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(nangnsuiuuse w.A. 2570)

1. laseadravdngns
NANGATNIIVINNG
uNUN1SANBIMUUUNG UazuNUNIsANEILUUaTRARANBILAEN1TANYILTIYIAIN1IAUNITeIY
TUmheNeTIURfeAnaNgns 135 wiein

n. vandvAnenaly 24 wiehn
NANIVINWDING Y 9  vulein
NANIIYIUINTTINWEIVTIN 15 vleia

U NUINIVNANE 105  wulenn
NENIVILAY 18 vuleia
nauITanIEATU-UIAY 51 vdlena
NAUIYRNITANU-LTDN 36 viIghn

A. NUINTVUADNLES 6 wlenn

2. mednlundngns
. BUNTANEINU 24 wdqena

nguAMN1WBeNgw (9 videfin) wdiein (Usseng-UjiR-Anwaienuie)
an.101 AMedanguludinuszaniu 3(2-2-6)
EN101 Everyday English
an.102 AMdInguluusuNMIdIay 3(2-2-6)
EN102 Social English
8n.103 Mwdanguluuunaina 3(2-2-6)

EN103 Global English

NEUAYIYIAUINTINNBEIVIUN (15 MiIefin) wgin (UTsene-UuR-Anwimenuie)
An.011 ﬁﬂwmsﬁmﬁanm‘%auiwaam%’im 3(3-0-6)
GEO11 Thinking Skills for Lifelong Learning
012 enudunadlesdudinunasyuyuszminaussing 3(3-0-6)
GEO12 Citizenship in Society and International Community
an.013  waluladuazuinnssuiioouan 3(3-0-6)
GE013 Technology and Innovation for the Future
An0ld  guvSenmiazaunnsiiiein 3(3-0-6)
GEO14 Aesthetics and Well-being for Life
A1.015 Iy dudussnounisuazanuivnnisiu 3(3-0-6)

GEO15 Entrepreneurial Spirit and Financial Literacy
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. RUINIVNANIZ 105 KU

AaNBILLAU (18 Wi28nn)

N9.113
GI113
19.103
GI103
19.204
GI204
Na.307
GI307
N9.132
GI132
N9.364
GI364

1 a }% o o ' a
NAUIVURNIZAIU-UIAY (51 Ru8NH)

nannseulusunsuAURILADS

Computer Programming

AMAFANENTENNSUNTHAILILAL

Mathematics for Game Development
Handdmiuinuuazdedddneu

Physics for Games and Interactive Media
adfausunuLazinalulagitlanaudaniey

Statistics for Games and Intelligent Interactive Technology
AwSangudmuNsEaTesndva

English for Digital Storytelling
ngvEnguarasesTsHlugnannssunukasinaluladdlineudaases

Legal and Ethical Aspects in Games and Intelligent Interactive

Technology Industry

N9.104
GI104
ne.124
Gl124
ne.127
Gl127
N9.128
GI128
N8.227
Gl227
19.228
GI228
N9.235
GI235
N.237
GI237
N9.246
Gl246

N8.265
GI265
n9.314
GI314

ANTDBNLUULNY

Game Design

MalsulAngInIn

Visual Scripting

N1500NLUUADINAFIMTULNY

2D Design for Games
nsadnUUesEudAfiug SN

3D Modeling Fundamentals for Games
nseanuuulanuseivgdmsuussaunisaliiau
Artificial Intelligence Design for Player Experience
NISUTIITIANITIATINITWAIUILNL

Project Management for Game Development
N1900NLUUATULAENALN

Level Design and Mechanics
awedeulmuagszuudessaniozdmviuiny
Video and Intelligent Sound Design for Games
nseanwuulsEauMsalllddmsuinuuazinalulagiddldnoudaaios
User Experience Design for Games and Intelligent Interactive
Technology
Futayadmiumaluladileldneunazing
Database for Interactive Technology and Games
gsfanuLaEMIlATIeideyaldadases

Game Business and Intelligcent Analytics

mhefs (Ussene-UjUa-Anwisienued)

3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)

wdiein (Usseng-UjiR-Anwaienuie)

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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n8.340
GI340
N9.352
GI352
n9.371
GI371
n9.454
Glas4
N8.488
Gl488
N8.489
Gl489

NSNAALNL

Game Production

WAILLNULUUTIALS?

Rapid Game Development
wialulagasrsUszaunisaliaiouass
Immersive Experience Technology
UyauseRvgdmnsuny

Artificial Intelligence for Games
Tasanuiannuianssuiognanvingsy 1
Industrial Innovation Project |
Tasanuiannuianssuiiognanvingsy 2
Industrial Innovation Project |l

1a ¥ = 1 a
NAUIVURNIZATU-LABN (36 AUWNH)

3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)

UnAnwaiuisaidenissunguivianizaiu-iien asu 36 nuiein 3nnquiviamelull

TngtnAnwanunsadenseuseinadungulanuanuauls iasu 36 miefn

nguAYINsNaUITandulsigldnaulazing

n9.161
Gl161
N9.262
GI262
ne.244
Gl244
N9.245
Gl245
n9.311
GI311
N9.331
GI331
N9.332
GI332
N8.328
GI328
N8.329
GI329

ANN150eULUIUNTULTIING
Object-Oriented Programming
lassasadoyauazdanesiu

Data Structures and Algorithms

N9 WsulUILATUATULAY 1

Game Programming |
NSWLIUTLNTUAIULNY 2

Game Programming ||
NSWeLlUTLNTUNNEER

3D Game Programming
nseanuUULaziaunululug

Mobile Game Design and Development
szuueetnenazinuoaulatifidvaneiay
Networking and Multiplayer Online Games
NINAFBUKALNNTUITEAUAMAINLAL
Game Testing and Quality Assurance
MeiNUsEAVS MmNy

Game Optimization

mhefs (Ussene-Ujua-Anwismenuie)

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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naudvmaluladUuuseiws

N9.432

Gl432

N8.433
Gl433
n8.434
Gla34

nsufduiusseniywdiulyanussiviuazdiusoUssaugld
RRDRLE

Human-Artificial Intelligence Interaction and Intelligent User
Interfaces

Uyauseivgassassaddntussuudldney

Deep Generative Artificial Intelligence for Interactive Systems
Jyauszavguuuieudlunsimungevinasing

Agentic Artificial Intelligence in Game Development

ngudvmaluladialioussuazRalzidunain

198.210
GI210
N9.221
Gl221
N9.222
Gl222
N8.223
Gl223
N8.312
GI312
N9.313
GI313
N9.321
GI321
N9.431
Gl431
N8.372
GI372
N8.435
Gl435
N8.436
Gl436

Iaenndlaz sruunsAAadniuIng 1

Visual Effect and Particle System for Games |
ﬁu%mmmﬂailﬁﬁamL%ﬂmamw

Shader and Physically Based Rendermg Materials Fundamentals
‘Wu%’]uﬂ’iuU’J‘Uﬂ’]’iNamﬂ’]uﬂaULLauﬂ’]iLWQJ‘Uiua‘Wﬁﬂ’]W
Art Pipeline and Optimization Fundamentals
wiadiansiauaslung

Technical Game Lighting
MsEEIMENENINUFENIT VISR

Game Asset Procedural Generation

AN AALA ST UUNISALAaEI S ULAN 2

Visual Effect and Particle System for Games ||
mMssiuUsEansamnisisueeslung

Rendering Opt|m|zat|on for Games
wmpdamsisnnuazaiuiinaas

Technical Character Art Rigging and Skinning
msnanaluladanuduasaaiiou

Virtual Reality Development
weluladnsusvinanadeiuiivazanuaswes
Spatial Computing and Mixed Reality Technologies

dausieUsraugldiuusTINALaENITERNLUUU AU USBaias s

Natural User Interfaces and Creative Interaction Design

nguIYIN1sRanwuUddnauLasfauATva

Ne.211
GI211
N8.213
GI213
ne.214
Gl214

AsassueduasRg s uny

2D Animation for Games
N1390NLUUNTTHOEIAY RN TR

Combat and Encounter Design
ASRNLUULTNNATALALATINENSITEUEASURA
Technical Design and Scripting Logic
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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)



nsasnassAfalrauiifiBaguuuuienanvalianizim

n9.224

Gl224 Stylized 3D Art Creation

19.225 MsassanesvesnuasLetiufin

GI225 Storyboarding and Animatic

N0.226 ﬂﬂiﬁ%ﬂquuuﬁﬂaaq%ﬁqquaxﬂﬂiﬁﬂﬁﬁ

Gl226 Advanced Prototyping and Iteration

n8.322 Msimwsuirudaduasnsdsiaguluunudad
GI322 Visual Development and Art Style Exploration
n0.324 N5RONLUUNMINWESKAzEIUdaUTEa U LY
GI324 Vector Art and User Interface Design

n9.327 N509NKUUATUNNLLILINTUNRABLAYEIIUNUW
GI327 Action Adventure and Role-Playing Game Level Design
nNo.411 ﬂﬂiﬁmﬂuL@aﬂ11masL§8ﬂq05ﬂ%%ﬁLﬂm

Gla11 High-Polygon Sculpting for Games

n9.412 AauzanmInaauaNiR

Gl412 3D Environment Art

19.413 AavzuinAnd msuaninadoulung

Gl413 Concept Art for Game Environments

ne.459 msasdlunaauiiftugs

GI459 Advanced 3D Modelling

n9.461 N1599NULUUAIAEATANNTULNY

Gld61 Character Design for Games

n9.462 ATIANINAINAEUTULNY

Gla62 Digital Painting for Games

n9.465 mMsvhueduduuazanislunuanudd

Gl465 3D Animation and Rigging
NGU3YIFINIAINAUALNITUIMNIIANI LTI Ve

n9.282 winnssunanlay

G282 Disruptive Innovation

N8.326 WiSwgAanslazn1saseTelaluny

GI326 Game Economy and Monetization Design
n9.425 NINANNAINAEUTULNY

Gla25 Digital Marketing for Games

19.382 \nudalasn

GI382 Esports Games

n9.481 ASUTITIANITNNTIANITWUTUD AU DA

Gl481 Esports Event Management

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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1Aa VY A 2
ﬂ?!ﬁJ'Jﬂ]']W'JﬂJBWLﬂULLﬁ#NﬂQ’]‘U

n9.426 WvaNAwIIUnULazAlulagidslaneudanses 1 3(3-0-6)
Gla26 Special Topics in Games and Intelligent Interactive Technology |
n9.427 WaiAenIunuLazinaluladidlsnaudansey 2 3(3-0-6)
Glaz7 Special Topics in Games and Intelligent Interactive Technology I
n9.428 WaiAenIunuLazinaluladidsnaudanses 3 3(3-0-6)
Gl428 Special Topics in Games and Intelligent Interactive Technology Ill
n9.429 Fuunideiunuuazmaluladidddneusaadoy 3(3-0-6)
Gl429 Seminar in Games and Intelligent Interactive Technology
n19.490 wIsLEnunsIunuLazvalulagidsnousinsey 3(3-0-6)
GI490 Games and Intelligent Interactive Technology Internship

Preparation
n9.495 MMSENMUNIIAULINULazmalulaglilaneudansuy 6 (0 -40-0)
GIA95 Games and Intelligent Interactive Technology Internship

A. MUINIYUABNLES 6 Mienn
UnAnwrgdeadonissunedvdunlaaeuluuminerdengavm Lidesndn 6 wiiedn
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3. A1a%UETYIN
n. madvEnwaly (24 minein)
N§UIYINWIDINGE (9 vienn)
an.101  ;wsanguludinusziniu 3(2-2-6)
EN101 Everyday English

Anstumsldlassadrsfiuguuasdnunmdanguilfludinszsiu Ussnaudonisauusii
pulosnazlvidoyadiuin nsusseneyadndnua miwaisdesiaule Besiifunuvouuazusndndy
dusvesusiazay swdamsuansanuAndiuluEesily §ﬂﬂy’aﬁmmﬁﬂmmmm Msils M381U UagAS

Weume By sannis

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  nwsanguluuiunmediay 3(2-2-6)
EN102 Social English

Andunisyanaznisideuussloauagdruiud 190 uuszd i ensdufduusnisdany
nswanidsudeya msiouliioy waznsesutsruAnRIiuBewing q Tuuurmsdsauuasgsia Tag
yatunsiuvineensedunewazn1siaue memalulagiaranuAnasasse

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  awdangwluuiunaina 3(2-2-6)
EN103 Global English

Andunsussensuszaunsallaeszyneazidenaivayy uaziansanuandiuioaiuiinany
Huey v wazussdutymilussdvanna Tnogaunmsiamuninugnsdeassznineiausss way
msfeastulanfidva Fadfrensdunadiodan

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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NFHUIYIYIAUINITNNBLIVIIN (15 w2ein)
01l finwensAnilensisouinasndin 3(3-0-6)
GEO11 Thinking Skills for Lifelong Learning

nged wannsveansin Auinisanegaduszuy Andun1sAnldnng nsanadisassd nshn
AT MsAnduATIES NsRnuATemn TudansidenlesauAnuazideniadesiienuAniivzanly
Uszendltludinusedniu msvhauaznisiseusnaendinliegediusydnsam

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.

an.012  anudunadiesludinunasyuyussninassme 3(3-0-6)
GEO12 Citizenship in Society and International Community

AUy AudNsAy AnS il mnuuiinvouveanisiunaiiloid ludseilne dealan uay
HanuRdvia wiouflarufusiieogiwduiBuldeneianugy smddviiunsiiaturesyssilel q Tu
Fapu 1l 95095UN5LUE BuLUasBIUS UNWIAd aufi ez finan e Tnuas vy aasnaunszuiinly
auddyreInIsadseuuieludnuseiuna o AleuwanemIsTusTy

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; awareness and
cooperation at different levels among people of diverse cultures.

an.013  walulafuazuinnssuiieauian 3(3-0-6)
GEO13 Technology and Innovation for the Future

UM UuRn Mty wagsmsuiudadidunmswasuulawedaneuan saudsnsusegndld
waluladuazuinnssususiig o wesadfunisuarsnanui mswamnaunmdisludsnuadioln ns
widmitistuluTindsea uasnmsiauetsadsasss nansenuvesmaluladuazuinnssuiiddenis
fuduTin denu uaziasugha naensudnwinislivssloviuaznisduasomsndaunsiyaiiinen
wialulaguazuinnssy

Concepts, roles, awareness and adjustment to changes of the future and applications of
various types of technology and innovation in knowledge acquisition and improvement of quality of
life in @ new normal society including ways to solve life complexity and challenges, and to enhance
creative working life; impacts of technology and innovation on our livelihood, society and economics,

and how to optimize and to protect the intellectual property arising from technology and innovation.
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014 guvSBnInuazauAIzLieTin 3(3-0-6)
GE014  Aesthetics and Well-being for Life

ns5dndues mslidindinuesdiesnisoadnue 1Wanuanaisassdlunisairsnnugusiny
qun3snmanaufals Aanssudunuinis wazfiun $winiuesualnues wagI1EUANE SN
AUYDUUDIAULDY

How to live a meaningful life through various types of arts, recreational activities and sports;
new perspectives for aesthetics of life that influence one’ s mind and how one may plan a path to

success from one’s passion.

an.015  Indgyayrannududusgnaunisuasanuimenistu 3(3-0-6)
GEO15 Entrepreneurial Spirit and Financial Literacy
audnuaziddylunsaidniyyansduiussneuns Taeiunsfnuuuiies Useneuse
nMsfanuAnaieassd warmanaanlenalunmaSuuasdiiuianisegelinusssuuazaiosssu fns
Famauadndulanamaiuegnedivsyaviuna famsianisnisitudauy Anawarn1samu 93N 5L
0619898 Snneffihfiannsatuasvihnuduiiilfesaiiussavine seud uaznddndulaviudemnnisal
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-

making.

Y. KUNIVUANIE (105 nuwin)
nguYLNY (18 Ienn)
n9.113  wannseulusunsupouimes 3(3-0-6)
GI113 Computer Programming

‘Vié’ﬂﬂﬁﬁ”ugmmsLGTJEJuIﬂSLLﬂima;Jﬂama% NSAATIAIUI N13ARBE1NTUTTUY N15DBNLUY
AIINZUALBANDITIN MwTEAuas fAuds wiadeya nsTulazuanwadaya laseasnenIuaun1sinay
nMmadeulaznsunludelianainveslusunsudalaseasng

Fundamental principles of computer programming, computational thinking, systematic
thinking, logic and algorithm designs, high-level languages, variables, data types, input and output

operations, control structures, testing and debugging structured programs.
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N9.103  AMAAIEATAIMSUNITIAILILNY 3(3-0-6)
GI103 Mathematics for Game Development
wEnmsmsadiamansiugudmsunmsitauinuuazinaluladiddineusiaiey wunde ivade
nnmes wming seuufide msuvandadu s3lnadid nsUszgndldlunueudu msmuaunsiadoud
Msuyu NMsUsuraing
Fundamental mathematical concepts for Games and Intelligent Interactive Technology
development, arithmetic, algebra, vectors, matrices, coordinate systems, linear transformations,

trisonometry, application in game engines, object movement, rotation, scaling controls.

n8.200  Fanddwiuinuuardedddneu 3(3-0-6)
Gl204 Physics for Games and Interactive Media
ndnmsidndiugiudmiumatauninuuardodddney wswazngninedeud usudeaniu use
Ttudas msiedouilidadunaziovsy LLmﬁﬂﬁugmmsmmaﬁ’ULLaxmimauaummmwu QUERRGERE
noANTIUINg lunUaRliALazENLR
Fundamental physics principles for Games and Intelligent Interactive Technology
development, forces and laws of motion, friction, gravity, linear and rotational motions, basic

concepts of collision detection and response, object behavior simulations in 2D and 3D games.

N9.307  anndmsunulazaluladilslanousanioy 3(3-0-6)
GI307 Statistics for Games and Intelligent Interactive Technology

LLmﬁmﬁyugmmmm%Lﬂu n1swanuasnud19zidu Ussianesadf adfnisdineiuas
UDUNITIENDS N15UTENAN NSNAABUALNAFIU NTIATIENANULUTUTIU NISaRnDLUAZENAUNUS
msuanuaslaauasuasnsinseiaud sedeuisideuasiau

Fundamental concepts of probability and probability distributions, types of statistics,
parametric and nonparametric statistics, estimations, hypothesis testing, analysis of variance
(ANOVA), regression and correlation analyses, chi-square distributions and frequency analyses, and

research and development methodologies.

ne.132  awdangudmiunmaanizesddva 3(3-0-6)
GI132 English for Digital Storytelling
wadanisiddosuazmadeuunideaeassdlunuuazdenda msldaudsnguiledeans
WA fazas lasades unaumn masFesuuiufausiug lassaiaFes nsdievienann yues ua
asualiuuLarane3Uein
Storytelling techniques and creative scriptwriting in games and digital media, communication
for presenting ideas, characters, narratives, dialogues, interactive storytelling, story structures,

scenes, perspectives, and emotions through scripts and storyboards.
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n0.364  nguueuazasyssIHlugRamnssunukasmalulagitldnaudntey 3(3-0-6)
G364 Legal and Ethical Aspects in Games and Intelligent Interactive
Technology Industry

nénngraneuazaisssvesiauLnazaluletidddneusiaier uuAniiugiungranedaly
waznIngaumatigalugnavnssuddva avavdaonduas dlevinu wasn$wdaumstlyaniieadostu
Py useAng nqmunenisnsgvianneufianesuazdesidnnsednd ngVIngANATeItayadIuYAAS
warnITIATIzideyangAnssuvesiau a3esssulunisesniuuinuuazsruusIasur e 19T UAAYEY
WU UAN IV ITNLAZITIIIUTTUDNAVNTIUATIA

Legal and ethical principles for Games and Intelligent Interactive Technology developers,
basic concepts of general law and intellectual property in the digital industry, copyrights in software,
game content, and intellectual property related to artificial intelligence, computer crime and
electronic media laws, personal data protection law and behavioral data analytics of players, ethics
in responsible game and intelligent system design, professional practices-and digital industry codes

of conduct.

1 a }% o o ' a
NAUIVURNIZATU-UIAY (51 Ru8NH)

n8.104  N1SEBNLUULNY 3(3-0-6)
G104  Game Design

WUIAALAZNTEUIUNITRENAITORNLUULAN NalAUBILNY N1590NLUUNY N1TATINAMUNINIG N5
ONLUUAINEAUN MsasduluunsEay Mslnzinuiivssauanudisegraduszuy

Core concepts and processes of game design, game mechanics, rule designs, challenge

creations, fun designs, paper prototyping, systematic analyses of successful games.

N9.124  MSWBULAATININ 3(3-0-6)
Gl124  Visual Scripting

nannsdeulusunsudanin wndamsiauinlagldldnndeuldauuunann assnsuas
nszUALMITNULUURIL Msdanisfuysuazvnnisal nislfieTesiloansuddenmlunaendu ns
asnalninunaznsianeu

Visual programming principles, game development concepts without traditional coding,
logic and flowchart workflows, variables and event management, visual scripting tools in game

engines, game mechanics and interaction creations.

N9.127  N1999NLUUADINRAGINTULNY 3(3-0-6)
GI127 2D Design for Games

mqwﬁﬁugmLLazﬂizmumia%’Ndmﬁaflaaaﬁ@ﬁm%’uLmJ ﬁug’mmﬂﬁﬁuﬁaﬂ NINNITODNUUY
asrUsenevdad naufd nsesnuuuiavas Tngusznauain AmiunEs navialusd niseenuuudan
AoUsganudlvdmIuny

Fundamental theories and processes of creating two-dimensional arts for games, visual art
foundations, design principles, elements of arts, color theories, character designs, prop designs,

background creations, sprite productions, user interface (Ul) designs for games.
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n.128 mia%f'mLLUUﬁTwaaqamﬁﬁﬁug’mﬁm%’uLﬂu 3(3-0-6)
GI128 3D Modeling Fundamentals for Games

NANNITLAZNTZUIUNITATNLUUTIAIE NI REUTULNY wmﬁﬂmiﬁ'ﬁugﬂim@a m’amumuﬁg%’
nsadrsituinuay Yan nsiwouuazdieenvinensiiot Ul lunueudu

Principles and processes of three-dimensional modeling for games, modeling techniques,

UV mapping, texturing and material creations, asset preparations and exporting for game engines.

ne.227  mseeniuulygussAvgdmsudszaunsalfiay 3(3-0-6)
GI227  Artificial Intelligence Design for Player Experience
ndnnisoonuuungAnssudayruseivsuasdazasililddiau nsadieguuuunislimeunay
ANVIINY miUixqﬂmﬂ%{jzyjigwizﬁwilﬁaLﬁ%ﬂ‘dﬁxaummﬁmuduuazmmam?q
Artificial Intelligence and non-player character (NPC) behavior design principles, interactive
and challenging gameplay system creations, Al applications for player experience and realism

enhancements.

N19.228  N1TUTMTINNITIATINITAMUILNL 3(3-0-6)
GI228  Project Management for Game Development

w3 oslouazimaluladdmsunisuimsiassnisiauning nszuiumsiausuveladuavandy
MIMUNLLAE AN TUFTRIU STUUAIUANIDITY MIUTMITAnInIzUIUMIHARTIdenadesiy
INTTIUTEAVAFINNTTY

Tools and technologies for project management in game development, Agile and Scrum
workflows, task planning and tracking, version control systems, production pipeline management

aligned with industry standards.

N9.235 N1590NLUUAIULAZNALN 3(3-0-6)
GI235  Level Design and Mechanics

nseonuUULAka AN NsAUANEUNIELEaY N1ty n133n9edAUsEnaURE Nl
nagns ﬂ’]iaaﬂLLU‘ULLﬁzU%UﬁﬂJﬂﬁﬁz‘U‘UﬂﬁlﬂLmJ

Level design principles, player pathway shaping, gsameplay pacing, strategic element

placements, game mechanic designs and balancing.

19.237  mwedeubmuazsyuuideadansezdmsuny 3(3-0-6)
GI237  Video and Intelligent Sound Design for Games

wdnmseenuuunNndsulmLazssuuLEssd iUy wadansaiunImLazNIESnINEURS
Tulny NMsAnReA20819nN N1PRALUULEEIUTENBU LEEIUTIINIA LagaURIUSENOU N1TES195EUL
Beanavuauesdaniey mstuiinuasnaudesdviudenivia naesaunisldiniesdiodnnsdes waznisi
FunsndnnuazideelUldauasaduinueuiu

Principles of video and audio design for games. Video sequencing techniques and in-game
cinematics creation. Game trailer editing. Design of sound effects, ambient audio, and music scores.

Creation of adaptive and interactive audio systems. Audio recording and mixing for digital media.
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The use of audio middleware and the practical integration of visual and audio assets into game

engines.

ne.246  MseanLUUUsEAUM I Idmsunuuasinaluladiidanaudanioy 3(3-0-6)
GI246  User Experience Design for Games and Intelligent Interactive Technology

wann1seenuuUUsEaunsalflduardiudeussaudlddmiuinuuazmaluladideldnou Ininen
uarwgAnssudiay andnenssudeyauaznisesnuuudidutuneunisldau niseenuuudszaunisal
dmsusvuudansvzuaysyuulsuinugldanuy NSYUILNARTIBENIUUKAY NI ST LURILUY 113
Uizqﬂm“l%lﬁi’fauuaLLazmﬁmiwﬁwqﬁﬂﬁuLﬁaﬂ%’uﬂqqﬂizaumizﬁ;ﬂ% NMINAFRULALNNTUTTUNAAIY
fanelanuunsgugaamngsy

Principles of User Experience (UX) and User Interface (Ul) design for games and interactive
technologies. Player psychology and behavior. Information architecture and user flow design.
Experience design for intelligent and adaptive systems. Design thinking process and prototypinsg.
Application of data and behavioral analytics to enhance user experience. Usability testing and

satisfaction evaluation based on industry standards.

n0.265 udeyadmiumalulagidalanouwaziny 3(3-0-6)
GI265  Database for Interactive Technology and Games
LWIAnLarasAUsEnaUTT UV UtayadmTunsHALINY Sruudanisgiuteya nann1seenkuy
Fudayaldaduius MwasunuBalaTEie MTeTEALarsaniuugUteadmTusTUUNY
Database system concepts and components for game development, database management
systems (DBMS), relational database design principles, structured query languages (SQL), database

analyses, designs, and applications for game systems.

N0.314  gINANULANTIATIEITeYATeSaRSeY 3(3-0-6)
GI314  Game Business and Intelligent Analytics
FyrteRuneu: @ould ne.307
LWIAANINTINAE M UANTNSTIINY NMTIATIEIRaR nagnsn1saseseld suuuunisiuinig
innuusallos mlsgideyatiievianudlangfinssuiiau msusulsmasitmunnusedoya
Business concepts in game industries, market analyses, monetization strategies, game-as-a-
service (GaaS) models, data analytics for player behaviors, data-driven game improvements and

developments.

19.340  NTHAALNY 3(3-0-6)
GI340  Game Production

NANNITULALNTLUIUNITNANLNUAADAFIIIU NITATRUALUIAALNL NITNAUILALNAZDU NS
F{Tmm’%amammﬁaéwauﬁmam ﬂ?ﬁyjiﬂﬂﬂ’ﬁﬂ'fl’miLLazﬂ’]i’%\ﬂ’liﬂi%U’Jﬂﬂ’l‘ﬁNﬁﬁLﬂll

Game development principles and full production pipelines, concept definitions,
development and testing, preparations for market-ready delivery, knowledge integrations and

production process management skills.
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N9.352  WAUINNWUUTINLG? 3(3-0-6)
GI352  Rapid Game Development

Aswanu lianmuindaun1saunud 530813 sadrununislunaisifaainuuidn
diTrmy msiinvinuzsumaie vinueynednine uagsinugmsianumiumunadng

Game development provides a rapid game development environment that creates a game
within a limited time from concept to master, training technical skills, psychological skills, and

collaborative skills as the results.

n9.371  weluladasisuszaunsalialiousss 33-0-6)
GI371  Immersive Experience Technology
nanmsuavesdUsznevvesmaluladnriduaiuaioutaranuaiuaiy msvszgndldiaiedile
fiauinudmsudeddinevgeln winmsdesiuieitunszuaumanananmuindesaiioudmivde
AT N1seenuuUUsTaUNMIaluaznsUfduTusvedldlulaniaiiou
Principles and components of virtual reality, augmented reality, and mixed reality,
application of game development tools for creating immersive interactive media, production
processes of spatial virtual environments, user experience and interaction design for blending

physical environments with the digital world.

ne.454  Jyausshvgdmsuiny 3(3-0-6)
Gla54  Artificial Intelligence for Games
AtaRuneu: @ouls ne.227

nsuszenalddayauseAvgluniseanuuiagimuing wqwﬁﬂ@iymizﬁwﬁlﬁaﬁu ASAUM
dunauarmsindeuiivesiiaras wadawayn1snuauNauvesiiazes nsesdnsaniuglung ns
AATIEINGANTITURAL DI TUDIELEY

Artificial Intelligence applications in game designs and developments, basic Artificial
Intelligence theories, pathfindings and character movements, character playing techniques and

plannings, state machines in games, player behavior and emotion analyses.

N.488 Iﬂiamuﬁwum’?&mﬁmLﬁaqma’mmsm 1 3(3-0-6)
Gl488  Industrial Innovation Project |
F1sAunew: @ould ne.352
msUszananufieiamnukazmaluladidaldneudaaiorsmdunngnaimnssy msszy
YDULIRIU NTTUIUAITNDUAITHERN N15TANILENEITEDALUULNY msﬁ&uméfmwuLﬁaﬂﬁummiﬁmé
qmammimﬁamiﬁﬁLﬁumuﬁimﬁaﬂfsm n9.489 Imamuﬂ’&umui’mmmLﬁaqmmniim 2
Knowledge integration for Games and Intelligent Interactive Technology developments in
collaboration with industries, scope identification, pre-production processes, game design
documentations (GDD), initial prototype developments based on industry-driven themes for

continuation in GI489 Industrial Innovation Project I
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n0.489  lasssmstmunuinnssnilegramnss 2 3(3-0-6)
Gl489  Industrial Innovation Project |I
FdsRuneu: d@auld ne.488
nsWauIlasINsnukaznalulagiBddnoudaaioeTINAUNIAR AN TTUSEA VALY S0
ﬂizmumiwﬁmLﬁugﬂLL‘U‘ULLazmiU%mi{fﬂmﬂﬂNmi ﬂ13U§UﬂgﬂﬂmﬂﬂwmaﬂﬂuﬁﬂuﬁaﬂLLaSL‘VIﬂﬁﬂ N9
nadoulazuNlvtaRANaIn N3USEAUAMANNANUAIUNINTFIURAAIYATTU NTINUHUAAIALAZNT
Wauenanfdas o
Comprehensive Games and Intelligent Interactive Technology project developments in
collaboration with industries, full production processes and project management, technical and
artistic polishings, debugging and playtesting, quality assurance (QA) based on industrial standards,

marketing plannings and professional product launches.

1 a ¥ = 1 a
NENIVURNIEAIY-1HBN (36 Mefn)
UndAnwiaiuisaideniseunguivanizaiu-iden asu 36 wuleiin annguigiaseluil
TngtnAnwanunsadenseuseginadungulamuanuaula Tiasu 36 miefn

nguAYINsNAUITanduIsigldnauLazing

n0.161  waNN1seUlUIUNITUTIng 3(3-0-6)
GI161  Object-Oriented Programming
dsfunow: aauld ne.113

nouiwazunAnnsdeulusunsudeing aata souldngd nsvieu n1sdunen nMsLendIu waz
Tnduesigu mawamnnuiuguwas mshauufunuoud

Theories and concepts of object-oriented programming, classes, objects, encapsulation,

inheritance, abstraction, polymorphism, fundamental game systems and game engine integrations.

n0.262  lassaiedeyauazdanasiy 3(3-0-6)
Gl262 Data Structures and Algorithms
Idsaunau: @ould ne.113

lassadedeyadudunazlidadu 0n5isd aaidad audn v duld nsl wagAnduwns weda
QR GRMIIEEL N RLGH nseBnLUULaEMT I zisanesTiudowiu dynsallesilng msdanis
wardniutoyadmiunisiimunny

Linear and non-linear data structures, arrays, linked lists, stacks, queues, trees, graphs,
dictionaries, sorting and searching techniques, algorithm design and analysis, Big O notation, data

management and storage for game developments.
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N9.244  M5WHUIUILNTUAIULNL 1 3(3-0-6)
G244 Game Programming |
Judsuneu: deuls ne.113

fugrunadoulsunsudmiunsiauinuduiu ndnnmsfndnsans lensailugiureaniu
58(51%2;]\‘1LLazmmaﬂ%U(ﬂuqmammmLmJ

Fundamental programming for basic game developments, logical thinking, basic syntax of

high-level and scripting languages in game industries.

n18.245 M5 Q8ULUTEATUAWLNY 2 3(3-0-6)
GI245  Game Programming |l
Jyrderuneu: @aule ne.244

n1seullsunsundndudmsuniswamnudugs lnewundnnisamdmssne waglensal

fugIUveIN AN ImesTUgIs e waasUA NlYiusgraunsvanslugnavnssy

Advanced programming structures for game development, advanced programming logic,

applications of high-level and scripting languages in industrial levels.

n9.311  nsWeulusunsunuauia 3(3-0-6)
GI311 3D Game Programming
JdsAuneu: aauld ne.113

nanN1INlsUlUILATILAZATANITWAILILANAINER 1AT9851998958UUa TR TuLnULOUIY
mia%fNLLaz{fﬂmﬁmqamﬁa suUnnLazn1sLUadLTaLduy mamuamé’amazymm N1IAIVANNIT
wAouAlufiufianuda NIIANTIER Wad fiufn wazszuuueiiudy ieassvaunsaifiauae

3D game programming principles and techniques, 3D systems in game engines, coordinate
systems and linear transformations, camera controls, movements, lighting, materials, 3D

animations.

n9.331  nseenkuukazWaunululugd 3(3-0-6)
GI331  Mobile Game Design and Development
F1sAunew: @ould ne.113

VANNITHATNTTUIUNTORNRUURAEHRILNNE T URUNSAINANT Tanfina1uninae Buns uay
UsgdvBnmensaus weinssugiauuugunsainnnn nswewnsinuiaseuuaiemeld nsasisdunuy
nuions

Principles and processes of mobile game designs and developments, screen size, touch-
based input, hardware performance constraints, mobile player behaviors, game publishing and

monetization systems, mobile game prototyping.
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ne.332  szuuledevsuainueeulatifdvaneiay 3(3-0-6)
GI332  Networking and Multiplayer Online Games
FUsduniew: asuld ne.113

ndnnsiugussuueietdmiunuseulat amilnenssuniadonsie medanmsaumiag uas
msdalasludaniuzing wdeslenazmadiamsiaundunuuinuvansiay

Fundamental networking principles for online games, connection architectures, latency

management, object synchronizations, tools and techniques for multiplayer game prototyping.

N8.328  NSNARBULALNSUTEAUAMAININY 3(3-0-6)
GI328  Game Testing and Quality Assurance

MANNITHaENTEUIUNTUTEAUAMAINIUEAFIMNTTUNY N1TINMHUNITNAZBY N15TAYIINTH
VAFBY UAENIITIENUTeaNA1n ATian1snaaeUTEULLARNSNAGRULALELEY NFIATIEANENRa
uazmsUszifiunandes

Quality assurance (QA) principles and processes in game industries, test planning, test case
creations, bug reporting, functional and playtesting techniques, game balance analyses and risk

assessments.

N9.329  MaifinUszanSaming 3(3-0-6)
GI329  Game Optimization
dsfunow: aauld ne.113

wadanmsudmsiansminensssuuaeuiiuneditoussadninminy melneignaneuindie
\nTesilensiadeulszdninin msdansseduseaden mauangy nsdnismieeud uaznns
USuusaninenns

System resource management techniques for game performances, bottleneck analyses and

profiling tools, level of detail (LOD), batching, object pooling, asset optimizations.

nguvimaluladUayanuszhvg

ne.432  msujduiussenineuyediutyaussiviuasaiuseussaiuglidanioy 3(3-0-6)
Gl432 Human-Artificial Intelligence Interaction and Intellicent User Interfaces

NANNTHaTLWIANYTRINSUS AN WS sEnIuyudiutyaUsedvg n1seentuukasiauIdIuse
Uszanuyl¥danser nouuiduiusseniraywdiuneuiunes mssaniuussuulinauluunyguiuy
nsUsegndldinaluladdgaiuseivg aeufiamediveml uagn1sussinanad gy Wiesesdunns
URduiusunw des nsduda ui wazensualANIAN n1seenuuusEuLlagAmddisnnulingda
WUUTIR0IM9ANUARYDIL LY Hynuseiusnosuisld nalnmissesfumnuiiawainuuguanaiiasdy
P3esssuveslyanuseivg warnisusaidulseaunisalyly

Principles and concepts of Human-Artificial Intelligence Interaction, intelligent user interface
design and development, human-computer interaction theories, application of Artificial
Intelligence, computer vision, and signal processing for multimodal interaction through visual,

auditory, tactile, spatial, and affective modalities, system design considering user trust, users’

anunyLnuazmalulaglslsnaudansey V.70.2



18

mental models, explainable Artificial Intelligence, probabilistic error-tolerant mechanisms, Artificial

Intelligence ethics, and user experience evaluation.

ne.433 Yy usehvgasnassagaantussuualiney 3(3-0-6)
Gl433 Deep Generative Artificial Intelligence for Interactive Systems

s umsdanesivvesiygndsyivs assassddsdnlusuudaddneu mssenuuulld
larddmsunmsduanesitoyanaegiuuy dlassadeiuguesdoyadesdifnaraudid masuneife
Tassdhgdszamifion msdaengiidsaazioniundnnumng Wieaseuaqumsiiuuszsansamues
Luud1a09 UAZNITUIMITANITANNUS 1R Bn1smoUausLUUIFBalny MsysAINIgT iy
anUnenssuzeniuwis nasnaunseankuuslLuulfduiusseninsuyuwdwaslyaussivgluaniy
wIndeuLgalinay

Algorithmic foundations of deep generative Artificial Intelligence for interactive systems.
Pipeline design for multimodal data synthesis, covering 2D and 3D data structures, neural
rendering, and semantic audio and text synthesis. Model optimization and latency management
for real-time responsiveness. Integration with software architectures, and the design of Human-

Artificial Intelligence interaction patterns within interactive environments.

ne.434 Uy useRvguuuiaaudlunsnmugendinlsing 3(3-0-6)
Gla3a Agentic Artificial Intelligence in Game Development
WankarUseendldseuulayauseAvguuuelaunlueesnsimusendws Anwaadnenssy
Mvausalugi® msnsusu nsldiedesdle uarssuunmeiaud ieatuayunsiinseilassaialdn
nsAUmdeRAnaIn wazn1sassansuflulusiand sutissiuiuaulasndonazasesssu
Development and application of Agentic Artificial Intelligence systems throughout the
software development lifecycle. Autonomous system architectures, planning mechanisms, tool
utilization, and multi-agent systems for code structure analysis, debugging, and script generation
in software projects. Security, ethical considerations, and responsible use of Agentic Artificial

Intelligence in software development.

nguvnaluladiaiiaussuazAauziunaiia
N.210  Jaeninduagssuunisimadinsung 1 3(3-0-6)
GI210 Visual Effect and Particle System for Games |
ITaRuneu: gauld ne.124

wé’ﬂmil,l,azﬁﬂmﬁugmmiaaﬂLLUUf‘gmaLaWLWﬂﬁﬁm%’umu sruunnsRRawasiIosiolunuey
Judmdunas Aty T uazveavan wadedvaennddosiulunuiamang

Fundamental principles of visual effect designs for games, particle systems and game engine

tools for lighting, smoke, fire, fluid effects, basic visual effect techniques in game developments.
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n9.221 ﬁug’mwmL@@%LLazﬁfa@L%amstw 3(3-0-6)
Gl221 Shader and Physically Based Rendering Materials Fundamentals
FdsRunau: aauld ne.128

NANNITLTULADTUUUONDINUNIYNINLA ATV UTDIUTALA DT LULNULOUTY ﬂﬂiﬁ%ﬂﬁaqﬁﬁ
ANANUANIMAENITY MIoenwuUIaTaswassAdmsunuRadianizn

Physically Based Rendering (PBR) and shader workflow principles in game engines, realistic

material creations, creative material designs for specialized art styles.

n9.222 ﬁugmﬂszmumimﬁmmﬁaﬂu,azm'il,ﬁwizf?m%mw 3(3-0-6)
GI222 Art Pipeline and Optimization Fundamentals
FdsAuneu: d@auld ne.128

nszvunsiumuRadluanenisndnnu nannisuazimaiianisusulseansnnnineinslumg
wazitui Msdnn1saussaursEUULAY

Art production pipelines for games, asset optimization principles and techniques for models

and textures, game system performance management.

n9.223 wallan1sanuastung 3(3-0-6)
GI223 Technical Game Lighting

nannsInuaLdanaialuinueudu ssvulawuuisealyng nmsldeulanuuy wasmatanainig
Uszaiana N1smuANUTIEINIAnINiAnsiaduedny

Technical lighting principles in game engines, real-time lighting systems, lightmap

applications, post-processing techniques, atmosphere controls based on art directions.

n9.312 MsadamSnensinusensEuIunsIBstuney 3(3-0-6)
GI312 Game Asset Procedural Generation

nsTUIUNIER IS NeINsInLsEIRBstunou nsldmuaiediowuulnunuazansusifioasn
Tua #uiy uazorlainduuusaludi® msiudssansammsiauluaenswamnu

Procedural generation processes for game assets, node-based tools and scripting for
automated model, texture, and effect creations, production efficiency enhancements in game

pipelines.

N9.313  AaleinnslazssuunSalAadInsuLnN 2 3(3-0-6)
GI313 Visual Effect and Particle System for Games |l
J1dsAuneu: @auld ne.210

N13851933ANNNATEAUZEMTUNY N158DNLUUEHINNAYBIMAT WA Lagtenivindwuy
novaueInUioulY nsysanmsenwindiunalnng

Advanced visual effect creations for games, fluid, energy, conditional visual effect designs,

effect integrations with game mechanics.
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ne321  msdiinusEansamnisisueesluny 3(3-0-6)
GI321 Rendering Optimization for Games
dsAuneu: @auld ne.221
TR TIERaNsIauzNsUTTINaRan I nkasnszuIunssumesluneuiy nsldieseade
nrniafiedumaanein wazwmalianisuuginsuannaiiiesnwaiosnmyessasilsusedui
Performance analysis of graphics rendering in game engines, utilization of profiling tools to
identify hardware bottlenecks, and rendering optimization techniques for maintaining framerate
stability.

ned3l  wallansisnnaraiuileaznag 3(3-0-6)
Gl431 Technical Character Art Rigging and Skinning
Andsduneu: @euls ne.128
wuadnnariinisailasansegnuaznisideusedndadmivlumaiiazas n1seuaANnIs
wisulmfazandavaiadmiunsvueiuduy
Advanced character rigging and skinning concepts and techniques, technical character

movement controls for animations.

ne.372  msiawwealuladanudusdaaiiou 3(3-0-6)
GI372 Virtual Reality Development

nseonLuukaziaueundnduauduasvaion nsldgunsaluazgaimungonsuisdmiu
mnuidusiaaiiou msarsannundeaiiouass nmseenuuuUiduiusuazUszaunsaidld msia
Usz@vdnn mvegdeunazUsziliunauaundindu nasnsunisuszendldmaluladanuduasaaiouly
Y NISANYY NSRNBUTY LageRaIvingsy

Design and development of Virtual Reality applications, utilization of Virtual Reality
hardware and software development kits, creation of virtual environments, interaction and user
experience design, application optimization, testing and evaluation, and applications of Virtual

Reality in games, education, training, and industry.

n0.435  inelulaBnsUsvananadeiuiinasanuas s 3(3-0-6)
Gl435 Spatial Computing and Mixed Reality Technologies

wealulafmsdsznanadsiuiivazanuadwadlunmsiaueundindudaddnou mslduaiau
BoNALITTUNITIATIENANINUIARDUNNENN N13ATIRTUTBNAEYITMN MIUssgndldssuudiaunane
Audeiiuil wagnseeniuuUszaumsnildidaiufineldinnsgruwufoalugnamnss

Spatial computing and mixed reality technologies for the development of interactive
applications. Utilization of software development kits for physical environment analysis (Scene
Understanding), hand and gesture tracking, application of spatial multiplayer systems, and the

design of spatial user experiences (Spatial UX) in accordance with industry best practices.

anunyLnuazmalulaglslsnaudansey V.70.2



21

N0.436  duseUszanulduuusssumALarNsoenwUUUfduN UGB wassd 3(3-0-6)
Gla36 Natural User Interfaces and Creative Interaction Design
wnAauazmaluladdiuseUszauilduuusssund msuszyndldiaiesilosias unanlosu
Jyuseivgansiagd uazmaluladujdusiusmadenifionisesnuuudeadnassduazing nns
Uszgndldszuunmiaduriimesiine mslesgvinisuansesnmalumiuagensual WagssUUAIUANAME
\Fe nseenuuulaziannMazasiilvfisuifanuamsalunsldneusemusssumfiossauass
Concepts and technologies of Natural User Interfaces. Application of low-code tools, pre-
built Artificial Intelligence platforms, and alternative interaction technologies for the design of
creative media and games. Topics include body gesture recognition systems, facial expression and
emotion analysis, voice-controlled systems, and the design and development of non-player

characters (NPCs) capable of realistic natural language interaction.

ngu3vIN1seanuuudlinaunasfauzadva
ne.211 nsas et duassdifdmsuny 3(3-0-6)
GI211 2D Animation for Games
Andsduneu: @euls ne.127

nannIskazmAlansas1sLe tiuduasifg MUY N1583 19U TILTULUUEIAUNNLA ST UY
lasensegnansdia wazn1sysanIsweilwduingssuuny

2D animation principles and techniques for games, sprite-based and 2D skeletal animations,

and animation integration into game systems.

N0.213  N1BRNHUUNIIHOGLaYRININTYMTN 3(3-0-6)
GI213 Combat and Encounter Design

MNNNTORNKUUTEUUNSHOERALN13INIARS nalnnisiedeulmwagnsesnuuuauidnms
AIUAN N1T0BNKULTULUUNMSIHTY WAz SUTUaNRATEUY
Combat system and encounter design principles, movement mechanics and game feel

designs, encounter patterns and system balancing.

n9.214 NMSPRNUUULTIVATALAEATINENSIWYUaASUA 3(3-0-6)
Gl214 Technical Design and Scripting Logic
dsRuneu: @auld ne.124

NaNN1508NLUULATIES AT UNATATBITEUULAN A1TIATILAURITEUULaETaMrUAlanAila
dmsuansus nsvinusuiuluiuiaunssuung

Technical design principles for game systems, system flowcharts and technical specifications

for scripting, collaborative game system developments.
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ne.224  msasnasIAfalraulifigaguuuuiendnualianizs 3(3-0-6)
Gl224 Stylized 3D Art Creation
FwdeRuneu: deuls ne.128

MANN3AT9ETIARaULAUTATITULUUDNANBALANIZAIFIMSUNY N1T8DNLUULALNTTAIY
wuusaesaiii wadansuiulasadauaranreunuazdenteauuudians mviuuiidunudie
mMsUszgndldaulimnzaunasaonadosivanssaurvesadosdonauin

Principles of stylized 3D art creation for games, including 3D design modeling, mesh

optimization, and asset refinement aligned with game engine performance.

ne.225  nsadeaneTUeaLAzLeTWAN 3(3-0-6)
Gl225 Storyboarding and Animatic
wtedunew: aeuls ne.127

wallansairsaneiuefnuazuediufinifionaununisianFos matmumundos damensai
3as uavmsdonsuaidmiunnmuile Sowarnmeuadiuan

Storyboard and animatic creation techniques for storytelling planning, camera angle and

pacing determination, and mood setting for cutscenes and cinematics.

N9.226  NSATIUUUTIADITUEIALNITYING) 3(3-0-6)
Gl226 Advanced Prototyping and Iteration

wtdunew: @euld ne.104

N3EUIUN TR LAY UTUUTIRULUUINLTEAUEY MIVedoU NMTIAT1edeya wagnsuTulikuy
’Jusgﬂ A3TALNATINASHAULANNAgAULUMINENSERNWUY

Advanced prototyping and iterative development processes, testing, data analysis, iterative

refinements, core gameplay loop polishing based on design goals.

ne.322  msimuawirufaduaznisdrmaglivuaudad 3(3-0-6)
GI322 Visual Development and Art Style Exploration
FUsAunau: aeuld ne.127

nsdnakaziausluuunudaddmsulasinising nsivuneisual nu uazynd n1siavi
lonansaflesuAadifiomuauiiansdadlunssuiumsnde

Visual style exploration and developments for game projects, mood, tone, color palette

definitions, art bible creations for art direction control in the production process.

N9.324  N1990NLUUNTNINMBSUATEIURDU ST U LY 3(3-0-6)
G324 Vector Art and User Interface Design
miaaﬂLlfuumwL’mLma§LLazdauﬁiaﬂﬁxmu;ﬁ%ﬁm%Lfm nsasnsfnLuuUsuTLInlanI
WINTFIEING NM3INVIBIAUTENDUA IR U ST UL LY
Vector graphic and user interface design for games, scalable graphic creation based on

international standards, and user interface element composition.
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N9.327 N1509NKUUATUNNLLILINTUNRABLAYEIUNUM 3(3-0-6)
GI327 Action Adventure and Role-Playing Game Level Design
FvdsRuneu: @auld ne.235
ANTDBNLUURNLT LaEAUA NS UL LIRS N FurRy SBwazaUUm AN58eNLUURLTAANT
U3 wagddiunisia msdnesivsznaudfienisiandes wagnisadisUsvaunisainsiauiioangas
Map and level design for action-adventure and role-playing games, exploration area, puzzle,

and quest sequence design, and environmental composition for storytelling.

neall  nmsthiluwarmuasBengedniun 3(3-0-6)
Gla11 High-Polygon Sculpting for Games
FsRuneu: d@auld ne.128
Lﬂ%ﬂﬁaLLasmvﬂﬁﬂﬂﬁﬁuiuLmammamﬁamqaﬁm%LmJ ATAS19ULUUTIADIRAE n1TUSY
Tnssadauuudnaes meaaunuiiseasdon uaznswisunineansdmsunsidonlunueudu
High-polygon digital sculpting tools and techniques for games, digital sculpting, retopology,
texture baking, and game-ready asset preparation for integration into game engines.

n9.412 AauzannlInaauaINiR 3(3-0-6)
Gld12 3D Environment Art
F1sAunew: @ould ne.128

NTEUIUNITATNANTNWIADUAINIF NITANUALLIAA NITASNNTNEINTANINLIAGDN N1FIA
psfUsznouan uasmsdanandosiunasaiaussenmfeatvayuninandeduanimuindounds
1Anau

3D game environment creation processes, concept development, environment asset
creation, scene composition, basic lighting techniques, and atmosphere creation to support

storytelling in interactive environments.

n9.413 Aavzlufndmsuaninwinaeulung 3(3-0-6)
Gl413 Concept Art for Game Environments
daRuneu: geuld ne.127
WMATANISIIANINLUIA AL BDBNLUVANINLINE sukazatnundslulny n1sldadann
M3TnesfUsenou waziansiiieassdifvasusseinia
Concept art techniques for game environment designs, perspective, composition, lighting

for depth and atmospheric scenes.

ne.aso  msadulinaauifdugs 3(3-0-6)
GIl459 Advanced 3D Modelling
Fdadunew: deuld ne.128

nslilusunsuaufifiiiensadilunadugs wadansadafasasuas Sngiidenududou
nsUszendlinguilunadsluseiuas

Advanced 3D modeling using professional software, complex character and object creation

techniques, advanced modeling theory applications.
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n8.461 N159RNWUUAIALATAINTUNY 3(3-0-06)
Gld61 Character Design for Games
Fwdsduneu: @oula ne.127

VANNITLAZNTFUIUNTEBNWUUMIAzATAMSUNY MTIATIgYUdneal uadnnIn wazdnanual
N1900NLUUAREIU S18aIBIANIENN LaZNITLAAIDITUA] m‘i‘tJ’izEgﬂG]ﬁlﬁﬁumEJmiNamﬂm

Principles and processes of character designs for games, visual appearance, personality,
identity analyses, proportion, physical detail, emotional expression designs, applications in game

production pipelines.

N9.462 NN NAIREINTUNY 3(3-0-6)
Gla62 Digital Painting for Games

wiatlan13ad19nnaeslfinslusunIuAouiiiges N1309NLUUMAIAZAT 2INVAT KAZNITAINUR
91510l ANUIANVBANY NTAFLALIALAIUUATIR

Digital painting techniques for games, character and environment designs, mood and tone
definitions, digital coloring and lighting.

N9.465 nueiliadusarinislunuauiia 3(3-0-6)
Gla65 3D Animation and Rigging
FUsRuneu: aeuld ne.128

yanmsasanmadoulmanid AseuAguATEUILATABUNINERLAYNTHAR NMaLTouanTUs
msadansvedn memuazsiiulasudes maiauyadnuesiiazes mawdealuing Mavinsnisi
ArAT LLazmimU@mmim?ﬁ'aulm

Principles of three-dimensional animation, covering pre-production and production
processes, including scriptwriting, storyboarding, narrative development, character development,

model preparation, character rigging, and motion control.

NGU3YIFINIAINAUALNITUIMNIIANITLTIN Ve
n0.282  ulnnssumwanlay 3(3-0-6)

G282 Disruptive Innovation
noufuagitauinisvesuinnssundnloy Jadedimaluladlvdidunuiinaluladidu g
UszgnildanuAnaiassduasnisdearniioadalenaniagsialuganisdsuiufiava naonau
nsdifinwnsuimsdanismeluladifioadrsenuldivieumenisuddiusaz msiiulnegnadsdu
Disruptive innovation theories and evolution, factors driving new technologies to displace
incumbent ones, application of creativity and communication to capture business opportunities in
the digital transformation era, and case studies on technology management to gain competitive

advantage and drive sustainable growth.
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N0.326  LASHgANEAsWATNIaseI8latung 3(3-0-6)
GI326 Game Economy and Monetization Design

miaamwuw‘uuLﬂ'ﬁwgﬁﬁ]maiumm mifﬁ‘viumLma'\‘iﬁlmsuadaqaL'3uLLaziﬂ§ﬂa%JNmam
nagndnsadaseld msliuimsinuediselios waznsadsaunatiienmdidiuvessruuiasugily
LN

In-came economic system designs, currency sources and market structures, monetization

strategies, live operations, and game economy balancing and sustainability.

ne.425  mImanRaviadniung 3(3-0-6)
Gla25 Digital Marketing for Games

NagNsNIINAIAIVad MUY Maifwazsnwdiay nsadunauUglavan nsiasen
foya wazmsuszgndlfineluladaliolmiiionisdndulaidsnagmiuas msaireyay

Digital marketing strategies for games, user acquisition and retention, advertising campaigns,

data analytics, strategic decision-making, and community building using modern technolosgies.

n9.382  nudausin 3(3-0-6)
GI382 Esports Games

WnAn psdUszne uarszuuinavesgramnssudaedn msUszyndliinaluladdaaioziiionts
U3 sTAnns nslideyaifeiiasziii onnaununagnsnsmatnuaznisasieneld nsdeans
wusud Yosmanislavan wadansinausiiednmgaivayy nasnaunsinzinsdinuves
SavofniivsravanudiSaluseduaina

Concepts, elements, and the ecosystem of the esports industry, application of intelligent
technologies in esports management, utilization of data analytics for marketing and revenue
generation strategies, brand communication, advertising channels, pitching techniques for securing

sponsorships, and analysis of globally successful esports case studies.

n9.481 NIUIMTIANITNITIANISULITUDaUDTH 3(3-0-6)
Glas1 Esports Event Management

MANN1TUMTIANISAINTINUSEANAN 9 Tugnavnssudalatn n1sUssndldnssuiun1shnids
aaﬂLL‘U‘ULLazﬁmi’JNLLNUﬂaqwéLﬁaﬁmumﬂmmstiﬁﬂLﬁumu NITUIUNITINIIULAZNITUTNTIANT
szuvienenaniBslineu msuszandlinaluladseadozuaziaieslofivialunszuiunisinianssuuas
AIUANNNTALTEUIY

Principles of event management within the esports industry, application of design thinking
and strategic planning for operational goal setting, event organization processes and interactive
broadcasting management, and utilization of intelligent technologies and digital tools in event

operations and control.
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ngudvIiataiALmarinIu

N9.426  ntelAmwnnuNuLaziiAluladiislsnausaniey 1 3(3-0-6)

Gla26 Special Topics in Games and Intelligent Interactive Technology |

Ftsduneu: deulaivanizau-Uidusensios 3 3
wiefihaulauasduuselevdieatuaviing q ludunuwasmeluladidddnousanies
Selected topics of interest and relevance in various areas of Games and Intelligent

Interactive Technology.

N9.427  WefiAenaunuLazvalulaiddsnaudanioy 2 3(3-0-6)
Gla27 Special Topics in Games and Intelligent Interactive Technology I
FdsAuneu: deuliivianiziu-UsAuegnetey 3 390
wdeiraulawavduussleniifertuaviane 4 Tusunuuaznaluladideldnausanies 3
WANFAI9AN ND.426
Selected topics of interest in Games and Intelligent Interactive Technology that offer

additional insights beyond those covered in Gl426.

N9.428  WefiAmwnssunuLaziialulagigslanausanies 3 3(3-0-6)
Gla28 Special Topics in Games and Intelligent Interactive Technology Il
F1sAunew: deulivianizau-tiiuegsloy 3 391
wdeiraulawaniduussleniifertuaviane 9 Tusunuuaznaluladideldnausanies 3
WANAINAIN N8.426 LAy ND.427
Selected topics of interest in Games and Intelligent Interactive Technology that offer
additional insights beyond those covered in Gl426 and GI427.

N9.429 Fuuunisiunuuazmaluladiddsneusaasoy 3(3-0-6)
Gla29 Seminar in Games and Intelligent Interactive Technology
NAMTIATITRLAEEIUATIZUNUNALITBUAE TI8UITINTATUNULazAlulag i dlanaudans oy
Mstlausuazn1TeAUTIINANTANE
Analysis and synthesis of research articles and academic reports in Games and Intelligent

Interactive Technology, presentations, and academic discussions.

N9.490  wsBuRAMUNIIUnULazalulagiddlanausIates 3(3-0-6)
GI490 Games and Intelligent Interactive Technology Internship Preparation
F0sAUneau: aeuliiranziu-UiRuegtes 3 311

VANNITHATNITUINN TR TENANUNTRUABUN THNUTUERa NS sUNULasnAlulagidslanay
RRDELIE ﬂ’]ﬁlmwﬁﬁﬂm%m%wLLaszauﬁﬁﬁamuﬂszﬂaumséfaami NSARLEDNANIUUIZNBUNIT
nsdnviuiingzaunanuuasysyiRgeseaulonITn 9556105503 1TN YAGNNI was uyweduiusly
AIVINU ﬂgszLﬁ‘auLLaz%umaumiﬂﬁﬂ’amﬂuamuﬂizﬂa‘ums

Principles and processes of internship preparation in games and Intelligent Interactive

Technology, professional skill and workplace requirement analyses, organization selection,
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professional portfolio and resume preparation, professional ethics, personality and interpersonal

skills, workplace regulations, and operational procedures.

N9.495  nsRnuIsUnuLazAluladidlinoudanses 6 (0 - 40 - 0)
Gl495 Games and Intelligent Interactive Technology Internship
tsAunew: deulaivn ne.490
nsufuRauluaniuyseneumsinunuiavivaluladidaddneusinior Mawssunnunieuly
Ao TnnaznsUsziiunanusiuideny msvszgndinuivdnluaniunisalads ndoud
FausssuednsuazmehausnAuidy nsagUurauaziausUszaunsainsinny
Work practices in professional games and Intelligent Interactive Technology environments,
career readiness and professional performance evaluation with experts, professional skill
application in real-world situations, organizational culture and collaboration, and internship

experience summaries and presentations.

a = = 1 a
A. MUIATVUFDNLET (6 WwTR)
tnfnwazeadonsousedvduilaasulunminedunsunn livesndn 6 nuiedn
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