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-XRH|ZLAYE (Introduction to XR Business)

[t aims to create sustainable value through the latest management knowledge and capabilities, and promotes under

standing of management reality.



-CIXI2AE2|2Y (Digital Storytelling)
C|R|EA|CHe] 23tEIEE 0|afi5tn, 0|2 7|gte 2 5t ClE{aHE|EAER|ER] 7|2 E SH&BICt
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This course studies the fundamentals of digital storytelling with the culture trend.

- MAO|X|HHEE (Realistic Physical Computing)
A=
—_-=

T|Z2|Z CBIO|AE 285t 4Z0|C0f ZH=2E JHerettt

Implemnet immersive media contents with physical devices.

-CIXEAE2|HEAME (Methods of Digital Storytelling Design)
C|Z|HA|CHO| 25IEIEZ 03510, 0|2 7|8t 2 Bt QIE{ZHE|EAER|HR] 7|22 SHSBIC)H
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This course studies the fundamentals of digital storytelling with the culture trend.

AMZOCIZZME (Immersive Media Project)

2 Z2|o] 242, VR/AR/MR 59| Csh HZ0|C|o] 7|=8 0|& 3f04, A 88 7tstt ZUES JHEshk= Aot 2
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The purpose of this lecture is to develop practically usable results using various immersive media technologies such
as VR/AR/MR. In this class, each process from preliminary research to planning and actual development for the dev
elopment of immersive media contents is conducted, and students practice the practical process of conducting a pr
oject at a level that can be commercialized.
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The goal of this class is to learn about the concept of immersive device technology used in virtual reality, augmente
d reality, and mixed reality, and to understand the potential of immersive device technology and forecast the marke

t through core technology, major issues, and trend analysis related to immersive devices.
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Based on an understanding of the core sensory input/output technology in the XR system, the students in the class
will propose ideas to overcome the practical limitations and fulfill the necessary requirements of XR input/output te
chnology supposed to be used in promising XR applications such as games, performances, medical care, manufactu
ring, etc. The students will also implement and evaluate the idea, so that they experience the whole developement
peocess of the technology.

CTFAFSIAL JEAH/ZZES A O

Seid SAE (Virtual and Augmented Reality Programming)
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ality) O|LF HMD(Head Mount Display) 7|€te| VR(Virtual Reality) 282 1312 2|5t O|2H, 7|&
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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.
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-AYZZ2 Y ARE (Introduction to Game Programming)

a
et GUI(Graphic User Interface) 8t82| 7|22{Q1 HYFE 2E AAS 226 NHAQ OP0|= AY, SUS Y
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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.

- A¥EE (Game Engineering)
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It 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.
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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 de
epen their understanding of the game engine by actually using the commercial game engine.
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This cource introduces the basic operation priciples of input and output devices which extends toward the understa
nding of future 1/0 devices. Student will learn the fundamental theories of Human-Computer Interaction to design i
nteraction technigues 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.

- EABMH|ALER|Z (Full-Stack Service Networking)
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After learning traditional computer network skills, discover the latest networking skills. Traditional computer network
technology is based on the OSI(Open System Interconnection) 7-layer structure and understands Internet-oriented t
echnologies such as Ethernet, WLAN, and TCP/IP. In line with the software convergence department and track, the
latest networking technology covers the latest practical networking technology used in real industry. In particular, st
udents who need networking, such as capstone design and software convergence by track, can learn advice on pra

ctical networking technology and explanations on the latest networking software technology while taking classes.

He|X|gk=2 224 (Object-Oriented Programming)
HA|Z8F T2 02y 7|20M HIE ClOjE &, Y&, MER, U8, S, g, ZOIE
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Based on the basic knowledge of object-oriented programming such as data type, 1/O, selection, iteration, function,
array, pointer, string, etc., this course provides advanced technigues on object-oriented programming like class, fun
ction overloading, operator overloading, inheritance, virtual function, template, name space.

- AAOICIHZEFEI|IE (Immersive Media Computing Fundamental)
A OIE0E 7= 7Y 2 2= TS 517 fist iE S5 ARBE o R0t 7|22 ZRH Z22Y sHS b
2= +=go[ct.
A class to learn the basic computer programming skills needed to use the development tools for developing techno
logy and content for immersive media.

~UI/UX Z22324Y (UI/UX Programming)
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This course aims to learn all the steps required for UI/UX programming sequen‘ually and applies it to real interface i
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mplementation. First, students will leamn the theoretical background about the definition of UlI/UX and the necessary
factors to provide the optimal user experience, and conduct a practical training on the design process to achieve t
his. In addition, students will learn basic programming skills related to interface programming, and through the clas
s project, the student goes through a process of learning all of the processes themselves.
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This course teaches representation of 2D digital image signal, basic processing steps of image signal, elements of i
mage signal processing system, image transform including Fourier transform, FFT and DCT, enhancement and restor

ation of image signal.

-AFEIfEA (Interactive Computer Graphics)

2D2t 3D Z3||9| gt HAS20IE flst 724l VeSS VNGt 2 Zo| E2 JHAS fIe Az, 12
o 272y Ao, 7|stety H8, shading, 7tAlet S5 EEISHC.

This course introduce techniques for the interactive generation and display of two and three dimensional objects. T
he topics to be covered will include data structure for graphics, geometric transformation, shading, visualization, an
d languages for graphics.

OIZMAEZEEHMSEE (Human-Computer Interaction)
2 052 QIZ-AREH 4SAE Muto] 22l 7|2 22S0t 1 H2EQ SEARIEE Mlcte UECE HEAE JtsEl
ZRE AA”HIS AFEAL S4Q WHE QA CRQI ot= B, 02|10 o[2{5t A|ARIS ALEM ZHOIM Holste Wie
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This course aims at introducing basic principles and application examples of human-computer interaction(HCl). The s
tudents will learn the way how to design interactive computer systems through a user-centered approach and how
to evaluate such systems in terms of usability. The principles, methods, techniques, and tools to be thought in this
course are based on diverse areas including computer science, cognitive science, social science, and interaction desig
n. The HCl principles and methods are used in designing and evaluation of most software and hardware systems th
at interact with human such as education, entertainment, and medical application.

te A3 ORIDIAZ, ARECA)= At 20| A2t d
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22510 Feature Extraction, Visual Tracking, Shape Matching, Pa
ttern Detection, Object Recognition, Gesture Recognition, Scene Understanding 2! 3D Reconstruction 2+ 22 Mg
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Computer vision is an interdisciplinary research field that deals with how computers can be made for gaining high-I
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evel understanding from digital images or videos. In this class we study following topics: Feature Extraction, Visual T
racking, Shape Matching, Pattern Detection, Object Recognition, Gesture Recognition, Scene Understanding, 3D Rec
onstruction.

-HCI (Human Computer Interaction)
ZFE ot=90] L ATEQ0] AAHS JHHS0| AXM AREA} QIETO|AC] ZS24E SHEotn, ARBAI| Ho|dnt HE
‘g0 451 QU7 2| ATro| ARE AARES JHLSY| 2I8t 0|28 SHEFICY.

This course deals with how an autonomous or a semiautonomous system can be endowed with visual perception.



-HCI £2 (Advanced Topics in HCI)
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[t surveys recent research trends of HC| through presenting research papers or products published in well-acknowled
ged conferences and journals, i.e. SIGCHI, Ubicomp, IEEE VR, SIGGRAPH.

-ICT Z™LC|XQl (ICT-User Experience Design)
ICT 7|2t MH|AYL 8Eote 88 Z203#E Az 7|2 XY Al 21 H&eiE= Y22, ABAt 2IMZ|, 2
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This course covers entire processes of developing products and services with information communication technologi
es (ICT) - from preliminary concept design to prototyping. The course begins with studying user researches, user req
uirements, information architecture design, implementation and user testing. Students will learn essential theories an
d practices by designing and implementing web sites and mobile applications.

-ICT 2HIX7]2l (Methodology of Interactive Contents Design)

ICT 2H=E 7|2l5t7| 2l ICT 7|edt B2 S3WF0f thisl olstst, 0|2 ++d5ts d8d 249 E40 A ot
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This course deals with various topics of ICT technologies for understanding about program flatforms, fundamentals
and UX design in order that the students get the market strategy, the User Needs Analysis for designing ICT conten
ts. This course provides how to design there own product and how to express their own thoughts.

-K-Z2HIX($HF)2|0]8l| (Introduction to K-Contents)
SIRE S22 $ K-Contents 4tY0] Clisto] Olstist, OIE It 7| 248 A5
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To undertand K-contents industy and its techical components.
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-AgHEEIEA (Advanced Computer Graphics)
ZFE Z12fmAo] 15 0|20 Cist s&ste, 2|4l ZRE 12fnA 71E0] oistod E2lstet £5] OpenGL 2 2|41 1
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Students will study state-of-the-art computer graphics theory and complete exercises with up-to-date graphics API in
cluding OpenGL and shaders. Students will be able to understand 3D computer graphics technologies and to imple

ment their projects using up-to-date graphics APIs.
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FAFS AR R E B A (Virtual Reality Contents Convergence Design)
A g 7hstt 7H- 24 E-I=L MHIAE V|Eletl Hi2tste WS et AESICh Cist SSHES E&510
7)sn 2= 02|10 ARBAPE DHE JH-SUHA TRUMEES St

This course covers the theories and practices for representing, generating, and modifying digital content and service
such as Virtual Reality and Augmented Reality contents. Students will learn representing and processing digital cont



ents through various data structures and data processing techniques, and subsequently study various platform and
practice them via VR/AR projects considering customers.

- 1GZHFEH|™ (Advanced Topics in Computer Vision)
7147t =EHoR ST £ U= ABAILH-O0] &7 ol B2 AlZE HE Q1] JIEE CHECL
It deals with the visual information recognition technology necessary to become an autonomous system where mac
hines can operate independently.

=0 2HAME T3l (Popular Arts Contents Design)
tisolls ._.iZ% Ofsfat A2 7|85l =ct.

To understand popular art and design contents.

= 0= 2 AAEAME (Popular Arts Contents Creation)
tisolle ?j?i'Z% Olafat A2 2kafsl 2ct.
art

To understand popular art and create contents.

-EARSEHEEXT|ZAE (Planning of Urban Cultural Contents)
SAIZSEEI=0)| Tist 7|22Q1 O|sHE HIEte =2, MA| | 30| HE, 7|22, 2ot2H=2 d3Ate] 72442
ZZ=H 2HE £ Qo)
Based on a basic understanding of urban cultural contents, this lecture aims to achieve the basic specifications of c
ultural content majors by applying and planning to actual local sites.

- C|X| &38| 2| E| X| 7|2 &=t (Digital Heritage Contents Design & Creation)
CIZ|EAIChe] Sl2IE|R|Q] o|Ojet 71218 A&, O|2S O|&F HHIZE 7|8/2R6H =0t

To undersatnd digital heritage and design/create contents with it.

- 23HA=ZEX|AT (Understanding of Culture Technology)
THSIAOIM Web 3.00] O[271712|2] Cr¥st 23171&(CT)oll Chall Avhstn, 2822 Yo
Chal =2lstct.
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It introduces various cultural technologies (CT) from virtual reality to Web 3.0, and discusses effective utilization mea
sures in the field of cultural content.

CAABEXAHEM (Basic Analysis of User Effects in Immersive Contents)
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Students will learn and practice the basic methology of measurement/analysis/evaluation for cognitive, psychological,
and social effects of immersive content users in metaverse. The methodology covers content analysis, experimental/
survey design, variable measurement, data collection, statistical analysis, and evaluation.

- E=HO[HEAMXAZ (Introduction to Cultural Theories)
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In this subject, as a local industry, they learn all courses in planning and development, such as festival material disco
very, theme design, time and place-setting, programming, operation and evaluation.

-SStSIAMEE (Advanced Topics in Mixed Reality)
3zt ot 34 S HE|O|TO FEE O|8stil Atafute| 4S28S X|2lsto] It
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Based on the wearable system, we study technology that implements a mixed reality space including virtual reality a
nd augmented reality by using multimedia information such as 3D images and voice and supporting interaction wit
h people. Learn and learn mixed reality technigues through basic concepts, theories, and application case studies.

- JASA (Virtual Reality)
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ervices, and applications of virtu
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This course teaches technologies for implementing virtual reality environments and
al reality technologies in practice.

- ComputerGraphicsl (ComputerGraphicsl)
O] pd= 221 T2|0|E|EE ofL|oo| ot B= O /8%t 7|22 5t @4, H0|5 2 U LU2|ES A STt
This course presents fundamental mathematical elements, data structures, and algorithms useful for animating and
viewing two dimensional primitives.

- ComputerGraphics2 (ComputerGraphics2)
2 NHoM= HAZE 331 ZARE 2T S8 T2 HA JHY0| ABEE £84 240 AN2ES HESH,
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This course examines the mathematical elements and algorithms used in the design and development of real-time t
hree dimensional computer graphics applications such as games, cockpit simulators, and architectural walk-throughs.
3D computer graphics involve drawing pictures of 3D objects, usually on a 2D screen. This process of generating a
2D image of a 3D graphics application can be described as a series of distinct operations performed on a set of in
put data. Each operation generates results for the successive one. This process is called the graphics rendering pipeli
ne, and it is the core of real-time computer graphics. The graphics pipeline can be conceptualized as consisting of t
hree stages:application, transformation, and rasterization.

-PROJECT1(YO{Z2|) (Projectl(Lecture in English))
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In the case of project classes based on multi-intelligence theory, in addition to linguistic and logical intelligence, vari
ous intelligence areas such as spatial intelligence, musical intelligence, body sensory intelligence, interpersonal intellig
ence, magnetic intelligence, and natural understanding intelligence can be used.

-VR/AR A= Z22f (VR/AR Game Programming)
Unity3D QIZIS 0|835t0 VR/ARZHIZ H2sHE 7|27| 2lol, ARBAOQ! C#at FLIE| IR0 Chet st&S ol2at 4
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In order to develop VR/AR content production ability using the Unity 3D engine, learming of the used language C#
and Unity engine is learned in parallel with theory and practice.

-AYLDZE (Game Algorithm)
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A class that provides theoretical understanding of software algorithms essential for game development and practice
to implement them in various programming languages.

- A YUQIB XS (Game Artificial Intelligence)

ZHE L HIC2 HYoM S240/0f 0|2/0f FHE{S| AWl X5S FOl5ts 7S L5, SMYS2 AO0IE, 2EEL,
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In computer and video games, students learn algorithms that include general skills from control theory, robotics, co
mputer graphics, and computer science.

- HUUAECXQ! (Game Capstone Design)
Al JHEE A Mu|A0f CHet 2SS S5 2YS 0l2| A[Esh 2.t
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This class provides an experience of startups through the game development and the actual service.

- 07|32 2 (Advertising Planning 2)
2 U=0|Me B07|8S sdots o Best 7|=AAMS sl Y |elM Y 582 7|:2Ct
In this subject, we learn the basic knowledge necessary to perform advertising planning and develop the ability to

write an advertising plan.

-2RY|YMT2ME (Global Living Lab Project)
S2Y 2|g T2HE DnE2 43; MUY, 7= 97| 52 =2Y ORILE 4oz o 2R
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The Global Living Lab project course is a class that experiments on practical problem-solving methods in the field th
rough the process of recognizing problems, deriving free ideas, and forming relationships with stakeholders in unive

rsity classes, focusing on global agendas such as the 4th Industrial Revolution and climate crisis.

ZYUSHHY L8 ZZME (Global Interdisciplinary Convergence Project)
POIEIEEIZLEIOI IAA =it Z2E L2000t Z2EMLAY ofo|A=2 faz2|e| g4t s 571e] 2=2Echett
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It is a cross-examination project class with five global universities for the international spread of microdigris and the
spread of global realistic media and global realistic game microdigris.

-SRYHINZAHZZHMET|= (Global Interdisciplinary Project Planning)
Ofo|AZC|az|of JA|1H St =28 AZD|T|ojet Z2HALAY 00|32 C|T2|o| &4t s 5719 S =2Erhett
9| T WAt AZTLRAE ~HO|C,
It is a cross-examination project class with five global universities for the international spread of microdigris and the
spread of global realistic media and global realistic game microdigris.

OCIO{2HAXEHEEXM (Analysis of Media Contents Trend)
O|C|oj2EI20| EMS 0[5, 0|2 7|¢to2 SEBI0|CI0j2EIZ RS 95t 7|22 |AlL 28 S2S SIoksiCt E5t
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[t understands the characteristics of media content and fosters basic knowledge and ability to utilize convergence m
edia content based on this. It also understands the changing media environment through trend analysis.

- AADICIH2HE LA O|MEE (Special Lecture on Immersive Media Strategy Communication)
7|=3t 0|C{o] J2| ALS|H S 7Ho| WaEE EHMSHE ul=o 2 20M17| ol SASt 7lsd YEY 231 B AT
2180 2lsff YE CIR|Y O|T|0fo]| CHshA] SH&stct.

As a subject exploring the intersection between technology, media, and social environment, we learn about digital
media formed by the interaction of cultural expression with technological inventions that emerged in the late 20th

century.

- MZOIC| A EC|XIR! (Immersive Media Capstone Design)
SHES0| HZ0ITo Mot S5 HZUDIH oIS 85 M22 AIF0|U MBIAS 7|25ty T2EE0ILs= deS
oM HZ0|CI0] 20k M2 B|ZUAY|RIE 2H2staat Sict
Students will create new business opportunities in the field of realistic media through the experience of planning an
d prototyping new products or services using realistic media in collaboration with the realistic media industry.

- AZAZEAZTELOZHEY (Immersive Applcation Software Development)
HUEE7IE 7|8e2 7|2 Meut=ole] sl =22 J|&S A 28ot0 Y o+, 2[4 HAS87|& Ofslste

Based on realistic application technology, development is carried out by directly applying programming technology le
amed in existing player subjects, understanding the latest realistic application technology, and improving programmi
ng ability.

-GAMELBZ IR (Special Effects)
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[t historically examines the technological progress of the process from the beginning of the birth of the film to the
present day. And systematically understand the basic concepts of various analog-based special effect technigues that



have been developed and used in accordance with such advances. In addition, modern special effects techniques b
ased on computer graphics (CG) are examined, and some practice is conducted at the same time.

CIX|2Z A2 (Practice on Digital Advertising)
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ourse provides an opportunity to practically understand and systematically practice digital advertising work. Digital a
dvertising-related tasks are divided into details, and the lecture focuses on students understanding how related detai
led tasks are structured and how to execute them, and practicing the actual process for each detailed task. Therefo
re, although the professor provides lectures on the basic definitions and procedures of digital advertising work, stud
ents are required to explore and participate on their own in order to enhance their creative problem-solving abilities
. Students will obtain an advertising certification operated by Google to understand the concepts and actual work o
f digital advertising.

EHashAMatAAZ 2 ME (Computer Engineering Industry-University Research Project)
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Based on the expertise acquired by each academic field, it is an engineer training program that has creativity, practi
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cal skills, complex teamwork skills, and ability to play the role of a leader through designing, producing, and evaluat
ing works needed by local companies or worth producing as engineers.

- Game Project Capstone Design(1)(@0{Z9]
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A game production project is carried out to cultivate problem-solving and practical skills through comprehensive des
ign and production based on the basic competencies of the majors learned during the first to third grades. Throug
h this, the major competency is strengthened, and the division of labor and joint work training are carried out whil
e team work is carried out.

- Game Project Capstone Design(2)(@0{Z2|) (Game Project Capstone Design(2)(Lecture in English))
=
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A game production project is carried out to cultivate problem-solving and practical skills through comprehensive des
ign and production based on the basic competencies of the majors learned during the first to third grades. Throug
h this, the major competency is strengthened, and the division of labor and joint work training are carried out whil
e team work is carried out.



- Game Project 1 (Game Project 1)
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We are going to develop a game by using Processing in this dlass.

Processing is an open source programming language and environment for people who want to create images, ani
mations, and interactions. In this class, we are going to go through all steps for building interactive games includin
g concept design, coding, debugging and presentation. All works are team-based and requires team members to ¢
ooperate and solve problems together. At the beginning of the class, Lecturer will teach about basic grammar of Pr
ocessing and provide many example source codes. Students are then going to be asked to modify the source code
by instructions. After they understand the Processing Language, they are going to making their own team for mak
ing game by themselves. In the process of making games, all project groups should set milestones to check up thei
r progress and get feedbacks from other students. At the end of semester, all projects should present their works.
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2|2 (Advertising Campaigns Strategy)
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A study of the theoretical foundations and the process of developing advertising and promotional strategy; method
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s of utilizing research data for developing and evaluating advertising strategy
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This course is a mandatory major subject that can learn basic concepts of artificial intelligence based on image pro
cessing. First of all, Learn basic algorithm of image processing technology through basic understanding and practice
of image processing technology. Based on the concept of image processing, it is configured to learn by focusing o
n recognition technology among artificial intelligence technologies that interpret and recognize images. Recognition

technology is based on machine learning. The main methods of machine learning that recognition technology will

deal with are neural networks, fuzzy and clustering. In this day and age,a variety of highly commercial products wit
h advanced recognition technologies are being developed. Therefore, the content covered in this course can be a p
articularly useful lecture for students who want to be hired by leading-edge [T prospects.

- AR I| X (Understanding Of Visual Grammar)
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This course is designed for understanding principles of visual grammar. This course tries to help students to underst
and visual languages such as composition, camera angle, lens, lighting, and editing.

- GYEHNAZE (Video Camera Shooting & Directing)
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In this lecture, the students will practice abilities for making aesthetic visual scenes. This lecture will treat the technol
ogical traits of various video cameras, the mis-en-scene of shots, the placement of objects, the camera movements,
and the color compositions in shots etc. It is aimed to develop various knowledge and the quality to be a movie p
roducer. It studies each steps of producing the visual texts, details of the process and a role of a producer. It helps
them to understand the formation of an individual scene, and how the relation between each scene forms the me
aning of the movies.

- B L|AO|MO| 29| 2| tZE (The Principle And Application Of Communication Theory)
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This course is to help students understand the various theories developed in media studies and apply them to the r
eal world. creative thinking and problem solving abilities can be achieved inductive and deductive reasoning. so und
erstanding and applying current theories will be essential for the knowledge in that area. There are various theories
in communication area, and we can creatively apply them to the real problems. This course is intended to develop
students' creative ability in conceptualizing and applying theories to the real world.

- HEEMH AT Z|OO|E{ M O|L} (Metaverse Creator Seminar)
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This lecture is held in the form of an omnibus special lecture by inviting experts in the field of metaverse solution d
evelopment and realistic content production every week.

- HEFH A 3D C|XtQl (Metaverse 3D Design)
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As a professional creator of item or map (world) creators on the metaverse platform, it is a lecture in the nature of
preliminary basic education to receive training for professional manpower who can engage in economic activities.



HFEYINEE{/TE (Virtual Character Workshop)
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This course provides basic dasses for students who lack prior knowledge or experience in virtual characters through
experience in planning and developing virtual characters using LEAP MOTION.

A 3D INEIH 2 El (Virtual 3D Character Modeling)
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The educational purpose of this course is to cultivate talents who can design and produce creative metaverse virtual
characters by forming an individual or team.

- HEFH A0 =X Z Al (Metaverse Fine art Exhibition)
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This dass is for beginners of metaverse environment production and includes basic 3D modeling classes and basic
modeling editing classes using 3D scanners. It learns the technology to understand the metaverse environment and
create the environment through the process of producing works using a 3D modeling program or filming and editi
ng people or things using a 3D scanner and uploading them to a metaverse environment.

- HEMHAAHO|ATZ|0O|E (Metaverse Space Creator)
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This class provides detailed knowledge on how to create content using the Yahaha platform, one of the next-gener
ation game engines, and cultivates the ability to create content on one's own through practice.

-HFEHALD MWK LAISE (Virtual Motion-Capture Workshop)
2HAA |2t HAZ HE 7|8 AR mo| el U HIZHYE YT =M ZutHQl REMHY C0|EQ] ARZO)| TSt
QIAIOIES 7|21 RHUHE A2 28 & Us sHS HIYSIC.
By experiencing the pipeline and manufacturing process of motion capture equipment and real-time render-based e
ngines, we develop insights on the use of effective motion capture data and cultivate the ability to actually utilize m
otion capture.
- XR 2HEC|XOI & (WE-MEET) (XR Contents Design Workshop(WE-MEET))
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Understand the real-time video production pipeline for real-time video content production and carry out a live comp

osition project through XR studio shooting and virtual scene production practice using an unreal engine.

- 7HA AN (360VR) AT AR (Virtual Reality(360degree) Media Production)
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Learn the physical/aesthetic characteristics and directing methods of VR video content and systematically apply them
in accordance with the video production workflow to complete a 360VR video.

- O|{A|EFA|C|XFR! (Immersive Exhibition Design)
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After learning how to use the MadMapper program and the XR spatial mapping technology production technology,
it finally projects its own XR media facade in the real space.

- MACIXIM A (XR) (Immersive Design Thinking(XR))
HIEMHA 7|8 TIRIQI AL 53 B SHZ2 HO|AAETE Sot &f2|d TRl 24| 52 53 HHRSICY.
Developing rational design problem-solving skills through case studies with the goal of cultivating metaverse-based d
esign thinking skills.

-AACXEEZJXR) (Immersive Digital Drawing(XR))
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Developing VR content design application technology skills and practicing how to use image techniques.

MZIRHEIXC|XQ! (Realistic Contents Design)

OEfHA A2 2EI=o| CIRIQIA AtDRE S5t CIRIQIEAI0) 0|8 4= JUES &2 LS Sl eisoA H2 28= Cjz}o|
Lo g&te AHFolst FOirI CHFst BAHIE MEL AHAIZQl HAlo2 IS0 Holstn 2K FHEez o L2 2
IS s HY 2HZ ORI HAlo| M Y S50t

In order to reach design innovation through design thinking of metaverse realistic content, this lecture redefines the r
ole of realistic content designers to students, and acquires the entire process of realistic content design innovation tha
t creates better results by approaching, defining, and implementing various given problems in a new and systematic

way.

-AR/VR 2EHXAIZR (AR/VR Contents Practice)
VR CIZIQ1 7|z0] ChalA Ofshstl Unity Z=21g4S 2E5t0] ARNVR 7|2 ZHZE JHLUSICE
Understand the basics of VR design and develop AR/VR basic contents using Unity program.

- ZHEIE C|X}Ql (Character Design)
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In order to plan and implement realistic gaming character contents, individual practice and group projects are opera
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ted in parallel to promote understanding and learning of individual cooperation or group collaboration.
- MZE3D W2 @A (Realistic 3D Character Modelling)
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Starting with 3D modeling, which is the early stage of the game animation industry, the goal is to learn about digit



al sculpture in depth.(Character Concept Art Sheet Production/3D Character Modeling/Character Hair, Costume and
Accessories Production/Final Rendering)

3D Of Lm0 (3D Animation)
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[t aims to cultivate 3D animation production capabilities by learning the basic concepts of 3D animation, 3D modeli
ng, and animation using 3D animation-related SW tools.

<A UX/UI CIXFRl (Game UX/UI Design)
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The goal is to develop the ability to efficiently design a screen that reveals the characteristics of the game while incr
easing the immersion of the game using a game-only UI/UX design tool and to produce interactive game prototype
S.

-AR/VRZZHME (AR/VR Project)
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This class is a class for producing AR/VR content, and the class is conducted based on a project. In order to particip
ate in this class, you must have advanced AR/VR content practice or have basic knowledge of the Unity game engi
ne.

- IgAMACXEAER|2E (Advanced Immersive Digital Storytelling)
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By understanding the concept of digital storytelling and understanding the difference between existing storytelling a
nd digital storytelling, it aims to cultivate creators' knowledge in the era of realistic media content based on underst
anding of interactive communication through intertextual action rather than traditional delivery methods.
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Realistic gaming content is planned and implemented through individual practice and group projects. It aims to und
erstand and learn about collaboration through individual cooperation or group projects, and to improve presentatio
n skills for projects planned and created by individuals or teams through PPT and development blog writing and pre
sentation.



- AZACIX| 2918l (Realistic Digital Painting)
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The goal is to understand and acquire computer graphics formats in various ways through overall learning of digital
art and learning about 2D Art and 3D Art tools and software.

-VR/AR Z232Y (VR/AR Programming)
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In game production using game engines, programming practice is focused on deepening game development using
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game engines by applying AR/VR functions used for realistic images and interactions.
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This class is a class to learn sketches and digital drawing, the most important means of expression for realistic conte

nt designers, and focuses on expressing ideas in three dimensions.

- UI/UX B[RRI (UI/UX Design)
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[t aims to subdivide the smart design production process and design techniques to plan and practice, and to cultivat
e practical production skills.

CClX|EHe|wMz 2 M E (Digital Living Lab Project)
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The Digital Living Lab curriculum aims to contribute to regional development and create new values by collaborating
with various intellectuals, industries, and academia based on the knowledge and skills of learning new digital techn
ology classes in high-tech fields to discover pending regional problems and to explore solutions to derive results.

-C|X|Eo|O|& 7| % (Basic Digital Imaging)
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In order to improve the basic utilization ability of computer programs required for architectural presentations, various
programs such as Autocad, lllustrator, Photoshop, Sketchup, Enscape, and In-Design are used in combination to set
a target topic at each time, examine the know-how necessary to reach that goal, and submit a task to create simil
ar results. In the interim and final evaluations, a practical task that can comprehensively evaluate what has been lear
ned and complete it within the given time must be submitted.



-CIX|2o|0|-MAH (Advanced Digital Imaging)
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In order to improve the basic utilization ability of computer programs required for architectural presentations, various

programs such as rhinos, grashoppers, Photoshop, and V-rays are used in combination to set a target topic at eac
h time, examine the know-how necessary to reach that goal, and submit similar results. In the interim and final eval
uations, a practical task that can comprehensively evaluate what has been learned and complete it within the given
time must be submitted.

- OIZX|& (Artificial Intelligence)
Hilefdo| 71z 2A2E TopA Ih7 (2| &8, ojdl2id 377[8, Da Hile{dol Hst ee sH&Esit.

From basic knowledge of machine learning to utilization of Python packages, machine learing regression technique
s, and advanced machine learning, we learn about it.
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As a basic course in the realistic experience convergence major, students learn basic theories of realistic experience a
nd metaverse, understanding cases in each field, and basic metaverse practice. For learing, lectures of basic theory
and special lectures by experts in each field are conducted on the metaverse, and students practice creating content
on the metaverse platform themselves.

- A YHAMC|XER! (Game Concept Design)
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Study about creative thinking and techniques for developing ideas, and apply them to various kind of game plannin
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This course provides the basic contents design of game. Students study and practice such as characters, scenario, ev
ents, quests, moving pictures, items, etc. By analyzing and discussing the various topics relevant to game contents d
esign, students will acquire the basic skills to advance to the level of creative contents designer of game.

- 2| C|XI2l (Living Lab Design)
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In order to carry out Living Lab successfully, a design that effectively connects sophisticated stakeholders and social i
ssues is necessary. Students will understand the concepts, principles and design principles of Living Lab, and points t
o be noted when performing Living Lab.

-AME| A ZEOIC|Of PBL (Social Living Lab Realistic Media PBL)
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This is a project-based leamning class that solves global social problems, including climate crisis, and various issues of
local communities with new realistic media solutions including Metaverse.
H| 0 2SI EfH AR HXEL (Comparative Cultural Exploration)
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We investigate causes and examples brought about cultural difference by comparing different cultures. We research
each culture’s unigue traits, analyzing universal cultural phenomenon of mankind and sharing values.

AR232HX7|2lAME (Planning and Practice of Local Cultural Content)
9ol dAl 2eAtYE &85l RREHZE V|Eote WHE 0|2 S5 HEE Soff 56Tt AI9ReEH =0l 7y
ARHIE Estn, Z(Fe| FAL ZetAtele| E-E TE6t0], O E30| 2= ZHI= i Of0|C0E 7|Btez F&= Iy

The main purpose of this course is to learn about how to plan cultural content using local historical and cultural res
ources through theoretical learning and practice. Students will be able to study research cases of the development o
f local cultural content, draw characteristics of local historical and cultural resources, and prepare a content develop
ment plan. In order to register for this class, ‘Planning and practice of local cultural contents’is a prerequisite course.

-E2HIEXMZOIC|I0 PBL (Local Content Realistic Media PBL)

SISHME BakEEIZ 718 o WS B 22F Weot 00|, SaHR6I20| CfF YSHHO! 01T Of3 L

This is a project-based learning class that connects with exhibitions/festivals/events by utilizing the rich cultural and h
istorical resources of the region as materials for realistic media contents.

-Zlo|O|m|AH o] Melo|sletEte] (Gamification)
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Gamification is the concept of applying game-design thinking to non-game applications to make them more fun an
d engaging. Effective gamification is a combination of game design, game dynamics, behavioral economics, motivati
onal psychology, UX/UI as well as ROI-driving business implementations. This course is composed of definition, cate
gorization, successful cases, core mechanism, applied cases and prospect.

A YUT|E AR (Game Design Project)
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Students will study the basic principles of human psychology and implement them in diverse ways involving the ac
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tive interaction between the cyber space and the game player, immersion, goal achievement. They will develop the
se basic skills and apply them to games.

-AYZZME (Game Project)
7|22E 247NR| St AJER2HUES RIS

o

Goal for this class is to complete a game project from planning to finish.

7|8 NS QIHK|EZE (Technology Convergence and Creating Shared Value Through)
JIRAITY TSt 7|&2 8ESke At 7|8E StEota, O|E V(82 SRIIRHR HIZLA REE 226l HES Sl
2| o 5HS SHAIZICH

We improve our ability to perform Living Lab by learing thinking technigues that fuse various technologies in the 4
IR era and establishing a shared value creation business model based on them.

MHIMC|XFQ! (Social Venture Design)

122 AlBIZA) B SEOR AT Y 2LHAH0| Choto] CHYSH AR A= 22| 1] AFLIE(
Y A4 wiaol BIZUA DUE XISt TUK0ICH ARBIE JHAic} B VIS S| 278 4+ i 7Ige] Hix
LA BYS BH50| AA2 AES 450l 2Lt

This course examines various cases of social ventures, which are part of the social economy, and designs business m
odels of social venture suitable for the local community. Based on the understanding of the social economy, we cre
ate a business model of a company that can pursue both social and economic values at the same time.

CAMH[ =LA (Social Business)
A2 12| 2Fots 2O0I0AMS] HIZLARHS SHE5ICE +UUER2 B, 188E, AL 2IREAY, U, ddds
S22 OI—?—OP*._'EF.
This course learns about social econom business models in wide field. Classes are generally characterized by particip
ation through discussions, work group, research projects, writing essays, presentations and field trips.

M OIALS| 2 H|H 2| 2F0t0|C| O] (Social Issue Defining and Ideation)

WIRE ARH7LR| BIZL A CRIQIMZ 7I-ES St Of0|L|0] AlZel, Z2AE 2|2 3&0 2[Y™ g dE
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This course is composed of idea visualization, design thinking technigue, project planning workshop and end-user fe
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edback through effective definition tools of various social issues.

-AMZAHEFHEEXT|E (Immersive Festival Contents Planning)
5G AlCHe| dia) FRI=Q0l HZ0|C|0f J|&ut HCiARIS] 22 2 TR{CIYRl SIS P=ae2M M22 FEle A2
H2E 25T 2SI LHO OBRIE 4 s AREAS| ZATSIt YYS SHoR FICH
The goal is to contivate practical festival experts who can build new types of festival contents and contribute to the
development of local festivals by combining Immersive media technology, a key content in the 5G era, and festivals



, @ new tourism paradigm in modern society.

- E2otHE S A (Realistic Culture-Tour Planning)
oo cist 2241 oshE S2st, Fetde| Jets melsto] BAIEE JHsi, MER HEAEE AAlSC
Develop awareness and understanding of culture tourism to understand the status of cultural tourism and related pr
oblems in order to suggest new cultural tourism products.

EolGAMAMAHBHXT|ZAE (Planning and Practice of Immersive Contents of Cultural Heritage)
AALZS S 0L 2= T|HE S5, Alm MY 53 Lot BRIt G S4o 2= 7| A2 WHE &5
SiCt,

We learn content technique, finding out historical and cultural sources, and cultivate ability of selecting materials. Ac
quire content plan and production method of practice centered.

-HEMHAZHE| =720 (Career Building Through Metaverse)
St QIEY, OIC|0] S CIA|E 4A7|&9 Wrez AfS|el CiYst 20t DEfHAZ A, S8l ACH M2 WAL=

22 71e2t AR, oe 52 8B AIRE 7|22 511 QU0 0[0f Tt &Z0|T|0f, HEHA0] 7|2/88 R[4 2| £50I

With the development of new digital technologies, various fields of society are connected and converge in the Meta
vaerse. Newly created related occupations are also based on convergence thinking between technolohgy, humanities
, and art, and it is necessary to acquire basic/applied knowledge of realistic media and metaverse

- XR Project Management (XR Project Management)
Jl0|22 HA HEE 4 ALn 7|Ye| HIHY ZHE 7T = Ol A& 2YQUE =HZ, FF90]| ofish o

ol &2 Yol 7|21 =Lt

With the aim of professional managers who can actually apply business administration theory and know how to im
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plement corporate vision and goals, it secures wide employment opportunities through in-depth learning of business
administration.

XR ZdYH™EF (XR Strategic Management)

FAgHe= Hute| 0|24 dYo=z AMEqlen, Y=zl 7Y, 7|gel ety &AM, siadakel Z2 7|Ye| e
At s3Hoj| ofst 2A, 7|= 2 o|Ho|d Het o StF Mo AZstY| et 7| 22| dAIot RE 52 WES
sHEoiCt

It consists of theoretical explanations of management strategy theory, analysis of the company's external environme
nt, analysis of the company's internal resources and capabilities, technology and innovation strategies, and design an
d operation of corporate organizations to adapt to changes in the external environment.

XR 2HEEHAHAIZO|M(PBL) (XR Contents Startup Simulation(PBL))
2 4z XR ZEI= e AZ2(0[H AYS 10ksto] SHIS0| AMAAS AT 4 U= nSUYY. 2 ZRoIME 4~

2= =2 =
g HEo| JoI9C MY AAUS HEHH0 24 LS BF A4F OIS, HYIHOIY £9I0] TRt 21E MYo| 2YECH

This course is a curriculum that allows students to experience actual start-ups by devising XR content start-up simula
tion games. In this course, practical start-up training is conducted for teams of 4-6 people, and nine-step missions



modeling the start-up process are carried out, each step is completed using a separate crowdfunding system, and t
he final funding amount is determined according to the ranking of each team and individual.

-XR ZIAEIE Y (XR Lean Startup)
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By learning lean startup, we learn creative and customer-oriented product development capabilities and business mo
del establishment capabilities that can quickly develop products and generate profits at minimal cost.

-XR O Y (XR Marketing)
OIS} Zut0] CHE X|ALT} AliO]l RHSH LIRS SISO BImA &2 HYste 22 SHR 510, SHMSO| 2IY ARLE
£ Sst0] 7|2 oHE =0 Chsll olshatct.
It aims to relatively easily convey knowledge of overall marketing and cases to students, and students understand th
e marketing activities of companies through case presentation.

- XRH[=L|A7|2I(PBL) (XR Business Planning(PBL))
718 20| eF et WRsHEYL, Z29| H|Y, M Ol U R § IS st Ao k= A2 220
Cish OfalistH +=ZiSo7 2E7 18 H2WAS WHelste A2 SHZ Sith
It aims to internalize the management planning approach to students by understanding the practical aspects of ma
nagement, such as external environmental evaluation and internal competency evaluation in the planning field, orga

nization's vision, strategic issues, and types.

-XRAKL2 (XR Studio)
AZO|C|o] 2H2E 7|8 Y MRG0, AYMS| ZRME 7|8 2T £ ZUSS EEHE A SEE BiCL
It aims to plan and produce realistic media content, and to derive high-quality results of students' project planning s
kills and completeness.

-XR O EE|A|AKEZZ2EHM(PBL)(XR Analysis & Production(PBL))
2 0= XR AlZL| A3t 0] Cist 0|22t &S CTHECE XR 71&2
2= A2 g U XR HRUA 22 55 SHEot, 0| HIEHCZ XR AlZ HE LS
PBL(Porject Based Learning)% SHE50] HA| XR 2HIZE A &stn Z2AEZ Ae|ot= FHE AE & A0, XR 7|
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This course covers the theory and practice of analyzing the XR market and developing entry strategies. The course ¢
overs concepts and types of XR technology, trends and status of the XR market, methods of producing XR content,
and XR business models, among others, and develops the ability to establish XR market entry strategies based on t
his knowledge. Additionally, the course utilizes Project-Based Learning (PBL) to gain experience in creating actual XR
content and managing projects. By taking this course, students can enhance their understanding of XR technology

and industry, and acquire the skills to plan and manage XR businesses.

XREHH|=L|AEE (XR Startup Business Model)
XR ZHI= 7|=, A8, otF HIE 24510 7420l 2 4AE SHZ off, st H|2UA RES SEd g2l
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[t aims to design a specific start-up by analyzing changes in XR content technology, information, and environment,
and cultivates the ability to analyze feasibility by designing a rational start-up using various business models.

-XREBHEZZSZ4 (XR Contents Producing)
u AA| Q12E Z|Au 2t2E 0|85t0| F3t ofjL|tfold S| & ZEI=t SNSet &2 Z&
S CHYst Al BRIZES 2y J|eel & & e 7|38 2=t

Understand content planning and use actual humanities knowledge and data to plan traditional contents such as m
ovies and animations, and various new contents such as SNS and YouTube contents.
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F (Strategic Management)
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It is composed of theoretical explanations of the overall management strategy theory, analysis of the external enviro
nment of the company, analysis of the internal resources and capabilities of the company, technology and innovatio
n strategy, and design and operation of the company's organization to adapt to changes in the external environme
nt.

- AIG™EAAHE (Management Information System)
SIEQIO, 2ZEQ0, WENZ, AU FH7|ES AIISHCL J|HoIMel HET &2 Jeo)| CiEtod HiRL C|O|E{H|0|
291 G0jg| M =70 tisto] 72242l 0|8 2 A&2 Sttt
Introduction to fundamentals of hardware, software, networking, the Internet and its technology components. Role
of technology in contemporart business. Basic relational concepts and data analysis.

- M| ZYS (International Business)
oA HIZULATE Slish= =29 2 20| tigste =41 7|1Yel Adgat ASS Olsisk=t ==20| === SiCh 0|2
2l =412 0|20 cist Zelet 7|Ye| il F&S0l| Tist AR|HFE STt
International Business Management course is designed to assist students in understanding the global environment in
which international business takes place, as well as the role and behavior of the international firm as it reponds to
the environment.

- EYAS M XA AL (Global Social Value and Business Case)
CIsh H|2LA 22 286 T2l 2 dAE Sto] Bt 240 CisiA SHESiCt.

[

It learns about feasibility analysis by designing a reasonable start-up using various business models.

A7 A DI A Y (Entrepreneurship & Venture Business)
TS 2HA0|| CHd|oto] 2ol Tesh 2ALZ 0l M2, YAl Tast 2|Mur Az 0| Cist 7HY A[EE stEete=
Mo 2IY0lo| Rk Stetll, UAMLSES A0t

To study and investigate cases of start-up management. Enterprenuership and other issues related on start-ups are ¢
overed in the dass.



<O 8 (Marketing)
UHI%‘ Mutol| gk 2|AaF Aol 2kt LIS SESOIA Hlud HX sk A =H= 510, SS0| 2 AlRLE
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It aims to relatively easily convey knowledge of overall marketing and cases to students, and students understand th
e marketing activities of companies through case presentation.

- AOFEAY (Smart Business)
AOIE J|ag FHoZ HiRH, %ﬁl 0213t 7|20| HY T2MA, AY e, 22372z J2|0 MY AY
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It learns smart technology mainly, and in particular, it leamns how these technologies affect the environment such as
management process, management strategy, organizational structure, and industrial management.

- AZHO|C| O Z3HE T EF (Immersive Media and Platform Strategy)

2t
7120 A Hete 9o 2019, 8ol RAYS Sl R oM FYHE =S

=

i

HE H2

(e

mTé
_|0||

FE SO 244

A 0|00 20te| 2e|Xo|n NMR|SH M 1 >SS STl
By learning platform strategies that secure competitiveness at the ecosystem level through attraction, scope, and flex
ibility beyond existing product strategies, we learn the ability to implement creative and customer-oriented strategies

in the field of realistic media.

UM 2 EEFQQHIEFTZ2HM (Alpha Prototype AND Beta Production)
CRY ZH=2 MU0 2715= A A2 sHS 2o XR U= dite] Z2MAE Olslstn
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Understand the process of XR content production for practical production capabilities required by the digital content
industry, and aim to be designed for strategic purposes.

ZHXMAH|=L|ATEF (Contents Business Strategy)
SES0| EIZ A2 ¢ OfL|2t, Al et &4, 2k 39| 2 240] TSt Ols S SE= BiTt.

[t aims to improve students' understanding of the importance of market, environmental analysis, and strategy establi
shment as well as content production.

-AlYasfE =232 (Game Graphic Programming)
AZojtjo] U= AH2AWHOIM J7[2He2 555(0{0F St TR 272U 7|2 AE 561, 889 £+ U=E ¢/
C++2 0|8¢t OpenGL 7[8te] 3D HYS AHIZfBict.
This course focuses on developing OpenGL-based 3D games using C/C++. Through this, students will acquire and
apply fundamental design programming knowledge essential for the immersive media content production proces
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This interdisciplinary course, offered in collaboration with the COSS(Kaywon University of Art & Design and Kyung
Hee University), aims to provide students with hands-on experience in planning, producing, and presenting VR-ba
sed interactive content. By integrating the art and design-based graphic production capabilities of Kaywon Universi
ty of Art & Design with the engineering development-focused technological expertise of Kyung Hee University, stu
dents will engage in real-world team projects. This allows them to experience the entire content creation process,
from initial planning to production and implementation, thereby strengthening their practical collaboration skills.

E|ZZHO|E{ X 2| (Multimodal Data Processing)
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The primary objective of this course is to cultivate the ability to solve real-world problems through the convergenc
e of Big Data, Artificial Intelligence (Al), and immersive media technologies. Students will undertake team-based p
rojects, gaining experience across the entire service lifecycle, from market analysis, service planning, design, and d
evelopment to intellectual property acquisition, marketing, and maintenance. This course aims to foster data-drive
n decision-making capabilities and creative problem-solving skills. By securing deliverables in the form of document
s, data, and software, the goal is to nurture talents equipped with the core competencies and practical experienc
es required to become immediate assets to society

ro

SX|57|x2t=LE (Introduction to Al and its applications)
UaaiEh Al AAROIM S22 =011 Qs QIZA[S (Ao Cht OlsHE 8=, O :._L?_ | Ele oAz, gald, o
Clole], StEYOf, ATEQIY 7|51t Q7H-0IZR s 4S2HE0)| Chst SES Salf, 42t AsY A A—kS BHUSICHLE
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This course aims to foster an understanding of Artificial Intelligence(Al), which is gaining incresing importance in d
aily life and various industries. Through studying foundational machine learning, deep learning, big data, hardware
, software technologies, and human —Al interaction, students will cultivate core competencies for the Fourth Indus
trial Revolution. Furthermore, the course will explore key technologies and tredns across diverse Al application fiel

ds and examing future prospects.

& (Computational Thinking and SW Coding)

il
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This course enables students to understand and apply the core components of computational th|nk|ng (decomposi
tion, pattern recognition, abstraction, and algorithms). Students will master the basic syntax of programming lang
uages such as Python, allowing them to express logical thinking through code. Furthermore, they will develop the
ability to analyze real-world problems, design algorithms, and solve them through software. Through practice-orie
nted education, this course aims to foster students' interest and confidence in programming.



- H|O|E{H| O]~ (Database)
24T YEE 282402 25| st HO|EH|0|A A|AGIO] Cist GlO|et 2R V[, 3t A|ARIe 4 I QIElY 7|
9, ol 7|9, ClIO|EH|0|A0] =2 FLzot F2[A £, 2} 20| 2 24E é‘gloi(query language) 22| Y z|&st,
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This course covers database design techniques, including data modeling methods for efficient management of vari

o

ous information in database systems, file system organization, indexing, hashing techniques, the logical and physic
al structures of databases, processing and optimization of various query languages based on different models, con
currency control, and recovery techniques. Prerequisites for this course are Data Structures and Operating Systems.

- X271 X (Data Structures
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This course addresses the characteristics of basic data structures for software development and problem-solving. It
covers data structures and organized thinking for problem solving. Specific topics will include arrays, stacks, queu
es, linked lists, search trees, and hash table.

- 20 7|ZM2 (Practice on Advertising Campaigns Strategy)

FUT|82 A, 28R}, S0l oiet SEHQ O HRLFOME Mot g 4~ A=, OFE AZol UF=M &
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Advertising planning can be defined as a comprehensive marketing communication strategy that focuses on the
market, consumers, and products. More precisely, it is a marketing communication strategy, an integral part of th
e marketing plan, that proposes methods to achieve advertising objectives during a specified advertising period. In
this course, students will acquire the foundational knowledge required for effective advertising planning and deve
lop the competence to draft compelling advertising proposals.
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The primary objective of this course is to cultivate students' ability to design 3D environments and implement inte
ractive spaces using Unreal Engine and Blueprints. Through this, students will develop level design skills that consi
der spatial flow and user experience, and ultimately establish their own creative spatial design and a unigue appr
oach to visual scripting.
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X7|2lM& (Theme Park Contents Planning)
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Theme parks represent a significant area within spatial content, offering an experience where users engage their
entire body and mind within a physical space as a platform for enjoyment. This field exemplifies how various med
ia and content converge, much like museums, expos, and tourism. In this course, students will learn and practice
the comprehensive process of creating theme park content, including visitor demand analysis, IP analysis, creative

conceptual design, master planning, spatial storytelling, media storytelling, and proposal writing.

- &o|ZsM 7| (Creative Engineering Design)
AZ0|T|o] ME|A 2 2= A2ETHS lo 2I2/H AJR2 =2E 01000 ¥ 3 BB,
Th|s course aims to cultivate the ability to translate creatively derived ideas into the actual production and implem
entation of immersive media services and content.

FHAEC|XFQl (Convergence Capstone Design)
SH3 SF0|C|0] 2 Aot 2502 T2MEZ RI5t= n}Z0|C}.
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This course involves undertaking collaborative projects with industry partners in the New Tech Convergence Media

sector.

O|HA|EARR ELC|X}Q! (Immersive Sound Design)
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As visual differentiation alone cannot create truly complete immersive content, immersive sound stands as one of
the most crucial elements in immersive media production. Multi-channel surround sound is both the present and f
uture of audio-visual media, and its fundamental principles are expected to remain significant for a long time. Thi
s course aims to research and develop methods to integrate a soundstage experience similar to or even superior t
o that of theaters into films and videos, particularly within the increasingly personalized media environment. Throu
gh this course, students will aim to understand and apply the fundamental principles of immersive sound producti
on and design sound for various genres and formats using computer-based immersive sound tools.

-OlE{EHE|EAEZ R 2 (Interactive Storytelling)
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This subject aims to understand the characteristics of digital media as a new story format and to examine the cha
racteristics and changes of interactive storytelling in a timely manner. In addition, various examples of interactive st
orytelling works are analyzed and applied to actual content planning.



CAMABHETI|EE (Immersive Content Strategy and Planning)
HLZHZE ICTE 7|82 QI7te] Z2iht QIZ|E 213510 HAet Bt FEt 244 S Sdtete 2HIZ0|C 2L,
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Realistic content is content that expands experiences and sensibility similar to reality by stimulating human senses
and cognition based on ICT. It has the 3| characteristics of immersion, interaction, and intelligence. This is a subje
ct that learns the entire process of planning realistic content through theory and practice.

MAHAEC|XRI 1 (Industry-Academic Capstone Designl)
ZTHREOF AV & 2 2Ofo| AtiA|/H74 Satel HYS Sofl 2 0lF £Holiof & TR2HEE Ao 8224,

0 WHOIN B2 LSS A3tstn ASSLOIN TR 7SS 22 S5 4 Ut SAS HIYICL
By experiencing projects to be carried out after graduation through collaboration with industries/research centers i
n each field related to cutting-edge new technologies, you can embody what you have learned in the curriculum
and develop the ability to quickly acquire the skills needed in the field.

AMSHEAELC KRl 2 (Industry-Academic Capstone Design?2)
HTHEOF AMV|E 3 2t 2ofe| AtdA|/oirlA Sufol MRS S5l EY OIF £3sloF & TR2MEES AT 28224,
s YoM HER LHBS AStotn MRHY0M LR 7258 WEH 55T £ U= sHS HiYsict

By experiencing projects to be carried out after graduation through collaboration with industries/research centers i
n each field related to cutting-edge new technologies, you can embody what you have learned in the curriculum
and develop the ability to quickly acquire the skills needed in the field.

CELEREEXT|ZME (Planning for Museum Contents)
HIEE2 HAILN-ZZ-HA| 3718 At QAR 5t QT BEHEH=E A9l AZH-S7-A| 2HO| 7ix|t HBE
BRI 2 L] QU HAIRAOICE Of3Het 2SS Fi HAIZHZY|HYS trHo2 AsIct
The museum is a space content. Space contents are contents that use space as a platform and whole body as m
edium. The range includes theme parks, museums, fairs and tourism. In addition, content should be designed taki
ng into account user desires as well as behavioral characteristics. For museum exhibitions, visitors should compreh
ensively design the architecture, interior design, viewing lines and multimedia content required when meeting artif
acts. As such, space contents are highly characterized as convergence contents that combine various industries an
d academic elements. In addition, because it has to go to a specific place, it has the characteristics of a very impo
rtant local industry, where additional consumption such as accommodation, food, and shopping increases in additi
on to the content experience.

CSHIASEO0|ICIfYE (Introduction to New Tech Convergence Media)
0| =2 wE|3 88 0|C|of FOfo|| Ciet MEHAQI Ol3HE 5= Y= HE2=Z, O|f| | HAHA HiF, D|C(ofet 7|
e SUHH S ®EIZ 7189 ¥
.

Scod=E S
o =M= o
2ES BA5I0] MY MEts
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ofafist=t =#E ECt

This introductory course provides an overall understanding of the New Tech Convergence Media field. Students wi

IN ¥2 oo

|l explore the historical background of media convergence and the socio-cultural changes brought about by the in



tegration of media and technology. After examining the principles of new technologies such as Artificial Intelligen
ce (Al), Big Data, Blockchain, Virtual Reality (VR), and Augmented Reality (AR), along with their application cases i
n media content, the course aims to foster a comprehensive understanding of the new tech media industry by an
alyzing its structure and diverse business models.

SHASEO|CI07|2 (Planning for New Tech Convergence Media)

FHIAE 285t aiHstE 0|00 2EI= Of0|L|01E =&3t0 TAlSteh= WS S&sta, AIFRAL BRI 24, 2812
T, 71= A& Yo, HZUA Y 52 EEe T J|IEME Agitt 7|8t WES HAl ZRHER ZSH=0|
st ofih o1, Ay 2| 59| LotRE Qsltt.

This course teaches students how to derive and concretize differentiated media content ideas by leveraging new t
echnologies. Students will develop comprehensive proposals that cover aspects such as market research, target an
alysis, content structure, technology application plans, and business models. Additionally, they will gain practical ex
pertise in project execution, including budget, human resource allocation, and schedule management, to transfor

m their planned content into actual projects.

SHASEOICI{=ZHME (New Tech Convergence Media Project)
FHIE 88 0/C|0] 2EI=O| J|2I2E A&, etd7tR| M 2y E HYsin MR AYUsS 4o}
oz dEEZE MIZOZ 0|B07t= sHE SHFsHT

=]

ree

ot E5H &l

rio

= gt

This course enhances practical skills by engaging students in the full lifecycle of New Tech Convergence Media co
ntent, from planning to production and completion. Additionally, it aims to cultivate the ability to successfully lead
projects through effective collaboration with team members.

=2HISEAAZZME (Global Engineering Design Project)
O] uut=2 ShiS0| 3 2AMS 85t 22 AIZQ] CiYdt a3t 2AIE Y=sty, A4l SSy dYsio] &

%
o9l SRS MG SHS BYSIE UG SEE B
This course aims to equip students with the ability to leverage their specialized knowledge to identify diverse engi
neering challenges in the global market and to collaborate with international team members in designing creative
solutions.

]2 cz=2a2fY (Basic C Programming)
CAHOje| 7|2l 2t 22l JHEE 2o, ARFE Z= 1ol oSt 7[=24Ql olshet &
SHEI} S| AES At A0 T2 gl S3HS 7| A8 2H2 S

This course aims to cultivate a fundamental understanding and application ability in computer programming by m

0f0
or
i

astering the basic syntax and programming concepts of the C language. The objective is to develop practical prog
ramming skills through a combination of theoretical learning and hands-on exercises.

g cZZ2324Y (Advanced C Programming)
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This course aims to cultivate the ability to solve complex problems and design and implement efficient programs
by mastering advanced syntax and in-depth techniques of the C language.



I'

-2 EEIXT|ZI2 (Design for Tour Contents)
Yol 22 220! OHIEE Oldfist e 2 M0 48T £~ Qs UF2Z Y O|HIE HIRLAS| ZMS BT
This course explores the significance of the tourism event business, enabling students to understand events as a ¢
rucial component of tourism and apply this knowledge directly to practical scenarios.

- DGHYAE (Advanced Game Engine)
Unity, Unreal & 48 A ROt OfL|at, C, C++, A8} 2=y S8 S8l AZIe| 27t0| &= 7I& sH&sitt
This course explores the fundamental technologies underpinning game engines through programming languages s
uch as C, C++, and Java, alongside utilizing commercial game engines like Unity and Unreal.
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(Capstone Design))
Aol Mol SfFMS =E5t0] AR HEHE st sHE TY
sHE TR 7|1R= AS SHZ St

This course aims to cultivate the ability to analyze real-world business problems based on management theories, d

o

erive creative solutions, and formulate practical strategies. Through team-based projects, it further seeks to compr
ehensively develop students' collaboration and problem-solving skills.

SJAVAZ=Z2 21 (JAVA Programming)
AHE A1019] 7|2 2YS AIZLZ AA2F T2 124Y, 2AtZTE, YU2E, GUI Z212HY §2 SHEEIT
This course covers the fundamental syntax of the Java language, followed by object-oriented programming, data s
tructures, algorithms, and GUI programming.

- M8 EZ 1 (Advanced Convergence Special Lecture 1)
CO-WEEK ACADEMY 7[Zt0i| 87§ ZTHEOR 2 7|24US ke & US.(FTHEOR QS 2A|s, YIG|O|E, RHM(CiEte
4|, D2iRtE2, Bio|2P A, HZO|T|0f, ASHER, OfHAR|LILE)
This Course aims for students to learn the basic knowledge of 8 advanced technology fields.(Fields: Artificial Intelli
gence, Big Data, Next generation Semiconductor, Future Car, Bio Health, Immersive media, Intelligent Robots, Ne
w Energy Industry)

- EA =2 (Graduation Thesis)
AlZ

1Z40|Co] HAUEYTSIoN 235k Oo|A=0 2] 27} 0|4E Oleste AS Fsltist EYE flet U= ¥4

Immersive Media Convergence decides acceptance of graduation thesis by completing more than two micro degree
s opened in COSS.
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