 3D level design. Lighting setup to express emotional of
the scene. Selected of material surface to suit with the 3D scene and 3D model in game and animation.
ouA. 348 msﬁﬂummaﬂ%ﬂﬁ%uga 3 (3-0-6)
IDD348 Advanced Scripting
Prerequisite: Have taken IDD 260
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.

61



UA. 349 HANNTPIAULUMITAI1UNN T 3 (3-0-6)
IDD349 Principle of Game Design 11
Prerequisite: Have taken IDD 257
Transformation concept back and forth between classical game era and digital emerging age.

By focusing of logical, game play, artistic and visual design, user interface.

UA. 357  PONMUUMSIAI 1NN 2 JA I 3 (3-0-6)
IDD357 2D Game Design 11
Prerequisite: Have taken IDD 247
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.

oUA. 358 MsvanuUUKAza31UNN 3 TR 1T 3 (3-0-6)
IDD358 Three-Dimensional Game Design 11
Prerequisite: Have taken IDD 248 and IDD 347
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.

aua. 393 Uszaumsatmaainy FEna) Taviunagna
IDD393 Field Training
Internship in an organization qualified by the faculty for at least 120 hours. Evaluated

by S (Satisfactory) or U (Unsatisfactory).

aUA. 457 miaammmnu%ugq 3 (3-0-6)
IDD457 Advanced Game Design
Prerequisite: Have taken IDD 349
Analyse Concept of game mechanism and design in each game category such as MMORPG, Social
game, art game, music game, education game, serious game, handheld that impact to the culture nowadays and monetize

income.

aUnA. 477 misdu%emJu?'mmsammquazum‘hazﬂ{lumu 3 (3-0-6)
IDD477 Interactive Narrative and Character Creation for Games
Prerequisite: Have taken IDD 270
Develop script and dialogue for interactive media and game which integrate linear and non -linear

storytelling technique. Including engaging statement between media and audience.
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Major Electives for Game Art and Design

oua. 359 Msa3amnuazgunsailszneumindmiuny 3 (3-0-6)
IDD359 3D Elements and Set Design for Game
Prerequisite: Have taken IDD 201
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

aua. 449 a31alaaadmemaiinladnanau 3 (3-0-6)
IDD449 Low polygon technique
Prerequisite: Have taken IDD 201
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.

UM, 458 msﬁ’ifwgﬂimaa%mﬁamsmﬁ'au"lmﬁm%’vmu 33 3 (3-0-6)
IDD458 Rigging for 3D Game Character Design
Prerequisite: IDD 201
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.

ouA. 459  MseenuULIHAIEz NS T UTRa9EsTAY 3 (3-0-6)
IDD459 Texture and Background for Game Artist
Prerequisite: Have taken IDD 201 and IDD 210
Digital Sclupture, Painting and retouching technique to create the non/realistic texture and background

in 3d game. Files preperation and delivery pipeline

Project — Animation and visual Effects
a v aa d
UM, 294 Tﬂsaammia’ifmmumw 2 Nﬂﬁ]ﬂﬂﬁﬂi%u’JﬁNﬁﬂ1‘W!!‘U‘U§1mﬂﬂi 3 (3-0-6)

IDD294 Project: 2D Raster Animation Production
Prerequisite: Have taken IDD 205, IDD 215 and IDD 210

Student must be complete 2D traditional animation in (Digitize in to digital format) in this project by
adapting all knowledge (IDD 204, IDD 215, IDD 210). Students Introduction of Project Management will applied.

Students must work together as teamwork.
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aua. 295 Inssnumasaane iy 2 Adaemsdszananamwuuunanes 3 (3-0-6)
IDD295 Project: 2D Vector Animation Production
Prerequisite: Have taken IDD 211 and IDD 294
Student must be complete 2D vector animation in this project by adapting overall knowledge (IDD 211,

IDD 294). This project is individual work.

oUA. 394 IATINUMITIWRUNTY 3 A 3 (3-0-6)
IDD394 Project: 3D Production
Prerequisite: Have taken IDD 201,IDD 301 and IDD 295
After students pass IDD 201, IDD 205, IDD 295. They have to proof their achievement by finishing this
project. 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. 395 uinAalfinus manuediniunaydviaevlving 1 4 (4-0-8)
IDD39S Project Capstone Animation and Visual Effect
Prerequisite: Have taken IDD 394
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.

oua. 494 Windalinus e timuuazdvraeiving 2 4 (4-0-8)
IDD494 Project Capstone Animation and Visual Effect 2
Prerequisite: Have taken IDD 395
The remaining part of Capstone 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.

Project — Game Art and Design

auA. 297 Tﬂﬁaam 1 ﬁugmmiwﬁmnu 4 (4-0-8)
IDD297 Project I Game Project Introduction
Prerequisite: Have taken IDD 247
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.
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oun. 298 Tnsaau 2 maadranudaouuTUE 3 (3-0-6)
IDD298 Project II for Game Design (Engine) Elementary Level
Prerequisite: Taking IDD 249 in the same semester
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.

oUA. 299 1ATINY 2 msa%nmuéiwmu%u%uga 3 (3-0-6)
IDD299 Project IT for Game Design (Engine) Advanced Level
Prerequisite: Have taken IDD 298
Work in 2D game project by using engine that used script language. The course continue from semester
1. 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. 397 Iﬂiﬂxﬂu 3 fﬂiﬁ%13!ﬂ3~l!ﬁ'ﬂﬂ'ﬂﬂaﬂﬂﬂ1Nllﬁ$ﬂ1§$]lﬂﬂ1§ eiufm?l'u 3 (3-0-6)
IDD397 Project III for Game Design (Graphic and Management)
Prerequisite: Have taken IDD 201 and IDD 299
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.

HA. 398 Tﬂsaam 3 mia%'1ammﬁammmmmuazmﬁﬂms val'uge 3 (3-0-6)
IDD398 Project III for Game Design (Graphic and Management) Advanced Level
Prerequisite: Have taken IDD 397
Work in 2D or 3D game project by using engine. The course continues from semester 1. 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.

oua. 497 Windalinusamvieenuuuny 1 3 (3-0-6)
IDD497 Project: Capstone I (Game Design) 1
Prerequisite: Have taken IDD 248 and taking IDD 398 in the same semester

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.
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aua. 498 WinAalfnusmuieenuuuny 2 3 (3-0-6)
IDD498 Project Capstone II (Game Design) 2
Prerequisite: Have taken IDD 497

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.

3.1.5.2 MesesiednluneIvinnasimalulad DigiPen

FLM275 Fundamental of Sound Design (3 Cr).
Prerequisite(s): None

Every good animation relies on a well-designed soundtrack to enhance the production. While most
animators do not produce the soundtrack themselves, they need to understand the effect of music, voice, and sound effects
on an audience. Animators must be able to communicate their ideas to a musician and understand the technological
possibilities of modern sound design. Initially students will survey a broad range of music from different cultures.
Emphasis will be on developing basic listening skills in hearing rhythm, melody, harmony, color, texture, and form.
Students will then learn how to apply this to the production needs of animation. The course will give special attention to

the generation of sound, how to use sound to advance a story, and how it can create mood, a sense of place, and emphasis.

ART310 Architectural space design and lighting (3 Cr).
Prerequisite(s): None

This course introduces students to the aesthetics and principles of 2D (floor plans and elevations) and
3D environment design. A survey of architectural styles from throughout the world will be blended with concepts such as
emotion, mood, lighting, shadows, aesthetics, and more. The course will emphasize learning the architectural vocabulary
as well as the aesthetics of environmental and game-level design. Texturing, spatial design, negative space, dramatic
lighting, and other concepts that affect not only the psychology of level design but also gameplay principles will be
covered. Students will experience numerous field trips to local examples of architecture in order to gain an understanding

of architectural spaces and the field's vocabulary.

GAT315 3D game design I (3 Cr).
Prerequisite(s): ART 310 & GAT 251

This course focuses on designing and implementing games using a 3D engine. Students will work to
create one or more levels from start to finish, including any needed modifications to game mechanics, controls, and
cameras. Topics may include aesthetics, environment building, lighting, texturing, resource placement, player guidance,

player controls, camera controls, scripting, and game mechanics in 3D.
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GAT251 2D Game design I1 3 Cr).
Prerequisite(s): GAT 211 & GAT 250

This course focuses on designing and implementing some of the more complicated types of 2D games,
such as role-playing games, strategy games, or economic games. Students will work to create several original games in
these genres, including one in the genre of their choice. Topics may include character advancement, inventory, strategic
balance, diplomacy, trading, and real-time economic systems.
GAT 240 Technology for designer (3 Cr).

This course is a survey of the technologies commonly used in game development. Topics may include
spreadsheets, file formats, lighting, shaders, art pipelines, networking, databases, physics engines, audio engines, and
artificial intelligence. These topics will be covered only at a basic level—enough to be able to use them as a designer, but

not enough to be able to implement them.

GAT212 Advanced Game Mechanic (3 Cr).
Prerequisite(s): GAT 211

This course focuses on the design of non-digital role-playing games and a variety of non-digital
simulation games. Students will work to create an original small role-playing game, a simulation game of their choice, and
an additional non-digital game of any kind. Topics may include skill systems, character advancement, equipment variety,

realistic combat, strategic simulations, supply systems, economic simulations, vehicle simulations, and sport simulations.

GAT251 3D game design IT (3 Cr).
Prerequisite(s): GAT 211 & GAT 250

This course focuses on designing and implementing some of the more complicated types of 2D games,
such as role-playing games, strategy games, or economic games. Students will work to create several original games in
these genres, including one in the genre of their choice. Topics may include character advancement, inventory, strategic

balance, diplomacy, trading, and real-time economic systems.

GAT330 interactive narrative and character creation for game (3 Cr).
Prerequisite(s): ENG 120 & GAT 251

This course focuses on how to write stories that integrate with gameplay and mechanics. From creating
characters to writing branching and interactive dialogue, students will work on storytelling in various genres by
incorporating their stories and characters into an existing game engine. Topics may include the design and structure of
dialogue trees, creating mood parameters for dialogue choices, interactive narrative, autonomous behaviors, emergent
gameplay, adding emotional depth through the use of character archetypes, and weaving theme and story into the game in

a way that resonates with the player.
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MGT451 Project Management (3 Cr).
Prerequisite(s): None

This course provides in-depth examination of theories, techniques, and issues in project management.
Lectures will cover various aspects of project management including team leadership, marketing, budgeting, long-range
project planning, contract negotiations, and intellectual property considerations. The course will include exercises that

will give students insight into dealing with product conceptualization, team effectiveness and performance issues.

FLM151 Visual Language and Film Analysis (3 Cr).
Prerequisite(s): None

Animation is ultimately “film making,” and animators should learn from the many classics on how to
effectively bring various film production elements together. Students review several films and study how the relationships
between scripts, cameras, lighting, sets, production design, sound, acting, costumes, props, directing, and production lead
to successful visual stories. They also examine the fundamental theories underlying visual storytelling. Understanding the
creative processes utilized by these influential filmmakers provides insight into how students may improve their own

animations.

GAM255 Project for game designer IT (5 Cr).

This project is divided into two semesters and focuses on the creation of a simple real-time game or
simulation with 2D graphics (3D games are not allowed). Students will either work in teams made up only of BAGD
students or with students from GAM 200. BAGD-only teams can use commercial game engines, middleware, or other
libraries that teams with GAM 200 students cannot. Additional topics may include basic software architecture, essential

development practices, fundamentals of team dynamics, and task prioritization methods.

GAM302 Project III for game designer (5Cn).
Prerequisite(s): GAM 250 or GAM 252 and GAT 251 & GAT 211

This project is divided into two semesters and focuses on the design of an advanced real-time game or
simulation. Students will either work in teams made up only of designers or with students from GAM 300. Designer-only
teams can use commercial game engines, middleware, or other libraries that teams with GAM 300 students cannot.

Additional topics may include online portfolios, effective presentations, managing scope, and advanced team dynamics.

GAM352 Project III for game designer 2 (5Cn).

In this class, students work to complete the projects they began in GAM 302. Additional topics may

include large project design, advanced testing techniques, internships, and an introduction to resumes and interviews.

68



GAMA400 Project IV (Capstone I) (3 Cr).
Prerequisite(s): CS 250 & GAM 350 or GAM 352 &GAT 251

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 3D animation, advanced lighting and
rendering, advanced 3D 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.

GAM450 Project V (Capstone IT) (3 Cr).

This class requires students to further extend their portfolio work, principally polishing and refining
elements that will align them well for current industry needs. With a generous selection of assignment opportunities to be
explored, students gain advanced instruction on more focused 'acting', 'physicality' and 'creature' animation. This class
provides students with an ideal opportunity to improve an area of their portfolio work that will better represent animated

'body mechanics' and 'acting’' skills.

ART115 Art and Technology (4 Cr).
Prerequisite(s): None

This course provides an overview of art history from Paleolithic times until the modern day. It traces
the technological advances of society and art and considers the interplay between art and technology. Classical art
materials and methods will be examined, and students will explore how art has historically impacted society. This course

has a worldwide scope and is not limited to just European and Western traditions.

ANI125 Acting for Animation (3 Cr).
Prerequisite(s): None

An animator's ability to express attitude, thought, and emotion through body language is a fundamental
skill necessary for success. Therefore, this course focuses on presenting tools and techniques for translating thoughts and
feelings into specific gestures and actions. The course introduces students to the history of acting in the theater, animation,
and film. Students explore the basic fundamentals and differences of acting for the stage, film, and animation through a

series of acting exercises and problems. Special emphasis will be given to classical method acting.
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FLM211Cinematography for Visual Effects (3 Cr).
Prerequisite(s): FLM 151

This course will focus on the technical aspects of cinematography including understanding how cameras
work, how images are captured and processed, computer graphics theory, and image analysis. Emphasis will be on digital

imagery.

ART350 Storyboards (3 Cr).
Prerequisite(s): ART 201, ENG 116, & FLM 151

This course explores the animation pre-production skills of storyboard art. Students will leverage their
knowledge of drawing, storytelling, and cinematography to create both production and presentation storyboards. They
will also explore means of using drawing to create story flow, character development, mood, time, and place. The course
will emphasize professional applications, techniques, and standards of quality. The work completed in this course will

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

ENG315 Story through dialog (4 Cr).
Prerequisite(s): ENG 116 or ENG 245

This course introduces students to the basics of screenplay writing for film beginning with the
fundamentals of dramatic structure, story arcs, character arcs, and dialogue. Through a series of related assignments,
students experience the process of developing a script of their own and practice their hand at writing dialogue for film.

Students will write at least one original pre-production script in screenplay format.

ART225 3D Design and Sculpture (B Cn).

This course focuses on designing and implementing games using a 3D engine. Students will work to
create one or more levels from start to finish, including any needed modifications to game mechanics, controls, and
cameras. Topics may include aesthetics, environment building, lighting, texturing, resource placement, player guidance,

player controls, camera controls, scripting, and game mechanics in 3D.

ART401 Conceptual illustration and Visual Development (3 Cr).

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.
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FLM250Digital Post-production (3 Cr).

The last step of any animation project involves the assembly of various production elements ranging from
rendered files to sound effects. This is also the stage where the visual effects artists add the effects seen in today’s movies.
This course teaches the fundamental skills these artists use in post-production. Effective editing skills are the primary

outcome of the course. Students will also cover the planning, execution, and addition of special effects to animation.

ANI400 Cinemetic animation (or electives) (3 Cr).

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.

CS115 Introduction to scripting and programming (B Cn).
Prerequisite(s): CG 350

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.

CG350 Graphics for Gaming B Cn).
Prerequisite(s): CG 300
This course examines the unique problems of creating graphics for games, and it teaches effective production

techniques for addressing these issues.

ANI350 Voice Acting for Animation (3 Cr).
Prerequisite(s): ANI 300

This course explores the nature of acting through the medium of the human voice. The curriculum will explore
narration, expressive reading, diction, and vocal refinement. It will introduce students to basic audio technology and
recording equipment. The course also covers lip-synchronization techniques in animation and culminates in a series of

practical exercises in both 2D and 3D animation.

SOS115 Media and Ethics: A Social Science Perspectives 3 Cr).
Prerequisite(s): None

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
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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.

ART450 Portfolio (3 Cr).
Prerequisite(s): PRJ 350

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.

PRJ300 Project: Limited-Scope 3D Production (3Cr.)

Prerequisite(s): CG 275 & PRJ 251

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.

PRJ400 Capstone project I (5Cr.)

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.

PRJ450 Capstone project I1 (5Cr.)
Having completed the pre-production work for a team-based animated production in PRJ 400, students then
complete final rendering and post-production. Students face the challenges of commercial art direction, quality control,

production deadlines, and team dynamics, as well as the many technical challenges.
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