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Research method
FexCIRRIE AT .
4 | DC706 : - 3 dz | O
Creative Contents Design
ofL|TO|M AEL|QR -
5 | DC702 H ',D" ', Al A' 3 M} O
Animation Studio
CIX|EAAE2|EIZ] N
6 | DC704 ,l ,'E 'E.C’ 3 M} O
Digital Storytelling
OIE{H| O] ALC|X}QI S .
7 DC735 A0~ r. ™ 3 A3t O
Interface Design
C|X| Eof L|ojo| & N
8 | DC707 ' ,'E H .'Dﬂ ,' 3 s} O
Digital Animation
CIX2dAad N
9 | DC717 ,|,|E°_° :FL 3 Mt O
Digital Animation
CIX|EC|XFOIAELC| Q@ .
10 | DC718 IR =R 3 Azt O
Digital Design Studio
C|X| I EEQIHE .
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Planning Method
SNEEEENIER .
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<EHHE2> WitE sid

g

(E=nt=Y) CIX[HE2H= X2 Digital Contents Design
4

[l
P

Tzd=3

T2Esid CXEZH= HEE2 1T oto|C|of Eef, TRt H7§ HMZH abgol 235t0f &5t
FEI=SA Studying the process of concept developing for digital contents production.

Tzlt=3 (F=2=) =2AZH = Ot E Digital Entertainment Marketing

TzUFSE X0 7|t g, /801 O|27(7HX|e] W B, Ot Eo| 230 AFtsict
FEIF4A Studying the process of cultural contents production: planning, distribution, promote, marketing.
=zd=% (F2amd) ATLHE Research method

ZEd=dd CXE2HEE SdEXHoE A7e = Az a8H0| HAXHQ YHEN &SI E5THCH
FEIF3A Studying the research methodologies for academic studies of digital contents.

FENEE (FE205Y) SHXC|XQILA AT Creative Contents Design

T 2SS CIXE2UXE oMoz ORI = s HEF0|D HAXQ ATE FHICH
GRS A Systematic process studying for creative design of digital contents.

TE2UEYE (F2U=Y) Lo MARL|L Animation Studio

ZEd=oid ojL ool el Zi=lar HME 2IMXIE SOl et F AEUE ARSED, 28X ojL o8 IHANE &=, N
ELl)

gz

t53d Developing effective language of animation through practicing various film style by production research and
planning of animation.

Tzit=3 (F=2=) DX E2E2EE Digital Storytelling
orEoid Ciet CIXE DHMofMe] AE2|”E 2stof HFBHCE
=M Study of the storytelling in various digital media.

=zd=% (F2a=d) AHDO|AC|XRI AT Interface Design




TEUSE ALEA Sdel AHMOo|A CIXHQl, HIOIE HZo| o2 S & WA FFSct

FEIF3A Study of designing user-centered interfaces and data visualization process.

TEA=Y (Y20=Y) CIXHo|LIMO|M Digital Animation

TzUFsE A0 CXE2HXo| st #PAl AFHLMO|MO| FESH= Jtdeld® S| gt 7|, ooy A7t
O|ROfZICt

FE0t=6A Technical and semantic study of the virtual space created by computer which is one of the most important media
in digital contents.

T=U5Y (205 Y) CIXZYL AT Digital Image

TS A A0 Y2 SYHOICH HAtet HFH O|O[X|el FHof ofgt HolCh

FE0t=sd Modern visual images are compositive. This study is learning a image composition process of actual and synthetic

computer images.

Zzlt=38 (F=a=) CIX ORI AF{O L Digital Design Studio

T D YE Wi 0| E DIC[ooM FEE 7|=stn HASH FH & £+ A= LAY 58S AFEE APSL
FEnt=sd Study of digital information design: Learning a process of information planning, designing, and implementing in
digital media.

TzA=E (F22=Y) CIX| ZAEE QIHE Digital Entertainment

TEEs4 CXE OIC0E &2 AEHHAHER 2oAS XoHH, I SH=ES2 ofFH A7l Cist

ATOIZt LSSl 0| et AF0[7|= SiEt

FE0t=6A Research on the definition of digital entertainment: Studying various digital contents and desires of contemporary
digital generation.

Tz=Y (FENFTY) FOICIOL Y New Media & Image

TEUSEHE CIXE0CNE o|8st MER &2 A2 M FO|T|0jo dignt &, 2|1 7ts40of tiet Eolth
FEnt=sd Study of new media: its current status, modality, and possibility; as a new form of expression in the art by using
digital media.

TzA=E (FE25Y) CXE2HX LY E Business of Digital Contents

TEUSEE Ho/y U= MY OO|CI0E ZF7| f5t0] 245, ZH, 1, 23t H=LA0] E48 FHLZ Yoot
PE0t=6d Research on creative idea for contents business; this study will be focused on the characteristics of economic,

education, culture business.

ZE2NEY (FEN5Y) CIX22Hx 232 Digital Contents & Culture
TiEd AN FHLEMO| CIXHZHX0| et AL2AM O|Cjo OtEEZNX| &2t=l= HEat OFO|C|ojo CHet HT0|7|=

r

StC}

FEI=EsA Study of digital contents as culture phenomena: from its concept and idea up to the art.

Zzd=3 (F=2=) CIXECIXHQ OfLIX|HE Digital Design Management

ZEd=oid CjAtel OjLXHES CIX|E SH=0| 283t= Yo ot dolot.

GEIFA Research on applying methods for design management into digital contents.

== (F22=5H) A8 Planning Method

=Ed=sid A7 FHLE HOLE JHEe FESHH LAIZ|2 10 ME 28X Xy WY §2 &5t

2= A class for individual studies: after setting up research subject, themes and concepts, individual student will make

own research progress. This class offers students effective techniques of collecting research-related informations.

TENEY (FEEY) CIXE2H=X 7|22 Digital Contents Planning

TR AFZAL AR AT, 24718, 8718, e, WEMY SO d7E S LXEEHE 2ot 2&du AYYEE
NFEZF i)

FEnt=sd Developing a field knowledge and flexibility in digital contents through studies on market research, user research,
analytic techniques, management techniques, law, development cases.

IEMEY (YENSYH) oL 00| MH|H Review of Animation

TZUFHE CIXE0C|oje Sast 2502l OfL o] Hof Cieh HIEMQI AjZat Hojete HFE=F St 2 MXI7F T-YE
FZ1F3& Developing a critical mind and aesthetic senses on the animation which is major communication method in digital
media.

TENEY (FEEYH) A HFLAHOIME Concept of Visual Communication

TEAEsE FolHol Yoo xS HFY =ds8 IS Sl YLIAtele o|l2E LEIC

FEuE5A Studying the language of image and visual modelling. This class goes into the theory of visual design.

T 0= (FE2=Y) CIX|E0|C|0jE Concept of Digital Media

TEA=5E CIXE D0 E o2, g™z M7yt YR gt d+olth

GEI5A Research on theoretical and conceptual approach to digital media.

SENEY (F2EY) HEC|XHRL MO|Lt Visual Information Seminar

T=ab=sd Cheot oiMoM DiMel JHES 2, O 7tsds 2A5ta dYH AEE Sof AHAEIE Rl 58S 7I2=0




3 =H0| Ut 2 dio| g FHE EFstn HAES +HRH HYDIXQD & CIXNA H HgS A ot
FEut=5A Developing design ability for interactive media. This class helps student to do experimental attempts for seeking
possibilities of the expanded concept of digital media. After defining concept of producing information and its principals, students
will be experiencing all the process from collecting texts, editing design, and Web design.

TEFE (F22EY) B47|=8 Semiotics & Image

SEAFE 40 et 7|=std ol HIUHE oot

FEIF84A Study of a semiotic approach to visual media.

S5 (B=2=Y) A YOI Game Aesthetic

TEAFE CXE AEEQAHER: AHIIHS0AM 2% 72 A Y0 7= MER EFSE del AALE E02g= H
2faF 7|=of gt EhAgolct

FEN=H Game is an important topic in digital entertainment and modern philosophy: this study is about its strategy and
planning which is making the game contents up to the level of arts.

TEFE (FE2EY) 22U XM AT Digital Entertainment Strategy

T2Esd ZotEH=o Fdnt HHaPgolM O FHF JiE0] BHWM= HEar 2o tigh Bolok

FEN=SH Study of strategy and power of the subjects and concepts in creation process of digital culture contents.
TEFE (F225Y) CIX 2 HXH|E Review of Digital Contents

SEAFE 2sY B0l MYED s CIXS2H=0 o HBHQ A4S 27 Ste 2(MAI7L ZI>EIC

FEIF8 4 Research for criticism on digital contents.

SEIsYE (F22=Y) 70002t 0|2} New Media & Future

I=A=4E CIX 200 E 0|8% MER O&2 EAYACZAML wO|C|0o dglt &y, 2|1 740 tig 0|tk
GEIHF8 A Research on current status and possibility of smart media as a media of next generation.

T2i5d (F2A=Y) O|C/0{OtEE Media Art

Sza-=sid CIX2O|C|oje 2HATL ols2M Aft2|ojdsts| /e iga Helg FHEL.

FEM=3HH Tracing concepts and definitions of digital media and its contents as a from of arts.

SE0EY (FRIHFY) AHHEIE ZHXE AT Interactive Contents Study

T2NFE JEE J|stn A5 T & = U= CX sHE AF=E AHUWO| gt MBS olsistn MR A2, A
MZ UHES AY, dd4us AHW F0 A QEH 5 CiXrZtel 2kl 7|8t A[AHE 3 QIEU FHIX ~ZEQof 27 S8 o
2t

gz

DtE3fH Through this class, students will be able to understand the whole internet to design, design and implement
information in media. Students will also learn about online multi-site systems such as e-commerce, electronic newspaper,

network game, distance education, and intranet.
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