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(nMwlne) wingasfautaudin anvdnimndaaiounarnisesniuuysraunisal
laniaiiouasa
(Mw1dang) Bachelor of Fine Arts Program in Virtual Production and Immersive

Experience Design
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iy (Mwlne) AaUUngie (NMSHANLALDULAYNNTBRNLUUUSEAUNTAlANLELaUDS)
(Mw1dang) Bachelor of Fine Arts (Virtual Production and Immersive Experience
Design)
A a a a a
Yaga  (Mwlne) Aa.U. (NSHARLELDURAYNTERNLUUUSEAUNSOIaNLALDUa59)

(Mwdangw) B.F.A. (Virtual Production and Immersive Experience Design)

3. laseadravangns

NANGATNI9IVINT
uNUNSANEILUUUNA
TuUMmheinTINRfeANANEAT 129  nNUlen
n. vuandnAnuiialy 24 weia
- ARV WBINGY 9  nlein
- NAWIPIYITANTVINYEINTN 15 wlein
V. NUINIVUANE 93 wehA
- NN NaNIEAU - T 69  wwna
- NIV NANIZAY - 1FeN 24 wwein
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4. e lunangns
n. ¥NnRNY NI (24 wdaehin)

NguIWNEIBINGE (9 Menn)

9n.101
EN101

2n.102
EN102
2n.103
EN103

mhein (Ussene-Uiua-Anwisienues)

Mwdanguluiinuszaniu 3(2-2-6)
Everyday English

Medanguluusunmsdeny 3(2-2-6)
Social English

Mwdanguluusunaina 3(2-2-6)
Global English

NEUIYIYIAUININNBLIVIUN (15 Iefin)

fn.011
GEO11
fin.012
GEO12
fin.013
GEO13
fn.014
GEO14
fn.015
GEO15

mhefn (Ussene-UjUR-Anwimenuia)

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

anudunadiosludipuuasyususzninwszme 3(3-0-6)
Citizenship in Society and International Community

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

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

InMgararnudugusenaunsuarAuieni sy 3(3-0-6)

Entrepreneurial Spirit and Financial Literacy

. BUINIVMANIE (90 BUWAR)

1a 14 v o ] a
nguATURNIZAIU-UIAY (69 vUEin)

§9.101
VE101
§9.102
VE102
&9.103
VE103

&0.104
VE104

mhein (Ussee-UfUia-Anyimenuiod)
anudilosuienfunsdnaiiousanmaluladlonaiiousse 3(3-0-6)
Introduction to Virtual Production and Immersive Technology
Aauishdifionsudnadounarnnseanuuuusyaunisal 3(3-0-6)
Art Appreciation for Virtual Production and Experience Design
wadeiugunsuanaieusazmallaflaniadousss 3(2-2-5)
Fundamental Techniques for Virtual Production and Immersive
Technology
ﬁvug’]umiaaﬂLLUUE%’W%’UmiNamLaﬁauLLazUizaUﬂ’mﬂaﬂLaﬁauiﬁq 3(2-2-5)
Fundamentals of Design for Virtual Production and Immersive

Experience
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79.105 AavzwinsaniSemwdednuunanviosy 3(3-0-6)
VE105 Art of Transmedia Storytelling
#0.106 Aavznisiausaznsuauslasang 3(3-0-6)
VE106 Art of Pitching and Presentation
@0.200  dugumsdeuldndnivdelanaiiouads 3(2-2-5)
VE200 Fundamentals Coding for Immersive Media
9.201 msdeuundmiunisnanadousazdelanaiiousse 3(3-0-6)
VE201 Scriptwriting for Virtual Production and Immersive Media
§0.202 ‘ﬁugmmiaaﬂqummaﬁam’%q 3(2-2-5)
VE202 Fundamentals of Virtual Visualization
d40.203  wAluladujduiusvesuyud 3(2-2-5)
VE203 Human Interaction Technology
@9.204 nanNN1TRNLUUUITAUNITA] 3(3-0-6)
VE204 Principle of Experience Design
&9.205 Uyayuseivgdmsunisudnaiiounaznseeniuulszaunisal 3(2-2-5)
VE205 Artificial Intelligence for Virtual Production and Experience Design
9.206 MMFIALAEINSUNSTHAALEDULAZ ATRONLUVUSTAUNITA 3(2-2-5)
VE206 Lighting in Virtual Production and Experience Design
@0.207 dusvaluIudmiunanialioutaz Mseanuuulaniailouss 3(2-2-5)
VE207 Unreal Engine for Virtual Production and Immersive Design
§9.208 nomunekazasusTsHlunsHanaiioukasnIseaniuuUsTaUN1Sa] 3(3-0-6)
Taniaiiouass
VE208 Law and Ethics in Virtual Production and Immersive Experience Design
9.209 nMseenuuudBIdmviudelaniatiousss 3(2-2-5)
VE209 Sound Design for Immersive Media
d0.210  mywesgvingudiminguazninaig 3(3-0-6)
VE210 Audience Analysis and Marketing
d0.211  gsfansHAnalouuazUszaunsallaniaiioussa 3(3-0-6)
VE211 Virtual Production and Immersive Experience Business
@0.212  Invenduiludelaniaiiousds 3(3-0-6)
VE212 Audience Psychology in Immersive Media
@0.213 nMsUIMslAsINsamSuNMSHAALELD ULz N1 TeRNRUUUTEAUATTA] 3(3-0-6)
TanLailouass
VE213 Project Management for Virtual Production and Immersive Experience
Design
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d0.400  msUssyndldnisndnalounasinalulaglaniaiiouas 3(2-2-5)
Tugnanmnssudy

VE4OO Virtual Production and Immersive Technology Application for Other
Industries

70.435 MTIYELaziaulATINTANTINUSNTHAN Lo ULAY N1 DNLUY 3(1-4-4)
Uszaumsallaniaiouass

VE435 Degree Project Research and Development in Virtual Production
and Immersive Experience Design

d0.436  lassnsarsinusniswaniaiiounaznisesniuuysvaunisallaniaiiouass 3 (1 -4 -4a)

VE436 Degree Project in Virtual Production and Immersive Experience Design

1A 14 = 1 a
NAUIVRNIZAU-LADN (24 RUBNH)
UnAnwanunsaidenseuliamezngulangunils viseanunsaioniseuiiungy wWislvinsu 24 wiefn

1. najmmmémaﬁau (Virtual Production)

mhefs (Ussene-UJuR-Anwimenule)

9.301 nswaaraladudmsunsuanaiou 3(2-2-5)
VE301 Pre-Visualization for Virtual Production

a0.302  UjURnsvdainisanevindmsunisuasiaiiou 3(2-2-5)
VE302 Post-Production Workshop for Virtual Production

79.303 NTasIHaNLAEN A NEIMSUN NARLEL o 3(2-2-5)
VE303 Visual Effects for Virtual Production

@0.305  UjURnsagilenisudniaileu 1 3(2-2-5)
VE305 Virtual Production Studio Workshop |

40306  UjURnsagilenisudniaileu 2 3(2-2-5)
VE306 Virtual Production Studio Workshop |I

d0.307  AMIEsAImBURSmMEnTNanLalou 3(2-2-5)
VE307 Virtual Production Filmmaking

@9.325 msduntsiedenlmuazieduduainnsuans 3(2-2-5)
VE325 Motion Capture and Performance Animation
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2. naunsesnuuuyszaun1sallanidiouass (Immersive Experience Design)

#09.311
VE311
§9.312
VE312
#9.313
VE313
§9.314
VE314
#9.315
VE315
#9.316
VE316
d0.317
VE317
9.318
VE318

mhefn (Ussene-UjuR-Anwimenule)

nsileuansUdiarnseenuuunszuiunsdmiudedumesuoniin
Scripting and Workflow Design for Interactive Media
nseenuuUtuilaniaiiousss

Immersive Space Design

vosfuRnsdeiation

Virtual Media Lab

annangeugalanaunazUssaun el Ly

Interactive Environments and User Experience
nsuandoluanunduaiwe

Mixed Reality Media Production
nseonuuuinuazUfduiusdmivdelaniadousds

Game and Interaction Design for Immersive Media
mseenuuuUszaunmsallanaiioussufiedetufiasnuiingsenis
Immersive Experience Design for Entertainment and Exhibition
nMsUszendlimseenuuussaunsallanadouridugnamnssudu
Immersive Experience Design Application for Other Industries

3. NgUN1IBBNLUUANLERBUITS (Virtual Visualization)

§9.321
VE321
§9.322
VE322
§9.323
VE323
§9.324
VE324
§#9.325
VE325
§9.326
VE326
#0.327
VE327
§9.328
VE328

mhefe (Ussene-UJuR-Anwimenule)

msoentuulunaa A lm Iudunsng

3D Asset Design
nsaslanuazniseoniuuitazAsdIMTunITHanLalou
Worldbuilding and Character Design for Virtual Production
NN500ALUUENINLINARMEBUE NS URINNNEURS

Virtual Environment Design for Cinematic Scenes
nsassnalouaiidmsunseenuuuanUnenssulazaInnneuns
Virtual Visualization for Architectural and Set Design
msdunsedenlmuazuoduduainmsuans

Motion Capture and Performance Animation
nsasaiomidainssuanisdmsunsuanaiiou

Procedural Generation for Virtual Production
naisuneitugaazmetansUdnyel

Advanced Rendering and Look Development
mMaUszgndlinisesnuuunmaiiousidugnaimnssudy

Virtual Visualization Application for Other Industries
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ngudvln (15 wilefin)
(@Emsudndnunladlatsauluaiviivinisudnaiouwasn1seankuulseaunisallaniaiiouasa)

e

ARNWNTEU 5 331 NA1V1IVINISHANLEL B URALN1TDNWUVUTTAUNNTALaNL@NaUas ANNUAIINTIETIN

U
setaluil
mhefn (Ussens-UjUa-Anwisienues)
a0.101  eudidesiufenfumandnatouuanmaluladlanatouads 3(3-0-6)
VE101 Introduction to Virtual Production and Immersive Technology
@0.103  wedafugunssdaedouwssmelulaflanaiionsds 3(2-2-5)
VE103 Fundamental Techniques for Virtual Production and Immersive
Technology

40.105  AavzwiimaaSesihudeduunanilosy 3(3-0-6)
VE105 Art of Transmedia Storytelling
#9.204 nanNN1TRNLUUUITAUNITA] 3(3-0-06)
VE204 Principle of Experience Design
d0.211  gsfansHAnaloukazUsraunsallaniaiioussa 3(3-0-6)
VE211 Virtual Production and Immersive Experience Business

a = = ] a
A. NUINAIVNADNLEAST (12 KUWBNA)
o e a a a a A a Y] | v | | a A oA a a
uﬂﬂﬂwuaamiﬂuﬁmmwLﬂmaauluwnwmaaﬂquww laitoenin 12 wheie visavdaniseulusiedun

Aasilull
mhefn (Ussene-UjUR-Anwismenuia)
@0.411 NINAANTNEUNTUUUAINTT AT DY 3(2-2-5)
VE411 Virtual Reality Filmmaking
d0.412 nsEinaudumsHande 3(2-2-5)
VE412 Internship in Media Production
A0.013  mImenmameuniugidmiumananiaion 3(2-2-5)

VE413 Advanced Cinematography for Virtual Production
d0.414  n139RnwUUUITAUNIINIER 3(2-2-5)
VE414 Live Experience Design
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5. A185UN8T183U
n. vedvAnwaly (24 mingin)
NN EIBINGE (9 IAn)
an.101  mwdenguludinuszaniu 3(2-2-6)
EN101 Everyday English
AndumslilassaisfiuguuarduunudnguilldludinsysTu dssnoudensmanusi

nueazlvideyadiuda nsusseneyadndnuny mayadadesiauls Gesiiuruveuuazussdndudiui
YosusazAL T suanseuAniuluEowily §ﬂﬁaﬁmuﬁﬁﬂwsmﬁwﬁ N3 115814 wAENSWEUMETS
\BaYIUINIg

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)
EN102 Social English

Andunisyauaznsideulssleauazduiud 1 duusedr i onnsdufduus nedsny
ﬂ’]iLLaﬂLﬂgEJu%’e]yja nMswSeuiiou warnisesuneanuAnfeatuidesing 1 Tuusunmedenunazssia lag
yadumsnawineensefuewarnsiaue mewalulaguaraufnassassa

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.

9n.103  ;wdanguluusunana 3(2-2-6)
EN103 Global English

Annunisussensuszaumsallassyyoazidenaivayy wazlansanuAniiufofudinnig
oy nsvihanu wazysziutamluszduana Tnesjadiunsiamuinue msdoansseninedamsssy wazns
deanslulanidvia Feddydenindunadiodtan

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.
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NHUIYIYIAUINITNNBLIYIIN (15 W28in)
mO0ll  vinwzn1sAnuitensieuinasndin 3(3-0-6)
GEO11 Thinking Skills for Lifelong Learning

Vg wd] NanNN15189n15AN Warwin1sAneg1aduszuu Ralun1sAndadning n1sanas1eassd
MIAATIATIER MIRRduATIER NsAnuidam Tuinisdeulssnnufnuasidoniadesiionnufniivangay
Tudszgnaldludinyszdniu mehnuwaemsteuinaentinliogliuseansnm

Theories and practical thinking tools, practice 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 daily life, professional undertakings and lifelong

learning.

012  enudunadiedudinunasyuyuseninassme 3(3-0-6)
GEO12 Citizenship in Society and International Community
AINUMING AENYalE @VB Wi anusuliatouvesnsilunaliend Tudwulne dwnulan waz

daruAdvia nieutiazUsuduiieag andugduldedgaiinnnugy saudedwiiunsiinduvesusenulng o T

o -

iy Wlosessunisildsunlamesuiunuindenfivsdnase®inuagn1svien aaensunseminluaiuddad
wiosswfofudiedanamadiaunasiauininimsegsmiulugurussdusg 4 idluosdng siosiu Usane
WATUIUIYA

Concepts, traits, rights, duties and responsibilities of citizenship in Thai society, global
society, and digital society, with ability to adjust and live happily with others while keeping abreast of
and adapting themselves to societal changes which may affect livelihood and working life, a
significance of society harmonization and solidarity and development of co-existence of people in

society in at different levels: locally, nationally and internationally.

an.013  weluladuazuinnssudiieewian 3(3-0-6)
GE013 Technology and Innovation for the Future

UM UWaAn M sadsnsuszendléimalulaBuazuianssususing 4 fgadunisiiu
anunmBAsludanuasielu wansznuiiidonisiiiudin deu wosiaswgia naonauAnwinsldusylovtiuay
msﬁmmaw%’wéﬁuma{]m@mﬁLﬁmmﬂLWﬂIuIaﬁLLasU'?GIﬂiiu

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, information

on intellectual property protection as a result of technology and innovation.
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An0ld  guvidsamuazauAeLiledin 3(3-0-6)
GEO14 Aesthetics and Well-being for Life

nsl3inogeiinnar unuadzuazAanssudunuinis Waynuedlmiluiesqunionm
ﬁLﬁﬂaﬁﬁaaﬁuqmﬂwwiwqﬂﬂa dnla dean Jayaun wagTausssu

How to live a meaningful life through various types of arts and recreational activities. New

perspectives for the aesthetics that influence physical and mental health, society, cognition and culture.

an.015  Indgyarannududusznaunisuasanuimnenistu 3(3-0-6)
GEO15 Entrepreneurial Spirit and Financial Literacy

Audnvad ddgylunisaisdaiggranisdudfuszneunis lasdunisAauuuidives
UsgnausemsiinnuAnainaassd uaznisuanamlenalumsBunazdniuianisedslinusisuuaraiosss
fnsdnnsuadndulaniinisiueg1aiiussanang ﬁy’am'ﬁmmsﬂﬁﬁudauqﬂﬂaLLasmsamu TavanseLn
019898 e fiannsathuasvhanuduiivlfesnadiusyaving seud uaznddindulaviusemnnisl

The development of character traits that are vital to cultivating an entrepreneurial spirit,
with an emphasis placed on how to think like an entrepreneur, opportunities to start and run a
business with on the basis of ethics and moral grounds, how to effectively manage and make financial
decisions, personal financial management and investment, including sustainable development,

effective leadership skills development, teamwork, bold, prompt and well-informed decisions-makinsg.

. BUINFBNANIE (90 WU8RR)
NgUIYNANITAIY - UIAU (69 W)

@0.101  mwudidessuiniumssdnaiousazinaluladlaniadouats 3(3-0-6)
VE101 Introduction to Virtual Production and Immersive Technology

Tanvesnsudsadounazniseenuuutszaunisailaniadionads lnsuunuiAei ugiu ddny
dfquazmaluladvdn Seufifertu VR AR XR, masumeiuvuiiealnil, msdumsiedeul uazain
wdtou wiewhanudlaunumvesnalulafina dlugnannssuadslvafidsvinase 2amsnmeuns iy
anndnenTsu NISWANG wagnIsAnY KunsanSauarnseAuse Teaa3ewdle NSEUIMIINY wasidung
DTN Lﬁam‘%aummvﬁauﬁm%’umiﬁaui‘luizﬁuﬁﬁﬂ%{uéaw

This course introduces students to the world of virtual production and immersive experience
design, covering key concepts, terminology, and essential technologies. Students will explore virtual
reality (VR), augmented reality (AR), extended reality (XR), real-time rendering, motion capture, and
virtual sets, understanding their role in modern media and industries. The course highlights why virtual
production is transforming film, gaming, architecture, healthcare, and education, giving students a broad
overview of its applications. Through demonstrations and discussions, students will gain a basic
understanding of tools, workflows, and career opportunities, preparing them for deeper exploration in

future courses.
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#8.102 AaUiTniensudniadeunaznisoanuuuusraunsel 3(3-0-6)
VE102 Art Appreciation for Virtual Production and Experience Design

dmavdnnisfiugiuvesfiaus guvisuAans wazinusssuiaufal lnodudvisnavesdalzsans
nAnLadouLazNTERNLUUUTEAUNTAlTlAnaU nTzLaRadzd1Aty nannsenkuy warwmadan1sianSesd
fvuakuIMITesdoRdviauarsraunisaideldneu ihunsiinseinanualzanefnuasfagiu il
Apuas AaUzAdvia waznisdauanaaionass Wauinven1TIATIzResRlTznoun1sAals dlaa uag
winnssuvafals Wunsefusewasfanssuaseasse wisuanundoudmiunsussendlduuifnnidats
Tunsudsiaiiounaznisoaniuuyszaunisallantalouass

This course examines key artistic movements, design philosophies, and storytelling
techniques that shape digital and interactive experiences. Students will analyze historical and
contemporary works across various mediums, including film, digital art, and immersive installations, to
understand how artistic expression enhances virtual environments and spatial narratives. Through
discussions and creative exercises, they will develop a critical eye for visual composition, style, and

artistic innovation, preparing them to apply these insights in virtual production and immersive experience

design.
90.103  wellafiugiunisuanaiioutasivalulaglanialousse 3(2-2-5)
VE103 Fundamental Techniques for Virtual Production and Immersive Technology

arufidesduiiiendu wdeste gunsal warnssurumsinnuiiddalunisudnaiiouwasmelulad
lanw@ilouase n15LY LED Volume, Green Screen, Motion Capture, Camera Tracking, Real-Time Rendering
szuvdodumesueniivl inalulaBufduiudssminsuyudiuszuuiaiiou 19y VR Headset ndod 3D LAdosauny
LIDAR Ueyay1usedg (A) szuu Spatial Intelligence wainelulad Sumedueniiniianate §whefiudszaunsall
dowatiou nsldinaluladandfiunumddylunisdrevhameunsiadiou anludendta nisendeuudy
Washen?in Lazn1391a0ILUUIaln ATZUIUAITYINURNIZYRINITHAAEN oY WU n1INTIvIalaletu
(Pre-Visualization) msswdeaioulunesgne (On-Set V|rtual Integration) Lag Lvmurmaﬂm%mam (Post-
Production Technlques) N’mﬂfﬂﬂiillL‘U\‘lU{]UG] W@,m’Wlﬂ‘H”W‘uﬁ’]UV]NWlﬂUﬂ ‘Wi@llﬁ]’e]ﬂ@@ﬂﬂ?ELSEJ‘LJTU‘LJG\‘]WM
AMEUAT WoTIuTU LNy LLaZﬁﬂﬂigﬁUﬂ13MLﬂM@u%iﬂ
This course introduces the essential tools, equipment, and workflows used in virtual
production and immersive technology. Students will explore LED volume, green screen, motion capture,
camera tracking, real-time rendering, and interactive media systems, gaining hands-on experience with
industry- standard facilities. It also covers human interaction technologies such as VR headsets, 3D
cameras, LiIDAR scanners, Al-driven tools, spatial intelligence systems, and emerging interactive
technologies that enhance immersive experiences. Students will learn how these technologies
contribute to virtual cinematography, digital set extensions, interactive storytelling, and real- time
simulations. The course emphasizes the unique workflows involved in virtual production, including pre-
visualization, on-set virtual integration, and post- production techniques. Through practical exercises,
students will develop foundational technical skills, preparing them for more advanced studies in film,

animation, gaming, and immersive media industries.
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40.104  flugtunsesnuuudwiumsianedounarUsraunsallaniadiousie 3(2-2-5)
VE104 Fundamentals of Design for Virtual Production and Immersive Experience

Mﬁﬂmiﬁummmmiaammu ImEJLﬁumﬁﬂiwﬂﬁiﬁﬂuﬂisuauﬂﬂimﬁmLaﬁauLLa“Uizaumizﬁaﬂ
HRPOER ﬂi@‘Uﬂallaﬂﬂ‘Ui”ﬂ@‘Uﬁ’]ﬂﬁJ LU N159ADIAUTENDUNN (Comp05|tlon ‘VIE]‘L‘%{]?I (Color Theory)
n5ld@19nys (Typography) N1sdaLas (Lighting) az £NM5EENLUULT iU (Spatial Design) Lwawwmwumu
auviruAadvesindnw WunsEnU{uR AT mdnniseenuuufiiavsnadenisidiies n1sdidiusiuves
ALY wagnisairlaniaiiouasa

This course covers key elements such as composition, color theory, typography, lighting,
and spatial design, helping students develop a strong visual foundation. Through hands-on exercises,
students will explore how these design principles influence storytelling, user engagement, and

worldbuilding in virtual environments.

40.105  Aauzuiimsidnidesiudediaunaniiesy 3(3-0-6)
VE105 Art of Transmedia Storytelling

WENNTVBINITENT DIV NanWesH (Transmedia Storytelling) Tnewiu3Snsvenei5essn
N1uE orannmasUsEan WU AMBuAT 1NN AN HASH (AR) Arasuadieu (VR) tedeadife was
unannlesuAdiadu 1 Tinseinsdifnuvesnisanieiivszauanudiie Wauilanveaiesniuuuvany
uannlodu uagnaaedldinaluladlal 4 Weawuszaunisaiidonlestu kulassnisniaufid Wnweddy
funsianiFes matldusamvesdun wagnseenuuuszaumsailaniaiionsds iewSenanuniouglanves
doRauarenamnssutuiisiiaunogerinig

This course introduces students to the principles of transmedia storytelling, emphasizing
how stories can be extended through film, games, virtual and augmented reality, social media, and other
digital formats. Students will analyze successful transmedia narratives, develop their own multi-platform
storyworlds, and experiment with emerging technologies to craft compelling, interconnected
experiences. Through hands- on projects, they will gain essential skills in storytelling, audience
engagement, and immersive experience design, preparing them for the evolving landscape of digital

media and entertainment.

40.106  Aauzmstaueuaznisiiauslasinig 3(3-0-6)
VE106 Art of Pitching and Presentation

nann1skazmaiaves nsdauskazn1siiauelasinis BnsvawwwAnlasinisliling
thawla afadessmiinsands wasiiausesailoonInlimnzfunguidivene 1wy dnamu gné wasiiunde
HIUNSRNURUR Wauvinwe M3 essaenn (Visual Storytelling) msvgmiuﬁmmms (Public Speaking)
N1913597619509 (Negotiation) Lazn1¥1n1e (Body Language) W%’amﬁgﬂﬂiﬁz’j’m%qaﬁaqmmmﬁu 1 Pitch
Deck, Mood Board k@ Pre-Visualization ATeumaunagnsdmsun1siiaus Lﬁamﬁﬂszga‘lmami (Bidding)
msauenlugnanvnssy uazmslasgsinsddnmanlasinsiszaunudida
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This course explores the principles and techniques of effective pitching and presentation.
Students will learn how to develop compelling project proposals, craft persuasive narratives, and deliver
engaging presentations tailored to different audiences, including investors, clients, and production
teams. Through practical exercises, students will refine their skills in visual storytelling, public speaking,
negotiation, and body language, while utilizing industry-standard tools such as pitch decks, mood boards,
and pre-visualization materials. The course also covers strategies for bidding success, industry pitching

events, and real-world case studies from successful virtual production and immersive media projects.

40200  fugiumsdeuldndnivdelaniaiionas 3(2-2-5)
VE200 Fundamentals Coding for Immersive Media

1Y o [ a

LUIAANISEUIUTENSURALMATANSEUAASUANENA d1USUNTTHANLELDULALNNTIBNWUUED

<
[

Usvaunsaliafionad aseuaquiideiiugiu wu assngnsdeulén (Logic-Based Coding) nsadaufdusius
wuuiSualml (Real-Time Interaction) n15a$ 19l ewuuunszuauds (Procedural Content Generation) ua
n15eenkuuUsEAUN1SalR 1Y (UX Programming) dmfud oradoudss s esdonazn1wians sty
9AAMNTIH WU Leudulny AnuaTaaiion (VR) mnuaiuaiu (AR) wazdedumesuoniin iaunsinujoa
annsawunearUszneufieniesmsldmeuiinmsnanudeyauuuisalny weifindssAvsnmaesueundiady
SHRPOEN

This course introduces students to the essential programming concepts and scripting
techniques used in virtual production and immersive media design. It covers fundamental topics such
as logic-based coding, real-time interaction, procedural content generation, and user experience (UX)
programming for immersive environments. Students will explore industry-standard tools and scripting
languages commonly used in game engines, virtual reality (VR), augmented reality (AR), and interactive
media. Through hands-on exercises, students will learn how to develop interactive elements, integrate

real-time data, and optimize performance for immersive applications.

9.201 mMsdeuundmsunisanatiousazdelaniaiousss 3(3-0-6)
VE201 Scriptwriting for Virtual Production and Immersive Media

dawadanisanowarlasaduniisenwuuniansdiunisndnaiou deddldneu waz
Aousvaunsaiiaiionass ATBUARULUIANANATY LU ANSLETDIUURANKULA (Branching Narratives) n15kan
Foswuuliiduidunsa (Non-Linear Storytelling) n1sad1slanvadisees1 (Worldbuilding) wagn1sideuun
dmsudonnuaiaaiiou (VR) mnuasaada (AR) wazanwuindeuuuuiFealml Bmsiaurumiiannsaysan
nsiAunsEUILAIHARRTTA 3§ afunisaiisassAuszaunsalifagauasujduiusiugua sinulasenis
AR inwelumadeuundmiunisaiiesuuvaisunanedy

This course covers key aspects such as branching narratives, non- linear storytelling,
worldbuilding, and writing for virtual reality (VR), augmented reality (AR), and real-time environments.
Students will learn how to craft compelling scripts that integrate seamlessly with digital production
workflows, emphasizing audience engagement and interactivity. Through hands-on projects, they will

develop skills in writing for dynamic, multi-platform storytelling.
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¢9.202 ﬁug’mmsaamwumwLaﬁauﬁq 3(2-2-5)
VE202 Fundamentals of Virtual Visualization

nsadenmadiouats aseuaquN1TAsIsAuNING 30 n15asiuRa Msdauas wazmadanig
sweed nszuaumMsaiea L Sealniuasndiswnes tneldiedesdieinnsgugaannss dnlasans
MAUFoR WaminueAddudmiugranmnssunimeuns uefiudu uavdedumesuondiv

This course introduces students to the foundational concepts of virtual visualization,
covering 3D asset creation, texturing, lighting, and rendering techniques. Students will explore real-time
and pre-rendered visualization workflows using industry-standard tools to develop high- quality digital
environments. Through hands-on projects, they will build strong visualization skills for use in film,

animation, and immersive media.

§0.203  wialulagufduiusvesuyed 3(2-2-5)
VE203 Human Interaction Technology

d1579AUFNN S senIaNyduazanInuIndauAdias umalulagn e 9 Wy n153unIs
waoulw (Motion Capture) n1sAnmunisiad eulmveanian (Eye Tracking) szuuduiasiass (Haptics)
ﬁm@ﬁﬂizﬁwi (Al-driven Interactions) LLazﬂﬂiﬂa‘UQuﬁwﬂWN (Gesture-based Controls) N1588ALUU
Sumesinlillinuiuaznevaussierld dmivanimundomatiounds (VR) arwadaady (AR) wazn1shnia
dodaldney iiulasanisniauf i neaeddimadaufduiusil q eatsassduszaunisaliifsgauasidy
audnansvesld wisumnundondmivendnluavnsnanaiion mseenuuuin uazdoUszaunisal

This course examines the relationship between humans and digital environments through
technologies such as motion capture, eye tracking, haptics, Al-driven interactions, and gesture-based
controls. Students will learn how to design intuitive and responsive interfaces for virtual reality (VR),
augmented reality (AR), and interactive installations. Through hands-on projects, they will experiment
with emerging interaction methods to create immersive and user-centered experiences, preparing them

for careers in virtual production, game design, and experiential media.

#9.204 VANN15eRNLUUUTTAUNIIOl 3(3-0-6)
VE204 Principle of Experience Design

MsussIUAureInsiaies malulad uavuiduiusvesld neiunuimanisesnuuuiiaing
NANsENUNeNTL] W sTduTuvesen uasiaiuainsraunisaififienudndeiui udnnsddy wu
nseenuuUTyaiugfld (User-Centered Design) Mssuimisuszamduria (Sensory Perception) nstaniies
wuudumesuondivl (Interactive Narratives) wagaunIsmandldsUszaunisal (Experiential Aesthetics) Tude
na1nuaesULUY T3u89ANATaleu (Virtual Reality - VR) 311930433 (Augmented Reality - AR)
anmuIndeuBedu (Themed Environments) uagn1sfindade duimesuondinl (Interactive Installations) siu
lasansnaufus WawvinwelunisAnlawun@n (Conceptualization) N19@3196UKUY (Prototyping) wagN13
USuUssnseenuuulszaunsaiiBedn ievngvoulnvesnisianiesadviauarnsnaniadionats (Virtual

Production)
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This course explores the intersection of storytelling, technology, and user interaction,
focusing on how to design for emotional impact, audience engagement, and spatial immersion. Students
will study key concepts such as user-centered design, sensory perception, interactive narratives, and
experiential aesthetics across various media, including virtual and augmented reality, themed
environments, and interactive installations. Through hands-on projects, they will develop the skills to
conceptualize, prototype, and refine immersive experiences that push the boundaries of digital

storytelling and virtual production.

79.205 auseavgdmsunisudsaiiousasniseeniuulszaunisal 3(2-2-5)
VE205 Artificial Intelligence for Virtual Production and Experience Design

nsideyauseivg (A) ndszgndldlunssuiunsndnaiiousasniseenwuulszaunisal Faus
N1932ANANAR (Ideation) N19a319ENTUBTA (Storyboarding) nstmnananlusuneundanisaneyii (Post-
Production Enhancement) uagnagnsn1silaiusinvessias (Audience Engagement Strategies) finldia3osilo
Al iitevaglunszuauns diausleidis (Pitching) WiisUszansamnisianu siufanssundeljoa Fougin A
11190 LINTFUILNTATNETTA Wi sEAnEam LLasaﬂuawmsﬂ’wmLﬁamﬁ%ﬁaLLazﬂizaumizﬁLaﬁauﬁa

The course explores the integration of artificial intelligence (Al) into various stages of virtual
production and experience design, from conceptualization to final execution. This course covers the use
of Al tools in ideation, storyboarding, post- production enhancement, and audience engagement
strategies. Students will gain hands-on experience with Al-powered tools to assist in pitching ideas,
automating workflows, and optimizing production pipelines. Through practical exercises, they will learn
how Al can accelerate creativity, improve efficiency, and support the development of compelling virtual

experiences.

@9.206 MITALAIEImMTUNINAALEDULATNTERNLUUUTEAUNITA! 3(2-2-5)
VE206 Lighting in Virtual Production and Experience Design

mswmmzm’wmﬁmLmﬂuaa@ﬂaLL‘UU@%”J@Lﬁmﬁ’umﬁmmuaﬁauiu Unreal Engine & a1
psrUsznoudfglumsairsnmianaianazlisesdolunssuiunsnaniaiiou-asounquunAndda 1wy
NANAITIALET NSIAREIMUULSBalNal (Real-time Lighting) n1shnasuuulauniin (Dynamic Illumination)
LaaLTaUTUIRS (Volumetric Lighting) wagn1souunas (Light Baking) dvisuaninuinasumlvia wonani nsly
sugUnsaimUANLasRdTa uaznszuunmmhauildluagilendnialion iunsfinufud Wauvinuenisde
wasioLEBNAINSIEIT0e ANNANTSY wazussEneluanialiou

This course explores the integration of traditional studio lighting with virtual lighting in Unreal
Engine, essential for achieving seamless visual coherence in virtual production. This course covers key
concepts such as principle of lighting, real-time lighting, dynamic illumination, volumetric lighting, and
light baking for digital environments. In addition, students will gain hands-on experience with digital
lighting control equipment and workflows used in virtual production studios. Through practical exercises,

they will learn to manipulate light to enhance storytelling, realism, and mood in virtual sets.
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@0.207  duSsawuiuduniunisudnalioukaznisoaniuulantalousss 3(2-2-5)
VE207 Unreal Engine for Virtual Production and Immersive Design

winwedisndudmsunisldau Unreal Engine Tuniswamaiiouuarnisadlanadonass waia
d1Ae Wy nsuszatanauuulsvalnyd (Real-time Rendering) n15@$1921n (Scene Building) n15dauas
(Lighting) wafliudu (Animation) wagn5ieuaniud Blueprint ieairsufduiuslussuuiaiiou drsranns
Uszyndld Unreal Engine Tun1swdmaiiou (Virtual Production) de XR wazniswamny Tnagldnszuunis
MUAUNIATTIURAAINNTTH Lﬁaa%'wl,ﬁ/amﬂszaummiﬁﬁmmmzam%q HulasInIsn1aufua aau
Fermamanaiauasinuenisuidynidaiassd wisnanunioudwmsvondnwluawinismdaaiiou s
gENUUUINY wardeUszaunisaliationads

This course covers essential skills such as real-time rendering, scene building, lighting,
animation, and Blueprint scripting for interactivity. Students will explore how Unreal Engine is used in
virtual production, XR experiences, and game development, applying industry-standard workflows to
create immersive content. Through practical projects, they will gain the technical expertise and creative

problem-solving skills needed for careers in virtual production, game design, and immersive media.

40.208  ngmuneLazasusTsulunsnanaiiousarnseaniuulssaunisallanalionsss 3 (3 -0 - 6)
VE208 Law and Ethics in Virtual Production and Immersive Experience Design

Tonguuneuagndnaiesssy Miedestunsaiuazmeunsdonivialunssuiunmssdnaiounas
nseenuuuUssaumsallaniaiiousss aseupguiidediAy wu dvslunsnddumaaa amududiudives
foya ngmneieatuidemitadidan Al wasuumsSessalunsadesihudeyssaunsaiatiou Anses
nsdifinwuaznsoungvane MiAsdosiugramnssunmeuns dedumesuaniiv uazmaudaiadiou niousi
oAUTefmanszunsdsauvoanaluladifialyel iunsiFeufiBaiod fauanudilafeadunsaing
demethaimusuiiaveu nszuiumsiadulaiiieatuaiesssu LLazm’mﬁwmwwﬂgwmaiuqmaﬂwﬂiiuéa
#avta ilewTsunnumdendmiunmsvihnusgisileodniifinnudednduazidulumundnngmine

The course explores the legal and ethical considerations surrounding the creation and
distribution of digital media in virtual production and immersive experience design. This course covers
key topics such as intellectual property rights, data privacy, Al-generated content regulations, and ethical
storytelling in immersive media. Students will examine case studies and legal frameworks relevant to
film, interactive media, and virtual production while discussing the societal impact of emerging
technologies. Through discussions and real-world scenarios, students will develop an awareness of
responsible content creation, ethical decision- making, and the legal challenges in digital media
industries. This course prepares students to navigate the legal and ethical landscape of virtual

production, ensuring compliance and integrity in their creative and professional work.
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@0.209  mseanuuuidssdmiudelaniadiousis 3(2-2-5)
VE209 Sound Design for Immersive Media

mé’ﬂmﬁwﬁ’zgﬂuauﬁau%qﬁuﬁ (Spatial Audio) N1999NUWUULAEILUUAILIRA (3D Soundscapes)
sruudssUFulABumuanmwIndey (Adaptive Sound Design) waznsysannisideaiuuiSealyl 38ais
anmwindeudssitimudunainuasnovauswionisidnevvesfld Ineldindesilonazimadaiidusnsgu
gRamnssy Welaiuaiianisiasesaznsidusinvesld dnlasansmau iR Wamwineesunng
Tuiinides nssase nsindides uaznistidedluldludeusvaunisalaiiou

This course covers key principles of spatial audio, 3D soundscapes, adaptive sound design,
and real- time audio integration. Students will learn to create dynamic and responsive sound
environments using industry- standard tools and techniques, enhancing storytelling and user
engagement. Through hands-on projects, they will develop skills in sound recording, editing, mixing, and

implementation for immersive media.

d9.210 nyiesevngudvanguagnisnann 3(3-0-6)
VE210 Audience Analysis and Marketing

ANN1TEAYYRINITIATIZNNg U MU BkaENagNENNNITARIAEINTUAINEURT 1N LAY
dofunosueniin AseunquLUIAAFIAY WU N13uUIngaTNMIneY (Audience Segmentation) N334
Uixaumiaj@ﬂ‘ff (User Experience - UX Research) mﬁmiwﬁ%yﬁ (Data Analytics) LLaxﬂaqwémimmﬂ
#3va (Digital Marketing Strategies) floenuuunlnglanzdmivgnamnssudeiaiiouads 35szyuszvng
naudiming Annevingdnssuvesily wasiannnagnénanismanaiidussansamdmsudeuszaunisal s
nsdlAnwuarlasainsanaufin s foalunsiadesituindousienguidivine (Audience-driven
Storytelling) N19a3139KLUTUA (Branding) LAAINSZABLIeI (Content Distribution)

This course covers key concepts such as audience segmentation, user experience (UX)
research, data analytics, and digital marketing strategies tailored for film, gaming, and interactive media.
Students will learn how to identify target demographics, analyze user interactions, and develop effective
marketing campaigns for immersive content. Through case studies and hands-on projects, they will gain

practical skills in audience-driven storytelling, branding, and distribution.

d0.211  gsnamswAnaiioukazyszaunisallaniailowas 3(3-0-6)
VE211 Virtual Production and Immersive Experience Business

nagMdvIgIia Madsuulamwemain uazlemalunisiduguszneunislugmamnssunisnan
ieilounardeuszaunsaliaiionsts aseunguiidodiAn wu wualiugnaivngsy (industry Trends) lannanis
52AuYU (Funding Models) Msusmsningdunislaya (intellectual Property Management) n133ndnmune
i 8111 (Content Distribution) wagnagnsn13a3195181e (Monetization Strategies) dm¥ud aLafiouuay
Uszaunsaidumesueniiv nsdlfnwiveslassmananaouiiuszaunnudnia Beuimsiauiunugsfo ua
AnuFoRiiorhanudlawiyamenisivesdeUssaunisaliadion dnlasininiaufin fnweAsiduluns
Ususlidrumsasuulamesgaanvinssiuiisiasa
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This course provides students with a comprehensive understanding of the business
strategies, market dynamics, and entrepreneurial opportunities in the virtual production and immersive
media industries. This course covers key topics such as industry trends, funding models, intellectual
property management, content distribution, and monetization strategies for virtual and interactive
experiences. Students will explore case studies of successful virtual production projects, learn how to
develop business plans, and engage in practical exercises to understand the commercial aspects of
immersive media. Through hands-on projects, they will gain the skills needed to navigate the evolving

landscape of digital entertainment.

@212  dnmengmiludelaniafiouse 3(3-0-6)
VE212 Audience Psychology in Immersive Media

wofnssuuazUszaunisaivesd vl efiufduiusfudetadousss Fainenisfidousau
(Engagement Psychology) N155U3 lWaNINUINRUATA (Perception in Virtual Spaces) Waz35n15a314
anuindeudiduasuusraunisalfiuians LuE]W]ﬂiE]'UﬂaiJﬂ’]ﬂ%L‘V]ﬂI‘uIaEJ Eye Trackmg, Haptics wag
Environmental Sound Design L‘WEDLﬂﬁ’]%‘ﬂLLauUiUUNUiuaUﬂ’]’immﬂj dunsaeenuuuiemiinevauesnny
G]’eNﬂ’WLLa%E]WiZJﬂJ‘U@QQGUM

This course explores user behavior and engagement within immersive media. Students will
delve into engagement psychology, perception in virtual spaces, and methods for designing memorable
experiences. The course covers tools like eye tracking, haptic feedback, and environmental sound design
to analyze and enhance user interaction. By the end of the course, students will be able to create user-

centered content that resonates emotionally and intellectually.

d9.213 NMSUIMSIATINTEUSUNSHaRLELDULa MTeRNRUUUSTaUNSallanidlionass 3 (3-0-6)
VE213 Project Management for Virtual Production and Immersive Experience Design

WENNITILELRAZNTIANTTATINSTIA BT psiun snamaiiounazd eUszaunisaliaiiouass
ATOUARLUUIAAYMAN 1WU N13919uNUTATINNT (Project Planning) M3tiNUszANSAmMYBInTEUILATINY
(Workflow Optimization) n15davinsulseunas (Budgeting) n15viarusiudwduiiu (Team Collaboration)
waznagninIuTnslasnIsuuy Agle dmfunisaisdenvuFealnitazdaldney mevianiluaonisudnd
HvanganvnivrTaniy Usyanuanuseninsiiuaisassalagiiumaia tazusmsninensegeduse@nsnam
wiolvannsaddulasinisldnussegnandiidiun iunsdfnwiwasuuiiininaiaufud fauvineediu
AmgiiuaznsunUayvidenagns

This course covers key aspects of project planning, workflow optimization, budgeting, team
collaboration, and agile production strategies tailored for real-time and immersive content creation.
Students will learn to navigate interdisciplinary production pipelines, coordinate between creative and
technical teams, and manage resources efficiently to deliver high-quality projects on time. Through case

studies and hands-on exercises, they will develop leadership and problem-solving skills.
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80400  msUszgndldmandniadousazimaluladlaniatiouaidlugmamnssudu 3(2-2-5)
VE400 Virtual Production and Immersive Technology Application for Other Industries

wumensudatad ounazimaluladlaniadoussegninanldlugpainnssudi vainnate
wenwilearndetuiiia wu n1sAne n1sunng an1dnenssu nsvisadies LazN1SANOUIUNINGIAY IAT8%
nsUszgnaldANaTuasy (AR) avuesaaiiou (VR) wazauasewens (XR) Tuusuneing 9 laguiuuinnssy
Uszaunsalveadld waznmsdinalulagluldnulunegaamnssy nsdfnwiwuildugnaivngsy wagimu
Tasamsildmaluladiadiouaidumsuitymiamzinu shunsSeusidafod invelunmstmaidanisudn
wedlouluszgndlfluniagsiafiunnsiedty

This course explores how virtual production and immersive technologies are transforming
industries beyond entertainment, including education, healthcare, architecture, tourism, and corporate
training. This course examines real-world applications of augmented reality (AR), virtual reality (VR), and
extended reality (XR) in various sectors, focusing on innovation, user experience, and industry adoption.
Students will analyze case studies, explore emerging trends, and develop projects that apply immersive
technology solutions to different fields. Through hands-on learning, they will gain the skills to adapt

virtual production techniques for diverse industries.

d9.435 nMMLaziaulaTINsasinusnsanaloutazn1soanuuulaunIsal 3(1-4-4)
Taniaiiouass
VE435 Degree Project Research and Development in Virtual Production

and Immersive Experience Design

Wy MY Laziaulasinisasinus sunswdnaiiouuaznisesniuuyszaunisallanialou
351 Inewfuntsndivalawdy (Pre-Visualization) nswmuiuuafa uazn1sdnwinudululdnanaia e
Wasuwwdalndulasinmsiianansasidunuaiedd weda nshiaue (Pitching) mUNINTZIUYNAINNTIN
Boudis dhiauswnAnenaiionndn fgaunasy waziinlomalunisvurnsUszyalasenis (Bidding) sauds
fiaun Fonisiiaue lunaduiuy wasdlomiidoasuuinldegnsdmau iunislidmuinwandideisey
nsdifiny) waznRNUUR vinvedAau MATenatn N153AIUUsEENN N15RBNLUUNTTUIUNTT |avn1s
widgmidsaineassd WewIeumdsudmiumsihadlugaamnssy ameuns wedudu dedumesuendi
uazUszaunallailouass

This course guides students through the research, planning, and development stages of
their degree project in Virtual Production and Immersive Experience Design. Emphasizing pre-
visualization, concept development, and technical feasibility, students will explore methods to refine
their ideas into executable projects. A key focus is on industry-standard pitching techniques, teaching
students how to effectively present their concepts, secure funding, and succeed in project bidding. They
will develop presentation materials, visual prototypes, and compelling narratives to communicate their
vision. Through mentorship, case studies, and hands-on exercises, students will gain critical skills in
market research, budgeting, workflow design, and creative problem-solving, preparing them for real-

world applications in film, animation, interactive media, and immersive experiences.
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d0.436  laninisanstnusniswdaiaiioutaznseeniuulszaunisallaniailouasa 3(1-4-4)
VE436 Degree Project in Virtual Production and Immersive Experience Design
Waalassnsarsdnugaudunounarununseniunisaui e Suanuiuseu wazldsu
MUIN¥191N0191567UT N T LESuNaUmINg waznunasin1sUsTuran oA NAMLNITUNITENS
‘a‘W‘Llﬁ“U’P]\‘Iﬁ’]‘U’]’QJ?j']ﬂ’]if}\lamﬁﬁ@uuaﬁﬂ’ﬁaaﬂLLUUU?ZﬁUﬂ’ﬁEﬁIaﬂLﬂﬁE’JUQ%Q
Develop the degree project according to production and post-production processes under
the supervision of the assigned degree project advisor with the approval by the degree project

committee.

1 a 14 = 1) a
nauIvanzitu-iden (24 wileiin)
tnfnwausadenseulamengulangunis visamsadonseutungy wWislviasu 24 miefn
1. ngun1swAsiaiiau (Virtual Production)

&9.301 nsnsamalawtuduniunisudsniaiiou 3(2-2-5)
VE301 Pre-Visualization for Virtual Production

Jolausyuresnmsldgenduisuvuisealni Wy Unreal Engine Tun159iea519n 10918098391t
Masundes MIdauas LazesnuuUaNIIndouaTiouTRenouEuM e BnufiRnsaadivialadu
SeuinszuviumsvhauiuunMkdaaleu uasiauvinulunsdnaulagaieasse

This course explores the advantages of using real-time software such as Unreal Engine to
visualize scenes, plan camera movements, set up lighting, and design virtual environments before
production begins. Students will gain hands-on experience in creating pre-vis sequences, understanding

virtual workflows, and optimizing creative decision-making.

g0.302  U{UANsmdNsaevidmsunsuasiaiiou 3(2-2-5)
VE302 Post-Production Workshop for Virtual Production

waladAty 1Wu n1swaIunIn (Compositing) N15USUA (Color Grading) n1s5auAvateovwng
(VFX Integration) n51#iniadaulua (Motion Graphics) LLagﬂizmuﬂWiLsuma%ﬂfuqmﬁwEJ (Final Rendering
Workflows) d157938 A esileuuuiiealniuaznszuiunsvdenistevuuusiaduluns fuudelamannn
msudaiaiion Weolinisnauseninaningieadwaresdusznavidvaduliegnelisesss Hiuuuuinge
maUfiRuarlasinisaineassd Wanninvsdumaiawazanudnadwassansndudmiumsnssdunisan
Feudanmeunilunisudniadou wisuaundendmiverdnwlugnaimnssuniwouns wediudu uas
deusvaunisaliaiousss

This course covers essential techniques such as compositing, color grading, visual effects
(VFX) integration, motion graphics, and final rendering workflows. Students will explore how real-time
and traditional post-production tools can be used to refine virtual production footage, ensuring seamless
integration between live-action and digital elements. Through practical exercises and project-based
learning, students will develop technical and creative skills necessary for enhancing cinematic

storytelling in virtual production, preparing them for careers in film, animation, and immersive media.
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@9.303 NTATIINATLAEN NN NEUSUNTTNERLET U 3(2-2-5)
VE303 Visual Effects for Virtual Production

NsyINNsawaiawanIndmsunsHanaiiow (VFX) wuuisealvduasnssuiunsnaanis
f1891 (Post-Production) lumsafuameundladoulardedsvaunisaliadousis aseunquinainddny 1
NISHAIUNINAS UANS U (Green Screen Compositing) N15L5ULABS LUULSBalng (Real-time Rendering)
N153188981A1A (Particle Simulations) N15as19MaeAATYEA (Digital Doubles) WAEN1TRBNKUUANINLINGDY
sheedostle VAX Tldlugnanvinssy BidtumaaFoswiidvnaenmndilisosse lngnisuanunimmamaain
nsaneInasadiiuesduseneufdvialunseuIumMskanaiion iulasin1snAufus Wawvinvemanade
wan1saseassAludu Cal nsfinadaulm (Motion Graphics) wagnIsNaIUNINLUULSEalng (Real-time
Compositing)

This course explores the integration of real-time and post-production visual effects (VFX) in
virtual filmmaking and immersive media. This course covers key techniques such as green screen
compositing, real-time rendering, particle simulations, digital doubles, and environment creation using
industry-standard VFX tools. Students will learn how to enhance storytelling through seamless visual
effects, combining live-action footage with digital elements in a virtual production pipeline. Through
hands-on projects, they will develop technical and creative skills in CGI, motion graphics, and real-time

compositing.

@0.305  UjuRnisagilenisdniaiiou 1 3(2-2-5)
VE305 Virtual Production Studio Workshop |

arudidafuaiietunsaiauaierianilendaiion Insnsounquasdusznouddey 1wy
AsfAnis LED Volume syuufinmnundas (Camera Tracking) NINATULAIATVA N1TIALATIATIVINATA
(Rigging) AsEeTRHuA MR UME T (Plates) wazinadle In-Camera Visual Effects (ICVFX) ISHUINITUIUNIS
ammanadaidsniulunsadsanmundeuwvuealnidmiunmeuns Insiimd wazdouszaunisal
wiiouass kumsinUAth YsraunisallunisuiuusisgunsaimswdaiadounasifiayussAns nwvaanisdan
agAle

Provides students with hands-on knowledge of building and configuring a virtual production
studio. This course covers essential components such as LED volume setup, camera tracking systems,
digital lighting integration, rigging, plate shooting, and in-camera visual effects (ICVFX). Students will
explore the technical workflows required to create seamless real-time environments for film, television,
and immersive media. Through practical exercises, they will gain experience in calibrating virtual

production equipment and optimizing studio setups.
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@0.306  UfUAMsanalenswanaiiou 2 3(2-2-5)
VE306 Virtual Production Studio Workshop |l

ponuwuukazadunsuAtgrimiamaiialunisaieinaingae q alrsmatianisuanaiou Tay
ma‘Uﬂqmmﬂ% In-Camera Visual Effects (ICVFX) LED Volume nA13NE1UNIN Green Screen 211334 (Practical
Set) anailou (Virtual Set) MsinaslasIEns (Rigeing) warnSHANULHLA NS (Plates Integration) it
a¥uanflanats nmseenuuULazTANINSIIeYaInysEiAnes 9 WU andusn ansed annunund uay
anun1saiidudeondu q ngldnsuauseninsesduseneuatauaresdusznouddviald ihulassnisniaufua
Uszaunisallunsinmundes (Camera Tracking) n13danasdmsuainaion wazn1suussdnsninaes
NSPUIUNITINIU NInERienTiaSeefiauass

This course trains students to design and implement optimal virtual production setups for
various cinematic scenes. It covers the use of In-Camera Visual Effects (ICVFX), LED volume, green screen
compositing, practical sets, virtual sets, rigging, and plate integration to create seamless, high- quality
environments for different types of productions. Students will learn how to plan and execute shooting
solutions for driving scenes, action sequences, fantasy environments, and other complex scenarios,
effectively combining real and digital elements. Through hands-on projects, they will develop expertise

in camera tracking, lighting integration, and workflow optimization for immersive storytelling.

@0.307  AMATRAMEURTIENSHANETDUY 3(2-2-5)
VE307 Virtual Production Filmmaking

45195 I HANUTINAUNE LR UAINTT NMSiE S DeTINTIngs LLﬁ%ﬂ']’]JJL‘TJIEJNI’]ZyIé’”luW]ﬁﬁﬂ \iondn
ampunsidiendnvaluazalndlanes Inglfinaluladnsndnadovliiinysslovigegn dnujuaesduns
14 LED Volume, In-Camera VFX (ICVFX), Motion Capture, Real-Time Rendering WALNISEBNRUUANLEL DY
Wi oaeassAnauinauNaILaIR UsEnoUdT AR Taeee 1350ase Aaurnisiansesiunim (Visual
Storytelling) nsruluaninwindamaiiou uaznswawaladnmeunsilanau

This course empowers students to push creative and technical boundaries using virtual
production technology. Students will explore the integration of imagination, storytelling, and technical
expertise to craft unique and highly stylized films that optimize real- time workflows, digital
cinematography, and immersive environments. Through hands-on projects, students will experiment
with LED volume, in-camera VFX (ICVFX), motion capture, real-time rendering, and virtual set design,
learning how to blend practical and digital elements seamlessly. Emphasis is placed on visual

storytelling, directing for virtual environments, and developing a distinctive cinematic style.
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#0308 msUssgndldmandaiatioulugnainnssudu 3(2-2-5)
VE308 Virtual Production Application for Other Industries

nsUszgndlimaiianisuanaiioulugnavnssuueniuionindotuiiia 1 Tawan aandnenssy
N13FnY NSNS Msvieiien uasnnsieansesdns msldarniatiousss mssueeduuuialng wazineada
In-Camera Visual Effects (ICVFX) LﬁaLLmﬂiﬁW}gLaW’W‘UaﬂLL(ﬂlaxqmaﬁ‘MﬂiiuLLﬁzﬁ%’NLﬂf@%ﬂﬁﬁWﬁﬂ NIUNTT
Seudnsdlfnwiuazlasansu R Wawinwedeujiilunsusuldnssuiummdnadoulimngauiuaiy
FosnsvesgRanvnIsieng 4 wisuanumdevdmiulemalumonuiivainvany

This course examines how virtual production techniques can be applied beyond the
entertainment sector, including industries such as advertising, architecture, education, healthcare,
tourism, and corporate communication. Students will explore the use of virtual sets, real-time rendering,
and in-camera visual effects (ICVFX) to solve industry-specific challenges and create impactful visual
content. Through case studies and hands-on projects, students will gain practical skills in adapting virtual
production workflows to meet the needs of different sectors, preparing them for diverse professional

opportunities.

#8.325 ﬂ?iﬁﬂﬂ?img@ut‘lﬂ’lLLagLL@ﬁLQJ‘gHT\ﬂﬂﬂWiLLﬁﬁN 32-2-5)
VE325 Motion Capture and Performance Animation

waluladn1s3unisiad eulna (Motion Capture - MoCap) N15wanIfaa2A5 (Character
Performance) Nsfianun1siadeulmvesluniii (Facial Tracking) waziwadauediwduuuudealng 35013
ffusazUulsINsuanuUURAIa ufsnsnanudeyanisindeulnithfuanmnadenaniia iuedesie
WINTFILRNAINNTTY HIULATINITAIAUGUR e unsteasruuTunnadeulmn nsUssinana
Gﬁa;ﬂa wazwefuduiidundeusionisuans

This course covers motion capture (MoCap) technology, character performance, facial
tracking, and real-time animation techniques. Students will explore how to direct and refine digital
performances, integrating motion data into 3D environments using industry-standard tools. Through
hands-on projects, they will develop skills in motion capture setup, data processing, and performance-

driven animation.
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2. naunsesnuuuyszaun1sallanidiiouass (Immersive Experience Design)

@0.311 mMIleuansUduarniseenuuunszuiunsdmiudedumesuoniiv 3(2-2-5)
VE311 Scripting and Workflow Design for Interactive Media

uAaiugIues Msdeuaniud uazniseenuuunszUILMIiiea s fduusuuuSealn Ty
mMsndniadiou douszaunsaiiadouss uaranmuindesveani aseunquiidodAn wWu madeulusunsy
\Wawmsnisal (Event-Driven Programming) n1sl@mauiuuiealny (Real-Time Interaction) nssnuidadouls
(Conditional Logic) waznsaaiiomuuunszuIds (Procedural Content Generation) d139ansldansus
Waineruanunsalunistineuly amnuasaaiion (VR) enuasusasy (AR) vufiasdedumesueniivl wagnns
@sondeRana ulassnnsna R Wauinvelunisaiaszuunevaussuuulaunin naudeyauuy
Sealnil

This course introduces students to the fundamentals of scripting for real-time interaction
and workflow design in virtual production, immersive media, and game environments. This course covers
key concepts such as event-driven programming, real-time interaction, conditional logic, and procedural
content generation using industry-standard scripting languages and tools. Students will explore how
scripting enhances interactivity in virtual reality (VR), augmented reality (AR), interactive installations,
and digital storytelling. Through hands-on projects, they will develop skills in creating dynamic user

interactions, integrating real-time data.

d0.312  n1seenuuuiilanationsss 3(2-2-5)
VE312 Immersive Space Design
wiIAnkaznaialunIseRNRUUAN T NWIAG BULTILARDULAL LA DUATY Tneyulunduduius
serineiiudl n1siandes wagnsiufduiudvesda iudeRiraunzmenin saufisanusiuaiiou (VR) A
939833 (AR) N13a18n 1w (Projection Mapping) Lazn1shngsuRaUsdddneu 33nseenwuunsan
Foadeiiudl mslidninerdanden wasmanauneluladifioadrsussaunisaiiifagadey iiulasinig
MAUFUR fauineslunsadlanation nsdnesdussnouideiiuil uazniseenuuuUszaunsalild (UX)
This course examines the relationship between space, storytelling, and audience interaction
across physical and digital realms, including virtual reality (VR), augmented reality (AR), projection
mapping, and interactive installations. Students will learn how to design spatial narratives, utilize
environmental psychology, and integrate emerging technologies to craft compelling immersive spaces.
Through hands- on projects, they will develop practical skills in worldbuilding, spatial composition, and

user experience (UX) design.
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@313 veswfuRnsdeaiiou 3(2-2-5)
VE313 Virtual Media Lab

M3d1573 Mnaes wazaiassadendiaguuuylyel Tnoyarfunisimunvinuslunseenuuuuay
nARABLaT oS INILAS peilonazmaluladaTelual Wy Virtual Worldbuilding, Motion Capture, Real-Time
Rendering uag Interactive Media Systems n1swaundelusuuuu 2D, 3D, VR, AR uay XR wiaunaisuinis
e uinlunisiiunsinuiod delemalidadunaznaasuuiala q Aawsodldldldaidu
gnavNIINADATA MIANY Nsume wagauTuLis

This course serves as a laboratory for the exploration, experimentation, and creation of new
forms of digital media. Students will engage with cutting-edge tools and technologies, including virtual
worldbuilding, motion capture, real-time rendering, and interactive media systems. Emphasizing hands-
on learning, the course allows students to develop skills in designing, producing, and presenting virtual
media projects across 2D, 3D, VR, AR, and XR formats. It also encourages collaborative work on large-
scale projects, fostering innovation in industries such as digital media, education, healthcare, and

entertainment.

@0.314  anmuandeuddanauuazUszaunsalild 3(2-2-5)
VE314 Interactive Environments and User Experience

ponuuUiuiiUszaunisaifinovauesreufduiusvosuywd T5oonuuuiluiiinovauesde
nsindeul nsduda wazdeyaiiualnl shdeddysiuds Wuweinsiadu sruunauuUsudey
Tusiandudumesueniin wavesiusznouides Waunduuuuresdedsldmeudmiumsuszgndldluiuiduan
Aavzansisue waraNTUnalouass

This course focuses on human interaction within immersive spaces, teaching students how
to design environments that respond to movement, touch, and real-time data. Topics include sensor-
based interactions, adaptive lighting, interactive projections, and soundscapes. Students will prototype
interactive installations for real-world applications such as retail spaces, public art, and immersive

entertainment.

@9.315 msuandelumnunduadmay 3(2-2-5)
VE315 Mixed Reality Media Production

nsad1eassadetulanauasway (MR) Tnenisuanu dewaiiouass (VR) dewasuass (AR) uaz
Aonenn i oad1auszaunIsain1sia 13 aafiAus Waun nven1sid s sawuunsudiiiie (Transmedia
Storytelling) (Seuiisoonuuuizessfianansavensludmarsunaniedy uaznszdugvasiiu am 1dee uay
nsPURENRusS nseenwuuyszaunsainateUseamduia (Multi-Sensory Experience Design) lngnasinay
mMsisumasuuuBealng szuuideadeiiuil (Spatial Audio) Msmeuaupsedula (Haptic Feedback) uasde
Suimasuaniin ileadrailom MR Afsgaaruauls iulasinsniaufiR vaaedld ameuns wedudu s
LERSER waznIsARRADRITE lunseenuuulsEaunsalaNTS IHaNTiaseEsIh
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This course explores the production of creative content in mixed reality (MR) by integrating
virtual, augmented, and physical media to create immersive storytelling experiences. Students will
develop transmedia storytelling skills, learning how to craft narratives that unfold across multiple
platforms and engage audiences through visual, auditory, and interactive elements. The course focuses
on multi-sensory experience design, combining real-time rendering, spatial audio, haptic feedback, and
interactive media to create compelling MR content. Through hands-on projects, students will experiment
with different storytelling formats, blending film, animation, live performance, and digital installations to

produce innovative mixed reality experiences.

#0316  nseenuuuinuuazUjduiusdmivdelaniaiousis 3(2-2-5)
VE316 Game and Interaction Design for Immersive Media

nseenuuunalnMsiduLnL (Game Play) uazUszaunsalfld (User Experience) fidenndaariu
Aoladiouads 1Wu VR, AR, uay XR Bahujduiusiidusssunauasnssdunsiidusinvesiiau Ineldinada
N13AIUANKUY Gestural, Eye Tracking wag Haptics LUNTIATIBRANNFURNUSTENINRNULATANINLING O
wadlouse WeadeassdinuuagUsraunsaldddmeuiifianudud inlassnismaufoR Tdsudssaunsall
nseenuuUInNdnvAeIaTlouTT Azt inuziu UX/UI fanansauiuldlunannvanegaamnssy

This course focuses on designing game mechanics and user experiences (UX) tailored for
immersive media platforms like VR, AR, and XR. Students will explore natural interaction methods,
including gestural controls, eye tracking, and haptic feedback, to enhance player engagement. The
course emphasizes the relationship between gameplay dynamics and virtual environments, guiding
students to create deeply immersive and interactive experiences. Through hands-on projects, students

will gain skills in game design and UX/Ul development, preparing them for careers in gaming, and other

industries.
@0.317 AM5eBNWUUUTTAUNSlan@lauas o daTuLianas IuUEnNIsAnNS 3(2-2-5)
VE317 Immersive Experience Design for Entertainment and Exhibition

aa v

N1508NWULYSTAUNSAIlaN@lauasanauland @t U AsnanIneuns 1y wardnssAan1saava

I

mssaunauwalulad VR, AR uay MR ieaiuassdderinsgauariianuuendnual Tneldiedostiodniagy
fanansaviuudslaednsdaveu Taglidndudostiinuvgnndoulusunsndedn sulasansnauua saun
anandlafieafuniseaniuunisianies (Narative Design) n15a190adUszneu@all uagnagnslunisain
Uszaunsalfifinansenusera

This course focuses on designing immersive experiences tailored for entertainment media,
including films, games, and digital exhibitions. Students will explore the integration of VR, AR, and MR
technologies to create captivating content, without requiring deep programming knowledge. Emphasizing

narrative design, visual composition, and audience engagement strategies.
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#0318 msUszgndldnmseeniuuysraunisallaniatiouaidlugnanmnssudu 3(2-2-5)
VE318 Immersive Experience Design Application for Other Industries

msUszgndldnsesnuuuuszaunsallanadiouasslugaamnssuiivainvans uenimioinde
Guiia 1wy M3Anen nsunmd aadnens msvieailen Savedn dUdn uaznisflineusumiegsia ng
Aeszsinnudesnsvesild msaiaFessniitiauls uasmslinaluladiadiousds wu AR, VR uaz XR lu
naudlatgmiate drunsdfnvinaglasannda o Wauvinueniseenuuuusraunisaiiaieasduay
gatiudld iieneulandluusiazgmamnssuldegiamnzan

This course explores how immersive experience design can be applied across industries
beyond entertainment, such as education, healthcare, architecture, tourism, E- sports, retail, and
corporate training. Students will learn to analyze user needs, craft engaging narratives, and apply
immersive tools like AR, VR, and XR to solve real-world challenges. Through case studies and hands-on

projects, students will develop practical skills in designing innovative and user-centered experiences

3. NgUN13BRNLUUAIWLENBUITS (Virtual Visualization)

d0.321  nseenuwuulumadadalinduduning 3(2-2-5)
VE321 3D Asset Design

wadauaznszuiunsvihaulunisasisdunindauilia (30 Assets) Amnngedmsunsudaiailou
wazd auszaunisaliadieusss ATOUARULUIAAEIALY LU NI15ATIMUUTIA0Y (Modeling) 15899 WA
(Texturing) NM15L5497 (Shading) kaynisusuuaslimunzaud msunssuneswuuissalndluloudunuuas
anmundeuiaiiouss Anuftinisldiedesflonnsgrugnamnssuiiesenuuuiiazas gunsalUszneuain
wazaniadiouivigiaiunisianFeandvia udsanudfguesnisesnuuuduning 30 lugnamnssunisuan
ieilounazdeUsraunsaliatiousis Beuidunindfieenuuvossdinunmdnasionnuauas Ussdvsaimns
AR WaynsidusInveun

This course introduces students to the essential techniques and workflows for creating high-
quality 3D assets used in virtual production and immersive media. This course covers core concepts
such as modeling, texturing, shading, and optimization for real-time rendering in game engines and
virtual environments. Students will gain hands-on experience using industry-standard tools to design
characters, props, and environments that enhance digital storytelling. Students will explore the critical
role of 3D asset design in the virtual production and immersive media industry. They will learn how

well-designed assets contribute to realism, efficiency in production, and audience engagement.
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d9.322 nsasulanikaznNsesnkuuitasAsAInsUNISHaNLELoY 3(2-2-5)
VE322 Worldbuilding and Character Design for Virtual Production

wneasassAuazmadalunsimlanvesiessiuagiazasiiaulalaglfindesiionsudn
wilou wusihdeRvesnsldrenduasuuuSeals 1wy Unreal Engine Tunstefn3isu oenuuy wazadrsnm
$rassedlanuasiaras Wetwlifaiaiesmannsaiaundomiifiendnual adaddyluniseonuuy
210 a¥19dnuziiazas wasnauosdUssneumaridnfetuiiioadsassdnufiauysaiuuy dulasinig
MAUFTR iwuvinseiunmseenuuulanadiousss msareazes 3 33 uasmaddeaddliney

This course explores the creative and technical processes of developing immersive story
worlds and compelling characters using virtual production tools. This course introduces the advantages
of using real-time software such as Unreal Engine to conceptualize, visualize, and refine fictional worlds
and characters, helping storytellers craft unique narratives. Students will learn essential techniques for
designing environments, defining character aesthetics, and integrating these elements into a cohesive
visual story. Through hands-on projects, they will develop skills in digital worldbuilding, 3D character

creation, and interactive storytelling.

#9.323 A5BNLUUANNLINGDULENDUF NS URINANEURS 3(2-2-5)
VE323 Virtual Environment Design for Cinematic Scenes

wnAnkazimadansaieanmuindeufivadmiunsiandendinmeunslunseuiunisudn
wallow ATRUARUBIAUTENBUAIATY WU N159n09AUITENBURIN (Scene Composition) N133ALES (Lighting)
N198319UT58177# (Atmosphere) LAZNNTEENLUULT LT (Spatial Design) Liiefiuili AuEN wazAUALTSS
Tituanniadou d1599n15l9as eeflowuuiualngd wu Unreal Engine Tunisadaaninuindauiifiniiy
wdeulm uarilondnuwalitsatuayunmaanies iulasinisnmatfoR Wauwinuglunsaislaniadeon
(Worldbuilding) nsasituRaan nuanden (Environmental Texturing) wazn1sUsuwssaniaiioulfivanzan
dwunweuns wefliudu uasdeUszaunsaliadionats

This course introduces students to the principles and techniques of creating immersive
digital environments specifically for cinematic storytelling in virtual production. This course covers
essential aspects such as scene composition, lighting, atmosphere, and spatial design to enhance mood,
depth, and realism in virtual sets. Students will explore how real-time tools like Unreal Engine can be
used to build dynamic, visually compelling environments that support narrative storytelling. Through
hands-on projects, they will develop skills in worldbuilding, environmental texturing, and optimizing

virtual environments for film, animation, and immersive media.
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@9.324 MTAS A NLEL D UITIE NS UNTENLULANNTRENTIULAZRINANEUNS 3(2-2-5)
VE324 Virtual Visualization for Architectural and Set Design

wadanisadenmadienadildly nmsadrenmaniteenssuuasniseenuuuain d1msy
mneunsuazdeUsvauntsaliaiioutss Taduaviaueiiuiinata Tnenauuuina msdiienddundon
(Environmental Storytelling) 1i1dun1sisutnasuuuiealng diulaseinisnaljUs Wuuvinwed1unisin
psAUsEnaUaInLaiou (Virtual Set Layout) miE]EJﬂLL‘UUL%\‘iﬁyuﬁ (Spatial Composition) WAZAITANTIEAZLOEN
WNNINENSY (Photorealistic Detailing)

This course applies virtual visualization techniques to architectural visualization and set
design for film and immersive media. Students will learn how to create and present digital spaces,
integrating environmental storytelling with real-time rendering. Hands-on projects will focus on virtual
set layout, spatial composition, and photorealistic detailing.

#8.325 ﬂ?iﬁUﬂ’ﬁLﬂg@iﬂ%?LLﬁSLL@ﬁLN%MQ’mﬂWSLLaﬂ\‘I 3(2-2-5)
VE325 Motion Capture and Performance Animation

waluladn1s3unisiad eulua (Motion Capture - MoCap) n15uandf2azas (Character
Performance) Nsfianun1siadsulmvesluniii (Facial Tracking) waziwadauediwduuuudealng 35013
ffusazUulsINsuanuUURAIa Tufsnsnanudeyanisindeulnithfuanmnadenaniia iuedesie
WINTFILNAINNTTY HIULATINITAIAUGUR e unsteasruuTunnadeulmn nsUssinana
foya wazuefiwduiiduindousnonisuans

This course covers motion capture (MoCap) technology, character performance, facial
tracking, and real-time animation techniques. Students will explore how to direct and refine digital
performances, integrating motion data into 3D environments using industry-standard tools. Through
hands-on projects, they will develop skills in motion capture setup, data processing, and performance-

driven animation.

@8.326 ANSES LD ITINTEUIUIDAMSUNSHARLEL B U 3(2-2-5)
VE326 Procedural Generation for Virtual Production

wmadansld Sane3Funaznisasrauidoniuuudalusid (Procedural Generation) 1fi a3
anmwingeutaiionase dunsng waztevlwinduuulaunlin AseurguwIAndIAY WU NMIasalinanIung
(Rule-Based Modeling) n1sas1siufiauuunszuiuls (Procedural Textures) n1seenkuundUTEmaAdnlulf
(Terrain Generation) Msl4 Al a$1aiife (Al-Assisted Content Creation) wagniseenuuuiiuuiudeulduuy
\Foalml (Real-Time Generative Design) #nUfuAfuia3 pailou1nsg1ugnaIvnssy 19U Houdini, Unreal
Engine Wag Blender tiiaifeuiislimaianisaiauvunszuindsluns uussdvBamnssuiunissdn ve1e
ninAuAnaTeasIa kasUSulRasnunsianalon H1ulasin1sn1AUfus Mauiviinyeaun1sAna
daneTBuuazinuziBamnaia Wesenuuulanadeudidudou wisumnumiondmivendnly msudnaiou
nseaNLUULNY Aodumeiuaniivl wagnseenuuuUssaunsaiAIva
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This course explores the use of algorithm-driven techniques to create dynamic and scalable
virtual environments, assets, and effects. This course covers fundamental concepts such as rule-based
modeling, procedural textures, terrain generation, Al-assisted content creation, and real-time generative
design for applications in film, gaming, architecture, and immersive experiences. Students will gain hands-
on experience with industry- standard tools such as Houdini, Unreal Engine, and Blender, learning how
procedural techniques can automate workflows, enhance creativity, and optimize production pipelines.
Through practical exercises, students will develop algorithmic thinking and technical skills to generate
complex virtual worlds, preparing them for careers in virtual production, game design, interactive media,

and digital experience design.

40327 masuwaeituguazmaRasUdnual 3(2-2-5)
VE327 Advanced Rendering and Look Development

ﬂ’]iﬁﬂ‘t’ﬂLW@ﬁﬂﬂWiLiULﬂ@%‘%ﬂQﬂ msaiefan uaznseenuUULANTeaianmATinun NI AU
ANYUAS IUFN TN INA DULAT DU ﬁﬂﬁﬂ@ﬂﬂ%lﬁL%EJuiLﬁﬂ’JﬁUﬂ’]’iLLiN’]LL'U‘U?I&JR]%Q (Photorealistic Shading),
nsiswmesuuulivdniidnd (PBR) warnmsiiinuszaninmnssunesuuuisealn

Advanced rendering techniques, material creation, and lighting design to achieve cinematic-
quality visuals in virtual environments. This course covers photorealistic shading, physically-based
rendering (PBR), and real-time rendering optimizations. Students will work with industry-standard engines
to create highly detailed environments for film and interactive applications.

@0.328  msvszgndldnsoonuuunmiaiiousidugnaivinisady 3(2-2-5)
VE328 Virtual Visualization Application for Other Industries

msUsegndldinaiiansoonuuunimadousislugnanvnssuiivainvats uenwmileandetuliia
WU LY AITENVERAZNITINaRIINNITNvY anndnenssy Aals wazdeszinisldnisisunesiuusealng
nsassluea 3 37 waznisadanmdumesueniiv WevrsWaunszuiunseenuuy Winnsidiusiuves
{4 wagtoudtymiidudou nsdiinuuasiinufiinnsesnuuunmiaiiousdsilmne fuusazgnamnssy
HulAsININAURUR Wamvinwelunisaiawuudiaedanalousss anmwindendumesiuaniin wagn1siad
SeaenmAiva Weawisuanundeudmsuerdnluy msndaaiiou nnsadranindiaesanilaenssu VR
Asunsunng ML wazAauzAdva

This explores the diverse applications of virtual visualization in fields beyond entertainment,
including gaming, healthcare and medical simulation, architecture, fine art, and education. This course
examines how real-time rendering, 3D modeling, and interactive visualization are transforming these
industries by enhancing design processes, improving user engagement, and facilitating complex problem-
solving. Students will analyze case studies and gain hands-on experience in creating industry- specific
virtual visualizations. Through practical projects, they will develop skills in designing immersive
simulations, interactive environments, and digital visual storytelling, preparing them for careers in virtual

production, architectural visualization, medical VR, game development, and digital arts.
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a0.101  mnwudidessuifntumsrdnadousazimaluladlaniadouate 3(3-0-6)
VE101 Introduction to Virtual Production and Immersive Technology

Tanvesmswdniadiounaznseenuuulszaunsallaniadionsss TnsuuuuiAniugiu fdwsi
drAguazimaluladvan L'%'aui?l,f“{mﬁu VR, AR, XR, mstsuaesnuuiiealny, nssunmsindsulm wazain
wdiou wiewihanudlaunumvenalulafnarilugnannssuadslvafiidvinadesnisnineuns i
aondlnenssy Nsunmg wazn1sAnE lunsanSawasn1sediuse veuadedle nszuIuNSINY wazEuNa
013w iflawiouaundoudmiunadouslussiuiigniudely

This course introduces students to the world of virtual production and immersive experience
design, covering key concepts, terminology, and essential technologies. Students will explore virtual
reality (VR), augmented reality (AR), extended reality (XR), real-time rendering, motion capture, and
virtual sets, understanding their role in modern media and industries. The course highlights why virtual
production is transforming film, eaming, architecture, healthcare, and education, giving students a broad
overview of its applications. Through demonstrations and discussions, students will gain a basic
understanding of tools, workflows, and career opportunities, preparing them for deeper exploration in

future courses.

40.103  wedafiugunssdaeounasmealuladlanaiiousis 3(2-2-5)
VE103 Fundamental Techniques for Virtual Production and Immersive Technology

anuidosiuiAeatu infesile gunsal uaznszuaunsvieuiddglunisndnaiouuas
walulaguszaunisaliaiauase n15ey LED Volume, Green Screen, Motion Capture, Camera Tracking,
Real-Time Rendering svuudedumasioniin inaluladufduiusseninsuyediussuuiaiion 1vu VR Headset
nde4 3D IAT0sauny LIDAR Jayayiusedng (A) seuu Spatial Intelligence wazmaluladdumesuoniiviidrate
Faeiinlszaunsalludeadou msldnaluladarifunumddylunisarevinmeunsiaiiou anlude
A3vfa nsiadosuuuBumesueniin uaznissiaeswuuSealng nsruiunmahemangvesnsaniaiiou
Wy Msndiwalawdu (Pre-Visualization) msyiudaiasioulunessie (On-Set Virtual Integration) wazinadin
a3V (Post-Production Techniques) H1ufianssuldsu iR Wamvinueiiugiumanaiin nousosen
dmaBeuiiugedinu ameuns uediudu iy uasdeussaumsaiiadiounts

This course introduces the essential tools, equipment, and workflows used in virtual
production and immersive technology. Students will explore LED volume, green screen, motion capture,
camera tracking, real-time rendering, and interactive media systems, gaining hands-on experience with
industry- standard facilities. It also covers human interaction technologies such as VR headsets, 3D
cameras, LiIDAR scanners, Al-driven tools, spatial intelligence systems, and emerging interactive

technologies that enhance immersive experiences. Students will learn how these technologies
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contribute to virtual cinematography, digital set extensions, interactive storytelling, and real- time
simulations. The course emphasizes the unique workflows involved in virtual production, including pre-
visualization, on-set virtual integration, and post- production techniques. Through practical exercises,
students will develop foundational technical skills, preparing them for more advanced studies in film,

animation, gaming, and immersive media industries.

79.105 Aavzwimsiandoswndeduunanlosy 3(3-0-6)
VE105 Art of Transmedia Storytelling

wdnN15TeINTENTBULT L Nanesy (Transmedia Storytelling) Tnewiuiin1svensisessn
N1ud ovannmaeUselan WU Ameund 1Ny NS NAESY (AR) Aasuadien (VR) tedeadife uas
unannlasuAdiadu 1 Tinseinsdfnuvesnisanieiivszauanudiia Wauilanveaiessnuuuvany
uwnannlody uwagvaaesldinalulaglul 4 easuszaunsaifdeulostu kulasinsniaUfud Fnwveddy
funsianises msildiusinvesden wagnseenuuuyssaunsallaniailonsss ewSeuanuniouglanyes
dofdauargnamnssuduisiiaunegering

This course introduces students to the principles of transmedia storytelling, emphasizing
how stories can be extended through film, games, virtual and augmented reality, social media, and other
digital formats. Students will analyze successful transmedia narratives, develop their own multi-platform
storyworlds, and experiment with emerging technologies to craft compelling, interconnected
experiences. Through hands- on projects, they will gain essential skills in storytelling, audience
engagement, and immersive experience design, preparing them for the evolving landscape of digital

media and entertainment.

d9.204 nann1seRnLUUUITAUNITal 3(3-0-6)
VE204 Principle of Experience Design

MsussaUAureImsiaFes walulad uazujduiusvesild Tnewfuuumaniseenuuuiiadis
HANTENUNIIDITHA] Lﬁmmiﬁéauﬁamaw}w waziasuadeUszaumsalidanudnideituil wannnsddy wu
msaamwuﬁa@uﬁwﬁ% (User-Centered Design) n153U3nneUssamédusia (Sensory Perception) Mslases
wuudumesuendivl (Interactive Narratives) waggunIomandlisUszaunisal (Experiential Aesthetics) Tude
na1nuateguLuY $3u89ANTaleu (Virtual Reality - VR) A3119594@33 (Augmented Reality - AR)
ANNLINARILEIS (Themed Environments) waznsinssdedumasuaniin (Interactive Installations) H1u
lasansnmauuR Wawvinyelunisfaliaswunin (Conceptualization) NM3a319AUKUY (Prototyping) wanIs
U%’UﬂqﬂﬂﬂiaaﬂLLUUU?%&UM?&JL%Q% Wi 9UE18VULATEIN1SLE LS p9A R TTaaz N SHAMET oY (Virtual
Production)

This course explores the intersection of storytelling, technology, and user interaction,
focusing on how to design for emotional impact, audience engagement, and spatial immersion. Students
will study key concepts such as user-centered design, sensory perception, interactive narratives, and
experiential aesthetics across various media, including virtual and augmented reality, themed

environments, and interactive installations. Through hands-on projects, they will develop the skills to
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conceptualize, prototype, and refine immersive experiences that push the boundaries of digital

storytelling and virtual production.

#0.211 gsfamsnanaiioukaryszaunisallaniaiiouasy 3(3-0-6)
VE211 Virtual Production and Immersive Experience Business

NAYNSN9TINA Mswdsuulasweinain LLaﬂamaslum'ilﬂué:ﬂizﬂaum'ﬂuqmammiumiwam
ieflounazAeyszaunsallaniaiiousts aseunguindedifey 1wy wwaliignaimnssu (industry Trends) Taiaa
N135¢AUNY (Funding Models) N5u3msnsngdunistayayn (Intellectual Property Management) N353
Swmineiion (Content Distribution) uaznagndn1saiienels (Monetization Strategies) dwiudeiailounas
Uszaunsaidumesioniin nsdifinwivedassmsndnadouiivszauanudiia Goudnsiamuunugsie uay
Anufoierianudiloniyamsnsivesdeuszaumsaliaiiou iulasimsnaufod inweiisnduluns
Ususlidrunsudsuulamesgpanvinssanuiieidva

This course provides students with a comprehensive understanding of the business
strategies, market dynamics, and entrepreneurial opportunities in the virtual production and immersive
media industries. This course covers key topics such as industry trends, funding models, intellectual
property management, content distribution, and monetization strategies for virtual and interactive
experiences. Students will explore case studies of successful virtual production projects, learn how to
develop business plans, and engage in practical exercises to understand the commercial aspects of
immersive media. Through hands-on projects, they will gain the skills needed to navigate the evolving

landscape of digital entertainment.
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A. NIV UFINLET ( 12 waeiin)
UnAnwndenieusiednideaeuluamingrdengann ldesndn 12 nuleiin viodanieu
Tusedydswaludl

@9.411 NTHAANINYUNTLUUAILAI AT DU 3(2-2-5)
VE411 Virtual Reality Filmmaking

WIodAN WU NSANYINAINEUASILUU 360 0371 (360-degree Cinematography) SEUULABUT
WP (Spatial Audio) N1588ALUUNTTIA LS BewUUS MBS WanTia (Interactive Narrative Design) wa
nsrUIUMSsWReuUEalmidmsuidem VR msusuldmaiianisadisnmeunduuuaaiuliimnganiu
anmuandendifinimanaiegs Inssjadiunsifinnstdmnsiuvesiuuriunmdaniisnm (Presence) uazns
19nau (Interactivity){1ulasen1snaudun simuvinweaunisldanunass VR n5uiunsvaanisaneyii (Post-
Production Workflows) wazn1599nuuuUszaunisal VR n3eunnunsaudnsuendnluaivinindaiaiiou
devszaunisaiaiiousds wasnisiandeadslineu (interactive Storytelling)

This course covers key aspects such as 360-degree cinematography, spatial audio, interactive
narrative design, and real-time rendering for VR content. Students will learn how to adapt traditional
filmmaking techniques to fully immersive environments, enhancing audience engagement through
presence and interactivity. Through hands-on projects, they will develop skills in VR camera operation,
post- production workflows, and experience design, preparing them for careers in virtual production,

immersive media, and interactive storytelling.

d9.412 msiinnudunssande 3(2-2-5)
VE412 Internship in Media Production

Uszaumsalnsdlugramnssudunisuande Uszgndldanuindvnsuasinuzmanadely
an1umsaleds shumsvinusmdvagledieadn teludaisassd viouismiiduindousomalulad Taod
Almmglugnanmnssuuazenansdivinuaeslimuuzii davinsnuiBlnnutasduiinUssaunmsainaen
szezaNsinau WleussiliulazagiounisiouivesmuLes wisuaundsudmiveIwluavinisuan
weilou uotliutu nseenuuUIAN WazgnanssIdeUszauMIaiatiou

This course allows students to apply their academic knowledge and technical skills in real-
world settings by working with professional studios, creative agencies, or technology-driven companies.
Under the supervision of both industry professionals and academic advisors, students will develop
problem-solving skills, teamwork, and industry-specific expertise. They are required to document their
experiences through internship reports and reflections, ensuring a comprehensive learning process. This
internship prepares students for careers in virtual production, animation, game design, and immersive

experience industries.
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@9.413 miihstwmw81491%%14@&5’1%%’11?1’15545@Laﬁau 3(2-2-5)
VE413 Advanced Cinematography for Virtual Production

WidedAgy 1wy nsldndssaliou (Virtual Cameras) nsanevinluaninwinden LED Volume 113
Jauasuuutioalng (Real-time Lighting) 11559un153uN154Ad aulua (Motion Capture Integration) hag
AsrUIuNsEeAde msusuldimadanmeuniuuusaduliidrsunsudnaiiow TngldinTosdiof iy
unsgulugnamnssuiieeenuuvesdusznaunmiinauls diulasenisniaufoR sfinwelusunisldao
& NITNBIAUTENBUATN WA LazNTia15eq

This course covers key aspects such as virtual cameras, LED volume shooting, real-time
lighting, motion capture integration, and digital cinematography workflows. Students will learn how to
adapt traditional cinematographic techniques to virtual production environments, using industry-
standard tools to design visually compelling shots. Through hands-on projects, they will develop skills

in camera operation, composition, lighting, and storytelling for virtual and hybrid productions.

@0.414 N1300NLUUUITAUNTAIAN 3(2-2-5)
VE414 Live Experience Design

nMsasassAUszaunsaladiousts @aldneu wazintuuuuSealnidmsuianssuan nsuans
uazufindadendvia Tnssjatiumanaunaussriamelulad nsidnides warnsiidusmvesdv Weenuuu
Uszaumsaiffianundeulmuazdufduius Ineldinaluladnng 9 1w Virtual Production, Augmented
Reality (AR), Projection Mapping k@ Interactive Theater t1ulA59n1501AUHUR Wawinwelunisadeasse
TnsaFes nseenuuuliduiusifeniud uaznsldinaluladlniifosnsgdulsraunmsallunuan wisy ey
wioudmivongnlurmstuiiadauatondss awayn Inssanis uagn1snangauseaunisel

This course explores the creation of immersive, interactive, and real-time experiences for
live events, performances, and digital installations. It examines the integration of technology, storytelling,
and audience engagement in designing dynamic experiences across various mediums, including virtual
production, augmented reality (AR), projection mapping, and interactive theater. Students will learn to
craft compelling narratives, design spatial interactions, and utilize emerging technologies to enhance live
experiences. Through hands-on projects, they will develop practical skills in experience design, event
production, and real-time media, preparing them for careers in immersive entertainment, themed park,

and experiential marketing.
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