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lppgelinmunmuazUseansnin
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v.2.1 ngpinAatzuaznisesnuuudendviatadiiie 30 wienn
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U.2.4 NRUIYFINIRINA 6 vIenA

9.2.5 NFuITlATIY 4 mheia

9.2.6 NHLININTTEUINUUTEAUNTAINTYINAY 13 mhein

9.3 Jyuaen 6 vuIein
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FosnIlamziuYeIRamnITL Wagsesiuidunisendnivatnuats tndnwiannsaidenisen
Tedvlaegdavegunumiuaula lnedenteuseduluving 2.3 Jyuden litdesnin 6 niie
An Fandngaslddariuumiauginisdenividuddudunuaussousarsondn il el

Y

UnAnwianunsanarunsiseuiineguningay

A. NUINIYFDNLET 6 wUlenA

c) 518973%1
swarUsEneumisnesLaziay Tnefaamny dall
nMsivuATHESIe3Y7 wuadu (1) nsiseivn Usenaumiy fdnuswasdiavaunan
waz (2) n3fisneduguiuy OBEM Usenaume fdnusiagiiavvimen

SHARIDNYS

GEC ANy Mmhenisiseuivefy Tunandnanwialy

GES  awvny  mhemsisguiiden Tunuandgndnwiily

LNG  anuvidng  widiensiseuslunguniw
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WY 0 AUNNNY
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WY 2 ANUNNNY
WY 3 ANUUNNY

WY 4 AINURUNY
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a

o

aunsawdaniseule
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nauinAauzuarnsooniuUdeRavialiafiife
nauIvIngINsAeNiImes
nauivgunsaldaniezdmivaeufduiug
NANIVIINAIIA

nauIYenLAaeN
nauivNsSeudiulsEaunisalnvinau
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WUNANNUIE  VUEDT 19U

n. ¥R IANY NI
n.1 vizensiseuiveAy

(1) ngunsTaasAuLDu

TINFUNTHRASAULDY feuseued 1ty 9 mhein Jueg

27  wuUwnn

21 wiqena
9  %UWAR

[y

UILAUAINUEINTD

NNAWITINGINTVRIFFEY AUNNGUINNY Az Ravzamansivun

ATRuAMwdIngudmsuUSun gy

LNG 11000%01%1839n0 $ugIu
(Foundation English)

3 (3-0-6)

WNEWE NIV EUTNNAAZILWAINIITEAU A2 SetdsnTadunwsIngwdmsuusuiiugu
- 39 Y %9

LNG 11000 Foundation English a1uau 3 wuaefa iielvillaussauzluszau A2 lngazsosinanisaeuy

Tusgdiu ‘W’ (A, B+, B, C+ 138 O) 951837 Ieazaunsaitewimnnesinguiduluszauvsalula

s¥aU 1: Academic Skills
LNG 21001 AsWaL@9391n015

(Academic Listening)
LNG 21002 ANSUNEUDNAIIULINITINIG

3 wene
1 (1-0-2)

1(1-0-2)

(Academic Presentation)

LNG 21003 AN591ULAZN1S8ULTNYINTT

1(1-0-2)

(Academic Reading & Writing)

529U 2: Applied Mastery

LNG 21004 158U 1891U3939100S

(Academic Report)
LNG 21005 n15aiusne

(Discussion)

3 WUIEAR
1 (1-0-2)

1(1-0-2)



LNG 21006 mswatileliin
(Persuasive Talks)
W ADNNIBINgEAIUANLELLY
LNG 223 mwidangudionisdeansludundn

(English for Workplace Communication)

(2) ngunsilugdaunilavaslan
2.1) sluviAmlAuaINaIen I InusTTULaZEIAL
GEC 21101 @=V9UAnAINRAINRAIENIEIAL
(Reflection of Social Diversity)
GEC 21102 35n15d151983Au
(Methods of Social Investigation)
2.2) mﬁmﬁmmﬁwamumLLazﬂgqué’mmquwvﬁwuﬁiﬁm
MsuRAarANdAUeEIInden
GEC 22201 {Unlai3oudou
(Interactive Diversity Understanding)
GEC 22202 Anuduiusseninaayuwd iusssuys
(Interrelationship between Humans and Nature)
2.3) ysanmsanug gnisiasuuiasdany
GEC 23301 Tpsea1u: ad1an1siUdsunlammadany
(GE Capstone)

1(1-0-2)

3 wYAe
3 (3-0-6)

6  WUWAR
2 whghe
1 (1-0-2)
1 (1-0-2)
2 HUEAe
1 (1-0-2)

1(1-0-2)

2 HUEnn
2 (1-2-4)

VLS AMSUNLSIUNIzamztTeuinn GEC 23301 faslinanisanwneglusesu C July
q Y U

PINMNENTTEUTTIAY (GEC) veanguivit 2-4 lddeendn 10 miefn

(3) ngumsidndniinvasarandudusznaunis
3.1) AMgh
GEC 32101 Aauzwisnsidugii
(Art of Leadership)
3.2) MIUIMTIANTHALNSAALUUAUTENBUNTS
GEC 32201 N1SUSMISIANITAULDIDEHUTEANEAIN
(Effective Self-Management)

@) ngumadugifeuinaandin
4.1) Yyvnfvuuamanidamniduyedidugudnang
Lﬁaﬁmmmm%wumq{]mm
GEC 41101 mavinlatgymvesuywdlugadyaiusshivg
(Understanding Problems of Humans in Al Era)
GEC 42101 msudledymvesiyudlugalyyiusshivg

(Human-Centered Problem Solving in Al Era)

2 wulgna
1 $uIene
1 (1-0-2)
1 $ene
1 (1-0-2)
4  wUwna
2 wgne
1 (1-0-2)
1 (1-0-2)



4.2) msagvieufauaznsidmalulagUyaussivgiediglunisseu; 2 whein

GEC 41201 msasviouAnlugadyanusehvg 1(1-0-2)
(Reflective Thinking in Al Era)
GEC 41202 yus1aan199sesssusamalulagUayausehivg 1(1-0-2)

(Ethical and Global Perspectives on Al)

n.2 vilen1siseuiiaen 6 wuaein
WelvigSeudoniSeuviieniseuilusia GES/LNG lanuanuanula Samhemsiteus
Hxaansn1siTeu3mu GELO wagkunsiusesmnauenssumsinnsvesdiitinaiindnynily

(1) ngunsHeasAULaU

LNG 21007 n1sisegnsfiuszansua 1(1-0-2)
(Effective Listening)

LNG 21008 N1981ULUUNTI9T1 1 (1-0-2)
(Extensive Reading)

LNG 21009 nMseuiugumainenmansuazimalulad 1(1-0-2)
(Basic Reading for Science and Technology)

LNG 21010 M5i38U3N1189N BhUUL ALY 2 (2-0-9)
(Self-directed English Language Learning)

LNG 31004 mmé’mqmﬁaﬂﬁﬂizsqmqiﬁﬂ 1(1-0-2)
(Business Meeting and Communication)

LNG 31007 nwidanguiiteniideudiua 1(1-0-2)
(English for Email Writing)

LNG 31009 awdangitontsasiasem 1(1-0-2)
(English for Job Application)

LNG 41001 nwndangudniudedsfism 1(1-0-2)
(English for Written Media)

LNG 41002 n1suiauaidsliuiig 1(1-0-2)
(Persuasive Presentation)

LNG 41003 a15ARnN1w183nge 1(1-0-2)

(English Documentary)

(2) ngunslugdaunilevaslan
GES 22101 @1529uniseunsusyinenans 1(1-0-2)
(Exploring Historical Lessons)
GES 22201 A mvvnesuawInday 1(1-0-2)
(Environmental Challenges)
GES 23201 Jausssufunisvieniienegvadassauasdadu 1(1-0-2)
(Culture and BCG Tourism)



GES 23301 Wumsganudsiy 1(1-0-2)
(Pathways to Sustainability)

GES 42102 138u33ns1uyuAnn1eUsya 1(1-0-2)
(Learning about life through Philosophy)

(3) ngumsidndniinvasanududusznaunis

GES 33101 msinaulasgralusyuu 1(1-0-2)
(Systematic Decision Making)

GES 33102 N131939161999998 1919289 1(1-0-2)
(Smart Negotiation)

GES 33201 MINUMTRUEINYARAG 1(1-0-2)
(Personal Financial Planning)

GES 33202 N9 9a519nesnnIstu 1(1-0-2)
(Building a Financial Portfolio)

GES 33203 msanwianudululavedasens 1(1-0-2)
(Project Feasibility Study)

GES 33204 N1509NHUUNAYNTUDIDIANT 1(1-0-2)

(Organizational Strategy)

@) ngunslugizeuinaaniin

GES 22101 ds29unissunusyinanans 1(1-0-2)
(Exploring Historical Lessons)

GES 22201 pauvivnednudswndes 1(1-0-2)
(Environmental Challenges)

GES 42101 assrasnaifioaunnay 1(1-0-2)
(Universal Creation for All)

GES 42102 158u33Ins1uyuAnn1eUsyagn 1(1-0-2)
(Learning about life through Philosophy)

GES 42201 nsanadsassiiielanauins 1(1-0-2)
(Creative Futuristic thinking)

. UUINIBIANIE 95 wuUwAnA
2.1 %'lﬁug'mmﬁwmmiﬂauﬁaw\a'% 12 vaenn
CMM 101 adlndansd1nsustaniiae 3 (3-0-6)
(Mathematics for Multimedia)
CMM 102 ﬁug’mmn%u‘lﬂﬂmiuLLazmiﬁwuwaWﬁLLa% 3 (2-2-6)

(Foundation of Programming and Software Development)

PHY 105 WandvhludmsuindAnwiasmanignavinssunay 3 (3-0-6)
wialulad 1
(General Physics for Industrial Education and Technology Students 1)



CMM 201 n1998nwuUNsIinAdaulmLastdes

(Motion Graphics and Sound Design)

9.2 ABANITAU

CY Y

9.2.1 nfavAalsiazn1seenwuUAeRIvadaRlAe

CMM 110

CMM 111

CMM 112

CMM 113

CMM 114

CMM 210

CMM 212

CMM 214

CMM 21500

CMM 310

ﬁugmﬁaﬂz

(Basic Art)

ndhnseonuuuilody

(Design Fundamentals)
N1599NLUUNITININNTNLAS ARaUzAdia
(Graphic Design Layout and Digital Art)
NSAIUAINEINTUULARTILAY
(Photography for Multimedia)
MIAsNaTIAMazAIAITaalRALaya1udRA
(Digital Character Creation)
nMsuAndeiAviriuazduanaa

(Digital Video and Sound Production)
nseanLUUUsTaUNIaiuazdusiaUsyaugly
(User Experience and Interface Design)
ﬁugmmwm%ulm 3 4@

(3D Animation Fundamentals)

NTLUIUNIHANINRINADILArILDLTY 3 &
(3D Modeling setup and Animation workflow)
NN3ONLUUKAYNITHAILLAL

(Game Design and Development)

9.2.2 NFITINYINTABUN NS

CMM 120

CMM 121

CMM 221

CMM 222

CMM 320

CMM 321

fugnumadeulusunsudeiag
(Object-Oriented Programming Essentials)
JTUUIANITFIUTRYA

(Database Management System)
QBTN

(Web Development)

NTILATIZYLAZ ODNULUUTZUUAITAUINA
(Information System Analysis and Design)
nsiaulsinsuUssynddmsugunInisvnses
(Smart Device Application Development)
Tyayseivgdmsunuianiive

(Al for Multimedia)

3 (2-2-6)

77 wulwna

30 WwAe

3 (2-2-6)

3 (2-2-6)

3 (2-2-6)

3 (2-2-6)

3 (2-2-6)

3 (2-2-6)

3 (2-2-6)

3 (2-2-6)

3 (2-2-6)

3 (2-2-6)

18  #UI8AA
3 (2-2-6)

3 (3-0-6)

3 (2-2-6)

3 (3-0-6)

3 (2-2-6)

3 (2-2-6)



2.2.3 naiivgunsaliansegdmiudeujduius

CMM 231

CMM 311

g13nuasienslaneuUfauius
(Interactive Embedded Hardware)
dodvviaLion s euFwuuTUduNuS

(Interactive Learning Media)

U.2.4 NRUIYFINIAINA

CMM 240

CMM 340

NAYNSNIINAINAIIIA
(Digital Marketing Strategies)
g3nadansezlarNTIATIEVtoya

(Business Intelligence and Data Analytics)

9.2.5 NAITIATINY

CMM 399

CMM 499

TAssnudnwmamaluladianiife

(Project Study in Multimedia Technology)

Tassumaluladianine

(Multimedia Technology Project)

9.2.6 NAITINMITEUINILYTEAUNMTAINTYINN

CMM 280

CMM 380

CMM 480

CMM 481

9.3 F¥aan

nsiSeusuYsTaUnTsalnsiinyieu

(Professional Training)
nsufuRnumamaluladdaniineeg1aloadn
(Professional Practices in Multimedia Technology)
WUINNNITYTUINITNITHFEUITINAUNITYINTY
(Guidance for Work-Integrated Learning)
NsiSeusHuYTTAaUNSainIsiny

(Experiential Learning)

CMM 35000 3taeWinAkazni1591884 3 U/

CMM 351

CMM 352

CMM 353

CMM 354

CMM 357

(3D Visual Effects and Simulation)
AseenkUUAaUzIauAaddmSUUTaRRe
(Kinetic Art for Multimedia)

A1589NLUUNTINNAS19UTTINNIFNSHEILIINE NI UL A

(Immersive Graphic Design)
ANTONEAMLTIN VY

(Photography for Commercial)
MMINAILINTISUADS 3 HRlurseInARIElaTUY
(3D Space Drone Rendering Development)
NINARIATIALLTIgINARATA

(Production for Digital Business)

6  NUIwAR
3 (2-2-6)

3 (2-2-6)

6  NUIwAR
3 (3-0-6)

3 (3-0-6)

4 NUIYAR
1 (0-3-3)

3 (0-9-9)

13 wenn
2 (S/U)

1(0-3-3)

1(0-3-3)

9 (0-27-27)

6 HUIWNA
3 (2-2-6)

3 (2-2-6)

AlLAe 3 (2-2-6)

3 (2-2-6)

3 (2-2-6)

3 (2-2-6)



CMM 359 s iUk UNaLATY 3 (2-2-6)
(Full-Stack Web Development)

CMM 360 msﬁauisuaqLﬂ%ﬂLLazﬂmmﬂﬂszawﬁLﬁaﬂﬁu 3 (3-0-6)
(Machine Learning and Introduction to Artificial Intelligence)

CMM 450 uinnssuAdviailegiuszneuns 3 (3-0-6)
(Digital Innovation for Entrepreneurs)

CMM 45200 @ndlauailiudu 3 (2-2-6)
(Animation Studio)

CMM 453 nnsUssnananguss! 3 (3-0-6)

(Cloud Computing)

CMM 455 nsuniilomiiraadisassd 3 (2-2-6)
(Creative Digital Content Production)

CMM 456 n1suImsdIansgudeyavuinlng 3 (2-2-6)
(Big Data Management)

CMM 457 uguddInsey 3 (3-0-6)
(Smart ROBOT Development)

CMM 458 nnseenuUULiiBnagnsuusus 3 (3-0-6)

(Design for Branding Strategy)
CMM 459 gusenaunisdanilinenia 3 (3-0-6)
(Digital Multimedia Entrepreneurship)

A. NUINIYUABNLET 6 wein
UnAnwanunsaidenansgivinilegeuluuringrdumalulagnszaeunasuys



LNUNISAN®ED

% 1 mennsEnend 1
CMM 101  pdlaAansdusuiianiling
(Mathematics for Multimedia)
CMM 102 #tugrumadeulusunsuuasnisiausendung

AMUIUKU28NA

3 (3-0-6)

3 (2-2-6)

(Foundation of Programming and Software Development)

PHY 105  Wandvludmsuin@nwasrmansanaimnssy
wazmalulad 1

3 (3-0-6)

(General Physics for Industrial Education and Technology

Students 1)
GEC 21101 @g¥IoUANAINNAINUAIENINEIAL
(Reflection of Social Diversity)
GEC 21102 38n13d1519d9Au
(Methods of Social Investigation)
GEC 41101 nsiladavnvesuyudlugalyaussivg
(Understanding Problems of Humans in Al Era)
CMM 110 ﬁugmﬁaﬂz
(Basic Art)
CMM 111 wdnmsesnuuuibesdu
(Design Fundamentals)
593
Halue /dUann

1 (1-0-2)

1 (1-0-2)

1(1-0-2)

3 (2-2-6)

3 (2-2-6)

18 (15-6-36)
=57



WA 1 aemsAned 2

GEC 22201 \Unlai3ouieu
(Interactive Diversity Understanding)

GEC 22202 AMUNTUSTENINUYBIRUSITUYA
(Interrelationship between Humans and Nature)

GEC 41201 nsasvieudntugalayaiusyiivg
(Reflective Thinking in Al Era)

CMM 112 A1999NWUUNISININNTIANLas AaUshdva
(Graphic Design Layout and Digital Art)

CMM 113 A1senenIWansusuianiiie
(Photography for Multimedia)

CMM 114 A15@519a53AFaATAIVIad0lALazauilf
(Digital Character Creation)

CMM 120 fiugtumadeulusunsudeiag
(Object-Oriented Programming Essentials)

CMM 121 szuUdanIsgIudeya

(Database Management System)

AdsiumMwsangudmiuuTuiugu

LNG 11000 Amwdsnguiiugiy
(Foundation English)

320U 1: Academic Skills

LNG 21001 n1s#aw@sivnnig

(Academic Listening)

LNG 21002 A15U0EUDNaIUTIYINIT
(Academic Presentation)

LNG 21003 n1591UMagN1S08UTIvINg
(Academic Reading & Writing)
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walas /&Uansk

AMUIUKU28NA
1 (1-0-2)

1(1-0-2)

1(1-0-2)

3 (2-2-6)

3 (2-2-6)

3 (2-2-6)

3 (2-2-6)

3 (3-0-6)

3 (3-0-6)

1 (1-0-2)

1 (1-0-2)

1 (1-0-2)

21 (17-8-42)
= 67
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GEC 41202 yuasnesusssunamaluladdyauseivg 1(1-0-2)
(Ethical and Global Perspectives on Al)

GEC 42101 nsunlalamnvesuyudlugadyauseivg 1(1-0-2)
(Human-Centered Problem Solving in Al Era)

GES/LNG XXXXX XXXXXXX 1(1-0-2)
(XXXXXXX)

CMM 210 msundednvirtuazidosiava 3 (2-2-6)
(Digital Video and Sound Production)

CMM 201 n1seenuuunfinindeulmuasides 3 (2-2-6)

Motion Graphics and Sound Design

CMM 212 nseenuuulszaunsaluazadiudeyssaugly 3 (2-2-6)
(User Experience and Interface Design)

CMM 214 fiugtunmadeulm 3 33 3 (2-2-6)
(3D Animation Fundamentals)

CMM 222 n9ILATIZ LAz 09NLUUTEUUATTAUWA 3 (3-0-6)

(Information System Analysis and Design)

S¥@U 1: Academic Skills

LNG 21001 n1swa@aiw1nig 1(1-0-2)
(Academic Listening)

LNG 21002 A15U0@UDNaIUTIYINIT 1(1-0-2)
(Academic Presentation)

LNG 21003 n1581UbagN1S08UTI9INIg 1(1-0-2)

(Academic Reading & Writing)
seau 2: Applied Mastery

LNG 21004 nNSIR8USIEUTIYINT 1(1-0-2)
(Academic Report)

LNG 21005 n1s8iUse 1(1-0-2)
(Discussion)

LNG 21006 mimmﬁa‘[ﬁmﬁn 1(1-0-2)
(Persuasive Talks)

594 21 (17-8-42)

Falug /dUa = 67
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GEC 32101 @auzusensilugi 1(1-0-2)
(Art of Leadership)

GEC 32201 N15USMITINNTITAULD0E1NIUTEANTA N 1(1-0-2)
(Effective Self-Management)

GES/LNG XXXXX XXXXXXX 1(1-0-2)
(XXXXXXX)

GES/LNG XXXXX XXXXXXX 1(1-0-2)
(XXXXXXX)

CMM 21500 nsgUiuNsHaRIRgINaDsLazlatudu 3 1R 3 (2-2-6)
(3D Modeling setup and Animation workflow)

CMM 221 msiRILLIU 3 (2-2-6)
(Web Development)

CMM 231 sn$aunfiilenisTaneuufduius 3 (2-2-6)

(Interactive Embedded Hardware)
CMM 240  NAgNENITNAIARITA 3 (3-0-6)
(Digital Marketing Strategies)

seau 2: Applied Mastery

LNG 21004 nSIR8UTI99IUTNIYINT 1(1-0-2)
(Academic Report)

LNG 21005 n150AUs18 1(1-0-2)
(Discussion)

LNG 21006 mswaLilelinin 1(1-0-2)

(Persuasive Talks)
AW RAONNBINEAIUANNELLY

LNG 223 nwdanquitentsdeansludivinay 3 (3-0-6)
(English for Workplace Communication)

37U 19 (15-8-38)

Hlus /&Uav = 61
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CMM 280 MsiSgusiuUszaunsaln1sinyiney 2 (S/V)

(Professional Training)



WA 3 aemsined 1

GEC 23301 Taseu: ad1ensdsuntamisdany
(GE Capstone)

CMM 310 A1590NLUULAZNITHAILILNY
(Game Design and Development)

CMM 311 FoRdviarionsiSousuuuiiuidunius
(Interactive Learning Media)

CMM 320 msiimunlusunsuussenidmiugunsaldanses
(Smart Device Application Development)

CMM xxx  39&8n 1

XXX xxx A aenkas 1

593
Ylug /dUadi

WA 3 aemsAned 2
CMM 321 dgyausehvgdmsuanudaniife
(Al for Multimedia)
CMM 340  §3fadaaiuzuaznsiATIsVitoya
(Business Intelligence and Data Analytics)
CMM 380  msUfURnumanalulagdaninuatedioonan
(Professional Practices in Multimedia Technology)
CMM 399  lassudnwnamaluladianiife
(Project Study in Multimedia Technology)
GES/LNG XXXXX XXXXXXX
(XXXXXXX)
GES/LNG XXXXX XXXXXXX
(XXXXXXX)
GES/LNG X608 XXOaaaxx
(XXXXXXX)
CMM xxx 39880 2
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17 (T+x-84x-22+x)
= 37+4x
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1(0-3-3)

1(0-3-3)

1 (1-0-2)

1 (1-0-2)

1(1-0-2)

3 (X-X-X)

14 (8+x-84+x-24+Xx)
= 40+x
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CMM 480  HUINNNISYIAUINITNSREUITINAUNTINU 1(0-3-3)
(Guidance for Work-Integrated Learning)

CMM 499 Tasssrumaluladdaniife 3 (0-9-9)
(Multimedia Technology Project)

XXX xxx 39 NA0NLES 2 3 (X-x-x)

394 7 (0+x-124x-12+x)

Falus /duaii = 24+x

% 4 mennsEnend 2 FUIURUWARN

CMM 481 nsieusiuUszaun1sainisieny 9 (0-27-27)

(Experiential Learning)

594 9 (0-27-27)
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(1)  dneenuuuunsWn@ana (Digital Graphic Designer)

2 thwdneudeddle (Video Production) 1wy duauninewns nmeunslauan
ameunsweiludy frudenisaou

3)  thwdnnunmedeulm 2 I5 waz 3 §R (2D & 3D Animator)

@) nasassFdenavia (Digital Content Creator) Wi §uN15AAIR NS1EWAN N3
Usgrduius nsiseunsaeu

(5)  tneenwuulszaunisalkazdiuieyszauylda (UX/UI Designer)

(6) dnepnluukarimuIoUnalATY (Application Designer and Developer)

(7)  tiheenuuukazmuIu (Website Designer and Developer)

(8)  UNMATILVUALDRNLUUSYUVENTEWNA (System Analyst)

(9) dnenluukazimuiini (Game Designer and Developer)

(10) 1n3wN15 819138 WIIMLINT NMeuwAluladrouines waluladlafiine uas
anfiiendos
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Foundation English

IUIUKU2BARN: 3 (3-0-6)
TugadsAunay (fd): 1uidl
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This module provides learners with foundational knowledge of English to
communicate intelligibly in everyday situations using basic expressions and vocabulary.
Packed with language use strategies, the module is structured around topics of interest to the
learners, aiming to enhance their motivation and confidence in using the English language.
Throughout the module, learners will also develop all four language skills through the
integrated lessons, activities, and tasks.
HBANSNT338U35EAUT18AYT (Learning Outcome):
Learners will be able to perform a communicative language task by using
appropriate English and learning tools and strategies.
1. Identify the main points in spoken and written texts of familiar topics
2. Communicate ideas and interact with others in simple and routine tasks

3. Apply language learning tools and strategies in performing a language task
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Academic Listening

AMUIUKU2BARN: 1 (1-0-2)
TugadsAunau (fd): luidl
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This module aims to help learners develop effective listening skills for academic
settings. Importance of active listening in academic success, listening strategies, note-taking
skills, vocabulary building relevant to academic disciplines, and extended learning from the
learning notes are highlighted in the course.
HBANSNT3138U358AUI18AYT (Learning Outcome):

Learners will be able to produce effective learning notes from listening in their

academic discipline.

&Y LNG 21002
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Academic Presentation

UIUNU2BARN: 1 (1-0-2)
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This module emphasizes academic presentation. Learners will be able to present their
own topics of interest accurately and appropriately, considering the given context or their
field of study. They will also be able to use both verbal and non-verbal language to
communicate effectively with various groups of audiences.
HAANSN15138U352AUI8AYT (Learning Outcome):

Learners will be able to use verbal and non-verbal language for an effective

presentation.
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Academic Reading & Writing

AMUIUKU2BARN: 1 (1-0-2)
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This module emphasizes academic reading and summary writing skills. Learners can
identify their own topic of interest related to their field of study and identify reliable sources.
Learners can read and comprehend main points of the articles. Learners can take notes from
reading and compile their notes to write a comprehensive summary.
HAANSN15I38U352AUTI8AYT (Learning Outcome):

Learners can identify main points of academic articles in their field of study to write

a short and comprehensive summary of academic articles.

529U 2: Applied Mastery 3 Qe
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Academic Report
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This module aims to enhance academic writing skills specifically in the context of
conducting and reporting on a mini survey research. Through a series of interactive and
practical lessons, learners will develop the necessary language proficiency and academic
writing techniques to successfully complete a survey task. The module will cover key aspects
such as introduction to the survey report, formulating survey questions, developing a survey
questionnaire, analyzing data, presenting findings, and conclusion of the mini report.
HAAWSN15I38USIEAUT183Y1 (Learning Outcome):

Learners can conduct a mini survey study on their topic of interest and present
survey results in a written format.
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This project-based module highlights the practical application of fundamental
academic skills in examining controversial concepts in science and technology, with a focus
on conducting an opinion exchange task. Learners will choose a scientific concept, critically
explore the controversial issues associated with the topic, and exchange ideas with peers
through group discussions. The module aims to foster strategies and techniques for making
effective arguments and interacting with others to sustain harmony in group dynamics.
HBANSNT3138U358AUI18AYT (Learning Outcome):

Learners can select relevant and meaningful information from reliable resources to

effectively exchange ideas in group discussions.
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Persuasive Talks
FUURUEAA: 1(1-0-2)
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This module emphasizes the application of scientific knowledge to make a persuasive
presentation. Learners will identify a general problem that can be solved by science. They
will apply scientific reasoning to make a persuasive presentation to the general audience.
HAANSN13138U358AUI18AYT (Learning Outcome):

Learners can produce a short persuasive presentation that reflects their understanding

of fundamental science that offers solutions to social or environmental problems.
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English for Workplace Communication
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The course focuses on professional English communication in which students are
instructed to introduce themselves and others, participate in a discussion, express their ideas
and opinions, take notes, and write summaries in various situations. In addition, they will be
required to write business related messages. They will be trained to give professional
presentations. Students will undertake activities that foster the understanding of cultures for
effective international communication.
HAANSN15138U358AUT18AYT (Learning Outcome):
1. Appropriately use English to perform tasks in workplace contexts.
2. Identify cultural differences and cultural issues which affect intercultural

communication.
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Reflection of Social Diversity
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The diversity of individuals and social contexts, linked to various phenomena through
social science perspectives, to analyze factors affecting social diversity.
HAAWSN15I38USIEAUT183Y1 (Learning Outcome):

oSusAIdenlesseninsmnuvainvansvestalanyana uSunynsdsan wazUsngnisal
w1 9 Tneldamsomedsaumansidosdiy



Explain the connection between individual diversity, social context, and various
phenomena using a basic social science perspective.
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Methods of Social Investigation

IUIUKU2BARN: 1 (1-0-2)
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Using various research tools in social science to study societies such as observation,
interviews, and questionnaires for collecting and analyzing data on phenomena and behaviors
in human society, based on the principle of research ethics.
HBANSNT3138U358AUI18AYT (Learning Outcome):
Ausunudeyaiisaduusingmsaluaswginssuvesyudludenuldogramnzauiu
nsdifnuitmun IngldiSuasedosdeifonedinumansidodu
Collect data on social phenomena and human behavior appropriately for a given case

study using basic social science research methods and tools.
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Interactive Diversity Understanding
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Social structures and interactions among diverse individuals, through case studies of
people with different backgrounds, cultures, and lifestyles. Connecting information from these
case studies to understand the overall social structure and social context.
HAANSN13138U358AUI18AYT (Learning Outcome):

agvioudedsn I¥inuazamiduegesmuludinuainnsdldne iumsiiauesae
B suazdosmafivainany

Reflect on the stories, lifestyles, and living conditions of people in society from case

studies, through presentation using diverse methods and channels.
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Interrelationship between Humans and Nature

AMUIUKU2BARN: 1 (1-0-2)
Tugadsduniau (§n8): 1l
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The interdependent relationship between humans and nature. The role and
importance of nature. The impact of human activities on nature.
HAANSN15I38U352AUTI8AYT (Learning Outcome):

thiausauduiusseniamywdfussaumnafiazviouunumuasannuddnuessssunang
RHI!

Narrate the relationship between humans and nature, reflecting the role and

importance of nature to humans.
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GE Capstone
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Integrate knowledge and skills from diverse general education modules to design
activities or projects that create positive societal change.
HAANSN15138U358AUII8AYT (Learning Outcome):

SovhAanss Tasmsthiesdiadsmavasuasdannludmiinoulandiinnudesms@aiiui

Develop a pilot activity/project that create positive changes in society, addressing the

dimensions of local area needs.
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Fundamental principles and practices that define effective leadership in dynamic
organizations. Through the study of successful leaders, diverse nature of leadership, vision setting,
decision-making, commmunication, and team building. To evaluate one's own leadership style.
HAANSN15I38U352AUTI8AYT (Learning Outcome):

Anneiguuuunsidugihvesmuesiiunmsfnudihesdnsfiuszauanudusald

Analyze self-leadership styles by studying successful organizational leaders.
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Effective Self-Management
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Concepts, theories, and techniques related to self-management include goal setting and
resource management. These are aimed at developing self-management skills that can be
practically applied in daily life.

HBANSNT3138U35EAUI18AYT (Learning Outcome):
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Design a self-management plan by setting goals and planning the use of relevant

resources to support the achievement of goals.
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Understanding Problems of Humans in Al Era
FIUIURUIBNA: 1(1-0-2)
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The problems and needs that arise in the daily lives of humans occur in the age of artificial
intelligence with its changes. The impact of technological advancements has altered the forms,
methods, and relationships between human behavior and needs, both socially and
psychologically. The fundamental factors influencing such behavior and needs, and the necessity
for existence in society.
HBANSNT3138U358AUI18YT (Learning Outcome):

wenuezdaynvesywiAduusiuaudeInisuazausudurenisisedinnugans
Wasuuasidumansgnuananufnuimanalulas

Analyze human problems related to needs and necessities for survival according to

the era of change resulting from technological advancements
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Human-Centered Problem Solving in Al Era
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Human-centered problem-solving approaches and methods, decision-making using
intelligent Al technology assistants as tools, critical questioning for inquiry, fact-checking of
information, creative questioning, generating multiple alternatives for problem-solving, considering
feasibility and various conditions of the alternatives.
HAANSN15138U358AU18YT (Learning Outcome):
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Propose creative solutions for human-centered problem-solving that align with the
context and conditions of the issue, utilizing intelligent assistants powered by artificial
intelligence (Al)
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Reflective Thinking in Al Era
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Reflective thinking skills involve systematically reviewing learming experiences in the era
of artificial intelligence. This process includes examining behavior, thoughts, feelings, and attitudes
to benefit from changes and improvements in one's own learing. For example, it involves setting
goals, planning skill and knowledge development, and finding inspiration from learning role
models and artificial intelligence technology
HAANSN15I38U352AUTI8AYT (Learning Outcome):
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Reflecting thoughts from personal experiences through various systematic channels of

reflection in the era of artificial intelligence.
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Ethical issues related to the use of artificial intelligence technology, the impact of using
artificial intelligence technology on life and work, both positive and negative, for individuals and
society.
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NAANINITLI8UIILAUTI8IYT (Learning Outcome):
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Express opinions on ethical issues arising from the use of artificial intelligence

technology.
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Cluster 1: najumi?iamiﬁ'wﬁ%‘u (Communicate to others)
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Effective Listening
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The aim of the module is to provide additional practice in English-language listening, in
support of Learners’ existing core discipline. The class concentrates on listening tips and strategies,
with particular focus on note-taking skills. Emphasis is given to topics in the Learners’ core
discipline and the use of realistic recordings of conversations and lectures in their field of study.
HAANSN15I38U352AUTI8AYT (Learning Outcome):

Apply listening strategies to comprehend listening materials in one’s own disciplines.
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Extensive Reading
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This module aims to build confidence, motivation, enjoyment and a love of reading.
Therefore, learners are allowed to choose their own books at or about their own fluent reading
level and interests. Leamners are also encouraged to develop their reading habits and discover
themselves as g¢ood readers through curiosity about information, vocabulary, structures, and
language expressions.

HAANSN15138U358AUI18AYT (Learning Outcome):
1. Read as much as possible at their own pace and interests.

2. Reveal reading habits as good readers.
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Basic Reading for Science and Technology
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This module introduces learners with reading skills and reading strategies that are
necessary for text comprehension. Learners will be able to practice those skills and strategies with
authentic text in the field of science and technology. The module aims at equipping learners with
skills and strategies needed to assist them in comprehending text of their fields of study.
HBANSNT3138U358AUI18AYT (Learning Outcome):

1. Identify the main points and purposes of the text in science and technology
disciplines.

2. Apply appropriate strategies to deal with the text.
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The module aims at developing learers’ self-directed English language learning skills.
They will be engaged in the process of self-directed learning starting by identifying their own need
and setting a specific learning goal, making a realistic learning plan, selecting appropriate learning
resources and techniques, and effectively monitoring and evaluating their learning.
HAANSN13138U358AUI18AYT (Learning Outcome):

Apply the process of self-directed learning to enhance their English skills.
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Business Meeting and Communication
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This module aims at developing learners’ ability to interact with each other effectively in
a meeting and a discussion. They will learn terms and vocabulary related to meeting and
discussion and become familiar with useful expressions and phrases for running a meeting and a
discussion. They will be assigned different roles during a discussion and a meeting.
HBANSNT3138U358AUI18AYT (Learning Outcome):

1. Use persuasive language, expressions, and phrases to run effective meetings and
discussions.

2. Interact with each other effectively and appropriately.
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English for Email Writing
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This module aims at helping learmers develop their email writing skills effectively. Learners
are encouraged to communicate with confidence through email writing. They will learn to
recognized appropriate styles and register when writing email. They will reflect on what they have
learned from their e-mail correspondence.
HAANSN13138U358AUI18AYT (Learning Outcome):

Write appropriate email correspondences.
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English for Job Application
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This module aims to prepare learners to write effective resumes and conduct themselves
confidently in job interviews, using appropriate English language skills that are contextually relevant.
HBANSNT3138U358AUI18AYT (Learning Outcome):

Write an effective resume and perform appropriately in a job interview.
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English for Written Media
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The module aims at training learners to write articles for media such as printed and
electronic newspapers, blogs and online magazines. Learners will learn the appropriate structures
of each writing genre, the generation of content and the appropriate language register.
Grammatical structures and organisation will be reviewed. Peer and self-evaluation and editing
will be highlighted.
HAAWSN15I38USIEAUT18TY1 (Learning Outcome):

1. Write media articles with eloquence and accuracy.

2. Evaluate and self-edit pieces of writing.
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Persuasive Presentation
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Ethos, pathos and logos — the three aspects of persuasive speech — are critical to the
success of a persuasive presentation. Persuasive presentation is important in the academic and
business world. This module will emphasize on the structures of the persuasive presentation
which includes content and its organization. The module will also cover the delivery of the
presentations in the aspects of verbal and non-verbal communication, related to persuasion. Tips
for using effective visual aids and dealing with questions are also included.
HBANSNT338U358AUI18YT (Learning Outcome):

Learners can give an effective persuasive presentation with

1. a clear purpose and appropriate and well-structured content.
2. appropriate language use.

3. effective delivery and appropriate visual aids.
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English Documentary
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The module aims to support leamers to learn English through a short English documentary
production project. Learners will make a short English documentary film by gathering and organising
information and using verbal and nonverbal communication to tell and make the story interesting.
HAAWSN15I38USIEAUT183YT (Learning Outcome):

Produce a short English documentary film (5 — 10 minutes).
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Exploring Historical Lessons
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Factors that led to significant historical transformations in social, economic, cultural, and
political dimensions, including the impacts and consequences resulting from such events.
HBANSNT3138U358AUI18AYT (Learning Outcome):
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Analyze the factors contributing to social change through historical lessons using

sociological frameworks.
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Environmental Challenges
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Contemporary environmental challenges at local, regional, and global levels; impacts
resulting from environmental problems; as well as approaches for preventing and solving these
environmental issues.
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NARNWSN13138U352AUTI8YT (Learning Outcome):
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Identify causes of environmental challenges and their impacts.
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Culture, way of life, diverse lifestyles, using tourism as a medium for learning. Planning
creative tourism management, preserving ways of life, culture, local wisdom, and community
identity.

HAANSN13I38U3TEAUTIEAYT (Learning Outcome):
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Design creative and sustainable cultural tourism management plans that reflect an
understanding of local lifestyle, culture, community, and history.
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Sustainable practices through experiential learning. Analyze factors influencing sustainable
development and innovative sustainability projects.
HAANSN1538U352AUII8AYT (Learning Outcome):
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Design projects/activities that align with sustainable development concepts.
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Learning about life through Philosophy
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Basic philosophical concepts and theories related to living one’s life, to develop
understanding about oneself, others, and society.
HAANSNT3138U358AUI18AYT (Learning Outcome):
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Apply philosophical principles for rational problem-solving and decision-making in
daily life.

Cluster 3: ngun1s3idnariinvasadnutugusznaunis (Entrepreneurial Mindset)
SWaY1 GES 33101
Fo319391 Msdnaulangradussuu

Systematic Decision Making
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Analysis of problems, factors, and various conditions in the situation at hand,
using systematic decision-making steps and reliable basic information to create options that have
a positive impact on the community and are accepted by the team.
HAANSN15I38U352AUTI8AYT (Learning Outcome):
dnauladenmadenfidmansenudsuiniviuddiusy wanluiiveusuresiiy
Make decisions that have a positive impact on the public and are acceptable to the
team.
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Smart Negotiation
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Principles of negotiation, important elements of negotiation such as relevant
environmental factors, decision-making situations, advantages and disadvantages, bargaining
power, stakeholders, possible risks, possible and acceptable offers, impacts that may come from
decisions, and negotiation strategies that are appropriate and in accordance with the specified
objectives.
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NAANWIN13LIBUFIZAUIIUIYT (Learning Outcome):
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Plan negotiations using negotiation principles to achieve the specified objectives.
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Personal Financial Planning
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Principles and guidelines for personal financial planning. Habits and behaviors of personal
financial management in daily life; advantages and disadvantages of such habits and behaviors in
managing finances.
HBANSNT3138U358AUI18AYT (Learning Outcome):
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Design personal financial management plan that is consistent with your financial and

savings goals.
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Building a Financial Portfolio
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Personal financial risk-taking attitude, investment styles that are consistent with personal
risk appetite, various financial investment approaches, and personal financial portfolio design.
HAANSN15138U358AUII8AYT (Learning Outcome):
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Simulate personal investment portfolio that is consistent with personal risk-taking
attitude.
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Project feasibility analysis, planning of projects or businesses concerning relevant factors
such as market trends, technical factors, economic factors, management issues, social issues and
environmental impacts, and decision-making for project implementation.
HAANSEN13I38UTEAUTI8AYT (Learning Outcome):
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Analyze the project feasibility to support decision making in project implementation.
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Analysis of the external and internal environment of an organization to create
strategies that are consistent with the organization’s vision and mission
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Design strategies that are consistent with the organization's vision and mission..
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Exploring Historical Lessons
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Factors that led to significant historical transformations in social, economic, cultural, and
political dimensions, including the impacts and consequences resulting from such events.
HAAWSN15I38USIEAUT183Y1 (Learning Outcome):
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Analyze the factors contributing to social change through historical lessons using

sociological frameworks.
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Environmental Challenges
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Contemporary environmental challenges at local, regional, and global levels; impacts
resulting from environmental problems; as well as approaches for preventing and solving these
environmental issues.
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NAAWSNIILIBUFIZAUIIIYT (Learning Outcome):
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Identify causes of environmental challenges and their impacts.
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Universal Creation for All
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Principles and concepts for designing an inclusive environment that meets human needs,
aligning with the human behavioral characteristics of all ages and genders, including those with
physical limitations or disabilities.

HAANSN15138U352AUI8AYT (Learning Outcome):
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Propose ideas for designing environments based on the principles of universal design

that are friendly and accessible to all.
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Learning about life through Philosophy
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Basic philosophical concepts and theories related to living one’s life, to develop
understanding about oneself, others, and society.
HAANSN15I38U352AUTI8AYT (Learning Outcome):
Uszgnalduannismedssglunisuilaviuasdndulaludinusziriuldegedivema
Apply philosophical principles for rational problem-solving and decision-making in
daily life.
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Creative Futuristic thinking
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Creative thinking through simulating possible future scenarios, assessing the likelihood of
their occurrence, and evaluating the potential positive and negative impacts on humanity in the
dimensions of society, economy, and environment.
HAANSN15138U352AU18AYT (Learning Outcome):
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Analyze future scenarios through the principles of creative thinking.
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Mathematics for Multimedia
uUnLena: 3 (3-0-6)
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Fundamental mathematical principles related to data processing and presentation in
multimedia contexts. Functions, calculus and limits, concepts and properties of vectors,
vector operations, linear equations with one variable and many variables, coordinate systems,
basic concepts of matrices, matrix operations, and matrix determinants.
HAANSN15138U352AU18YT (Learning Outcome):
UnAnwIaINITe
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Foundations of Programming and Software Development
FuIURLEnA: 3 (3-0-6)
Useinnuae183en: 5183 109AU
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Basic principles of computer programming, including skills in writing algorithms and solving
problems step-by-step using flowcharts. Learn programming languages with easy-to-understand

syntax through both block-based and text-based programming. Topics include variables, data



types, expressions, control statements, basic data structures, function creation and parameter
passing, data input and output, and error handling.
HAANSNT338U358AUI18YT (Learning Outcome):
UnAnwauITn
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Block-based a¥ Text-based programming
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General Physics for Industrial Education and Technology Students |
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The course aims to encourage students to learn and understand various types of
motions of a particle under the influence of forces. The concepts of mechanical energy, power
and work will be introduced to help solve the problems. Students will learn energy transfer
in forms of mechanical waves. Properties of matter will be taught by demonstrating the effect
of heat on the matter.
[ 4 =) ¥ [ a .
NAAWINIILIVUFIZAUIIIYT (Learning Outcome):
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Motion Graphics and Sound Design
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Focuses on learning the fundamentals and techniques of creating motion graphics and
sound design to communicate ideas and create audio-visual experiences that create
atmosphere in multimedia. Study design concepts, workflow and the integration of graphics
and sound, and the effective use of related software.

Nature of sound, Sound speed in difference media, Loudness measuring, Quantization
and its effect, Sound compression, Sound synthesized, Nature of light, Light wave, Light
Phenomena, reflection, Color, Color Models, Image, graphics and video, Quantization and its
effect, Image processing
HAANSN15I38U352AUTI8YT (Learning Outcome):
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Basic Art
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Creating the foundation of practicing drawing various lines such as straight lines, curves

to create shapes and structures of basic geometric objects. Create image compositions that



are appropriate for the area. Creating dimensions and realism for paintings by using shading
techniques. Learn how to use the intensity of lines to create weight in creating differences in
light and shadow. Create a foundation for color mixing, selecting colors, color tones, creating
image weight with colors, and appropriate coloring techniques to create artistic works..
HAANSN15I38U3T2AUTIEAYT (Learning Outcome):
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Design Fundamentals
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Principles of using visual elements to create various artistic elements such as points,
lines, shapes, colors, textures, and spaces, including important composition principles such as
balance, unity, and emphasis, etc. Practice the design process (Design Process) from the
planning stage, data collection, concept creation, prototype creation, presentation of work,
and redevelopment. Design thinking (Design Thinking) which will help develop analytical
thinking skills, problem solving, and creativity. Apply basic art principles to design work. Use
artificial intellicence as a tool to simulate design guidelines for decision-making in order to
create designs that communicate meaning and meet the needs of users effectively.
HAAWSN15I38USIEAUT183Y1 (Learning Outcome):
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Graphic Design Layout and Digital Art
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Basic principles of graphic design. Application of design principles in creating graphic
designs. Techniques for arranging elements within limited design space to achieve balance
and communication. Arrangement of text, images, and other elements to create graphic
layouts. Creation of unique digital artwork. Application of design approaches from artificial
intelligence to the development of graphic works. Learn various techniques for creating digital
images and presenting outstanding and interesting works and ideas.
HAANSN15138U352AU18YT (Learning Outcome):
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Photography for Multimedia
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Study the principles and basic concepts of photography, the planning process of

photography, equipment selection, photography techniques and composition of photographs.
Practice photography skills for communication by considering the appropriateness of
techniques, methods and types of photography work, as well as promoting analytical thinking
and systematic work planninsg.
HAANSN13I38U3T2AUTIEAYT (Learning Outcome):
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Digital Character Creation
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Contemporary character design concepts integrating traditional techniques and
artificial intelligence technology; analysis of shapes and proportions to present realistic and
innovative anatomical forms; creative use of color, form, and emotion in design through digital
techniques; creating 2D and 3D character identities by integrating traditional drawing skills with
digital tools and artificial intelligence; study of techniques and character detailing; storytelling
through characters; using tools and software in conjunction with artificial intelligence
technology to enhance the design process; transforming sketches into three-dimensional
models.
HAANSNI3138U358AUII8AYT (Learning Outcome):
UnAnwaung
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Digital Video and Sound Production
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The production process of video media in the digital age that combines artificial

intelligence technology, data search, preparation for pre-production using Al tools to help in
planning, developing concepts and stories, writing scripts using traditional techniques and
using artificial intelligence technology, preparing for filming, including selecting appropriate
tools and techniques, practicing video filming by learning filming techniques, automatic
lighting techniques, managing locations and teams with digital technology, video editing steps
using software with convenient systems, inserting special effects, automatically adjusting
sound and color to create appropriate video works and learning how to present and publish
works on multimedia platforms. Study digital sound, design digital sound for multimedia,
digital sound recording, operating and management in sound studio, sound editing for
communication in various forms.
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User Experience and Interface Design
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Study of concepts, principles and processes of user experience in the digital age with
artificial intelligence. User analysis using advanced research techniques combined with Al
tools. Collecting and analyzing in-depth data for design. Developing user-centered structures
and concepts to create user experiences. Ul design principles to respond to technology using
concepts of composition, color, fonts and the use of design programs that integrate Al
technology. Techniques for testing user experience and user interfaces with real users. Analysis
of results and improvement of design appropriateness. Creating design documents. And
learning various tools that are used for software applications in the industry.
HAANSN15I38U352AUT18YT (Learning Outcome):
UnAnwaunsn
1. eSuneuwAavdnnisvesUszaunsalfliuardiudendeuszaugldlfedagnsios
2. eonuuvdmBeNseUsTauilfiaziidunmeasuUszaunsalilduazdiudeuse
Uszanugldlaegramngay

IWEIY1 CMM 214
Has183 ﬁugwumwm?{aﬂm 3 4
3D Animation Fundamentals
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Study the origins and development of animation production within industrial processes
from past to present, along with the essential foundations of using software commands and
tools. This includes exploring concepts related to the application of artificial intelligence in
generating specific assets for animation production, culminating in a complete 3D workflow,
in preparation for advanced-level learning..
HAANSN13I38U3T2AUTIEAYT (Learning Outcome):
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Game Design and Development
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Learn the fundamental principles and theories of game analysis and design, including
an understanding of the development processes for various types of games. Gain the ability
to use game development software and apply tools and artificial intelligence to create games
that effectively meet the needs of target audiences
HAANSN15138U352AUI8AYT (Learning Outcome):
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Object-Oriented Programming Essentials
UUNULAA: 3(2-2-6)
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Study of the fundamental principles and concepts of object-oriented programming,
including problem analysis and design using object-oriented approaches, class and object
operations, operators, function creation and usage, inheritance, behavior delegation between
classes, and error handling in programs. Students will also be able to utilize digital tools and
artificial intelligence (Al) technologies to support the learning process about code inspection,
programming suggestions, and basic error analysis.
HAANSN15138U352AU18YT (Learning Outcome):
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Database Management System
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Basic concepts of database systems, database management, database architecture,
relational databases, physical database design, logical and conceptual data, normalization
concepts and processes, hands-on experience with SQL language for database management,
use of artificial intelligence to check for errors, and application of database systems with
applications to present data in graph form, basic concepts of unstructured data storage, types
of NoSQL, use of NoSQL databases through tools with graphical interfaces, basic data
management with CRUD (Create, Read, Update, Delete).
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Web Development
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Students study the principles and concepts of web systems and technologies,
information architecture, web standards, web services, and web servers. They are introduced
to fundamental principles in designing website structures, wireframes, and user interfaces. The
integration of artificial intelligence (Al) is explored to enhance user interface prototyping and
elevate the overall user experience. Students gain hands-on experience with tools used in
web development, including languages for defining presentation styles and managing and

customizing website content. They also learn how to create interactive and responsive user



experiences using HTML, CSS, and JavaScript. Furthermore, students apply their knowledge to
design and develop websites that effectively meet the needs of targeted user groups.
HAANSNT338U358AUI18YT (Learning Outcome):
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Information System Analysis and Design
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Study of the principles, tools, and processes involved in information system analysis
and development, including feasibility assessment, user requirements, and new system
development. The course also covers the role of system analysts and the application of Al to
support data analysis and system design that meets the needs of modern digital organizations.
HAANSN15I38U352AUT18YT (Learning Outcome):
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Smart Device Application Development
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Developing applications for intelligent devices using microcontrollers and small
computers, such as NodeMCU, ESP8266, ESP32 or Raspberry Pi. Basic concepts of embedded
systems, hardware architecture, and interfacing with various sensors. Principles of programming
to control devices in easy-to-understand languages, using development tools and
environments with graphical interfaces. Practice designing and developing projects, such as
creating interactive works that respond to the environment or electronic accessories; receiving
data from sensors, processing and controlling various output devices, including basic
connections to the Internet. Also study the application of artificial intelligence (Al) on
intelligent devices using small Al models, or connecting to Al services on the cloud.
HAANSN15I38U352AUTI8YT (Learning Outcome):
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Al for Multimedia
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Introduction to Artificial Intelligence, Al Image Processing Techniques: Image
Recognition, Image Analysis, Image Generation, Applications in Film and Video Games for
Special Effects, Al Audio Processing Techniques: Speech Recognition, Speech Synthesis, Audio
Analysis, Applications in Film and Video Games for Sound Effects, Al Video Processing
Techniques: Video Analysis, Video Generation, Applications in Film and Video Game Creation,
Al Interactive Media Creation: Chatbots and Virtual Assistants, Al Games and Applications, Al
User Interface Design.
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Interactive Embedded Hardware
UL 3(2-2-6)
UTennassedrn: 5187309
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Experiment with easy-to-learn microcontroller platforms, cutting-edge embedded
hardware, in combination with motion, gesture, sound, or touch sensors to interact with users,
work with lights, sounds, and automatic motion devices, and connect objects to the digital
world, support voice commands via intelligent assistants and various intelligent systems, and
study basic examples of working with Al, such as face recognition systems.
HAANSN15138U358AU18YT (Learning Outcome):
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Interactive Learning Media
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This course explores the principles and practices of designing and developing
interactive media to enhance learning. It covers the application of various digital technologies
to create engaging learning experiences that cater to diverse learner needs. It will delve into
the design process for interactive learning media, learner needs analysis, selection of
appropriate digital tools and technologies, and evaluation of the effectiveness of interactive
learning media.
HBANSNT338U358AUI18YT (Learning Outcome):
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Digital Marketing Strategies
JUURUEAA: 3 (3-0-6)
UTennassedsn: 5187905
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Study of digital marketing strategies, including market analysis, market segmentation,

pricing, promotion, and content development. The course also introduces fundamental



concepts of artificial intelligence (Al) and its applications in analyzing consumer behavior,
generating automated content, and implementing targeted marketing strategies.
HAANSNT338U358AUI18YT (Learning Outcome):
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Business Intellisence and Data Analytics
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This course explores the principles and concepts of management information systems
(MIS) and business intelligence (Bl) in driving and improving business processes. Students will
learn how to apply various tools and techniques to analyze data and support informed
business decisions. The course covers data analysis processes, the components and types of
information systems, and how to analyze business processes to identify problems and design
appropriate information systems.
HBANSNT338U35EAUI18AYT (Learning Outcome):
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Project Study in Multimedia Technology
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Develop research in the field of multimedia technology. Design a systematic research
process under advice and guidance from the advisor. Identify interesting and feasible topics
to study. Learn how to design research. Study the planning of multimedia creation and apply
efficient and appropriate multimedia technology to the development of work. Select
appropriate tools and techniques for data collection. Present and submit progress reports to
the advisor continuously.
o ¢ o v v a .
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Multimedia Technology Project
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Implement the research plan and guidelines for creating works in the field of

multimedia technology developed in CMM 399 under close guidance from the project advisor.



Focus on studying, researching, and developing research works in multimedia technology that
are of quality and in line with the project objectives. Analyze the research results by applying
statistical methods to find important findings. Present the work to the project examination
committee.
HAANSN15I38U352AUTIEAYT (Learning Outcome):
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Professional Training
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The application of theoretical knowledge and educational concepts to practical
practice in the workplace to develop work skills and learn new experiences under the
supervision of teachers and entrepreneurs.

HAANSN15I38U352AUT18YT (Learning Outcome):
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Professional Practices in Multimedia Technology
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Study and practice skills in collaboration with others, teamwork, effective
communication, and project management. Develop lifelong learning processes and self-
reflection to enhance professional skills, preparing students for experiential learning through
work experience with industry organizations.

HAANSNT338U358AUI18YT (Learning Outcome):
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Guidance for Work-Integrated Learning
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This course is designed to facilitate the integration of academic learning with practical work
experience in professional settings. Students will engage in the process of writing Work-Integrated
Learning (WIL) reports, reflecting on and critically evaluating the outcomes of their work-based
learning experiences. The course also includes instruction on the methods and strategies for
identifying and selecting appropriate internship opportunities. Additionally, students will
participate in seminars with industry representatives to gain insights into employer expectations,
while also developing key professional competencies, including effective communication,
presentation skills, and collaborative teamwork within a workplace environment.
HAANSN15138U358AUI8AYT (Learning Outcome):
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Experiential Learning
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This course focuses on learning through Experiential Learning in an organization related
to the curriculum. Students will have the opportunity to apply the skills and knowledge they
have gained in academic settings to real work situations. The course aims to cultivate
professional skills, including teamwork, communication, management, and problem-solving,
within an organizational context. Students will receive guidance and development from
industry experts and will be able to reflect on their work experience to further develop their
skills for future professional endeavors.
HAANSN15138U352AUT18AYT (Learning Outcome):
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Kinetic Art for Multimedia
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The mechanism of working with moving sculptures (kinetic art) starts with movement

using human energy, such as pressing, sliding, pushing, movement using natural energy, such
as wind, movement using electrical energy, combining mechanisms, coding, graphics,
multimedia technology, by adding light, sound, and graphics to create moving visual art,
related to the creation of interactive multimedia works.
HAANSNT338U358AUI18YT (Learning Outcome):
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Immersive Graphic Design
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Motion graphic design that can attract viewers to participate and feel like they are part
of the virtual world. Learn techniques and tools to create designs that create a sense of
participation. Use the weight of light and dark to create dimensions for designing virtual scenes.
Create realistic characters. Develop skills in creating designs to communicate the desired
message to the recipient through the use of computer graphics. Apply design work from
artificial intelligcence. Develop and integrate multimedia technologies such as text, sound, still
images, motion pictures, videos, and interactions to create connections. Project as images
through projection devices on supporting surfaces in a plane or dimensional manner, leading
to effective communication.
HAANSN1338U358AUI18YT (Learning Outcome):
UnAnwaung
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Photography for Commercial
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Necessary steps for commercial photography, from preparation, coordination,
considerations in working and shooting. Design and plan work in commercial photography
techniques, whether it is product photography for commercial use, fashion photography and
portrait photography, landscape photography or architectural structure photography to create
impressive works of art. Various photography techniques to create photos for commercial use.
Able to clearly communicate the value and strengths of photos, look stylish and outstanding,
and are appropriate for the context of the environment. Photos convey emotions and stories
in a unique way.
HBANSNT338U35EAUI18AYT (Learning Outcome):
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3D Space Drone Rendering Development

JUURULAA: 3 (2-2-6)
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History and development of drones, working principles of drones, types of drones used
in creating works, laws and regulations regarding drone flights, programming to control drones,
programming languages used for control, programming to control drone flight, programming
to control accessories installed on drones, creation of digital art, principles of creating digital
art, programs used in creating works (e.g. Processing, Unity), design and creation of works of
art using drones as a medium.
HBANSNT338U358AUI18YT (Learning Outcome):
UnAnwaIuITe
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Production for Digital Business

w3 (2-2-6)
Uselneassngdun: $18395en
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Study the principles and develop skills in digital media production that integrates
artificial intelligence technology to support digital businesses, strategic planning with
intelligent data analysis, content creation, production of media in various formats such as
video, graphics, audio content, and advertising messages, as well as publishing to promote
the growth of digital businesses. Learn the fundamentals of contemporary digital businesses,
the role of Al-driven media in the marketing promotion process, target audience analysis and
digital consumer behavior, developing digital communication and marketing strategies that
adapt to consumer responses, and planning media production that meets the needs of
businesses and consumers. Practice creating an interesting and effective Pitch Deck,
presentation techniques appropriate for different contexts.

HAANSN15I38U352AUTI8YT (Learning Outcome):
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Full-Stack Web Development

w3 (2-2-6)
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AesUeTIEIY:

AnwuuAnuazndnnisiieatu Web Application wuidn nauinisiiuaniinenssaniv
LauUNALATULUY MVC (Model-View-Controller) liun d@auiiutaya (Model) daunansnatoya
(View) wazauniuau (Controller) inszrinazoanuuuliukonndndunsinuinguszasansld
NUAEANANYEYRNEldU NMseenLUUdLAndeR lfNULazduLanmadmSuaUnsalnatnvany
Uszenn n15l891u ASP.NET Core MVC saufiuanninenssy MVC asnsdruivtaya (Model) dau
nansnadaya (View) wazdrumuna (Controller) msadrsdudnsedldu domsuiseildsu
audenlutiagiu nmadeudenarauniuuonndiadudie ASPNET Core MVC $2ufUsy Uy
g1utaya SQL Server ¢e EF Core n1sadnailedtusing q dmsuiamniuuennaindusisludiug
Ansor lfuLardIuNITINNITILUUTIUTYAAINITANDUANBIANUABINSYBIE LTUle

Study concepts and principles of Web Application. Concepts and theories of MVC
(Model-View-Controller) web application architecture including data storage (Model), data
display (View), and control (Controller). Analyze and design web applications that meet the
purpose of use and user characteristics. Design user interface and display sections for various
types of devices. Using ASP.NET Core MVC with MVC architecture. Create a data storage section

(Model), data display (View), and control (Controller). Creating a user interface with popular



frameworks today. Connecting and developing web applications with ASP.NET Core MVC
together with SQL Server database with EF Core. Creating various functions for developing
web applications in both the user interface and database management sections that can meet
user needs.
HAANSN15I38U352AUTIEAYT (Learning Outcome):
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Machine Learning and Introduction to Artificial Intelligence
IuumEia: 3 (3-0-6)
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AN93UEI183Y:
mssmlmsauiLﬂmﬂuﬂmmmimwua mafl,iEJuimauma&mmu\‘numu*‘uaua uwavde
A519855A Lim’mLiﬂui‘waﬂﬂ’liwu%mLLaumﬂ’mmﬁm Al miamiﬂmmam N3IANITHAZLATEL
Tayadmiulung Al maaiNLLUUfmaaﬂLWaﬂ’liLLfﬂ%ﬂmmmq 9 QLiUu%Vme@aaﬂﬁanama Al
éhﬁfﬂg‘d MABAIUNITHAILILOUNALATUAIY Machine Learning aS19assFrauTiaInsaUsEanana
sudoya wazdorng q 1wy amis v3eddle Wewdsunundeudmiuga Al fifidadasunias
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Learners will learn about artificial intelligence and machine learning for data and

creative media work, starting from learning the basic principles and getting to know Al, data
analysis, managing and preparing data for Al models, and creating models to solve various
problems. Learners will experiment with ready-made Al tools, as well as develop Machine
Learning applications, creating works that can process data and various media such as still
images or videos, to prepare for the Al era that is changing the way we work and create in
every industry.
HAANSN15138U352AUTI8YT (Learning Outcome):
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Digital Innovation for Entrepreneurs

uIUnLena: 3 (3-0-6)
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This course explores the application of digital technology and multimedia to the
development of products, services, or projects with entrepreneurial potential. Students will
engage in the process of ideation, market analysis, and business concept development, with
opportunities to pitch their ideas to real entrepreneurs and industry professionals. Emphasis
is placed on leveraging digital tools and artificial intelligence (Al) to enhance market analysis
and understanding of consumer behavior. Students will receive feedback from experts to
refine and commercialize their innovations.
HAANSN15138U352AU18YT (Learning Outcome):
UnAnwaunsn
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Cloud Computing

IR 3 (3-0-6)
UszLNNv99518290: 51879116 eN
sedvfivedunou @) 1l
AN95UN8187%:
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1 voamsUszinarafoumilddmiunistauuinslasadeiugiu (laas) dmsunsUszanana
faumaans nsianadudonseUszauiuvtiuasdumds nMsvmuIusnIsunanvesy (Paas)
MsWRILIUINSTeNALS (Saas) msldnunisuszananafeumadnsulassnuiiaul
Principles of cloud computing systems, classification of cloud computing service
models, software as a service (SaaS), platform as a service (PaaS), infrastructure as a service
(laasS), cloud service providers, tools used in cloud development. Cloud computing services
used for developing Infrastructure as a Service (laaS) for private cloud computing, developing
front-end and back-end interfaces. Platform as a Service (Paas) and Software as a Service
(SaaS) development. Cloud computing usage for interesting project.
HAANSN15I38U352AUTI8YT (Learning Outcome):
UnAnwamNTe
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Creative Digital Content Production

UL 3 (2-2-6)
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Study the concept and production process of creative digital content in the era of Al
technology by developing skills in designing and creating content suitable for online platforms.
Learn the process of developing concepts, storytelling that combines Al content creation
techniques, creating scripts and storyboards, and designing content that is relevant to the target

audience on each platform. Study the concept of digital media production. Learn how to use



various tools and techniques to create content that can communicate effectively, including using
social media platforms with Al systems for publishing and digital marketing. Develop and create
an identity on a video platform, focusing on combining human creativity with Al capabilities to
produce quality work, create impact, and meet the needs of the digital industry in the future.
HAANSN15I38U352AUTIEAYT (Learning Outcome):
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Big Data Management
uIURenA: 3 (3-0-6)
Useanuadsnedvn: 5183800
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AaENwzgIudaaTwIAng SQL uay NoSQL n133nn1skazn1suseaana seuulnduuy
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value T9A313 184 JULUUNITVIIULUY HADOOP aadnenssusyuunisnsgangluduuy
HADOOP (HDFS) ip3esiionsdnnisuaznisiinsizii Bie data

Big Data Characteristics, SQL and NoSQL database, Management and processing, Batch
and Distributed File system, Parallel Queries, Programming Model, format eg. Key-value, text
etc., High Availability Distributed Object Oriented Platform (HADOOP), Hadoop Distributed File
System (HDFS) architecture, Analysis Packages.

HAANSN15I38U352AUT18YT (Learning Outcome):
UnAnwaINITn
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Multimedia Robotic System Development

FuIURLEnA: 3 (3-0-6)
Usenneaesiedvn: s1eivlaen
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ANB5UIYTIBIYN:

1AT9919UaEFULUUVBINITHMUI UEUA SEUULYULLRS SEUUNIITULAA DU ANUUIZNIT
WAAIHAKUUATG 9 N15AIUANNITYIUL LSRR nsldnussuulayguseivg n1suszuianase
s medeasrnenwsTIunA sruumsUssiusatuglday



Framework and model of robot development, sensor systems, driving systems, various
display characteristics, automatic operation control, use of artificial intelligence system:s,
processing stimuli or communicating in natural language, and evaluation systems with
users.Learners present a topic or problem that can be improved or solved using smart devices
and then create a project to implement it.

HAANSNI338U358AUT18YT (Learning Outcome):
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Design for Branding Strategy
FUIUNRUIYAA: 3 (3-0-6)
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Study and practice skills in using design to develop and enhance branding strategies.
Learn how to design various elements related to the brand to create a unique and memorable
image. Use design to create a positive user experience and communicate brand values to the
target audience. Apply design principles to develop a brand strategy that responds to digital
marketing needs.
HBANSNT338U35EAUI18AYT (Learning Outcome):
UnAnwIaINITn
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Digital Multimedia Entrepreneurship
FIUIURUIBNA: 3 (3-0-6)
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Study and practice skills in creating and developing digital businesses. Learn the
fundamental concepts of entrepreneurship in the digital age, including the use of technology
and digital tools to create and grow businesses, develop digital business models, and manage
digital marketing. Learn to analyze business opportunities, create digital business plans, use
online platforms, conduct digital marketing, and manage businesses within a digital ecosystem.
HAANSN15I38U352AUTI8YT (Learning Outcome):
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yaudunemsiSeus: 3D Animation Producer

AesuEaLUsITUININTEBUS:
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51873%13UuuU OBEM (@ Judrunilslu Learning pathway)

sias1gIYr CMM 21500
Ha518391 nszvruMsHARInnSasuaretiudy 3 TA
3D Modeling setup and Animation workflow
uUnLena: 3 (2-2-6)
FwrunaitldlumsdanisBeul 60 dalu
UsZiNua931839n: 518391090
Roulvvassedun (§d):
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Learn the concepts and skills involved in creating various types of 3D models along
with the process of rigging. Students will explore tools and commands essential for crafting
3D models and designing movements based on the physical properties of the object.
Additionally, the course covers animation techniques to effectively convey stories and create
experiences aligned with specific objectives.
HAANSN15138U358AUT18YT (Learning Outcome):
nAnwaninsaaireiagiiaes 3 fAuazmununsiedeulmldimnzausensiaisomie
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3D Visual Effects and Simulation
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Learn to create visual effects and simulations in 3D. Students will gain hands-on
experience with essential software and tools to create realistic simulations and effects in 3D,

focusing on motion and image processing for effective use in VFX prodjvuction.
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The Animation Studio course focuses on developing animation production skills by
simulating the production process in the industry. Students will learn the principles, theories,
and steps involved in developing an animation project, from planning to presenting the final
work systematically. This will be done through collaborative team work under specific
conditions and resources, preparing students for effective work in an animation studio
environment.
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