wangasiAanssumansiadin da1vdvdanssudanfieuazidumafinuad

Bachelor of Engineering Program in Multimedia and Entertainment Engineering

uWMNNTINRREANENEAT 133 nUeAn

Tnseasnamengns
uKUN1SANEIMUUUNG
n. advAneialy 30 viddein
- NANIVINYIDINGY 9  wihein
- AYUAVIYTINTINYE IV TN 21 mhein
Y. AUV AN 97  vwaein
NAXAvIMNY 45 vdlena
—ﬂfcjﬁsuﬁﬁuﬁwmmam%uama‘immam%ﬁugm 12 vleia
—ﬂ@jfsﬁuﬁmmmﬁugm 33 nuIenA
nauIT RN AU-UIAY 31 ndlene
nNAIT AN IEAU-LEeN 6 whein
nguIvIn 15 whwin
A. NUINTVURDNLES 6  wiwin
UHUNTSANBILUUENAANEN
n. vdvAnynaly 30 vidaenA
- NI BN Y 9  vulein
- NENIVIYIUINTTINYEINTIN 21 mhein
Y. ANV AN 97  waeia
NANIVILAY 45 mhein
- ndaAininenmanfuazadnean siugu 12 whehn
- nguArTiensuiiugu 33 wheia
naX3YaNIEIU-UIAY 28 e
NAUIYMRNITANU-LTON 9  wihehn
QGHELRINY 15 wmdwin
A. UUINIYNABNLES 6 vidghn

sg3ulunangns
n. wuIndgIAnwIll (30 wiaein)
nguIWNIW1dINgE (9 wiwnn)

mheAn (Ussene-UiUR-Anwisienued)

an. 101 Medanguluiinuszaniu
EN 101 Everyday English

an. 102 AMwdanguluusumsdiny
EN 102 Social English

an. 103 Mwdanguluusunaina
EN 103 Global English

3(2-2-6)
3(2-2-6)
3(2-2-6)
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1a Y a = 1 a
NANIYIYSAINITNNBLIVIIN (21 WUEAA)

fin. 101
GE 101
fin. 102
GE 102
fin. 103
GE 103
fin. 104
GE 104
fin. 105
GE 105
fin. 106
GE 106
fin. 107
GE 107

mhein (Ussene-UiUa-Anwiaienued)

vinwgnsAniionsiSeuinasadin 3(3-0-6)
Thinking Skills for Lifelong Learning

anudunaidior waznisidsunlamesdny 3(3-0-6)
Citizenship and Social Transformation

welulaBuaruinnssuiiieawnan 3(3-0-6)
Technology and Innovation for the Future

quvsBAMUguANzIieTIn 3(3-0-6)
Aesthetics and Well-being for Life

WusinsnadenunazUseiruialmivesan 3(3-0-6)
Global Alliance and Emerging Issues

mmiﬂwwmiﬁuuazmsﬂ’wmaﬂwéﬁ'ﬁu 3(3-0-6)
Financial Literacy and Sustainable Development
%m”?zyfyﬂmmmLﬂuﬁﬂizﬂaumﬁLLazﬁﬂmmiLﬂwﬂﬁﬂ 3(3-0-6)

Entrepreneurial Spirit and Leadership Skills

Y. RUINIVNANIE (97 HUIWNH)
nauAvINNY (45 HUEin)

N§uAYINAENTuAANAAIEATNUGIU (12 wiein)

ARd. 108
MA 108
ARd. 109
MA 109
Na. 105
PH 105
ad. 212
IE 212

mhefn (Usseng-UHUaA-Anyimeniie)

upaAH 1 3(3-0-6)
Calculus |

UARAH 2 3(3-0-6)
Calculus I

Wandaallny 3(3-0-6)
Modern Physics

AmnFansausUImnssuianiifswavidunasinuugd 3(3-0-6)

Mathematics for Multimedia and Entertainment Engineering

NEUIYIIAINIIUNUFIU (33 V2efin)

AN, 152
ME 152
. 121
MI 121
. 122
MI 122
. 212
Ml 212
U, 213
Ml 213

AMITVYULUVIAINTTULAZNITATNUUUINADY
Engineering Drawing and Modeling
Vinwrnsadieassededaniiie

Creative Multimedia Skill
sruvARLRIMesLarnEsaseutaRiliY

mhein (Ussee-UHuR-AnwslenuLed)

Computer System and Multimedia Communication

Nouf Ay nsastdes
Sound and Signal Theory
nasulUsLnIUTTaRiAe
Multimedia Programming

3(2-3-5)
3(2-3-5)
3(3-0-6)
3(3-0-6)
3(2-3-5)
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us.
Ml
us.
Ml
ua.
Ml
28.
EL
28.
EL
8.
EL
28.
EL
2d.

us.

Ml

us.

Ml

4.

Ml

4.

Ml

us.

Ml

us.

Ml

4.

Ml

4.

Ml

us.

Ml

us.

Ml

222
222
223
223
230
230
218
218
219
219
226
226
227
227
322
322

msuandetaniie

Multimedia Production

UftRnsuandedarilie

Multimedia Production Laboratory
NANNNTAALAZATWAIUNTUAS19ETIA

Creative Thinking Design and Implementation
1995l uas BidnnsednddnsunudumesnuLIu
Circuit and Electronics for Entertainment
UfTRnswaslihuezBiannsednddmsunudumesinumud
Circuit and Electronics for Entertainment Laboratory
FPUURINAA T ULAILAZLAEN

Digital System for Light and Sound
UURNITEULAIad S UkaLAZ LAY

Digital System for Light and Sound Laboratory
msafauunfndmiunsduiuszneuns

Idea Generation for Entrepreneurship

nguAYNANIEAU-TIAY

= a ] a
LAUNISANYILUUUNR 31 wuqena
LHUNISANWILUUEANRNARNYY 28 Bulenn

123
123
216
216
217
217
225
225
226
226
231
231
232
232
316
316
317

317
325
325

mhefn (Ussene-UHUa-Anyimeniied)

Aavzmsianizes

The Art of Storytelling
AauImRsNTInaudALay Loty

3D Computer Graphics and Animation
Ufuinispeuiimesniinanuiinwazuotiuduy
3D Computer Graphics and Animation Laboratory
nsWeulUsinIuuazansua

Programming and Scripting
UfURn1sReulysunsukazansus

Programming and Scripting Laboratory
Tnssassaidonfienisindeulmdmnsunuauiii
3D Animation and Rigging
UftRnslassawsioideaiionsindoulmdmivauauiia
3D Animation and Rigging Laboratory
waluladmadumesinuiuug

Entertainment Technology
mmﬁlﬁy@qoﬁ’mﬁ'mf"fumﬁmmul,mmLLazﬁLamﬁ
drusugshadumesinuiuug

Introduction to Live and Event Entertainment
doasielvifuuuiAnuaymsuszand

New Media: Ideas and Applications

3(3-0-6)
1(0-3-2)
3(3-0-6)
3(3-0-6)
1(0-3-2)
3(3-0-6)
1(0-3-2)
3(3-0-6)

3(3-0-6)
3(3-0-6)
1(0-3-2)
3(3-0-6)
10-3-2)
3(3-0-6)
1(0-3-2)
3(3-0-6)
3(3-0-6)
3(3-0-6)
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we. 327 eanuiiUssiudmsuinuseiuganueniouns 3(3-0-6)

M 327  Introduction to Hardware Creator

ANSULEUNSANWILUUUNR

o, 481 lassnidmnssudaffiieuazioumosimuiaue 1 2(0-6-6)
Ml 481  Multimedia and Entertainment Engineering Project |

o, 482 lassnimnssudaffiifeuazidumosimnuaus 2 2(0-6-6)
Ml 482  Multimedia and Entertainment Engineering Project |l

9. 497  NSHNIUNINIFINTIY 0(0-35-0)
Ml 497  Engineering Practices

ANNSULEUNTANWILUUAND AN WY

mhefn (Ussene-UHua-Anyimeniie)
we. 483  lpssnudmnssusadiifouwazidunesinumug 1(0-3-23)
dnsuannadng
Ml 483  Multimedia and Entertainment Engineering Project
for Cooperative Education

Fvuen-taen (6 wuwNA)
LAUNSANEIMUUUNR 6 w8
WAUNTSANELUUEANNARNET 9 WLenn
mhefs (Ussens-UHUR-Anwmeniied)
dnsuununsAnwung

1o, 326 Aauzlisudmiuidsauaznuni 3(3-0-6)
Ml 326  Music and Sound Appreciation

Wo. 328 MNIODNMUUITULAAILAZITUDLIUINR UL LA SINULLUG 3(3-0-6)
Ml 328  Entertainment Live and Event Design

we. 493 Beuamemdmnssuiadiifowasidumesimuud 1 3(3-0-6)
Ml 493  Selected Topics in Multimedia and Entertainment |

wo. 494  Beuamemdmnssuiadiifouasdumesmuiud 2 3(3-0-6)
Ml 494 Selected Topics in Multimedia and Entertainment |l

we. 495  HJyiimwnaimnssudafiifslagidunesinuiuug 1 3(3-0-6)
Ml 495  Special Problems in Multimedia and Entertainment |

we. 496  Jymimwnaimnssudafdifslagidunesimuliug 2 3(3-0-6)
Ml 496  Special Problems in Multimedia and Entertainment |l

pa. 314 welulaggufluy 3(3-0-6)
IE 314 Emerging Technology in Engineering

oa. 414 Ton1an1aginaluiaznisnnaway 3(3-0-6)

IE 414  Startup Opportunity and Planning
ed. 415 nsudmsuazufURnisduduszneunis 3(3-0-6)

[E 415  Entrepreneurial Practicum
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us.

Ml

us.

Ml

4.

Ml

4.

Ml

us.

Ml

us.

Ml

4.

Ml

4.

Ml

us.

Ml

us.

Ml

4.

Ml

4.

Ml

us.

Ml

us.

Ml

4.

Ml

4.

Ml

us.

Ml

us.

Ml

4.

Ml

4.

Ml

us.

Ml

454
454
455
455
456
456
457
457
458
458
459
459
460
460
461
461
462
462
463
463
464
464
465
465
466
466
467
467
468
468
469
469
470
470
471
471
472
472
473
473
474
474

Amnssudondosiunasnguiauni

Introduction to Audio Engineering and Music Theory
gunsaluaziATeloyudeq

Audio Equipment

WATANTNANLEEN

Audio Mixing Techniques

wAtANTUuNLEs

Audio Recording Techniques

NN998NLUULESY

Sound Design

Sumesiinluasinds

Internet of Things
iesesdiodmivanudsssULuuAiva

Digital Audio Workstation and Application
Hostufinidesdugs

Advanced Studio Studies

RGN

Acoustics

FEUUNNRAZ LA

Visual and Light System

welulad 1aseadns vl way nsiedewd

Stage Flying and Rigging Technology

R RPINITECNATEY

Mixed Reality

nsaessiadeul

Dynamic Simulation

nadeulusunsuudnduddugs

Advanced Plug-Ins Programming

NNTINUNULAZ NTUTATIANITIULAAILAZITUBLIUN
Live and Event Planning and Management
nseenkuuUsEauMsalaznswinduRnseiul Ly
UX and Ul Design
nsideulusunsuuugunsalindeud

Mobile Application Programming

MRz ULLaznTeanuuUlUTINTY

System Analysis and Software Design
NIeNKULLArSEUUTIUtayakuUlassa s lifilassaing
Structure and Un-structure Database and Design
Tavsshvglunuiulafiifonazdunesmuug
Artificial Intelligence in Multimedia and Entertainment
NSUARIHATRLAKAZANUMINEYBITRYA

Data Visualization and Data Minding

3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
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.
AlE
.
AlE
2.
AlE
2.
AlE
.
AlE

A,
CE
Af.
CE
A,
CE
A,
CE

us.

Ml
4.
Ml

anl.
co
4.
Ml

475

475
476
476

nsUszendldnugunsaldmiunusimnssudaniiae 3(3-0-6)
LATLDUADIINULIUA

Applications in Multimedia and Entertainment Engineering
szuuanuiuasaendemslaueswaynstesiusy 3(3-0-6)
Cyber Security and Protection

ANSTULHUN SANWIWUUAND AN Y

301
301
498
498

LATBUANNAANY 3(3-0-6)
Pre-Cooperative Education

AVNAANYINNIFINTTUTARTLA B WAL OUABSINULIUA 6 (0 -40-0)
Cooperative Education in Multimedia and Entertainment

Engineering

ngudvn (15 vmidein)
tnfnwanunsadenseulaain
1) nadynauimnssumanimvualiduinin vie

2) naEinfivemanansdunaueImnssumansoudalmduiyin
** msuFudeusignlunguiviln veglunaefiiavesnnun

nguAYIndunIsNaunlUsunsnUszanduazUgyyuseivg (15 wioein)

mhefn (Ussene-UHURA-Anyimeniie)

211 N1IRAIRNRINA 3(3-0-6)
211 Digital Marketing

311 lassaindeyauazdanesiy 3(3-0-6)
311 Data Structure and Algorithm

313 syuugudeya 3(3-0-6)
313 Database System

464 YyeUseRugielssend 3(3-0-6)
464  Applied Artificial Intelligence

467  NITIATIZNAUALDDNLUUTEUUETAULNA 3(3-0-6)
467 Information System Analysis and Design

nauAYIndugandwsuazsTUUNgue (15 vidaefin)

mhefe (Usseng-UfuR-Anwimenuied)

423 szuupudeuauazAdlayavUInlvic) 3(3-0-6)
423  Database and Big Data

451 weluladadeveyavuinlviof 3(3-0-6)
451 Big Data Technology

452 SYUUWRIUIENGUNULALIATOUILLIULDT 3(3-0-6)
452  Cloud and Sensor Networks

463 mMylasgideyaniegsiakarnsUsEgnaly 3(3-0-6)
463 Business Analytics and Its Application
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AR. 468  NSWEULUTUATUUUTEUUNGUN 3(3-0-6)
CE 468 Cloud Based Programming

A. NUINIYVABNLES (6 UAR)

inAnwagAeadenisswividenassnailitsenit 6 wiein 9nivaee) Aladeuluuminedy
NN wazAnzeulRI WY denES
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A1e5uUNgsI8IN
n. vadvAnealy (30 minein)

NN EIBINGE (9 Ihn)
an. 101 ;mwdenguludinuszaniu 3(2-2-6)
EN 101 Everyday English

Andunislilassadreiugiuuarduunusinguildludinussdriu Usznoudrenismauusi
nueuazlideyadiud msussereynandnue nMayafadesiiaula Gesidumuveutazusindndudiush
YesusiaraL TInfsnsuansanuAnilluzewly 5ﬂﬁqﬁwuwﬁﬂwsmsw N15#e M98 Uagn15eUAIETs
WY IaINS

Practice basic language structures and everyday expressions, including how to give informative
self-introduction, describe personality, talk about interests and personal passions, as well as how to
express opinions about general issues. Enhance language skills-speaking, listening, reading, and writing—

through integrated methods.

an. 102 Mwdanguluuiunymedeny 3(2-2-6)
EN 102 Social English

Andunisyanaznisideuussleauasduiud Iidudsedr il enrsdujduiusnisdeny
miLLaﬂLﬂﬁlausﬁJayja MaUeuiou waznseSureauAnAEatuS 09 1 TuuSunmedenuuargsna lng
yadumsnawrineensefuTewasnsiaue mewalulaguaraufnassEssa

Practice speaking and writing frequently used expressions for social interactions, exchanging
information, making comparisons, and explaining ideas in social and business-related contexts, with

emphasis on developing discussion and presentation skills along with digital skills and creativity.

an. 103 ;wdanguluusunaina 3(2-2-6)
EN 103 Global English

AnslunisusssnsUssaunisailagssyssazifonatuayy wazuansanuAasiuieadudin
anudueg s wasdsaiulglussdvanna Tnesjarumsimuninee msdemssenineiamsssy ua
nsdeanslulanidna Feddsenindunadiodan

Intensive practice in portraying detailed experiences and expressing opinions about living and
working situations, and discussing global issues, with concentration on intercultural communication skills

and digital communication skills, which are vital to becoming global citizens.

NEUAIYPIYIAUIMIINWLIVAN (21 Wdein)
. 101 vinwgnsAniitensieuinaendin 3(3-0-6)
GE 101 Thinking Skills for Lifelong Learning

Anwngud] ndnnsven1sin Wawinsanegraduszuy 09 MsRadadning n1sAnadneassd
N5AATATIER NsRRduAsIed nsAawddam Wudu sudinadenlssanufnsazaiunsaideniaiedle
auAnTinzanlussgndliluiindsedriu mavhauneznsSeudnaeatinldedisiiuszansnm

In this course, students will learn about theories and practical thinking tools such as critical
thinking, creative and innovative thinking, analytical thinking, synthesis thinking and problem-solving
thinking, including how to link and select appropriate thinking tools and effectively adapt to their daily

life, professional undertakings and lifelong leamning.
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an. 102 anandunaiies uagnisdsunlaswosdany 33-0-6)
GE 102 Citizenship and Social Transformation

Anwanumine andnwae avs wihiazasamvesenudunadlesiimludnslne dsaulanuas
dsmuduiiTlutiagtuuazeunan 1wy dnuddvia dauwy Tansssu Wudu Wefwiniumsidsuudasesdany
#1199 SIUDUTHUTIDUAT IR éaLLmé’amﬁdqmaﬁiaqmmw 4 3@ o ne Ta deau wag Jayan Lﬁaw%famﬂ%’uéhagj
safuipuludsesldogsdanuguuasiidondouidu

In this course, students will learn about definitions, attributes, rights, civic duties and freedom
associated with citizenships and social transformation of Thailand and global communities in current
times and in the future, such as digital society, multicultural society. To be able to live peacefully and
happily with others, it is important to understand evolving changes and learn about 4 dimensions of the

environments affecting health, namely, body, mind, society and wisdom.

an. 103 waluladuazuinnssudiieewian 3(3-0-6)
GE 103 Technology and Innovation for the Future

Anwiunum wnfn Madviiu swfinsuszgndldinaluladuazuinnssususingg fisjadunis
arnauam@ialudsauadelvl sanseyufitliensdndutin deu uasiaswgie sasasudnwinsliusylov
wazmsfuasamindaumatyainnnimaluladuazuinngsy

In this course, students will learn about concepts and innovative technology and applications
aiming to better a quality of life of people in a new society, including how technology and innovation
affects our livelihood. The course also covers information on intellectual property protection as a result

of technology and innovation.

. 104 guvisamiugunziledin 3(3-0-6)
GE 104 Aesthetics and Well-being for Life
Boudnslidinedsdinueainnanudalzuazianssuunuins WayswedmiluFesqunionmn
AedeatuTinuazdsnuannufalzeing o uazfivn Mnadenisisseguesiin dauuas Tansssu
In this course, students will explore relevant theories and concepts of aesthetics related to
life and society and learn to cultivate positive outlook and attitude and understanding of different forms
of taste and beauty, which will enhance their perception of diversity and enable them to appreciate art,
music, literature, images, films and other forms of art. Students will also learn how to depict their
imagination via communicative design using images, colors, calligraphy and other related tools to create

value-added identity and characteristics to services, products and media.

An. 105 siusinsymsdsauuavUseinuinlmizeslan 3(3-0-6)
GE 105 Global Alliance and Emerging Issues
Anwmatauiauimdessfuumnmnimansvgiauaznsilosiidmanssnusonisiasuulas
medsmuarTausssdludealan e laussfiuddaiintulnlvesUssoalan
In this course, students will learn about international economic and political collaborations

and developments affecting/constituting changes globally, in order to understand key global issues.
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. 106 mmifmqmsﬁuuasmsﬁmu’mﬂmé’ﬁu 3(3-0-6)
GE 106 Financial Literacy and Sustainable Development

AnwN1sianTsuazAndulananisluegaliuss@nsua 1an133N1INSRUAIUUARAKATNITAIY
FIININALIDE19838Y Tnptaiunsysannsesdauiidenndesiuuiuniug yuvu uwasdnududdy
P v & = 1 &
LW@IWLMumﬂzymLLazLmeqmﬁLLfﬂﬁuasmLngUﬁii:u

In this course, students will learn about management and effective financial decision
making, including personal finance management and sustainable development and personal finance
literacy, with special attention on integrated knowledge for local community and society, in order to

highlight key issues and offer practical solutions.

av. 107 Indgyayrannududusgnaunisuasinuensdui 3(3-0-6)
GE 107 Entrepreneurial Spirit and Leadership Skills
ﬁmsmLLazﬂ’wmﬂmé’wmsﬁﬁﬂé’iﬂumia%ﬁﬁm?iyzyﬂmmitﬂu@fﬂizﬂaumi Tl un1SANLUUY
W1ves Usznoufensiinnudnaineassd uaznsuaslenmalunaisunazdiiuioniseiefinusssuas
Wusya finnzfihitanansnhuasyhauduiiildeiiuszantua sous uasnddndulaviudemnnisol
In this course, students will study and develop important characteristics of entrepreneurial
mindset, with an emphasis on a combination of creativity and entrepreneurship and explore
entrepreneurial opportunities while learning about business best practice and ethics including leadership
skills and qualities, effective leadership characteristics which will enable them to effectively work as a

team and be able to make well-informed decision when required.

¥ nIAVUAWIE (97 wUI8hA)
3yunu (Core Course) (48 iaenn)
na:u%ﬁwmmam%l,l,azﬂaimmam%ﬁugm (15 vnenin)
A, 108 umafad 1 3(3-0-6)
MA 108 Calculus |
afln anusioidlos mameyiusuaznsmduiindavesiladduduiuaiaznisusegndldaumnaia
#1197 Y8eN13BUINTY unddnsBuiinsmiliadu dunseulleiduinia n1sussyndldeuius dufnesiiun

Wosu
Limit; continuity, differentiation and integration of real-valued function and their applications;
techniques of integration; introduction to line integrals; improper integrals; applications of derivative;

indeterminate formes.

ARd. 109  UAARIA 2 3(3-0-6)
MA 109 Calculus Il
Fwdadunew :  aeuld Aol 108 %38 1SEUAIUE
QUUBITIANAAIAATEIAULAZIUNTUVBITIUIUATY NTNTEAUUUUBUNTUINE LA TUDIT A
nsduiinsmisinauiisadeia fvadevesnaweslussuuaud duuasseuiu uasiuiiluds
nsmeyiuskaznIsmduiindavesileiduidannees waznsuszendldnuunandavesiianduaswesaes

v

UUAFTU

RV
a

%
RGREGAG

U

MU unagdaveilesidumasavemangfiuys
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Mathematical induction; sequences and series of numbers; Taylor series expansions of
elementary functions; numerical integration; Vector algebra in three-dimensional planes, lines and planes
and surfaces in three-dimensional spaces, derivatives and integrals of vector functions; Calculus of real-
valued functions of two variables, calculus of real- valued functions of several variables and its

applications.

wa. 105 Wandadelv 3(3-0-6)
PH 105 Modern Physics
namanivesuiarvasiva namansveinisindouiivesnuuazndsny umduwasnisea nsvuly
2-3 §ifl wamanivedingulunss aunaadauaranUiidinavesasnamansvadiva aunisuusuaivaznisunll
Uszynald nswdeuiinuuenslufinetnedie aduna wieufivesadu aduds audfiaudeuresals msdeny
Sou wilwdnlali was 2sasnsvudlnladu vinnsvesdidnnsedndiesiu eumand nquiiawes vany
wiuAul Noufaaeduns dndealva Wsunsudnasuvgnisainnai@nd
Solid and Fluid mechanics dynamics of movement and energy. Momentum and impulse.
Collisions in 2-3 dimensions, Strong object dynamics. Static Equilibrium and Mechanical Properties of
Fluid Mechanics Bernoulli equation and its application. Simple harmonic, mechanical waves, standing
waves, thermal properties of substances. Heat transmission; electromagnetism; light; alternating current;
circuit; Basic principles of electronics; optics; laser theory; pollution; earthquakes; moon theory. Modern

physics and simulation program.

pd. 212  ederansdniuimnssudafiifouaz o unesnuLug 3(3-0-6)
|= 212 Mathematics for Multimedia and Entertainment Engineering
0sAuneu : @auld An. 109
aunsuYies nsudasnies msuvasaruanviaznisuseend aunsiliseuiusandiy auniseyiusdes
n1sduwmesimatu adfdwsuiminssuaans nsUssendndaaansiudynimisaiuicmnssudaniifowas
Wuwmesnuud Wy nMslesgiensiudnvesdyaalaeldounsuises usiu
Fourier series, Fourier transform Laplace transformation and its application ordinary differential
equations partial differential equation. Interpolation Statistics for Engineering Application. Mathematic

problems in multimedia and entertainment engineering. Signal harmonics using Fourier series.

NEUANIAINITTUNUFIU (33 8in)
AN, 152 MSBEULUUIMNTINLAZNTAIUUUTIRS 3(2-3-5)

ME 152 Engineering Drawing and Modeling
NANNITODALUULAZNISLYULUUIAINTTH MW@?i’IHﬂ’ﬁL%SULLUUﬁJ@QIMSLLaﬁa’ma ATWIYULUUT
MSEUNINRTY ke ud Taiemnuninekavaunsenmlunisied msldlusunsueeuiamaseanuuulunis
a5191uUdnans aosdifuazaudla
Lettering, orthographic projection, orthographic drawing and pictorial drawing, Color theory,
including the meaning and aesthetics of color. Computer aided design for modeling two-dimensional and
three-dimensional.
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we. 121 Vinwgnsasassddedadiiie 3(2-3-5)
M| 121 Creative Multimedia Skill
amnufiluifsadvdedfadiiis msussyndldiadiidouasiinvenisesnuuvdeassdid a1niid de
TUsunsuUsEYNA WU Maya Photoshop Adobe lllustrator 1wy uazguvissmanimssusdeainussamaua
fnee M3l niseenuuuasdy §idhes amnaiin awedeulvn Saufunisadisesdusznausngg v
sonuvudonseurqusldauiuuas & wazides Ingldndnnisaiusedssauduild uazdszaunisalves
Alga
Principles of Multimedia Comunication. Multimedia Applications and skills in 2D, 3D design. An
applications based for design example. Maya, Photoshop, Adobe Illustrator, etc., the aesthetic perception
of media through different senses, color, line design, typography, graphics, animation. Creation of various

components of media design light, color and sound applications on user interface principles and user

experience.
we. 122 svuuseumeiuazn1sdemscneiadiiie 3(3-0-6)
M| 122 Computer System and Multimedia Communication

Tassadauazanidnonssuiiugiuvesneufianed ugiussuuiivaneuiiunes assnaansidesdu
nsiiusiamdsluneufiames slnvesmitsanudwazmsinfudoya viavesgunsaidunm-lodnmauaz
msfasoffld Augrumestadfifiluguuuuvesdetoyavinsine gunsniuasmaluladifafiiie n1sdanistoya
faddiie nsuwlasazludateyadaiiiie szuuialerievesnauiiames nsUssgndldnouianesivauy
mamusandivglutagiu

Structure and basic architecture of computers. Digital Computer Fundamentals. Elementary logic,
Instruction codes on a computer, Types of memory and storage, input-output devices and user interfaces.
Fundamentals of multimedia in various types of information media. Multimedia and technology devices.
Multimedia data management. Converting and compressing multimedia data. Computer network. The

applications of multimedia.

we. 212 wnguddninuazides 3(3-0-6)
M| 212 Sound and Signal Theory
mmifﬁugmL?{mﬁ’ué’igzgwmwﬁmqﬁmﬂﬁuLﬁmﬂmamﬁ’amaqé’mmmﬁmLmﬁqﬁ%ﬁmmmmzﬁwé’q
Nuvesdygandesenluiinvesdygyandeinissuiidewewyudlelaezaainyiavesdiinarnivioyaides
dyanaumeuzdanuarivvia Msaiudsauugunuussuudeseudiang
Basic knowledge of signal, sound wave theory, principles of sound and signal, sound source,
amplitude and power, harmonic, human perception, psychoacoustic, types of audio signal storage

medium. Analog and Digital signal. Sourround and Immersive sound.

we. 213 nsWeulusunsulealaniie 3(2-3-5)
M| 213 Multimedia Programming
wAauazndnnsdeulusunsuiiugiu Sudedsnsuarduneuvesnadoulusunsy (sufeuis,
w31dimes, vdnnsiua) Mdimuauiiugiu unddu nadeuilsidugosuasndnnisvhaudeing doiu
wnAnlunUszgndnsdeulusunsudmiununsnuiadiife suinisdeulusunsuludnuasresaaituy
TWsunsumsiuiariifouasue iy
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Principles of programming concepts. Process and procedures of programming ( method,
parameter, return value), basic control statement, arrays, sub-functions, and principles of object-oriented
programming. Concepts in application of programming for multimedia applications. Scripts of program on
multimedia and animation programs.

wo. 222 nsWAndesadiiie 3(3-0-6)
Ml 222 Multimedia Production
0sAuneu . aeula we. 121
nszUIuNsKAndetafiiie nseenuuukariaLNdeafiiie N1sinsiny N15919897U 119919
Trsedes nsadeassdnanu wlesdlelunsnandedafiiie srufuszuunsUssananawuuwlsiuninensuiu
31y MIUszgnduAafsafunsnand ofadifslusududinu nmsdanans nstrenendnsiiu
Buwmesitin (Live Stream) Usgnaufunistiaueuuudeyszas
Multimedia production process. Multimedia design and development. Pre-Production and Post
Production, work flow planning, story planning, creative production. Multimedia production tools with a
network- based. Resource shares on computing system. Applications of the concept of multimedia

production in events, exhibitions, live stream, and multimedia presentations.

we. 223 UfRmsHARdesaAiiAe 1(0-3-2)
MI 223 Multimedia Production Laboratory
Fwdedunew : aeuld we. 222 viseiSsumIUAiY
UitAnsldiesesilolunsnandefaiiiie mslinsevisuuuunsaiassanudedaafidelsingstu
audesnsveenguilivung msldreufinwmelunandndefadiiidesmiussuunsssananuuusiy
n¥nensenaierts Bnnslindesufinamds 33n1sldndestuiinnmadeulm mstufindes msdawses
Yoya uazmsuszgndlddesariifslunududinu msdauans mssevenanrudumesidn (Live Stream)
UszneufunmsinaueuuudeUsyay
Practicing tools in multimedia production. Analysis requirement to meet the needs of the
customer. Computers in multimedia production with a networked. Resource shares process system.
Camera, Sound Recording, Pre-production and Post-production works. Applications of the concept of

multimedia production in events, exhibitions, live stream, and multimedia presentations.

9. 230  MANNITAALAZNITNAUINIUATINETIA 3(3-0-6)
Ml 230 Creative Thinking Design and Implementation

msUgnilsrnnuAniiTuaineassd duasunszuiumsiamuianudndaiassduaznsfniinsey
WInnY nagnsaun1sesnuuu uazussdumalalunisesnuwuu lngn1ssiusivdeyaiinsgridunseiveya
ervualangdeulonisnisesnuuy Enduuaziamuninuglunsihanufnad@ssdunosniuuwasiauide
sonuieairsassnaslidugusssy dwlsraunsalildaunazdndndedldon (Uxu) elimeuland
mméﬁaqmiﬁuaq;:ﬂﬁi’fmumﬂéa%u

Process of design developing, creative thinking, critical thinking, design strategy and design

inspiration on data, analyzing and synthesizing data to determine the problem on conditions.
Development skills for creativity design tools. User experience and user interface (UX/Ul) for each type
of users.
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pa. 218 uaslviuazdidnnsednddmiunudumesimuluug 3(3-0-6)
EL 218 Circuit and Electronics for Entertainment
npuagnguisasiiidesfuiiu ngueslesiu nvennasvoni Tuawazie Wufy auauifidesdiu
vaalnlonuazuoadh AuautAvemiudamesuarnisldau msldnuseluend lodlnuwes Sinduavuoines
mMsUszgndldanunsesiifiuazasasdidnnseiind deldlunuatsassd
Basic electrical circuit theories. Ohm's Law, Kirchhoff's Law, Node and Mesh, etc. Principles of
diodes and LEDs. Transistor and applications. Op-amps, IC Timers, Relays and Motors Applications of
electrical and electronic circuits for interactive media.

P8, 219  UjuRnsnasiiuazdidnnsetinddmsunudumesmutuug 10-3-2)
EL 219  Circuit and Electronics for Entertainment Laboratory
wdadunew :  asuld oa. 218 viselSuuAIUATY
UftRnmsvesedluFeanguedleriu nquesasiveni luauazuy auaudfiowuveslalonuazueads
AuaudRvemudameiwaznsidau msldanuesdueud ledlnuwes Sinduazuamesnisussendldeu
25l nazsasBidnnsedng ieltlusuaiiassd
Pactice in Ohm's Law, Kirchhoff's Law, Node and Mesh, etc. Principles of diodes and LEDs.
Transistor and applications. Op-amps, IC Timers, Relays and Motors Applications of electrical and

electronic circuits for interactive media.

9a. 226 SyUURIAdImTULasLazLdea 3(3-0-6)
EL 226  Digital System for Light and Sound
0sRuneu :  aouls oa. 218
JLUUATINLATNYALIAUDIYTU LavgIUm1eT mswlasdyranourdonilufiva wag n1suuasdyein
Adviaduneuzden nsuszgndldaussuuiivialunuiaatazides ssuu MIDI dadrinves MIDI waznisldanu
MIDI TuaUAISUERRN99) IMATIANITELATIZAAEITTUURIA
Boolean logic and algebra, hexadecimal numbers, analog- to- digital and digital- to- analog
conversion. Digital applications in light and sound, MIDI systems, MIDI limitations, and MIDI applications in

performances. Digital Synthesis Techniques.

Pa. 227 URUANIITULUARYIRd M ULAILALLAES 1(0-3-2)
EL 227 Digital System for Light and Sound Laboratory
dsduneu . aeuld ea. 226
UftRnsvaassluizes adnam msdeansuuu exdslasida uas Sslasia nsldau MIDI gunsal MIDI
29958UNA-La AR dmsuuszgnaldau MIDI mglulasreulnsiaes
Pactice in logic and algebra. Asynchronous and Synchronous Communications. MIDI Applications

MIDI Devices Input-Output Circuits for MIDI applications with microcontrollers.

ed. 322 msahswiedmiunsiliudusznaums 3(3-0-6)
|= 322 |dea Generation for Entrepreneurship
Anwmdnnndowiulunisadronnfaniegsfie madansesuafaniegsio madesgierndululd
Y2auIAAN19gINA NsundesiuiAaniegsfamenisdnnmaninddunadygn sulutenisiuuanudanig
gafalugmasusufamsegisUszauaudiSanasdady
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Study the basic principles of creating business ideals; Business idea screening; feasibility analysis
of business ideals; protection of business ideals with intellectual property management; applying business

concepts to successful and sustainable start-up businesses.

A NANIZAIU-UIAU (Major Requirements)
(uuunTst3auLUUUN® 31 widaehin)
(MHUNTSIIBULUUERNIANEN 28 wiaBnn)

ue. 123 AavzmsiniFes 3(3-0-6)
M| 123 The Art of Storytelling
Anwfinnsanuaznisainaiessifteldlunmsdomsihudesvuuifnvesnisaenendosnuitoldly
MsussEnemnuian madeuleaiedsn msaiaussiuaals msaianeivesn msdimaluladunldlunis
i@3essnuazarenennuidn iiumanalulad vie MWaunsalmaluladifudiutaslunisiansos iile
Uszgndldluauinudumasinumiud
Story for communication through various media. The concept of storytelling to use to describe
feelings. Story inspiration, storyboarding, storytelling with technology, technology devices in storytelling

to be applied in the entertainment field.

9. 216  mARudwesnIAnaudlAuazue gy 3(3-0-6)
M| 216 3D Computer Graphics and Animation
dsRuneu : aouls we. 121
AnwInssuIuNIsHEANUAIUNIWNATALas Lo TTY mmﬁmmuaﬁm%’u%uﬁugm wAllAN15a3Ne
wusassmstulieanazmsldiuidemaieddvia Wevszgndfunstufazas uasnisliiniesiiones
Tugensuasmstulumauinsgiu Msuaninnauiln wawaing madansliwasmnam
3D graphics and animation. Basic animation production. Modeling techniques, model molding and
digital textures. Character sculpting and the tools in standard modeling software, 3D visualization, lighting,

shading techniques.

we. 217 UfuRnsmeuitamesnsfinanulifuazuwetiuguy 1(0-3-2)
M 217 3D Computer Graphics and Animation Laboratory
Fwdedunew :  aeuld we. 216 viselSBumIUATY
Anvinweufialunisadediulsznausing 9 veanuiuniin 3 96 legldlusunsuasianinaudia wu
nsadieinaas msaisan nislataniuinlviiuTng wadanisadrauudiaes mauansnmauiin uasaing
wiadansbikaaann [usiu
Pactice in 3D graphics and animation. 3D visualization programs such as creating characters,
creating scenes, adding textures to objects, modeling techniques, 3D visualization, lighting, lighting

techniques, shadows, etc.
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we. 225 msWeulusunsuuazansud 3(3-0-6)
MI 225  Programming and Scripting
Fwdadunew :  aeuld we. 213
Anwisnindoulusunsuansus funuiudoanfin udnnisiugunmsdeuldsunsy fauds ns
mugumsvhauredusunsy msldalugamasgunazluganisdeania madeulusunsuhauduileidy
# 9 lusuuuuldndudfisesiumevhaudnudoauin
Programming scripts with 3D media. Fundamentals of programming, variables, control statement.

Standard modules and 3D media modules. Programming with library functions and plug-in for 3D media.

we. 226  UHURNsWsUlUIUNIULAZEASUA 10-3-2)
MI 226 Programming and Scripting Laboratory
FUsdunien : asuld we. 225 viselSuuniudiu
UjtRnmamaassnsimuilusunsulimeusunududeaudii lnsmuesunisiauveslusunsusauiy
nsl¥aulugamsdeandd wasdoulusunsuvhausaufuiteidusing **]‘lug‘uLLUUU%ﬂSuéﬁiaa%’UmiﬁNm
fudeanuia
Experimenting with Python program development with 3D. Scripting for 3D media modules.

Programming with library functions and plug-in for 3D media.

wo. 231 lessasedlendionisindeulmdmiunuauia 3(3-0-6)
Ml 231 3D Animation and Rigging
sAuneu . @euld we. 216
Anwinsaislassafreeideafionsndeulmdmivimarasilifiluinasgiugaaimnssu IK/FK,
Custom Rigging ai’waaqmiLﬂﬁ@iﬂﬂﬁL%ﬁ@W’%W@ﬁ@QLLazﬁaﬁ%"BmmﬂIUsLmiumqﬁwumwm%ulm 3 3@ way
nmsadgalasaafrafi onaed eulmdwiuluming suanseonnensunivioUssgndlassairuionis
wisulmdmiuadiidie wazuumnenisilueaiildannisassluannsaldeululusunsudug wu Unity
%39 Unreal
Continuous structures for characters movement in industry standard IK/FK, Custom Rigging,
simulating realistic, motion on CAD, 3D animation programs, Structure sets for faces movement to express
emotions, structures of non-living things to movement. Export model for other applications such as

Unreal or Unity. Export model for other applications such as Unity or Unreal.

we. 232 UjtAnslassaudeioaiiensiadoulmdmivnuaniia 1(0-3-2)
Ml 232 3D Animation and Rigging Laboratory
Usdurien : asuld we. 231 viselSuuaiuaiy
Anvinwgdfoalumsaiilasaiseidonfionsindeulmdmiuiazasiasnisiadoulmiimieou
BwwesinguazddiTinfenmadeulm 3 18 uazmsafraedeulmdmivluniiilouanseennisensuaivie
Usggndlasaadaiiensindoulmdmivadditin uazuummainniluealldsmiulsunsudy
Pactice in structures for characters movement used in industry standard IK/ FK. Realistic motion
on CAD, 3D animation programs. Structure sets for faces movement to express emotions, structures of
non-living things to movement. Export model for other applications.
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we. 316 wAlulagnadumesmuud 3(3-0-6)
MI 316 Entertainment Technology
AnwnAsatuaruiilugiuresnietisasuiunes madendeidigieiedisdumesiin svuuuas
Wilnaoadeasiddnluaiotgdumesiindmivgunsnindenumsinudumesmumud maluladnig
Buwesmuudlutigtusasirndigufity nsdifnwessnmadinalulatuldlununedususe s
Computer Networking and network configuration.  Protocols and communication on
entertainment system. Emerging entertainment technologies. Case study of technology application in

entertainment.

we. 317  enuidesuiediunisianulanuasdluidmiugsia 3(3-0-6)
Buwmasmuld
Mi 317 Introduction to Live and Event Entertainment

JsAuneu . @auld we. 227
ndnnsiugiulumssenuuukardnNULAnIaE LB MataFes mIleTeingutivae anwd
ﬁugmuasqiﬁﬁ]L'ﬁ'snﬁ’umﬁmﬁuuamuazmu&auﬁ N15UsEFUTUTUAL NTUUINIUY0IN19M19) 11537
mhei nMdnreudinauns mhenuaresdnsifeitesiunsinnuuaniuasudiou
Fundamentals of designing and organizing exhibitions and events. Storytelling, audience analysis.
Fundamentals business knowledge of organizing exhibitions and events. Public relations and advertising.

Music concert agencies and organizations involved in organizing exhibitions and events.

we. 325 Aeadelmifuluafnuaynsussgnd 3(3-0-6)
M| 325 New Media: Ideas and Applications
dsduneu :  aeuld we. 121
wnARRTUNseRNLUUTTUUU NI eslssiuuinnssudearisln shemsuszgndldinalulad
Advauazdediaiiiie suwfmstanuasaiisrnudilalunmsdeulusunsuiionuaueninuag se q Wiondn
wazUszgndliuinnssudmiuanudin nudauans uazdouuuujduiusluguuulg
Concept of interactive media system design with modern media innovations. Applications of

digital technology and multimedia. Hardware programming control for new events, exhibits and interactive

media.
we. 327 enudilesudmiuinussiviinuenious 3(3-0-6)
M 327 Introduction to Hardware Creator

wdedunew :  aeuld we. 122

szuunagluslanoadoasiiddylueiorisdumedidndmivgunsainionumeiudune finumd
sumaluladaislnl Ausrundnnisiauiaslasadimeslulasaeuinsames nisdszynelda
lulasnoulnsaaesuazaonfinmoslunismunu msufuusvieusuilasugunsaleniauiiifiensuaussanny
foanslunisliony msadasasiwiddnnselinddesiu Weldrususugunsailulasneulnsaaes gaiy
msUszgndlinulumuaunisuaniuas & Fes uazszuuufauiug iomsdauansuazaudlou

Systems and protocols communication in the Internet network for devices or entertainment work.
Modern technology. Fundamentals of microcontrollers. Applications of microcontrollers. Improving or
modifying hardware devices to meet the needs of use. Basic Electronic Circuit designed for microcontroller

devices. Applications in light, color, sound and interaction systems for exhibitions and events.
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wo. 481 lassnudmnssudaAlifeuasidumesimumug 1 2(0-6-6)
Ml 481 Multimedia and Entertainment Engineering Project |
(FwsuwnunisseuwuuUnF)
Fyifadueu :  Dutinfnundud 4 uarldsueyifRandaeu
Munuazesnuuulasnulazaingunsal wieszuundmnssudadiiiiouaz oumesmuaug (lud

[%

4nv1e) dn151auelATIIULAE T1891URADATULAS BN UN TN TADINITNALTUNITIATIIUIAINTSY

,]
aa
uand

LPOLAZLOUAD VLI 2
Project planning and designing. Electrical equiptments or systems development (in the final year).
This includes project presentation and report as well as preparation of equipments to carry out the

multimedia and entertainment engineering project .

we. 482 lasuAenssudaddifeuavidun e 2 2(0-6-6)
M| 482 Multimedia and Entertainment Engineering Project |l
(FMTUBKUN TS EULUUUNG)
Jdsduneu . @euld we. 481
ulassuiderdesainlassnudmnssufadiifowas unosmuud 1 desdufiunsairsgunsol
Funuuauaiauiysel nieuiwimenuuazmaaougUnsnifuLuuie1sEiuinulasany
Continuing Project from Multimedia and Entertainment Project I; complete the construction of

the prototype device; reporting and testing the prototype device to the project advisor.

. 483 laseauimnssusTaniifelagdumesnuliund s uannafnw 1(0-3-3)
Ml 483  Multimedia and Entertainment Engineering Project for Cooperative Education
(@MSUULNUN TS ULUUEUN AN Y)
dsAuneu . a@auld 19.498
Julpsanudisedesainnsdilunuldaniafinummadmnssudafiiioway Bumednuudds
indnwidesimanuiildannisianiadnyunatiadeusvldiiadauiysal wioukeissnuuagi
WEAPNNAITUADAUZNTTUNIT
Continuing Project from the Cooperative Education in Multimedia and Entertainment Engineering;
students must bring the results to build or improve in order to complete the project; this includes

submiting the report and demonstrating the prototype to the project advisor

9. 497  MSHNIUNIIAINTIY 0(0-35-0)
Ml 497  Engineering Practices
(FnsunnunsseuLuUUNR)
nsrnnuImnssuluaivninestes agldnsguavesieinsniuszaunisaluseIusdnionyunie
1 I | 2 [ L4 = ) & -:941 L1 ¥ £ <
wheeuswns  Wunategstey 6 dav wise 180 Talue Mutllasdndnwideslansamiu S
An engineering internship in a related field Under the supervision of an experienced engineer at
a private company or government agency. The internship duration is at least 6 weeks or 180 hours. To

pass this course, the students must obtain a grade of S.
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AVUANZATU — 1@an (Major Electives)
(WHUNISESEULUUUNR 6 MUIAA LAY LRUNISISEULUUANNAANYT 9 WUEAn)

e, 326 Aavsloudmsuldsalazauns 3(3-0-6)
M| 326 Music and Sound Appreciation

aafUsENaUALRS 1d89 1A Yues Wdsslszany suuideunas Fduveanas wdewnuns Juld aues
WITUW dnuwazvedns UseiRnuesneTunn gUseiusinas gunsemans naenaun1saiaseaunisainiainy
auvdorlumslfidoauannas ileluiiugumsaisassdnsados

Music composition, sound, music timing, melody, harmony, music system, music colors, musical
instruments, symphony, descriptive music, sound characteristics western music history, composer,

aesthetics. Creating an aesthetic experience of sound and music. Creating music storytelling.

WO, 328 NN90ONLUUNULAAILATITUBLIUYINISNULD UMD SINULLUR 3(3-0-6)
Ml 328 Entertainment Live and Event Design
ndnnsiuglunmsesnuuuLazdnrLanwar B U LS fmuiud Tasendunisaauny
was @ 1Fe9 wagnisians og nsflAnw1vesnsinnulugiuuusiieg mi‘u‘imimioﬁ’ﬂLﬁumu‘ﬁugmuazms
Uszanaalganeuein1singiu
Fundamentals of designing and organizing entertainment, events. The design layout of floor plan
by light, color, sound control. A storytelling on event. Case studies on event organization and event

management. Cost estimation of the event and planning.

g, 301 Lessuaniafinw 3(3-0-6)

CcOo 301 Pre-Cooperative Education

(FwSuununisseuwuuaniafng)
AnwinAnlazaudlasyuvaniadnuinaznsiessuaunsenlunsinuES a1 sinu AR

p1imswduenasadasnunmadonaniulseneunamadaninidriumsdunvaimsiaurinuglunisdoans

falusuuuun1sAoanssening Generation uagn1sldmudanguiion1sdeansrnfenisdeansdiuinusssy

vennifaaduinuenshauduiivedsaivassdluiausssuesdnsfiuandediisinelunsieusuiu

FousimadalumsiannesusiuazUiudlinsiiisdgaugszneumamadanaifous saumstiausuay

PomsufuRlusenineufianuluaniulsznaun1ssiuienaessuIsessTkaraTseussaluInan

Studying concepts and understanding in cooperative education system and preparation for
applying jobs such as how to prepare documents for job application, how to choose the right company
to work, techniques for job interviewing, the development of communication skills in both Generation
communication styles and the international communication, cross- cultural communication and also
focusing on Creative team work skills in the different organizational cultures, the Psychology of working
together, techniques emotional development and adaptation, Improving professional skills and
entrepreneurial spirit and furthermore, the Report writing, Presentation, the best practices during work in

the workplace, Morality, Ethics and professional ethics
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pa. 314  weluladeudluy 3(3-0-6)
IE 314  Emerging Technology in Engineering
waluladim&aguitu vuide uarsedunsiaunluiiagtu wiewslinsswmindemnudidges
waluladlnddensdnduiiavemyvdlueuian nesutudomluuseidusneg Wy ssuumsieas ndwm
m'i‘dizqﬂﬁmmfmﬁmmiumam‘ﬁumﬂiuiaﬁmqmmwmf AUNINIYVDITUNIIAINTT NA DN
Wasuulaswesdaundon anudenlosnaluladsiafiifedunumdmnssy
New technology; Current research and development levels; awareness of emerging technology
for future human life; focusing on various topics such as communication systems; energy; application of
engineering knowledge on medical technology; challenge of engineering towards environmental change;

multimedia technology linked to engineering works.

pa. 414 lon1an19gsnalvauuasn1snewny 3(3-0-6)
|= 414 Startup Opportunity and Planning

Anwinszurumslumsisugsialul msdadenlasiairsesdnsiimnzanlunisisudugsia msundes
ningaumadlagn Msmuvaifunuuansauayuluiiabuduresionis Bmsuimsdianisgsiatiaiudud
faudesgs SnvisdsdinsfnwinsdiegsiivszauanudnialunadudugsioilviiBsuanmsoidudugsia
InilepgnsUszauanudnse

Study the basic principles of creating business ideals; Business idea screening; feasibility analysis
of business ideals; protection of business ideals with intellectual property management; applying business

concepts to successful and sustainable start-up businesses.

ed. 415 msudmswazuuRnisilugusenaums 3(3-0-6)
I[E 415 Entrepreneurial Practicum

Anw1dinsluniaufiRvesnisusmsdanisgsnalusiumie lddnesdunisnain n1sdu niwens
UAAS NITUIUNITHAALAZNITTANITTZUUANTAUNANULUNDIVBIEUTENBUNITIT fansdifnwuagineins
fuesdadufuszneunsivszaunudiie

Business management in various areas such as marketing, finance, human resources, production
processes and information systems management through the perspective of real entrepreneurs, case

studies, and special speakers for a successful entrepreneur.

wo. 450 Amnssudendesiuuasnnuiioues 3(3-0-6)
Ml 454 Introduction to Audio Engineering and Music Theory
Imnssdsadesiuifedemondss maedouiivondosrdunardnuuesunnzvesniu uazanud

mnuifiedu melddudsaennwd lelaezgain Tassaavesmuyudssuulssamiasnsiianuvesy e
voudes ussiufidnaiuy nsgadensladu msuenuezundsiisnveados msldnundludsmguiouai
fuilugiu ssdusenoutesausiuuuneTunn UsziRmansinanusingfuan wuamasiivainvats Sengaina
thiladvasnaef dulaidedinues nauaides niwen aete dunesiu Sumesia leamesia mwmesa msdn
Nuudes Mslddusnualluanes msursihusaiedos
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Introduction to sound engineering, sound, wave motion, and wave characteristics and frequency,
wave speed, human hearing, psychoacoustic, structure of the human ear, nervous system and auditory
function, units of sound. Ear pressure, hearing loss, sound source separation, sound editing applications,
basic music theory, western music composition, western music history, various genres, rhythm, scale
ladder. Major sounds, minor scales, keys, triad chords, inversion, interval ditonic, chord alisnment, sound

alignment, use of symbols in scoreboard, lyric composition.

ue. 455  gunsaluazieiesdionisnudes 3(3-0-6)
Ml 455  Audio Equipment
alnsviinvesdlng auautRvesalniusazyidn n1svihaealonesidnisa walulagvosalnnas

AAlN HANIMOUAUBIVRIALIG a1ty nudes msdeuseuarilavesanedygia Unumkasiiives
Fadnstestuluaedyain wdeaiudades anudumuluas dygrnueurdenuasiana Inwesvinves
fnwes wazgunsaluourdenilAsaiuides VU-fines

Speaker types, features of each type of speakers, cosover networking technology of speakers and
speaker cabinets, speaker response effect, audio cable connection and cable type, shielding of noise.

Line impedance, analog and digital signal, analog and digital mixer, analog audio equipments, VU-meters.

9. 456  WATANITNANLEEN 3(3-0-6)
MiI 456  Audio Mixing Technigues
wiadansuaudsdluvaisds gunsaldmsunisuuusawazusulsades wonindnanaiuazuoniiing
si19q maldaumslawes mildnwesidestu nsnaudssserindmauasidosUszney nisldmugunsal
AULAEIFI) Lﬁamsmama‘aﬂﬁﬁﬁqﬂ UszenAnisleany Compressor, Limiter, Gate, Expander “1a* #aanau
Anwmdnnsfiddalunsfiansanany
Various sound mixing techniques, tools for adjusting sound, sound effects, dynamic and timing
sound effects, equalizers, basic fitters, mixing between speech and ambient sound. Use various audio

equipment for the best sound mixing. Compressor, Limiter, Gate, Expander, etc.

o, 457  walnnsUuiinidess 3(3-0-6)
Ml 457  Audio Recording Techniques
yinvadlailasiiusineg msfinslalasiiu sumimsnsdalasiiu maguanaztizedne wadansly
lalasliumanem weallanisnslulasinudwmsuidsauvamsle nsidenlalulasiudmsunuiuiindeanng
Various types of microphones, microphone installation, microphone placement, microphone care
and maintenance, techniques for using multiple microphones recording, stereo miking technique,

microphone selection for recording tasks.

. 458  N1TOONUWUULEEN 3(3-0-6)
Ml 458  Sound Design
nstuiindesguuuuliiad (Foley) wuihuseiinsimuivesnisuinides MsoenLUUEETiTidnva
wud MU Wy ulavan Nunvdeenfinned Nudsssnounineuns nsvhandviazienduves
dedlvinsaiudame nsvinvendediay n1susseIBvgn1salaledes
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Foley audio recording. Introduces the development of history sound production, distinctive sound
design for tasks such as commercials, computer games, movie soundtracks, scripting, and sound action.

Match the sound rhythm and audio narration.

wo. 459  duwmesisluasinds 3(3-0-6)
Ml 459 Internet of Things
dsRuneu . aeuld ue. 327
ANMNEvesduestaluassnds Tena Anuviame wazgUasin ﬂﬁﬂwqﬂﬁiﬁi’f ASOULLIAAT
Aerdeanalulafuaziniesiie nseenuuuludmssnsuasdsmenm msafasznsuiuldliAnnadunndiu
asdnTdsdemsinnsanludunmsihvanuiiuaasnseuazanundudiu
The meaning of the internet of things; opportunities; challenges; obstacles; application of related
technology; logical and physical design; creating and deploying includes considerations regarding security

and privacy; communication and loT platform provider.

ue. 460 iAFeaflodviuanudnsgUnuuAdiia 3(3-0-6)
Ml 460 Digital Audio Workstation and Application
Anwmsihauvesszuuasesilodniunuidessuuuuidsa (DAW), 52U FOH szuunailmesuund,
NANINI AT Iid e N15ARRe Haun15ANLEsIdnlulf (Automation) fauiad saflennadudes W
Protools gy n1sldeu Udnduddmsuiresiiomdnudes
Operation of digital audio workstation (DAW), Front of house (FOH) system, stage monitor, audio
transmission direction, editing, mixing and automation with audio tools such as Protools. Plug-in for audio

tools.

wo. 461 vestuiinidesdugs 3(3-0-6)
Ml 461 Advanced Studio Studies
L‘ﬁlﬂﬁﬁgﬂ’]ﬂ%’qﬂﬂiﬂjﬁgdgﬂLL‘U‘ULLE]‘LJzéyaﬂ wazAdia Wrlan1sian19nIsAUN VeI Y1 n
wiasniiinlugsgunsaliuiin (Recording) anunsauaninaldes n1suiaudides wazn1sdnnisianisveaudesl
auna (Mixing) nsuamdsafieansiuiuunindes (Mix down) nsufluides (Editing) nsdnnnsidsssuaty
auysal (Mastering) s¥UUIE8aR7IANNG SEUUESVA187iANNS
Analog and digital devices. Direction of signal from the source to the recording device (Recording).
Monitoring. Audio balance and paning of sound to be balanced (Mixing) sound mixing to reduce the
number of audio tracks (Mix down) sound editing (Editing) managing the original sound (Mastering) two-

way audio system multi-directional sound system.

We. 462 pAERN 3(3-0-6)
M 462  Acoustics
Tanenansuazlelnogainlunyud ndnnisvesndudess Jymadmsunsladuides dygrasuniu
flawes aaulls Yagmansdmiuides msandessuniuvesios msavvioureadss natlunsagyiou uasgIu
avuiwdes tanmunveslszdnsainnisdesiudsssuniu ssuuides 2 ien13 wagsaufianie N139enkUY
Towdoiiuiidmiusesiunsliides fewdesilossg ngmnemeiudes
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Audiology and psychoacoustics in humans. Principle of sound waves. Problems for hearing noise,
noise, filters, standing waves, audio materials for room treatment, reflection of sound, reflection time,
sound insulation standard. Soundproofing performance, stereo and surround sound moitoring. room or

studio design. Law in sound.

9. 463 STUUMNLAZILAS 3(3-0-6)
Ml 463  Visual and Light System
Anwmdnnisueaiiuveanysd Reuluwazdedidalunisueaiiu madongunsaidmiunisuaniug
wialulaglunuias Lazn1suanINg AATeIUIALES VlzﬂmﬁmLLaaﬁ'wiW‘Uizm‘mma6] NFIAUANAIURUY
LASSIINIR MITAuaAzn1TIIAeualusTNYR Temelunasuenaniud n1sidangunIninIeituiasiy
Goulasige
Principles of human vision. Visibility conditions and restrictions. Technology Device of display in
lighting. Lighting techniques, standard lighting, natural lighting. Lighting and natural light simulation both
inside and outside. Equipment of ligthing in various conditions.

wo. 464 walulad laseadi 1 uag n1siadewd 33-0-6)
Ml 464  Stage Flying and Rigging Technology
ﬂﬂHWﬂWﬁ@@ﬂLL‘UUL’JVILL‘U‘UWN"] Wu%ﬁ‘lﬂ,‘HﬂﬂiLﬂﬁEJ‘LWI“U@QL’JVIIULLU’J@QLL@ SHUITEUIU i‘UVIS\‘IﬂLL‘U\‘iLLN
N13ANUINUNITTRITUUIMTNNUFIY aaﬂmam i‘ULL‘U‘UL’JV]LLauIﬂiﬂﬁi’Nﬁu‘éﬂ‘MN mm%m’lumwumﬂaﬂﬂsm
ﬂ?’mﬂaaﬂﬂSﬂaﬂiﬁiﬂﬁiﬂﬂwug’mLLaUIWWW QUﬂiaﬁﬂmmmUaamm WHULAZUINTNTINYIANUARANY
Different types of stage designs. Fundamentals of vertical and horizontal stage movement. Basic
supported calculations, materials science, modern stage structures and layouts. Standards for logistics.

Equipment of infrastructure and electricity safety. Security equipment, Security planing.

we. 465 Anuduadway 3(3-0-6)
Ml 465 Mixed Reahty
Vlﬂw“mmawumummﬂum”mmu%mam wazanudussuaiion anmuwindeuaiion saustanalulad
LLazmiﬂﬁuqﬂmimmﬂauwaLmaiﬂﬁﬂﬂ 3 46 iu‘UUﬂ’J’]ﬂJLﬂuf\]NLﬁiJE]Ui’nJﬂUﬂ’li‘thmJ‘W‘LJﬁLL‘U‘UG]’N 9
anmuandemaiioufiinisindeulm nsdiasmianienin sudensauisuareenduaslussuuanuduass
weilou in3esilolunsannueundindunnuaiaaiiou mssiuilefuluanmwndemaiioundgldnarseu uay
Wadesne q ieafuanues e
Fundamentals of mixed reality, virtual reality, virtual environment. Technology and applications
of 3D computer graphics, virtual reality systems combined with various interactions, virtual movement.
Physical simulation on hardware and software in virtual reality. Virtual Reality application development

tools. Collaboration in a multi-user virtual environment and mixed reality.

ue. 466 MISraesnsiAAeulm 3(3-0-6)
Ml 466 Dynamic Simulation
nsldnwansudlulusunsuussgndanuda enstammadafiay iy msaiieduaiu wig duan
it uaas nszanuan Wk Tuld Jedn Wudu nsdhaesnisiedevlmvesnin masiassusingnisaifland
narnansveaduazvedlva
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Scripting languages in 3D applications. Development of special techniques such as creating dust,
smoke, storms, rain, swarms of bees, insects, broken glass, hair, leaves, clothes, etc. Physics simulation of

solid and fluid mechanics.

wo. 467 madsulusunsuudndudduge 3(3-0-6)
Ml 467 Advanced Plug-ins Programming
msldgamdmsinunivnesiames lumsinderiioadisudndu dtugdlunsiinusususensuas
aufidvdelusunsudeunmiflariiudnenmlunisnannuaiieassd siufunmsifouynmdaiiouanimadiufinse
ALY
Instruction code of computer programming. Plug-in to work with 3D CAD Software. Image overlay

software to increase your creative productivity. Programming with a design in user interface.

0. 468 NITINUNULAZNITUSITIANITIULAAILAZIIUBLIUN 3(3-0-6)
MI 468 Live and Event Planning and Management
N1TUINTIANITIATINITNNAIUIULAASLAZIIUDLIUN A1TIINAUIATINT N5UTZINMTIAT dygias
Formuavnanguunefiieites nsdlfnuiaindegnnis mssegndldneluladvielusunsunoufinmoiile
Pelun1suTmsInn1slasIng
Project management in the field of exhibitions and events. Project planning, price estimation,

Contracts and legal, Case studies: Application of computer programs to assist in project management.

we. 469  mseenwuulsTaunsalkaznsinduRaseiugly 3(3-0-6)
Ml 469 UX and Ul Design
AnwituneuuaznsTUINNMIRALINMIoBNLUUNTTInduRnfelld sliemeinguitmansvesdldou
Tagifudsanadlanssuaumsaauazanuidnvesglinuieairsuszaunmsaifiatunisldau Tnesjaduns
onuuuinssiunnuiesmsvosldenlunsazsnguidivane
Development process of graphic design user interface, analyze the target audience users,
emphasizing on understanding the user's thinking process and feelings to create a good user experience.

Designed of each target group.

ue. 470  nsdeulusunsuuugunsalindeud 3(3-0-6)
MI 470 Mobile Application Programming
Anwinudnunizuaztedinvesgunsnindeud wndeslowaznuilddmiuiaunlusunsudssynduy
gunsalindeudl egstien 1 Mwn ndnmsvesmsiBeulusunsuuugunsalindeud diudnseszuudmiulusunsy
Uszgnd (AP) msfnsiadugld (User Interface) msdnassmsvinuiiionnaeuuazudlyvuszuvaeuiomes
msfnufuRadusunsszendungunsalindoud
Mobile Application Programming, device features and limitations. Mobile application
development tool. Principles of mobile programming. Application system interface (API), user interface,

simulation for testing and editing on a computer tools. Case study of mobile application programming.
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0. 471  mTeTgiszullaznsesnkuulising 3(3-0-6)
Ml 471  System Analysis and Software Design
LUIAALAZANMNIYVDITEUY WATTINVOITEUUEITAUNA N15LEUD NANTULAEAALEBNIATINAG
GREGIINIG! LLmﬁmLLa3m'ﬁmeﬁl,l,am’gm’miwusﬁaaﬂa LLNuﬂuﬁﬂJmmﬂwa%ﬁayja Wamwﬂ'ﬁu%;&mawﬁw
nsanaulauaziaiu UalEUBY0ITTUUANTEUNA N1598NLUUTTULTHALASIASNE NT00NKUUIBNALISLAZNNT
JVIONATAMTULENALIT NMFWAIUITZTUUATAUIA N1TUTITIZUUATTAUMNA
Software system and concept. Life cycles of information systems, presentation for consideration
and selection of information projects. Information systems analysis data flow diagram, data dictionary
and decision table. Structural system design, Software design and documentation. Development

information system analysis.

we. 472 nseRnwuUkArITUURIuteyakuulasiaiuasliiilasaing 3(3-0-6)
Ml 472 Structure and Un-structure Database and Design
wAnkagndnNIiuguresruUguteyaauuuilasaruarhiflasiadng mseenuuusEUy
Fudeya sruun1sianisgIudeya aulasadelugiudeya wuuitaesleyallisiuifndmiuniseaniuy
srudeyariteldnudmivanuusziandneg msdansiitediszuugudoyaluldon waznsdlfnuifeidosineg
Basic concepts and principles of structured and unstructured database systems. Database system
design, database management system, database security, conceptual database designed. Management

to implement the database system and related case studies.

we. 473 Ugygusshvglunuiudadfiedumesinuuug 3(3-0-6)
MI 473 Artificial Intelligence in Multimedia and Entertainment
Uszgndldanulyanusevssuuuuineg dmdvausudunesimuuud dumansldieiessiodiiasy
as1alna nsilaealuldauadisassalugunsaliigg wu fledie lulasaaulnsiass 1a4 Judu nsldau
FaneTiuduilyaussivsildsunnudon wu Yolo , TinyML 18 nsdi@nusingg
Applying of artificial intellisence for entertainment using basic tools for customize model.
Implementation of models in devices such as mobile phones, microcontrollers, etc. Implementation of

popular artificial intelligence algorithms such as Yolo, TinyML, etc. related case studies.

wo. 474 m‘suamwaﬁi’fayjaLLazmmwmsﬁuaﬂsﬁa%a 3(3-0-6)
Ml 474  Data Visualization and Data Minding
LLmﬁmLLazmmﬁﬂﬁ'@maﬁaaﬂa L‘vmﬁﬂmsﬂixmawasﬁagaLﬁ@ﬁ%’ﬂﬂwaé’wﬁﬁmmgau nsinseudeyauay
nsudasteyaiielddmiunmsuanina nsadanmsuanssaiielfnusiuiunisiesgideya msagudoyaiiie
firsanuualtuiasfntulusunen Tusunsuussendfivuasiodmivnsimiiosdoyauazadtoya
Concept and importance of Data. Optimaization technique for best results. Data preparation and
transformation. Data visualizations with data analytics technique. Summarizing data to determine future
trends. Modern applications for data mining and data warehousing.
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we. 475  msUszgndldnugunsaldmiunuinuimnssudaiiivieuas 3(3-0-6)
WDumasnuLuug
M 475  Applications in Multimedia and Entertainment Engineering
wadansldanunaluladiitoliiAnyuuedlunisdeans nsusegndldgunsalieluladlunisinaue
wazienen3essn lunuiutafiiiowasdunesinusns aveluladluiligty uasmeluladfifdneeds
Tl saluiamsadvassdnanulifayaaitunainseulad
The concept of using technology to create a communication perspective. Application of
technology and emerging technologies for design presentations and convey the story in multimedia and

entertainment. Creating works to get value in the online market.

wp. 476  szuumudusaasasemsluvesuaznisiasiusy 3(3-0-6)
Ml 476  Cyber Security and Protection

LA EfuaLUaendeuuRsuiamedssULIATT e Tunsunisinfedeals wuiAalunisie
afmualumsidfiunIevievseteya Ine1n1sidnsiiadu (Cryptography) walulaBnisdnsia-aensiaiiie

2 Qe

Y]

guduiinu wasnsuiasnisidnfe dussuuesetneaeuiawes mMsanasuuilakasnisdniladaya n1sglay
AONRILABSWUUBUY 19U OWASP Top 10 Vulnerabilities nstlesfulisaneufinmes nsusudfiunazdnnisainy
s warmsinwinmsmslunsinunnaasasiedoya

Cyber Security concepts on networked computers. Protocol of network communication. The
idea of restrictions area or restrict data access. Cryptography: Encryption and decryption technology to
identity. The denial of access through a computer. Hacking and eavesdropping Protection against
computer viruses, attacks and other types of computer attacks such as OWASP Top 10 Vulnerabilities.

Risk Assessment and Management.

we. 493  Fouawigmadmnssuiaddifeuazdumesinumud 1 3(3-0-6)

MI 493  Selected Topics in Multimedia and Entertainment |

Ardaduneu : kusedniidmun uagldFueutRannivihniain
wdefiunaulasaiuiamnnising 4 mdmnssudaiifowasSuneinumud

Selected Topics in Multimedia and Entertainment

wo. 494  Seuamgmaimnssudaffifouazidumesinummd 2 3(3-0-6)

Ml 494 Selected Topics in Multimedia and Entertainment |I

Ardaduneu : kusedniidmus uagldFueutRanivihniain
wdefinaulaisatuiaunnisinl qmadmnssuadiifiewazidumesmuind

Selected Topics in Multimedia and Entertainment

we. 495 Jgymiiaumairmnssuladdinouaidunesinuiuug 1 3(3-0-6)
M 495  Special Problems in Multimedia and Entertainment |
Ardaduneu : kusednidmus uagldFueudRanivihniain

Jaymdiay nsddnuiithaulameiuiemnssufadiifewazidumesmuiuud

Special Problems in Multimedia and Entertainment
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we. 496  Vgymiirwnairmnssiafiifolagidumasinumug 2 3(3-0-6)
MI 496 Special Problems in Multimedia and Entertainment |I
Ftaduneu : Ausieiniidmue uazldsueyiRannivthaiain

Jamdiaw nsdinuiithaulameinuidmnssufaniifiewazidumesmuiuug

Special Problems in Multimedia and Entertainment

we. 498 auwnafnwIMsimnITulaniifenazioumeSnumun 6 (0 - 40-0)
Ml 498 Cooperative Education in Multimedia and Entertainment Engineering
(FMTUBKUN T HURUUANARANY)
Fwtduneou : aeuld aa. 301
Anwrszuunisriauasluaniulsznaunis TugiusninauresanIulsznaunis i owaSuasale
nfnwdianundondiuauendn mnmsufoRnuiiugu egdudnnisuanduszuu dndnwasdosdiniiin
UiAnudunatluaniuuseneuns Inedszegnalidvesndt 1 nman1s@nw vie 16 dUawi dadunuid
ﬂmmw%ﬁ]mmﬁLﬂuﬂizaumﬁajﬁwm (Work Integrated Learning) finsaffuanvn3sndinvesin@nunse
1A53991% (Project Based Learning) i usuiidudsslevisantdns saufsdnisuseifiunanisviiaiuain
ANATETINAVANIUUTENBUNT LLasﬁﬂﬁﬂmazé}’m{fﬂv‘h5'1Emuaqﬂwamiﬂﬁﬁamumﬁﬁ]ﬁﬂwmé’aLaéaéuﬂﬂi
UfjuRau
Studying the actual working system in the workplace as an employee; establishing career
readiness from basic, principled and systematic operations; The full-time training in the workplace is at
least 1 semester or 16 weeks; the result of working is a quality work or emphasizes work experience(Work
Integrated Learning); or projects (Project Based Learning) that is beneficial to the organization; assessment
of work results from the faculty together with the establishment; students are required to provide a

summary report on their co-operative education after completion of their work.

ngudvn (15 mizefin)
nguAYndunIsiaunlUsunsuUszgnduazUgyyuseivg (15 wioein)
W. 211 MIRaaRavia 3(3-0-6)
AlE 211 Digital Marketing
wnAKaENguiNImaInRaTa wdesdleflilunsihnisnaiaddvia nMsums memaiafavialiusay
Audse uagnagnilvd 4 msdunsnaindivalsediuresnaiinisnanddvaiussauaudiauas
duwan NM3UsEURANSENUTEILEUNSAAIARTTE MTeseinsidnuinuivasiiofie msiiudseansan
Tun1sAum
In this course, students will study Digital marketing concepts and theories, digital marketing tools,
digital marketing management, current digital marketing strategies, successes and faliures in digital
marketing, impact evaluation of digital marketing plans, web and mobile usage analysis, search

optimization.
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w311 lassadadeyauazdaneiiiy 3(3-0-6)
AlE 311 Data Structure and Algorithm
wAnkagndn NI ugIuTesIunudoya faduduns wasduneuisdmiulasadanuudadu
sedutu wagtnenu Aad nesdou AuazAranwmi JUsulE uaznsW mstaUssAnamvestuneisuenis
Bosdrduuaznsfumtoya nisussgninislilassadetoyauardunouiteng 4 lunsiauTsunsussens
ileuAlydgymiivannvany
In this course, students will study Basic data structures: queues, stacks, lists, graphs, trees and
tables, etc., sorting algorithm, searching algorithm, recursive, prefix, postfix, analysis of algorithm
complexity, applications of data structures, problem examples.

wW. 313 syuuguteya 3(3-0-6)
AlE 313 Database System
LLU’JaﬂﬁIug’mLLazﬁmﬂmEJﬂiiiJSUEN’iBUUE’IWZJJEJEJUa LLUUﬁWaaQ%@%aL%QLLu’Jﬁfﬂﬂ’]ﬁ@@ﬂLLUUEﬂu"a’auﬂaLLﬁz
nmeilAana ssuunsianisgiudeya yjmmwmaﬁay)amﬁmmsiwmmﬂﬁhuuﬂauﬁaﬁu ANUUaDnY
yosgutoya grudeyauvuidasiains prudeyauuulifiassains mswdengudoya msdamsifiensthdeya
TWiaseat waensalfinwiiifiedes
In this course, students will study Database system concept: database designs, levels of data
abstraction, entity relationship model, relational model, normalization theory, file system structure, query
and transaction processing, concurrency control, distributed databases and design, applications of

database systems.

W. 464 JayaUsehugidelssend 3(3-0-6)
AIE 464 Applied Artificial Intelligence
ﬂﬂiﬂsgqﬂmﬁlﬁ’fﬂawuiﬁugwuLﬁ'mﬁ’uﬁagmpﬂ3z§w§LLazmiL§8u§maqLﬂ’%'aqe%’m%’mia’iﬁﬂwwm6‘] Tuite
fogluruaule Wy szuuedetnedinu Teyainuasnisy uRaly suameuns uantnonssy Muausd
wazRaUznisuans Wudu
In this course, students will study Application of basic artificial intelligence, machine learning for
various case studies, current interesting topics, such as social networking systems, Agricultural information,

arts, film, architecture, music, and performing arts, etc.

1. 467 MTIATIZRUAYRNLUUTEUUENTAULIA 3(3-0-6)
AlE 467  Information System Analysis and Design
LUIAALATANNUUIEYBITEUU 2ATTIAVDITEUUANTAULNA A15LEUD NINTUILATARLEBNIATINTS
GREGIPING LLmﬁmLazmﬁmswﬁuazsamamxw%ga LLNUQﬁﬁJ@QﬂWﬂM@‘U@\‘]‘ﬁE}Ha WIUIUNTU Eﬁagaua:ﬁ
A1319N1 78R AUTALATHRILT TOLAUOVDITTUVENTAUVA N1500nLUUTEUUTIAlATIES1s N1TeRnLUUsaNAWLIS
LAZNITINYILONATAINSUTONALIS NMTHAILNTEUUATAUNA ANTUSUITTEUUETAUNA
In this course, students will Principles of information system development, information system
development life cycle, information project presentation, information project investigation, information
project selection, data concept, data analysis, data collection, data flow diagram, data dictionary, decision
making table, system development using user requirements, structural system design, software design,

software documentation, information system development and information system administration.
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nguIvInaugnALISUaITUUNGNWS (15 wilefin)

AR 423 spuupudeyalaraiaeyavuning 3(3-0-6)
CE 423 Database and Big Data
Fwdaduneu : aeuld we. 225 viasumugiu

Toyaluszuunenfinmed ngmnelfsadunisdunsesteyadiuyana ngrunetisatuanusiung
Uaoaselaues uleuredeyauasn1sdmiu (Data Policy) n1sidndsdeya uwiAnvessyuugiudeya nisldou
Y945rUUNFIANITINTayad nsulYsunsuUsEgns MsldnussuugudeyauuuauduiusigAdnddunus
A1 SQL N598NLUUFIUTaYaLasnann1seanLUUlsduRus Anwinisvinnu niseenwuussuudaiudeya
uaznsUszananatoyavuelng mlfnudeyaisilasaiouarbiflasas

Data and information, Personal Data Protection Act, Cybersecurity Law, data policy, data

collection, data access, database management system concept: database designs, relational model, logic
algebra, SQL, query and transaction processing, databases system and design, applications of database

systems, big data process, structure and unstructure database.

Ap. 451 wialuladadstoyavunalvey 3(3-0-6)
CE 451  Big Data Technology
Adsauneu : @euld an. 423 wIBISBUAIUAN

U
¥

nénnadoswudmivmaluladdeyarualng mslieneiteyarunelng msuimsdnmsuas
Andamaluladdeyavuialvg) iy s1gU wdiRadadrdn Wusu amviniadeulsunsudusumsinazsidona
WAng) NIFAUMILAZNITIATE NMsTwuNUsEan N133nngd NMsiaenAMaNYME Wagn1sUssendldnuniu
e

Basic principles for big data technology, big data analysis, big data installation and
management, Hadoop, map reducing, Sparks, programming for big data analysis, search and indexing,

clustering, categorization, feature selection, and various applications.

AR, 452 SEUUASRYIENGUALALAS IS 3(3-0-6)
CE 452 Cloud and Sensor Networks
Fwdeunieu : Ia 1e.122 viieisuniugiy

AINTINAITITAAIIULALUUIANYBIABUN AT WUUNG LU nsWauILasfAad el sunsy
vumeuiamaskuunguua luwalunisliuinisuasluwmanisldanuvoinauiimashuungas n15a31
LowALATuUUNg L wiodiduieadid owuunanofuvenduves nseenuuuuaznsTaaeiedis
Wuweslaealafisladndn drukuudiniuasnd1un1sAIuALLAT oYY Lagn15IMEUNIINITUTELIARS
arsaumasiy N fsulusunsudniuduees wazn1391809N135919UVIADUTIABTLUUNGUILALAS
weUeduLges

Overview, definitions, and concepts of cloud computing, development and installation of
programs on cloud- based computers, service models, cloud computing models, cloud computing
applications, cloud sensor network, sensor platform, design and placement of sensor networks taking into
account limitated Bandwidth and power, network control, routing, information processing, infrastructure

security, sensor programming, nd simulations of cloud computing and sensor network.
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AR, 463 MTlATIveYAN1NgINuazNsUTEENALY 3(3-0-6)
CE 463  Business Analytics and Its Application
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MauansraiBstoya amnudAnuesieyaluBegsio mahteyafilduiinneimlenavesgsialuounan nsly
nuszuunInensieyadmivesdns (ERP) wlandnnisvestoyatiozannsaduindeussia
Concept and meaning of software life cycle, concept of collecting information from
customers, informational display, importance of business information, analyzing future business
opportunities, implementing an Enterprise Information Resource System (ERP), understanding the
principles of information that can drive business.
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CE 468 Cloud Based Programming
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Cloud computing concept, Cloud Applied in business, concept cloud programming,
advantage of cloud programming technique, Microservice, Hybrid Multicloud etc. Example and Case study

for cloud system.
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