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-FD121 AI2|E{2{A| (Al Literacy) 3-2-2

AIRIEfR{AlE OllE-CIARR! 20F SHYS0| QISAIS (AN 7|2 7HERt 215 2I2IE Ol5H5t, OIS &l gt BIEA At
1S Sdfl BSt=S ste 712 t=0ICh Bttt 7lg 552 01, USAIS0| olet TIRRI| A2t WAl BHl WY,
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0, HIAE- 0|0|7], HAE-H|C2, O|0|Z|-H|C|2 W& Al =+ (Midjourney, DALL-E, Runway S)E 24 283l 22
=

MBS AUBIL E5 ABAST QIZto| HY TE, GOJE| 82|, A2H, AE|H HE S CHUF OlE HTHOR 2A5
O, o272 M0 el Q= BlTE VIS0t £ 2 ojachs HE 7 ZAS He S8 ALDS 2250, SISO Al Al

CHol 2ol 2|E{2{Al(creative literacy) S Z& A2RI2 HASI=E FEC.

Al Literacy is a foundational course designed to help students in the fields of art and design understand the basic ¢
oncepts and operating principles of artificial intelligence (Al) and explore them through creative practice and critical
thinking. Beyond simple technical acquisition, the course aims to foster a broad understanding of how Al transforms
the methods of creation, modes of expression, and the very concept of authorship in art and design. Students lear
n the principles of large language models (LLMs) and generative Al, and conduct creative experiments using text-to-
image, text-to-video, and image-to-video generative tools such as Midjourney, DALL-E, and Runway. They also critic
ally analyze various issues such as human-Al collaboration, data ethics, copyright, and social impact, cultivating a res
ponsible attitude as artists. This course encourages interdisciplinary thinking that transcends departmental boundaries
within the College of Art and Design, helping students grow into creative practitioners equipped with creative litera
oy in the age of Al.

-FD122 AnDAM|DO|L} (Art & Design Seminar) 3-2-2
AnDM(O|Lt= Of=TIARQICHS A< 87K Bfat SHESO0| &7 2H0i5to oflsit CizfRlel 884 U S Edte 5 MO|Lt ot
ZOICt. HEe AAE "ol X|&7ts4 (Sustainability), CIA|Y &k (Digital Transformation), 22| & (Creative Colla
boration), At2|& 7|04(Social Contribution) & $iCH Oll&-CIZQIC] S& &M FAHIE SHCRE EE YR, 2I&S 7IEst
C} O] =2 CIASH MF iIEE 711 SMS0| MZo| 2Hut 2101E OlalistD, o=t CIZ[RI0| ALE|2t 7|&2| Hat 01|
M OfE Aotg paleh & JU=RE S EFSIESE HAZ(QUCE SHIS2 SHRA ALt 24 siE s¥E 7|21, ol

[ =2 o2
2jolo] Djafa Jhxiet AT BT HolzoR DABIC

AnD Seminar is a collaborative course in which students from the eight departments of the College of Art and Desi
gn come together to explore convergent perspectives on art and design. Moving beyond departmental boundaries,
the seminar centers on key contemporary themes such as Sustainability, Digital Transformation, Creative Collaboratio
n, and Social Contribution, engaging students in discussions, presentations, and workshops. The course is designed t
o help students with diverse academic backgrounds understand each other’s perspectives and languages, while jointl
y exploring the roles that art and design can play amid social and technological change. Through this process, stude
nts develop collaborative thinking and problem-solving skills, and critically and creatively seek the future values and r
esponsibilities of art and design.

-SWCON104 gl/moto|M= =22 (Web and Python Programming) 3-3-0
oO|ME 0|2510] T2 J2fUo| 7|2t a7 =2|2 AL W1} 1S tiR= 1p=20|Ch ¥ T2 2§ HTML5/CSS3/)avas
ciptE AHEske Web ApplicationS O[sigte 2= A, S210|HE WS 7Hsot st, Node sE S8t ZHEHSH M Z2 7211



2 CHECh
The objective of this course is to introduce the basic concept of programming and computational thinking using Pyt
hon. Students will also learn basic HTML, CSS, Javascript, and a simple web server implementation which are funda
mental skills to realize their own ideas into reality.

-SWCON103 C|XFRI™ AL (Design Thinking) 3-2-2
MZ2 AZEQ0f 7HES 2t CiAtl S49| oA HA| H2UH Of0|C|0] YakS 2I8t 0|23 Z=2MAE EY3E
Soll S&slTt.
We will learn the design-oriented creative design approach for new software development and the theoretical proce
ss for idea development through teamwork.

-FD118 2DC|XQl (2D Design) 3-2-2
SHESS a1l Jzfm C|zlelel 7|2 2|9t 7|=S OlsHstn &5 Adobe Creative Suite(Photoshop, lllustrator) 2!
7|Ef 24T TRl & AFESI0] 2D J2iTS CRIRISH AI2fste 7|28 BI2Lt.
Students gain an understanding of the foundational principles and techniques of 2D graphic design and apply them
. They learn the skills to design and create 2D graphics using graphic design tools like Adobe Creative Suite (Photos
hop, lllustrator), and other graphic design software.

-FD119 3DC|XQl (3D Design) 3-2-2

33tel D2il U 2U Jla2 AN Tk, CHEH DR OCI0IS AFR310] 3D DHS CIRIRISHD HAH S
2 JfUBIC 30 ERI2 AAO| 712 2D JISS CIR) J[5HEA DO ChY O] 2UT 2 39| A IS of

20t

This course introduces and teaches 3D graphics and modeling techniques, developing students' abilities to design an
d create 3D models using various digital media. It covers the fundamental principles and techniques of 3D content
production, addressing core concepts of 3D, such as geometric shapes and polygonal mesh modeling.

-DC205 2E2|23 (Storytelling) 3-2-2
OfL{oiol 42t D|C|O] & ZtE S0l Al FHo| Z20| L= el &4

o
= AlL2le U ZEIE HHE 4 AUs 58S 7IUEC

njo

O35t 22l OO|CIOfE E & 4 ¢

Class presents ability of understanding text material work (scenario), and successful way to transfer into story-board
format work in order for best communication between planning group and production group, in the fields of anim
ation and media.

-DC207 AFRECL|XIQ! (Sound Design) 3-2-2
CIREEE2E /5 0|C|9t SES HAISHD A 2lsts 7|8S BIRC

This course provides the techniques of midi planing and sound making for your visual art work.

-DC201 3DEEE (3D Modeling) 3-2-2
32p oA Mutof st ZHEat 7=l OfsHE HiEe= Ealx R0t WHOIMPE 2Y, dEZel 240 0|27t
2| Z83 3249 DAY QEMESS 0ISD BHGH: 52 YREE 0L
Based on, understanding of 3D Graphic's technology and concept, the purpose of this course aims creating of 3 di
mensional digital objects from polygon modeling and mapping to lighting to rendering.



- AT303 +D0|C|O{C|X2l (New Media Design) 3-2-2
CIZIQI O 20 CiSt OI3HE HIESZ UIUXTIAIR!, QIE{2M CiRQl, HIZH2I0|A|0|d & =OIEI0E Sdlf B U=
HEH0|L, Dj2fR[EQl LIRS Eftal 2Lt
Based on our understanding of design theory, we will explore experimental and future-oriented designs expressed t
hrough new media such as UI/UX design, interaction design, and visualization.

-CSE103 X X|ZF=Z 2 (Object Oriented Programming) 3-2-2

71230l C++ T2OHYS o5l ZOIC OIZ 95, C++ Z2o| Jjaiol 2, GlOJE &, w4, B4, 2712, uie
2, Y Z2I2HY, 22 Y2, Y, EQIE, Class, RH| Y S DF C++ ZRIHYS 93t 7122 BIRCH DAY=
B2 OfX| ZRIWS TS0}, 2T HA| TRIHYY USHY 4+ D, 02T UES BHHORK HEL 332

HIRS ADE

2lojgeithstolN Hest 7|24l T2 1Y SHS UL

Learning basic C++ programming. To do this, you will learn the fundamentals of advanced C++ programming, inclu
ding the basic structure of a C++ program, data types, variables, functions, branch statements, looping statements,

recursive programming, character input and output, arrays, pointers, classes and rules of inheritance. The textbook i
ncludes a lot of example programs, it is easy for beginners to become familiar with programming, and the theory a
nd practice are combined to cultivate the basic programming ability necessary for computer science and other electr
onic information colleges.

-SWCON201 LEAASWIHLEIHBIE 1 (Opensource Software Development Methods and Tools) 3-3-0
AZEQ0] VLS it YEHED =0 CHoHM 2EAA AZEQINE J[Etez S5, 2|54 2IAAof cist =2
EE HiC ATEQ|0] 7Y WHES 2|20 7?” B0 20|11 Q= Agile 7HE 20| CishA SF&5t04, O|F AZES|

AQI0IM MBSt Clet B WO CfafiMl SIABIT ATEQI0| Y S5 QEAA ATESOIS ZHOR o],

of
Ik
=2

o
LmEciofel 47, g, Al%, 25, B39 Sol Auiel SEOJ P slise £70] ChN BB, Eat BlsA £
SHAS B 57| SO A MAFHD BEHUORK, 03 ABEQIOIZESINC| DKUY 2SAS BEHE |2 5
2 sosict

Learn about methodologies and tools for software development, and work on projects for the Linux operating syste
m. The software development methodology learns about the agile development method, which is used most recent
ly, and the various application methods applied to the software industry. Software development tools focus on ope
n source software, and learn about tools that can be used in the overall aspects of software design, development, t
esting, verification, and team work. In addition, by installing and using the Linux operating system directly for one s

emester,

-SWCON211 AY=Z2 AU AR (Introduction to Game Programming) 3-2-2
[ o4 - 22020 REERHPython/C/C++ )] 2HetSt GUI(Graphic User Interface) 2H29| 7|20 AYRE 2F &

B DRMAS OlsEICH ChYEH 830 AU FHsb| SUstol, 25 22 U 918, AY 22), 3D I, AY 91 2



Understand the code level of basic game of simple GUI(Graphic User Interface) environment, classic arcade game, p
latform game using open source, and understand the process of game development through the process of designi
ng and developing. In order to experience games in various environments, students will learn the basics of

collision detection and reaction, game physics, 3D graphics, game artificial intelligence, and so on.

-SWCON212 A MZTI7|ZE (Game Engine Basics) 3-2-2

(42 CHA: 7|2301 TR T2 (C++,CH, Python S) ZE0| s 2f] £ 4942 0|2 4947} Ag490=2 0j20{% ct
0|2 4ei0| 23 23t 7|2 0|22 353t 20| SHOIC Has

Y Aol MMl FL22f, O|F O|sf5t7| Iah st
Ao ZH2 Mg RIS HAZ AHEotHAM ARl Cist OlsiE Matst= 240
This class comprises of theory part and a practice part. Through the theory part, students will understand the archit
ecture of a game engine and the basic theories used in a game engine. Through the practice part, students will

E

deepen their understanding of the game engine by actually using the commercial game engine.

-DC318 A ULC|XQl (Game Design) 3-2-2

Of U2 A1Y LAl 24 S0 oieh 7|24l 0| Zo|FE 02 AYS flek et 20| & oto|L|of =20
Oigt & Je|d AYe &7Iso 7iget 7isd MY € O #YS H5l1 Us SATIEAYS Zefe Cifst Al
Tt OIBHE HIZCR SMS0| 28 O|F Y AUl X 21 HYES 7(&istn I2EEIUS A26tH Stof CIRE 2
29| 2 2 F SiLIQl HYQ 92 2401 tis 4T & & U= 7|2|E DRst

Well-balanced contribution from various disciplines is such an important factor in this field. Technologies behind -p
hone’ are not cutting edge but the convergence of each technology was the key to create an innovative digital pro
duct. Same methodology can be applied in game media development. Ideas from various fields have infinite potenti
al to trigger innovative thinking for current and future game media. This course will provide innovative ideas and ins
ights from various disciplines for future game media. As a capstone design based class, each student will organize t
heir team to create a game design document and game prototype.

-DC304 A YXMZE (Game Production) 3-2-2
A ZHL} CIRIQ1 7|=E S&otal SMSOIA AY A2 Z2MAQ| Ot ZHE AlSote UF0ICH &2 U2 CAst

=] =] == = Td o
Ok OilA A CIZt0|, 2720, OlE|AE, AE2[HE| 50| E 4 U= TUS0H 28 AZE ASEICh

This course focuses on teaching game development and design skills, providing students with an understanding of t
he game production process and hands-on experience. It offers essential skills to students who aspire to become ga
me designers, programmers, artists, storytellers, and more, across various fields.

-DC211 3D7H2/E{OfL|HO|M (3D Character Animation) 3-2-2
3212 CIZ " O{E2|AI0|ME =12 AFESIN, H2IE Q] S2kt H7|E 3242 OfL|T0|Me2 H&E & Q=
£ it

2q

=
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njo

uzE

Using a 3D digital application as a tool, This course will provide you the ability to create the character's motions an
d actions in your 3D animation work.

-DC325 FOICIEHAZ|H (New Media Technique of Expression)3-2-2
2 £y T2 W S Cist O|C|0jE 2E6t M2R ERES| HHY|HE &SIt

This class is learing to the new media utilizable technique of expression relation to projection maping, etc.



-AT301 +DO|C|O{OLE (New Media Art) 3-2-2
+0|C|of OLEO]| CiSt OJ3HE BIEe=Z CHYSt O|C|01E &&S AES 7|&etd, Al2lete s3E &SIt

This class learns the ability to plan and produce works using various media based on an understanding of new med
ja art.

-AT302 FO|C|OEH|A=2X| (New Media Technology) 3-2-2
F0[C|o] BH0| &&= CHYS HAEZ2|E Oldliotl, M2 EAES| HFE==2] 76 7|¥S SHESICt
This class understands the various technologies used in the new media presentations, and learns a new trend in tec

hnology implementation.

-SWCON311 Algdefg==aaY (Game Graphic Programming) 3-2-2
[Z CHY - CH2EsRH CRIY AIY A2l QLoIM JHE 71=20] &= AIY D2 Y 5 tCh S| 2K 2
I (FEGRe 5), 2ol ARl 22/8H0ls, 3, &Y, 8) 82/ 0|24 2|48 &850 &H 210|E2{2|(Ope

nGL/DirectX, GLSL/HLSL) 7|8te =2 H&g RIS,
In this course, students will learn game graphic development skills which are the most basic in digital game producti

i
njo
o
o>

ol

on. In particular, students will use the theoretical knowledge of linear algebra(projection transformation, etc.)

related to graphics, and physics(movement, rotation, inertia, collision, etc.) used in games to practice based on relat
ed

libraries(OpenGL/DirectX, GLSL/HLSL).

-SWCON314 A Y538t (Game Engineering) 3-2-2
[T C++(E2 G 2 RUE[(Unity) 7FsAH RLUIE| Het 7|s&2 O a8 245l S tiRe 2S0Ict Het
7150= UESZ, VR/AR, ARRE 22|, AP ESEICE HESI HY, VR/ARAY, AY AE |FLIEIZ 75i5tH, Z2{0(0 &

g S0 IS T A, B2, AU SS EHETL

=

[t is a course to learn advanced functions of Unity and their performance analysis methods. Advanced functions incl
ude networking, AR/VR, sound processing, and Al. They are used for implementation of network game, AR/VR ga
me, and game Al. Their performance is analyzed in terms of delay, quality, and computational complexity affecting
player experience quality.

-SWCON313 7tat/ZU 0| 28IME (Virtual and Augmented Reality Programming) 3-3-0
CIz|e A1 Czfel 2 3D J2f=A 2|1 A|dRIof CHst OfsHE HHEHS 2 AR(Augmented Reality) O|Lt HMD(Head M
ount Display) 7|8F| VR(Virtual Reality) 2&l= 7512 25t 0124, 7|83 52 Yot 0| 2|3 A|ABlct.
Culture theoretical and technical skills for the AR (Augmented Reality) and HMD (Head Mount Display) based on V
R (Virtual Reality) can be implemented directly and making it.

-SWCON312 HUCIHMEIEH|E=ZX| (Game Interactive Technology) 3-3-0
Ao g2ele Ctyst A2 Fz|e 75 L 20| CisiM &&ct Ol &3oto] MC L2 24|
A O O|A
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This course introduces the basic operation priciples of input and output devices which extends toward the understa
nding of future I/O devices. Student will learn the fundamental theories of Human-Computer Interaction to design i
nteraction techniques for computing and understand the application of physiological and perceptual backgrounds u
nderneath the software and hardware design. In summary, this course is designed to learn how to provide an opti
mal experience using motion-based input devices utilizing various sensor technologies, immersive sensory output dev
ices using wearable technology, and input/output devices.

DC335 7tMAHAZHXAME (Practical Development of Virtual Reality Contents) 3-2-2
A ZHIZE Hobots ME2R 88 SH= Aol Yo wtet, 0| 7ostY| 2ol SAlA 88e 88t 712 AYS
HiEo =, T CZ|YZEI=o| 7|22 TR, 7He, "WIMIA| 74set QA SME SHE SICH E5t Hatots 2HI= A

]
o L=0f| Refote AAMALS floh, A 218t usIFES SHR SICf
In order to realize convergence contents, we aim to cultivate talents, capable of ranging from planning, design, dev
elopment and evaluation of high-tech digital contents, based on basic knowledge through interdisciplinary converge
nce in accordance with the development of new convergent contents industry including virtual reality contents. In a
ddition, we aim to cultivate talent that meets the changing needs of the content industry, as well as industry-friendl
y curriculum.

-AT401 FO|CIH=ZME (New Media Project) 3-2-2
F0IC(o7}F 88E|10 Q= CHYst ARYIETE Sofl ®OICI0| EWEE Y0otE 1, F0|C(0] ZEI=0| 7|20 MEE] A|20] O]
27| A WEHR ZR2AHES Foff A =2 AFS AT,

This class will explore the new media trends through various case studies where new media is being utilized, and ¢
omplete the work on individual projects from planning to creating new media content.

-AT403 OIEMHAZ=ZX|Z2HME (Art & Technology Project) 3-2-2

Oleat 71s0| ZeE CHE 2F ARIE A6, 2= J|20MRE A2l O|27|7HR] 2HEH
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This course reviews analyzes various examples of works that combine art and technology, and produces complete g
raduation works through individual projects from content planning to production.
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