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174 a wa
YaAITUNUA
1. dnfinwaninermaniuazinalulad desseuliasuniuvangnsvedne
Faglasuoudivsyaninemanstndin lasavdeaseulisindy 136 wiiefn
gAVIU @1 NULATEDITARaU AaaseuliannIn 135 nuehn fadl

A19713913NYINITABUNLADS
(MAUNSANYIUUUNA WAL LNUNITANYILUUENNAANE)

1. vann3vAnenl (General Education) 30 whenie
2. vualvanig (Computer Science) 100 g
2.1 naudrunu (Core Courses) 12 etanty
2.2 ngaiyamgau-UsAU (Major Requirement) 70 ihgin
2.2.1 NEUUITHAUAUBIANIIWAZ ST UL TAUVIA 9 el
2.2.2 ngumaluladiitesuuszeng 10 avetdhl)
2.2.3 ngumAlulaguazisn1snswendunls 24 avetihld
2.2.4 ﬂ&jm‘lmaa%ﬂﬂﬁugm%ﬁzw 21 el
2.2.5 nauaniawisuazanUnenssumneuiiames 6 AVt
2.3 Ay anIgau-laen (Major Elective) 18 el
3. v Laenias (Free Elective) 6 avetdhl)
33U 136  WUIYAR
a1 nalulagansaune

(UHUN13ANMIUUUNAkAEUWNUNSANWIMULANARAN W)
1. vane3vAnw il (General Education) 30 whene
2. wuadvanig (Information Technology) 100 Wiy
2.1 naudwwnu (Core Courses) 15 NUINA
2.2 NaIvNanIzAU-U3AU (Major Requirement) 61 gin
2.2.1 NEUUIZHRUAUBIANITUAZIZUUATAUVA 9 eIl
2.2.2 ngumaluladifieauuszynd 27 vetdhl)
2.2.3 ngumalulaguayisnsniewenduas 16 ivetihid
2.2.4. naalassadsiiugiunesszuy 9 vetdhl)
2.3 nguAYanIgau-laen (Major Elective) 24 vetdhl)
3. MY IaeNLET (Free Elective) 6 wmheia
59 136 niein
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A1V NNULALHBLTI AN

1. vann3vAne il (General Education) 30 wdlena
2. A LaNIe (Software Engineering) 99 nuehin
2.1 ngudwunu (Core Courses) 18 ety

- NELAVILNUNIAUANIRFEANSUAZ AT A 12 vetdhld

- nguArunumaduiiugiumelulafansaumna 6 vetdhl

2.2 ngxAv Mg u-UsAU (Major Requirement) 48 aVelIhk

2.3 Ny anIgau-laen (Major Elective) 33 vetdhld

3. MIAIVURBNET (Free Elective) 6 vetdhl
5 135 whefin

2. dnAnwazsesdufinnanisiieuresnaianisfingaslu Degree Plan
v = ¥ U X A I . . a A ) .
UNANWYIALHBIVUNNIVBN-LaDN (Major Elective) wazivtaantds (Free Elective)
munamzidewseulinsundngns
& = a < =] Y = ) P | a & aa Y
4. lumsdenSeuinlannu dnfnwinesdnwivdngns iegindvntuiivdedy
feuviseNuANUITwoFnw I IneunIalll

0 W o =

5. Degree Plan \JugilouszdndiinAnwinaenanidinwegluumninerdonsam

dsAunaunIanuAuN

(Prerequisite)

fudinluvdngnstaindnwezamsifouseuldfdodelfnvasuiunselnsiiouundin
wieuuds Infifesnsasuinunioiasidouinudaienifintduiouvioiiuniug (Prerequisite)
Jyadunowniefiunudll 2 Ussan fe

N dnvtiduieundeiiunuiszyiidessauld vansmnuiideuasSeuitunuas

aoulalaglyifin F
9. anndidunewnseiuauiildseyindesaeuld mnsanuitdesaswIvItuNIlag
pg19toyla F (Drop wse Withdrawal : W 14 lile)
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31803V IMUNANGATINY I EATUUTA

A1913971INYINTADUNILANDS

1. vnadvAnwnaly (General Education) 30 #ihefn

WY e%ein Q?mf N30 'aimjﬂuna‘li
NBUIB-NA NIDNUAIUS

NguYIN1WDINGE (9 Miwhin)

EN 101 | Everyday English 3 -

EN 102 | Social English 3 -

EN 103 | Global English 3 -
NEUAVIYTUINTNNBEAWAIN (21 WIefn)

GE 101 | Thinking Skills for Lifelong Learning 3 -

GE 102 | Citizenship and Social Transformation 3 -

GE 103 | Technology and Innovation for the Future 3 -

GE 104 | Aesthetics and Well-being for Life 3 -

GE 105 | Global Alliance and Emerging Issues 3 -

GE 106 | Financial Literacy and Sustainable Development 3 -

GE 107 | Entrepreneurial Spirit and Leadership Skills 3 -

52U 30 nuwnn

o
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2. #uINIVaN1e (Computer Science) 100 %U18AA
2.1 ngadvunu (Core Courses) 12 g

o - “ - U Fy1U9AUNDY
S GRLE 18031 S V21 T Y
nUWNA NIDNUAITN
CS 101 | Fundamental Theorem of Calculus 3 -
CS 250 | Discrete Structures 3 CS 311
IT 494 | Legal and Ethical Aspects of Information 3 -
Technology
ST 207 | Probability and Statistics 3 -
52 12 nenn
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2.2 N3 uamIzau - U3AU (Major Requirement) 70 w3efin

o - “ - AU Fy1U9AUNDY
TREIV S19YDIUN .. Il L oz Y
NnUB-NA NIDNUAITN
L.guussfudIUuBIAn LA ST UUENTEUWA (9 Wiaefn)
CS 100 | Introduction to Computational Thinking 3 -
CS 436 | Software Engineering 3 aauld CS 310
IT 446 | Human-Computer Interaction 3 -
2.ngumaluladilasulssand (10 yhydn)
CS 497 | Computer Science Project | 1 gould CS 403
CS 498 | Computer Science Project |l 3 gould CS 497
IT 358 | Technology Entrepreneurship 3 -
IT 359 | Ideas Generation for Technology Start-up Ventures 3 -
3.ngunalulaguazisnismisanduas (24 viaein)
CS 310 | Computer Programming | 3 -
CS 311 | Computer Programming |I 3 gould CS 310
CS 318 | Object-Oriented Programming 3 gould CS 310
CS 350 | Data Structures 3 aoule CS 311
CS 410 | Organization of Programming Languages 3 aauld CS 311
CS 460 | Artificial Intelligence 3 gould CS 310
CS 461 | Neural Networks and Deep Learning 3 gould ST 207
CS 462 | Data Analytics and Mining 3 aoauld ST 207
a.ngulassadeiugiuvasszuy (21 vihedn)
CS 403 | Systems Analysis and Design 3 aauld CS 310
CS 413 | Automata, Computability, and Formal Languages 3 gould CS 311
CS 423 | Internet of Things and Applications 3 gould CS 100
CS 430 | Database Systems 3 gould CS 310
CS 441 | Algorithms Analysis and Design 3 aauldl CS 350
CS 448 | Cybersecurity 3 aauld CS 454
CS 454 | Computer Communication Networks 3 -
5.ngugrsausuazda1lnenssunaunngs (6 vulein)
CS 320 | Computer Organization and Architecture 3 -
CS 422 | Operating Systems 3 -
32 70 Vel

o
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2.3 AR NANIZAU - 1FaNn (Major Elective) 18 wiiefin
inAnwidendendnuivnaniseny - den lidesndn 18 miliefnuazanusalionisewian
Tumnairianzvesavneuiumesdulurnzmaluladasaumawazuinnssy TngouslAls
amzidowseulaladifiu 18 wiiedn

v o a MUY FvUsAunau
TNEIYN 8%V oA N3N - X Y
NnuUB-NA NIDNUAIU
NguIY1INABNNUABS (Cooperative Education)
CO 301 | Pre-Cooperative Education 3 -
CS 390 | Cooperative Education 6 gould CO 301

ey CS 436

N§UIYIN1TIEN1IAIUABUNUNDS

(Computer Research)

CS 202 | Introduction to Business Computing 3 -

CS 414 | Compiler Construction 3 gouls CS 413

CS 490 | Seminar 3 goulaivianzau-
UsAuagsiloy 3 391

CS 491 | Special Topics | 3 goulaIvianzau-
UsAuagsiloy 3 391

CS 492 | Special Topics |l 3 goulaivanzanu-
UsAuageiloy 3 391

CS 493 | Special Topics Il 3 goulaivanzanu-

Japuagnatios 3 31

nguimausiuasUasadensluuas
(Cybersecurity)
CS 446 | Cloud Computing

aauls CS 320

CS 447 | Blockchain and Cryptography Technology gould CS 454

CS 457 | Computer Security gould CS 454

CS 458 | Wireless and Mobile Networks aauls CS 454

W W WL W

CS 459 | Network Design and Management goula CS 454

8 "\ wingmsUTaans anzmalulagansaumalazuinnssy Un1sAnw 2567



Y a a4 o MU FyrUsAunau
TNEIV S19YDIUN L. N3N - X Y
nuUB-NA NIDNUAIU
ngudvauiiunslasademsleiuas
(Cybersecurity) §i®
CS 471 | Ethical Hacking and Penetration Testing 3 aauld CS 454
ey CS 310
CS 472 | Risk Assessment and Contingency Planning 3 aouls CSA54
wag CS 310
CS 473 | Incident Response Management 3 aouls CS454
wag CS 310
CS 474 | Secure Software Design 3 gould CS 403
CS 475 | Cloud Systems Security 3 aouls CS454
ey CS310
ngu3vIINeIA1ansN1etaya (Data Science)
CS 431 | Advanced Database Systems 3 aaula CS 430
CS 432 | Distributed Database Systems 3 aauld CS 430
CS 434 | Data Mining 3 aauls CS 430
CS 443 | Data Warehousing 3 gouls CS 430
CS 445 | Big Data Systems 3 gouls CS 430
CS 463 | Text Analytics 3 gaule CS 486
CS 486 | Text Processing 3 aauldl CS 310
CS 487 | R Programming 3 gould ST 207
CS 488 | Data Visualization 3 -
CS 489 | Machine Learning 3 aoula CS 462
wag ST 207
IT 427 | Introduction to Business Intelligence System 3 -

o
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o - “ - U Fu109AUNDY
NIV S19YDIUN L. N3N - X Y
nuUB-NA NIDNUAITN
ngumaluladniad1ude (Media Technology)
CS 469 | Computer Simulation 3 aoula CS 310
CS 480 | Computer Graphics 3 -
CS 481 | Digital Signal and Image Processing 3 -
CS 483 | Image and Video Processing 3 aoula CS 310
CS 484 | Virtual and Augmented Reality 3 -
CS 485 | Multimedia Technology 3 -
nguIYINIsHAIUITaNALIS (Software Development)
CS 319 | Internet Programming | 3 aould CS 310
CS 356 | Mobile Application Development | 3 aould CS 310
CS 357 | Mobile Application Development I 3 aould CS 356
CS 402 | Computer Applications in Business 3 goula CS 403
CS 411 | Object-Oriented Analysis and Design 3 aouls CS 311
CS 415 | Internet Programming |I 3 aould CS 319
CS 416 | Enterprise Application Development 3 aould CS 403
53 18 Vil

3. BUINIVILANLES (Free Elective) 6 Minenn

UnfnwdeadenseuneInndaasuluuiverdensann JalidlydunAnwinily wasaue

v Y @ a A v Y 1 1 a
EJHZJG]IVFL‘UU’J“U’]L@EJ?W i’JlILLﬁ’JhJUEJEJﬂ']W 6 NUILNG

v o d A AU Ay1TeAuUnNaU
SHAIY 18231 . NSA - X Y
Mu2enn ViINUAUG
594 6 PUILAR

v oa o - AU Ay1UsAuUnNay
SHEIY S18%23U1 L. LSRN - X Y
Mu2ene IONUAIUG

CS 204 Introduction to Data Science 3 -

10 N\ védngnsUSyeed anusmaluladansaumawazuinnssy Unisfnw 2567



31803V IMUNANGATINY I EATUUTA

a113vwmalulagansaumne

1. vnadvAnwnaly (General Education) 30 #ihefn

WY e%ein Q?mf N30 'aimjﬂuna‘li
NBUIB-NA NIDNUAIUS

NguYIN1WDINGE (9 Miwhin)

EN 101 | Everyday English 3 -

EN 102 | Social English 3 -

EN 103 | Global English 3 -
NEUAVIYTUINTNNBEAWAIN (21 WIefn)

GE 101 | Thinking Skills for Lifelong Learning 3 -

GE 102 | Citizenship and Social Transformation 3 -

GE 103 | Technology and Innovation for the Future 3 -

GE 104 | Aesthetics and Well-being for Life 3 -

GE 105 | Global Alliance and Emerging Issues 3 -

GE 106 | Financial Literacy and Sustainable Development 3 -

GE 107 | Entrepreneurial Spirit and Leadership Skills 3 -

52U 30 nuwnn
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2. wuIAIv a1 (Information Technology) 100 wul8fn
2.1 33unu (Core Courses) 15 wigfin

o - “ - AU Fu109AUNDY
SNV 318DV R ) 1 N N
KBUIB-NA NIDNUAITN
CS 101 | Fundamental Theorem of Calculus 3 -
ST 207 | Probability and Statistics 3 -
CS 100 | Introduction to Computational Thinking 3 -
CS 310 | Computer Programming | 3 -
IT 494 Legal and Ethical Aspects of 3 -
Information Technology
594 15 N8N

12 N védngnsdSyeed anusmaluladansaumawazuinnssy Unisfnw 2567



2.2 v anzanu - U3AU (Major Requirement) 61 #qefin

o 4. MU AyrUsAunau

SNEY 318%07U1 o | wem " .
NBUIB-NH NIDNUAIUY

NAUUTHAUAIUBIANITHAZITUUETTEUNA (9 Wiaefn)

IT 358 | Technology Entrepreneurship 3 -

IT 401 | Information Systems for Management 3 -

IT 360 | Integrated Digital Marketing 3 aoula CS 310
ngumaluladilanuuszynd (27 vinin)

IT 331 | Computing Platform Technology 3 aould CS 310
IT 365 | Computer Graphics Applications for 3 -

Information

IT 423 | Information Technology Strategic Management 3 -

IT 373 | User Experience and User Interface Design 3 gould IT 446
IT 441 | Cybersecurity Management 3 gould IT 435
IT 446 | Human-Computer Interaction 3 -

IT 452 | Information Technology Professional 3 -

Communication

IT 332 | Cloud Computing Technology and Applications 3 gould IT 331
IT 427 | Introduction to Business Intelligence System 3 -
ngumalulatuazisnisniswanduas (16 wihein)

IT 410 | Web Programming 3 aoula CS 310
IT 420 | Systems Analysis and Design 3 aouln CS 310
IT 440 | Database Management Systems 3 aould CS 310
IT 464 | Web Administration 3 -

IT 497 | Information Technology Project | 1 aoula IT 440

w30 IT 466

IT 498 | Information Technology Project |l 3 aould IT 497
naalassad1siugiurasszuy (9 miefn)

IT 350 | Data Structures and Fundamental Algorithms 3 aould CS 310
IT 435 | Computer Networks and Telecommunications 3 -

CS 423 | Internet of Things and Applications 3 aoula CS 100

594 61 nIEnn
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2.3 JyLan1zau - laen (Major Elective) 24 wiaefie
inAnwdeadondnwirianizau-iden litesni 24 wihein AISIEONSLUAINAIM
aulauazauailn WaliuANUTEITIQIRNIZATY

.- 4 MU JyrUsAunau

INEIUN IYYBIVN L. LNIN - & Y
NUB-NA NIDNUAITN Y

nguirunaluladiiukazniseulusunsy
CS 318 | Object-Oriented Programming 3 gould CS 310
IT 317 | Programming for Information Technology Professionals 3 aoula CS 310
IT 319 | Low-Code and No-Code Development Platform 3 gould CS 310
IT 321 | Principles of Information Retrieval 3 -
CS 356 | Mobile Application Development | 3 aoula CS 310
IT 402 | Enterprise Application Design and Development 3 aoula CS 310
CS 411 | Object-Oriented Analysis and Design 3 gouls CS 318
IT 453 | Robotic Process Automation Development 3 gouls CS 310
IT 465 | Web Design and Implementation 3 -
ngsymnaluladianiine

IT 466 | Multimedia Technology 3 -

IT 480 | Games Design and Development 3 -

IT 483 | Introduction to Visual Effects 3 -
CS 484 | Virtual and Augmented Reality 3 -
Ngu3YINTTIAN T TEUNASINTUSIAY

IT 322 | Information Technology Project Management 3 -

IT 359 | Ideas Generation for Technology Start-up Ventures 3 -

IT 424 | Decision Support Systems 3 aouls IT 401
IT 425 | Information Resource Management 3 aould IT 401
IT 443 | Data Warehousing and Data Mining 3 aouldl IT 440
IT 428 | Practical Digital Marketing 3 aoula IT 331
IT 429 | Digital Transformation 3 -

IT 467 | Electronic Business 3 -

14 N\ #n

angnsUSayayes anzmalulagansaumanazuinnssy Unsinw 2567



.- 4. MUY Fy1UsAunau
INEIUN I1YYBIVYN Do LNIM - X Y
KBUIB-NA NIDNUAIU
nguivunelyladdendiia
IT 364 | Digital Arts 3 -
IT 366 | Three-Dimensional Images and Animations 3 aould IT 365
IT 367 | Advanced Three-Dimensional Images and Animations 3 gould IT 366
IT 368 | Video and Sound for Multimedia Technology 3 -
IT 369 | Color Theory and Human Vision 3 -
IT 370 | Programming for Interactive Media 3 -
IT 371 | Digital Media Production 3 -
IT 372 | Creative Thinking for Storytelling 3 -
IT 481 | Interface Design for Mobile Devices 3 -
ngudmnisssandldinalulafiieatuayuasdng
IT 426 | Information Storage and Management 3 -
IT 436 | Network Design and Management 3 aouls IT 435
IT 437 | Wireless and Mobile Networks 3 aoula IT 435
IT 442 | System Administration 3 gould IT 331
IT 447 | Software Engineering 3 aould T 420
IT 451 | Technology Transfer 3 aoulianiy
AU-T9AY
ag3oy 3 397
NEUIVIINABUNUADT
CO 301 | Pre-Cooperative Education 3 -
IT 390 | Cooperative Education 6 aouls CO 301
wag IT 420
nguivdanduy
IT 274 | Computer Applications for Research 3 aoula ST 207
IT 490 | Seminar 3 goulianiy

RURYRET
819UDY 3 I

wanansUSaya e anzwalulagasaumanazuinnssy Unsinw 2567 7 15



.- a - 31U FeUsAunau
WU 3190391 . . | w3a X Y
wienn MIDNUAINS
IT 491 | Special Topics | 3 goulianiy
Pu-UiAUeE19ae
3 3%
IT 492 | Special Topics Il 3 goulalang
R RV LRSI
3 3%
IT 493 | Special Topics Ili 3 goulianiy
Pu-UiAUeE19ae
3 39"
37 24 Teinld

3. BUINIVANLES (Free Elective) 6 Minenn

UnAnwdeudeniseusigividenadlitesnin 6 wiein 3nsiednae o Adaaeuly

a Y a - & o & a = Y vy Y & a -
wInende wardydeniuazdeslilvinlumnefnuill wasauzeudliduivnden

o a - 31U FvUsAUnNaU
NIV 18U IUN Coa N3N - & v
BUWNA NIDNUAIUY
59U 6 nu8ne

.- < - 31U AUsAUnaU
SV GRLE 18DV oA LNIA - X Y
nUWNA WIDNUAING

IT 201 | Computer and Information Technology 3 -

IT 202 | Disruptive Technology 3 -

SUNUNYNANADISUUVIAL 136 WU8Tn



31803V IMUNANGATINY I EATUUTA

A1V NUBALHBLTI AN

1. vnadvAnwnaly (General Education) 30 #ihefn

o L. U y1UsAunau
INEIUN IYYBIUN . L3N - X Y
NBUIB-NH NIBNUAIUY
NgUYIN1WDINGE (9 MiIwhin)
EN 101 | Everyday English 3 -
EN 102 | Social English 3 -
EN 103 | Global English 3 -
NFUVIYIUIMNNBLIVAN (21 niaefin)
GE 101 | Thinking Skills for Lifelong Learning 3 -
GE 102 | Citizenship and Social Transformation 3 -
GE 103 | Technology and Innovation for the Future 3 -
GE 104 | Aesthetics and Well-being for Life 3 -
GE 105 | Global Alliance and Emerging Issues 3 -
GE 106 | Financial Literacy and Sustainable Development 3 -
GE 107 | Entrepreneurial Spirit and Leadership Skills 3 -
53U 30 aVell
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2. wuIAIYUANE (Software Engineering) 99 iieng
2.1 3 mnu (Core Course) 18 RugAM

Y a a4 o U v1UeAUnau
NIV S1YYDIUN .. I L oz Y
NnUB-NA NIDNUAITN
ANUNWAIUAINAENS LAz DA (12 nUeAn)
Gl 102 | Fundamentals of Mathematics for Games 3 -
and Interactive Media
Gl 112 | Fundamentals of Calculus 3 -
Gl 204 | Physics for Games and Interactive Media 3 -
Gl 207 | Statistics for Science and Technology 3 -
Aunuasuiugumeluladansaume (6 i)
Gl 113 | Computer Programming 3 -
Gl 464 | Legal and Ethical Aspects of Information Technology 3 -
53 18 n8ne

18\ vdngnsUsnyey1ed ansnaluladansaumeawazuinnssy Unisfnw 2567



2.2 A anizanu - U3AU (Major Requirements) 48 #iiisfin

o - “ - U FY1U9AUNDY
TREIV 1YYDIUN L. LNIA - X Y
nUWNA NIDNUAITN
Gl 125 | Introduction to 2D and 3D Design 3 -
Gl 233 | Video and Sound for Multimedia Technology 3 -
Gl 341 | Game Design | 3 -
Gl 347 | Game Production | 3 -
Gl 131 | Digital Storytelling 3 -
Gl 241 | Human-computer Interaction for Games and 3 -
Interactive Media
Gl 343 | User Experience Design for Games and 3 -
Interactive Media
Gl 142 | Introduction to Games and Interactive Media 3 -
Gl 282 | Disruptive Innovation 3 -
Gl 383 | Idea Generation 3 -
Gl 453 | Game Analytics 3 aoula Gl 207
Gl 124 | Visual Scripting 3 -
Gl 262 | Data Structures and Algorithms 3 aould Gl 113
Gl 263 | Introduction to Database 3 -
Gl 395 | Seminar in Games and Interactive Media 3 -
Gl 498 | Industrial Innovation Projects 3 -
52U 48 N8
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2.3 311914 - 1den (Major Elective) 33 iagin

.- 4. U Jy1UsAUnau
THHIYN 18387391 .. | wnsn - X .
BUWNA NIDNUAITN Y
ngudruieafun1sdeulusunsy
Gl 331 | Mobile Game Design and Development 3 aouls Gl 244
Gl 332 | Networking and Multiplayer Online Games 3 -
Gl 456 | Security for Game Design and Development 3 -
Gl 334 | Serious Games 3 -
Gl 335 | Mobile Application Development | 3 gould GI 113
Gl 336 | Mobile Application Development I 3 aould Gl 335
Gl 474 | Web Design and Implementation 3 -
Gl 161 | Object-Oriented Programming 3 aoula Gl 113
Gl 244 | Game Programming | 3 aoula Gl 113
Gl 245 | Game Programming Il 3 aouls Gl 244
Gl 365 | Introduction to Computer Graphics 3 aould Gl 113
Gl 346 | Basic Theory in Artificial Intelligence 3 -
ngudvheaiumeluladaialvsi
Gl 479 | Virtual Reality 3 -
Gl 480 | Augmented Reality 3 -
Gl 454 | Artificial Intelligence for Games 3 aould Gl 346
Gl 337 | Internet of Things and Applications in Game 3 -
nguivuieafuAauslunuuasdeiddnay
Gl 126 | Drawing for Creator 3 -
Gl 231 | Three-Dimensional Modelling 3 gould Gl 125
Gl 234 | 2D and 3D Animations 3 aauld Gl 125
Gl 342 | Game Design I 3 aould GI 341
Gl 349 | Game Production |l 3 aould Gl 347
Gl 459 | Advanced 3D Modelling 3 aould Gl 231
Gl 461 | Character Design for Games 3 -

20 . vangeslSaed ansmaluladansaumeawazuinnssy Unisfnw 2567



.. 4. U9 Fy1UsAunau
SVEIV 518%23Y" . | wmsm o & .
BUB-NH NIDNUAIUY
ngudruAsaiuiauzlunuuasdaidddney
(sia)
Gl 462 | Digital Painting for Games 3 -
Gl 467 | Visual Effects for Games and Interactive 3 -
Media
Gl 468 | Digital Compositing and Matte Painting 3 aould Gl 462
nguY19na1NIINBaUDIN
Gl 381 | Esport Games 3 -
Gl 481 | Esports Event Management 3 -
Gl 482 | Esports Project Management 3 -
Gl 483 | Digital Marketing for Games 3 -
Gl 484 | Digital Media Production for Games 3 -
Gl 485 | Game Caster and Streamer 3 -
Gl 486 | Digital Marketing Content and Design 3 -
Gl 487 | Esports Event Experience Design and 3 -
Creation
NguY11ATIULAZEINIIY
Gl 421 | Special Topics in Games and 3 aouliivaniznu-UsAu
Interactive Media | 9819RE 3 91
Gl 422 | Special Topics in Games and 3 aouliivaniznu-UsAu
Interactive Media | 9814198 3 97
Gl 423 | Special Topics in Games and 3 gouliivianiziu-UeAy
Interactive Media Il 9814198 3 97
Gl 424 | Workshop in Games and 3 gouliivianiziu-UeAy
Interactive Media 9819DE 3 91
Gl 391 | Game and Interactive Media Internship 3 aould Gl 342
%39 Gl 349
NEUAVINTTBBNUUULAY
Gl 338 | Game System Design 3 -
Gl 339 | Level Design for Video Game 3 WABLSeY Gl 113
Gl 348 | 2D Level Design & Mechanics 3 -
Gl 351 | Rapid Game Development 3 -
54 33 nIEnn
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3. MUINIVABNLES (Free Elective) 6 wiul8in

HnAnwAssdenissugivaenas ileunin 6 niein nTeiviaegiilnaeulu
wnmvenaeuazividontuazdesliiduiviluninadnuinluwazauzeyliRlnduiynden

o - g 31U Fv1UsAUnNaU
&IV 518397391 Lo LnSA o X Y
wuwHN V3aNUAIIUS

57 6 nwne
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WNUNIANYINUNANGNS
AMLNALUTAT AN TEUNALAZUINNTTY
A19713913N81N1SABUNLADS

T 1
First Semester 1/1 2567
IUUNUIAN
NCuor:IZZr Course Title U 1/1 U 1/2 U 2
Unf | aufa | Un@A | auna | Un@ | @wina
GE101 | Thinking Skills for Lifelong Learning 3 3
CS100 | Introduction to Computational Thinking 3 3
6 6
First Semester 1/2
IIUUNUINN
I\(l:j:\::r Course Title U 1/1 U 1/2 U 2
Unil | auna | Un@ | avna | Un@ | anna
GE101 | Thinking Skills for Lifelong Learning 3 3
GE102 | Citizenship and Social Transformation 3 3 3 3
GE103 | Technology and Innovation for the Future 3 3 3 3
CS310 | Computer Programming | 3 3 3 3
EN101 | Everyday English 3 3 3 3
IT446 Human-Computer Interaction 3 3 3 3
15 15 18 18

wanansUSaya e anzwalulagasaumanazuinnssy Unsnw 2567 7 23



Second Semester

MUIUNUIEAA
Course Course Title U 1/1 U 1/2 U 2
Number
Unf | aufa | Un@A | auna | Un@ | @wina
GE104 | Aesthetics and Well-being for Life 3 3 3 3 3 3
GE106 | Financial Literacy and Sustainable 3 3 3 3 3 3
Development
GE107 | Entrepreneurial Spirit and Leadership Skills 3 3 3 3 3 3
CS311 | Computer Programming |l 3 3 3 3
ST207 | Probability and Statistics 3 3 3 3 3 3
CS101 | Fundamental Theorem of Calculus 3 3 3 3 3 3
CS310 | Computer Programming | 3 3
18 18 18 18 18 18
Summer Session
UL
l\(l:tj)nl:l\rbS:r Course Title u 1/1 U 1/2 U 2
Unil | anna | Un@ | a@vfa | Un@ | anna
CS100 | Introduction to Computational Thinking 3 3 3 3
GE101 | Thinking Skills for Lifelong Learning 3 3
3 3 6 6
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A1913971INYINITADUNILANDS

PUUN 2

First Semester 2568
UAUNUINN
Course Course Title U 1/1 U 1/2 U 2
Number = = = -
Una | d@una | Une | @uwna | Une | &%l
CS318 | Object-Oriented Programming 3 3 3 3 3 3
IT494 | Legal and Ethical Aspects of Information 3 3 3 3 3 3
Technology
CS350 | Data Structures 3 3 3 3
CS436 | Software Engineering 3 3 3 3 3 3
EN102 | Social English 3 3 3 3 3 3
GE105 | Global Alliance and Emerging Issues 3 3 3 3
IT446 Human-Computer Interaction 3 3
18 18 18 18 15 15
Second Semester
uIUNUEAN
Course Course Title U 1/1 U 1/2 U 2
Number = = = = =
Una | d@una | Une | duna | Une | &@%na
CS250 | Discrete Structures 3 3 3 3 3 3
CS320 | Computer Organization and Architecture 3 3 3 3 3 3
Cs413 Automata, Computability, and Formal 3 3 3 3 3 3
Languages
CS403 | Systems Analysis and Design 3 3 3 3 3 3
CS454 | Computer Communication Networks 3 3 3 3 3 3
CS311 Computer Programming |l 3 3
15 15 15 15 18 18
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Summer Session

MUIUNUIEAA
chr:r;:r Course Title U 1/1 U 1/2 U 2
Und | auna | Und | avna | Un@ | auna
XXXXX | Free Elective | 3 3
XXXXX | Free Elective |l 3 3
EN101 | Everyday English 3 3
GE102 | Citizenship and Social Transformation 3 3
GE103 | Technology and Innovation for the Future 3 3
6 6 9 9
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A1913971INYINITADUNILANDS

FUUN 3

First Semester 2569
UAUNUINN
Course Course Title U 1/1 U 1/2 U 2
Number - - - = = =
Una | d@una | Une | @uwna | Une | &%l
CS430 | Database Systems 3 3 3 3 3 3
CS448 | Cybersecurity 3 3 3 3 3 3
EN103 | Global English 3 3 3 3 3 3
CS422 | Operating Systems 3 3 3 3
CS441 | Algorithms Analysis and Design 3 3 3 3
InANIZAU-1ABN1 3 3 3 3 3 3
CS350 | Data Structures 3 3
GE105 | Global Alliance and Emerging Issues 3 3
18 18 18 18 18 18
Second Semester
IUUNUIAN
Course Course Title ‘éu 11 'i:u 172 ":Iu 2
Number = = = = = =
una | d@una | Une | @una | Une | &@%na
CS423 | Internet of Things and Applications 3 3 3 3 3 3
IT359 Ideas Generation for Technology Start-Up 3 3 3 3 3 3
Ventures
CS497 | Computer Science Project | 1 1 1 1
CS460 | Artificial Intelligence 3 3 3 3 3 3
CS410 | Oreanization of Programming Languages 3 3 3 3 3 3
CS462 | Data Analytics and Mining 3 3 3 3 3 3
AYUANIZAU-LADN2 3 3 3 3 3 3
19 19 19 19 18 18
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A1913971INYINITADUNILANDS

JuUN 4

First Semester 2570
MUIUNUIEAA
Course Course Title U 1/1 U 1/2 U2
Number = = = -
une | duna | Unm | dnna | dnm | @%na
C5498 | Computer Science Project Il 3 3 3 3
CS461 | Neural Networks and Deep Learning 3 3 3 3 3 3
I NANIZATU-LAN3 3 3 3 3 3 3
I NANIZAU-LENG 3 3 3
IT358 | Technology Entrepreneurship 3 3 3 3 3 3
CO301 | Pre-Cooperative Education 3 3
W UANIZAU-LEDN 4 FUTUANNT
CS497 | Computer Science Project | 1 1
CS441 | Algorithms Analysis and Design 3 3
CS422 | Operating Systems 3 3
15 15 15 15 19 16
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Second Semester

IUIUNUILAAN
Course Course Title U 1/1 U 1/2 W 2
Number - = = = = -
dne | dwna | Unm | duna | Undm | duna
AV ANEAU-LEDN5 3 3 3
AV NANLAU-LEBN6 3 3 3
KXXXX Free Elective | 3 3 3 3
KXXXX Free Elective || 3 3 3 3
CS390 | Cooperative Education 6 6
AV NANILANU-LABN 5-6 ANNTUANND
C0O301 | Pre-Cooperative Education 3
W nanIEau-iGen 4 dwsuannagu 2
CS498 | Computer Science Project |l 3 3
12 6 12 6 15 12
Summer Session
AUIUNUIBNA
Course . . .
Course Title U /1 U 1/2 U 2
Number
Un@ | duna | UnA | duna | Un® | @nna
CS390 | Cooperative Education 6
AN IEAU-LERN 5-6 dmSuaniagu 2
6
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WNUNIANYINUNANGNS
AMLNALUTAT AN TEUNALAZUINNTTY
197139138 INN5AURILABS Data Science and Cybersecurity

24 '
[

YU
First Semester 1/1 2567
IUUNUIAN
Ncuor:r;:r Course Title U 1/1 U 1/2 U 2
Unf | aufa | Un@A | auna | Un@ | @wina
GE101 | Thinking Skills for Lifelong Learning 3 3
CS100 | Introduction to Computational Thinking 3 3
6 6
First Semester 1/2
IIUUNUINN
I\(l:j:\r;:r Course Title U 1/1 U 1/2 U 2
Unil | auna | Un@ | avna | Un@ | anna
GE101 | Thinking Skills for Lifelong Learning 3 3
GE102 | Citizenship and Social Transformation 3 3 3 3
GE103 | Technology and Innovation for the Future 3 3 3 3
CS310 | Computer Programming | 3 3 3 3
EN101 | Everyday English 3 3 3 3
IT446 Human-Computer Interaction 3 3 3 3
15 15 18 18

30\ wangmsUSyaes anzmaluladasaumanazuinnssy Unisinw 2567



Second Semester

MUIUNUIEAA
Course Course Title U 1/1 U 1/2 U 2
Number
Unf | aufa | Un@A | auna | Un@ | @wina
GE104 | Aesthetics and Well-being for Life 3 3 3 3 3 3
GE106 | Financial Literacy and Sustainable 3 3 3 3 3 3
Development
GE107 | Entrepreneurial Spirit and Leadership Skills 3 3 3 3 3 3
CS311 | Computer Programming |l 3 3 3 3
ST207 | Probability and Statistics 3 3 3 3 3 3
CS101 | Fundamental Theorem of Calculus 3 3 3 3 3 3
CS310 | Computer Programming | 3 3
18 18 18 18 18 18
Summer Session
UL
l\(l:tj)nl:l\rbS:r Course Title u 1/1 U 1/2 U 2
Unil | anna | Un@ | a@vfa | Un@ | anna
CS100 | Introduction to Computational Thinking 3 3 3 3
GE101 | Thinking Skills for Lifelong Learning 3 3
3 3 6 6
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#19713919IN81N15ABUNIMDS Data Science and Cybersecurity

PUUN 2

First Semester 2568
UAUNUINN
Course Course Title U 1/1 U 1/2 U 2
Number = = = = = =
Una | d@una | Une | @uwna | Une | &%l
CS318 | Object-Oriented Programming 3 3 3 3 3 3
IT494 | Legal and Ethical Aspects of Information 3 3 3 3 3 3
Technology
CS350 | Data Structures 3 3 3 3
CS436 | Software Engineering 3 3 3 3 3 3
EN102 | Social English 3 3 3 3 3 3
GE105 | Global Alliance and Emerging Issues 3 3 3 3
IT446 Human-Computer Interaction 3 3
18 18 18 18 15 15
Second Semester
IuIUNUBAN
Course Course Title U 1/1 U 1/2 U 2
Number - = - - = -
Una | d@una | Une | @una | Une | &@%na
(CS250 | Discrete Structures 3 3 3 3 3 3
CS320 | Computer Organization and Architecture 3 3 3 3 3 3
Cs413 Automata, Computability, and Formal 3 3 3 3 3 3
Languages
CS403 | Systems Analysis and Design 3 3 3 3 3 3
CSa454 | Computer Communication Networks 3 3 3 3 3 3
CS311 | Computer Programming |l 3 3
15 15 15 15 18 18
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Summer Session

MUIUNUIEAA
chr:r;:r Course Title U 1/1 U 1/2 U 2
Und | auna | Und | avna | Un@ | auna
XXXXX | Free Elective | 3 3
XXXXX | Free Elective |l 3 3
EN101 | Everyday English 3 3
GE102 | Citizenship and Social Transformation 3 3
GE103 | Technology and Innovation for the Future 3 3
6 6 9 9
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#19713919IN81N15ABUNIMDS Data Science and Cybersecurity

FUUN 3

First Semester 2569
ANUIURULYAA
Course Course Title U 1/1 U 1/2 U2
Number - - - = = =
dn@ | duna | Unm | dvna | Una | duna
CS430 | Database Systems 3 3 3 3 3 3
CS448 | Cybersecurity 3 3 3 3 3 3
EN103 Global English 3 3 3 3 3 3
CS422 | Operating Systems 3 3 3 3
CS441 | Algorithms Analysis and Design 3 3 3 3
AvnanizAu-Laan 3 3 3 3 3 3
GE105 | Global Alliance and Emerging Issues 3 3
CS350 Data Structures 3 3
18 18 18 18 18 18
Second Semester
AUIUKU28NA
Course Course Title U 1/1 U 1/2 U2
Number = — = = = =
dn@ | duna | Unm | duna | Una | duna
CS423 | Internet of Things and Applications 3 3 3 3 3 3
[T359 Ideas Generation for Technology Start-Up 3 3 3 3 3 3
Ventures
csa97 Computer Science Project | 1 1 1 1
CS460 | Artificial Intellicence 3 3 3 3 3 3
CS410 | Organization of Programming Languages 3 3 3 3 3 3
CS462 | Data Analytics and Mining 3 3 3 3 3 3
AV NANIZAU-LaBN2 3 3 3 3 3 3
19 19 19 19 18 18
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#19139713981N15ABUNMBS Data Science and Cybersecurity

JuUN 4

First Semester 2570
MUIUNUIEAA
Course Course Title U 1/1 U 1/2 U2
Number = = = -
une | duna | Unm | dnna | dnm | @%na
C5498 | Computer Science Project Il 3 3 3 3
CS461 | Neural Networks and Deep Learning 3 3 3 3 3 3
I NANIZATU-LAN3 3 3 3 3 3 3
I NANIZAU-LENG 3 3 3
IT358 | Technology Entrepreneurship 3 3 3 3 3 3
CO301 | Pre-Cooperative Education 3 3
W UANIZAU-LEDN 4 FUTUANNT
CS497 | Computer Science Project | 1 1
CS441 | Algorithms Analysis and Design 3 3
CS422 | Operating Systems 3 3
15 15 15 15 19 16
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Second Semester

IUIUNUILAAN
Course Course Title U 1/1 U 1/2 W 2
Number - = = = = -
dne | dwna | Unm | duna | Undm | duna
AV ANEAU-LEDN5 3 3 3
AV NANLAU-LEBN6 3 3 3
KXXXX Free Elective | 3 3 3 3
KXXXX Free Elective || 3 3 3 3
CS390 | Cooperative Education 6 6
AV NANILANU-LABN 5-6 ANNTUANND
C0O301 | Pre-Cooperative Education 3
W nanIEau-iGen 4 dwsuannagu 2
CS498 | Computer Science Project |l 3 3
12 6 12 6 15 12
Summer Session
AUIUNUIBNA
Course . . .
Course Title U /1 U 1/2 U 2
Number
Un@ | duna | UnA | duna | Un® | @nna
CS390 | Cooperative Education 6
NANIEAU-TEN 5-6 dmSuaniagu 2
6
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WNUNIANYINUNANGNS
AMLNALUTAT AN TEUNALAZUINNTTY
#v13vnalulagasaune

T 1
First Semester 1/1 2567
IUUNUIAN
Course Course Title U 1/1 U 1/2 U 2
Number
Unf | aufa | Un@A | auna | Un@ | @wina
GE101 | Thinking Skills for Lifelong Learning 3 3
CS100 | Introduction to Computational Thinking 3 3
6 6
First Semester 1/2
IIUUNUINN
I\(l:j:\::r Course Title U 1/1 U 1/2 U 2
Unil | auna | Un@ | avna | Un@ | anna
GE101 | Thinking Skills for Lifelong Learning 3 3
GE102 | Citizenship and Social Transformation 3 3 3 3
GE103 | Technology and Innovation for the Future 3 3 3 3
CS310 | Computer Programming | 3 3 3 3
EN101 | Everyday English 3 3 3 3
IT452 Information Technology Professional 3 3 3 3
Communication
15 15 18 18
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Second Semester

IUAUNUNN
Course Course Title U 1/1 W 1/2 U 2
Number - = = -
dna | d@una | Une | @una | Une | &@%na
GE104 | Aesthetics and Well-being for Life 3 3 3 3 3 3
GE106 | Financial Literacy and Sustainable 3 3 3 3 3 3
Development
GE107 | Entrepreneurial Spirit and Leadership 3 3 3 3 3 3
Skills
IT401 Information Systems for Management 3 3 3 3 3 3
CS310 | Computer Programming | 3 3
IT350 Data Structures and Fundamental 3 3 3 3
Algorithms
CS101 Fundamental Theorem of Calculus 3 3 3 3 3 3
18 18 18 18 18 18
Summer Session
uIUnUEAN
@ . : :
ourse Course Title U /1 U 1/2 U 2
Number
Und | auna | Un@ | avfa | Un@ | anna
CS100 | Introduction to Computational Thinking 3 3 3 3
GE101 | Thinking Skills for Lifelong Learning 3 3
3 3 6 6

38 . wangmsUSy el anzmaluladasaumanazuinnssy Unsiinw 2567




#v1ivunalulagansaumna

PUUN 2

First Semester 2568
MUIUNUIEAA
Course Course Title U 1/1 U 1/2 U 2
Number = = = -
une | duna | Unm | dnna | dnm | @%na
EN102 | Social English 3 3 3 3 3 3
GE105 | Global Alliance and Emerging Issues 3 3 3 3 3 3
IT331 Computing Platform Technology 3 3 3 3 3 3
IT420 Systems Analysis and Design 3 3 3 3 3 3
IT365 Computer Graphics Applications for 3 3 3 3 3 3
Information
ST207 | Probability and Statistics 3 3 3 3
IT452 Information Technology Professional 3 3
Communication
18 18 18 18 15 15
Second Semester
IUAUNUIAN
Course Course Title U 1/1 U 1/2 U 2
Number - = = -
une | duna | Unm | duna | dnA | duna
T440 Database Management Systems 3 3 3 3 3 3
IT358 | Technology Entrepreneurship 3 3 3 3 3 3
IT446 Human-Computer Interaction 3 3 3 3 3 3
CS423 | Internet of Things and Applications 3 3 3 3 3 3
IT435 | Computer Networks and 3 3 3 3 3 3
Telecommunications
Major-Elective | (Baanizau-taen 1) 3 3 3 3
18 18 18 18 18 18
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Summer Session

UAUNUINN

@ . : :

oHre Course Title U /1 U 1/2 U 2
Number

Und | aufa | Un@A | duna | Un@A | @wna

EN101 | Everyday English 3 3
GE102 | Citizenship and Social Transformation 3 3
GE103 | Technology and Innovation for the Future 3 3

9 9
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#v1ivunalulagansaumna

FUUN 3

First Semester 2569
UAUNUINN
Course Course Title U 1/1 U 1/2 U 2
Number = = = -
Una | d@una | Une | @uwna | Une | &%l
EN103 | Global English 3 3 3 3 3 3
IT373 User Experience and User Interface Design 3 3 3 3 3 3
T332 Cloud Computing Technology and 3 3 3 3 3 3
Applications
T410 Web Programming 3 3 3 3 3 3
Major-Elective Il (G tanizau-iaon2) 3 3 3 3 3
Major-Elective IIl v anzau-1aon3) 3 3 3 3
ST207 | Probability and Statistics 3 3
EN103 | Global English 3 3 3 3 3 3
18 18 18 18 18 15
Second Semester
IUAUNUIAN
Course Course Title U 1/1 U 1/2 U 2
Number - = = =
Una | d@una | Une | duna | Une | &@%na
ITa64 Web Administration 3 3 3 3 3 3
Taa1 Cybersecurity Management 3 3 3 3 3 3
IT497 Information Technology Project | 1 1 1 1
IT360 Integrated Digital Marketing 3 3 3 3 3 3
Major-Elective IV Quawizau-iaand) 3 3 3 3 3 3
Major-Elective V (Autanignu-laans) 3 3 3 3 3 3
16 16 16 16 15 15
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Summer Session

ANUIURUIYAAN
C . . .
oHre Course Title U /1 U 1/2 U 2
Number
Unf | @una | Unk | awna | Unk | a@nna

XXXXX | Free Elective 1 3 3 3
XXXXX | Free Elective 2 3 3 3

6 6 6
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#v1ivunalulagansaumna

JuUN 4

First Semester 2570
UAUNUINN
Course Course Title U 1/1 U 1/2 U 2
Number - - - = = =
Una | d@una | Une | @uwna | Une | &%l
IT494 | Legal and Ethical Aspects of Information 3 3 3 3 3 3
Technology
IT423 Information Technology Strategic 3 3 3 3 3 3
Management
ITa27 Introduction to Business Intelligence 3 3 3 3 3 3
System
IT498 Information Technology Project II 3 3 3 3
Major-Elective VI (Jytan1gau-1aone) 3 3 3 3
C0O301 | Pre-Cooperative Education 3 3
Ta97 Information Technology Project | 1 1
Major-Elective (v tanizanu-Laen 1)* 3 3
15 15 15 15 16 16
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Second Semester

IUAURUIAN
Course Course Title 5:” /1 iu /2 i;u 2
Number
Unil | anna | Un@ | anna | Un@A | anna
Major-Elective VIl (B tangiu-laen7) 3 3 3
Major-Elective VIl Qo tan1zanu-1aens) 3 3 3 3
XXXXX | Free Elective 1 3 3 3
XXXXX | Free Elective 2 3 3 3
T390 Cooperative Education 6 6
[T498 Information Technology Project |I 3 3
C0O301 | Pre-Cooperative Education 3
Major-Elective (Auianigau-1aan3)* 3
12 6 12 6 18 9
Summer Session
IIUUNUIAN
Course Course Title U 1/1 U 1/2 U 2
Number
Und | auna | Un@ | avfa | Un@ | anna
IT390 | Cooperative Education 6
6
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WNUNIANYINUNANGNS
AMLNALUTAT AN TEUNALAZUINNTTY
A1 NULATHLTILARAU

AT 1
First Semester 1/1 2567
uIUnUEAN
Course ; : ;
) Course Title U 1/1 U 1/2 U 2
Number
Unil | anna | Un@ | avfa | Un@ | anna
GE101 | Thinking Skills for Lifelong Learning 3
Gl142 Introduction to Games and Interactive 3
Media
6
First Semester 1/2
UIURUEAA
Course ; ; ;
! Course Title U 1/1 U 1/2 U 2
Number
Uni | duna | Und | @una | Un@ | @una
GE101 | Thinking Skills for Lifelong Learning 3
Gl142 Introduction to Games and Interactive 3
Media
GE102 | Citizenship and Social Transformation 3 3
GE103 | Technology and Innovation for the Future 3 3
EN101 | Everyday English 3 3
GI113 Computer Programming 3 3
GI125 Introduction to 2D and 3D Design 3 3
15 21
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Second Semester
ANUIURUIYAA
Course Course Title U 1/1 U 1/2 U2
Number - = = =
dnm | duna | Une | d@una | Unk | @%na
GE104 | Aesthetics and Well-being for Life 3 3 3
GE105 | Global Alliance and Emerging Issues 3 3 3
GE106 | Financial Literacy and Sustainable 3 3 3
Development
EN102 | Social English 3 3 3
GI341 Game Design | 3 3 3
Fundamentals of Mathematics for Games
GI102 3 3
and Interactive Media
Gl124 Visual Scripting 3 3
GI113 Computer Programming 3
GI125 Introduction to 2D and 3D Design 3
21 21 21
Summer Session
AUIUKU28NA
Course . . .
! Course Title U 1/1 U 1/2 U 2
Number
Unf | duna | Unfd | @una | Un@ | @nna
GE101 | Thinking Skills for Lifelong Learning 3
Gl142 Introduction to Games and Interactive 3
Media
6
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A1V NUBALHBLTI AN

JudN 2

First Semester 2568
ANUIURULYAA
Course Course Title éu 11 i;u 1/2 i;u 2
Number = = = =
dnhm | dun | Und | d@una | Unk | @%na
GE107 Entrepreneurial Spirit and Leadership 3 3 3
Skills
EN103 | Global English 3 3 3
Gl241 Human-Computer Interaction for Games 3 3 3
and Interactive Media
Gl112 Fundamentals of Calculus 3 3 3
GI347 | Game Production | 3 3 3
XXXXX Major Elective | 3 3 3
XXXXX Major Elective |l 3 3 3
21 21 21
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Second Semester

ANUIURUIYAA
Course Course Title éu 11 i;u 1/2 i;u 2
Number = = = =
dnhm | dun | Unk | d@una | Unk | @%na
GI204 Physics for Games and Interactive Media 3 3 3
Gl233 Video and Sound for Multimedia 3 3 3
Technology
GI131 Digital Storytelling 3 3 3
Gl263 Introduction to Database 3 3 3
GI343 User Experience Design for Games and 3 3 3
Interactive Media
XXXXX Major Elective |ll 3 3
XXXXX Major Elective IV 3 3
Gl102 Fundamentals of Mathematics for Games 3
and Interactive Media
G347 Game Production | 3
21 21 21
Summer Session
AUIURUYAAN
Course . . .
e Course Title U /1 U 1/2 U 2
Number
Unf | @una | Unk | awna | Unk | a@nna
GE102 | Citizenship and Social Transformation 3
GE103 | Technology and Innovation for the Future 3
EN101 | Everyday English 3
9
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A1V NUBALHBLTI AN

FUUN 3

First Semester 2569
MUIUNUIEAA
I\ICLTr:r;:r Course Title éu /1 i;u 1/2 i;u 2
Und | auna | Und | avna | Und | auna
Gl262 Data Structures and Algorithms 3 3 3
G282 Disruptive Innovation 3 3 3
GI207 Statistics for Science and Technology 3 3 3
XXXXX Major Elective Ill 3
XXXXX Major Elective IV 3
XXXXX Major Elective V 3 3 3
XXXXX Major Elective VI 3 3
XXXXX Free Elective | 3 3 3
18 18 21

wanansUSaya e rnzwalulagasaumanazuinnssy Unsinw 2567 7 49




Second Semester

MUIUNUIEAA
Course Course Title éu /1 i;u 1/2 i;u 2
Number
Und | auna | Und | avna | Und | auna
Gld6d | Legal and Ethical Aspects of Information 3 3 3
Technology
GI383 Idea Generation 3 3 3
Gl453 Game Analytics 3 3 3
XXXXX Major Elective VI 3
XXXXX Major Elective VII 3 3 3
XXXXX Major Elective VIII 3 3 3
XXXXX Major Elective IX 3 3
XXXXX Free Elective Il 3 3 3
21 21 21
Summer Session
IuIUNUBAN
NCL:’:;: Course Title 3u 1/1 172 32
Unil | auna | Un@ | avfa | Un@ | anna
XXXXX | Major Elective IX 3
XXXXX | Major Elective X 3 3
3 3 3
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A1V NUBALHBLTI AN

Ul 4

First Semester 2570
ANUIURULYAA
Course Course Title éu 11 i;u 1/2 i;u 2
Number - - = -
dnhm | dun | Und | d@una | Unk | @%na
GI395 Seminar in Games and Interactive Media 3 3 3
Gl498 Industrial Innovation Projects 3 3 3
XXXXX | Major Elective X 3
XXXXX | Major Elective XI 3 3 3
9 9 12
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ANDSUNYSI8IV
#1073 1INYINTSADUNUADS

1. vwandvAnenaly (30 minefn)

NAIINNWIDINYY (9 NUIhA)

an. 101 Awdanguludinuszaniu 3(2-2-6)

EN 101 Everyday English
Anslumslilassadaiiuguuazdaunndnguililuiauszsiiu senaudae

=

nsnakuziaueLazliteyadIuda N1susTEIeyRdnanyue n1syadusesiaula el

o
a v o

ANUYOULAT RS INENFuAILfIveIMazaY TufensuanseuAaiuluEesiily Snviswauninue
NSNA N5 158U UaENISTEUAIBITLTIYTNINT

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 AMwanguluusunmedny 3(2-2-6)
EN 102 Social English
Anrumsnauazmsifeulseloauazdruiudldiduussd iWonsdujduiusma
GNGH ﬂ’]iLLﬁﬂLﬂ?ﬁl‘c’Ju%’@yja mMsFeuiiey warmsesuteanuAnifeltuSedsing 9 Tuusunnedanu
LazgIna lngyatunsiamvinvensedusewaznisiiaus mawmaluladiuazaiufnaseassd
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 AMwdanguluusunana 3(2-2-6)
EN 103 Global English

Anlun1susseeUszaunisallagseysieaziBenatluayl uazuaninuAaiy
AeaduTinamiduey nsviheu wasdssidutlymluszdvana Taesatdunsiamineenis
Foassewinatausssu wasmsieanslulanida Seddysenisidunadedan

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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NF13YIYIUINSVINWATIIN (21 Mdqefin)

AN, 101 vinwgnsAnLitensi3ouinaondin 3(3-0-6)
GE 101 Thinking Skills for Lifelong Learning

Anwvged] wanmsuen1sn MawinisAnegadussuy 919 NMsAaldainng N3
Anasnaassd MIRndAsIed nsandauasen nmsinwdtam Wudu sufinsdenlewinufnuay
annsaideniaiesdienuAniimnzailuyssgndldluTinusediu mevihausazn135ousnaen
Pinloogeiusza@nsnn

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

effectively adapt to their daily life, professional undertakings and lifelong learning.

fAn. 102 anudunaiiies wagnsdsunlasuesdny 33-0-6)
GE 102 Citizenship and Social Transformation

= o a a v = = = a a

ANYIAITUNRNIY AUANBUE GNT WUV UAZLATAINVDIANLUUNALNBIN Alu
denulve daulanuazdsauduniludogiunazeunn wu dewuadva denunniausssy udu
Wa3miunsAsULUAwRIdIANf19Y TINuseusIWieIn windeund wadeguniie 4 R
Ao ne 1o dew uag Yoy ienseuusumeyiududduludsaulaegdinnuauuaz el
Hou
Y

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

mind, society and wisdom.

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

ANWIUNUIM WWIfa N153W9IN udeansUssendldimaluladuazuinnssuniu
#eq Tjatiunsimunaunm@isludsnuasislvs nansznuifsenssndutin dsen waziasugia
naenauAnunslivsyloviuarnmsfuaseminddumataffaannmaluladuazuinns

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

intellectual property protection as a result of technology and innovation.
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fv. 104 quvdsamiugunnziiein 3(3-0-6)
GE 104 Aesthetics and Well-being for Life
Seusnslddinednelinuaiainaufalzuasfanssutiunuinis Wayuuedlnly
Sesqunisnmiiisadosiuinuardeananaudatzine wagim Ailnadonsmssogvesdin
LKA TAIUSTIY
In this course, students will explore relevant theories and concepts of
aesthetics related to life and society and learn to cultivate positive outlook and attitude and
understanding of different forms of taste and beauty, which will enhance their perception of
diversity and enable them to appreciate art, music, literature, images, films and other forms
of art. Students will also learn how to depict their imagination via communicative design using
images, colors, calligraphy and other related tools to create value-added identity and

characteristics to services, products and media.

. 105 RustinTnesdinnnazUseinuinludveslan 3(3-0-6)

GE 105 Global Alliance and Emerging Issues
Anvmsiauauuiiossfuunnanaassgiauagnsilesiidimansgnuse

nsasunamdsnuuar Saussaludnalan wed-lausuiuddaiitntulmivosUssvmlan
In this course, students will learn about international economic and political

collaborations and developments affecting/constituting changes g¢lobally, in order to

understand key global issues.

. 106 m’mif‘wwmiL‘EuLLazmiﬁwmaﬂNﬁﬁu 3(3-0-6)
GE 106 Financial Literacy and Sustainable Development

Anwinsianisuazdadulanienisduegiissdning Hensdnnisnisiiudsy
yARAALMTANU TTansiaLnegned By Tnesaiunsysannisesdmnuiiiaenndasiuuiun
il uy wazdanududAgy Lﬁ@IﬁLﬁuﬁﬂﬂmMWLLaSLLUW]NMSLLﬁl‘UE)EJ"NLﬁugﬁﬁi‘im

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

and society, in order to highlight key issues and offer practical solutions.
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fn. 107 Imgaramnudugusznauniswaginuensdugi 3(3-0-6)
GE 107 Entrepreneurial Spirit and Leadership Skills
ﬁﬂw’]LLazﬂ’@umqmé’nwmzﬁﬁwﬁ’zﬂumsa%ﬁﬁmimwmmiLﬂuﬁﬂizﬂaumi JEERNT!
nsAnkUUIE1vee UsgnaudienisiiauAnasieassd waznisuarsmilenialuniss uuageiiiy
Aanseesinusssunaraiessau finngfihiiannsauasyhauduiuldeddiussaniua sous
waznasindulaviunewnnisal
In this course, students will study and develop important characteristics of
entrepreneurial mindset, with an emphasis on a combination of creativity and
entrepreneurship and explore entrepreneurial opportunities while learning about business
best practice and ethics including leadership skills and qualities, effective leadership
characteristics which will enable them to effectively work as a team and be able to make

well-informed decision when required.
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2. BUINIV AN (100 nu8nn)
2.1 A NUNINYIANER AL ALAAIARNS (12 MUQ8hn)
AN. 101 o Uesnuniaunanaa 3(3-0-6)

CS 101 Fundamental Theorem of Calculus
AdsRuneu : bl

flarduivads afawazausdeiilos maareyius eyiudivusa syiusdusugs
Funsaasaaiangae ufinsty msmitui sueansuiinga wnilinduiinga nsAvieisud
1OV LAZNITOUTNTVNIIULUAUAITINTY LURSAD ANDIHUUUN LaraunISITLaEUY

Algebraic functions. Limits and continuity. Differentiation: derivatives, chain rule,
higher derivatives. Analytic geometry: straight lines, conic sections. Integration: areas, indefinite
integral, definite integral. Differentiation and integration of transcendental functions. Matrices:

determinants and linear equations.

AN. 250 Tnssasnalisiaiiies 3(3-0-6)
CS 250 Discrete Structures
IUIAUNDU © AN, 311

ATINAANT U ion AENTLS Wity nufuaznisitaad ssuuiivadn Nyadn
VAU win3y n3U ngunsml nsmwuuseyiianie nsmwuuliissyiianie auld Jgvimaduves
NIMNWUUTTYTANI 2ITTITHaL

Logic. Set theory. Relation. Function. Theorem and proof. Algebraic systems.
Boolean algebra. Semi-group. Group. Graph theory. Directed graph. Undirected graph. Trees.
Path problem in digraph. Combinational circuits.

a. 494 NOMIEKaTITFIIUAUMALULAE AN TAUNA 3(3-0-6)
IT 494 Legal and Ethical Aspects of Information Technology
ntsRuneu Tl

Anwmdnnguuneaivafiuasesssuved ldreuiinneiuasinimalulagansauine
Tnewduunandowuiiieiungrneiluuasdvdvieenduas nqmnefiieadestunisnseviia
Aefuneufinnes ﬂgwmaﬁLﬁEJT&T@QﬁuﬁaaLﬁﬂwiaﬁﬂéLLazawapﬂiimmﬂamﬁ’ama'uf nOuUIY
Auasesdeyadiuyana ngmneiisadesturgsnssudidnvsedind

Study of the law and the ethics of the use of computers and information
technology. By focusing on concepts and software licensing law. Laws related to the crime on
the computer, electronic media and computer crime. Legal Protection of Personal Data Laws

relating to electronic transactions.
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an. 207 Anuthazdunazaia 3(3-0-6)
ST 207 Probability and Statistics
sAuneu : Tud

ﬁmsnLLmﬁmﬁyug’luLﬁmﬁ"ummu'wzLﬁu NTUINLIIAUYIETY NITUINLANT
d1AYIINNITEUAIDE1S N1TUTTUIUAT NITNAFBUANNAFIY NMTIATIXRANRUTUTIU N150A0DE
wazanduius nswanuadlrauasiunsinsgienud adaillldnsiives

Study fundamental of probability, probability distribution, sampling distribution,
estimation, hypothesis testing, ANOVA, regression and correlation analysis, chi-square test with

frequency analysis, and nonparametric statistic.

2.2 31aNLA1U - UIAU (Major) (70 nuqenia)

2.2.1 NgUUIZHRIUAIUBIANTLAZTEUUATTAWNA (9 Wiiaefn)

AN. 100 nsAndedunandediu 3(3-0-6)
CS 100 Introduction to Computational Thinking
FsAuneu : Tdd

Anwflugiud ssurendesneufinmesisludueainuifuaseenduad e
Sinseilanduazuidymdmiunislusunsudecdu mssenuuudanu mswauduneudsnis
Tusunsufeisu nsAnwiiugilassadanvlsunsueoufinnes viadoya duls Snad
Fdarasunen nsldddanunudesdu

Introduction to Computing System, hardware, software, basic of problem
analysis and solving, flowchart, flowchart design, solving problem using flowchart,
fundamental of computer language structure, data type, variable, expressions, assignment

statement, control statements basic.

AN. 436 AAINTTULONALIS 3(3-0-6)
CS 436 Software Engineering
dsAuneu : @oula An. 310

ﬁﬂ‘lﬁ’]ﬁ’;’]miLﬁ/@Qﬁuﬁﬂ’JﬁUaﬁ’Jﬂiill‘leJWGTLL’Ji‘ Feusznoulusenszuaunisiunis
WawendwIssULUUAIN 9 N153ATIEANRBIN1SYRN LY nseanwuuan dnenssugenduls
wazmsiavihiuuiassantlasiasvseasusznaunglurenduls nseenuuududnseiugld
NSUSMISIANITlATINISHALNgENALIS nsUszluAlganglulasenswaugenAwls nsvagaau
JEUU MIATIVABUAINYNABIRATNITNIUADU NMIALTUNUVBIeNdwIs NMsTudseiuanIn
gamiuad (19U 1PTgIUNTTUYsERUAMA TN LITUUY CMMI LAz 1S0) 1a3 peiflauanyy
NFTUIUNTNIAUIANTTULDNALIT T5NITIUNITHAILIGENALITUUU
olad TudsdnwnsauwuIAnluNITTRIUTE WAL SWUUAN S

Introduction to software engineering, covering software processes,

requirements analysis, system architectural design and modeling, Graphical User Interface (GUI)
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design, software project management, cost estimation for software project, system testing,
software validation and verification, software quality assurance (e.g., Capability Maturity Model
Integration (CMMI) and International Standard Organization (ISO)), Computer-Aided Software
Engineering (CASE) tools, Agile methodology, and SCRUM framework.

d. 446 Ufduiusseninaywdiupeunimes 3(3-0-6)
IT 446 Human-Computer Interaction
Fwdeduneu : Ll
mmiﬁmﬁmﬁmﬁummﬁaL@@%ﬂiﬂﬂLLazmiUizmamamw wuIAEARAEU
ﬂﬂ%’ﬁmaqmuwéuazmﬁaaﬂLLUUﬁuma%LWaﬁL?‘{m%’aaﬁ’uﬁi’ﬂ&mesuam;l'jquywéuamamﬂaLmai‘ YUY
msliruemdeiiefitiyvn sULUuMsURAUS uazudnnseeniuuiineadiuld Luudiasinis
Sumofinaveadly uaziadeadefithuniaun nansenuvesmaluladfideouyvd 1aunulunns
Fonldimalulad msthanufouaznsldimaluladifielyinansenulnngeensnludsun
Introduction to Human-Computer Interaction includes fundamental of
computer graphics and visualization, human factor and interface design related to the
interaction between computer and human, the helping system, the interaction format and
the visual design of principles, planning of using appropriate technologies to the different

users, and the effective uses of technologies for the positive feedback.

2.2.2 ngumaluladifienuyszgnd (10 niefn)
ANn. 497 1ASIIUINGINITABUANADS 1 1(0-3-1)

CS 497 Computer Science Project |
Fwteduneu : @auld an. 403

YNANYINDIAUTUNNT IR LLaBE'JEJﬂLL‘U‘UI@SN’]‘ULﬁiJ’JﬁU%V]EJWﬂ’]Sﬂ’EJﬂJﬁ’JLG]@% g
mmauaimwmuazmammﬁaﬁ’lLﬁumﬂu AN. 498 Iﬁiﬂﬂﬂu%ﬂﬂﬂﬂﬂiﬂ@ﬂﬁ'ﬂm@% 2

Student must complete a specific project by planning and designing a
computer science project. The student needs to present and report the project topics and

prepare prototype required for CS 498 Computer Science Project II.

AN, 498 1ATIIUINYINTADUNILADS 2 3(0-9-3)
CS 498 Computer Science Project |l
AdsAuneu - @ould An. 497
UnAnwdesrnidunmsiawszuvasuimesiulassnulbiassauysalldanuldass

Savienansuszneulassu waraeulinaifetulasaudivh

A continuation of CS 497 Computer Science Project | to develop a complete
computer system application and project documentation. A student must take an oral
examination relating to his/her project.
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nd. 358 pudugusznaunisiumnalulad 3(3-0-6)
IT 358 Technology Entrepreneurship
Fwdeduneu : Ll

Anwiundn muvanefiieadesiunmaiusiiauazdnnisgsiasmunaluladdmiy
U3vilvi naensumadianisdanisgshadesiuiisniudmiunndudwesysha wu dunstyd
Funsiiu dunsean Wudu venaniddafnumunumvesesdnsianiadguazionyudl frens
faudunsUszneugsia wasfnwiunltimeaasugislusunan suduiesninanngmanisiiies
waziesygnalulagiu

Study concepts and meaning related to starting and managing technology-
based new ventures. Roles as well as preliminary business management techniques needed
to become entrepreneurs, such as finance, accounting, and marketing. The course also covers
the role of both the public and private sectors toward business development, and trend of

the economy in the future due to political and economic conditions in the present.

d. 359 N385 9N ITUIUAMUARE S UUT IV I Alulad 3(3-0-6)
IT 359 Ideas Generation for Technology Start-up Ventures
FdsAuneu : Tl

Anwndaujodd elidnAnwiiunszuviunmsadisianisluddumaluladvie
uwnasvlosumalulad AnanuAnasnassd afauufaniegsie Beudmsvhawluiin Mmedanis
4519 TIALASINAILTINYENITAT19ANNAN HNNISTAILILLIAANIIEIAIMALIATIENLONT aN19TIAY
dwsuuienlnddnunalulad Anvinisieszianudululiniegsia saeasunisinauenuin
yegsRauATnAmuDY

Hands-on practices for students to begin the process of creating a new
companies formed around a core technology or technology platform. Creativity training.
Creating a business concept. Learning to work as a team. Using creative techniques and skills
to generate ideas. Training to develop business ideas and analyze entrepreneurial
opportunities for technology-based ventures. Study of business feasibility analysis, as well as
presenting business ideas to investors.

2.2.3 ngumalulaguayrisnmsngenduas (24 vihein)
AN. 310 wanMseulusunsumauiiumes 1 3(3-0-6)
CS 310 Computer Programming |
Fdaduneu : Ll

svuumeNfinmesiesiu nMamusanesiu wadalunsuidam nmadeudiny
madeulusunsulagldnrwseiugs viladeya Arasil fuus dnad mdssudoyauaziansuadns
Mdsimuaa fds muan MsUszananadenw 919158 msthiduazdsesnuily Tusunsuges
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msFeadduteyaunzmsfumdayanuudesiu nmaudqaunndas uagnsnadeulusunss wua
nansTUswnIuTia

Introduction to computer systems. Algorithm development. Techniques of
problem solving. Flowcharting. Programming with a high-level language: data type, constant,
variable, expressions, input/output statements, assignment statement, control statements,
string processing, array, file input and output, subprogram, sorting and basic searching. Program

debugging and testing. Best programming practice.

AN, 311 naNNISWULUTLNTUADUANLADS 2 3(3-0-6)
CS 311 Computer Programming |l
tsRuneu : @auls An. 310

nadeulusunsuiiin msvaseuuazudlodefinnanlulusunsy wdnnsiuguves
msadslusunsuiifidufaderugliuuunmiindelugaiugiu wethluussgnddmiunisadauey
waedu ldun warveuueundindu udiudnlosiu msfindeseninsweundiad ufugiuteya
e

Principles of good programming style. Debugging and testing. Fundamental
concepts of creating a program with graphical user interface using basic modules. To be
applied for creating applications, including Desktop applications, Basic Personal Page.

Programming for connecting between applications and databases.

AN. 318 N5 UlUTLNTUTEIng 3(3-0-6)
CS 318 Object-Oriented Programming
JdsAuneu : @ould an. 310

NANNITHAZULIAAYBINITIUTLATUEING LU LoukAUgady BugesTunud 1nd
NosATy Toresinands nsasslusunsulagldaana Henduuiues Asuansnees wag wandn
W03 NMSIEMUUNUAN TNsan uaglnsivna WUlUBSWUUALARNLAY UoUaLARN auwwLLaszﬁwm
UINIFIU

Basic concepts of object oriented programming such as encapsulation,
inheritance, polymorphism, overloading. Modeling and application with classes, member
functions, constructors and destructors, public, private and protected access, static and non-

static members, Standard 1/0.

AN. 350 lassasadeya 3(3-0-6)
CS 350 Data Structures
Fdaduneu : aauls An. 311
muylassadisdoyauuusngg Hauundadunazuuuliidadu wu fulduaznsl
Judu nsiWaiun Abstract data type vlinnge danuuuissazliiBesdiu wannuasan lasasia
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faduuusieg aduuu Circular daduuu Doubly-linked n1sld5inasdunulasasiadoya luund
A3 Tassadeduldifugs imedinnsFesdoyauasnsdumdeyadig

Reviewing of linear and non-linear data structures: tree and graph. Abstract data
types and their implementations as data structures: sorted and unsorted lists, stacks and
queues, linked structures, circular and doubly-linked lists, use of recursion with data structures,

binary search trees, advance tree structures, advanced sorting and searching techniques.

AN, 410 1AT9E5 9N 1Y IADNNILA DS 3(3-0-6)
CS 410 Organization of Programming Languages
FtsRuneu : aould aw. 311

wdnvesnwneNfiawed Liensalnmw amaminevesddvielasaing wuginig
ponLULYoNMsafanwIABLfamo LY W Muwidslassaiie Muideing anwndmiii uay
AIMIRTINEVE e wfi dngiugiu  Insiisuiisuduluuiaransrdidyesusay
ABIADUNLADS

Principles of programming languages, Syntax and semantics. Introduction to the
design and the structure of major computer programming language paradigms : structural
languages, Object-oriented languages, functional languages, logic and rule-based languages.

Comparisons of different paradigms and language features.

AN. 460 Uy usehivg 3(3-0-6)
CS 460 Artificial Intelligence
dsAuneu : @eaula an. 310

ngfnssnaainduatuladnludfdmiunssud msfivena uasnIuanioona
Dunisnsein msuidem nsunuanuilunsufiames nsdndula nsiSeus nsdum nsiauny
NNEAUNEY NTUTLLIARANTYISTINYIA NITAIUANYLEUA izwﬁvﬁﬂ’mw

Automation of intelligent behaviors to perceive, reason, and act. Problem
solving. Knowledge representation. Decision making, learning, searching methods. Game

playing. Theorem proving. Natural language processing. Robot control. Expert system.

AN. 461 lAssneUsEanniieulagNsLseusIaean 3(3-0-6)
CS 461 Neural Networks and Deep Learning

Fvtsduneu : @ould an. 207

Tuinnilaseurquitugiutes Deep Learing Vector, TensorFlow wagisnsasng
LUUI1a89 Neural Networks, Convolutional Networks wag Recurrent Neural Networks 14anann
Anwananguiuds tndnwiaylsvhanlunsdifnwifieanansnuszgndld Deep Leaming Tusu
$I9 9

This course covers fundamental and theoretical concepts of Deep Learning

Vector, TensorFlow, and models of Neural Networks, Convolutional Networks, and Recurrent
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Neural Networks. Additionally, the course also covers case studies of applications of Deep
Learning in various areas.
AN, 462 nFATEteyaLaivilaadeya 3(3-0-6)
CS 462 Data Analytics and Mining
tsRuneu : a@ould @n. 207

AnwuuAauasnguiiieatuinemsdeyadoswiu nsiemeideya maviuniles
Toya midansteyauuuiilassairsuazuuuliilassaing msafasuuuuvesdeyaiiiovasly
nszvrumsdndula Anwduneuitnisfeusvenaiosinslussiuidesiu mssuun Ussandeya
mﬁ@ﬂajwﬁayja NOANNAUIUS NFUTHIUNANITANTUIIUYDILIAALAZNITHAAININUIUTTTUVD
URHG

This course introduces concepts and theories in data science, data analytics,
data mining, the processing of structural and unstructured data, the extraction of useful
patterns in the data to help the decision-making process, the introduction to machine learning
algorithms, classification, association rules, clustering, model evaluation, and data

visualization.

2.2.4 NgulASeEFaiugIUYedsEUY (21 miefn)
AN. 403 AFIATIZLATNITODNRUUTLUU 3(3-0-6)

CS 403 Systems Analysis and Design
sAuneu : @ould an. 310

ANYITEUVAITAUNAUTELANAT 9 fianunsanevaveansiivaungluedng
welasaziesosdiofldlunmsiaussuy wansdidunusasnssuiumsimuediintuneldiems
AsWRILNSEUVENSaWIMA sisluduvasnsAnmanudululglunstmussuy ssuunmsingzd
AUFABINITVDITEUU NITHAITAUIMIA DN TUNITWAUIGONA LT N15TLATIZHLAYDBNLUY
sadUsznaufisudusenismiiuauresssuu msdavh uwuudasafiewanesdusznounislussuy
1a8 Unified Modelling Language (UML) n15vinszuuliiinng n1sinvinenansusznauniswaug
FPUU NITAINBUIZUU Hazn15ALIUNUNEINISaINoU

To study the types of Information System (IS) used for serving across the
enterprise, the system development techniques and tools, phases and processes under
System Development Life Cycle (SDLC): the feasibility study of system development, analyzing
and defining system requirements, determining system alternatives, analyzing and designing
system components, system modeling by Unified Modeling Language (UML), system

implementation, system documentation, system operation and support.
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AN, 413 polpn Msawuls Lazawivesues 3(3-0-6)
CS 413 Automata, Computability, and Formal Languages
FtsRuneu : aould aw. 311

LAAuAENgU U MTInEINsAeufawmed nuvlesusauazngufeslamm
nguiuariogwesn il mundilifiuiun awidadulaldfesiiss mundissuuingeddls
warnuiidadulalald selaunmiifmunaniugld selaunaiifmuaaniugllld dwaidsialy
hgnsaliiunenuiun weaniselaunm uageiosiie

Introduction to basic concepts and theorems in computer science. Formal
language and automata theory. Theory and examples of regular languages, context-free
languages, turing-decidable languages, Turing-recognizable languages and undecidable
languages. Deterministic finite-state automata, Non-deterministic finite-state automata, Regular

Expressions, context-free grammar, push-down automata and Turing machine.

AW. 423 ﬁumaiﬁmamﬂaﬁwéqLLazmi‘Uizqﬂﬁ 3(3-0-6)
CS 423 Internet of Things and Applications
derunay ; d@aula Aan. 100
Anwmdnnindestuietundnnisuasnssuiuvimivesdumesidnvemnasnis
wuade aandnenssy waznsdine unasresuildlunsiauissuu serUssnaumussauIsas
gondwas Inslnrsanisioas nsdeulusunsunuuiiein anundede anusunslasnsy way
aududuiavesdoya n1sdamsteyauazend nswamnlusunsuuszgndilesiu uagns
Uszgndlddumesidnvemnassnds lususney fi3susyldiamnlassnududumesidavemn
A5INE
This course studies principles and paradigms of Internet of Things (loT),
concepts, architectures and case studies, development platforms, hardware and software
components, communication protocols, reliability, security, and privacy, data and knowledge

management. Students will have hand-on projects related to loT.

AN. 430 eANL LN 3(3-0-6)
CS 430 Database Systems
Fdaduneu : aaula An. 310

weuAsiugAsfussuugIuteya svuudansgiudeya ndnnseenuuy
guteyaisduius wudassdoya wawynsudeya Wsiswesgudeya aruduuiturestoya
mshlsfeglugunuuussvingu Mmwiaeunuidalaseaing szuusnwiausiunsasndovesss uu
giudoya madnnmendoutu nsTatu msfdeyauasamuysmuninesdoya

This course covers the important concepts in database including Database

Management Systems, Principles of Relational Database Design, Data Model, Data Dictionary,
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Database Schema, Functional Dependencies, Normalization, Structured Query Language (SQL),
Database Security, Concurrency Control, Locking, and Recovery and Integrity.
AN, 441 MiRTEiuarenkUUTunews 3(3-0-6)
CS 441 Algorithms Analysis and Design
AUsRuneu : @auls Aw. 350

Anneiszdvsaimuesdaneifisluguresnarildlunsusyanana veulvansiy
gauazAvesmutudouedlusingy mslusunsuuuunadn Indludea msussiduilsidulnaly
dlea nwes uwaznisganavsng nsudasguuuurhadyses Jayvuuudui

Analyzing the asymptotic performance of algorithms. Upper and lower bounds
of problem complexity. Dynamic programming. Polynomial, evaluating polynomial functions,

vector and matrix multiplication. Fast Fourier transform. NP-Complete problem:s.

AN, 448 ausiuasaondulaiues 3(3-0-6)
CS 448 Cybersecurity
AvsAuneu : a@ouls An. 454

Anwrdeddyauiuasaonds Wy AuEy AnugndeazmMsldaula @nw
Fanslleafudoyaandlifiang maddsdaglailiFueyan nsuiludoyauazufiasnisidnfie
FamsuazUszifiumnuidos nquinisdisiadu Bmsfigadinau Jesfussuuaneensdaisyasd
1 Fn1snsanaeuuaraIuny uiudAusazuuntsddugsialideidedld sauiesanssuls
washazngmunelaues

Study for main topic of security (Confidentiality, Integrity and Availability) and
data management from unauthorized or accidental access, modification, and service denial.
Risk assessment and management. Theory of Cryptography. Authentication methods.
Protection domains from malicious software. Audit and control methods. Recovery Planning

and Business Continuity Planning. Cyber crime and cybersecurity law.

AN. 454 \3evnedeansreufianes 3(3-0-6)
CS 454 Computer Communication Networks
FsAuneu : Tud

nquifuguvenaietisaeuinnes nlulad (Topology) veuaietne 33n1suay
vanufoAlunsliedetnsaeufiumesiion1sdeas ssiUsznoutetadetedoamnanienm uaz
andnenssu 336"1%%14%&%33aium%mhsﬁami mswuedesdiolunsifady eenuuu dufiunis
wazTanaulduazluuinadetiotu q tWisuiieudeunnssvasaantnenssuaiotneuuusing 9
waziFeudisuinsosuumsufupeyfinnesuwuulniugg

Foundation of computer networks. Network topologies. Current methods and
practices in the use of computer networks to enable communication. Physical and
architectural elements and information layers of a communication network. Diagnostic, design,

operational, and performance measurement tools used to implement, operate, and tune such
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a network. Contrasting different network architectures, and comparing with traditional
mainframe and time-shared computer models.

2.2.5 ngussawsuavaninenssunsuiunes (6 niienn)

AN. 320 Iassasuazaarlnenssunsuiunes 3(3-0-6)

CS 320 Computer Organization and Architecture
AsAuneu : 1dd

szuumeufinmes Tassadiefiugiu sUuuudds T3nssnaiedeya madadamnelele
szuuda Tassadambedafuteya lassadomheanuduazaniinenssy Augrudunsdeya
961949 WhemuAN Mdsuuuaevie Mdswuuru andnenssunuudaduasiad n1sdeuse
symInlUswaeIiaIufi

Computer systems, elementary structured, instruction format, addressing
modes, I/O interrupts, bus systems, storage structure, memory system organization and
architecture, implementation of simple datapath; control unit; instruction pipelining;
introduction to instruction-level parallelism, CISC and RISC architectures,

Multiprocessor interconnection.

AN, 422 JeUUUURNMIARNILAS 3(3-0-6)
CS 422 Operating Systems
FsAuneu : Tdd

fenuuaraunieveeA1inseuuUfiinig TTuunnsvesssuudiinislugasiieg
Tassas1eiugruvesszuuneuiiaomes Tasiadiaiugiulaesiuvesseuud§anis n1sdanis
NILUIUNT N13IANITNTUTELIANAVRITNY N15UTINAUYDINTLUIUNTT TEUUAAAIY AT
IAN1InUIANTT wllgAuTLElou Tassassssuulndiuusie wagn1sadneszuulng syuu
/0 Tassadavamiisausidises nssamsiensldnuvesian nmsdansiudilundioainusy
d1509 MaUszyndlinguiineg vesszuuUFoRnsviuae

Definition and the meaning of operating system. Evolution of operating system.
Computer-system structure. Operating-system structure. Process management. CPU
scheduling. Process synchronization. Deadlocks. Memory management. Virtual Memory. File
system concepts and implementation. I/O system. Secondary storage structure. Disk

scheduling. Swap-space management. Implementation of modern operating systems.
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2.3 31an1LA1U - Laen (18 i)

AN. 202 aufidowuieaiuaeuiiumesluisgsie 3(3-0-6)
CS 202 Introduction to Business Computing

Fdadunew : Ll

Anwauidesiuieaturouiiunes nisldauszuuufoinsnenfinnes math
Ao unasuUsTE Nl AUUAIUgsAY Wi nsihudszendldiuaudiunisdafiul uag 1Au
LBNANT MY T180U NTTAFURULIENENS NSt Uszgndiuuiunsasuiiudeya n1sdeu

9 Y
[

YA NTUAAITIENTITTaYA NMIRRNaans wazwenanduhanldlunusiualinda wWu 113
AW NSRRI kagNTasnTmMIINToya

This course covers fundamental concepts of computers, exploring various
operating systems, and the use of computers in business such as documentation, filing, letter
and report documentation, document formatting, creation of data directories, data input,

reporting data outputs, printing, and using spreadsheet software for conducting reports and

graphs.
ANn. 319 nseulusunsudumasiin 1 3(3-0-6)
CS 319 Internet Programming |

JUsAuney : @auld Aaw. 310

wé’ﬂﬁugm%aamsL%sJuIUSLLﬂﬁaJuuﬁumaﬁ‘Lﬁm mm%uﬁmwa‘ﬁugm warnIsiveu
Sumakuunain ﬁ’mmizummimsslﬁaﬂ%ﬁmmﬁac}uasﬁu%mi ijﬂﬁ’u‘%michumiﬁamia
Futeya

Basic concepts of Web page development. Introduction to dynamic Web page

development using client-side scripting, server-side scripting, and database connectivity.

AN. 356 nsiamnLeUndinduuLeesiiedeasidane 1 3(3-0-6)
CS 356 Mobile Application Development |
FwUsduneu : @auld An. 310

ANTINVBITTUVUHURN5URIUNTalluue NTEUIUNTNIsHRINILLUIEWDUNELA
Funaznwldlumsiannluuisweundiedu wumsnseenuuudmdnseldnu n1svesyq e
ieldousevielinineinsvesgunsalluute msdamsmisoanud) msdnsegiudeya nsviay
fudesaAfide uarmsinwausiuasasnsisvesluusueundiadulargunsalluune

Overview of mobile devices’ Operating System, process of mobile application
development and programming language used for mobile application development, concept
of user interface design, granting permission for connecting or using mobile devices’ resource,
memory management, connecting to database, working with multimedia, and maintaining

security of mobile application and mobile devices.
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AN. 357 nsiamnueUndntuuasesiiedeasidane 2 3(3-0-16)
CS 357 Mobile Application Development II
ITIAUNBU : AN. 356
msafuasimulunisweundindudeudegiutoyadugs nsviouiefuud
uazmsdumandeulvesgunsalluuie Msannunsiiin msdansiuaaiuasasaduves
Poyaluluuiskeundiady MakewnsluusweUndindunaznismglaaniuuieweundndu
Designing and developing mobile application connects to advance database,
working with map and tracking mobile devices, designing graphic, security management of
information stored in mobile application, publishing mobile application and monetizing from

mobile application.

AN, 390 annafne 6(0-18-6)
CS 390 Cooperative Education
UsRuneu: @oule ad. 301 waz An. 436

Anwiszuunisvinnuassluaniudsenauns Tugnuesntniuvesaniulsznoaunis
Woasuasliindnwianumdousuanuedn nnsufoRnuiiugiu eghedindnnisuasniu
szuu dnAnwazdesdinisiinufiRnuaunailuaaiulsznouns laeflszezalidesndi 1 ae
nsfnw vide 16 §Unsi dadunuifinunwetedunuiitiuussaunisaiineu (Work Integrated
Learning) 7 n5efuav1ivndinvesindnwinielaseanu (Project Based Learning) fidusnuilidu
Uszlorunonsnng TaudelinsUsziliunansvinanuaInAnnansdsmAuanIuUsznaun1s uaztindne
whesdinimenuasuansUoRnuaniafnvnduaiafunisuoRo

Study actual working system in corporation as a role of an officer of the
corporation in order to strengthen students’ readiness in their future career by practicing basic
operations systematically and principally. Students must work full-time with a corporation for
not less than 1 semester or 16 weeks. The work must be a qualified work or a work integrated
learning that is matched with students’ study major or project-based learning as well as profits
the corporation. The work will be evaluated by instructors as well as the corporation and
students must prepare a report that summarizes their work results after they have finished

their work period with the corporation.

AN. 402 n5ldmauineIN9IUgIAa 3(2-2-6)
CS 402 Computer Applications in Business
Fdaduneu : aaula An. 403
ganansAtuguuuuaeg mMswleudaya nsussgndlusunsudnsaguivssuunu
Tsunsudnsagutduion Waknsudniaguduainieds lsunsudnsagunienisiasizinisdu
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'ﬁ’JiJfN'ﬁuUUa’]iaumﬂVﬂ,“iﬂ,u@ﬂﬂﬂi WU STUUDNTN uuwﬁmimmauwuﬁaﬂm LLauﬁ'iﬂﬁ]L?ﬁEJTU']EU
mﬂma'ﬂwaLﬂfauuuaUmmmaauwLwamma’m Usydunus uag ﬂ’]'istiE]‘U'lEJ

Certain system aspects in business and industry: financial institute, hotel,
hospital, trading. Data preparation. Applications of various software packages to selected topics
in business and industry for example payroll package, inventory control package, financial
analysis package. Information System used in an enterprise such as Enterprise Resource
Planning, Customer Relation Management system and Business intelligence system.

Commerialization of mobile applications for marketing, advertizing, and tradins.

AN, 411 NFIATIERLarRNRUULUTWN ST Tng 3(3-0-6)
CS 411 Object-Oriented Analysis and Design
Fdsduneu : @ould an. 311

fenuuarauandivesnvidaing Jng Aana Wuwaugaty Bueiunud waslng
WBsATL wuIANARLazmAlATINISWEUIUTUNTIGITRG MITATIsilageanuuuldeing N3
afanazmianngudoyaideinguazlusunsuuszond vdnmsildlumeluladidelng uuudiaes
ANNFUNUSIENINTRg wuuTIaemgRinssuveding Ienmsuazmealinlun1siaugeniwisigsing
19U design pattern, Unified Model Language Wag Rational Unified Process

Definition and characteristics of object- oriented languages: object, classes,
encapsulation, inheritance, and polymorphism. Concepts and techniques of object-oriented
programming. Object-oriented analysis and design. Building and developing object-oriented
databases and applications. Principle concepts used in object-oriented technology. Object-
relationship model, object-behavior model. Methods and techniques for object-oriented

software development: design pattern, Unified Model Language and Rational Unified Process.

AN, 414 n1sasedlanIw 3(3-0-6)
CS 414 Compiler Construction
ntsRuneu : @aula A, 413

nunuliensal N1 FULUULAZAIUINNE LUIAATBINITUAIAILUAL AT
AAULATE JUKUULUAAAUBLERT hensalunfiuazn1s3an AInsInnsaadndt asedydnual fiuas
du ouiuagiegnwesnulifisuiun wagwynnioslanin wadauasdunuulifiauiun ns
wanw medansaianagmsUiulgasiansassaniades

Review grammars, languages, syntax and semantics. Concepts of parsing and
ambiguity. Backus-Naur Form. Regular grammars and recognizers. Lexical scanners. Symbol
tables. Parsers. Theory and examples of context-free languages and Push-Down Automata.
Context-free parsing techniques. Techniques of machine-independent code generation and

improvement.
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AN. 415 M9 Beulusunsudumnesiin 2 3(3-0-6)
CS 415 Internet Programming |l
FwdeRunieu : aauld aw. 319

maBoulusunsudumedidadugs 1wy madeulusunsufivhauiuunioutu ms
Feulusunsundaing madeulusunsudmsugiudeyadmsudumesds ssuumiuvasndauaznis
thieyauansluieietis msideulusunsuilardodviuing Adudy uas nseuundniduidely
M9 PeulusunsuuuBumesiin

Advanced issues in Internet programming, including concurrent programming,
object-oriented programming for Internet, database programming for Internet, security and

network publishing, Server-side programming and  other major internet programming

frameworks.
ANn. 416 ATNAIUIUSENSUSEAUDIANS 3(3-0-6)
CS 416 Enterprise Applications Development

Jyrdarunay : @aule An. 403

nseenuuutazaislusunsusunngdunsultnulussdng wazniswaulusinsy
2 ° o ¢ & % I3 v v Al & ' |
LIUENIUDIANT ﬂm/lﬁaiNLUumIUiLLﬂimwiaﬂ% amﬁmEJﬂiimiﬂﬂmiuﬂﬁﬁuamﬂi&gﬂi‘wu LYU
annenssudausnig wazaadnenssuduwesia Wudu

Design and implement enterprise applications and web-based enterprise
applications including packaging and deploying the application. Application architecture for
the modern enterprises, Service-Oriented architecture, Web-service.

AN, 431 spuugudoyatugs 3(3-0-6)
CS 431 Advanced Database Systems
UsAuney : d@eula Aan. 430

ma‘UﬂamLuamsuuumu%m‘waUiua’lmfwamﬂ%mLLa aaluamamﬂiimav\lmni
LU iu‘U‘U%WWUEJEJaLLUUﬂiu"\HE’JLU@WIu muummamamamumawawu iuuumiaﬁmiﬂum%ma
izuugmﬁuaiﬂa%iaﬂiumaaﬂammuum iwugﬁmayﬂmwumzma izuugﬁu%agammmz‘um’m
wazg1uteya NoSQL

Covers the latest trends in both database research and in the database
industry:  object-relational databases, multimedia databases, information retrieval,
multidimensional databases, data mining, decision support, OLAP, distributed databases,
heterogeneous databases, WWW databases, and NoSQL database.
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AN. 432 SLUUTIUTRLARUUNTEANY 3(3-0-6)
CS 432 Distributed Database Systems
FwdeRurieu : aauld aw. 430

ANYINY B UATN1TODNUUUTEUUTIUTDYALUUNTEANY N1TATUANNITVINIULUY
it maudilamuesnissenasanaresisunsy msdansdeyatideu FBnshseyaninszuy
gudeyanuunszane 1asesdnsgudeyauvuruiy ssuuguteyanuunszareiuededluinng

Y

e B

aa

Jafilae wag sEUUgIutoyaduIuin
Theory and design of distributed database systems. Concurrency control and
recovery, distributed deadlock detection, replication, query processing and optimization,

parallel database machines, multimedia servers, and heterogeneous multidatabase systems.

AN. 434 nsviuvilesteya 3(3-0-6)
CS 434 Data Mining
UsAUneu : @ouls An. 430

mavimilosdoyanasurduidfuiadeiu wnfn doyaiiasents duusdoya
Bsduwundeya dulsitiedaduls mavssdiuuszavdamuazanundofiovedinng msUszidiu
Uszansamdeansinazdunu msmsendeyaiiienisAuminiiug msdanqudeya nsung
Anuduius nsuansdeyanin msagudeya mamuwnlduiiaund nsUszgndfunisaainuuy
zasnazluinagndn nsUszgnddunsiesevideyalulasensisd nsUszyndiuisesdug
wansevusedsauvesmiiiesoyatuuuilibluowan uazideimiiesdoyatugs

Introduction to data mining and machine learning, concepts, instances, and
attributes, classification methods, decision trees, evaluation and credibility, evaluation with lift
and cost, data preparation for knowledge discovery, clustering, association rules, visualization,
summarization, and deviation detection, applications in targeted marketing and customer
modeling, applications with genomic microarray data analysis, applications in other areas, data

mining and society and its future direction, and advanced topics in data mining.

AN. 443 nsvhAdateya 3(3-0-6)
CS 443 Data Warehousing
sAuneu : @eula an. 430

LA ABITUAIL ST Snvarreandiunfiindda guassauazdoideves
ANFWISENET aontnenssuvesnfuasiEdds MseenwuumFwsiEdde Tassadianisdaiu
Fogamelunduasidndss mssunndeya anududounazinaia nisasrsteyaifiamnm adh
1150 andneis g duididds Fuaneis

Introduction to Data warehousing concept. Characteristics of data warehousing.

Drawbacks of data warehousing. Architecture of data warehousing. Design issues of the data
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warehousing. Internal data structure for the data warehousing. Data integration. Complexity

and techniques. Creating high quality data. Data mart, data mining, data webhousing, and web

mining.
AN. 445 eEANILLHGHY 3(3-0-6)
CS 445 Big Data Systems

FwdeRuneu : aauld an. 430

ﬂaaUﬂqmLf@mﬁmﬁ’mzw%’agauﬁm N38UIUNTIUNISTANITTOL ALY LAY
Tnssadrsvesguddeya dsusznoulusie szuuidsduius suunszans ssuunsI NoSQL uaw
NewSQL Tuduvesendnaiazaaoungu unuiian nmsdaiudeyanuuAding msdssananaaniy
MsUszananans vl warszuuissendliiimafeudvennieadns

This lecture covers big data systems, big data management processes, and data
center infrastructure which includes relational systems, distributed systems, graph systems,
NoSQL, and NewSQL. The software discussed will cover Map Reduce, key value stores, stream

processing, graph processing, and machine learning systems.

AN. 446 NIANUILUUTTUUNGHLIY 3(3-0-6)
CS 446 Cloud Computing
FdsAuneu : a@ould aw. 320

AnwiAeafuuuidn welulad waraniinonssunisuinuuuszuungue (Cloud
Systems) LLmﬁﬂ%uﬁugﬂuLLa3LL‘U‘U@J"Waa\immﬁbumﬂaaﬂﬁa%uﬁuugm naln antUnenssy n1s
WITUILUUTIABINTINAILUUTEUUNAUNR (Cloud Systems) WUUIABINTITARATUTNSULAZAIIN
AlEane uagsrianisaunmmsiiuinig wazdennasseAunisiiuinig

This course studies concepts, technology and architecture of cloud computing,
fundamental concepts and models, fundamental cloud security, cloud computing
mechanisms, cloud computing architecture, cloud delivery model considerations, cost metrics

and pricing models, service quality metrics and SLAs

AN. 447 waluladudenwulaznsidnswasy 3(3-0-6)
CS 447 Blockchain and Cryptography Technology
vsAuneu : a@ould An. 454
Anweuiiugiureanaluladudensuannyasy yuues wrAnd day nisimun

ANaRUAIALATNITIGINTIULUUNTEANE drulsznauiiugIuresuionsy Juneudsnisaniunis

[ '
LY

asvddrendemitiinnuidetio sufsiiugunisusuasmaidsia

This course studies foundations of blockchain technology from multiple
perspectives, key concepts and developments around cryptocurrencies and distributed ledger
systems, basic components of a blockchain, its operations underlying algorithms, and

essentials of trust Content includes the hashing and cryptography foundations.
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AN. 457 ausuasluszuunauimes 3(3-0-6)
CS 457 Computer Security
UsAuney : @auld An. 454

Baumnulasasislussuuasuiinnes stuuiaietns uasdeya mngliianiiids
foyalaglildsuounn vislilddvla mednasuidsuulawudlodoya nmstiostudlessuudfias
n15lHU3n1s MsUseiulagn1sdanisanudss nqufansaune nnsassia a3ulans @ nssuis
Susasmudasnste vaulanstesiurngenduasfiuszassienessuy 1hia aednueuy 35013
As19EaU Wiuvesnulasndy autuaslasniesulsuesiisiuiinsdnwanudasadouu
gunsalipdeud

Methods for securing computer systems, network, and data from unauthorized
or accidental access, modification, and service denial. Risk assessment and management.
Theory of information. Coding. Cryptography. Authentication methods. Protection domains
from malicious software; viruses, logic bombs. Audit and control methods. Security kernels.

Cybersecurity including mobile security.

AN. 458 \AseTnesTUUNTARasITaneuaraUnIaldeansindoud 3(3-0-6)
CS 458 Wireless and Mobile Networks
AdsAuneu : @auld An. 454

= A | 14 6 d' Ql' =) | ¥ v o U

Anwissuuiasevneliaty aunsalindeunluiniavigliay demvunnie Tu
A3RUETEUUNSFRENS b ansuazgUnsaldeansinioun MITansinIeYie seuulseiudseansam
lumsfvdadeyaluniatieliany JUsunsuussgndasetnessuunisieansiiansuave Unsaldeans

dll ‘:{' 1 & a £ r.ﬁ' 1 [ ¥ 4 4{‘ ‘:l'

imdeui 1w Tsunsudszenduianszane lUsunsuimnanaieuse msdanisteyalugunsalindioun
seuudiafiivelugunsaiinioun wasmsdanumdlnaniuaunsailiane

A complete treatment of the issues related to wireless networks, mobility in
wireless networks, protocols in wireless and mobile networks, location management, quality
of service in wireless networks; application in wireless and mobile networks including

distributed applications, middleware, mobile transactions, mobile multimedia, and remote

execution
AN. 459 N15DBNLUULALNITIANITTEUULASDUNE 3(3-0-6)
CS 459 Network Design and Management

FwdeRuneu : aeuld an. 454

AnwiszuuaTotnei ugIu 1y n1s1aesszuLIAt ety n1sUssdulsAniain
sTUUIAS Y18 MIlenwiszuuieiedgluFesnuiazaaiilunssudsteya nmseenuuy
A3 UL UUTINAUGRaTRUUNTEANY TUsHNTuUsEEnAlusruulTany n1sUImsuarinnIssEuy
1A30%18 InsinAea SMNP wazan1Unenssulazn1sannIsseuulATedIgluunNsEay
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Basic concepts in networks; modeling and evaluation techniques; network
analysis: delay, loss and throughput, centralized network design; distributed network design,
network reliability; applications to local area wireless, wide area, multi-service networking, etc,;
network management: SNMP, OSI management, distributed network management and

architectures.

AN. 463 NTAATIZUDAI M 3(3-0-6)
CS 463 Text Analytics
AvdsAuneu - @auls An. 486

AnvunAnuaznguilunmsuszinanatonuausssund indesdleliuszaana
Homnalundetonnuunuudlud® Anwnssuiunaaioudoyadowy wu madadeny nisddn
fgn nsulasiloglusuuuunndnst msangvesd Anvmgudidesfuvesszuuilifendeai
nsUszananatondy lakn seuvduAuAuasauma ssuuliaeianuianiagnsvinmiiesniny
Anwiu wazszuvagUdemudaludf

This course introduces the concepts on textual data collection, principle of
corpora creation, textual data normalization, statistical, and machine learning concepts for
modeling the information in textual corpora. The other principles include an application of
sentiment analysis and opinion mining, document classification, and automatic text

summarization.

AN. 469 AN IABITYLATY 3(3-0-6)
CS 469 Computer Simulation
Fdaduneu . aeuls An. 310

nsdnaesanunsallagldneuiiames walianisasnsan1unisaldnass mugnees
YosanuNTiTIaes Jedninveanaian1siiaesanun1salluuieg N1sWeulusunsuaiien1wgy
At

Simulation by using computer. Construction of simulation, validation of

simulation. Limitations of simulation techniques. Programming with a simulation language.

AN, 471 N19L1ETLUULTITETITULALNTNAADULIETEUU 3(3-0-6)

CS 471 Ethical Hacking and Penetration Testing

sAuneu : @ould aw. 454 uay aw. 310
ANEINITNAADUNITHINZIZUULTIDIUTTTULAZNITNAFOULIZTEUU N1TINLKY N1

A1MRTELIU AITALAY A1FANTUNITNAINITLNLIZUU LazI189UNa NIIUALNEY I nILagls

uidaiitisananudssiiazgnlani asedunisyngn uazliusgleviannvesindla 9 fdunuly

anmadeunietiertmineg insmandsaualestunisgnianzszuy wleidmsundesnns

laufLASoUNeABNNLAD Y19 UTEANEA W
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Study ethical hacking and penetration testing, planning, reconnaissance,
scanning, post-exploitation hacking, and result reporting. Vulnerability and solutions mitigate
the risk of attack. Intrusion detection, and exploit any vulnerability uncovered in the target
network environment. How to avoid and prevent hacking. Understand protection approaches

against computer network attacking efficiently.

AN. 472 maﬂszLﬁummL?ismLLamNLqu%'Uﬁammmau 3(3-0-6)
CS 472 Risk Assessment and Contingency Planning
JsAuneu : a@ould aw. 454 uay Aw. 310

Anwinmsanvesd ol feaideddaad ssdunaznszuiunsimunzanlunis
w3sundeulvivesdnsdmiunsasuuladassaeiuguagnssnidunsdumelulad nsou
msUszdiupnudesnunaluladvesesdnsuasiasasamalulad eonwuu naaedld wasvndeu
TG REORIL ﬂgam'ﬁLm’wﬁmamwumqqiﬁﬁ] MIUNLANIADITD9M955AY WazIHUMS
Wyuz\jwé’wmﬂ’mﬂﬁamwm

Study an overview of fundamental considerations and proper processes to
prepare organizations for disruptions of information technology infrastructures and operations.
Framework of information technology risk management. Design, implement and test
contingency plans including business impact analyses, business continuity plans, and disaster

recovery plans.

AN, 473 N5IANITNTNOUAUDIABLAANITE] 3(3-0-6)

CS 473 Incident Response Management

wtsduneu : @ould an. 454 uag An. 310
Anwinsuimsaunsenlun1ssuliennidulazn 1IANEUNY IUNENFIUNIATA

Finwruagauiunsivaunanisuasiuilodemg sl datiunisandaszuy Seanaudugs

LaznsALiunsReiuieAnAY ﬁﬂméfmmitﬁuLLaﬁLﬂiwﬁsﬁa%aﬁgﬂmmzwﬂﬁﬁ'amisi'm 3
Study response management and digital forensics. Skills and knowledge

needed to conduct formal investigations and manage incident response. Focus on system

breaches, advanced persistent threats, and anti-forensic practices. Skills needed to collect and

analyze data for several Operating Systems.

AN. 474 mMyoenuUTedwIsTiiuasaanste 3(3-0-6)

CS 474 Secure Software Design

verunay : d@auld An. 403
AnwInsTUILNSLaET Unud M UM SR ST UUTeFuSAivaenfouastaslnd

ﬁaiﬂsuaﬂﬂmﬂimizqﬂﬁ peATInnIRIuAMUUaenduvadlusknTuUTEeNg WAlAN1ATIFE0Y

Jadlmivasmwenduad nszurunslunisandeddnitu uaznszuaunshluielriulainnisesnuuy

gonALsiunIseenuuUTenLIsTvasnsde
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Study processes and procedures for developing secure software systems and
vulnerabilities found in software applications. A holistic approach to application security.
Technical of vulnerabilities found in software, procedures for mitigating such vulnerabilities,

and general procedures to ensure software design is a secure software design.

AN. 475 mnusfunsaenfveIsTUUNGLLIE 3(3-0-6)
CS 475 Cloud Systems Security
FwdeRunien : aauld an. 454 uag AN. 310
nsfnwmsdnuanuaeade Tassaieiugumeluladansaumauussuungui
(Cloud Systems) asauAgu¥anIviuAnIuan1UnUNTTULALN1TBDALULYBITEUUNG UMY (Cloud
Systems) saflarateraiunsasnsiovestoya unanledu uazueUnalady fnsmsaaeunns
uYeIsEUUTTUIUNGUWLE (Cloud Systems) wazUseiiuniangmneuasn1sujuRanudenivun
Study cybersecurity, basic cloud-based information technology infrastructure
covers architecture and design requirements of cloud system including security issues of data,

platform, and applications. Review cloud operation and legal issues and compliance practices.

AN, 480 ARUNLABSAT TN 3(3-0-6)
CS 480 Computer Graphics
FsAuneu : Tdd
Anwiarudidesiuisafusenduililunisesnuuuanudunoufiusesnsiin
sudsmstnuiieaifutuneuisvesiddildlunsdnaiiioasanmasiin nssuaunslunisada
LaENTLUaIUUTIaeIn 1N 2 fRuar 3 IR NTLARINAAINATLTEULIRRNIZEIUT f1uun
wuudaendsddudu wuAmfeatutag 3 87 sviadeamdd nssuaunislunisuasuagnis
uanskanINNT T 3 fRuuvaevio MarTRduiuianimnain waznsAnwUduiusTEninadng
AULES
The study of fundamentals in graphic design through computer graphic
software. The topics include the algorithmic approach to the study of graphic operations, the
modeling and transformation process, 2D and 3D graphic elements and transformation, viewing
and clipping, hierarchical modeling, 3 D concepts and objects, solid geometry, 3 D

transformations and the viewing pipeline, visible surface detection, and lighting equations.

AN, 481 NsUTUANAF Y IULAZNINATN DA 3(3-0-6)
CS 481 Digital Signal and Image Processing
FUsAuneu : laidl

watansUszalanadyyIuuazn maInea jUluuwiudeyanimadnea n1s
Usuusaniw nsudledeunniesvesnmn msdudanim nisfduuugy nmsutanin arwdidesiu
Aerfupeuiimesidy
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Digital signal and image processing techniques, file format, image enhancement,
image restoration, image compression, pattern recognition, image segmentation. Introduction
to computer vision.

AN. 483 nsUsEInan Ay IR 3(3-0-6)
CS 483 Image and Video Processing
AvUsAUneu : @ould An. 310

LA TmguiandeUURlunisuseasanan niayifviag MIasenInuas
NISWVUNIN NFUTBINARANMENYalgILEDY N1sHUaInIN N15UTUUTININ NsMAndeyaasuniu
n5UudanIm n1sudsdunIn MsanauaznTafuauanvaaulunn duaglnud n13391ing n1s
Uszananadavimliuuanuila nsussananadfvimiluunaing nsuszendldanusiig q

Introduction to the theory and practice of image and video computing; image
formation and representation; binary image processing; image transformation; image
enhancement; noise removal; image compression; image segmentation; feature extraction and

detection; color and shading; object recognition; 3D vision; dynamic vision; applications.

AN. 484 Aanudussaaiiounazanuluaiaasy 3(3-0-6)
CS 484 Virtual and Augmented Reality
AvsAuneu : 1l

Anwndnnandosfusazlsyifvesmuiuasuaiiow (VR) wavanuduaiaasy
(AR) welulad dagtuisenriuifuazeniauiildlunsimuinisesnuuunsujduius way
Uszaunmsalflilulanvesanandustaaiounazanufuaiaaiy medanmswamuilagltiageaile
928 wuIn19nsUTEYnald Anuluasaatiounazanuduaiaasuludiumis 9 1wy nsunngd
N15ANY NTHNYINYY ST

Study fundamental concept and history of Virtual Reality (VR) and Augmented
Reality (AR), recent technology of both software and hardware that are used to develop
interaction and user experience in Virtual Reality and augmented Reality, development
techniques using tools to facilitate, and how to apply Virtual Reality and Augmented Reality

to benefit several things such as medication, education, skill improvement, and entertainment

industry.
AN, 485 wialulagtandify 3(3-0-6)
CS 485 Multimedia Technology

FwdeRunien : il

aufifostuAstunisldneufinnesdmivdaifiie nisdaonarsdod i
lawesifing lewesiidy Aenaudmiunininaus nsiin nmadeulm 1des 3dvmi waianis
Waue nannsniseenkudsslsrauseningliuasaeuiamesdmiugond wasiazieunain
Fuvugunsalindeud
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Introduction to computer-based multimedia. Desktop publishing. Hypertext.
Hypermedia. Presentation media. Graphics. Animation. Sound. Video. Presentation techniques.

Principles of Human and Computer Interface in softwares and mobile applications.

AN, 486 n1sUszLIaRaTaAIY 3(3-0-6)
CS 486 Text Processing
FwUsduneu : aauld An. 310

AnwinAnuaznguilunmsusznanatonunwsssund wedesdefilivszanana
fomnulundstoruuuudnlud® Anvnssuiunasieudoyadowiu wu mdndeanu nisddn
fmgn nisudasdliegluguuuusndwi n1sanguvesd AnvmgquiidowuvessruuliAsatosiu
nsUszInanatenu tild seuududuAuasauna seuuliasieianusaniasnisvininiesniny
Aniu wazszuvagUdamusnlula

This course introduces essential concepts and theories in the processing of
natural language text. It explores additional tools for providing the automated processing of
text in corpora. Fundamental text preprocessing tasks including tokenization, stopword
removal, stemming, and lemmatization will be introduced. Other useful fundamental
concepts on text processing systems including information retrieval, sentiment analysis and

opinion mining, automatic text summarization systems will be also focused.

AN. 487 N15WeUlUTUNTUNTY R 3(3-0-6)
CS 487 R Programming
FwdeRurien : @euls an. 207

Anwanuilesdulunmafoulusunsudieniy R uagnsuszgnaldniw R lu
Uszinun1adn wazausuineinisteya lnewdensiseulszneuldsie slladeyawazlaseadig
fFoyaluntw R msadeiledtu msmuaufiemanisdidununelulusunsy wsudeya yadsi
Tdwsumsdansdeya wazmsaireanmunusssuvestoyasmenguidnsiin
Tunw R

To study the basics of programming with R and application of R programming
in the area of statistical issues and Data Science. The study topics include data types and data
structures in R, functions, control flow, data frame, packages for data manipulation, and data

visualization by using R graphics.

AN. 488 NATNINUINSTTUVDITBYR 3(3-0-6)
CS 488 Data Visualization
Fdaduneu : Ll

Anwmdnnismaiiausununndoyaluuiazuiunuazviaveadoya in3edlenld
vausununmdeyaiil siaiuadrsnnudlayadeyadidudounazdrslunisindula nnsadis
uunmdeyauuUAsiinaziBsliney uaznsUssiiunauNuAmdeya
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This course covers the principle of data visualization for different context and
different types of data, data visualization tools to advocate the understanding of and decision
making, the creation of static and interactive data visualization, and the evaluation of data
visualizations.

AN. 489 mM3Feuiveseiosing 3(3-0-6)
CS 489 Machine Learning
UsRUneu : @ould AN, 462 wag @n 207

Anmanuiidesiuiniunmstouivenaiornsuaznsdieuuuguneedn oy
domusgneuludg auidumadoud suuuumadouiuuudifaou (wu msFeudidaindnuay
N5SEUSFERNUNUR NMSSEUTHUUMTNUATNLATLULUBUNITWUATN tassglseamniiey way
dnwesannnesiuviiy) warnisiieusiuuliiidasy Wy nsdungu n1sanila I8n1shuAesiua)
yufensUszyndnsousvenniesdnsiionsuausanudnunizsng o 1éuA msmuasvueusd ns
Wwiloadoya NI duNBnlula Yransaumeanians n1339Ama N15UsEaratanLLaY
Foyatiusnguuiv 1Jusu

Introduction to machine learning and statistical pattern recognition. Topics
include learning theories, supervised learning (e.g., generative and discriminative learning,
parametric and non-parametric learning, artificial neural networks, support vector machines),
unsupervised learning (e.g., clustering, dimensionality reduction, kernel methods), and
discussion of the applications of machine learning (e.g., robotic control, data mining,
autonomous navigation, bioinformatics, speech recognition, and text and web data

processing).

AN. 490 AN 3(3-0-6)
CS 490 Seminar
sAuneu : @euldirianizau-UiAy ag1etey 3 290
Tiin@nwiauenanuiildainmsdnuidy vieanmstinujufeuaisuniisau
duaeuianef Tueswnis S5iamia wazonsunuildfvual
The students are assigned to study the systems in various computer centers in

both public and private sectors. Presentation of study is also required.

AN. 491 WAy 1 3(3-0-6)
CS 491 Special Topics |
FdsAuneu - aeuldivanizau-Uidu ageties 3 390
Anwitefiinaula wavduussloniAeifuainsng q lulveeufiames
Study of current interest and new developments in various fields of computer

science.
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AN. 492 WvoNLAY 2 3(3-0-6)
CS 492 Special Topics Il
FUsAuneu ; deuliivianizaiu-UiAU ag1stley 3 30
Anwtefiiaula wasduusslenifertuaune ludaeufinmes Jeunnsng

N AN. 491
Study of current interest and new developments in various fields of computer
science.
AN, 493 Wtoliey 3 3(3-0-6)
CS 493 Special Topics |l

FJoraRunau : @aulaivaneau-Uiny a8ty 3 30
= v v oa =3 ¢ a [ [ a a & = 1
Anwiidenuiaula tazilulselesdifeaduanuiniee) luivieouimes Jauanaig
10 AN. 491 ey AN. 492

Study of current interest and new developments in various fields of computer

science.
nal. 427 J¥UUgINIORTEE oIy 3(3-0-6)
IT 427 Introduction to Business Intelligence System

a U -] 1 =]
JrdeRuneu bl

LLu’Jﬁ@ﬁugmﬁzwﬁﬁmam%z qua%ﬁaﬁugwuLLazaaﬁﬂizﬂawaﬂszquﬁaé’ﬁ
vg 103 el ofilflunnsadisszuugsnadasoslussdns nszuiumsdndule adsdeya 350151
adsdoyariiothunldlusadng 38mslwenduismsinuszuugsiasaniosidund ssilodmiuns
aienenuasAniaels n1sussyndldsyuugsnadaaseslugsiatagiu

The course will provide students with basic principles of business intelligence
(Bl), including its architecture and components, data warehousing and data mining. The
students will be familiarized with related tools for implementing Bl in organization to help the

decision making process. Practical Bl applications and platforms used in real world will also

be covered.
an. 301 W3 UUANNAN 3(3-0-6)
CO 301 Pre-Cooperative Education

FudsPuneu ;- bl
AnwwuiAnwarANU 1995 UUaNA AR NYINaaRUL T UNT SRS HUAMUNS DULAY
WAL NYEAIURNNY 979 N13T8UIARLIBENATIIU N1SIEBNEAILUTENBUNIT ATANITYITUNTS
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duneaiinu nswauinwglunisdeans YAGNNN nmsvhaeuduiiy Jausssuesins weallanisan
ag9as 1933 Wiedian1sdeusieny wasnisdnaus vinvensiluduszneunts wazdemsufilu
5eniNsUURMU wazauUaondeluaniulsenaunis

Study concept and understanding of cooperative education as well as be
prepare and improve some skills such as writing a job application letter, sorting corporation,
learning job interview techniques, improving communication skills, personality, and teamwork
skill, learning corporation culture, creative thinking technique, report writing and presentation
technique, entrepreneur skill, good practice when working in corporation, and security in

corporation.
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3. MUV URBNLET (6 vitienn)
AN. 204 Inenmsdeyadowy 3(3-0-6)
CS 204 Introduction to Data Science
Fdaduneu : il

Anwwdnmsfiuguvesivenisteya Fsnmsuaznszuaunisluinernisteya ns
Ifndadona maviawazeiauaznsinsuloudeya madilateya nsdanisdona msasa
LUUT1899 N1SUTTINARARAENNITIATIEY N3UTEeNd Jayarunlug NMTInserdayaliedisng
msaraulunmm msdeansvestoya msfwmnuaeadedoya anududuivesdeyauarssuu
CEARDEDERE

Study fundamental of data science, methodology and process in data science.
Data acquisition. Data cleaning and organizing. Data understanding. Data manipulation. Data
Modelling. Data processing and analysis. Applications. Big data. Exploratory data analysis. Data

communication and visualization. Data security. Data privacy and Business Intelligence.
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A1D5 U818V
dunalulaggansaund

1. uandvAneialy (30 minehin)

NAIIMNWIDINYY (9 NUIehA)

an. 101 AMdanguludinuszaniu 3(2-2-6)

EN 101 Everyday English
Anstumslilassadeiuguasdniunnsinguilfluiinses iy ssneudens

WuG]LLuzﬁWIULENLLa%Iﬁ%@Zﬂﬁﬁ’m@h NSUITYBYATNANBEY miﬂ(‘\ljmﬁqﬁaaﬁﬂﬂﬁ] Fosiduanueu
uarLsndndudufveuiazay TudamasanimuAaiiluFesialy Snteiauvinueniswn s
4 113971 UAENITWEUMILTTIRIYTUINIG

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 Mwanguluusunmedny 3(2-2-6)
EN 102 Social English

Andunsyanazmsdeulseloanazduuiliiulsed ilensilufausiusmadany
Msuanidsudoya maUSsuiiieu uazmseduisauAnRnIfuGesng 9 Tutsummsdsnuuasgsia
Tnggadunsimunrinegnisedunetaznisiiaue memalulagduazaiufnaiiassd

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 AMwdanguluuiunaina 3(2-2-06)
EN 103 Global English

AnnunsussensUszaumsallagszyisasdenaiuayy wazlansasAniuieiy
FAnanuduey M wazussidiulgmluszivaina Tnssjadunsimunsinuensdoasszmning
Sausssy wazmsdeaslulanidva S dysensilunadedan

Intensive practice in portraying detailed experiences and expressing opinions
about living and working situations, and discussing g¢lobal issues, with concentration on
intercultural communication skills and digital communication skills, which are vital to becoming

global citizens.
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NALAYIYIAUINTINWEINTN (21 dIefin)

AN, 101 vinwgnsAniilenisiiousnasedin 3(3-0-6)
GE 101 Thinking Skills for Lifelong Learning

Anwvgud ®aNNII0INITAN Wan1sAneg 1w dussuu 819 MIAMTIINING N3
Anasneassd n1sAndATIzd nsndaasiza msfaudtam Judu sudenisdenlesnnufnuas
ansnideniaiosiemnudniivsnzanludszgndliludinusziniu mshauezmsSeuinaondin
Teegneliusz@nsnn

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

effectively adapt to their daily life, professional undertakings and lifelong learning.

fAvn. 102 amandunaides warnmsivdsuudasvesdsay 33-0-6)
GE 102 Citizenship and Social Transformation

Anwimnuvane audnuas ans nihfvaziad nwvesnudunaiiesiidludnylne
dnulanuardsauduitlutlgtunazeunn 1wy deuddva denumyinmsssy Wudu iedviniunis
Wasuulaswesdinumneg saAaioudituedin dsndeuiid waseoguaae 4 @ Ao ne la &
waz Yayan vlewdenuusogamfugduludemildedsiinuguuas s douddu

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

and wisdom.

An. 103 wmeluladuaruinnssuiieaunan 3(3-0-6)
GE 103 Technology and Innovation for the Future

ANYIUNUIM BUIAA N153IMIU TudensUssendldimalulaguasuinnssuaumigeg
jarfumsiaunaunm@isludsaualioll nanszvuiifidenssniudin dnu uazirsugia naenay
Anwnsliusslovinagmsduasomingaumetygniinnnaluladuaguinngsy

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

intellectual property protection as a result of technology and innovation.
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An. 104 auvssnniuguaeiileTin 3(3-0-6)

GE 104 Aesthetics and Well-being for Life
BouinsliinegsiiquarannnudatzuazAanssutunuins Weguvedlilubes

quvssnmilAetesiuiinuardsnuanaufauysine uasfivi Afinadenisisiotuesdin dauuaz

9
[

IRIUTITU

In this course, students will explore relevant theories and concepts of aesthetics
related to life and society and learn to cultivate positive outlook and attitude and understanding
of different forms of taste and beauty, which will enhance their perception of diversity and
enable them to appreciate art, music, literature, images, films and other forms of art. Students
will also learn how to depict their imagination via communicative design using images, colors,
calligraphy and other related tools to create value-added identity and characteristics to services,
products and media.

. 105 WusinsnedenunasUseinuialndveslan 3(3-0-6)
GE 105 Global Alliance and Emerging Issues
AnwmsiananuufiessfuuumAinaTsgiakasnaillesfidamansenusianis
WasuuUamadeeuway Saussaludanulan LﬁaLi’f’ﬂﬂ]ﬂ’i%lﬁuﬁﬁﬁmﬁLﬁ@%ﬂﬂﬂ%@ﬁﬂi%?ﬂﬂﬁﬂ
In this course, students will learn about international economic and political
collaborations and developments affecting/constituting changes globally, in order to understand

key global issues.

. 106 mmimqm':?L'Eul,l,asmsﬁwmasmé"ﬂ@u 3(3-0-6)
GE 106 Financial Literacy and Sustainable Development

Anwmsdanisuazdndulananisituegnaiiusyaniue sanisdanismaiuduyana
uarnITaU s siaegned iy Tnesaunsysannisesdauifiaenadosiuuiuniiui
yuy uardsrunduddny eliuidamuasiuimamsudlvegnadugusssu

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

and society, in order to highlight key issues and offer practical solutions.
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An. 107 Imgaraenudugusgnaunisuaginwenisdugil 3(3-0-6)
GE 107 Entrepreneurial Spirit and Leadership Skills
ﬁmsnLLazﬁwmQmé’ﬂwmzﬁﬁwéﬁ’zﬂumia%’wﬁm%zgmmmuﬂuﬁﬂazmauma JERIN
nsAnLUULEIYeY UsznausensianuAnasneassd waznisuaanlonialunisdunasdifiufans
ot uilnnusTTINaz 35T Tamefihflaunsnihuasyieniduiinlfegsliussavsua seud uazndn
AnaulaviudemnnIal
In this course, students will study and develop important characteristics of
entrepreneurial mindset, with an emphasis on a combination of creativity and entrepreneurship
and explore entrepreneurial opportunities while learning about business best practice and ethics
including leadership skills and qualities, effective leadership characteristics which will enable

them to effectively work as a team and be able to make well-informed decision when required.
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2. BUNIVURNIE (100 Hienn)

2.1 nqaivunu (Core) (15 wiienin)

- AWUNUNNAUARRAIERSLaEINEIAERS (3 wiein)

AN. 101 nquiidoswiumaunanda 3(3-0-6)

CS 101 Fundamental Theorem of Calculus
Fdadunew : Ll
Heiduiivadn dlauazaiudeiios n1smAtouRus syiusivuza suwussuuas

3

&

a a o a

Fumsuaznadinnge duinsdu nsmitudl Suedliiinduiinga widvduiinga nsavieisud
1091 UAZANTBUTNTVINT UL WAUABTIATY A3NG ADSHLULN Lazaun1 sy

Algebraic functions. Limits and continuity. Differentiation: derivatives, chain rule,
higher derivatives. Analytic geometry: straight lines, conic sections. Integration: areas, indefinite
integral, definite integral. Differentiation and integration of transcendental functions. Matrices:

determinants and linear equations.

- Avknuneanuadfdnsutinmalulad (3 wulein)
an. 207 Anunavlulazaia 3(3-0-6)
ST 207 Probability and Statistics
UIAUneU bl

ﬁmsnLLmﬁmﬁugmLﬁ'mﬁ’ummﬂwmﬁu MIHANLAAUUIALTU NMIHaNLasTddey
1NN1TFUAIBEI NITUTTUIUAT NMTNAFBUANNATIU N15IATIBMAMULUTUTIU NTannBELaY
avduius mswanuadlpaumsiunisieseienud adanldldnnsiimes

Study fundamental of probability, probability distribution, sampling distribution,
estimation, hypothesis testing, ANOVA, regression and correlation analysis, chi-square test with

frequency analysis, and nonparametric statistic.

- Armnumsnuiiugiumelulafansaumea (9 wiiedn)
AN, 100 nsAndeiuandosdu 3(3-0-6)
CS 100 Introduction to Computational Thinking
FdsAuneu Tl

Anwiilugiud osiuvrenndosneufinmedialuduensauifuazeonsuag wonis
Sinszilanduazuddymamsunsidsunsud osdu nsesnuuudenu mswauduneudsnis
Tusunsudeianu nsfnwituglassaanwilvsunsuneuiones viadoya fuus Gnatl mds
fatunan nsldmdsmuaudasiu

Introduction to Computing System, hardware, software, basic of problem analysis

and solving, flowchart, flowchart design, solving problem using flowchart, fundamental of
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computer language structure, data type, variable, expressions, assignment statement, control
statements basic

AN. 310 nanmseulisinsunsuines 1 3(3-0-6)
CS 310 Computer Programming |
AsAuneu : 1l

Anwszuumreniamesitedu mswausanesiiu waidalumsuiiym msdouds
oy madelusunailaglénunsedugs viadeya maeil fuds dwad mdsiudeyauazuansuadns
Mdsimunan Mdsaiuny MIdszananadonny 015156 [Usunsuges M3l3 ssddudeyauaznns
Fumdeyauuuiesiu

Study fundamental of computer system algorithm development, problem solving
techniques, flow-chart drawing, programing with advance programing language, data type,
constant, variable, expression, scanf and printf statements, data type, control structure, string

processing, array, functions, basic data ordering and sorting.

a. 494 NOMIEKATITTIIUAUMALULAEaN AU 3(3-0-6)
IT 494 Legal and Ethical Aspects of Information Technology
Fvdsduneu : 1l

Anwmanasusssuvesd Maeuiamesuazininaluladarsauna lnoidunisieus
Wessmmdnana Anwimdnngmnefiisiungrneiiiedesiuaeufiimesuasmaluladasaume
I#ud BvAvSwenduag ngraneiiiieadestunmsnseiiafetuaeufiamesuasnslidediau (Social
Media) ﬂ{]%:ﬂ’]ﬂ‘ﬁlLﬁﬂ’J%@x‘lﬁUﬁaaLﬁﬂ%i@ﬁﬂéuagmﬁlﬁyﬂﬂii@J‘i/l’NﬂEmﬁ’JLG]@% nvNgALATIlaLadIY
yara ngmneiiiieadesiuinginssudidnnseing

Study the ethics of computer user and information technology officer by focusing
on international principle of ethics Study the laws related to computer and information
technology such that are software licensing, laws that are related to computer and social media,
laws that are related to electronic media and computer crime, laws that protect privacy

information, and laws that are related e-commerce.

2.2 ngaRyamgmu-UsAU (Major) (61 wiaefin)
2.2.1 nquUszusinueIAnIsuazssuUasauna (9 wiefin)
d. 358 Anududusgnaunsiunalulad 3(3-0-6)
IT 358 Technology Entrepreneurship
FwdeRuneu il
Anvuundn anuvsneiiietesiunsiiussiauazdanisgsfasumaluladdmsiv
Uiy maamumﬂﬁﬂmﬁmmﬁqiﬁaLﬁaqeﬁ’uﬁﬁi’wLﬂuﬁm%'umitﬂmé’wmqsﬁﬂ WU AuUNSURYY
Frumsiiu funseatn Wy venandi@nwunuinesesdnsiennasguasienvuiifdeniswamn
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funsUsznevugsia wazdnwuwaliuveaasugialusuian suduidesanannzmsninieuas
wsugialulagiu

Study concepts and meaning related to starting and managing technology-based
new ventures. Roles as well as preliminary business management techniques needed to become
entrepreneurs, such as finance, accounting, and marketing. The course also covers the role of
both the public and private sectors toward business development, and trend of the economy

in the future due to political and economic conditions in the present.

Nd. 401 SPUUAsAUWATioNISTANTS 3(3-0-6)
IT 401 Information Systems for Management
FdsAuneu Tl

AusiuguAetuszuueouinmes s1auad sesuad srudeyanaznisdanis
RHG m‘%aﬂwmaﬁaaw%’auﬂa Sumesiin Ju uagnsdeansiians nsshwiauvaensde naUUNY
LAYA3E5IINAUATALIMA NIsEUUAasAUmALYEgndlduiBagsialussdng i eaisniny
Inuseulunmsuwyadu sadenagnssng q lunegsia nszuiunisasiessuvasaumna nsununldlu
msidufnssumsgsiardedidnvnsednd was msmdudidnnsednd Beudmaluladlul q 1wy
Uy sziieg, deyavunlg (Big data), Bumesidnvesassnds (intemet of Things), M3UsEaNANA
wuunguue (Cloud Computing)

The Information System and Management course will provide students with an
understanding the fundamentals of computer system, including hardware, software, database
and data management. The course will include new technologies based on internet and
web/mobile such as Internet of Things (IoT). Students will also learn about the security, legal
and ethical aspect of information system. The development and application of IS to create

competitive advantage in business environment, including e-business and e-commerce, will be

covered.
id. 360 N1SAAAAINTAUUUYTUINTT 3(3-0-6)
IT 360 Integrated Digital Marketing

JUeAuney ;- d@auld Aan. 310

auidosiuisafunismaineeulatduasngAinssugnAn nszuaunIsAnuALNS
fnaulanoude nsvuiunsuieduneulunisde nisvinsmatanudederuseulay msveainsiu
A3 oadledumuudumedidn n1sviinismaindaoii evnlud eeeulay nsviinaindieannune

a «

diannseind MIYIIMTAAALUUYTING N1TIHURUANTARNARINAUUUYTUINT nsnanauuuly
dane3tu inveslefilinsiiniuarAnaunaveanagms nsdansninddunielyauasdoyadiu
yAna NvselazETiAITes 93e595u

The course will provide students with fundamental of digital marketing, from the
understanding of consumer behavior in digital era, customer journey and purchasing funnel.

Various techniques ranging from Social Media marketing, Search Engine marketing, Content
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marketing, e-mail marketing, as well as integrated marketing campaign (IMC), integrated digital
marketing plan, the using of Al and algorithmic marketing, will be explored. On the other side,
the issues of privacy, copyright and intellectual property (IP), ethics, including related laws, taxes
and regulations, either local or international, will be addressed.
2.2.2. nquinaluladiftesulszynd (27 miefin)
na. 331 wialulagunanosupouimes 3(3-0-6)
IT 331 Computing Platform Technology
dsRuneuy ;- aould aw. 310
arudilosudmiumainutussuueoufunesuarssuugunsaiiiofe shiefliFeus
laun aa1Ununssuvedseuunpuimes seuuUfuRn1s wazn1susmsTANIssEuY demuseneuse
drudszneuneendauas 1iun mieUszinana ssuutanaysruuidensegunsalnmeuen mieanud
whgiutuiindaya n1sdnassuaznisinnisnineinsvespeuiunes vieanudnaliou n153nnIs
szuuvanelusuna edesdnsiation madansty@dld masimssuuiasnsiissnnszou dnsiln
UfoRa%3e 1u msdanstnild vinismsfisst nsdeassiiuiiutuiindeya nmahdanauaznis
wAladeymn
Fundamental knowledge for working with the computer system and mobile
system focusing on computer architecture, operating system, and system administration.
Topics include hardware components and functions, such as the processor, bus system,
memory, I/O connecticity, and data storage, computer resource allocation and management,
virtual memory, multiprogramming, and virtual machine, account management, system
configuration, and system maintenance. The laboratory section for this course covers system
administration concepts such as user accounting, printing service, storage allocation, monitoring

and troubleshooting.

Na. 365 ABUNADINTIANAMTUIIUETAUMNA 3(3-0-6)
IT 365 Computer Graphics Applications for Information
ntsRuneuy ;- Tl

Anwin1sldTusunsuuszgndildlunisanudsnin uazdadnes Indunisadiany
ponuuy 2 if Weiidutawmedvanasinmesivaiieldluauarsauma Anwinisuszgneld
amedeulmlusuasaune Anvinmsidneufinmeinmiinwazamedulmituursuinnesuazuy
gunsafdeaslians vilnsdwitofle uay uilianneufiames

Study application programs that are used in photo and alphabet editing. Practice
design of 2 dimensional in both Raster- and Vector-based that are used in information
technology works. Study application of animation in information technology works. Study the
application of graphic and animation in both computer and mobile devices in both smartphones

and tablet computers.
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na. 423 nagnsN1sInNIsImAluladansaume 3(3-0-6)
IT 423 Information Technology Strategic management
FdsRuneu - Tl

Anwimsdnnsmeluladansaumndluosdns Anwieiesdiefiviseenuuulunagsia
vhandlansldanivesesdng waziiuUszansnmnsuadulagiunssuiunsiisudanag s
laud nsdan1svelgauniu msﬂ%’u%mzmumwquﬁa N15USNITNAIFTUNUS N15I1UNY
n$nenInegsiavesesdnslaesn mssanisanudss nislimaluladansaumaliivaizaui
Iﬂiﬂﬁ%ﬂﬂﬁugﬁuLLﬁSﬁﬂEJﬂ”lWGUENmﬁﬂi FEUUANTAUWA LYW NTUINNTTINDLNYRAA kag TEUY
atfuayunsinduls mslieneidadeiifnasdenuanansalunsudsiuvesesAnsgsiamelunaves
lufa 8 wonmes

The course will help students to understand the importance of information
technology (IT) in supporting modern organization strategy. Useful tools such as business model
canvas, value chain analysis, strategic initiatives for promoting sustained competitive advantage
- including Supply Chain Management (SCM), Business Process Re-engineering (BPR), Customer
Relation Management (CRM), Enterprise Resource Planning (ERP), Risk Management - are also
discussed. The students will learn how to incorporate IT to enhance the infrastructure of the
organization, improving it to reach the higher level capability. The course will cover key
information systems such as Business Intelligence (BI) and Decision Support System (DSS). Porter's

Five Forces of Competitive Position Analysis will also be addressed.

. 373 nsasuanuiisnelavewltiuasnisesnwuulfduiusiugld 3 (3-0-6)
IT 373 User Experience and User Interface Design

Fdsduneu : aould via. 446

AnwnAdiinauazaui Bafesduvesnuianelavelduazniseonuuy
Ufduiussugld nssvrunsiaduiadiedld daudnszurunsfnudld dvuanagns veulun
aninonssuvesteyavedlasanis sufamsesnuuuunuiiuazlassaiisveaivled Anwinises nuuy
Uszaumsalveslididunvuetsifuasiinmsgiu wasnsuszgndlfiieaiiaiulasivielusunsy
Uszgndififiniseanuuuntinedilamnm wazadnrufianels widlupeufinmosuargUnsnideans
\deud

Study definitions and relation of user experience and user interface design,
development process of user interface design from user research, define a project’s strategy,
scope, and information architecture, to develop sitemap and wireframing. Study best practices
and conventions of user experience design and how to apply them to create effective and

compelling screen-based for websites or application on both computer and mobile devices.
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d. 441 nsdanisanusiuasaensdeleues 3(3-0-6)
IT 441 Cybersecurity Management
FsAuneu : aould via. 435

Anwinisdanisaudasadelusyuuneufiames svuuiaievis dedauseulall
waluladuagnsduaauuuszuunguie (Cloud Systems) uazgunsailazszuvdeansiians uas
foya nduouidrfeleyalaslaildsuounn visldlédsla mednasudsuutasudlodoya ns
doafuidleszuuufiasnsliuinig msUssidiuuazmsdanisanuides vquiasaumna n1sassia asu
Tans1#l n3su3ssusesnuvannsds veuwnnstestuainvendusivszasidenassuy 1hia asdn
veuy F3nsnsradouniuresmmdasads uenanidnuaruiiugiuveunaluladufonisuain
A8 LB WIARFIATY

Study security management in computer system, network system, social media,
cloud computing and wireless network devices and system, and data from unauthorized or
unintended access, smuggled modification, protection when system denies to provide service,
risk evaluation and management, information technology theory, encoding, cryptography,
authentication methods, scope of protection of malicious software such as computer virus, logic
bomb, and security kernels testing. Study foundations of blockchain technology from multiple

perspectives as well.

Vidl. 446 Ufduiusseninaysdiunauiiunes 3(3-0-6)
IT 446 Human-Computer Interaction
dsAuneu Tl

mmiﬁmﬁulﬁmﬁmamﬁaL@@%ﬂiﬁ\lﬂLLazmﬂJizmamamw nauiiieatunig
sonuuudmAnfodlY wnauAnfetuladevemyuiuazniseenuuududaderldiifsdeety
dnenmvosisywduagnenfinmed ssuunslimmiemdedld susuunsufduiug nisussyndld
waluladfunisesnuuudiudndedld uasmsuszyndinaluladifiesnsanuazanlunisy fauius
AUADUNILADS

Fundamental of computer graphic and image processing, theories relates to user
interface design, concept of human factors and designing user interface design in concerns with
abilities of human and computers, user helping system, interaction format, applying technology

to user interface design, and applying technology to facilitate users in interacting with computers.
na. 452 nsdeansmaivinmeluladansaume 3(3-0-6)

IT 452 Information Technology Professional Communication
FdsAuneu Tl

wanansUSayaes rnswalulagasaumanazuinnssy Unsdinw 2567 7 91



FAnwinuwedtunisils we 9w Weou uaznszurunstiaueteyaduiiudy n1s
MU Mevhane3uedn Jadudng 4 Mnasonninaus dnvazveanguiils an1ui msdonUszinm
vounalulad nsiwseunseunsunisiiaue Myduawe Mslaneuiugile nsasunisiiauenazns
Usgtiiun1suiaue

Study listening, speaking, reading and writing skills and data presentation process
from initial stage, planning, writing storyboard, factors that affect quality of presentation, nature
of audience, auditorium, how sort for an appropriate technology, and preparation before

presentation, presentation, response to audience, presentation summary, and presentation

evaluation.
nd. 332 wAlulagnsAIaLUUAaIRkaE M TUTEENALY 3(3-0-6)
IT 332 Cloud Computing Technology and Applications

AdsRuneu - aould va. 331

arudilosufenfunisUssinanavunanduasmaluladifendes auaifveanis
Wiusn1s sUluuresnann (public, private, hybrid wardug) msliuinisvesszuunaAiudnuyae
19901519 uTn151AT9a$197 ug1u (Infrastructure as a Service - laaS), 15l U3 Nsuwanesu
(Platform as a Service - PaaS) wagn1sliuiniswensiuas ( Software as a Service - SaaS) mAluladf
T#lulnssadrefiugIuresssuunanIf 1w Virtualization MsU3MsIANISszUUAANE SauFeanasnis
SnwiAuUanndunig 9 Asndu nansgnuvesnistinisuszananavunasuldluesdng ns
Uszgndlduaznsalfinwvesglviuinsseuunaninsielve Wi Amazon AWS uag Microsoft Azure

This course will provide the student with fundamental of cloud computing and
related technology, starting from characteristics and benefit, deployment model (public, private,
hybrid, etc.) and cloud service model (Infrastructure as a Service - laaS, Platform as a Service -
PaaS and Software as a Service - SaaS). Technology used to implement cloud computing,
including virtualization, will be covered. The student will learn about essential steps in
implementing cloud computing services in organization, addressing concern about security and
data privacy, educating users to minimize resistant and impact. Case study of major cloud service

provider as Amazon AWS and Microsoft Azure will be discussed later in the course.

nal. 427 szwqaﬁaé’m%mﬁaﬁu 3(3-0-6)
IT 427 Introduction to Business Intelligence System
FwdeRuneu il

LLmﬁﬂﬁyugmizuuqsﬁaﬁm%‘83 Iﬂiqa%’wﬁyugmLLazaqﬁUizﬂawaﬁzuuqsﬁﬂ
§aa3uz 1ndeslofildlunisatissvuugsiasanioglunsdng nszuiunmsdndula adsteya 35n15th
adsteyariiotanldlusadng Bnsldwenduaimeiuszuugsasanionues ssdedmiunisaia
eULaLANINIIEIle NsUssendldszuugsiadanseylugsiatagiu

The course will provide students with basic principles of business intelligence (BI),

including its architecture and components, data warehousing and data mining. The students will
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be familiarized with related tools for implementing Bl in organization to help the decision making

process. Practical Bl applications and platforms used in real world will also be covered.

2.2.3 nauwalulaguaziznismweniuag (16 wiiedn)
d. 410 N9 3eulUsuATUULIY 3(3-0-6)
IT 410 Web Programming
dsRuneuy ;- aould aw. 310

nalnilugiunardulszneuvesdumeiidnuasiu sUuuukarinsadmosntunildly
MU nseenuuunt iU TiBuuea Hoaea 11aAsUT nsileulusunsuiivihauiil
aninauazuivng Inslaneaieviiiin matmwlvsunsuivinseduszuudnnisgiudeya wedanis
fignisnmunaznsdansdeyanindildan nmsesnuvuminiv desdlierilumsimuiu nsads
ﬁULWf\]ﬁWM%’Uﬂamﬂ’gL@@%LLazqﬂﬂiajm?i"auﬁ LLazmiL%EJuI‘UiLmiuL‘ﬁmﬁuuuaumaiﬁmLﬁaﬂizqmﬂ%
9537 AaensudAnwesesdlefitislunsiinssideyaiuesnuniunmuazseaulddaauiionis
doansteyalinsetu

Fundamental mechanism and components of the Internet and Web, formats and
structures of languages used to develop webs, Web design using cascading style sheets (CSS),
HTML, and javascript, Client-side and server-side programming. HTTP protocol, Web design,
Database management system and Web development. Authentication techniques and session
management, Web development tools. Web page implementation for computer and mobile
device. Internet programming for business applications through the Internet. Study cross-
platform connection technologies or ready-made tools for website development and data

automation in today's enterprises.

yd. 420 NSTAATIERUALNITOBNLUUTEUL 3(3-0-6)
IT 420 Systems Analysis and Design
dsAuneu ;. @oula aw. 310

2995T3A A TURALINSTBITEUVTNALIS N3RS IZLaY0DNRUUTZULASAUNA
NINAUITTUULTING mnTeiszuunuduiiugiu mstvuamudesnisvessuy Msiee
megaaa (Use Case) hUud1aeanszuiunis wuudiaestoya madendmiunmsimunszuulvad ns
maUsEnsAvedsEUY MIfmunssazidonvessyuy 1a3 eadefivualefldlunisiinszviuas
PONUUUIZUU NISIE0NLAZNITUTIHUNEUDI1SAITUAZEONALIT N1T9DALUULAZIAINTTUYOWALIS
N1309NLUUFIUTEYA NMIWAWILUTUNTY NAFRUSEUY nsindaszuy nmsthszuululdeuuaznis
Uszliiunanasannldau nsaldnuw

System development life cycle, information systems analysis and design, object-
oriented approaches to system development, basic analysis steps, system requirement
determination, use case model, process model, data model, system development alternatives,

determining system economics, defining logical system requirements, modern design tools for
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system analysis and design, hardware software selection and evaluation, design and engineering
of software, database design, program development, system testing system implementation,

post implementation analysis, case study.

nd. 440 FTUUNTINNITFIUTRYA 3(3-0-6)
IT 440 Database Management Systems
dsRuneuy ;- aould aw. 310

Lmemﬁmﬁ”ugmLﬁ'mﬁ’mzwg’m%’ayja FEUUIANITFIUTBYA NANN1T0DNLUY
gudoyadduiug uwusaestoya nauynsudeya Whiuwesgudeya Anutuuitusestoya s
bvieglusuuuuussiingiu Mwasuaudddasaine ssuushwianudasndevesdaya

This course covers the important concepts in database including Database
Management Systems, Principles of Relational Database Design, Data Model, Data Dictionary,
Database Schema, Functional dependencies, Normalization, Structured Query Language (SQL),
and Database Security.

VId. 464 AU 3(3-0-6)
IT 464 Web Administration
FurdsRuneu - Tl

LiEJ‘LJi‘V]i]UQ Lﬂﬁ@\‘ill@LLﬁu‘ﬂiUﬂ’]‘sUaﬂﬂﬂi"\]@ﬂ’ﬁ“U@QLﬂi'eNLLlIGU']EJL’JU ﬂ’]iLﬂ’ﬁ@‘L!GUE]NTU
AMIATUANLLAS ﬂ’]i"i]@ﬂ?iﬂ’]i@ﬂ(ﬂﬂLﬂi@QLLlISU’]EJL']“U LﬁEJUiLﬂiENlIE]"ﬂ@ﬂ’]iiuU‘infﬁLLa LLW&JIW@?U@JQQ
Iﬂix‘iﬁ‘i’]ﬂ%@x‘iﬁ%ﬁ ﬂ’]‘iﬁﬁ’]ﬂLLau‘Ui‘Wﬁ‘ﬂﬂﬂ’]iL’JUI“UW‘U@QiuUUﬁ]ﬂﬂ'ﬁL‘uE’J‘Vi’] (Content Management
Syster) wirulaanse QREGRELNIGER G assladeadiiofionsldsutuiduleduasnisuims
Fansfldauuazmslénudeuansudifievimsianisnusie q

Theories, tools and problems of operation of a web server, flow of work, control
and operation. Web Server installation. Tool of file systems and directory permission structures.
Create Content Management System website and administration for security backup and restore.
Create the Social media and use with the website and Client Administration and the use of

scripting to ease system administration tasks.

nd. 497 Tasenunalulagansauna 1 1(0-3-1)

IT 497 Information Technology Project |

UsAuneu : @eula nd. 440 se id. 466
Undnwdestndunisnunusazesnsuulassnuiiieasumeluladasauna fnns

avelassnunasseuiiordunisluiv va. 498 tassnunaluladansauwme 2

A student must complete a specific project by planning and designing a project. The student

needs to report and present the project and prepare prototype required for IT498 Information

Technology Project II.
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d. 498 TAssumalulatansaume 2 3(0-9-3)
IT 498 Information Technology Project |l
Fsduneu : aould va. 497

Julassnusediesainian na. 497 Tassnumeluladarsawna 1 dndnwides
adunsiauszuumalulagasaumelulassulbiiaiaauysal [auldese dnvinenansiasenu
wazasuUnWaAetulasanudivi

A continuation of IT497 Information Technology Project | to develop a complete
information technology application and project documentation. A student must take an oral

examination relating to his/her project.

2.2.4 ngulAssaieiiuguvessEuL (9 hein)

a. 350 Tnssadredoyauasvdniiugruvesdaneii 3(3-0-6)
IT 350 Data Structures and Fundamental Algorithms

FdsAuneu ;. a@ould Aan. 310

Anwilassasietoyaiuusig 9 anuusdadu toun 019158 Aeaas wann A2 wazuuy
Tdlggadu laun Iassadagudulyd wagnsm metlassasedoyaluvszendldluauniig 4 melians
SusndunazAumdoya vdnniseanuuukazmnTeidaneiiud eafu 1wy mamaledlug)
(Big-O)

Study several data structures includings linear type such as array, link list, stack,
queue, and non-linear such as tree and graph, how to apply data structure for several works,
data sorting and searching techniques, principle of basic algorithm design and analysis such as
finding Big-O value.

Nd. 435 \P39TsARUNIMSLaINIALLIAL 3(3-0-6)
IT 435 Computer Networks and Telecommunications
TsAUneU ;- il

Anwarudiesiuioatuiuie wasndnnisveanaluladnsdearsdoya guiuy
i3t srUULATeTNEYBsiU (LANS) JULUU wagunsgusing o waluladaing nsdwi madanis
#aU Lazldontdunie n135nwIANUaenAslusTuUIATEUIY LazN1TIANITNSNEINTVOINTANUIAL
SEUURWILALESUUSNS wseveBumesidn wuuiidi/led aandaenssuniens uwasssuulnseuuiny
$IN99)

Study fundamental of concepts and principles of communication technology,
computer topologies, computer network, Local Area Network system (LANs), network protocol

and standard, switching technology, telephony, routing techniques, network system security
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management, and telecommunication resources management, client/server system, TCP/IP

internet protocol, network architecture, and telecommunication systems.

AW. 423 éumaiﬁmsﬂamﬂaiiw?ﬁLLazmiUizqﬂﬁ 3(3-0-6)
CS 423 Internet of Things and Applications
derunay ;. @auld Aaw. 100
ﬁﬂwmé’ﬂmiﬁaqéfwﬁmﬁ’wé’ﬂmiLLazﬂizmuﬂ’ﬁﬁ%aqé‘umai‘l,ﬁmamﬂaiiw?ia
wRnaatnenssy waznsdAne unannesuildluniswauissuy ssfusznouRuENsawIS LAY
gonsws Inslapeanisdoans nms@eulusunsunuuilesn anuudede mnuduasasnste waza
Huduiestoya msdanmstoyauazanug maiaulvsunsudszgndidowiu uasnisuszgndld
Sumedidnveanassnadususing q fifeusslifaulasanusmdumesdidnvemnasnas
This course studies principles and paradigms of Internet of Things (IoT), concepts,
architectures and case studies, development platforms, hardware and software components,
communication protocols, reliability, security, and privacy, data and knowledge management.

Students will have hand-on projects related to loT.

2.3 nFrivnamgmu-Lian (Major-Elective) (24 wqefin)

- ngwivvaluladiivwaznsBeulusunsu (Web Technology and Programming)
AN. 318 N5eUlUTUNTUTInG 3(3-0-6)
CS 318 Object-Oriented Programming
Fdsduneu : aould An. 310

ndnnsuazuAnvesnslususdeing awildlunsdeulusunsudsing wu
ukAlgatuLaznIgeuteya dugassuvud Induesiay weeslonaiivanis nisasidlusunsulag
Tonaa HaNFuLLNLUDT ADUARSNLADS LAY ARTALADT NITLUIDILUURUAN T s dazlnave iy
WwesuuvauARnuas usuawARn AanaiiITestudunALaziewnm n1sTansAvasiiaund

Concepts of object-oriented programming, language, encapsulation and
information hiding, inheritance, polymorphism, method overloading. Modeling and application
with classes, member functions, constructors and destructors, public, private and protected

access, static and non-static members, standard I/O, exception handling.

na. 317 nsWeulusunsudgmsumalulagansaume 3(3-0-6)
IT 317 Programming for Information Technology Professionals
FwdeRuneu : aauld An.310

ninfiugrureanndoulusunsuuuudang el nsldiedesiie asdusznou uaz
ninensuuuniesldaulunsaiislusunsuussgnivussuuildnmdusnussanufudld wu 3uland
mMsUsznanagiudeya madeulusunsulaglinwinuuidanagmsaldmiunmesiaulse nsuiy
nslénouvesglifuszuuiileativayunsihaulumeagnaivngsy 5579 warmsdnnisneluosdng
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Basic concepts of event-driven programming, the use of ready-made components
and resources in the creation of applications in a graphical user environment (e.g. Windows),
database processing. Programming with an event-driven language for development of rich

interactive programs to support industry, business, and management.

na. 319 wnanwesunsiauwuuldlandesuas liinasldlan 3(3-0-6)
IT 319 Low-Code and No-Code Development Platform
Fwteduneu : a@ouls an. 310

ﬁﬂmﬁugmmmmsmgEJuLLiJaqmaa%ﬁa AATRABNTORY wagdTaunnsvesueUnaLn
Funsgsia mataaanfeouiaadaslfunanesunmstamuuulildntosuarliifedildn afhs
uoUndiatunaziivledmegsiaialuuasdudeulagldunane sy Useloviveaunanefunagisads
Iﬁjqﬁumaﬁjﬁ%aéwimLéﬂmamﬁmsﬁagamﬂLma'wm"] LLasmﬂwamaﬂﬁjﬁﬁ]ﬁy’mm

Study the fundamentals of digital transformation, cloud computing and the
evolution of business applications. Cloud computing development using a low-code, no-code
development platform. Build common and complex business applications and websites using
the platform. Platform Benefits and how to quickly build business solutions by combining data

from different sources and the flow of all business.

AN. 356 nswaukeUnalntuuLASosiodeansldane 1 3(3-0-6)
CS 356 Mobile Application Development |
dsAuneu : d@aula AN.310

gUnsaldeanslians nszviumsnisiauiueundindulaznwfildlunsiauiuey
walatudmiugunsaldeanslimousazunanslosy uumsnisesnuuudmdnsiedlday fugnuay
Fldlunsasrswazimuineundiedu urdnlunisiauiseundedudmsuiluldau nsadeuas
faueUndlndudenlesiugunsainelueios msdnnismeniwd msfnsogutoya nsvihany
fudesiafiiie wasnsdeudeiniotiedumnesiin

Overview of Operating System, Mobile Devices Architecture, Process of
Application Development, and Programming Language for wireless devices in different platforms.
Learning concept to design a user interface and a principle of programming language for
application development. Developing applications to manage a memory, access a database,

connect to the Internet, and work with multimedia.

d. 402 N1990NLUULATHAIUTUSUATNIZAUDIANT 3(3-0-6)
IT 402 Enterprise Application Design and Development
FdsAuneu : a@ould aw. 310
Fouinsdndunuvdnvesesdnsvuialvg Welvamnsasenuuuiazaiisfuuuy
TUsunsudmsuldanulussansaunlngle iawzaﬁﬂmiﬂsl,mimﬁwL%ﬁ]gﬂﬁaamﬂé’aqﬁ’umzmumi
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¥ mataulusunsuiudmsvesdng saanisaiegelusunsuuaznshluld anndnenssy
Tusunsuildluesdnsyalmi wu aandaonssndeuinis uazannenssuniveesia us

Design and implement enterprise applications and web-based enterprise
applications including packaging and deploying the application. Application Architecture for the
modern enterprises, Service-Oriented Architecture, Web-service.

AN. 411 NFIATIERLarRNRUULUTWN ST TNg 3(3-0-6)
CS 411 Object-Oriented Analysis and Design
Fvdsduneu : @ould an. 318

AnwunAndelng nénnisiugiuveamslinaziuazeeniuuiiiatilugnsimun
FEUU@eing n1sasiuuudnaeweniwisalegiuLea dounaznuauiivesnivndaing laun
20UANG AAE WDULALYETY Bulgesunud uaslnduesidy wnAnuaziveilalunsdeulusunsus
g Mg uteyaieinguasmUszgndld wnAaiuguililumeluladideing

Overview of object-oriented concepts, fundamental of object-oriented analysis,
object-oriented design, object-oriented systems development, software model with unified
modeling language (UML), definition and characteristics of object-oriented languages: object,
classes, encapsulation, inheritance, and polymorphism, concepts and techniques of object-
oriented programming, developing object-oriented databases and applications, principle

concepts used in object-oriented technology.

nd. 453 NSWAUINTEUIUNTHUEUADH LULR 3(3-0-6)
IT 453 Robotic Process Automation Development
sAuneu : d@ould An. 310
ﬁﬂmﬁugmmzmumsﬁwmLLa3Lmamxla%:uﬂszmumwjuauﬁé’mhﬂa AuUsiag
yiadeya n13muaunnsiua Weuly gu nsdnnisdeyauazuvasdeya nsadramisinadmsiv
poufumasuaziivlyd Wilanisvihaudidewes nsadadeyasinamuazdenulaednluli@ nisld
%auﬂamﬂsm%ml,azmﬁﬁaga N139AN13T0RANAINTENINNITNINUY 0BNLUVAIUULFURUS T2
fldau mminssuunmsusuisaluihidesiulUlfnuiioaisarlfutssia
Learn the basics of development Process and Robotic Process Automation (RPA)
platforms, variables and data types, Flow Control, Conditions, Loops, Data Manipulation and
Data Sources, build flows for computers and websites, Classic Selectors, Data scraping from
images and text automatically, Using spreadsheet and table data, Exceptional Handling and
errors during execution, Recording and User Interaction design. Using basic RPA to generate

business value.
nd. 465 nTRNLUULAZHRUILIU 3(3-0-6)

IT 465 Web Design and Implementation
Fvdsduneu : Ll
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'“JGU'lﬁyaau'mw‘iyugmﬁuaa HTML Anw1ainsaunisesnsuutdu nstdau deyanis
oonuuy wagnaiinldlunsdeudemuwiu anudidessuuumaluladiiuled sautannsadne css
Dynamic HTML nwian3ulunisadnaiu uagnisesnuuutiviisessunsuansmavugunsniuay
sruuURTAnswandaiiu

This subject is based on HTML. Study overview of web design, web application,
information design, and graphic that is used in web content, fundamental knowledge on website
technology, CSS development, Dynamic HTML, script language used for web development, web

development that is applicable on different devices and operating systems.

na. 321 NaNNTAUAUAITEUMA 3(3-0-6)
IT 321 Principles of Information Retrieval
Fvdsduneu : 1l

nauiuarismsduduasauma andnonssuvean’eadedmivdumdeyauy
duwesidanioldsuioudu 0sAUsENEUNSAUALAWINA NANNNTAIAYUBINSHUAUEWLNA A5N1SEUAY
NAYNSNITAVAY N1FINTUAUNAGNS LnauaiTanaznsUssliunanIsauAuansaune wadan1sauau
Foyausziamiidnusuazdeyaitlildisnus nadansduiuteyauuuilasaiuashiflaseain
daneFsuilflumsiududoyalaelinrusssued Wy nwme wideu

Theories and practices in information retrieval (IR), search engine architecture,
components of IR, core concepts in IR (e.g., query representation, document representation,
retrieval models etc.), how to perform information retrieval, search strategies, indexing, retrieval
evaluation and performance measurements, text and non-text retrieval, IR techniques for
structured and unstructured data. Algorithms used in natural language search, such as speech,

language, and writing.

- N unelulagdaniliie (Multimedia Technology)
Nd. 466 waluladianiiny 3(3-0-6)
IT 466 Multimedia Technology
veAuney ; Ul

ﬁﬂmmmi’ﬁmﬁuﬁmﬁ’umﬂ%@@mﬁ’;Lm%ﬁw%’uﬁaaﬁlﬁsJ ASWARLENATsAARu
lawasinng lowesiifiy Aowfionisinaus dsnus ns1fin ands nmnsiedeuln 1§ee o waila
mauedeadiiie waznsUszendlinudeUsyay

Study fundamental of applying computer for multimedia, printed document,
Hypertext, Hypermedia, presentation media, alphabets, graphic, slide, animation, sound, media,

multimedia presentation techniques, and application of multimedia.
7Nd. 480 NNFDBNWUULALHAILINY 3(3-0-6)

IT 480 Games Design and Development
Fvdsduneu : Ll
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arwdidesiuReituny welulad dnemans wazAavsiRtestumaimuiing
VANININGIVDINITEDNUUUNY USHQYIDIENARLNULATHLEUNY nsasraileFenny ﬂ’sfmilﬁaqgfw;ﬁ
funguiuazufiRineatuesdusznousumeluladyenduiififedesiunsesnuuuiazndniny
I gonduasTusunsuasinny arwdildlunisdoulusunsy wagnrwildlunisideuansun
NSEUIUATIUNTHAILLANUTZLATANN 9 FuuuiiduauienasdunansaurusEUUASeTe e
inuasuiBnesAuLuy Jygussivgiasiny n1suseiliunatagnisasiienalsussnauny

This course provides a study of fundamental of games and technology, science,
and art involved in the development of games. Topics include the theoretical and practical
elements for creating and producing a game, psychology of game design, philosophy of games
creators and games players, storyboard, a variety of software technologies relevant to game
design and development, including game engine, programming languages, and scripting
languages, processes of producing standalone and networked computer games, developing

game prototyping, game artificial intelligence, and game evaluation and documentation.

Nd. 483 nsasanadafienmdecd 3(3-0-6)
IT 483 Introduction to Visual Effects
UIAUneU bl

Anwin1sasiennadenin 3 1@ sepeuianes n1siinw 3 SRlusamAunisateyin
ameudluszuuAdiadielildnmiidanuausss nmstimedevmnsnwlUIflunmeudildinuansass
waswoududu nsldnugendus 3 iR Wy Maya, ZBrush 38 Mudbox wadian1ssassnsiadeud
3 fiflag Tdndnniseuameduildndii ediaesUsngnsniesssuaAnionisiad eulnaves
\w3esdnsna nsasramadaiiaunnenin 3 SRlesldrenduasanudii asudeunin 3 SaTiaseen
FoNAWS 3 ﬁaﬁ’umwﬁdwuumﬂwé’ﬂﬁuaﬂ%uw%auqaﬂ%u NSESNAULUU 3 TR N15aT19RI88ATIN
gonFwsaudn waznsadsuiafitinuELase

Study how to use computer to design 3D graphic, combine 3D graphic with digital
movie shooting in order to create realistic graphic, use visual graphic in actual actor movie and
animation, and use 3D design software such as Maya, Zbrush, or Mudbox. 3D dynamic simulation
using physical calculation to simulate natural phenomenon or mechanical movement, 3D visual
effect design using 3D software, Composition of 3D graphic that is designed with 3D software
with the graphic that is shoot on green or blue screen, 3D modelling, character design design

using 3D software, and how to create realistic surface.

AN. 484 Anuduaseaiiouwazauduasuasy 3(3-0-6)
CS 484 Virtual and Augmented Reality
veAuney ; Ul

Anwmdnmsidosdunazyszitvesanuiussaaiion (VR) waranuduasaasy (AR)
weluladilagtu feweniuruarensaurildlunsimuinisesnuuunisufdiiusuasyssaunisal]
T lulanvesruduads wiounasanudusiuady wadanmsiaulasldiadosiors wumians
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Uszgnaldanudussaaiounazay iluasaaiuludiueig o wu nmsuwng msdnen nsiniinee
NUTULA

Study fundamental concept and history of Virtual Reality (VR) and Augmented
Reality (AR), recent technology of both software and hardware that are used to develop
interaction and user experience in Virtual Reality and augmented Reality, development
techniques using tools to facilitate, and how to apply Virtual Reality and Augmented Reality to
benefit several things such as medication, education, skill improvement, and entertainment
industry.

- NANIVINTIANTENTAUNAFMIUTIAR (Information Management for Business)
V. 467 ganedianvselind 3(3-0-6)
IT 467 Electronic Business
FdsAuneuy Tl

wnAnndnmsuazlasiaisesgsivesulatuasnduddidnnsedngd luaagsfalunis
YBAUAIMITBUING JUBUUNMIIITEL WU 1378 siiuaanndn nstinaasdld n1suanis nns
elaYUn ﬁﬁ]ﬂiimﬁLﬁﬂ“ﬁﬂumzmumiﬁ’lﬁﬁﬁf\]aauiaﬁ U MITATe N15218 A1 sUsEYa N15373le
VN4EINT ITUVUIMTAUAMTOUINNT S8UUNSVE N55U-8RUAITakuUse 9 dnfnwagliiseus
Aeafumnaneeulay] nmsdndduduazuinig mildtyanlseaug Toyauunalng uazinalulag
Tnifiedarhidenifteduaiusunisnan

The course will provide students with an understanding of concepts and
structures of e-business and e-commerce, including business and revenue models. Processes
and activities, from procurement to selling/auction, various payment methods and
logistics/fulfillment, as well as Customer Relation Management (CRM), are covered. Students will
also learn about online/digital marketing using Social Media, Al, big data, and innovative tools

that aid in the creation of content for marketing purposes (Content Marketing).

Nd. 322 nsUsMsiasInsaumaluladansaumne 3(3-0-6)
IT 322 Information Technology Project Management
UIAUneU bl

lasens a9AUsznoUvelasinis Jndnstinvedasinis msdnwianudululdves
159113 sulszanas Mstvuakassudulasinig n15eunulasIng Msdanisiassadswedlasanis
NM5UTTLIUAITIATINIT MSWEUTI9U N15ATUALAILATINTA8TANSHEINTINAR N1FIANIIAIM
Aos MsUfURlATINT Aemunazaiuaunasiiuny uayUssiiunandsdaoulasens Ussiiulay
wnfanmsmauduity Fnvuasesdleildlunsiausiutududi

Knowledge and components of project, project life cycle, project planning,
project organizing, project estimating, project scheduling with resource constraints, risk
management, project monitoring and controlling, project reviewing and evaluating, teamwork

concepts and issues, collaboration tools in business.
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a. 359 N385 9N IZUIUANMUARE S UUTEN W Alulad 3(3-0-6)
IT 359 Ideas Generation for Technology Start-up Ventures
dsRuneu Tl

AnwndeUfUR oliin@nwis unszvaunisadrefanisiudsumaluladvie
wnannesumalulad InaruAnasieassd aduwiAnnnegsia Seuinisiawuduiy Thnaidanis
aseassfkariauinweni15asenudn BnnswauiiulAan1egsiatagdngeilon) an1egsna
dusuuienlmidnumealulad Anwvinisieseiannudululiniegsi naensunisiiauswwiinnig
geRawntnamudy

Hands-on practices for students to begin the process of creating a new companies
formed around a core technology or technology platform. Creativity training. Creating a business
concept. Learning to work as a team. Using creative techniques and skills to generate ideas.
Training to develop business ideas and analyze entrepreneurial opportunities for technology-

based ventures. Study of business feasibility analysis, as well as presenting business ideas to

investors.
V. 424 seuvativayunisinaula 3(3-0-6)
IT 424 Decision Support Systems

wUsduneu : a@ouls na. 401

AnvnuiAnatvayunsiedulaluuiunnigsfa AuanvaslagiaIuINITVeITEUY
aduayunmsdinaula Tuneulunisdadula madnAuladeduius nseulunmsifaunszuy esdusenou
voslaazden doya uazuuudians szuvasEUmMALTBUTINIIER UGS (E1S) Szuvativayunsindule
wuungs (GDSS) waluladfifenussuvatuayunsindula

Concepts of supporting decision making within the context of a business
environment. Characteristics and evolution of DSS. Decision making steps, rational decisions,
framework of DSS development. Dialog data and model components. DSS building. Executive
Information Systems (EIS). Group Decision Support System (GDSS). Technologies of decision
support systems.

na. 425 NITAANIININYINTANTAUNA 3(3-0-6)
IT 425 Information Resource Management
vsAuneu - d@euld va. 401

ﬂﬁgmLLazmﬂﬁﬂLﬁ'snﬁ’umiaummﬁamﬁmmﬁ nslaNn NsinseLdou MIRLaLaY
mu@mw%’wmﬂﬂuizuumiamwﬂ suensnauulasIny mi@LLaL’%@QQﬂa’mi warnsdanisludes
madenvarlddnenng q finty

Problems and techniques associated with management information systems.
Acquire, organize, monitor and control information resources. Information systems project

planning, staffing, and costing alternatives.
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d. 443 nsaddeyauazmvilotaya 3(3-0-6)
IT 443 Data Warehousing and Data Mining
dsAuneu : @euld va. 440
AnwnnAnieatunduasiddss Snvarremdasiddss alassauastoideoes

3
v Y ¢a

AFWEET aondnenssuvesnduisidndds nseenuuunFusEdd tassadeansdaniu
foyameluniuifigdds mssusudeya miududeunazivaia msarstoyaiidnanin and
191 mFiuddds umeis wdnmsvimiesdeya ninnIoudenadmiunsvinvieadeya
L%ﬂﬁﬂﬂ’]iﬁﬂmﬁa\i%’auﬂaﬁm 9 dmsunisuszanlazA1INEINTal mﬁmmjwﬁauﬂa AFIUNUTZAN
Toya NFATwIngANdNius sulddndula way nsUssgndmviivilosteya

Study concept of data warehousing, characteristics of data warehousing,
challenges and cons of data warehousing, data warehousing architecture, data warehousing
design, data structure and storage within data warehousing, data gathering, complication, and
techniques, develop effective information, data mart, data web housing, web mining, data
mining, how to prepare data for data mining development, data mining development techniques
for approximation and prediction, data grouping, data classification, relationship analysis,
decision tree and application of data mining.

a. 428 nsENUURAUNITIAINFAYIA 3(3-0-6)
IT 428 Practical Digital Marketing
ntsRuneu ;- aould va. 331

nsasfleUfiRniafeatunismanaddviaidesiu nagnslunmsvhmsnaiasudodem
voulatl wasedesdlofumuudumedidn msmuldiurilavanuuusms 9 Wy Sedensifiuana
Dedendn wardu q nslushmaAudiiteifiveasns msluslunduduargsialiduiisin fugiuns
Tawasudelndoa Google Analytic wafiamaduasumudt Tasaairslawan masenguitmaneg
MswsugUn ez adifising 4 madengiesuiiieifiugeavsegisdsdu nsld chatbot Unnis
g MImnguidvang ﬁﬂ‘mLﬂ%ﬂﬁ@ﬂh&ﬂﬁﬁmeﬁ%’a%aL%awqﬁﬂssmaﬂqﬂﬁw NTILATIZNUTE
Annuaudlugomnasingeg

This course will teach the practical steps in digital marketing, either search engine,
social media or other platforms. the student will learn how to use tools as Google My Business,
Google Analytics, Google Adword, Google Adsense, Facebook Analytic, Facebook Pixel, Facebook
Ads Manager, Ad targeting and retargeting. Concept and how to use chatbot in various platform
as FB Messenger or LINE will be covered. Planning of ad budget. Also, the student will learn how
to prepare photo and media for each platform. Students will learn how to use online search

marketing technology and web quality monitoring tools to improve target customers.

nd. 429 Uf)3UssuUgsiuuIAnAIva 3(3-0-6)
IT 429 Digital Transformation

wanansUSayaes ruzmalulagarsaumanazuinnssy Unisfinw 2567 103



dsRuneu - Tl

peAUszNaUNANTaINSAELLUaY LIAMNAR HaNSENUANNTUABLLUATUTUTY
1090135 Tadeeudnda funuuasnszuiunslunswisuulas Fd¥aenudnga madeunag
funsguaumsAndesnuuy weluladifsdemiednndseyndldfunisidasuulas AnwAdvian
s1umesu (Digital transformation) q't,:mwfji‘am’mwg{m (Metaverse transformation) Tagn15la
walulad nquiadowass (XR : eXtended Reality) laun n1ssisinafiaainuasaaiiou (VR : Virtual
Reality) wazinAllAAIL93Ra3L (AR : Augmented Reality) 1nltluasAnsgsia

Key elements of digital transformation, concept and effects of digital
transtfromation when grovenrment’s role has changed to digital era, successful factors, how the
transformation affects the method of creative thinking, related or potentially applicable
technologies for the digital transformation. Study of digital transformation to metaverse
transformation by using technology of eXtended reality (XR), including the integration of virtual
reality (VR) and augmented reality (AR) used in business organizations.
- mjm%mmdu‘la@ﬁaﬁ%ﬁa (Digital Technology)
Nnd. 364 AavzAIvia 3(3-0-6)
IT 364 Digital Arts
FurdsRuneu - Tl

Anwmsldponfmosinelulad uarlusunsuussandifiessnuuunin ¥ 2 T was 3
[ Uizﬂauﬁ"ummi’ﬁugmmaﬁmﬁaﬂz Aeatunsnedu 3U5s 3UNss LAEVO T IUALE
Andunisadrenm wdndedadilii anm des mmedeulm Anvinisin muasdedaniieluld
iWlonsiiaue sueenuuuivled snlawan wazueUdiatuuugunsaldeas Ideg eliuszansam
wazlvkaLdauan

Study how to use computer technology and application programs to design both
2 dimensional and 3dimensional graphics composed of fundamental knowledge of arts that are
related to drawing, ficure, shape and theories of lisht and shadow. Practice graphic design,
develop multimedia includings image, sound, and animation. Study how to apply multimedia in
presentation, website design, advertisement, and communication devices effectively and to
provide positive effects.

Nd. 366 amaufifuaznmedeuln 3(3-0-6)
IT 366 Three-Dimensional Images and Animations
JdsAuneu ;. d@auld nd. 365

Anwddsnsesnuuutarad e waudfvazatmedeuln msthuwauAnaunadg
15095171008 1985198554 15831915 893190aziIanes et A NIseRNLUULARIAT AL 891
awadoulmanufia navilieads waznisaaindiaesliiuings q wagindunisldlsunsy
Ussandifiaenadoatuiiiom
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3D image designing and animation making process, designing and techniques for
3D animation, storytelling and story-boarding, modeling, rendering the texture with different

surfaces and an animatic way which will be useful in developing computer applications and

games.
nd. 367 amaiiRnaznmedoulmdugs 3(3-0-6)
IT 367 Advanced Three-Dimensional Images and Animations

AdsAuneu - a@ould va. 366

Anslunmsadunmanudfuaznmadeulnilagldimadaduas lagldlusunsuszendd
ﬁuaﬁaLﬁﬂﬂé’mwa’mﬁaLLaSmWLﬂ?{aulmﬁﬁﬂmmw WraNLardenadestudeUsranyseim
$I199)

Practice the animation making process with the advanced techniques by using

the adaptive programs, which will be useful in developing computer application and games.

Nd. 368 nlanazidusdmsuimaluladdasiiling 3(3-0-6)
IT 368 Video and Sound for Multimedia Technology
dsAuneu : 1l

Souinsdanedaleuazinaiinisnisdnsedale \desii dnansemusoeisualuas
AN ANVRET wmafianisidenmasaznslfideduanuiiong 4 medanisadadesiiodnduay
pumaluladdaniife Wy nstuindes nsunludss uagnisadiade swszneu nsdnnidssuas
wmATAIsN1IRAROLEES

Study video editing and techniques, sound effecting to mood and feeling of
audience, techniques of selecting music and using sound in different situation, technique of
creating sound for multimedia technology tasks such as sound recording, sound editing, sound

effect, and audio editing and techniques.

Nd. 369 ngefduasn1suosiuroyed 3(3-0-6)
IT 369 Color Theory and Human Vision
Fdsduneu Tl

Anwmguiinisiudvesiyed aibaunafimeusadiudvindu nane uagemuule
Uszana ﬂ’;’mﬁ’lﬂm%mmiiUiﬁ n1sUsINgavesingeng 9 %qwgﬁmmma ATIATIERANUNIT
wosiuluanmuandeudisinetu nsiieudsmessuuneufinnes msﬂi‘umammﬁ’mﬁuaﬂaﬂﬂimaiw
NG NTATUANAMNANAING LaZNISHANNERA

Study humen perception theory, short, middle, and long range of spectrum
sensitivity of colour reception cells on retinal, importances of colour reception, colour

appearance of several objects, colour measurement theory, analysis perception of colour in
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different environment, comparison of colour with computer system, adjustment of standard of

colour production tools, quality control of colour, and digital colour image production.

a. 370 nsdeulusunsudmivdedeufauiug 3(3-0-6)
IT 370 Programming for Interactive Media
FdsAuneu Tl

Anwinsldmeufinmeslunisdanisnin des amedeulm wazifle nszuiuns
wasdyannevundenduiina Jaldun N13duUAI9E9 NMSuUY wagn1sisva Useannistudn
Foyan1n wellansdudatoyanin n1s3uid wagnisdnauemed Ussianlildnin Yssnnlididle
uazwaliansaiedeilaufduiusielusunsy Matlab

Study computer manipulation of images, sound, animation and video, dialog to
digital conversion processes: sampling, quantization, and encoding, different types of images
compression, image compression techniques, color perception and color presentation, image

coding standards, video coding standards, and multimedia techniques using Matlab.

yd. 371 nsHARFeRITTA 3(3-0-6)
IT 371 Digital Media Production
JorTeRunew ;- ladl

aa v Y

= v & Yy Y] a A4 aa o v N N
ﬂﬂUWﬂQWNEL‘U@\TWULﬂSQﬂU NNTNARNTFBAINA ﬂ']ﬁLLTJaQGU@%aa@1ﬂ9%1u3ﬂﬂﬁlma 1936
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so videunluteyade uarmsthieyasenanszuuneufmesluegluguiuuiidesns defvesdessuy
A3 Toiduvesd oszuuiiva EULLuumﬂsﬁ'muﬁ'aﬁﬁﬁa WU TULe dtaueeu Useadunus
nsfne gunsaliildlumsndndondvia 1wy ndosiidessuudsia wazsensdnsldlunisdnse 1wy
Adobe Premiere, Windows Movie Maker FupaunsHAndenaia 29laun TunouNSIASENUA DY
A1SWAR TURUNITHAATSEENEY LarTuReUNSINIHAR

Study fundamental of digital media production, video capturing, media editing,
media exporting to several advantages and disadvantages of digital media, application of digital
media such as entertainment, presentation, advertisement, and education, hardware such as
digital media camera and software such as Adobe Premiere, and Windows Movie Maker that
used in digital video production, and process of digital video production that are pre-production,

production, and post-production.
4. 372 ANMUANES19ETTAANNSTUNNTAS9T D9 3(3-0-6)

IT 372 Creative Thinking for Storytelling
FdsAuneu Tl
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Anwmdnnisdifydmiunisadnad ee nsEUINNTTRINISIE LS 0 FaUsenaudae
N3TUIUNITIANITAIIUINITOBNUUUAILAR MsPeNKUULEaNaT Aatvnsianisseantu msdeuse
Aumngkarn1sei el nsasiauazguanIuduius M q HunsAeansiandes nsusvenald
Aavznsiandos leun nsdeansesdng wusus viuma dhye nsuans nednlaitnuneg videnisiau
Su 9 Ideddnsdoasadrmnuduiugimun

Study principle of storytelling. Processes of storytelling that are composed of
knowledge gathering, ideas gathering, storytelling design, art of storytelling, present the story,
connection of the story, problem solution, and several relation designing and maintaining

through the storytelling. Application of storytelling.

idl. 481 nseenkuuUduiusuugunsalliany 3(3-0-6)
IT 481 Interface Design for Mobile Devices
Fwteduneu : Ll

AnwinagnsuasinaiianiseaniuvdiuseUszanuiugldlugunsalliany Seuinszuiu
uazimadansoanuuuUduiusuugunsallfanedaundununsfinudld nisadrefuuuy uaznis
NAgeUURANTUS n1snaaesuauauisalunsidaulaasuugunsallsane

Study strategies and design techniques of wireless devices’ interface design.
Study development processes and interface design techniques on wireless devices starting from
user study, prototype development, and interaction testing. Perform actual usability testing on
mobile devices. which are corporate relation, branding, web page design, public speaker, stand

up comedy, and other works that require communication and maintaining relations.

- naAmMsUszendlieluladifloatuayusadng (Application of Technology for Organization)
nel. 426 FPUUNITIAIUTOLARAZN1SIANTS 3(3-0-6)
IT 426 Information Storage and Management
Fdadunew : Ll

Anwandnenssuwasinalulanisdaiudeyauazarsaume aandnenssussuuns
Jaiudoyauazaudnarsdoya szuunietionisinfivdioya gunsaldmAudoyalnense (Direct-
Attached Storage) s¥uuIASEUNBVDIMUIELIUTEYA (Storage Area Network) JUBUUNITIZYAIMLS
TunisAumdeua (Content-Addressed Storage) nMsdmivdayanuuiaion Armaiusalunisidngs
FoyaluszuugsianisdisesnazdAuteya musiunsasndovesnsiaiuteya Jaduddgluns
UFMISTANITANTAUNA N159AN19993501510 U030y a drutiutoyauuuAanuazn1sgua
UsyAnEnin maunflestioya svuu RAID nmauimsdanislastadisiiugiunisdafiudos

Information storage technologies and architecture, storage system architecture,
data center architecture, networked storage, direct-attached storage, network-attached storage,
storage area network, IP SAN, content-addressed storage, storage virtualization, business

continuity, backup and recovery, storage security and management, key challenges in managing
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information, Information lifecycle management, disk drive components and performance, data

protection: RAID, intelligent storage system, and managing the storage infrastructure.

Nd. 436 N1T99NLUULAZNITIANITTZUULATEUE 3(3-0-6)
IT 436 Network Design and Management
FdsAuneu : aould via. 435

ﬁﬂmsswm?mﬁwﬁugm N199189958UULAT 091 N15UTEIUUSEANSATNT UL
\3etne myilesssissuuiaiovisludssnnuisuazawariilunissudsteya Anwinisesnuuy
an1lnenssy uazmsianssuuiATedisuuuTIgULasiuUnsEane Anvigunsalildlunisideuse
wA3etneuuuiidoudatufsasiadawazuuulians Anwluslaneaessruuaietis Foudns
dan13 malulagnsmuiauuaane Laznsinnisanulasadyliiussuuiniediy

Study basic concepts in network system, network modelling, network system
evaluation, network analysis with regards to transmission speed and delay, centralized and
distributed network design, tools that are used to connect network system for both wired and
wireless network system. Study network protocol. Study cloud computing management and

network security.

nidl. 437 \seesTUUNSARaslTaneuaraunsaindoud 3(3-0-6)

T 437 Wireless and Mobile Networks

JurTeAunau : a@aule ma. 435
= = 1 % 6 d‘ ‘:{I =l 1 v v o 1 =l 1
Anwiszuunsevieliany gunsalindeuntuesevielians dadmundis o Tuesetie

sruumsdeansiianauavgunsnideansiadoun n13InnseseTy ssuuUseiulseaninmlunissuds
Toyaluasedigliany WUsunsuuseyndinIevigssuumsdeansisaneuas sunsaldeansiniioun \wu
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TusunsuUszgndniinnszane Tusunsuiinanadeuse nsdanisdeyalugunsalindeud szuusiafiie
Tugunsalindoui waznisdanunislnariugunsalliane

Study wireless network, mobile devices in wireless network, regulations in
wireless communication network and mobile devices, network management, data transmission
quality assurance in wireless network, application programs in wireless communication network
and mobile devices such as distributed application program, middleware, information
management in mobile devices, multimedia system in mobile devices, and remote execution

through wireless devices.

yd. 442 ANSUSUITIZUU 3(3-0-6)
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IT 442 System Administration
ntsRuneu : aould va. 331

ol AN wazlymilumsuimsdnnisaudaouinimes dnsgiueng 9 fassuuau
M3t muans mevhauwuuseliles maliuindeyavazseussanana n1sUszananavatslusunsy
w¥ouiu msliszuuUszmanananediiionuauuazdanisnu dnaeiesdeuasmaiadily uinis
szuumeufinmed nsfiakssruy n1sdeiowasdassuy sruuuiludoyauarlnssainesdnilums
Taulasnmes nmsdadrdulunisiod msdnassideilumizeanusidises nsrunuLazesnuuy
LHUAMEUY MIUIsTR Bl muasady msuimisdanisiadesgniine mﬂ%’aﬂ%ﬂﬁ%uquﬁa
78T UUNITUIUITTEUURAI

Theories, cost and problems of operation of a computer center, standard, flow
of work, scheduling, batching, spooling, multiprogramming and multiprocessing techniques as
method of control and operation. A survey of the tools and techniques used in the
administration of computing systems. Systems installation. Booting and halting the system. File
systems and directory permission structures. Print priorities and secondary storage quotas.
Planning, designing, and system diagram. User account administration. Security. Client

administration, and the use of advanced scripting to ease system administration tasks.

a. 447 AmnssugonaLls 3(3-0-6)
IT 447 Software Engineering
AtsAuneu : aould va. 420

arudifosuinfimnssueensinag nsouumiAnveansEuIuNTimnssuTensuas
NIZUIUNIIHAUIZONALIT Wik UUAUSUNIs0anLUY FFUURMUIAINTILTONALIS N153LATIZY
AUABINITHASTRAINUATRITONARIT N1TTATITNRATRONUUULENAWIT KWUUTIABIIAINTI BuaY
ANENTOLTIYTUINT @Budu10) FFINTTUAUABINTT IAINTTUNITIATIZRUALEDARUY mmi
Wowuieafunsnnaeusendus nsruIuNsyiinig nsuszanuAlddngrendus wnsnduaznis
Fagendurs n1sumsdanisnsudngendus Tassasavasnisdnviienats was nsldiasesiietielu
NTAAIUILENALIT (CASE tools)

Introduction to software engineering, software engineering process framework,
software development methodology, design pattern, software engineering practice, capability
maturity model integration (CMMI), requirement engineering, analysis and design engineering,
introduction to software testing, unified process, process evaluation, software cost estimation,
software measurement and metrics, software project management, structure of a requirement
document, computer-aided software engineering (CASE) tools and the use of CASE tools in

software project.
4. 451 nsanglaumalulag 3(3-0-6)

IT 451 Technology Transfer
JrdeRuneu : a@aulmanieaiu- Jiruagnatay 3 390
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nagnifiuasundaaiiaidestentsdelownalulad arwdalvl o uanedosoifioay
uinnssudumaluladfiamsooenuuulduaznanls Ussaunmsallagnsesannsdraeuaznsufin
1umamiaiﬁ'L'SyaLLazﬁﬁqﬂaiiﬂm'amimﬁammaa nydlfnunianansznuyedn1s WA suLlamg
waluladifreszuunaryanaifetos

Change strategies that can facilitate technology transfer. Innovative ideas and
tools for technological improvements will be studied in terms of their desien and production
characteristics. Hands-on experience through simulations and activities in events that can
facilitate and sometimes hinder technological change. Case studies of some of the intended and

unintended effects of technological change on systems and participants.

- NgxIYANABLNIMES (Cooperative Education)
an. 301 LWSHUANAANE 3(3-0-6)
CO 301 Pre-Cooperative Education
FdsAuneuy Tl
AnwuwuAnuazanudlavesssuvannafnvnasnautiunisinisuanunsouLay
WAUNYEAIUAN 9 919 NTRIUIANLITALIATINY N1TLEBNADIUYTZNBUNIT MATANISIITUNIS
Funwalny msweurinuglunisdoans YAANAN nmsvhauduiiy Tausssuesdns madanisan
a19as9as9A wallansleusieny warnsiiaue invensiluguszneuns uwastenisuumly
JEINSURURMY wazauUasndeluaniulsznauns
Study concept and understanding of cooperative education as well as be prepare
and improve some skills such as writing a job application letter, sorting corporation, learning job
interview techniques, improving communication skills, personality, and teamwork skill, learning
corporation culture, creative thinking technique, report writing and presentation technique,

entrepreneur skill, good practice when working in corporation, and security in corporation.

na. 390 annafnw 6 (0 - 18 - 6)
IT 390 Cooperative Education
AdsAuneu : a@ould ae. 301 uay vd. 420

Anwszuumeianuaidluaouuszneuns lugnuewinauvesanuuszneunis Lile
suassliindnwiaundendiuauendn mnnsufvinuiiugiu eghslindnnisuanluszuy
UnAnwazgdesdnisinUfiRnuaunaluaaiudsznouns lnedszesnatlidesnin 1 a1an1sfiny
vide 16 dUni Fadunuiifiaanmmiedusnuiitssaunisalvinau (Work Integrated Learning)
finsstuanvivdnvesindnwivielasesu (Project Based Learning) fdusuiliduussloviise
99ANT TINAITNTUILEUNANITVINILIINAMIDITETINAVADIUUIZNBUNTT LaztinANYI9EAodnyi
senuazUnanisUfsinuaniafnumdnasedunisufoanu

Study actual working system in corporation as a role of an officer of the
corporation in order to strengthen students’ readiness in their future career by practicing basic

operations systematically and principally. Students must work full-time with a corporation for
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not less than 1 semester or 16 weeks. The work must be a qualified work or a work integrated
learning that is matched with students’ study major or project-based learning as well as profits
the corporation. The work will be evaluated by instructors as well as the corporation and
students must prepare a report that summarizes their work results after they have finished their

work period with the corporation.

- mju%’nﬁaﬂﬁuﬂ (General Elective Subject)
nia. 274 msUszendlinouiumesiiion1side 3(3-0-6)
IT 274 Computer Applications for Research
Fdaduneu : aeuld an. 207

Anwmdnmsvasnisidadesiu welianisduiaegns nauFeudeudeya ndnns
afauuuanuniy manssiadeyanaradiniugiu mslszgndlilusunsudidagunsadflunisinge
foya RnlumsldreniunesuaslusunsuuszendlunszuiunsosnkuuRAzINLNL WITE NSLAY
foua Anmideya maweunsuAfeuaznisuaniudeuiFeus

Study principle of primary research, sampling technique, data comparison, how
to develop a questionnaire, data encoding and basic statistic, the use of statistical application
program to analyse data. Practice the use of computer and application program in design process

and research planning, data gathering, data analysis, research publication, and knowledge

sharing.
714d.490 duUN 3(3-0-6)
[T 490 Seminar

dsAuneu ;. d@ouldirianiziu-UiAu eg1iloy 3 391
TiinAnwiauenanuiildainnisdnuide vieannsinufuRnuasduniieny
sumsuianef Tuswns S5iamia waglonsunuildfvuali
The students are assigned to study the systems in various computer centers in

both public and private sectors. Presentation of study is also required.

na. 491 Wdaiiay 1 3(3-0-6)
IT 491 Special Topics |
sAuneu : geuldirianizau-UiAy ag1etey 3 390
Anwtetiiaula wanduustlosifertuaivsing q lusgumeluladansaume

Study of current interest and new developments in various fields of information

technology.
na. 492 WAy 2 3(3-0-6)
IT 492 Special Topics Il
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FUIAUNU : douldmirianiziu-UiAU agetey 3 39
Anwwhdefuiaula waziduuseleviifeniuaiviang q lusumaluladansaumna s
WANFIRA Nd. 491

Study of current interest and new developments in various fields of information

technology.
na. 493 Wdadiay 3 3(3-0-6)
IT 493 Special Topics |l

FUsAuneu ; deulfivianizau-UiAU ag1stley 3 3
Anwvhdefuiaula waziduuselevdifeniuaiviang q lusumaluladansaumna s
WANAINAIN NE. 491 uay Ma. 492

Study of current interest and new developments in various fields of information

technology.
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3. YNNIV ADNLES (6 ENA)

Tnfnwdendensouseividenaiiitosnin 6 miedn sy q Tledeu
Tuuninede uarivndentuagdediifuivlumnafnuily wesanroys@lmduividen
na. 201 AaNImOsLazIAlUladaTaumA 3(3-0-6)
IT 201 Computer and Information Technology
FsAuneu Tl

Anwilugrudosdurenndosneuinmedsluduedauiiuaseonsiuag Anw
Tsunsudszgnd nMsiaueansaume ssuusotneneuiiunes anuedidnnsedng anudasnsdy
luszuupeuianes unumvespeuiinesludinudagiu uaswmaluladvesnauiimesluouing
sudsmnsvsegndldinaluladansaumneluesdns AnujuanisldTusunsudnsaguiiaenadestu
weluladfiintulvsdegadeiies

Study fundamental of computer both in hardware and software, application
program, and information technology, computer network, electronic mail, computer system
security, role of computer in nowadays social, and computer technology in the future, including
application of information technology in organisation. Practice using program package that

conforms with new emerging technologies.

yd. 202 weluladidsulan 3(3-0-6)
IT 202 Disruptive Technology
dsPuneu ;- bl

v

= r-:l' A a t:gf( SAaa ‘:{'
Anwinisilasuilasiinaduannualulagfnaiai
§ aa

Ly

auuanasuinnssulndla

a ‘3 Y (3 ! a s !
WndulnnuesAng 1wy Jygusshivg v
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DUMNDILUANUVDIFTINEAN LLﬁSI‘ULGU'EJa

a =2

iy Feianansenuseyar1vesduALazuINMsiunilunain nsdlfnwivesgaainnssuniini s

UIUA WnannesuAINa

weluladainuiuasunsvianuiienswanngsivegiedaiu nanszvuvesnsavdrameluladiiide
fyanadedpsiinsuiuiinaziuasuulas lnonsuszgndldimalulad ivuasionasnnaniiielianansa
Suflesiernurimeiiinanmeluladivl

Study disruption arises from digital technology that has been developed to the
point that could create new innovations for organization e.g., Artificial Intelligence, digital
platform, Internet of Things and social media that have impacts on cost of traditional products
and services. Case studies of the industries that adopt technologies to change working in order

to improve business sustainably. Effects of technology erasure on individuals that must be
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adjusted and changed by applying modern technologies at all time in order to be able to handle

the challenges from the modern technologies.

ANDSUNYSI8IV
g1 nUkALEDLITN AR

1. nundrAnemaly (30 viaefin)
NAUINNWDINGY (9 Mienin)

an. 101 Awdanguludinuszaniu 3(2-2-6)
EN 101 Everyday English
Anunslilassadreiugiunardnunvsnguildluinusediu Uszneusae
msyauuziaueuaglvidoyadiuia nMsussensyadndnuas Manadadesiiavle ey
AU ULATLSINENFUA U Tesazay SaufinisuansruRniuludesily Snietannee
NISNA N5 158U kaENISTEUAITTTIYTUINIG
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 AedInguluuTundIny 3(2-2-6)
EN 102 Social English
Anrumsnauazmsidoulseloauazdruiudldiduussd iWonsdujduiusma
GG miLLaﬂLﬂﬁlauéﬂJa;J“a mswWSsuiou waznmseduieaudaiefuidenna 5 Tuusunynedsau
LazgIna lngyatunsiamvinvensedusewaznisiiaus meawmaluladuazaufnaseassd
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 AMwdanguluusunana 3(2-2-6)
EN 103 Global English
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AnlunisussereyszaunisallaeszysieaziSunaiuayu uazuaninuAaiiu
Rerfuiinenuduey msviu uasUssiduiymlussivaina Tnosadunisiamuinesnns
Foasseninatausssu wasmsieanstulanida Seddysenisidunadedan

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.

NFAYIYIUINISTINWATIIN (21 irein)

AN, 101 vinwznsAniilenisiieusnasdin 3(3-0-6)
GE 101 Thinking Skills for Lifelong Learning

Anwmged wanmsven1shn iawin1sAnegradussuy 919 nMsAalainng N3
Anadnaassd Msfndas1edt nsandaasen nsanudtan Judu sudinadenlowinufnuay
mmmLﬁaﬂLﬂ%laﬂﬁammﬁmﬁmmzamlﬂ‘disqﬂm‘lﬁu%ﬁmﬂizﬁﬁu N5YIULAEN ﬁL’%EJufmaaﬁ
Pinloogeiusz@ansan

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

effectively adapt to their daily life, professional undertakings and lifelong learning.

fAn. 102 mandunailes warnmaivdsuulasesdsay 33-0-6)
GE 102 Citizenship and Social Transformation

Anwianuming audnvay ans mindwaziadnimvesanudunafiesialy
Faxlny dsalanuardanuduiiluiogtuuareunan Wy denuddsia denumy Tamsssy 1iud
Wedwiviunsiasuulawosdsausingg ufaSeuiituistin dwindeuiid swarequaie 4 47
fio ne Ta deew waz dyayn ilensenuiumegsmiuiBuludnuliegnaianuguuagliifondou
o

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

mind, society and wisdom.

An. 103 weluladuazuianssuiioauan 3(3-0-6)
GE 103 Technology and Innovation for the Future
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ANYIUNUIN WaAA N33 Tudansussyndldinaluladuasuinnssuniu
seq datiumsiaunaunmdinludsauaisln nansenuiitidonisduiudin da uaviasugi
naenauAnunslivsyloniuarnmsduaseminddumatyaifaannmaluladuazuinnss

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

intellectual property protection as a result of technology and innovation.

fn. 104 quvdsamiugunnziiein 3(3-0-6)
GE 104 Aesthetics and Well-being for Life
SeuinslddinedalinueiainnufavzuazAanssudunuinis Wayuuedlnaly
Sesquvssnmilindesiuiinuardanuanaudatzing q uasfiwn ilasonismssegesdin
AIALLAZTAIUSTIY
In this course, students will explore relevant theories and concepts of
aesthetics related to life and society and learn to cultivate positive outlook and attitude and
understanding of different forms of taste and beauty, which will enhance their perception of
diversity and enable them to appreciate art, music, literature, images, films and other forms
of art. Students will also learn how to depict their imagination via communicative design using
images, colors, calligraphy and other related tools to create value-added identity and

characteristics to services, products and media.

N, 105 RusinsnedinnuazUseinuinludveslan 3(3-0-6)

GE 105 Global Alliance and Emerging Issues
Anvmsiauauuiiossfuuunainaassgiauagnisideiidimansenuse

nswasunamdsnuuay Saussaludnalan e lausuiuddaiitetulmivosUssvmalan
In this course, students will learn about international economic and political

collaborations and developments affecting/constituting changes g¢lobally, in order to

understand key global issues.

An. 106 mmg”mqmiL’EuLLazmiﬁwmaﬂNﬁﬁu 3(3-0-6)
GE 106 Financial Literacy and Sustainable Development

Anwnisdanisuazindulanisnisiiuegieiuszdnsua stan15sAnisnsiiudu
yARALATNITAY Tk sWaLneg1edsiy Tnesjatiunisysannisesdanuiiiaenadosiuuiun
il gy wazdanududfgy Lﬁaiﬁt,ﬁuﬁa{]aujmLLazLmeamiLLﬁléuasmL%g‘dﬁism

In this course, students will learn about management and effective financial

decision making, including personal finance management and sustainable development and
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personal finance literacy, with special attention on integrated knowledge for local community

and society, in order to highlight key issues and offer practical solutions.

fn. 107 Imgaramnudugusznauniswaginuensidugi 3(3-0-6)
GE 107 Entrepreneurial Spirit and Leadership Skills
ﬁmsmLLazﬂ’Gmmﬂmé’wmzﬁﬁwﬁzﬁumia%ﬂﬁm"‘;@ymﬂmmmﬂu@'ﬂizﬂa‘umi JEHNT!
MsAnuuUULITes UsenaumienisinuAnadneassd warnisuarelenialunisiiuuasaniy
Aamseensinusssunazaiessau finngfihiiannsaiuasyhauduiuldeddiussansua sous
waznasindulaviunewnnisal
In this course, students will study and develop important characteristics of
entrepreneurial mindset, with an emphasis on a combination of creativity and
entrepreneurship and explore entrepreneurial opportunities while learning about business
best practice and ethics including leadership skills and qualities, effective leadership
characteristics which will enable them to effectively work as a team and be able to make

well-informed decision when required.
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2. RUINIBILRNIE (99 hUwNA)
2.1 nguivIunu (18 iaenn)
- AP AUNAUANAAENSWALEDR (12 MIein)

n8.102 adinmansiugudnuinuwazdedddnon 3(3-0-6)
Gl 102 Fundamentals of Mathematics for Games and Interactive Media
FwtaAuneu : Ll

Anwmannisnsigadin LINReT KaRaTanans Lnwes seuululsall 2 4@
way 3 §f syuuiiauuuag 9 laun Luumsi@euluugesiazanda syuulaludua nsudauds
Wy saudansngunisagiiou mslauaznsaisuming Aldlunsinmsulandadumenesiiou
waznsulasdunssalunsneniimesnaiin

Study the principles of Algebra, Vectors, Scalar and Vectors product and planes
in two and three-dimensional space, Coordinate system such as Cartesian vectors represented
in two-space and three-space. Homogeneous Linear transformation including reflection,
rotation, twisting, and projection matrix used in the quaternion linear transformations. Affine

transformation in games and interactive media.

ne.112 wAaRaaL Uy 3(3-0-6)
Gl 112 Fundamentals of Calculus
FrTeRunau ; hudl

v A a 1

Anwiilanduigadin NMsIA1PUINLS pYRUSTUAUZY LHUATILAZAIAGANTIY BUT
N5 ST Buenildvsuiinga wWAgnduinga nsavmelsuBien warmsduRinsmmsy
WU UAaN AT

Study algebraic functions, differentiation, higher derivatives, linear and conic
section, integration, area calculation, indefinite integral, definite integral, differentiation and

integration of transcendental functions.

n9.204 Handdmsuinuuazdeidddneou 3(3-0-6)
Gl 204 Physics for Games and Interactive Media
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tsRuneu : Tl

ﬁﬂwmé’nmiﬁugmsﬂamamam% JTRaUANAAENS NNISTIENGVelafY U
wazndsemdansudy msideuiinuuvau #and 2 33 uay 3 97 wazadnomans

Study the basic principles of mechanics, kinematics, Newton’s laws, work and
work-energy theorem, momentum, rotational motion, 2D and 3D physics, and statics.

n9.207 anpdnsUINeImaniiazalulad 3(3-0-6)
Gl 207 Statistics for Science and Technology
FsAuneu : Tdd
Anwmguiuarnisuszendldadtugrudvnuduinemansuazimalulad 4
UsgnouseaiAnssaunazaifoysnu MiAsadosiumsuanuasanutiazusuuuusiieg miu
#1909 Und) N1TNAAUANNAFIUNNENA (t-test, ANOVA, Chi-squares) uagn13@nw13uuuy
AMUFLNUGTENINAILUT (Enduiusiazn1sanneeldad)
Study theories and applications of basic statistic with sciences and technology
that include descriptive and inferential statistics concerned with probability distributions
(Binomial, Poisson, and normal distribution), statistical hypothesis testing (t-test, ANOVA, Chi-

squares) and study relations between variables (Correlation and Linear Regression).

- Armnumsnuiiugiumelulafansaume (6 wiedn)
n9.113 nannseulusinsuAsuRILneS 3(3-0-6)
Gl 113 Computer Programming
FsAuneu : Tud

ssuuponamesideiu mswamndanesfiy wedalunsuidam madeute
nseulusunsulagliniwseauas vllndeya Aaadl fauds anadl ﬁ’]ﬁl’d%’uiagauammmmaé’wé
Mdafmundn Mdsruan MIUsznanadeniu 815158 TUsunsudes msdssadudeyauaznns
Fumdayauuuiasiu

Introduction to computer systems. Algorithm development. Techniques of
problem solving. Flowcharting. Programming with a high-level language: data type, constant,
variable, expressions, input/output statements, assignment statement, control statements,

string processing, array, subprogram, sorting and basic searching.
ne.464 nviEneuazasesIINAUAlLlagaNTaumNA 3(3-0-6)

Gl 464 Legal and Ethical Aspects of Information Technology
Fwdsduneu : Ll
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Anvmannguuneaiuaniuatessuve ldreuiinnesuazinimalulagarsauine
Tnefuundndesiuiifetunguneiluuasdvanieenduag ngranefiiedestumanszsiin
Aenfupeufinmnes ﬂgwma‘ﬁLﬁ'm%’aﬂﬁu?ila&é‘ﬂmaﬁﬂﬁuazmﬁw?ﬂiimmﬂﬂamﬂama% NOVUNE
Aunsesteyaduyana ngmuneiiedesiuvhgsnssudidnnsetind

Study of the law and the ethics of the use of computers and information
technology. By focusing on concepts and software licensing law. Laws related to the crime on
the computer, electronic media, and computer crime. Legal Protection of Personal Data Laws

relating to electronic transactions.

2.2 nFaivIamgmy - UsAu (48 wihein)
ne.125 NaNN1TRNWUUADINALAYA UL 3(3-0-6)
Gl 125 Introduction to 2D and 3D Design
AtsAuneu : Tl

A ug g ui AIUAAUNITUJURIUNITaT19Y 2 98 uay 3 96 sud9
AdTuSYeYiFLSn uazudnmMIInesduszneuAadiifisenisesnuuy Wiiluesesinugluns
doans liaudulumefesdedute wazmsdoasimontviniw enmsaienuedsiivnwa uay
anansonaueng q lussynaldlunisaiienuesniuy 2 97 war 3 17 ldegedinmunin

Study basic theory together with practice in developing 2-dimension and 3-
dimension works including relation of visual elements and principle of art composition that
affect designing, emphasis in communication skills for both verbal expression and visual
expression in order to create reasonable design and be able to apply knowledge of 2-

dimension and 3-dimension in design works effectively.

n9.124 NSREULANLTININ 3(3-0-6)
Gl 124 Visual Scripting
dsAuneu ;-
= ax Y 5% = 1% a ] a Y a N )
AnwnisnisasrunulaglddeatsulanuuuiulagldssuunsilsulAnBan nnTessu
TUNUEUTY /19 9 LAENARBIETIANUYBIANLDINIYTEUUT
Study the alternative method to make games without writing traditional code
by using visual coding system available in various game engines. Make your own game with

visual scripting.
n9.131 MsESeudnaa 3(3-0-6)

Gl 131 Digital Storytelling
Jrdaruneu bl

120 wangnsUSyaes anzmaluladansaumauazuinnssy Unsfinw 2567



Anvimaiiansianiewazmadouunasasidoiu Tasadievesunazas nsada
usetunala uagnsszanAAnluNsaSNasIAUTaEAs N15daNsNIiunTw Tinwenstinoud
aevensanuluunazas mimimsmmfﬁﬂ LLazﬁ,guﬂﬁadBiﬂuuwazﬂsﬂﬂsa%fwama%ua%@

Study basic storytelling and script writing techniques, structure of script,
inspiration creating and brainstorming in script creation, language communication, reaction
skills that propagate to script, feeling expression, and camera positioning through script.

Storyboard creating.

ne.142 fugununazdeddinoy 3(3-0-6)
Gl 142 Introduction to Games and Interactive Media
FdsAuneu : Tud

ﬁﬂmmmiﬁmﬁuﬁ&nﬁULﬂuLLazﬁaLgMé’maU Soufundnuazmaluladililunis
fiauinuiauiefnislagiiu funuluuazaeufiamefing miadeneldarning o1dwing q Tu
gmamnssuiny nsdununlfluiamsdug unaelumsiaudedldneu

Study basic knowledge of games and interactive media. Study concept and
technology used in game development from past to present for both general game and
computer game. Monetizing in game. Careers in game industry. Applicability of game in other

fields. Development concept of game and interactive media.

n9.233 Flonazidesdmiumaluladdasiiiie 3(3-0-6)
Gl 233 Video and Sound for Multimedia Technology
AtsAuneu : Tl

Anwinszurunislumstiuiin wagdnsedfle sUuuUNLARles1eY Awsnzauiuny
uwiazlszin MumAnuduneuisnsindssUssneulunusng o Mseenkuuides mstuiinides
Seuiaunsalduiinideaarnsldnu msduiindeduiesiuiindss nsufuusawagdndodes n1s
asadueiiay madansuandes nsdaiunagnsidenudedussuuaana madenisidonnas
waznsididsdluanuiisng o

Study recording process and video editing, several types of video that are
suitable for each type of work, the study includes sound effect creation process in several
works, sound creation, sound recording. Study sound recording tools and their usability, sound
recording in a studio, sound adjustment, and editing, special effect sound creation, sound
mixing techniques, storing, and using sound in digital system. Music selection techniques, and

using sound in different places.
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ne.241 Ufduiusseninaywdiuaeuiiunasdmiuing

uazdoddldneu 3(3-0-6)
Gl 241 Human-computer Interaction for Games and Interactive Media
tsRuneu : Tl

AnwiAeafuiladovesuyud Anenmveaywd asufinmesuazivalulad fidwase
nsepnuuUBuMeTlanukardedddneu Wnevauewarlduuldognunuvay Wemmsiseu
AseUARuisNsITBuSFULUUNSUFFTUS ndnnseenuuuinoaiuld uuudaesdum esinaves
{7 uaziedesilofhiunimun yudsnsesnuuudumesivlansuazdodaddneuiitinaluladasilvsl
wAfesre

Study human factors, capability of human, computer, and technology that
affect the interface design of games and interactive media in order to respond and apply
appropriately. The materials cover interactive patterns learning, principle of visual elements,
model of user interface, and tools used for developing, including the design of game and

interactive media user interface that relevant with new technology.

N9.262 lassasadeyauazdaneifiu 3(3-0-6)
Gl 262 Data Structures and Algorithms
FdsRuneu - @ouls ne.113

NMuMUlATIAT TR ALUURY) MawuuiBadu 915158 Aeraas wannia wazdne
wuulildigadudulyd nsinlassaiideyaluussynaldlununneg wadansiSesdduwazaum
foya vdnmIoonuUULaEMTRTiSanaifiudasiu 1wy nismeledilvg Fegrenisdanig
foya daiivuazlidoyamelassaiadoyauasanesiiufimanzanlunisfauing

Review linear data structures: array, linked list, stack, and queue. Study non-
linear data structures: tree. Applications of data structures. Sorting and Searching techniques.
Principles of algorithm design techniques and analysis such as Big O notation. A case study for

managing, storing, and manipulating data in game by using data structure and algorithms.

N8.263 gudoyaloiy 3(3-0-6)
Gl 263 Introduction to Database
Jsduneu : Tud

ﬁﬂ‘l&ﬂLL‘u’JﬁﬂﬁugﬂuLLaSﬁiﬂﬁG]EJﬂiiiJ‘UENizUUE’m%E)Ha miﬁﬁaaﬂsﬁaﬁ,ﬁaﬁmmﬁ@
mia@mwugm%‘;ﬂa LLazmiﬁﬂﬁLﬁ@Nammaaumm%yjaaﬁﬁuﬁ: msdnseidovuiuiagvuaou
ﬁﬁagaﬁmmamw wuzthnsdanIssensUisunlas

This course covers the fundamental concept and architecture of database
systems, conceptual data models, database design, query languages, files and physical storage

management, and transaction management.

n9.282 YINNTTUNAN LAY 3(3-0-6)
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Gl 282 Disruptive Innovation
tsRuneu : Tl

Anwmguiuaziiannmsvesuinngsy Boudmmraiuianssumaluladindunud
waluladiin Fewdnslimnuanavassinauiunisdearsanudn ileasislonmatazanavinme
vl w¥oufunsasunlasidneaveusznounsiiazairsguuuugsialmi Tae finuslunsld
Aavzvosuinnssuiisududmiviusznounis nsdlfnwvesduszneumsiivszauanudiiase
msuImsdanmaimaluladdagiumugiunmsiannveanaluladlig fusznounsifinisdnnis
waluladiifvssavsnmunnty iemsitmunededsdunasShwnismanvesuenlile

Study the trajectory of Innovation in its historical, theoretical, and practical
evolution. The reasons how disruptive technologies replace older technologies. Idea
generation with communication of creativity for new opportunities and challenges together
with digital transformation of enterprises to new business models. The art of innovations with
a necessary skill for entrepreneurs. Case studies of enterprises with duality of management
practices maximizing current technologies and the development of new technologies.

Enterprises with more effective technology to be sustainable and maintain their market.

n8.341 N19RBNLUULNY 1 3(3-0-6)
Gl 341 Game Design |
AtsAuneu : Tl

FouiAsatunisesnuuusULUUNSIEY NAAT Tinsednuazveuny Sous
AfUnsInUszLAMLAY FULUUYOUANLUUANS 9 Wi 1nafiwn inuluuiaun inunsea nNa
UNUIMNENUR mmiaéj bANINNELAU EJEJﬂLLUULLﬁ%ﬁ%’NLﬂMéIJULLUU

Study game play pattern design, rules and regulations, game style analysis.
Study game genre and several categories of games such as sport game, puzzle game, board

game, role-play game, fighting game, strategy game. Design and develop a game prototype.

ne.343 nnseankuUUTEaUNIAlve ldnUdmsuny
ISEGRIGN L 3(3-0-6)
Gl 343 User Experience Design for Games and Interactive Media

FveRunau : il

AnwnAaiumsiinsgdt nszviunseenuuulaefifliifuguinats waznisatis
Uszaunsaivesdlidniuinuuardodaddnoy iommaSounseunquienisiiasgiuagimun
nauld Msfmualving msdanistoya MsadeszuuduLuy TianmageuTEUUTIe ONLUY
ugly

Study analysis, user-centered design process, and user experience design of
games and interactive media users. The study materials include analysis and defining group of
users, defining target group, data management, prototype development, and including testing
the prototype with participant users.
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n0.347 NSNARLNY 1 3(3-0-6)
Gl 347 Game Production |
Fwdeduneu : Ll

ﬁwwmmi’ﬁméfmﬁ&nﬁ’umzmumﬁﬁ’wmLﬂﬂuqmammm NANNITUINS
TA5an1s nsadeenudladesfuunuindne @ aelufiuimunuuundn

Study the game industry and game development process including project
management principles. Understanding the different roles in a small-scale game development

team and the different stages of game project development.

N9.383 N19A319NTEUIUAIUAR 3(3-0-6)
Gl 383 ldea Generation
FdsAuneu : Tud

Anwndaujodid elidnAnwiiunszuviunmsadisianisluddumaluladvie
wnasvlosumalulad AnanuAnasnassd afauufaniegsie Beudmsvhawluiin Mmedanis
4519 TIALASINALYINYENTAT19ANUAN HNNISTAILILLIAANINEIAILALIATIENLONT aN19TIAY
dwsuuienlnddnunalulad Anvinislesizianudululiniegsia saeasunisiiauenuin
yegsRauATnAmuDY

Experimental study that helps students to initiate new venture idea on
technology field or technology platform. Practice creative thinking, and new venture idea
creation. Study teamwork. Use creativity techniques and develop idea generation skills.
Practice business idea generation and business feasibility analysis for new business in

technology field. Study business opportunity analysis as well as present business idea to other

investors.
n9.453 MATIEvaLAN 3(3-0-6)
Gl 453 Game Analytics

dsAuneu : @oula ne.207

ﬁﬂm&,?‘{mﬁwﬁﬂmﬁmﬁuLLafgLﬁiwﬁ%’aaﬂaLﬂmadwaﬁﬂizﬁwﬁmw diesunsu
foyadednifntudliviediduny eafuuszaunsaimadunuiiitu nisliieiesiiodinszi
%’azﬂamﬂaaﬁ EULLUUﬂ’]i'ﬁ’]EJ\‘i’mNaWJ']JJﬁ’lL%ﬁ]sUa\‘iLﬂlJ LLazm'ﬁd’]waﬂiagaﬁluL%QﬁmmléfaEJ"N
alau wiugn wazduszansnimn

Study the principles of efficient game data collection and analysis to gain
insights about users or gamers in order to generate better gaming experiences. Study the
statistical tools. Report and visualize the quantitative information about game achievement in
the clear, precise, and efficient way.
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n9.395 Suudstunuiasiedaddney 3(3-0-6)
Gl 395 Seminar in Games and Interactive Media
sAuneu : Tud
Un@nwdnwiduaiiunauivnnis unauise wagsieauivniswsedded
Aenfuinusazdeddineu dnsaussazeiunenanuiildainnsaneuazise wazdavhseay
The students are assigned to analyze and synthesize the research articles
relating to the issues of game and interactive media. The class presentation and discussion

are required.

n9.498 Iﬂim’mﬁmu’m%ﬂﬁmLﬁaqma’mﬂiim 3(0-9-3)
Gl 498 Industrial Innovation Projects
FdsAuneu : Tud

TnAnvieer i uN1TIUKY BONUUY wariauilassny ARerfuinuwaydelds
Tneusufunmagnanvnssumsnunuuazdedaldney viefiterna lulassonliiadoauysal 14
nuldase Savinenansiassnusasdeunianieiulassnuiii

The students must complete the software project relating to the game and
interactive media by incorporating with the external supportive organizations or expert
supervisions. The project starts from planning, designing, implementing, and documenting the

related documents. Finally, the student’s oral presentation is required to fulfill the course.

2.3 NgIRYaNIgau - den (33 wihefn)
- N IAEINUNSWULUIUATY

n0.161 AN ULUTUN T TRG 3(3-0-6)
Gl 161 Object-Oriented Programming
JdsAuneu : a@euld ne.113

Anwinann1suaziuIAnveIn1stusLNTIgeing Wi uwAUgaty Sulgesiunud
Tnauesdulonesivanss nsasslusunsulaeldnana Henduuivesrouansninasuaznansn
W03 NTNLUURUANTwsN LLazT,Wimmﬁ,J:uLU@%LLUUﬂLLmﬁﬂLLazuauaLLmﬁﬂﬁuww LLasz‘VT‘ngl
MU

Concepts of object-oriented programming such as encapsulation, inheritance,
polymorphism, overloading. Modelling and application with classes, member functions,
constructors and destructors, public, private and protected access, static and non-static
members. Standard 1/0.

n9.331 nseRnkUUkazHRL Ul lUd 3(3-0-6)
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Gl 331 Mobile Game Design and Development
ntsRuneu:  aould ne.244

ﬁﬂﬂﬂLﬁﬂ?ﬁUMﬁﬂﬂ’]i@@ﬂLL‘U‘ULLazﬁwuﬂLﬂmuuQUﬂiﬁﬁLﬂg@uﬁ NANNITNITAAIN NA
gmsnsaieneld uaznsdifnwunuuugunsalindeuifiiflutiogiu msnainuazununagns

Study principles of game design and development on mobile devices.
Principles of marketing. Income generation strategy. And case study of present mobile game,

marketing, and strategy.

N9.332 szuuiAsetneuazinueeylatidvansiay 3(3-0-6)
Gl 332 Networking and Multiplayer Online Games
FdsAuneu : Tud

Anvnaninenssmeiodns wardumedidadotu natlunsmevauss amwadh
wardoyagame nadansdnaniseuadivessuuiaiotns anmeiorieiidesoninauny
ooulay mslnauaznisanlemanislnsluinuesulat inuesulatvuialngilfiduvaisau was
w3evenululua

Study basic network architecture and Internet. Network latency, jitter, and loss.
Network latency management techniques. Online game playability and network conditions.
Communication models, online game cheating and cheating-mitigation. Massive multiplayer

online games. And mobile game network.

n8.456 ausiunsUasndslunisesnuuuiasiamning 3(3-0-6)
Gl 456 Security for Game Design and Development
Fsduneu : Tud

AnuiRefundnanuvasnsieiidosmileddunisesnuuuuasimuiing elwiiay
annsaaunlsegsiulanazdranuazindmineinuligaydesels Soufisesnsundesdoya
duveiauy nsdsdeyanusruunIegliiaudasndy n1sdasiunising Jesiunisaziiia
avdvsnszevislunuseiuaiiedisUaonsi

Study security principles to be considered in game design and development
which players can play confidently and games manufacturers and distributors do not lost
revenue. Study protecting the privacy of players, transmission of data over secured network

to prevent fraud and anti-piracy trades using real money in the games safely.

n9.334 NUARLATATD 3(3-0-6)

Gl 334 Serious Games
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Adaduneu : Ll

BoudifertuinuiidiestinsevielasnseaielifiauldsuamiluFosin q uie
Pelunsussaduadieinue Uiudsungingsy vie Wauafvesdiduiu 4 arnnsiujduiudly
szuvvesnuTogluanimwindeniifmuidsin uazdilduanuaynauy

Study about serious games that require thinking in order for players to gain
knowledge in different matters. Learn how a serious game helps in building skills, modifying

the behavior and attitude of players who interact in a low-risk, entertaining game.

N8.335 nsiannludueundiadu 1 3(3-0-6)
Gl 335 Mobile Application Development |
FdsRuneu: d@ouls ne.113

ANWININITINYBITEUUUHURA NS LLagaﬂ’lﬁmﬁlﬂ’iiuﬂJaGQUﬂiﬂjﬁlaaﬁl%ﬁ’w
nszUUMIMIRAUILeUNALTY uaznwiililunsiauiueundindudmivgunsaidoasliane
uwaglnannesy LwInanseankuuduRnney it unfalunsimuleunaedy nsasiuay
waueUndindudeulosiugunsalnneluiaies mssanismiienust msinde grudeya ns
Waufudedadfiie uarnsdoudeiniotnedumesiin

Study overview of operating system, and mobile devices architecture,
application development process and programming language used in developing applications
for wireless communication devices in different platforms. User Interface design guidelines.
Application development ideas. Programming and developing application to connect with
resources within mobile device. Managing memory. Connecting database. Working with
multimedia. And connecting to the Internet.

N0.336 nsiaunluludiaunainduy 2 3(3-0-6)
Gl 336 Mobile Application Development II
ntsRuneu:  aould ne.335

Anwmsadaussianwoundindudousogudoyadugs mevhawAeatuund
nsadaluludiivneundiadu msaiisnuniin madoureuarfudsteyariuszuuinietionuy
$4 9) ﬂ’1ié’fﬂmﬁéf’mm’mﬂaamﬁmaﬁauﬂaiumi%iami LLaSﬂ’l‘iﬁqlJUﬂ’]iLﬂgauvLMQ‘UaﬂQUﬂiﬂjﬁaﬁ’lﬂ%
any

Study programming and developing application connect to advance database.
Working with map. Programming mobile web application. Developing graphic works.
Connecting and transferring data through several network protocol. Managing security in data

communication. And tracking wireless communication devices.
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ne.474 N139ONLUULAYTAILLTY 3(3-0-6)
Gl 474 Web Design and Implementation
tsRuney ;- 1l

ﬁﬂmﬁugmmaqmmwé"ﬂﬁ%’ﬁmmL“J“ULW@] amsanseankuuliu nsldnudeya
msoonuuukaznsinlilunadeudenuudy mudidesiuvumealulagiuled savanisada
Fioaioa uazawmdnlifauniumadangu

This course builds on the basic aspects of HTML. An overview of web design
concepts, including usability, accessibility, information design, and graphic design in the

context of the web. Introduction to web site technologies, including CSS and dynamic HTML.

n9.346 mqwﬁﬁugwuwwﬁmwﬂaxﬁwﬁ 3(3-0-06)
Gl 346 Basic Theory in Artificial Intelligence
FdsAuneu : Tud

ANYleNUTOINGANTIUTIYRAIN NITOONLUULOLIUAYIYAAIN (SITUYIRVDI
anMWINaaNkarUTELANYRRBLIUA) NMsuATyYmImen1sAum nMsAumkuuliiveya n1sAuUM
wuufiteya inuuuugiauassay nmsinuadeuluievaslunisudtgm nmsuansanugeae
nssnenans nshivnunagnludfuasnsiaaing e

Study definitions of intelligent behaviors, Intelligent agent design (Nature of the
environment and the types of agent). Solving problems by searching, searching with data,
searching without data, game with two players, defining conditions which help to solve the

problem, express knowledge with logic, automated reasoning and theory proving.

n9.244 nssulusuAsIAIUNY 1 3(3-0-6)
Gl 244 Game Programming |
dsAuneu : a@ouls ne.113
ﬁﬂmﬁugmimqa%ﬁqmn%ummaﬂ‘%ﬂﬁuazm‘mmmﬁaL@@%%uQQIUﬂﬂiﬁmuwLmJ
Fusu iietielinnsnannudieuazdity nsldansuslunueudunaslusunsuaudd madey
TusunsudsTngudosi
Study the fundamental structure of scripting and highlevel computer languages
in basic game development to stimulate the same production. The course focuses on scripting

in game engine, 3D modelling software and highlevel programming.
N9.245 N9 W8 UlUILNTUATULNY 2 3(3-0-6)

Gl 245 Game Programming ||
AtsAuneu : a@ould ne.244
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Anwfugilesainsdeunmaniuduazniwnaeufinaeitugsumaiaunng
fuga iteraelinmsadmnudioasitu nsldarsudlunueuiuwaslusunsuanudd nndeu
TusunsudsngudoswiudiAeatuny

Study the fundamental structure of scripting and highlevel computer languages
in advanced game development to stimulate the game production. The course focuses on
scripting in game engine, 3D modelling software. Advanced object-oriented concept in game

programming.

n9.365 poufiumesnsfinidedy 3(3-0-6)
Gl 365 Introduction to Computer Graphics
Fwtsduneu : @ould ne.113

Anwndnmaiertuasausuassenurvesnsiindecdu wazmaias q Tu
N1THAAININTBITRQUUIBNIN FIudsefleveinsfinaeuiiawes wasAnwidanesfiuvensiiin
ponfimestuiugIy

Study of the hardware and software principles of interactive raster graphics.
Topics include an introduction to the basic concepts, transformations, projections, rendering
techniques, graphical software packages and graphics systems. A standard computer graphics

API to reinforce concepts and study fundamental computer graphics algorithms.

- ﬂﬁjm%’lmiaammumm (Game Design)
ne. 338 ONLUUIEUULNY 3 (3-0- 6)
Gl 338 Game System Design

ISPUSNTEONLUUTEUUNILTIEN TYINTINU ULUUTIRRIAANT LUIARTEAUGY TIUD9
a¥19ANA AN LN WA TEUU namans-namans-gunseaans n1sred n151a1309 NN3EBNUUL
WswgRadmunu

Study in advance structure of systematic design such as Core Game loop,
Schema Model, High Level Concept including how to balancing through system theory. MDA

(Mechanics — Dynamics — Aesthetics), Combat, Narrative, Economic Design for game.
n8.339 DONWUUTEAUANSUIR oLNY 3 (3-0- 6)

Gl 339 Level Design for Video Game
UsAUNDY : N9.113
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AnwinmsoonuuusEiuNuELNseuiguinstdmuiuluddndeainanuin
Bennusmesyprafindwdeyanaiiany A3msairsuunandmiunsesnuuuszduinueania 3 fif
N1IIATNAINTLANY NITITNUVUDUIUNULAZNITNAGDU

Study how to design a game level through engagement theory in more detail
to create first person shooting (FPS) or Third Person Games. How to generate the idea of
designing the 3D space game level, starting with drawing on paper, implementing on Game

Engine and testing.

N9.348 PonLUULaznalnszau 2 A 3 (3-0- 6)
Gl 348 2D Level Design & Mechanics
AnwIBnnsasnelseaunisalnuayn Innseankuung 2 15 wnannesuluisny
ArguanIUNTSalauud lnun1seenuusuy
Tunanelusian
Study how to create a fun experience, from designing a 2D Platforming game

to a dungeon crawling game, by making level designs on multiple projects.

n9.351 WAL NUBE19I0L57 3 (3-0- 6)

Gl 351 Rapid Game Development
ﬂ?iﬂl@u%ﬂm‘ﬁiﬁﬁﬂ’]wLL?@%@@JﬂWﬁW@MUWLﬂQJﬁTJ@L%’J%\‘iﬂ%’]ﬂLﬂﬂJﬂ']EJIuL’Jﬁ’]"i]OWﬁJWi]'m

L.Lmﬁmqj;:ﬁmmzy nsHninEAuALla Hnven19dning) LainyeA1SNUTINAUAINNAANS
Game development provides a rapid game development environment that

creates a game within a limited time from concept to master, training on technical skills,

psychological skills, and collaborative skills as the results.

I a a Y P |
- Ny uReiumalulaginl
n0.479 Aanudusiaiiou 3(3-0-6)
Gl 479 Virtual Reality
FsAuneu : Tud
= [ & £ wa [ a P o) v & s 4
Anwmannisileswukaruseifvesanuluaiaaiiou wealulagdagdungoniuas
s s al o Ay o & 4 3 a
wazansawsnitlunmsimuinseenwuun sUSAuLS wazUszaunisaldldlulanvesninuduase
iadiow allansiaunlegldinsesdiorisegneing wazinsesdiotugs wwmanisussendldaudu
3aadouluaAIuAIg 9 U N1ANYY NSENYTINYE N1SLELT8Y N15RATR LaZLNEANTULAY
Study the principles and history of virtual reality (VR) technology, the current
software and hardware used in the design and development, user experience and interaction
in the VR world. Basic and advanced tools to create VR experiences. It also explores the
application of VR in areas such as education, skills training, storytelling, marketing, and

entertainments.
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n0.480 ANsLduai ety 3(3-0-6)
Gl 480 Augmented Reality
FdsAuneu : Tl

AnwwdnmaidesfunazUseMivesanuduniaasy weluladdagiusissensiuag
uazaniawaslilunsimuinsesnuuumsufdusiug uazUszaumsalildlulanvesemiduate
a3 madansiauilaslfindesdietisesniisuasedosdiodugs wumienisussy nfldmnandy
saasulumUAg 9 WU n1sAnw N1sRARNYY M9E389 M3Ra1n waziiloautuiia

Study the principles and history of augmented reality (AR) technology, the
current software and hardware used in the design and development, user experience and
interaction in the AR world. Basic and advanced tools to create AR experiences. It also explores
the application of AR in areas such as education, skills training, storytelling, marketing, and

entertainments.

ne.337 SumesiinvesasmduarmsUszgndluing 3(3-0-6)
Gl 337 Internet of Things and Applications in Game
AtsRuneu : Tl
Anwmdnnindesiulunmsssnuuuuasimuilusunsuiiiolddearsindedugunsal
9 Wuldslanoanazlausd anwaansauazauuanisvensldlusianeauazsuuuunsg
ﬁ'amwhﬂ‘] iauﬁﬂmmﬁumﬂaa@ﬁmaﬁayjaﬁ%’uﬁﬁwd’mQ‘leai Sumesiinvesassna sy
AAIMNTIULNY
Study fundamental knowledge of designing and developing software to enable
devices network connectivity through protocol and libraries. Understand features of standards
protocols for various communication methods. Securing data communication between

computing devices. Internet of Things in gaming industry.

n9.454 Uy seRvgdmsuiny 3(3-0-6)
Gl 454 Artificial Intelligence for Games
Fvdsduneu : @ould ne.346

Anwnsuszgnaldtayaussivslunmsesnuuuuazitamning ilemnuaynvime
waranTivlussiuimnzautudidu Wemasouaqunguityaussiveioswiu nisdumidunis
warnsiedeuiivessiavaslung wadauaznsnaurunsiauresiiazas wsesdnsanugluL ny
NFIATIEINGANTTULALDITUAIVBE LAY

Study applications of artificial intelligence to design and develop games for fun,
challenge, and realism at the appropriate level with the players. Study covers the basic theory
of artificial intelligence. Routing and mobility of the characters in the game. Technical and
planning to play the character. State machines in game. Analysis of the behavior and mood
of the players.
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n0.126 NadudmIunaseEssA 3(3-0-6)
Gl 126 Drawing for Creator
FvdeRunien : Ll

AnwinazufoRnisnedu eliid launfn vanvgud wazesdusznauming veq
sALdL i L ddn sUnss AuRaedneie a9 Bnn1ssuiuasuanseandiemaiaisnisly
inesilowazianuilasing 9 FoufiReaiunsiuiaznisuaniesn nsdoa 1A (Visual)
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Study and practice drawing such as lines, weight, shapes, textures, etc. to
understand a concept, theory, and composition. Using tools that can express emotion of work.

Understanding a visual communication and can be adapted in the future work.

n8.231 AP eI E I A G AT 3(3-0-6)
Gl 231 Three-Dimensional Modelling
Jrderuneu : a@aule ne.125

1
v A
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Study principles of 3D modelling from the beginning to the end of the process.

Learn the basics of creating textures and materials for 3D models.

n9.234 myadrenmedeulmassdifuazauiia 3(3-0-6)
Gl 234 2D and 3D Animations
JveAuney : d@euld ne.125
Anwndianisadnmedeulm nszuiunsadssauiBuduauay siudinnsiane
Fuesa wagilndunslilusunsuussandiiaonadastuiion
Study a principle of 2D and 3D animating from the beginning to the end of the

process. Making a storyboard.

Nn9.342 N130DNLUULAN 2 3(3-0-6)
Gl 342 Game Design |l
Adaduneu : aaula ne.341

Soudisnslunsesnuuuinudugs wWunmsinusediinuniseonuuuinuuuaing uag
nusegruiIunseeniuuiluYnseninsiedsruzUsstauazszerlng Seuditeenwuudagluny
shesuLu ieasinmseenuuuiineuldfiduandngsssualouisuea

Study on how to design game combat in creating brawler and hack-n-slash

game genre. Focusing on creating a chained combo between melee combat and ranged
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combat design. Study how to design game enemies with various archetypes to make

countered designs with players from normal enemies to bosses.

n9.349 NISNARLNL 2 3(3-0-6)
Gl 349 Game Production |I
AdsAuneu : d@ould ne.347

Anwndnnisuimslassnisinuauialng adeanudilaisaduunuineig q
aelufuimuinuvunelng uavduneusne q vesmsiauilassnsinuvualng)

Study project management principles in a large-scale game development.
Understanding the different roles in a large-scale game development team and the different

stages of large-scale game project development.

ne.459 msadrslnnaauiiiduge 3(3-0-6)
Gl 459 Advanced 3D Modelling

FwdeRunieu : aauld ne.231
AnwiAgaiunsTilusunsuasiilunsairanishnaandiftugs Tasthanuduay
nguiuUszgnaldiulusunsuneuiinesliegnliuss@vinim lneyudunisasiwasasiazing
Studies the use of software and tool to create advanced 3D modelling. The

course focuses on the creation of characters and objects.

n9.461 N15DBNKUUAIALATANMTUNY 3(3-0-6)
Gl 461 Character Design for Games
ntsRuneu Tl

AnwiuarufiRnisoonuuusudnuainessiazasluiuauins daussusnamdiin
AMANYALLANE ﬂ’]EJU@ﬂVLUT\]uﬁ\‘]miﬁ%’Nimaﬂ Snunzddelane Msfeasuaznisuaniosnnig
ArwAnuazersual WeadeTinliiumasasiiahdudmiunmshlvlddesen Jssendldludesag
Tuguuuu 2 57 vi3e 3 I@ luaudenmadoulm

Studying and practicing how to design a character that comes from an
inspiration.  Starting from the appearance, characteristic, and verbal and nonverbal
communication to make the character comes alive. Using the character design in 2D or 3D

media and animation.
n9.462 A1SIONINAIVIAFINSULNY 3(3-0-6)

Gl 462 Digital Painting for Games
Fdsduneu : Tud
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Anwnnadianisadianin 2 dddelusunsureufiames ieldlunisesnwuudiu
s197 Tuinuuazdeidsliney finseanuuuiazas a1nuds maluisnstmuaoisualausdnves
L3l

Study the technics and softwares to design and create 2D concepts for games

and interactive media. Designing the 2D character, 2D environment, and mood and tone of

games.
n9.067 nsvivaeinddmsuinuazdoidelineu 3(3-0-6)
Gl 467 Visual Effects for Games and Interactive Media

Fsduneu : Tud

Anwinisasianailafiiaenieg melusinsunsuiimes laglindnnisnaunaiuiu
Wanm 2 97 wez 3 TR ieadsassdnmaiioussoitemilonss dmsuilvlddsznaunsiaunny
wardedaldneu

Learn principles and techniques how to create visual effects. Applied 2D and
3D image to create a realistic visual image in games and interactive media.
n9.468 nsinesAUsznaUATILaY MSAT ST IUME 3(3-0-6)
Gl 468 Digital Compositing and Matte Painting
sAuneu : a@euld ne.462

AnwuazufURAstunsldimaianisadienw 2 Sduay 3 73 ielddmiunns
arenmitundaazann iensilasuananuiinldfiesdmduainusenevlusueenwuunide
A wetiudu 3le vienneuns

Study techniques to create 2D and 3D background images and scenes. Turning

imaginary locations into scenes for books, pictures, animations, videos, or movies

- NAIvIEREmMNTTUdaUDsH
ne.381 inufvBiannseding 3(3-0-6)
Gl 381 Esport Games
AtsAuneu : Tl

AnwnAgatuannunuie anudidy audunn wazesdusznavvesnufiu
3i8nvseiind mseanuuukaziaunuididnnseing wieslefldlunisesnwuunaziamn nns
Nausugnsmansiiieaiaeld sudinisnaununsnain Fesmamslavan uagmsmaleud
wod fhegraunufwndidnnsedndiflutagtiuivsauanuduie

Study meaning, importance, history, and components of Esports game.
Designing and developing Esport game. Tools used for designing and developing. Monetizing
strategy planning including market planning, Advertisement channel and sponsor seeking.

Examples of present successful Esports.

n9.481 A1SUSTSINNISNNTINNITHIITUDEUDS 3(3-0-6)
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Gl 481 Esports Event Management
dsAuneu : Tud

AnwiAumang n3uIuns nsadisassananssy lasiseufiAvaduussinnuay
SULUUY09NANTTU N1580NHUY N15VIUNY N1sAmuadmisng nagns mssniunu nsusziiuna
LAYATZUIUNITANAINTITIESNATIAG S UNTInUDaUasn

Study a meaning, concept of management, and set creative activities. Learn
types of activities, how to design, planning, setting objectives, strategics, working process,

evaluation, and thinking process to build creative activities for Esports Event.

n0.482 nsuImslassnsdadese 3(3-0-6)
Gl 482 Esports Project Management
FwdeRunieu : lud

AnwisUuuulasndnMsuIMsN1sinn1sudatudalesnguuunie 9 lneasounqy
Fausinsauy masivuanagns nishnseuazvensatiuayy nsiesgikazdiuamalddng
warmeldidossiu nsuimsyeainsuazfmusunummnidAglunsdndunisdacu nisudla
Jgynuazguassn lun139nau naonanudngeinansenukaskuiliuYodgsnan1suyatunuid
adoin luswian

Learn esports project management concept that covers planning, strategics,
contacting sponsors, calculating and analyses cost and profit. Study a human resource
management and setting roles in a project. Learning how to solve the problem, analyzed an

effect of Esports, and forecast a trend of Esports business in the future.

N9.483 N1sRAIARIVIAEINTULNY 3(3-0-6)
Gl 483 Digital Marketing for Games
sAuneu : Tdd
Anwiuunfn wdnnisnaiadesiu unmvsanalulafuardediva naonanguiuy
madenlduasimundediiuszansan fnnuaenadesiuanyuskasngAnssuvasnguidnnely
sULUUATYiA 1Wu Aerddldney Foundluussenia demaden sawddeludinueaulay Wudy
Study concept and fundamental of marketing, an affected of technology and
digital media. Learn how to create an effective digital media that matches to characteristics

of target users such as interactive media, ambient media, alternative media, and social media.

n9.484 nsuandeRdvadmiuiny 3(3-0-6)
Gl 484 Digital Media Production for Games
FwdeRurie : Ll

Anwrilugrunisndasenisuuuadiasidileady waslinufURn1swansenis
Ingnszareides Inglnsiimd saufsdedsausoulaufiiisatesdudatesninu Ingldgunsalfdsa
astelai nmeldiugruresnndlangudmmnendn Wilafiugtunseenuuuesdusznoudng 4 veq
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29AUTENDUYDININ N15BBNALUUATIAN LAYN1TEBNLUULEILALES Lfluéfu

Study fundamental of media production and practicing how to build up the
Esport program on radio, TV, and social media to fit target audiences. Understanding basic
components that use to produce the program such as design thinking, defining content,

transforming script to image, composition, graphic design, and sound and light editing, etc.

N9.485 nsdutnueanazinansun 3(3-0-6)
Gl 485 Game Caster and Streamer
Fsduneu : Tud
ﬁﬂw’]LLaz?Jﬂﬂg‘jﬁ’amimamﬂaﬂia‘lamumguﬁm%’umsmaLLwﬁuuSdaqmwmﬁU%ﬁq
yuniododsaueaulatsing 4 Anvinandanenisnsimiifidenifsfunufifauatassd
wangaulunsweunswuvesuladluivled suufanisasieessienis nsadegiudan nisldna
yNSMNINNIMAIALUUATIA iolUsTungessents dnldgnismnelduazsifudvesianistes
srensinsvirdesulatluouiam
Learn and practice to create a short clip that represents on YouTube or social
network. Producing creative Esport program and channel that compatible on website. Study
how to gain more audiences, create a digital marketing strategy, promote a program to get a

profit and to be an owner of the TV program in the future.

N9.486 nseenUUURITaReuWUAfian1Ina1n 3(3-0-6)
Gl 486 Digital Marketing Content and Design
AtsAuneu : Tl

ﬁﬂmmsa%ﬁﬂLLNuﬂaE;‘Vlﬁ‘m'immﬂé’wmfamﬁ%ﬁa (Digital Content) kaznN13IAKE
mdgs Wauwarsunideniiieliinnsdsseiiont (Viral Content) TUselaniarnnisi
Tawanvudedeny oaulatifielfiAnnisnssnsmeunsludwaamsdedinunasiivled 35aseassd
LLmJL‘UayuEnsmaq'a\lLﬂmmwu?{'aﬁ’ﬂﬂmﬁmﬁmaammaﬁﬂmu ma%’ui’ waz/n39n15018 wagily
UssandliAnTuiusuusuivesesdng nsutsiufnBaedn wasiuudeduld

Learn to create a marketing strategies plan using digital content and learn to
evaluate an achievement. Collect and create a viral content. Get advantages from social media
advertisement to spread out to other social networks and websites. Create creative campaigns
to expand the market on social media to gain more followers and/or selling and applied to

the Esport organizational brand and Esport team branding.
n9.487 N1599NLUUUIZAUNTULAZNITATINULYITUDAUBSH 3(3-0-6)

Gl 487 Esports Event Experience Design and Creation
Fwdeduneu ;i
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AnvuanuAnieiumsesnuuulssaunisaliunsuteiufndadesn voluin
vosfiufinagiin H1UNTAEsETIAUARTInEUALABINITIULULAN 9 nMTidenassanuiiuas
987 NNTOBNLUVANTLT NMSANKANANNLINE DLLAZBIFUTZNBUANS 5 TnaAtlafauszaun19al9e 3
Jitrs eadismnuidngnitu (Engagement) siopsdns tnu fiuuvsdu Aud v3ns verlmune
u 9 VBINITAANINTIUNLAY
ANUHURAN5ININNINTIe (Sketch) N15UININET984 (References) N13vifiAnIeN1ToRNLUY (Mood
board) \fi 94 0a13AMNANNITYNAUBAINTTURLAY UAXN1TTANITUYITURWBavesnagadl
Usgansnm

Learn a concept of Esports Event Experience Design in a scope of space and
time. Practice to design a creative experience by choosing the space, time, interior decor,
outdoor decoration that fit the audiences’ need. Build up an engagement to the organizations,
games, teams, products and services, or special events. Practicing to sketch, reference, create

a mood board to represent the special activity and setup a quality Esport competition.

- NEIAIATINULAZHNIY

n9.421 Wdefmemeinunuwazdedddneu 1 3(3-0-6)

Gl 421 Special Topics in Games and Interactive Media |

dsAuneu : aeuldivanziu-Uidueeetey 3 390
Anwtefhihaulasasdulselevdifeatuamsiie luiunuwazdodddneu
Study of current interest and new developments in various fields of Games and

Interactive Media.

N9.422 WTDNAN A UNULAFDITIARDU 2 3(3-0-6)
Gl 422 Special Topics in Games and Interactive Media Il
FsAuneu : aeuldivanizau-Uiduagetes 3 390
= o Y A I ¢ o [y | [ = a v =
Anwieninaulawazidulssloviliivanuaivisieg Tununuiezdsltalsnouds
WANAINAIN NB. 421
Study of current interest and new developments in various fields of Games and

Interactive Media.

n9.423 Wdefimemeinunuwazdodddneu 3 3(3-0-6)

Gl 423 Special Topics in Games and Interactive Media I

sAuneu : @euliivanzau-Uidveenetes 3 390
Anwtefiunaulawanluusslosiieafuavisie Tuiunuwazde dddneuds

WANFINNAIN N.421 WAz Ne.422
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Study of current interest and new developments in various fields of Games and

Interactive Media.

ne.424 UFtRmumsunuLardedalinoy 3(3-0-6)

Gl 424 Workshop in Games and Interactive Media

dsAuneu : deulairieniziu-UiAusdeles 3 30
UftRnuetslumagaamvinssnieniuanuisineg Tusunuazdeidsldney
The students, as interns, work with professionals in the fields of game and

interactive media.

n9.391 nsinaumamsiunukazdedlineu 3(0-18-0)
Gl 391 Game and Interactive Media Internship
sAuneu : @ould ne.342 wve ne.349
AnwfensufoRnuluaaulszneunsiunuuazdeidsliney Weaduaiisnnm
wieulviutn@nwluaisedn TnednisUsedunanuldassnudildfutounung 1nAasduay
anuUsEnNaung
This course covers the practice in workplace related to game and interactive
media field in order to strengthen students’ professional work readiness. The work/

assignment/ project will be evaluated by instructors and workplaces.
3. ANINIBABNLES (6 WiEnn)

dnAnwdeudenieusisividenas ldesnin 6 wulwin 9051873916199 A
goulunmivendeuazividentuazsediduinlunnednyiinlluasruzoud@liluividen
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