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Introduction to the Major

Ranked 7th among global animation education institutions (2019,
Animation Career Review), this program offers specialized job
tracks including planning and directing, art and design, CG imaging,
and animation. Students acquire project-centered content creation
skills in order to become experts in animation and visual media.

Educational Features

The program aims to nurture Korea's top animation and visual
content professionals equipped with commercialization capabilities
and entrepreneurship skills, targeting advancements in global video
content—a core area of the future content industry. It features a
project-centered curriculum tailored to specific job tracks such as
directing art, animation, 3D imagery, 3D character design, motion
graphics, and VFX. The rich educational environment includes
critiques, tutoring, and expert lectures as part of an extensive

extracurricular program.

Career Paths and Achievements Post-Graduation
Animation/Visual Content Planners, Producers/Directors, Concept
Artists, Storyboard/Layout Artists, Character/Background
Designers, Animators, 3D Modelers, 3D Riggers, 3D Lighting/
Rendering Experts, CFX Experts, VFX/Compositing Specialists,
Cinematography/Editing Experts, Motion Graphics Designers.

- Independent Animation Artists, Web Animation Creators, and
YouTube Content Creators.

- Invitations to international animation festivals including Annecy,
Hiroshima, Ottawa, and Zagreb.

- Awards such as the Lotte Reiniger Award at the Stuttgart
International Festival of Animated Film and the Grand Prize in the
Feature Film Category at the Czech Anifilm Festival.

- Acclaim at major international film festivals such as Cartoons on
the Bay, Anima Mundi, KROK, Melbourne, and Clermont-Ferrand.
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School of Animation Animation Major

na=y sHA-817| st A2
Course Title Year-Semester Credits Course Classification

JOI'

tH

fol

B35l AE5H= ofiL|mo|Mo] &4of w2t Cifstn SESH
SH&SHT GAtelofet CIXtolo] 2tA|Adof| CHaH Shasict. Sl

OfjiL|m[o|Mut-2C|o| M 1-1 3 2DQ} 3D U AERM S DE OfL|H|0|M 7|&0M ARE|= ZEX

7|28 iR X7 B0t MAH|Q| 27 Afo]of|M 2 2 She XA

od A
2 YT 4 9iC

1 In line with the communicative nature of animation through
movement, this course explores various unique methods of
expression and examines the relationship between visual language
Animation Foundation 1-1 3 and design. Students will learn the shared fundamentals applicable to
all animation techniques, including 2D, 3D, and stop motion. They will
also develop the knowledge required to balance artistic expression
and industry demands.
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Students learn the fundamental principles of 2D animation, focusing
on smooth and fluid movement through an American-style animation
Classical Animation1 1-1 3 approach. The course teaches traditional animation production
techniques. (3D animation students with basic knowledge of Maya
are also eligible to participate.)
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1. This course involves exploration and inquiry to develop core
Critic about competence 11 1 competencies in the animation major.

of animation as major | 2. It shares essential information and experience for students seeking
to cultivate their identity and vision as creators.
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This course introduces the foundational principles of animation as
3D Animation | 1-1 3 appliec_l to 3D computer animqtion. students practice by creaFing
1-2 bouncing balls, pendulum motion, tail movements, and stand jumps,

learning how these concepts translate into 3D animation.
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> This course allows animation majors to easily experience and learn
the language of visual directing. Students gain theoretical and
. - 11 ractical knowledge on approaching themes, directing perspectives,
Shooting & Editing 3 P L 8 PP . g .g persp -

1-2 lens characteristics, shot composition, layout, shooting, and editing.
The course also includes training in Adobe Premiere, a key editing
tool.
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This course focuses on identifying ideas suited for animation,
' 1-1 developing core elements, and refining them into competitive stories.
Idea & Storytelling 2 ping : 8 . . P .

1-2 Students learn to craft storytelling techniques tailored to specific
genres, transforming ideas into compelling plots.
£ =2 ofiL|H|o|M/F e MiElSH | I8t 7= MAE o 2 ofL ||

_ 542 [ = 0l5H5 5 FHFA £
ofimo el - 3 | Olel TEERISL R ZRNAE Ot Chfet MU AL 7ot

1-2 2, FrEfRet elxel ofo|Ciof WARIYES & 142 Sail S3sin]
MES HrAlo| HATEHS XY ZaHs Agaolct

7 Designed as an introductory production course, this class teaches the
principles and processes of animation and video production. Through
o 11 team projects, students explore diverse production methods and
Animation Workshop 3 p Jects, ) P R P . .

1-2 techniques, delve into thematic inquiries, and develop innovative
ideas. The course emphasizes hands-on experience with new forms
of visual expression.
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8 This course teaches students how to visualize various text-based
. . 11 synopses and scenarios through diverse animation styles and
Visual storytelling 3 Y p . & ) . Y L

1-2 techniques. It emphasizes the adaptation of written materials into

animated formats.
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9 This course focuses on strengthening the emotional communicative
elements of animation design. Students learn the fundamental
. 1-1 rinciples of design and their applications, gaining the ability to
Design Language 3 princip . s PP 8 .g Y

1-2 develop creative and abstract shape-and-color imagery, and also
enhance their skills in constructing original visual narratives through
diverse design languages.
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11 This course teaches students the principles of camera positioning
Layout 1 3 and movement within the composition of individual shots, focusing
on characters and backgrounds.
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This course covers the fundamentals of color theory, practice, and
11 application for storytelling purposes. Students gain a comprehensive
color storytelling 1 3 understanding of color and materials, from basic theory to practical
utilization. They learn how to analyze the individual "story" of each
color and develop optimized color strategies.
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_ Al SEASHI= 20
FHEIEIC M HE 1 3 Mg st musoR -
1-2 3RIIZ7HOM 21 H[ZFS10] UAMIZIQI Z2ES QIX| sl skt SAlof 7|
= 3 = Wik=0ICE
12
This course provides anatomical knowledge essential for
understanding the structural movements required in animation
Character 11 ) } ; . .
3 drawing. Students work directly in three-dimensional space to
Development 1-2 ) . L
enhance their spatial awareness and anatomy skills simultaneously,
fostering a strong foundation for lifelike human drawing in animation.
11 OHL|H[O|H2| AFRE H|ZF ZEMAE Olslist 72Xl AL E K=to||
OHL|H|O|MARE 1 3 CHsh 2i6] T2MEO| AR E IED M=o Hest 7| =Xl o|2nt K|
A 7|2 9dl= at=olCt.
13
This course introduces the sound production process for animation.
L 1-1 Students learn basic theories and techniques of sound production,
Animation Sound 3 - ) ) e
1-2 gaining skills necessary for sound design and direction in animation
projects.
T 11 | | TvEIRIE Z2I22 ol £ D8 M2OR Clekt ofinolN £ 5
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14
This is a tool-focused course that teaches the use of the TVPaint
TV Paint 1-1 1 program, which is widely used in animation production. Students
1-2 learn the program's features and its application to various animation
projects.
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Conducted as a five-week block course, this class introduces
Clib Studio 1-1 1 students to Clip Studio, teaching program usage and its applications.
P 1-2 Students learn how to incorporate camera effects, FX effects, and
other techniques to aid in 2D animation production.
11 2DOHL|H[o|Me| Xi=tuPg 2 ofshsta ofL|H|o[Md Z=Ile| Efo|-ut A
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16
This course provides an understanding of the production process in
2D Animation 11 3 2D animation. Students learn fundamental principles such as timing
Practicel 1-2 and spacing of movements, gaining the knowledge and skills to
effectively express animated motion.
11 7| = C|XIQls=4 2} oL |H|o x| =te| 7|22l O|sHE HIZO.2 OfjL ||
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Based on foundational design skills and a basic understanding of
11 animation production, this course emphasizes the creative setting
Concept Design 19 3 design for animated works rather than technical techniques. Students
focus on creating effective and visually engaging settings for
animation projects.
3pJayay|E 11 3 ARE 7}1I’5.* ’é‘?% Sl 3D JEHE!Q_I 7| X0t El= el 2R, My
- 1-2 DFEIAKR J|x, 20|’ AICiR 7|x S2| 7[H S 2Lt
18
11 Through hands-on computer-based practice, this course teaches
Basic 3D Graphic 19 3 foundational techniques for 3D graphics, including polygon modeling,
mapping, texturing basics, lighting, and rendering fundamentals.
C|x|EHoIE! 11 3 CIXH §2 SO 2 ArBoh= 7['HE el&oto] ZIH0LE, 25 U3
=Tee 1-2 AE0ES| QHME S H3iot7| 2|5 oK 20} A& wit=0|Ct
19 . . L
This course focuses on effectively using digital tools to analyze
- . 1-1 and practice creating objects for concept art, original artwork, and
Digital Painting 3 ) P ) s J . P 7 s . k’. .
1-2 illustrations. Students will engage in exercises to refine their digital
artistic skills.
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20
This course provides a foundational understanding of the human
11 body's basic structure and anatomy to depict character movements
Gesture Drawing 19 3 essential for animation production. Students learn to express gravity,
motion flow, and energy through live model observation, focusing on
various poses in nude and costume drawing for individuals or pairs.
11 ANl S fOI'—f B 0| 2 CFsH XA SZ0|LE HAE S0 ALE S,
2lo|ZEZY 19 3 QI=0|Lt =0 22 WA S| e &%, Z470H SAH2 2tEletn
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21 This course involves observing and aesthetically reinterpreting
11 various subjects, including natural landscapes, architectural
Life Drawing 19 3 structures, objects, and living beings like humans and animals.
Students focus on capturing forms, emotions, actions, and situational
contexts through drawing.
11 QIMIE L Z3l6k= S0 22| HEHRL 7|52 s O|20)| Z7sHAM
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22 This foundational art and design course introduces the skeletal and
11 muscular structures and functions based on anatomical theory.
Figure Sculpting 19 3 Students enhance their three-dimensional modeling skills through
hands-on clay sculpting, creating lifelike representations of the
human form.
ZzaliAl ofiL|m|o]d | A0 A BIS X[AT}L 7| =2 HIZC = 0|4 22i
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23
Building on the knowledge and skills acquired in Classical Animation
Character Animation 19 3 I, this course emphasizes American-style classical animation
Filmmaking 1 movements. Students produce a rough 30-second animated piece to
demonstrate their mastery of movement and animation techniques.
O] U2 OL|H[0| 4 HSAHZ sty | 2[5t Bt HAMHO 2 0|F0f
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24
. This course facilitates inquiry and exploration to develop the
Cliiz g 2En EA2 core competencies rel uci]re:;lyin the ar[:imation major. It [r?ovides
Competence of 1-2 1 P q jor. - p

Animation as a Major 2

foundational information and experience for students aiming to
cultivate their identity and vision as creators.
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A collaborative course involving both the university and industry
Work Experiencel training institutions, it provides students with practical education
(wir?ter) 1-2 2 and hands-on experience at industrial sites. Students gain applied
knowledge, technical skills, and workplace ethics through real-world
exposure tailored to their abilities and career interests.
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26 . . ] .
This course introduces the basic concepts and techniques used
in 3D rigging. Students learn to create the hierarchical structure
3D Rigeing | 1-2 3 of components and define their interrelationships to prepare 3D
el 2-1 characters for animation. The course also covers the use of auto-
rigging tools to streamline the rigging process, with practical
exercises to enhance skills.
OHL[H|O| M, F2f, FAHIC|R, OAP, 2M2HE] &L F SAAICH Fek X
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27 . . . .
This practical course focuses on the tool "After Effects,” widely
used in animation, film, music videos, OAP, motion graphics, and
AfterEffect 11 3 advertising. Students learn the principles of motion, composition,
2-1 and visual effects, enabling creative expression through various
exercises. Weekly exercises are designed cohesively and reinforce
understanding through repetition and integration.
AEZ|HE | 1-2 3 BHIAER 7=l AEE|E O|0|X|2 H2t5l0] 2E[FO|EIE g5t A
— 2-1 £ 0L
28
Storvboard | 1-2 3 This course teaches students to transform text-based stories into
Y 2-1 visual images, creating continuity and directing scenes effectively.
1 SR HHAZ S 2ol MIE2| 2o Lt 9| 2l2|of| Chish ofatst
3DZ}OI&! | 21 3 10| 3DQ| 7|2 ZHI GI7|He| ZHO 2 Hedoh= WHE Asl=
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29
Students learn methods to represent materials and understand
3D Lighting | 1-2 3 the principles of light for effective scene composition. The course
A 2-1 covers basic 3D lighting and global illumination (G.I.)-based lighting
techniques.
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30
1 To create appealing characters, this course trains students in
Character Design o1 3 character ideation, design methodology, profiling techniques, and
concept planning through exercises and practice.
9|0l (2 A 7|2 A AIZIE(MIH ChE) M| 2Pgoi| CHSt ofsH
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31
This course enhances students' abilities to design color settings
. and styling for various narrative situations and emotional shifts in
Animation 1-2 L . .
. 3 animation. Students explore the production of color keys and scripts
Color Styling 2-1 . ) .
(color storyboards) and experience light and color design processes
within the concept art field.
2DOHLTo[AIAISL | 1-2 3 ?:I 1I":* S1tollA el 4 jIQI _’F_%_ olshstn 2xllel 7|2Xel SE= 2|
21 St Abgloll S| E3i5kT 917 (8 4 QUct
32
L Students develop the ability to understand human anatomy in three-
2D Animation 1-2 . . P Y . . y .
. 3 dimensional space and express intentional movements and acting
Practice2 2-1 . ) .
tailored to specific scenarios.
E2921g 7|ito 2 2DHFEIIHTAS B8510] 3DHFEIT2HTA
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33
Building on drawing skills, this course trains students to extract
. map coordinates suitable for object mapping and create effective
3D Texturing 1-2 P . ) . PpINg .
& Mappin o1 3 textures using 2D computer graphics. Students apply these skills to
pping design materials that suit characters, backgrounds, and props in 3D
computer graphics.
& =2 3D ofjL|H|o| 4 S Fdst= 24 F, 3D W= E HM|2lst &
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34
This practical course focuses on creating scene components for 3D
animation, excluding character models. Students use 3D graphic
3D Hardsurface 1-2 T g ) &rap .
) 3 tools to design and model elements required for scene composition.
Modeling 2-1 ) ) .
The course involves analyzing scene types, developing concepts, and
creating 3D models that align with individual design concepts.
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35 This course provides hands-on training in creating animation

characters using 3D graphic tools. Students learn and practice the

3 integrated process of designing and modeling 3D characters, gaining
a comprehensive understanding of the character creation workflow
for 3D animation graphics.

3D Character 1-2
Modeling | 2-1
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36
This course focuses on pantomime acting and smooth animation

techniques designed for feature-fim-level acting. Students learn
movement analysis methods to describe a character’s motivations
and personality.

Classical Animation2 2-1 6
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This course guides students in planning and managing projects to

develop and produce content relevant to their career goals using
animation techniques. While the final project output is open to
Self-directed 21 3 student preference, its “purpose” must be clearly defined to align with
Project | the rapidly changing media environment. The output should have
value as content, not just as a portfolio piece.

Students carry out projects independently without linked

coursework. Projects can be undertaken individually or in teams.
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This course involves inquiry and exploration to develop the core

competencies of animation majors. It provides foundational
information and experiences for students seeking to establish their
creative identity and vision as creators.

Critic about
competence of 2-1 1
animation as major lll
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This course involves inquiry and exploration to develop the core

Work Experience2 o1 5 competencies of animation majors. It provides foundational
(summer) information and experiences for students seeking to establish their

creative identity and vision as creators.
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40 This course is designed for students participating in industry-
academic projects related to illustration.
It focuses on the knowledge and skills required for publication design,
. such as layout and artwork tailored to the pur and composition
SDL-llustration 21 3 h 8 Tayo ort falored %o =1ie PUIPSe and composito
of publications. Students receive education and critiques centered on
these aspects. In SDL - lllustration Il, the course content is structured
around a project different from that in SDL - lllustration |, depending
on the project’s nature.
FH=IE] ofL|m|o| Q| 7|7t E|= HIC| M7=l AL| 21|12 Skastn A
3DOLIH[O|A 11 - 21 HZIE] oL || I.: | 7|27} E|=Ht IEHIOH | Y212 HO_PJ;-;:
Aol s 3| 71,gRP) 71 S Aol 7= X0l Sxkg 3D ofiLinlo|Mo R Ealet
=sT £ e st
41 . . ) .
This course teaches the principles of body mechanics, the foundation
3D Animation 2 - 2-1 3 of character animation. Students learn to depict basic human
Basic Motions 2-2 movements such as walking, running, and jumping through 3D
animation techniques.
21 3DCIXIENE7 S 28t 245 JYMIES 0I18510] Hit 28X
3DgH s 3 | o=z o|njxZ HiEstn, ojo|xle| OjaHH 2|2 RO R MBAIF|Y|
Qlet £,
42 . ) ) ) o
This course trains students to efficiently create visuals by utilizing
. 2-1 elements produced through 3D digital production techniques in
3D Composite 3 . _p s elalp . d .
2-2 compositing tools. Students also learn to apply aesthetic principles
effectively to images.
ZHI=AAD} OO M2 ZHIE AAO| Sighut 2bF 2|0 Chst O]
Sel|x AT} 21 SHE . £+0 2 Business Model2| 97tX| Building Block2 AA[5H= tg
oL |0l 9> 3 2 k& Business Model Design ProcessOl| [[[2} XfAI0| THS X} 5}
= = Animation0| 7tX|E S0{o}= Bt S EMlist 1 HWII510] 71X| Q=
Animation 7|€l0| O|RO{X| =2 ERtF &= o Q.
43 Focusing on the current state and mechanisms of the content
industry, this course teaches students how to design the nine
The changes of o )
content indust 2-1 3 building blocks of a business model. Students explore and evaluate
and animatior:y 2-2 methods to add value to their animation projects based on the
Business Model Design Process, enabling them to create meaningful
and valuable animation plans.
OHL|tH|0]442] O[sHE HIZFQ 2 THH OfjL|mH|0| 42| OFO|C|0E FtOkA Of
_ = JHes = HIElO =1 A = Hbs C i
7|2 SR mEl 2-1 3 O|C|oE 7_HE°|’—T'— 0I_E Hfo_%f_ﬂ—.E19_f_EEIE7HEoPO1 ._h.L_j OHl_-I
- 2-2 Hlo| M 7 |2lokS 2tdst 217 LS S5t0] Hxlette| Br3-g gholet
O 2AM THH ofjL|H|o| M 7|2le| HuPy S ShESICE
4 Building on an understanding of animation, students develop ideas
for short animations. The course guides them through character and
Planning and 2-1 3 story development, creating a detailed short animation proposal.
Story Pitching 2-2 After pitching their projects, students receive feedback from

potential audiences and learn the entire planning process for short

s 1o
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2-1 This course enables students to creatively design and edit
Storyboard 2 3 o ) FEEE
2-2 storyboards, culminating in the production of a story reel.
olcE! 21 3 | FORIFEXS MO MES HER IHHLS L £ YD A2
© 2-2 E XiEte| 7| 20|22 Olsliotl AFRE E2 288 4 QILC
46
This course teaches students how to re-edit given footage into
- 2-1 .
Editing 22 3 a new genre and understand the fundamental theories of sound
production. Students also learn to use sound tools effectively.
FH2IE] ofjL|m|o|Me] 7| X7t = HFO| Q2|2 a5t B
3DOHLITHO[A 11 - 21 H=! <31I:H [mHo] 42| 7| =7t Eli= A a :I I_E; b.oou—g1
OH|ES ) 3 SUE AL, BX|FALE, QAL °|01A =& AR 2EUS 3D
TS ofiLislo Mo 2 Etats yitlg sHaiC
47 o . ) .
Students learn the principles of weight representation, a foundational
3D Animation 2 - 2-1 3 concept in character animation. The course covers 3D animation
Weight Expression 2-2 techniques for depicting movements such as lifting, throwing, sitting,
and standing, emphasizing the accurate portrayal of weight.
3patolEl I 2-1 3 GI7|gte| T E 2HE5101 LISt ZHYIES Mo 3DEME 21t
° 2-2 0|1 M5 QA B3dot= WHE el&ot= 2HF0|C
48
o This course focuses on utilizing Gl-based renderers to practice
3D Lightingll 22 3 various lighting techniques. Students learn to effectively and
convincingly light 3D scenes.
OHL|m|O|M FH=IE] XM=t 2Rt 3iI~rJ’S1?_| aze ?_|'1I SHEEL SA|
=S 2-2 Clxfelsta, EE'E'EEHOI S ME= —1‘—’5.*?:1 E‘%%'Q Sl FH=EE
UMZZ Feick= +=YHOIC
49 This course enhances three-dimensional perception and anatomical
understanding for creating animation characters. Students
o1 simultaneously develop skills in human anatomy and 3D character
Character Sculpting 22 3 modeling. Students design characters through drawing or low-

polygon modeling and bring them to life as tangible 3D models
using materials like modeling clay. The course emphasizes hands-on
techniques for creating physical character models.

N1
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50 ) . .
This course teaches students to analyze animation scenarios to
21 extract central themes, concepts, major characters, and settings.
Visual Development 7 3 Students gather and study reference materials to develop
detailed designs of key scenes, enhancing their ideation and visual
development skills.
21 OHL ||| ZHE2| HIALCIXIQIS I3 CIASH AZUAO| (2 QAE E
HiAC|Xtl 2 3 EQUOo = diGaliE T, FOTI Aol MARt 2917 |E Cisto] Xt A
F, M2 247 0RBTI LRI ANtE S E&E = QL
51 ] ] ] ]
Students practice drawing architectural elements from various styles
. 2-1 to create background designs for animation. By adding context
Background Design 3 ke ) s . y s .
2-2 and atmosphere to given settings, students produce designs that
integrate natural, architectural, and object elements cohesively.
OofjL|mjo|d 2-1 3 OfL|m|0|Md 2! H5te| ofl 4=t Atdof| 0| FL HEMZS 0|2 2HIX
SAfaiY 2-2 2 242t gsts 2OIC,
22 Thi | d anal infl ial hat h ked
N . is course explores and analyzes influential content that has marke
Animation Critique & 2-1 o .p. . y . L
. 3 significant artistic and industrial milestones in animation and film
Review 2-2 )
history.
S0l A FHIE{S| CHALRE 28-S nPEsto] 47 (5t OEet o~ QAT
- Sholo] XHo{i2 o|AtO 2 oiASET ZH 2 AFH|O|X]l &F A oI
ZDOHLINIOIEQ-?-'” 2-1 3 0}' |' I on122CUt |o—0i Leol'LﬂCUtEo—jl;lo E:;M |'
2-2 FW=lE] 7| Z=, B2|0|ACKR, STl M 2PdS olalistn Hoig U
Ch AEEY XIS OfsHSt H3SITL
53 ) . ) .
Students practice exaggerated acting and dialogue delivery to match
L various situations, focusing on enhancing character appeal. The
2D Animation 2-1 g . 8 PP y_
. 3 learn to connect scenes with multiple cuts, stage each cut effectively,
Practice3 2-2
and execute key poses, breakdowns, and cleanups. The course also
covers the movements of quadrupeds.
OfLITO4 7|2 B2 5101 XtAl2| TIRot HPHEl EI=XZ JHe/Rxt
SH=rf| QI0fA] Atsleiz] TRHEO| LIRS Ui 7|8lnt Z2ME Bz
HAEC|RO! 21 ¢ | EXI=sHs S0k ZerEo| Az Male| ZerlEo| i8S
MSIERHE | 2-2 Hidsind, ZukE2o| “M"2 HElSI0{0F SiCt. &, ZEMES| Anfg2
Chest ZEZ |7} O] A AXQl FHIX2MQ| JHX|E 2E1 QIO{oF 5t
Ch Bl E=THRle 2 T2NEE XIS 4~ QICt
54
This course guides students in planning and managing projects that
. utilize animation techniques to develop career-related content.
Capstone Design . . ) .
. . g 2-1 Projects reflect the content of industry-academic collaboration
industry-university 6 . . o .
e — 2-2 and must clearly define their practical applications. The output is
P expected to have commercial value, not just serve as a portfolio
piece. Projects can be conducted individually or in teams.

1/
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3 Using Adobe After Effects, this course trains students in creating
. - 2D digital animation. Students learn to process and edit drawings
Techniques of digital 2-1 s P . ) g ’
. 3 backgrounds, effects, and sound sources to create polished digital
animation 2-2 . ) . . o o
images and videos, developing technical skills in digital animation
production.
21 2 TU2 PR OtE £ Ql= 24 ARE 21T 7|52 01835104
O x| 2= 92 3 IS, AAF EGE Fofe| FHHiEL g 2 FX610 3D 7HHiEtE &=
&5tz 7|22 o] 2EYE Jont ghdshs WS Hi?= 1=0|C
56 ] ] ] ] ]
This course focuses on creating elements impossible to film using
2-1 computer graphics technology. Students learn camera trackin
Match Move 3 p. Siep 8Y. S ) ) ) s
2-2 techniques to extract 3D camera coordinates from live-action
footage and composite them with CG elements.
& D52 ofjL|H|oE FH=IHE ISt CIXIl, BE-S 3D J2E E2
- k2510 MIXBHE = AlAAHO|C
3DFHRIE = || 21 3 e8sfoi Fales agpolct
2-2 3DofL|H[o| Mof| S5H= FHRIE S| /K2 stEsta, QIX| siEEto|
CHgh XAl IO 2 HOF AMAEQI 3DINZIEIE HMIZfel H= Ho|ct
57
This course is a hands-on practice class in which students design and
model animation characters using 3D graphic tools. Students learn
3D Character 2-1 . g208 p ) o
Modelingll 22 3 about various types of characters appearing in 3D animations and
create realistic 3D characters based on their knowledge of human
anatomy.
1 ofiLinflo|40i| SsH= CIXIEHIER| RiotARiL Ha|7t2), SOt
CFX 2 3 3z2|ojjo[Me| &, CIX|H HE{2| o & FH2IEM|EF E4SHE IR
AlASH= AO—IOIE'-
=1=] = T4 .
58
This course focuses on the special effects required for digital
CFX 2-1 3 character production, such as realistic hair, fur for animals or
2-2 creatures, and costumes for digital actors. Students learn and
practice techniques to enhance character realism.
3D7HH[2t & 2-1 3 Ul iz0| 7|2 0|22 &451T 3D 72t 31 A1 &2 3510
Zlojof2 2-2 3DAMH HE S X NE SHEC 24 3DYIE 53 7|2= 20|t
59
Students study the fundamental theories of film directing and appl
3D Camera & 2-1 Y ) g . PPl
Lavout 22 3 these concepts by using 3D cameras and screen compositions. They
4 develop their skills by creating and directing 3D scenes.
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. 2-1 This course teaches students techniques for creating assets,
Unreal Engine 3 b . . ) .
2-2 materials, lighting, and rendering using a real-time engine.
OHL|H[O|EXIZIIM 2715 |= Z1}, §, 8, HXA| 2| AlIZ4=2HE =S
ol 2-1 3 7| I3t U2 HFEAIE2| 0| MupHolMe| 2|2l E/42 Olstst
2-2 01 2| =5t OfjL|H|O|40|L} O|HIE £ AW, Mizloh= HtHE l5|= &
olct.
61 ) ) ) )
Focusing on the creation of visual effects such as explosions, water,
fire, and dust required in animation production, this course teaches
2-1 . O .
3DFX | 2 3 students to understand the physical properties involved in computer
simulations. Students learn to generate and produce desired
animations and effects.
HayHZ 5195 D7of| A CIOkSt FHHEMRl 210l K17 58 E2 5F
ZDOHLIEHIOIﬁP-I' 21 /E\: -|i|:a oo|'0:| 31?0 |_0” 1 I'OODOT; I'D'” |'T-I ot E: -'H'-‘?__o Eoi
S > 3| 5101 UHRQI ZHIOLEQ} CLO|LYTIEH 2DOKL|TIO| M HIZHSL7 | 5t
=< ap=oct
62
N Using Blender, students learn about camera work and texture
2D Animation & 2-1 & L . . .
3 expression in a 3D space. This course emphasizes creating three-
Blender 1 2-2 . ) : o
dimensional concept art and dynamic 2D animation.
0| il 2|2 AR5 7 [oJ|A] CIokSH 7
SDofL{Bo}Mz} 21 Bleonder I grease ptle:ngltf 3D=RTS t&sH 3I(33|o_ ZHol| A Chft 7|
S .- 3| 2RI B3 S8 814610 OIS HIEOR iAiEo|eiA ClojLie)
=t St 2DOoL|mH|0o| M2 H[=Fetr | 2(8t =
63
This course combines Blender’s Grease Pencil and 3D modeling
2D Animation & 2-1 3 tools. Students explore various camera techniques and texture
Blender 2 2-2 representations in a 3D space to produce dynamic, three-dimensional
2D animations.
3D 7H2Ee| SXIAUS B | ISt A 7SS0t 2Ze MIYE &
EDEIEA 2 3 BX 2 TRl | figt Xeo] SES Sh5all 452 ¥E 20| 3L
ot AERE ®HH6H| I8t 7|5, FH=lEe| BHE ¢IESH | fIsiM EHast
U= 2|10l 2R3t 7|2 stEst MEoh= £YO|Ct
64
This course covers the complete workflow for efficient rigging to
L express 3D character movements. Students learn techniques for
3D Riggingll 22 3 P _ aues
quadrupedal animal movements and structures, as well as facial
rigging techniques to convey character expressions.

NM1A
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Students generate ideas for a short animation project, design
characters, and develop stories aligned with the project’s intent.
SDL-Development & ’ P g . ) proj .
making story1 2-2 3 They create storyboards, complete a pitch bible, and receive external
el feedback for evaluation and refinement, covering the entire planning
and development process.
SDL-AE2|HE} HOINOR ARR|HES TSI BESI0I ARRHETS TIXIE 4
- 2-2 3
HE | AL
66
SDL-Storyboard & 2 3 This course trains students to creatively design, edit, and produce
Directingl storyboards, culminating in the creation of a polished story reel.
2|E{ OHEIS ZAlO = 2ato| SHHO| CHH OfL Mo ®IxF
9HE—lE'|0H|-IU1|0|ﬁ ?H—|E-I o= Eol'z SBEEY = | J‘E‘ H |D'||O||jax_'”—|
22002 22 6 | Si= YOIt Ee g vl ARRIS J|2oR HRiEle] R2fat
2Etorzl SZ|Qnt lRlof| FHES F ZHI= M= ~0|Ct
67
This course focuses on producing a 2-3 minute black-and-white short
Character Animation 22 6 animation, emphasizing character acting. Based on a well-structured
Filmmaking2 story, this course emphasizes creating content with fluid character
movements and acting as its core.
S0t B2 CiiAjoll L& FH2IE] Aelo| 2EZ £ 1 ofiLino|d 2y
SeHAoiL{mHlo[ M 2-2 6 E RIS B! AEIUS H 35t OfL|H|0| M1t DPEHEl SEH| OfL|H|0] M
ol Chist 5+&0| O|F0{ZICH
68
This advanced animation course focuses on character acting
Classical Animation3 2-2 6 synchronized with music or dialogue. Students learn to express
various acting styles and study exaggerated animation forms.
OfL|H|O|M T2XEZ XIxi5= SIS CHAFO 2 M|} Zto|Zafolof) I}t
SDL-OFERHC|X}OI | 2-2 3 2t Zilisk= 2Pgof| A OtEL| 32t EIIH’JOH 2ASHX| A 7 |& 2 sh&st
0 7l M Esh= Ho|Ct.
69
Targeted at students creating animation projects, this course
. rovides knowledge and skills related to artwork and design. Students
SDL-Art&Design1 22 3 P s 5

learn to develop and apply these skills throughout the production
pipeline.

Nn1%7



OjL|mHjojMA 2
School of Animation

OffL|H|O|MEZ

LL-O

Animation Major

<

tH

fol

mREL
Course Title

sha-ap7|

Year-Semester

&

Credits

I/ =b/i[+]
Course Classification

70

A7|FEE2HE ||

Rrolo] 120t 1Rt RElX S JHU/HES| 93t st Z2EE0) 7|
8|nt mRRE Ta|Z X|TsHs $AO[C

ZRMEO| 7|8} FIME ClSH SIS TP 4 QRS K|Estn, =
2R|E0| 2122 sHol Meof wf2t Pa{loLt S4Hste 0|C|o] 2
of 510 ckat Znh2 | “MQl"S Bsfslo{of FiTt =, maE|Eo| Zut
22 chast BEER|QT} Ofcl BRIX2AQ| 74XIE ZH QUO{Of BiC
Z2HE Qi antE go| A |FEHOR ZRHES KIsiCt

Bl L JoloE ZRRES Tiaa 4 QT

Self-directed
Project2

2-2

This course guides students in planning and managing projects to
develop and produce content aligned with their career goals. The
project planning and execution are directed to ensure scalability
and practical application. While the final output is open to the
student’s choice, it must have clear utility in the rapidly changing
media landscape. The output should not merely serve as a portfolio
piece but hold value as a piece of content. Students carry out
projects independently without linked coursework. Projects can be
undertaken individually or in teams.

71

SDL-2DgHd, &, 51} |

2-2
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SDL-2D Composite,
Editing & Effect1

2-2

This course complements Self-Directed Project | and lll by focusing
on compositing, editing, and effects within the production process.
Students practice and receive critiques on the technical and aesthetic
principles required for efficient image creation and application of
visual aesthetics.

72

SDL-2DOHL|H[O|M |

A7 |FEZ2HE | Il 2| A U= MEF S 4 ofiL|m|o] 40|
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SDL-2D animationl

This course provides practical training and critiques on technical
aspects of animation production as part of the Self-Directed Project |
and lll sequence.

73
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SDL-Background
Setting & 2DLayout1

2-2

As part of the Self-Directed Project | and lll series, this course
focuses on refining backgrounds, characters, camera positions, and
movement paths as presented in the storyboard. Students practice
and receive critiques from a practical 2D animation perspective.

74
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Work Experience2
(winter)

2-2

This course is conducted through a partnership between the
university and field placement institutions, providing students with
practical education and hands-on experience in industrial settings.
Students gain real-world experience in industry-related roles that
match their skills and aptitudes, helping them develop adaptability,

professional skills, and work ethics.
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Critic about This course involves inquiry and exploration to develop the core
competencies required in the animation major. It provides essential
competence of 2-2 1 : ) ) .
L . knowledge and experience for students seeking to establish their
animation as major IV o . .
creative identity and vision as creators.
P |IFERENES} HASCIKONSIE2HEC] S ST TS 93
SDL-3D2 2 | 2-2 3 3D Aoy Chst MRl X| ot ZH[sHZ S TIlist= £
EEEs
76
This course provides practical guidance and problem-solving support
i for 3D modeling tasks during self-directed and capstone industry-
DL-3D Modelin, 2-2 . . . . : )
e 3 academic projects. It is designed for students at an intermediate
level.
SDL-3D2% & A1 D20 UAEC|TDl MSITRHE HE MY 5 3D
DL-3DE! 2-2 3 S5t 3D210(&, 3DEH IR0l Chgt AR Mol =2ut EXsiZ S TRl
2fo|eiEhy |
ste ¢
77 . . . .
This course offers practical assistance and problem-solving for
SDL-3D LookDev & 22 3 3D look development, lighting, and compositing tasks during the
Lighting, compositingl production process of self-directed and capstone industry-academic
projects.
I 2N E MZ2PgE 3DoHL|H|o|4d Zfdo]| Chigt ARl =20 F|
-3DOHL|H|O|M -
SDL-3DOHL o] | 2-2 3 s xistste 2olo|ct
78
During the pr jon pr hi rse provi ractical hel
SDL-3D Animation ) 3 uring the p oduc_tlo p ocess., tl |§ course p. ovndgs practical help
and problem-solving for 3D animation tasks in projects.
OHL |03 Z2ME xtd TISHE, 3D2|Z 3! 3Dfx Of| Chist 32 |ED &
o 717 _ ,
SDL-3D2|ZJTI3DFX | 2-2 3 HaiZe x %*a% a0i0[ct
79
SDL-3D Rigging and 22 3 This course provides critique and problem-solving support for 3D

3DFX1

rigging and 3D FX tasks during animation projects.
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80 This course is designed for students participating in industry-
academic projects related to illustration.
. It focuses on knowledge and skills for publication design, such as
SDL- lllustration | 22 3 8 P 8n. :
layout and artwork tailored to the purpose and composition of
publications. Students receive instruction and critiques to enhance
their publication illustration expertise.
AEZ|HEE Ofsl{stl 7HH|2[ 32t 2{|0|0FR, CHANE &S 47 LR
2-2 O1ZE| XHHS O|20| ZIXT} ASjof| OH= 097|Q} OIE 2 OfjL|H0| M
2DOHL|H[O[ M ARV 3 = | & J—fm .:H)" |2 1 DS L ool
31 OIS 4 QICH ALS S, K12 S0| ZEIE 2HIEI 212 AL2C0f 2
2IAT0H RS 55T EHE 4 QUCh
81 Students learn to create animations by understanding storyboards
and applying camera work, layout, and dialogue to craft scenes of
2D Animation 2-2 3 approximately four cuts. They focus on matching character emotions
Practice4 3-1 and situations with acting and directing. The course includes
quadruped movements, natural elements, and lip-sync techniques for
complete scenes synchronized with sound.
OHL O[O 7 |&2 E8ot0f RHile| XIZ= ot QitEl ZRIXE THl/H|=}
}_E-” IO|A] Ateksiad TR M EQ| LIRS HIQISH J|&lat T2HE 2tz
23X L Aoio|C MEO |7} RISHS CIokst BHEMMS TR
UAECIRR 2-2 6 !;oﬂh)_qg l=||-|:|1I l;jeq 7:!—|7|::|-A =1 %l_ 2 l-rféo_ %Eo| L|-|_EZ<|-D dt
ArstmERIE || 31 T TS X SEMES D e e Sl i ey
Goln, Zutze| “Mel"2 etslofoF St} F ZEMES| AutE2 T
=5t REZ2|Q7t Ol AUl FHIXE M| 7X|E ZE11 Qlojof 5t
82 |. ElCC 7Ho|o§ ugx-ll % |3c|>-|%E oi|:|.'
This course guides students in planning and managing animation
. projects that utilize animation techniques to develop career-related
Capstone Design . . .
. . 2-2 content. Students are encouraged to explore scalability in their projects,
industry-university 6 T . .
Foiect2 3-1 reflecting industry-academic collaboration content. The final output
proj must have clear application and commercial value, serving as more than
a portfolio piece. Projects can be conducted individually or in teams.
OfL{Bo|MRIZtIN QTE|= Eat 2, 8 HX| SO| AIZHEIE RE5}
3DEXI 2-2 3 7| I3t >Uo 2 HFE|AIZ2| 0| MaHolMe| 21Xl £/d2 Olshst
3-1 01 2|E= 5t OjL|H|O|MO|Lt O|HIE S M, MIZtSH= B S 2l5|= Y
o|C}.
83 This course focuses on creating visual effects, such as explosions,
water, fire, and dust, required in animation production. Students
2-2 . o .
3DFXII 31 3 learn to understand the physical properties involved in computer
simulations and how to generate and produce desired animations and
effects.
. MIAHZF| 1M QA OS2 HIEFO 2 OfL|H|0|Mof| X5kt M|AHIZE MXE
NAZ A ER| 2-2 3 d1 A2t I_? [SHE HIEHS.E ofL|m|o[Mof| M&tst MAIE E7dst
3-1 1, 0|E 2gali 2Fd QU= 0|07 |2 FHUSICE
22 Students learn to set up worlds suitable for animation by
Worldview&Story 31 3 understanding the elements of world-building. They then use these

settings to develop well-rounded and engaging stories.
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85 . .
In this workshop, students analyze contemporary character design
. styles applicable to animation production and learn methods for
Character Design 2-2 Y . Pp . P . .
3 adapting them to production environments. They develop creative
Workshop 3-1 - . . A
and original character appearances tailored to their projects and
refine them into detailed designs.
OHL|m|o|d Z2ME X|ZHZ 2[5t OF0|C|0f 5t7|, Of0|C|0] 7HEstr |, 74
Ml Or=7| FH2IE{ C|X}oI5}| AEZ| D=7 |2 JHErsl0] 0|12 AER
LA 31 3 | ML CIXIQIS|, A2 015718 JHelo 08 AR2le
E2 Bhol MR 7|82t o) 715 2P S ASHO R Tisiny,
E|ZHORE I|F Ho|2 S HSHE 7| iEte] HIPHS sk
86 This course guides students through the entire planning and
development process for animation projects. Students generate
SDL-Development & 31 3 ideas, develop concepts, design characters, create stories, and
Making Story2 produce storyboards. The course culminates in completing a pitch
bible, covering all aspects of planning and development in a practical
manner.
SDL-AEE|HER} 31 3 oMo 2 AER|HEE 14510 HEIGI0| AEE|HERS K&t 4
A= ACE
87
SDL-Storyboard & 31 3 Students learn to creatively design and edit storyboards, ultimately
Directing2 producing a polished storyboard reel.
AEHQI ZURE M&Z 2o HIEZF D 710|EE MiZoto] FH=El A
O| AEE|E RESIL REHR AEIUS| OfL|H0| M 2 MiESH= =2
FH=IE{olL|m|o| M 31 6 HE fHo(Ct
EYUNEZZNE | ) TN ZO| HHYS HE|E|C| ZHEMES SHE S0 FHZIE] A
ZAl9| 2D, 3D. Stop motion ZEMEE A&lisH= EID} SHHO||H|E =&
88 0| El= solct
L This project- rse provides mentorship and guidan hel
Character Animation is project-based cou_se provides 'e to s ip and guidance to help
. ) students produce a polished graduation project. Students create
Graduation Film 3-1 6 . ) R
. character-driven stories and develop smooth, fluid animation styles
Projectl ) . )
to deliver high-quality results.
OfL|H[O|d Z2NE S FAISH= el S T 2 M|Z} Tfo| Z2QIo)| it
SDL-OFESQHC[XIQ1 1] 3-1 3 2t TIgSt= 2PollM OtES| ALt CIXIQI0]| 2T XA 7|22 FA2
2 32|EIZ MIZsh= s~Holct
89
Aimed at producing works of international feature-film quality, this
SDL-Art&Design2 3-1 3 course supports students and teams working on 2D, 3D, or stop-

motion projects focusing on character acting.
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Self-directed
Project3

This course is designed for students creating animation projects. It
provides critiques and guidance on artwork and design, focusing on the
knowledge and skills needed during the production pipeline. It guides
students in planning and managing projects that develop and produce
content relevant to their career aspirations. It focuses on deepening
students’ knowledge and skills in their major fields while ensuring that
their final project output is practical and relevant in today’s rapidly
changing media environment. Projects must hold value as content,
beyond serving merely as portfolio pieces. The course allows students
to independently carry out projects without associated coursework.
Projects can be conducted individually or in teams.

91

SDL-2D&Hd,
HEL g5

3-1

7 |FEZ2HE || Ve A Ho|Ct AFZAE SFolM 2, HE,

B30l siiEfots 2HEOIM HCH S8R ojn|x| AZel ofshy 22|
80l Lest7|$T, HEX QA0 gt A4 U 32|E|OR 0|20{X|

= To|ct

SDL-2D Composite,
Editing & Effect2

This course complements Self-Directed Project Il and IV, focusing
on compositing, editing, and effects in production. Students receive
practical training and critiques on the techniques and aesthetic
principles needed for efficient image creation and application.

92

SDL-2DOHL|H|O]M 1

AR E T2 ES} HASCIKIOM ST M E S| HEH TI3Y
3D TAIPHE L5t SHISHZ

mjo

213H

SDL-2D animation2

Designed to support the efficient execution of Self-Directed Projects
and Capstone Design: Industry-University Projects, this course
addresses problem-solving during the 3D modeling process.

93

SDL-HHZ 40t
2DE{[0]ot2 11

0| 4 AP IFEZRHE ||, V2| @] 4Ot AER|H E0f HA|
S ST SoflA BTt NI, T2t 9I%|, SHS PHISSHs DhY
£ AL Eol 2DOHLImIo} BHHOIA Alastn 22|E| sHe So|C
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SDL-Background
Setting & 2DLayout 2

This course is a linked program for Self-Directed Project Il and IV,
focusing on practical 2D animation. It provides practical training and
critiques from a professional 2D animation perspective. Students
refine backgrounds, characters, camera positions, and movement
paths based on storyboards.

94

Cifstat 55441857 |240] BEOR FOf5{0f Aeix| Sl Sl o]
29| Hg, AR 08 9l AA2 AAfSH RBS0[Ck 34 el Szt
K00

S 73 231 Ao Me] AR S S8 3 K2, ¢R
23 53, MUR2| By £22 5 4 Uk

Work Experience3-1
(semester)

3-1

A collaborative course between the university and field placement
institutions, this program provides students with hands-on experience
in industrial settings. Students apply theoretical knowledge and gain
practical skills suited to their abilities and interests, helping them
develop adaptability, job performance skills, and professional ethics.
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95 A collaborative course between the university and field placement
institutions, this program provides students with hands-on
Work Experience3 31 5 experience in industrial settings. Students apply theoretical
(summer) knowledge and gain practical skills suited to their abilities and
interests, helping them develop adaptability, job performance skills,
and professional ethics.
A7 | Z2NERF HAECIXRIMNSIZ ZNES| 52 TIMZ 2[5t
SDL-3DEHF II 3-1 3 3DEE R updo] Chgt MRl X| ot ZH[sHZE S Tidiets £
@g=F)
96
An advanced course designed to guide students through the 3D
SDL-3D Modeling2 3-1 3 modeling process and resolve issues during Capstone Design:
Industry-University Projects.
SDL-3DEH & 31 ;| ERAETEERYE SHn 2ol SHielg Tiake olof ARl
R =28 o] 2xHE Y 32IEg Tsts 12
97 . . . e .
SDL-3D LookDev & This course offers practical assgtan;e, critiques, anq problem—sol\{lng
. .. 3-1 3 support for look development, lighting, and compositing tasks during
Lighting, compositingl . .
the project production process.
A7 |Fe ZENELQL HAZCIXIQI AT 2 E RHE H[ZFag S 3DOH
-3DOHL|H|O|M - = !
SoaE 31 3| Linllold ol cist M2l £231 SRS TsHs 2
98
This course provides hands-on guidance and problem-solving support
SDL-3D Animation2 3-1 3 for 3D animation tasks in Self-Directed Projects and Capstone
Design: Industry-University Projects.
SDL-3D2|Z=} 31 3 Z2ME 0| =210l M 3D2[Z 3 3Dfx o]l Chist 22 |Elnt ZX[5H
3DFXII 22 TEsh= Y
99
SDL-3D Rigging and 31 3 This course provides critiques and problem-solving support for 3D
3DFX2 rigging and FX tasks within the project pipeline.
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31 Students learn to produce animations focused on acting, including
3D animationlll 35 3 methods for body movements, facial expressions, and lip-syncing to
dialogue, emphasizing emotional expression in characters.
31 AFEEQI FHZIE OL|M[O| A HIZHS 2[510 AlRtat S22 2XIAS HF
3DOHL|H[o[MIV 32 3 Mo = a5, M 78X, 24X C|0|E] St 7 [oHL{H[o|M S Atal
ol ofiL|mlo| 42 M5ty | fIot Cifst 7|t 2|1 S &SI
101
This course offers in-depth training on human and animal movements
— 3-1 for realistic character animation. Students learn techniques such as
3D Animation 4 3 . L
3-2 motion capture, data cleanup, and keyframe animation to produce
lifelike animations.
1 AAIEIQ] DRSS 2I3t K] B3 WDl 3D240|E T Wi
VFX9IZ& s 6 | sl eI 883101 O O|x o) SHe T & 3pTEHE of
0IXIS M5t YEg sl at=olct
102
This course teaches methods for material representation and 3D
3-1 lighting setups to achieve realistic 3D scene direction. Students
VFX Workshop 6 gnting P ", ) . . .
3-2 also learn compositing techniques to create high-quality 3D graphic
images that align with the intended artistic direction.
IHEB[QIES 31 3 2 U2 DX HQIR7 |HS IR 2 e4d7 =2 28 0|1 S-85101
— = 3-2 ARl HIZO|O|X|E M[AfSH= WS Bl = 2H=0|C
103 ] -
31 This course teaches students how to create realistic background
Matte painting 35 3 images by learning compositing techniques based on digital painting
methods.
31 FED2NE9| Z2HM 1Y F ZMOIE S} CIXIRIS| Algtg SXof
OIEQNCIXIRISIT L 35 3 US| TLE5H0 CHUSH IO = QA1GIT} OLER| T RS MR |=
SHS UHAAH HEYES 036 CIXIQI A= 4= £Ho|ct
104
During the production phase of creative projects, this course explores
Art & 3-1 3 the distinct roles of concept art and design, tailoring them to specific
Design Workshop 3-2 purposes. Students enhance their artistic skills and develop design

capabilities with a focus on marketability.
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Capstone Design
industry-university
project3

This course guides students in planning and managing projects that
develop and produce content related to their career paths using
animation techniques. By reflecting the content of industry-academic
collaboration projects, students acquire the knowledge and skills
needed to commercialize their creative projects. The final output
must hold value as commercial content, not just as a portfolio piece.
Projects can be carried out individually or in teams.

106

IIZE=EEY
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Key-pose Drawing

This course focuses on mastering professional methods for
expressing character movements in animation. Students apply
fundamental knowledge of human anatomy to create key poses for
acting based on character designs.

107
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Character Animation
Graduation Film
Project2

3-2

Following Character Animation Graduation Film Project |, this course
focuses on creating a short character-centered film. Students receive
guidance and mentoring to ensure successful project completion. The
goal of this course is to produce short films of international animation
industry quality. Students focus on creating captivating character
animation performances and producing high-standard projects.

108

W |FEEEHE

3-2

T2 EpAT} {0t Pleieh T HORS Mkt RHIXE T
oI5t
°

|
| SIt szt ZRRIEC| 7|2nt ZRRE RIS K=K £200]

Cf. ZRAMEC| £ S5 SHYSO| X3 TRt KAt ool 3t T2

ot F|¢ 52 2’5t olof| (E H| FH|= S Sl TIsitt 22

REo| 222 CrASH ZEE2|Q7} Ol RHXZ M| 7RIS 21 9

[T L, —
OfoFBiCt TRHE o WitS glo| XA |FEHOR TRHES TIY
SICL ElCE=Tl0l02 TRMES XISHEH 4 QICt

[= Ry

Self-directed
Project 4

3-2

This course helps students plan and manage projects aimed

at developing content related to their career aspirations and
employment goals. Students refine their knowledge and skills to
align with their majors, prepare for their chosen career paths, and
create final output with value as content, not merely as a portfolio
piece. Projects can be conducted individually or in teams. Students
independently execute projects without associated coursework.
Projects can be carried out individually or as part of a team.

109
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Field Placement 3-2

3-2

This collaborative course between the university and field placement
institutions offers students practical education and hands-on training
in industrial settings. Through tailored real-world experiences, students

enhance their adaptability, professional skills, and work ethics.
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110 . . o
This collaborative course between the university and field placement
Work Experience3 institutions offers students practical education and hands-on training
(winter) 3-2 2 in industrial settings. Through tailored real-world experiences,
students enhance their adaptability, professional skills, and work
ethics.
3sHA 2817 At3| ZIE S oHE OllH| EPMC| EYEIE HAE Soll T3
Z|oixtoAX| 2 A 3 1 OfZF MZ| T BIO|nf HES| HE HOLS ES| AMA| XIES Q|5 2451
HECEEES ? EEE0|0S Fuj5t, 5% 5 72 B U 5% #ES 285101 2
E 2 SHE M wat=E Jide
This course is designed for junior students in their second semester,
111 preparing for entry into the workforce. Through evaluations of
graduation projects, it assesses students’ mastery of their major
Careerpathplannin 32 1 competencies and addresses any deficiencies. The course aims to
pathp = help students create outstanding portfolios tailored for the industry,
while also providing guidance on career exploration and job search
strategies post-graduation. The ultimate goal is to enhance students’
employment prospects and increase job placement rates.
2 SHA0| X7 IR E RO R KRS S AoiT 43510l IR E 9ol
CKFHE|0{mlA | 22 3 St H[&ot= 2PdE Soll TIZHLS st AHS Lo ESh= =
2HE Bj=o|ct
3-1
112 1-2 These courses guide students through the design and execution of
1 self-directed career activities, fostering their abilities to challenge
CK Career Path 1 22 3 themselves and benefit from experiential learning for career
development. Students develop competencies to design, perform,
31 and refine their career paths through hands-on projects.
2 SH0| X | FEHOR FIZUSS MAsln 235101 TIZS ofef £
CKFHE|O{uHA 1 22 6 St H[&ot= 2PdE Soll TS st AHS SIS sh= =
2HE B1=20|Ct,
3-1
113 1-2 These courses guide students through the design and execution of
o1 self-directed career activities, fostering their abilities to challenge
CK Career Path 2 22 6 themselves and benefit from experiential learning for career
development. Students develop competencies to design, perform,
31 and refine their career paths through hands-on projects.
2 8140 X7 |FEHOR AHSS AAHT 2245101 IS 9I8H =X
CKFHE|O{mHA Il 22 9 St M&ot= 2PdE Soll TN S ISt AYS SIS sh==
2HE B1=20|Ct
3-1
114 1-2 These courses guide students through the design and execution of
o1 self-directed career activities, fostering their abilities to challenge
CK Career Path 3 22 9 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,

and refine their career paths through hands-on projects.
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Webtoon and Comics Content Major

32N Introduction to the Major

AEatst AEREHE] ABAEF0|M, 7|8, HY, 1S S DSt Through a spedialist curriculum and guidance from faculty actively

1 A M &S5 Qe nerl EStEl 72 |ZRE Sl jIE engaged in the comics industry—including webtoons, storytelling,

OFSLEEIXO| Cekst QS OfRE = Aotel MENS S Alsish illustration, planning, critique, and education—the Webtoon

LICE AEFY ZH=2, LiRo0]| Altelo] &lol 7M1t Jik|ate =& and Comics Content Major offers advanced, comprehensive

ot= G2l WRE S5 AIRER 2EEE 2 K|IeH|Ct professional education covering diverse areas of webtoon and
comics content. This program fosters free creative expression by

usEZ supporting students' individuality and values, regardless of their

AEOSIFHI™MZ2 s Ji71010] JhMTt 71X|1E 5510 ™ style, genre, or subject matter.

ZoHEl 7HEIZ2-RE Mol 7IEX|0 02 25t2H=LAS 0]

S0{Z olxQl FxX|et oistEHIX £HA MHNMEIIE bdst Educational Features

L|C} The Webtoon and Comics Content Major emphasizes respect for
the individuality and values of each student, providing a tailored

ZE S FIZ U LAMK and specialized curriculum. The program nurtures creative artists

T2 - YIEEDL Ol RTE AER|RTL LB AER 0|, Btel=2HE and industry professionals who will stand at the forefront of the

X7|&|X}, YIEPD, OtaiH |7} oHel X} future cultural content industry.

o - 59| 22|2kst M A H|0|HYE E[ZRH, H[O[H X|&f

Z|t 32X, CietRI2EtE e ZHM S Q40| ZHF0|A CHA Career Paths and Achievements Post-Graduation

Q| Ch At Career Opportunities:

- Webtoon Artists, Comic Artists, Story Writers, lllustrators, Comics
Content Planners, Webtoon Producers, Comics Critics, and Comics
Educators.

Major Achievements:

- Recognition in "Today's Our Comics” selection.

- Numerous accolades including the Grand Prize at prominent
competitions such as Naver Webtoon Champion Contest, Naver's

Greatest Contest on Earth, and Korea Creative Comics Competition.
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. This course is designed to help students understand the comic
Comics industry and ) ) e ) . .
Fafg 1-1 2 industry, its various job roles, and their responsibilities, providing
insights to aid career decision-making.
2 nat=2 oishRsle| 7|20| k= 2RIEER US| 7|2 S Shgotn A
aslERY | 11 3| BfofCisetERIERY £ Rato| 7|l 7| oI5| D, e
ol 152 Sl |51 1= 2-o|Ct
This course focuses on learning and practicing the fundamentals of
Drawing for 11 3 line drawing, a foundation of comic illustration. Students familiarize
Cartoon | themselves with basic techniques using various line-drawing tools
through repeated practice.
2 D22 asiXert 7|2 E oz Yojof s Bhsle] SAjat
} ) QA 0| CHaH Efst E2510{ OFstof| st 05| =S Li5|7| L5 @t
akatelolsH 11 3 5 0_|I Ho;H D-rj"°|'—l— 50f 2t5tof| CH b [sHe] anauol ITIEHH_
37|E, DISIIE, A|CHE/X|E M2 THelo| EF 58 d2AEE
M XtERAMEE S2 Sl &&sh= 2t50|ct
This course explores characteristics and components of comics that
. are essential for comic professionals. Students learn about comic
comic of . : ) . )
) 1-1 3 symbols, storytelling techniques, and the unique traits of comics
understanding . )
across different eras, regions, and genres through lectures, artwork
analysis, research, and presentations.
akslxa 11 3 = ;I'Lﬂff% 7|x= & 220 EH_?J %j'—?i qgﬂgfff_% =M, MES Salf
ZHo=C| 712 g e Tret R HE|E ehEShe 2hF0lCt
. Through extensive examples, artwork analysis, and practical
Composition in ) ) o .
Comics 11 3 exercises, this course teaches the fundamental principles of visual
arts and comic form.
S 11 | | EanSerishYEE HZsol pst gl IR 208 7|20
STTEE A2 sholp| Test 7| 5% Yuot FHSS B B0l
This course provides foundational knowledge and experiences for
How to be a creator 1 1-1 1 students who wish to build their basic skills in comic creation. It
shares essential information and insights to nurture creative abilities.
DO [HALS xS Al O Fa{5t7| oI5 7|HS ol
=2 0JoHH|QIE] | 11 3 ?mj_'l‘l-ﬁL Chet2 _nl_l'xeo_l'—T'—Al'Eﬁ—E-‘li?_:bIJl‘rlon_l'?luE 15|11
223t Alg /70| 7% t20[ct
This practice-based foundational course teaches students the
Drawing & Painting | 11 3 techniques required to observe subjects and represent them
realistically.
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7
Character Psychology 11 3 This course focuses on analyzing and setting the psychological
for Comics 1-2 motivations behind the actions of characters in comic content.
11 = wat=2 gE, ghel U AEH|0|ME MixtS I3 CIXE 2 A
SUARLR s 3 | BCIRE 7|RRE SHASIDR oHe SHISO| XIS B AL 4 Qi
S2ig 7|2 BH=o|ct,
8
11 This course is designed for students seeking to improve their skills in
Clip studio 19 3 creating webtoons, comics, and illustrations using the digital tool Clip
Studio. It covers fundamental techniques to enhance their workflows.
=y 1-1 3 = NE2 AE 20| Q1R XIEEAIRL FXHEHHS EISSt 0|5
X2 ZARREEIRH 1-2 7|ge 2 2N E ket A2 SHE ST
9
research and reporting 11 3 This course teaches methods for gathering references and
for comics 1-2 conducting field research to create manuscripts for original works.
141 2 00tE2 YE-OISIEHIX0| 288 4 Q1= 3D B E AAIRIHS
AARIAH7 = 1 3 7|=XQI AL H S B R 7S ARE D} HIE O|0|X|E BHE= 2H=F0|
_ o
10
11 This course introduces students to the basic functions of the 3D
Sketchup Basic 19 3 modeling tool SketchUp, teaching them to create simple objects and
background images for webtoons and comics.
_ o I 4o = zxkst |
AE2[Eziolo|sH 11 3 = witE2 AE2[HRIO| JHFS ofslisto] et AER S FEE 4 A
1-2 = 882 7|2=2H50[Ct
11
Understanding 1-1 3 This course helps students understand the concept of storytelling
storytelling 1-2 and develop the skills to create original comic stories.
AR THIES 11 3 = I'L_I‘-}%% At EHé_ [SHE HIZ 2 M| QI o1Z2| HHE XY
1-2 TIS10 FHZIEIE Mot AlsA|AE 2dsH= ntF0|C.
12
11 Based on an understanding of history, this course guides students
A character in history 19 3 in reconfiguring information about real historical figures to create
character settings and write synopses.

N79
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Figure Drawing

1-1

Grounded in the principles of form, this course teaches students
croquis and figure drawing using male and female models. It focuses
on perspective, atmospheric perspective, and three-dimensional
representation of the human body through light and shadow
techniques.

14

Rtsfe|ofzy

= =2 GHH5k= 7|2 2 £0ilM TEte| M2R A S AH| TiCt
YUS HSL Msh= NS SHE 510 Thate| 7|28 E4at g 2
2:0i| CHE O[SHE HIY2=, Al VR, ADE Z2iA S Z|4 7|&0] 2hat 4t

Zoll 0|x|= Foks A6t EESH= Mh=O|Ct

The Future of Comics

This course aims to explore and experience new paradigms in comic
creation and consumption within a rapidly changing technological
environment. Based on an understanding of the fundamental
characteristics and components of comics, students analyze and
discuss the impact of cutting-edge technologies, such as Al, VR, and
smart glasses, on the comic industry.

15

aEtE2A |1

1-2

2 DTS2 OIS It Ikt el BAL YT SIBHAEIIS
=

=
ot BEAel AgS St 255t st 2h=oICt

Drawing for Cartoon Il

This course investigates various techniques for depicting forms and
explores different drawing styles for comic illustration. Through
repeated practice, students gain familiarity and proficiency in these
techniques.

16

aksjofiL|molMmYE

1-2

25 2oz uSAte| 2R M=o 2 Fol0|s o2 M 2t}
OfL|mH|0|4d 1250 ZX{nt ofstof| LS OSHS HIZ 2 2, That-OHL|H|O]
M 2ote| 2ololeu S TRACENM 7|2l 242 7 (27| 2I3 25
O|C}. O|Z fI510q 2at-ofiL|m|o|4d2] 2|n|, 2ta}-ofL|H|o] 4 sof Hat
H, d2lefy 7| =2t 2tet-oiL|Ho|d neapge| S5, J&| 1 2at-ofiL|
H|o|4 311 X 0|25t 2 2ret-ofL|H|o|d ngst FHte| 7|2 0|2
&1 e BRSO =AM Tisk-ofL|Ho|d ol ofn|, =X, o
g, 7|5, HH| SOl Chgt etE 2t BT S dst=H SH2 =L OIE S
i Z2t TiHCY2| #i5t KoM 23i0lleu K = A 2i5}-ofjL|H|0]4d1
= ?let Aol WeHsehs st MEXQl 2tsh-oiLHolE g
Fllgh = Q= AFE 7IE= H SHE =0t U2t = W=l s
taf-ofiL|H|o|d Eote| 2otoflsTEelel Al Zeltllen STHES!
S=M ZelollznsAte| FHIYS eRist | I3t olE Mt M| ARISS
2715101 ZelollE SAZM FA[H el Zret-ofL|Ho[ M W Ko Tt
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Introduction to Cartoon
& Animation Education

1-2

This course is part of the curriculum for the second-level Cultural
Arts Educator certification, focusing on developing professional
competencies in teaching comics and animation as cultural arts
education. Students gain a foundational understanding of the
purposes and roles of comics and animation education within cultural
arts. The course covers the philosophy, psychology, and theoretical
underpinnings of comics and animation education, exploring
curriculum trends, educational theories, and the practical roles and
functions of such education.

Students develop their educational philosophy and competencies
to deliver specialized comics and animation education, considering
evolving cultural paradigms. The course also aims to establish
students' identity as both cultural arts professionals and educators,
offering theoretical insights and practical examples to cultivate the
skills needed for animation education and effective comic creation.
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Directing of Comics

1-2

This course teaches students the theories and practices of story
editing, page composition, and scene and panel (cut) direction.
Students complete webtoon and comic storyboards through a
combination of lectures and practical exercises.

18

I'-Ili!
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1-2

TelollE s a0l Tt AHAHQI O[sHE ELHE Eai0iEnSALe| 7|
=0 2YE 7|27| et #=0[Ct ZelolE KO HabH, YA, At
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S 7He R Felosn] 2ROl I Fa E4S oot +~ A=S
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Introduction to arts
education

1-2

This course provides a broad understanding of cultural arts
education to develop the foundational competencies of a Cultural
Arts Educator. It examines the philosophical, policy, societal, and
educational contexts of cultural arts education, emphasizing the
meaning and value of art in education. Students gain insight into the
concepts and characteristics of cultural arts education programs and
build their identity and responsibilities as Cultural Arts Educators.
The course also encourages the development of personal educational
philosophies and professional growth in cultural arts education,
focusing on understanding the educator’s social role and building job
competencies.

19

= W= olopr|e| EFE H L Rts) st AMS At Zt
o2 Aol = Thets FESH | 218l 712, AlsAlL, FH=E 2
ZE|, Alets 2Hgstks 2t=o|ct.

tl

Research on genre

1-2

This course involves appreciating stories in comics, films, and novels
that highlight narrative characteristics. Students develop and
complete plans, synopses, character settings, storyboards, and drafts
to create comics that align with the nature of these different media.

20
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How to be a creator 2

This course provides foundational information and experience for
students who wish to develop the basic skills required for comic
creation. It shares essential knowledge to cultivate creative abilities.
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Drawing & Painting I

This practice-based foundational course teaches students to observe
and interpret the form, structure, light and shadow, and color of
subjects, enabling them to express these elements effectively.

22
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Character Psychology
for Comics

This course focuses on learning various character expression
methods and applying them to characters created by the students.

23

2-1

tS 4= = FHRIERL HAE 718|510 oo ZfRt
SEE k= 2FO[Cf,

sitcom storytelling

This course aims to guide students in planning characters and
settings suitable for a sitcom and developing a story that aligns with
these elements.

24
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Comics Storytelling 1

This course focuses on creating characters, settings, and stories
specifically for sitcom production.
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Cartoon & Animation
Teaching Methods

This course is designed to strengthen the comprehensive teaching
capabilities of art educators specializing in comics and animation. It
covers preparation, planning, execution (teaching), and evaluation to
ensure effective learning outcomes. Students learn the conditions
and processes that facilitate teaching and learning, explore diverse
teaching-learning models and strategies, and develop creative
instructional plans. The course equips students with the practical
skills to implement their comics and animation lessons effectively

in cultural arts education contexts. The goal is to cultivate the
foundational teaching competencies required to deliver professional
cultural arts education in comics and animation.
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Development of Cartoon
&Animation Teaching-
learning Programs

2-1

This course focuses on understanding teaching and learning models
in comics and animation education and using effective strategies

to develop programs aligned with the paradigm of cultural arts
education. Students explore principles and methods for developing
educational programs, understand the characteristics of different
instructional areas and target audiences, and examine the
importance of teaching aids and materials. By reviewing successful
program development cases, students gain ideas for creating creative
and effective education programs. Through lesson plan drafting,
demonstrations, and revisions, students practice implementing their
programs, fostering foundational competencies for designing diverse
comics and animation education programs. The course emphasizes
enhancing professional teaching capabilities in comics and animation
education based on theoretical principles and practical application.
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Webtoon & comic
planning and marketing

2-1

This course teaches students about the distribution structure of the
webtoon and comics industry. It covers various factors, including
copyright, to help students establish effective marketing and
distribution strategies.

28

Ok} AFjof Cifsh FUFSQ! XAIDE 7|22 Higto 2 H5t ¢l
HlztsHs BH=o|ct,

Webtoon Creation 1

Based on comprehensive knowledge and skills in comic creation, this
course focuses on producing original webtoon manuscripts.

29

2-1

H| 2 FERZ M FHIE S SRl | flo] FEa 47
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How to be a creator 3

2-1

This course provides essential information and skills necessary for
creation and practical work, helping students establish their identity
as aspiring comic creators.
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30
. . This course teaches students to analyze the industrial environment
Comic Publishing and 2-1 - X . .
I 3 and learn methods of publishing comics. It emphasizes techniques for
Branding 2-2 . . .
personal branding as a comic artist.
22 Eelolle A XPG7 2ol £535t ngO0|2nt 22|15 1 gH
FHollM MMM EsHE D T Efebd S AF, ZHM, LTSHA|F = ol S&
O| ACt. S|l TSt Olahiet WS Lefnte| &% ’S.‘?_ HYSHE FHE T
ol 2310z S SR BIX| =S W 2N H o 2 SRl g5t &
Ssloia TS| 21 QMO WS TR IS pRHSh 4 QU= RS 7H%*§—¢—9AE el
= OI;HQP*': © > 3 MY 3 AL IHOICE ME0l oM w3 Chist AL BAe| 1Py S
by Soll wS tilefe| 271E nielstn F3l0ls 1S s3] MAHSH nso)
LI8 o S Mt £~ Ql= SH2 7|2Ct 0|25 MG AIE|nt MYo|
HIPYE <igaE °I—¢— EJ-A1>E ZEstal, olof| CHEHXIMIEIIME
ESSIHM XISAGHM XA g MME Bhdstn 7iMst= 230l
WEAEMO| BN E ST
31 This course is designed for second-level cultural arts educators
to apply the educational theories and principles they learned at
designated institutions to real-world educational settings. Students
verify, refine, and internalize their teaching methods through
) ractical experience. By understanding the field and engaging directl
Understanding and P ) P Y g . 5a8Ing Y
Practice of arts 21 with learners, students develop the ability to adapt to cultural
. 3 arts education environments and implement creative programs
education 2-2 . . ) o .
effectively. The course includes investigation and analysis of the
educational field to identify learners' needs and select appropriate
content and methods for cultural arts education. Students compile
their practicum experience into a comprehensive "Field Practicum
Report” and self-evaluation, fostering reflective and improvement-
oriented practices as cultural arts educators.
e = ) 2-1 3 2 k=2 QINshEel XA gl &1 il Ao CIFSt RS
Qlx[sH 55t 2-2 Soll QAMIE sHEE 2 sliiAMdsH= I2IE iﬁﬁft 2o|ct.
32 This course focuses on understanding the principles of anatomical
Human anatomy for 2-1 3 interpretation, using diverse male and female models from various
Cartoonists 2-2 age groups. Students deepen their anatomical knowledge and apply
it to figure drawing.
- H nnlEo odALal CloFsHO|C CH5F O|GH2 HIEFO 2 OFS} M|AH|=t
S AR 2-1 3 = LJ-}_—._ AL CRFSHD|C|O{o]| ChiSH O|sHE HIZFQ 2 Ths) M|A|2t
2-2 2 H%Ysk= 2t50(Ct.
33
. . Based on an understanding of history and various media, this course
Worldview Design for 2-1 . . . & . Y . L
Comics 2 3 guides students in creating cohesive and engaging world-building

concepts for comics.
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34
This course helps students overcome apprehension toward digital
2-1 coloring. It develops their ability to research and apply digital color
Cartoon and Color 3 & P . Y . pp vde )
2-2 phenomena, effects, mixing, properties, and blending techniques,
enabling them to create efficient and polished digital coloring.
ok HRIE{ AR 2-1 3 = witE2 ASlEHx0| 285 4 = A, GE, ASYA0I A=
= TEe 2-2 2IEE 746t HYsh= 22 SHE Sh= 2h50|Ct
35
. This course focuses on conceptualizing and creating characters with
Character Design for 2-1 o p s 5 .
. 3 roles, personalities, and behavioral patterns that can be applied to
Comics 2-2 .
comic content.
o 9E.0l5}3E| X0 EHest = ) 21oH
ARG e o1 %:_'LI'—ES é!;E— oietE ':3_|§01| fa*of +AE3D g.:g%l':% ¢°5’1IKI sl
AR s 3| AsiEl AFRHS BT KHEO| TR YA O[0|X|S BHSOf §T1oj &
o 23t 2ol
36
. . This course teaches advanced techniques in the 3D modeling tool
Manuscript production 2-1 i . )
using SketchU 2 3 SketchUp, enabling students to create detailed background images
g P for comics and webtoons and integrate them into their manuscripts.
_ 2O A5 51050 HIEF 5 = xpxksh A O]
AlStOMYElE 2-1 3 £ wat=2 ASto]| Cht O|sHE HIZ O 2 TISIo| AR E FAFe £ Q)
2-2 = &H2 7|2 2t=0|Ct.
37
. 2-1 This course develops students' ability to create comic stories based
Mythology & narrative 3 .
ythology 2-2 on an understanding of mythology.
P 21 ;| 2@uSe sty S| po| Moj 72 SAjot ool Yt SRS
- 2-2 2 2% S22 DRHE Saf 05| T=olct,
38
21 This course teaches students basic dynamic poses and high-action
Action Drawing 2 3 movements commonly used in comics and webtoons through model
drawing and instructional materials.
o1 2 utE2 EAIIZHS HIRo = ohelatdof Lo st 37N ol
FHAA IS 3 HHX], 217| S2| OIS ¢I+1510 HHIE0| 285t= 582 712+=
2-2 S
ap=2o|ct,
39
. This course helps students study spatial settings, character
CEERAEE AT 21 3 lacement andpactin based ony err)s ective rignci les. Students learn
direction of Comics 2-2 P ’ s persp principies.

to apply these elements to enhance scene direction in comics.
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21 By means of lectures and practical exercises, this course teaches the
Creating Graphic Novels 2 3 skills and knowledge required to produce manuscripts for published
comics, emphasizing their application to real-world projects.
i ED 21 , | 2RuSe X £2olgstol iy U iYL AE 252 st
CIXZEEEZ2|Q 22 ZEZD|QE HEfSH= 2HZo|ct,
41
.. " This course guides students to use digital tools in creating portfolios
Digital Portfolio for 2-1 . B s ) s p. .
3 tailored for employment, entrepreneurship, debut opportunities, or
Career Planners 2-2 L .
artistic projects.
21 & WtE2 52 2| I8t 3|E7 CIXIQIS SsliiA AZ0|LE 2l
Ha|a2fa| 29 3 01, S|EHOIE FH ST}, EESH MJHC|XIQIS ¢iqtoti Diste| K=t CHAL
2|10 BX|Q ZAEIE THE &= BHF0|CY,
42
This course covers Korean calligraphy and lettering design to express
Callierach 2-1 3 onomatopoeia, mimicry words, and objects. Students explore
grapny 2-2 advanced design techniques and apply them to create comic titles,
dialogues, covers, and posters.
1 = D=2 Clopst 20| ciet 7| 2N Yuot FHSS BRslol, 3
=RELE: 2_2 3| EXIEA ojof & Clost ZRIXo| SRE SS5tn SXE OlsHE 4
= YHE HiZots 2g SEE ste 2=o|rt
43
This course provides foundational knowledge and experience related
Contents of 2-1 3 to various types of content. It aims to equip students with an
Critical Review 2-2 understanding of the different types and characteristics of content,
essential for creators.
ET IHEPS 21 ;| ERRS2 U ENNToM 525 30 D2l gEg Saxoz
=oaEes 2-2 5t7| flsl ZEI(Z7H2)ol| Cis RS H O 2 HiE 4= Q1= BH=0|Ch
44
. This course focuses on learning and mastering storyboard (layout
Comic Storyboard 2-1 ) ) g' ) g ) b4 (layout)
3 techniques to effectively coordinate the integration of text and
Workshop 2-2 ) . . )
visuals in the comic creation process.
H D720 Cloks BHAZ ZA 15104 XF= 7|31} xEXF od2ES
SIS AR A s 3 | BENSECIE NS T SslolNE YIRS 4 2
effsh= A2 =1 E sh= 1t=0|Ct
45
Comic planning and 22 3 This course teaches students to investigate and collect references to
references enhance their project planning and creative capabilities.

VA



DHSI2IXAS

School of Manhwa Contents

IS SE

<

Webtoon and Comics Content Major

= Course Title Year-Semester Credits Course Classification
rACeTT - , | EZuSe 3 T uisiwol s AseigRiol 7 ol
= © Z. KT 0ks} 2E|S HiXsHs DH20lCt
46
This course explores storytelling techniques suited for medium and
Comics Storytelling 2 2-2 3 long-form comic creation. Students learn to develop storyboards for
extended comic narratives.
2 D022 @470 T £2 oJ5|T 012 $E5i0] YAZEIS ot
DMIAgA 2-2 3 =1 MSIEHIXE JY3ieto] CIXHESHE0]| XSt Cifst eS| Tt
SIEEIXGY MET|HE Ash= 2t=Zo|ct
47
This course introduces motion graphic production tools and teaches
. . students how to create video storyboards and adapt comic content
Motion comics 2-2 3 . . . .
into video formats. Students study techniques to produce comic-
based videos tailored for digital platforms.
£ W0t=2 0Fsto| of| =4, ofl=Ttete| E7of| s ERIXIe EXte| ¢
ofiaarstel| 2-2 3| WO E2amCieistolaelstS oln HRixtel UM BAstn &
E5i0 ZdS L1 7|1S5k= IH=0|C
48
This course explores the artistry and characteristics of art
. . comics. Students analyze and discuss various art comics from the
Reading Art Comics 2-2 3 ) y . L
perspectives of both creators and readers, sharing their insights and
reflections through discussions and written records.
e | . , | £ RIS ikl chst MYKQI XA YIS S BigtoR Hak
seer HYUES 7|2, MZSh= 2t=50|ck
49
. Based on comprehensive knowledge and skills in comic creation, this
Webtoon creation 2 2-2 3 P ) 8 .
course focuses on planning and producing long-form webtoons.
S s | | SRS ZUEH|E st EZR|Q, SUNET R, FY K2l &
e A X S =0 e 2 HE E2 MEshs 2t=0lCt
50
This course provides essential information for graduation preparation,
How to be a creator 4 2-2 1 including portfolio creation, graduation publications, career support,
and resources tailored to different career paths.
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CHelat S5 7| 20| S22 £H015109 AtHA| S0l sHdof|A| o]
SIEAIL S = 2 5 ol Mg, MR ux Y HES HAlSk= MEOIEF. 3{%‘ 7liele| =4t
sessTe Aol S= T 2 MMM AT BAHE Soll T XS, AR
23 52, HUR2| Bl 38 F 4 /Ch
51 This course, jointly conducted by the university and field placement
institutions, offers students practical education and hands-
Work Experience2 22 5 on experience in industrial settings. Students apply theoretical
(winter) knowledge in real-world scenarios, gaining adaptability, professional
skills, and work ethics through tailored experiences in industries
related to their majors.
2 k=2 5| FEXHE MAFY 0152 ISt ugaPgo s, 20y
EUEIHI 3-1 2 Xtol| CHet 1R EUG7H 7K =2f Aol S TIlSHT E2XS 25t 2
Y &7 EH|, EUREM &V EH|, SHFTIE FHIE XS0
52
This course is part of the curriculum for graduation qualification
Graduation 31 5 evaluation and certification. It provides guidance for students
examination | preparing for their first graduation review, participation in graduation
yearbooks, graduation exhibitions, and workplace readiness.
2 untE2 J3t ofiLHo|d, O OtER 52 E85I0] 88 MAL
EMEALO[XFFEE AN AI-AL| FHES O[sh5H AIZAR} THSHA|
AHALCIXERI 31 3 ZHElE HEIZ, FH2IE, ‘gAMLl X2l 9iE2|F0| Chis 9115101 A
MAL2| O[O|C|0IE MO 2 A|ZtStsh= O|0|X|HE, ZLEAERIES
H|&tSh= D=0|Ct.
53
Using films, animations, picture books, and art books, this course
teaches students to understand sequences as tools for narrative
Sequence Design 3-1 3 analysis and creation. Students study dynamic rhythms of motifs,
characters, and emotions to visualize long-form narrative ideas
through image boards and color scripts.
oA 2 DT2e 2oHA/SRIlSF H20| SHS T ERILS BHeh ¥sh &
E‘;H_A ':El-E‘IDI- gF 3-1 3 A, AIUS 24610 0|15 Sall HEE Olstist 2t FHES| £40) 3= 7|
SREEALER 51, AlisAlA, HH2E A, ZEIS ehshs B=0[C
>4 This course examines comics, films, novels, and games that highlight
Genre Story Creation 31 3 the characteristics of romance, drama, and science fiction genres.
(Romance/Drama/SF) Students analyze these genres and create plans, synopses, character
settings, and storyboards tailored to each genre.
FHEASlst 2 00tE2 3 Z2HiM, ARC R FHZ flot AT £HO|Ch CHISH
QISIFCHIX T2 ME | 3-1 6 Y 7I2S st ME o 4~ U AT SHEE 719 FY, T L RS
(CapstoneDesign) ZHHES U3l5k= A2 SHE Sh= 2H=0|Ct
55
Cartoon Contents This course is a practical training program for employment,
project for Career 31 6 freelancing, or studio startups. It focuses on building practical skills
Planners 1 for commercial planning and production to enhance competitiveness

in employment, entrepreneurship, and creative debuting.
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2 2022 HAEs £ 2HIX ZHQL HHE MES otSais ZE
MIxE CHStCIofSH Ml REHIXEL EMFIT ZIOSH AKX
A2 &55t0 2HE0|| S857Lt AetE HIEE S Zi4dst= A2 =X
2 Sh=1t=0|ct
56
This course helps creators develop works related to specific content
Seminar on Contents 31 3 themes by analyzing prior works, acquiring advanced knowledge, and
of Critical Review | applying it to their projects. It also guides students in writing in-depth
critical essays on the associated themes.
Chatat SPE Al |210| BEO2 2015101 AR SHEOIA SHolA o]
SRAIAS 31 , | EOIXR 42 08y MaS uAjsts mul=olct s Jolol St
sess K0l SHe T TR MUFOIMS] AR F3S Sl oY S, AR
28 52, xi0i92| B 232 5 4 ot
57 This course is jointly conducted by the university and field placement
institutions to provide students with practical education, hands-
. on training, and opportunities to apply theoretical knowledge in
Work Experience3-1 ) . & . PP - PPl . . 8
(semester) 3-1 2 industrial settings. By gaining real-world experience in industry-
related fields aligned with their abilities and interests, students
enhance their adaptability, job performance skills, and professional
ethics.
L} SRS T | 20| SS2= FH0{510] LR | S0l A S4dof|A| o]
SiRALAS 3 31 , | Eolxg N2 289 Mag MAjsHs @kl S JHelo| S2at
Se=S Kol SHe T 2R AIHOM2| AR HHS So 3 XIS, %S
23 52, 1R Bl 22 F 4 /L
58 This course is jointly conducted by the university and field placement
institutions to provide students with practical education, hands-
. on training, and opportunities to apply theoretical knowledge in
Work Experience3 ) . & . PP . PPl . . s
e 3-1 2 industrial settings. By gaining real-world experience in industry-
related fields aligned with their abilities and interests, students
enhance their adaptability, job performance skills, and professional
ethics.
Hdagsist 31 , | E2ESS ElExo gl Kz E4S ofsslo] Hol A4 pistasx
EEZEZ|32|E] 3-2 7|5 3 EEXE QS RV | 28t S-E 7127 9I$t 2H=0|Ct
9 . This course focuses on understanding the characteristics of team-
Portfolio critic for ) L . . )
emplovment and 3-1 3 based work and specific roles within the industry. It aims to equip
pstZ -0 3-2 students with the skills needed to become comic content planners,
P managers, or creators within corporate environments.
= D02 MM o2 AEO| HAEI Qs QIFDKsto| thEt 718, K
s EE 3-2 S WSt DisL HIE MES ZelSIo] o4 = 205 e Agol
2 U= 582 7|2= 1=50|ct
60 This course provides an in-depth understanding of the outsourced
comics market, including planning, production, collaboration,
Outsourced Cartoon 3-1 3 publishing, and distribution (both online and offline). Students analyze
Production Practice 3-2 market trends and combine this knowledge with practical production

exercises, enabling them to approach the outsourced comics market
effectively after completing the course.
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FAFASIst 31 3 2 k=2 S5t 22101 R 52 I8 Ttst MEo| 2 C|X|H £
CIXHE 3-2 (Adobe Photoshop, Adobe lllistrator) DS 7| 2= £¢0|Ct.
61
Digital Tools for 31 This course focuses on developing proficiency in digital tools such as
Employment and 35 3 Adobe Photoshop and Adobe lllustrator, essential for creating comics
start-up for publication and online distribution.
e 31 ;| ERHSSEECI2NTE 54 Rl | TR TR £
e 32 U ARIE AFBE 4 Qe 5 7|20
62
31 This course enhances students' skills in using coloring techniques,
Advanced drawing 35 3 digital tools, and diverse materials to improve the overall quality of
their work.
T 31 , | 2xuse ustolns el S5 ge SR sygsln g
= 3-2 Olslist O|F 7|Hte = 2t 3 A|ot= BHFO|CY,
63
31 This course explores the characteristics, genres, and platform-specific
Adaptation for comics 39 3 traits of comics and other media. Students learn to adapt content
across various formats based on such understanding.
DhspmEx 31 = I'Lﬂf%% IP_E.’?_J o XA E50t 3.:.*_7HI CIFSt Al2kMe| 2MS Salf
e . 3| DLHRS jelstn O[S HIEHOR ARRAF SHS I 4 Yl BHE0|
64
. Students gain knowledge of copyright and learn to analyze various
A E TS 31 3 types of cintracts Thriu h sugz agnal sis, they develo ys.kills in
Business Model 3-2 P o s yois, they P
contract negotiation.
STz 31 , | BRuSe YeiAswolEt oltiRiel £ WS Bslo] ST
==E 3-2 CHEE S MiEeh= 2H50(Ct.
65
. This course teaches students how to use Adobe lllustrator and
Book Designs and 3-1 ) i L . .
Editing 35 3 InDesign to create and edit publications, focusing on producing
professional comic anthologies and print materials.
2 ma= e si9l FISKIZ ALY Q1SS I3t ng RO Z, EHOIY
QI 3-2 2| ol Cet 23 ST AV XIS} AloIS ZIYBICEL EUS 913t 5Y
oIZ 27 AL, BRI 7 A, HRTIES M X| =it
66 ) T . .
As part of the graduation qualification process, this course guides
Graduation 39 5 students through the second graduation review and evaluation.
examination I It includes participation in graduation yearbooks, exhibitions, and

professional field preparation.
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67
. This course examines comics, films, novels, and games that
Genre Story Creation ) :
exemplify the mystery, horror, and action genres. Students analyze
(Mystery/ Horror/ 3-2 3 .
Action) these genres and create plans, synopses, character settings, and
storyboards that align with the unique traits of each genre.
FHEASlst £ =2 3, Z2|HM ARCQYUS YIS AT U2, A 7]
QISIEHIXT2NE || 3-2 6 22 CIUSH oM ZEMAO| M2} HESL et 4 U AR SHE 7(9/ Ol
(CapstoneDesign) Fl Y FY, el A= S Ystst= 2t=0|ct
68 This course provides practical training for students pursuing
Cartoon Contents employment, freelancing, or studio startups. It focuses on
project for Career 3-2 6 developing skills to commercialize projects across various media
Planners 2 processes, enhancing competitiveness for debuting, employment, or
entrepreneurship.
= 0122 HAlES SN EIX Zxof PHE| RIS DS Fat
= XF2A 3 Z=H|of| CHEH OIS M BEIXES H Mt ZIQsH Al
SElEH[ZAO|LHI 3-2 3 Ifo 1,:_ IXLH OL_ i o"nt:f_ 4:'2& klj
Al 5ot 2E0| 8o5tHLt AStEI HIHE S Z4dot= A2 X
2 5h= 1=0|Ct
69
. This course guides creators in analyzing existing works related to
Seminar on Contents . .
e . 3-2 3 specific content themes. Students acquire in-depth knowledge, apply
of Critical Review I . ) ) .
it to their creations, or produce advanced critical essays.
CHS1DH SIEHAIS7 | 2H0] BEOR FOT5104 MIR| FEOIM SHtoll2 0
SiRAIA3 . , | EOINg A2 289 M8 MAjsts 2=tk st JHele| s}
=== Aol G FT 212 MIHOIM] AR F3S So Y XS, YR
48 53, TR B 288 5 4 3/Ch
70 This course, jointly conducted by the university and field placement
institutions, provides students with practical education and hands-
Work Experience3-2 32 5 on training in industrial environments. Students apply theoretical
(semester) knowledge in real-world settings, gaining adaptability, professional
skills, and work ethics through tailored experience in industries
related to their majors.
CHelat S E7 | 20| SS 22 £H015109 AtHA| S1E0lA sHdofA| o]
SmAIA3 =7 39 , | E°INE 4918 9 HAS MASHE ASO|Ct S JHele| St
sessTe Hgol| SH= T3 2 AAAo M| MR B S Solf oE M3, AR
3 58 A RE| A =22 &+ UL
71 ) . . .
This collaborative course offers students opportunities to work with
. field placement institutions, enhancing their skills in adapting theo
Work Experience3 P ) ) ) s . P : s . Y
3-2 2 to practice. Students gain relevant industry experience aligned with

(winter)

their abilities and career goals, improving their adaptability, work
performance, and professional ethics.
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72 1 These courses guide students through the design and execution of
o1 self-directed career activities, fostering their abilities to challenge
CK Career Path 1 22 3 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
2 SHAYO| X7 |FEXOR KIRSES AZ5HT 45101 KRS Sl =X
CKHZ{ofTh2 1 22 6 | Bhn s PSS S5 TS QIEt U SRR B I
31 EME Dt=0|ct,
73 1 These courses guide students through the design and execution of
21 self-directed career activities, fostering their abilities to challenge
CK Career Path 2 2 6 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
;:i SHYO| AP |FEMO B TI2SE S MAlotL +3lsto] XIZE Qs =
CKAHzZ|ofmA I s 9 | ST S TS S TIRINLS et UL HUSEZ S I
o 2HE D20
74 19 These courses guide students through the design and execution of
21 self-directed career activities, fostering their abilities to challenge
CK Career Path 3 2 9 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,

and refine their career paths through hands-on projects.
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Introduction to the Major

The Web Novel Creation Major trains experts in popular culture
content for the storytelling industry. This includes web novel
writers, genre fiction authors, film and television scriptwriters, as
well as planners and producers of related projects. Students gain
hands-on experience in creating and analyzing genre fiction—
including romance, fantasy, science fiction, martial arts, horror,
mystery, and thrillers—along with practical knowledge in publishing,
critique, and planning.

Web novels, optimized for mobile environments, have evolved
beyond simple snack culture to become a foundational source of
visual storytelling content. This program aligns with such socio-
cultural changes by exploring fundamental shifts in the creation

and critique theories of the internet era.

Educational Features

With a faculty comprising industry veterans, the program trains
professional writers with contemporary sensibilities who can
drivechange in the paradigm of popular culture. It offers practical,

field-oriented education tailored to industry demands.

Career Paths and Achievements Post-Graduation
Web Novel and Genre Fiction Writers, Scenario Writers for Comics
(Webtoons), Animation, Films, and Games, Television Scriptwriters,

Cultural Critics, Content Planners, and Producers.
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This course explores the conventions, narratives, and characters

1 foundational to the genres of fantasy and martial arts web

novels. Through step-by-step creative practice, students gain an
Web Novel Writing understanding of the unique characteristics of web novels. The
Training(fantasy) 1 course includes training to develop a writing routine similar to that
of professional authors and analysis of works to study the tropes
of fantasy and martial arts web novels and methods for their
application.
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This course develops the ability to craft precise and dynamic
sentences while enhancing expressive depth through a diverse

1-1 3 range of vocabulary. Students learn techniques to enrich emotional
resonance and gain a discerning sense for identifying the appropriate
language required for specific media and contexts.

Sentence and
Vocabulary
Expressions 1
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The creation of compelling characters begins with closely observing
human behavior. This course involves analyzing and understanding
various types of characters from a psychological perspective, then
applying these insights to develop unique characters.

Character Psychology 11 3

YEE ESAPIHLEEES!| 7Hs 4 S B 012 X153 el
¥ELS| 1-1 2 81201 Y20l het M QL= OISHE S0t I 2712 THEs S
O $PH 9l A5t EZSIC)

—

Students read and analyze works that contributed to the emergence
of genres or demonstrated the potential of genre literature. The
course emphasizes close reading and discussion of short stories by
domestic authors to deepen understanding of genre characteristics.

Genre Reading 1 11 2

o] 2gte Fxtol EAI melstn
- Hiol ci |3+ chotofl= of Zio| glon, 1 8 7
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This course identifies the distinctive challenges of creative writing
and explores solutions for issues encountered during the creative
Critic 1 11 1 process. Students share their experiences with applying these
solutions, evaluate the outcomes, and develop strategies for each
stage of the creative process.
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Y4 ZellRof| Cifst St Ho| J2| 1 Hubsel YA M A XS
T 11 3 | OlBE 4 Ik S A FRto] T 12|, At LHGO Chs Of3}
= 5101 Al FEIX 20| YA B2 F2IE|, ZRS W Y2IS HS5H
= A2 ZHE S0
6 . ) . .
This course provides an overview of the concept, definition, and
) structure of the web novel industry. Students learn the principles
Understanding o ) .
1-1 3 of web novel creation, including format, content, and composition,
the Web Novel o . ) .
and gain skills in crafting genres, characters, and plots that align with
commercial content standards.
Ar1E Hi¥st Z2isk= tHCiel Z50i| Chish ofshsty, Cist 274
HAMIRMS 11 3 ofl 25t 22 7442 U1 J0|| [}E oA | RZESS 2AMSICL LIOE7}HO|
(EHA-ZHATIELX]) | Op7[of 2RAI7|= HEXQI AER[HR 7501 3% L RE Yot 1, O]
E 2 ZEREE MEA|7 = Lol Choh QLS (THH S4)
7 Focusing on the structural foundation of stories, this course teaches
students to arrange and assemble events into cohesive plots.
Web Novel Writing 11 3 Students explore various plot classifications, analyze examples,
Training(romance) 1 and study traditional storytelling techniques such as the three-act
structure. Emphasis is placed on applying these methods to short
stories.
1 O|Ejof 4 Clofst FHRiEfe] S Y EHES Tjofeln, AHIEIS Sa5t
Z2olo[3fotxg | s 3| OlCiof A ARIS EABICH SRS HRIE] 218 W 28 532 Saf )
Clof 2iAof X3tehafo|x F2lEiS Sxfsict
8
Students examine the characteristics and trends of diverse
Understanding and 11 3 characters in media and analyze case studies of character-based
Applying the plot 1 1-2 media mix strategies. Using these insights, students develop creative
characters suited for media mix applications.
SRl 11 ;| SAYAstS Hlmstn 2t st & SHQIZZ SAICE OIS B3 W
X2 ZALREEIRY 1-2 A Y HE FHIX0| MEot= 7152 S55ITt
9
11 This course compares Eastern and Western mythologies and analyzes
Research for Creation 1 3 the characters within each. Students learn techniques to apply these
insights to web novels and genre content.
1 D|Ciof 2 Cheft FH2Elel S X EA=E Tlefsn, F2IElS 223t
Dlcioi%7HlE] s 3| D[Cio] A MRS BAGICE ShaEIIZIE| 28 U S8 S 53 0|
Clof B0 B35t Atolx FH2|EIS ARSI
10
Students examine the characteristics and trends of various
. ) 11 characters in media and analyze case studies of character-based
A character in media 3 . . ) - . )
1-2 media mix strategies. Using these insights, they create innovative

characters suitable for media mix applications.
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AN T 11 ;| SAY st Hlmstn 2t st & SHQIZ2 SAICE OIS B3 W
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11
This course compares Eastern and Western mythologies and analyzes
Mythology and 1-1 p ) Y . s Y
3 the characters within each. Students learn techniques to apply these
characters 1-2 o
insights to web novels and genre content.
THopZh O3, QIS0 HIAIE S DISIIE0| Hest 7| Mol AE
OrStHIEDLZRE] | 1-2 3 X|AlE ofalistn AER|E FXSFst0{ 8~12H|0|X| 2&e| H|0|X| Ptat
ZE|E etdet 4= Qlth
12
This course provides foundational knowledge of comic directing,
Comics Directing and 1 3 including panel composition, scene and cut arrangement, character
storyboard 1 and background staging, and storytelling structure. Students
complete an 8-12-page comic storyboard by the end of the course.
ALY ASEEX|-FE) | 0llM 0|0{XK|= £, EEIX], 28 Had
i 1-2 3| g4 ms it wahUad Mol BMe Sof EAMES mofstn 4y
=T x| ZRIXO| o= S 21Tk OIS Sl &%t A 7| ElAfet oix) Attt
2 o1 SUSIC
3 A continuation of Web Novel Writing Training (Fantasy) 1, this course
builds on the grammar and character conventions of the fantasy
Web Novel Writing 19 3 and martial arts genres. Students learn to create genre-appropriate
Training(fantasy) 2 plots and writing styles, analyze industry trends, and deepen their
understanding of commercial content. The course culminates in
creating a web novel project proposal and initial serialized chapters.
7|2501 0f5|2) U B HIEIO R YOS HOHO 2 AIRSHE Wil
SRTOfEIEH I 12 3| osict oM BH S22 Sal #E X AO|20IME 88X of
HES I3t 4 YRS BB,
14 This course teaches students to creatively use language based on
Sentence and fundamental vocabulary and grammar skills. It focuses on developing
Vocabulary 1-2 3 expressive writing techniques that allow students to maintain quality
Expressions 2 and efficiency within the rapid publishing cycles of serialized web
novels.
7| B HEMX|LL 2, SF 5 HERZEOIM & £ = FYstE 7 Hi
FE2 312 FHo = EAdsIo] BIMSICE 7101 Cist 7|S 3 A 9
NARPERAE | 1-2 3 O|E 0, C|XIQIA 20l M Ofslstnd, HIRH0| Fl AAN HASS 2|M
R[S} EESHHEA MALS THE= H1F A1A|5104, O[0F7 | £ E2 37H2 T
SOILIT M QIA[E 2 Q= WS Lok
15 ) . )
Students analyze and explore stereotypical settings found in genre
fiction, such as fantasy, martial arts, and science fiction. The course
Universe creation 1 3 focuses on understanding the symbolism and semiotics of spaces,
practice 1 researching historical locations, and designing narrative-driven

settings. Students learn to create immersive spaces that integrate
seamlessly with story development.
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Scenario creation
practice 1

1-2

This course introduces students to screenplay writing for visual
media such as films, dramas, and animations. Students learn to adapt
novels into screenplays through hands-on practice, gaining skills in
writing for visual storytelling.

17
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Critic 2

This course examines the unique challenges of creative writing
and explores potential solutions to issues encountered during the
creative process. Students share experiences, apply solutions, and
evaluate outcomes at various stages of the creative workflow.

18
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Genre Reading 2

1-2

Students read and analyze works that contributed to the emergence
of genres or demonstrated the potential of genre literature. The
course emphasizes close reading and discussion of short stories

by international authors to deepen their understanding of genre
characteristics.
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Web Novel Writing
Training(romance) 2

A continuation of Web Novel Writing Training (Romance I), this
course focuses on mastering the grammar and character conventions
of the romance and romantic fantasy genres. Students learn to

craft genre-appropriate plots and writing styles, analyze industry
trends, and deepen their understanding of commercial content. The
course culminates in creating professional web novel proposals and
completing polished writing projects.

20
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Comics Directing and
storyboard 2

2-1

This course enables students to analyze panels, scenes, cuts,
character staging, and backgrounds using various examples. Students
complete storyboards that reflect the unique characteristics of
webtoons and page comics based on the same story.
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Web Novel Writing
Training(fantasy) 3

Building on Web Novel Writing Training (Fantasy lI), this course trains
students to plan and write fantasy and martial arts web novels at

a level suitable for contracts with web novel content providers
(CPs). Students write web novels on a schedule similar to that of
professional authors and develop an understanding of serialization
through regular platform updates.

22

2-1

Sentence practice 1

This course focuses on advanced sentence construction principles,
teaching students to write precise and effective sentences. Students
explore what constitutes a "good sentence” and develop editing and
proofreading skills through practice.
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Scenario creation
practice 2

2-1

This course guides students through the process of planning and
writing screenplays for films. By deepening their understanding of
the film industry and media, students learn structured approaches to
creating treatments and screenplays. The course also explores the
unique narrative features of screenwriting and broadens students’
understanding of visual language for creative purposes.

24
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Universe creation
practice 2

2-1

Students analyze and explore stereotypical settings found in

genre literature such as fantasy, martial arts, and science fiction,
focusing on settings as central elements. The course delves into the
symbolism and semiotics of settings, researching historical locations,
and understanding them from a design perspective. Students learn
to create narrative-driven spaces and connect them to overarching
themes and settings.
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Critic 3

2-1

This course explores solutions for the various internal and external
challenges writers may face. Students share their experiences in
applying these solutions, evaluate outcomes, and discuss problem-
solving strategies for both the creative process and the broader
demands of a professional writing career.
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26 A continuation of Web Novel Writing Training (Romance II), this
course trains students to plan and write romance and romance
Web Novel Writing o1 3 fantasy web novels at a professional level suitable for contracts with
Training(romance) 3 web novel CPs. Students write web novels on a professional schedule
and develop an understanding of serialization through regular
platform updates.
FHRIEIR 2N 21 3| WEEHE QYe BAGI0 ZIE S8 U ATt uig &St
27 . . ) )
This course focuses on analyzing character types specific to various
Character Type . . . -
. 2-1 3 genres. Students learn techniques for applying and creating original
Analysis . .
characters based on this analysis.
HEFZSO| HEXN LI MAL FHZIE{of 25t 0|22 HIZC 2 THAIE
YEESERAE | 2-1 3 YR ME S TIRYSICE THHA Y R M= S A RE M Solf &
EZeto| SNt %%%*E’Q% QIS
28 This course combines theory and practice to guide students through
. the conventions, narratives, and characters of genre fiction. Students
Genre Literature ) o . ) .
e 2-1 3 engage in step-by-step writing exercises, including crafting short
Writing Workshop | ) ) ) ”
stories, analyzing works, and studying the use and adaptation of
genre tropes.
204 F20j| 23 AE = OfSHES HIEFO2 Aol st Wi
2T | (RUAI|E) 21 3| olBic ERd KES BAfsi0] 2UA F20| YA 2, Z22 A7t
10I2 7|82 7|EXQl 2UHA SRS SBIC
29 This course provides an in-depth understanding of the romance
Genre Studies | genre, focusing on how to apply this knowledge to creative writing.
(Romance 2-1 3 Students analyze related works to study the form, characters, and
Fundamentals) plots of the romance genre and practice foundational techniques for
creating romance stories.
At71E Hi¥stn Z2isk= tCiol Z50i| Chish olshst, Ciyst 2R
2-1 ol 25t 28 7442 U1 J0|| [}E oA | RZS S AL LIOK7}O|
Ex9|ostM 1 > 5 OF7|of| EUA7 |= MSHQI AEE|-Z =0l 39 LARE YotE 1, O]
E 2 HE20|| S EREE MEA|F | = WHHol| s St} (HH &
)
30 This course focuses on understanding the backbone of storytelling:
plot structure. Students learn various classification methods for
Understanding and 2-1 5 constructing plots and analyze example works accordingly. The
Applying the plot 2 2-2 course also delves into the traditional three-act structure, a classic

storytelling technique, and explores how to adapt it to genre-specific
plots for long-form narratives.
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31 This course examines science fiction, a foundational genre of web
novels, providing students with an in-depth understanding and
Research on Genre 2 2-1 3 training on how to apply it to their creative writing. Students analyze
(SF) 2-2 related works to study the logic, world-building, settings, and spaces
typical of the SF genre, and practice practical writing skills based on
these principles.
Mol HIEO| E|li= HEESH 5 EMASO| Chisl, A U= OlsHE Ht
T 21 | o= Aol st Wi olsict P At S SAslo 2UA
e = 2-2 20| Al =8| FH2E], 28, TR S2 AF1611, O|E 7 [HIe = HAN
QI SMT|E EHGIC,.
32 )
This course explores the romance genre, a cornerstone of web
novels, with a focus on deeply understanding its elements and
Research on Genre 1 2-1 = . P y s
3 applying them to creative writing. Students analyze works to study
(Romance) 2-2 ) .
the logic, characters, plots, and devices of the romance genre and
develop practical writing skills accordingly.
HAMO| HIFO| E|i= FEFSE F THELX|2F 0] Chol, M = Olsh
_ Z HIEtO 2 RFXl0|| M Q3}H= HHEHS ol5ICt Ttad REZ S HM510] 2t &
K2l || (REIK|D3) 2-1 3 [ErO 2 ZFRH0|| M E5}H= oH= —|?__ . = ™ j‘o|'01 —|Eo
2-2 E‘—’-I A =2, MAEE =R, 22, X, ofo[& 52 ¢i+tst1, 0|
7Igto R AEEQl 21| SRSt
33 ) ) ) )
This course provides a detailed understanding of the fantasy and
Research on Genre 3 ) )
. martial arts genres in web novels. Students analyze works to study
(Fantasy & Martial Arts 2-1 o o ; )

Novels) 2 3 their logic, world-building, characters, plots, devices, and unique
items. Through In this way, they gain practical writing skills tailored to
these genres.

FAMO| HIEO| = HEFst T O|AEE|, AZE, S2{0)| CHal, A=
II'EGI__'LN 21 (}uf 0|3H% |:||»EI-O§ xl-?&!-o” 7_(_'||Q_3|-|— I:II-I:H (=] Olo|[:|- 4.|-E1 X %% _E_ik_-ll
(O|AEI AR 52) 22 3| Sloi DAl U Aziage| A 2] JhelE, BE S 01Rein B
=Him=ets 21=2| M|A[2tat =7 Soll Chsl Lotz F, O|E 7[fte = Mol M
7|E sttt
34 ) .
This course focuses on the mystery, thriller, and horror genres as
they form the foundation for many web novels. Students analyze
Research on Genre 4 .
(Mystery, Theriller & 2-1 3 works to understand the logic, characters, and plots of mystery

Hc;rror) 2-2 and thriller stories. Additionally, they explore the world-building and
settings unique to horror and practice creative writing based on
these insights.

YUAMERAS(TEX-Z) I0A] O|0X|= 2. A Fo ESIE
HAMRRMS 2 3 Of| M MAF B2t & ARYZ| 755 22| LLHEP(I —E.'jé FAM 7|2l Fe
(EEX]-2DIV = AESSICE 0| lol 3] 2712t fALSH 7| = AAMS TS 7
7|MQl ZSHE AIXHE Soll AXH 2t OlshStCt.
35 A continuation of Web Novel Writing Training (Fantasy IlI), this
course trains students to plan and write Fantasy web novels that
Web Novel Writing 22 3 meet the standards for approval and serialization on major web

Training(fantasy) 4

novel platforms. Students create content on a professional schedule
similar to that of active authors and learn to refine their sense of
serialization through regular platform updates.
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Character
development practice

Character development in genre fiction begins with understanding
genre conventions and human nature. This course analyzes character
types within works based on genre-specific rules and explores ways
to apply these insights to create innovative characters.

37
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Sentence practice 2

2-2

This course develops students' ability to write sentences tailored to
specific media and genres. It includes practical exercises in revision,
proofreading, editing, and stylistic refinement to create polished
works suitable for publication.
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Web-Novel Industry
and Business

2-2

This course provides an overview of the web novel industry and its
business ecosystem. Students analyze market trends, understand
the unique characteristics of web novels, and explore how to plan
and deliver these works as commercial products. The course includes
training in planning, business communication, and creating trend
reports and proposals, helping students align their creations with
market demands.
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Critic4

2-2

This course examines solutions to the diverse internal and external
challenges faced by writers. Students share their experiences in
addressing these challenges, assess outcomes, and develop strategies
for resolving issues encountered during both the creative process
and their careers as professional creators.

-

or 2 x &
U

od

>

i
N

id]
oo
P

£ OZ £t01510{ AAR| S%H0]|A] StAlof|A| O]
o= *'A|8r= WI=O|CE SHY THQle] s34 at
2 Eolff Y M3SH, AR

4> ot 2
0 ox 1o o
ﬁﬁ@ﬂ
>

o

i _Eé

o

e

e &

=)

z

10

[u)

-ID

oﬂ

Work Experience2
(winter)

2-2

This course is jointly conducted by the university and field placement
institutions, offering students practical education and hands-

on experience in industrial environments. Through work aligned

with their abilities and aptitudes, students gain adaptability, job
performance skills, and professional ethics in industries related to

their major.
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41 A continuation of Web Novel Writing Training (Romance IlI), this
course trains students to plan and write romance and romance
Web Novel Writing 22 3 fantasy web novels at a level suitable for approval and serialization on
Training(romance) 4 major web novel platforms. Students practice creating web novels on
a professional schedule similar to active authors, gaining serialization
experience through regular platform updates.
YEZSO| HEX TS MAL FHZIE{0]| 25t 0|22 HIRIQ 2 ThAH
HEFSHEEAS | 2-2 3 FEAS S TSI HHAE BFg M= T Y AE EAZ SOl &
EFsto| Z2|Met 1 S8YUHE ARSIt
42
This course builds on the theories of genre conventions, narratives,
Genre Literature 2 3 and character development, guiding students through step-by-step
Writing Workshop Il creative exercises. Students write long-form works, analyze existing
pieces, and explore the use and application of genre tropes.
HEESHF 2MA0| 25t ME Z12 O|sHE || MESh= HHE
HEAT | (2HAMS)H 2-2 3 SICE 2 2HE S 241510 2HA HE0| HA JK2lE, E8, HX| 52
QISlotD, O 7|t 2 2PHA JHXF M5 S S TIMSICE
43 This course focuses on the in-depth study of the romance genre
) and its creative application. Students analyze related works to stud
Genre Studies Il PP ) y Y
. 2-2 3 the form, characters, plots, and devices unique to romance. Based
(Deepening Romance) . . . .
on these insights, they engage in advanced training to refine their
romance writing skills.
HE, =20t YSHE HIZSHH|FY 7[Hte| oijd| £3E olshist, 0|
ZFAMOLAE 3-1 3 7|9ro 2 SO MOl 2 Binks SHESILE FE O ZSEH S48 ot
olotnl, 2t £/40f| S= 2 S ALY,
44 Students learn to understand the characteristics of visual-based
media, such as webtoons, dramas, and films, and explore creative
Adaptation for comics 3-1 3 approaches to adaptation. The course emphasizes identifying the
unique traits of various genres and platforms and experimenting with
adaptations tailored to each medium.
QIE{HIE|E AL 7|Z|0] CHEH 7| =XQI OSHE HIH =, A
QIE{IEIE 31 3 9| FHZIERt MIAI LS 714 2F O ZAH| H|of| ShA| et &~ Q=X]| ot
AER[HIZAME 20t HEIZE M2 HIY o Z TIlk|= QIEE|E AER[HZIO| 1R E
OlsHstn, YAMAl SNt X[0|- S HMES trpgE S8l ML
This course introduces the basics of interactive storytelling and
45 planning. Students learn how to adapt web novel characters and
world-building into game-compatible formats. The course covers
Interactive Storytelling 31 3 the structure of interactive storytelling based on multiple options,

practice

highlighting the differences between interactive formats and web
novel structures. Practical exercises include using tabletop role-
playing games (TTRPGs) to experience interactive storytelling

firsthand.
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Web Novel Project 1

3-1

This course simulates the professional workflow of a web novel
author. Students create and upload web novels to platforms at a
frequency of 2-3 times per week, mirroring the routine of active
writers. The course addresses real-world issues authors may face
post-debut, including material research, serialization preparation,
workload management, and efficient content production.
Additionally, students gain knowledge of contract review, marketing,
platform operations, and related administrative tasks. In this way,
they develop serialization skills and prepare for the practical realities
of a web novel writing career.
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Work Experience3
(summer)

This course is jointly conducted by the university and field
placement institutions, providing students with opportunities to
apply theoretical knowledge through practical education and hands-
on experience in industrial settings. Students gain real-world skills,
including adaptability, job performance abilities, and professional
ethics, tailored to their specific majors and career aptitudes.
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Work Experience3-
1(semester)

3-1

This course is jointly conducted by the university and field
placement institutions, providing students with opportunities to
apply theoretical knowledge through practical education and hands-
on experience in industrial settings. Students gain real-world skills,
including adaptability, job performance abilities, and professional
ethics, tailored to their specific majors and career aptitudes.
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Publishing & Start
Business

3-1

This course offers a comprehensive understanding of editing

and publishing processes for completed works. Students develop
marketing-oriented thinking based on analyses of public tastes and
trends. Through practical exercises, they learn various technical
editing methods, explore real-world applications, and seek innovative
approaches to editing in the digital era.

=~
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50

Students explore methods of criticism focused on web novels and

Genre Literature 3-1 3 genre literature. The course emphasizes identifying the quality and

Review 3-2 deeper meanings of works, connecting them to societal contexts,

and writing critical essays tailored to web novels and genre fiction.
QisHAE, Eut-AAM, OfL|H|O|M, A, IiH, 5, FE S CIUISHE
StEEIX 9l F2|0|0|E1E RS0 AH|KIE QX5 FEFHQI F2

Ssizelx0p 3-2 3| Alzolsict 2t BatEEIX0| ST AHIXIS D250 MHs DB
T2Fg JHstn CIXIE OIS 7123 li9) 25128= 3 32|00[E{S
MB3EOo 2 ZHSI LHfst= HMI; SESICY

51 This course covers strategic approaches to promoting cultural
content and creators in areas such as comics/webtoons, publishing/
web novels, animation, gaming, fashion, performing arts, and food.

Cultural Content ’ 8 5 ) P ) s o
. 3-2 3 Students learn to develop effective marketing strategies tailored to
Marketing . .
each type of cultural content and audience. The course also includes
training in digital marketing techniques to successfully promote and
sell content and creators.
QIE{IE|E AEE|RARIO| LR E O[5Hi5ta, Ofof| 2t 21 AER| X
QIE{HE|H 3 3 £ 7|2 3 T USICE FHRIEQf R HA F0{HM, 272t OFO[R9|
A BRI i T, MA[Eto| HEEfO| =l AR|O|X] Z7F TIXIQI ZHEE M|Al2tt 2 M7
O| HiF=l 2| CIXtelo]| ChsiAM OfsHisti Ol 7|lof| M&sH =Lt
52 This course introduces students to the structure of interactive
storytelling and guides them through the process of planning and
. ' developing story frameworks. Students learn about character and
Interactive storytelling p. g story . .
v 3-2 3 occupational balance, core actions, research on weapons and items,
stage design based on world-building, and level design reflecting the
narrative’s main settings. Practical exercises integrate these concepts
into their creative projects.
o mpjet e 7|2 YA Hlstn S| YR sl Mk
sloixtoi2 05 QI IHE F 2-33| TRl = pRHstHA, YAE R7HE C|RISH 0= 44
"l"II:IxOI:IETI?_I‘ OIHLF A Ol O=ES 4 = Ex
°J|AA'|.LI.EI‘“E " 3_2 6 I—-IlgE 01 =2 T Mo _'_X‘HEE DIE' 2 EOH:}- Ol_ OH AXH o:‘:l'"gl- (I)_:‘
(E""E_ D_l_' ) Xl Z=H|E H|= 510 IjUC| A2 Aot EEXO = AstsliLi=
PR AN x7t2A2| OiRY 212hg I3ICH Liokt Aok ZHE U o), 24
E YT, 7|Ef 2t A7l chis Lok=LL.

53 This course trains students to write and upload web novels on a
regular schedule (2-3 times per week), mirroring the professional
workflow of active authors. Students gain serialization experience and

. repare for challenges faced by web novel writers, including material
Web Novel Project 2 3-2 6 prep 8 Y 5

research, serialization planning, and daily workload management. The
course also covers contract review, marketing, platform operations,
and related administrative tasks, equipping students with the skills
needed for successful serialization.
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54 This course focuses on collaborative content creation, including
teamwork between text writers and illustrators, role division with
Co-Creation Training 3-2 3 producers, and the use of digital tools for joint projects. Students
work collaboratively to create intellectual property (IP) for content
and study practical methods for media mix development.
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3 In partnership with field placement institutions, this course provides
. extended opportunities for students to apply theory in industrial
Work Experience3 ) PP o pp y ry .
(winter) 3-2 2 environments. Students gain tailored practical experience aligned
with their abilities and career goals, strengthening their adaptability,
job performance, and professional ethics.
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In partnership with field placement institutions, this course provides
. extended opportunities for students to apply theory in industrial
Work Experience3- . PP o pp_) Y ry .
2(semester) 3-2 2 environments. Students gain tailored practical experience aligned
with their abilities and career goals, strengthening their adaptability,
job performance, and professional ethics.
12 SHAH X-MOZ X|2SIEL MAISIT AsHslo] X2 £ 9|3 x4
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1 These courses guide students through the design and execution of
o1 self-directed career activities, fostering their abilities to challenge
CK Career Path 1 22 3 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
1-2 _ = . . ;
ol SHA0| X |IFEROR TIREE S M5t 435101 ZIRE QJH X
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58 : ) )
19 These courses guide students through the design and execution of
21 self-directed career activities, fostering their abilities to challenge
CK Career Path 2 2 6 themselves and benefit from experiential learing for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
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59 1 These courses guide students through the design and execution of
>1 self-directed career activities, fostering their abilities to challenge
CK Career Path 3 22 9 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,

and refine their career paths through hands-on projects.
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AWARD Best Student Winner =4t

- 2023 BIGS PC2£ HIAE QR A (ol )
- 2023 Stove Indie Award Best Music&Sound Z=AF (9]

- 2023 BIC BIGEM 27| M / A7tZE H|IQJAZ OFAOF HA|

(FE|, o)
- 2023 BIC AH|A 0{@|= C|EH CIXE 4 (
- 2023 27 /2l Eeloto|of ZEIchs| Salat(ofmtz])

L O o

- 2023 BIC 27|22 24 (& obz)

l:|=i|
==

- 2023 BIC 27|22 Art/Design/Rising Star Finalist A& (24o]ed )

- 2023 HIEHAA JHUX} AZICHS| @44 (PEI=0])
- 2023 AB! A=5} (DEVILISH LEAGUE / EFRE|(TAVUTI)
/ NIRVANA)

<

Introduction to the Major
The Game Major provides specialist education covering all aspects
of the gaming industry, including game design, programming,
graphics, game testing, and business. During the course of study,
students acquire theoretical knowledge and practical skills,
undertaking collaborative and creative game production projects to
develop commercial-quality games. These projects are presented
at internal events, published on open markets, and entered into

various game competitions.

Educational Features

The game industry demands talented individuals who possess both
creativity and technical expertise. This program focuses on game
production projects that require teamwork across various roles.
Supported by a foundation of theoretical and practical education, it
cultivates professionals equipped with the creativity and technical

skills to excel in the dynamic gaming industry.

Career Paths and Achievements Post-Graduation

- Unity MWU KR AWARD Best Student Winner (Game: &2|&)

- BIGS PC Console Best Rookie (Game: 242|H)

- Stove Indie Award Best Music & Sound (Game: £42|2)

- BIC BIGEM 2nd Batch Selection / Singapore Gamescom Asia
Exhibition (FFE|, EHo[H)

- BIC Special Award Devolver Digital Pick (Game: 22|)

- Innovation Award at Capital/Gangwon Startup Idea Competition
(Project: O|utz|)

- BIC Rookie Division Award (Team: 2t71Z)

- BIC Rookie Division Art/Design/Rising Star Finalist (Game: 22|&)

- Metaverse Developer Competition Excellence Award
(Project: 22|=0))

- Commercial Steam Releases (DEVILISH LEAGUE, EFEE| (TAVUTI),
NIRVANA).
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Introduction to
Game Production

This course covers the fundamentals of game development, focusing
on the roles, processes, and procedures involved in the four major
disciplines: "Game Design," "Game Graphics," "Game Programming,”
and "Game Operations & QA." Students will gain a comprehensive
understanding of these aspects through theoretical learning and
practical exercises.

AALhHEIR

Al AE2|2RI0| MATO| CHat OISHE HIEFOZ Al AlL2|2 24
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2| 45HC

Game Narrative

11

A practical course aimed at completing game scenarios, based on an
understanding of narrative structures in game storytelling. Students
will create structured, original game narratives by integrating
gameplay elements into the story.

11
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Game Concept Design
Documentation

This course introduces students to the methods of designing initial
game concepts and the techniques required to compose concept
documentation. Students will also learn the skills necessary to draft
effective concept game design proposals.
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Game Design and
Content

Students will learn the fundamental concepts of game design and
content creation. Through various approaches to game content,
the course teaches structural and design methods while enabling
students to effectively present their ideas and create new content.

sicho] AR 7ISIRES 718 S 521 2 oftfeh XH10] T A

1O o1
ol Cigh TR EERIS XY BpASHE 7IS7IX] 27m QICk 2 4%
Q) 7 [Z{Rt KBS0 2 L3 Al oiFlo] Sgnt ASE =
T2y 5212 719l ZoEM, I 7[EIRS0| of2ft 2 70 B8 4
QUEE Bict,

Game Design and
Game Engine

11

Modern game designers need skills beyond writing design documents;
they are also expected to prototype their ideas. This course equips
aspiring game designers with essential game engine skills and
scripting abilities, ensuring they meet industry demands.
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Building Creative Ideas

This course trains students to derive ideas from everyday life and
transform them into creative game concepts. Through theoretical
lessons and practical exercises, students will learn the fundamentals
of composing and producing innovative game elements.

GYESHAC O2| 1 CIX|ZALHE FE510 Yl 2E AlZtofls2] 7|
=2 ERYO[Ct O|2f3t E2US AR RN FolH St gl M
Z2 M7t 245hs 2T 2 S d8ststr| gt ELHE DiEgt
ct.

Basic Drawing

Drawing forms the foundation of all visual arts in the digital and
information-driven age. By studying drawing, students will enhance
their creativity and establish a foundation for developing cutting-
edge ideas suited to modern demands.

QIH|E 2ol LRE PEFOIN SIS Ofsf3HS SN KIS 5%
SH= DSR2, Q1SS CIRE A FHIE| Al Q1M 04 7|27t
5l p=o]n S5] B2t0| FHA2 OJsstT, B Mt 224017 of

Ol 3xteHRl ZZES QA stEtstat SAl0l 712 + A= 2H=FO|CL.

Figure Sculpting-Head

This course builds anatomical knowledge required for understanding
the structure and movement of the human body. It is a foundational
course for creating game characters, focusing on spatial awareness
and hands-on production, enabling students to develop both 3D
sensibility and anatomical understanding.

2DA|UE|AAT =

11
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2D Game Resource
Basics

11

This course focuses on 2D graphic techniques used in game
development. Students will learn the production of dot graphics,
a method that employs pixel art to convey conceptual visuals, as
opposed to photorealistic or casual graphic styles.

3DEAY7|E
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10

Basic 3D Modeling

1-1

This introductory course covers the fundamentals of 3D graphics,
including polygon modeling, mapping, texturing, lighting, and
rendering. Through theoretical and practical lessons, students will
learn the initial steps in creating 3D characters and background
resources for games and next-generation content.
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Fundamentals of
Object Oriented
Programming

1-1

1. A foundational course for "Game Program Structure” and
specialized game programming.

2. Students will understand and explain the structure of C/C++
programs and how to write programs that incorporate multiple
control statements.

3. By learning functions and arrays, students will solve complex
problems and implement solutions in code.

4. This course provides the foundational skills required to write
programs for next-generation game content development.
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12

Game Script
Programming

1-1

This course covers the basic concepts and applications of
programming and computational thinking using scripting languages.
Students will learn the structure of the Python scripting language,
various control statements, and methods for writing programs
using functions and objects. Through script programming
techniques, students will understand the foundational concepts and
implementation methods for next-generation game and content
production
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Game Program
Architecture

Designed for students interested in game programming, this

course provides foundational knowledge of computer and program
structures essential for writing programs. Even students with minimal
prior knowledge of computers and operating systems can easily
follow the curriculum, which begins with basic concepts like number
and data representation, logic circuits, and computer architecture,
and progresses step-by-step into detailed program structures.
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Game Sound Creation
Basics

11

This course focuses on integrating game music and sound design
into the game planning stage. Students will learn the methods,
requirements, and terminology necessary for implementing game
music within an engine. By understanding the production processes
for sound effects, background music, and game music, students

will acquire the skills needed to create audio that enhances the
gaming experience. The course also includes study of acoustics and
signal processing, enabling students to create sound effects and
background music aligned with game design goals. Emphasis is placed
on theoretical and practical lessons to familiarize students with
sound-related terms and concepts.

15
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Introduction to
Game Business

1-1

The term "game” encompasses all platforms, including PC online,
mobile, VR, and AR. This course explores the general concepts of the
game business, such as its definition and classification, as well as the
foundational theories of specific areas such as game development,
distribution, advertising, and monetization. Students will also acquire
the fundamental knowledge necessary to analyze the current state
of the game business.

16
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Board Game Design

1-1

Students will learn the history and development of board games
while acquiring the knowledge required to design and operate them.
Practical sessions will teach students how to utilize board games as a
component of game operation services.
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Introduction to
Game Project

1-1

Collaboration is essential in game development projects. In

this course, students work in teams to conduct various game
development projects. The course emphasizes the importance of
teamwork, methods for effective collaboration, finding enjoyment in
game creation, and understanding game projects through hands-on
training.
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Global Project 1

This course is designed to enhance the global perspective and job
competencies of game development professionals required by the
industry. Students engage in international projects to strengthen
their skills in game production and next-generation platforms,
addressing the demands of global markets.
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Introduction to
Digital Painting

1-2

Drawing and painting form the foundation of digital graphic work,
providing the basis for rich and distinctive creative output. This
course introduces theoretical and practical elements of color and
its applications in game development, focusing on tasks such as
creating game graphic mapping resources. Students will learn the
fundamentals of digital drawing and painting tools, color and light
principles, brush techniques, and expressive methods.
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Game Video
Production Basics

1-1

This course focuses on planning and producing cinematic videos and
cutscenes for game design. Students will gain an understanding of
video production processes and practice using industry-standard
editing software like Adobe Premiere and After Effects to create
game videos.
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21 This foundational course explores the development of XR (Extended
Reality) content. Students will learn the principles of XR, study
Introduction to 1 3 applied cases, and gain hands-on experience by developing their own
XR Content projects. The course emphasizes skills applicable to next-generation
content beyond games, preparing students for broader applications
of XR technology.
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22 . . )
This course focuses on concretizing game systems following the
. initial concept planning phase. Students will gain an understanding of
Game System Design ptp ED . g g.
Documentation 1-2 3 game systems and learn the techniques required for system planning.
Additionally, the course teaches effective methods for drafting
comprehensive game system design documents.
7| VS J12lsh O|20f| ALl EHI=E AX[Slsk= 2ig Tt
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23 . _— ) ) )
Building on the initial concept planning, this course trains students to
. materialize ideas into concrete game content. Students will develop
Game Contents Design ) . .
. 1-2 3 an understanding of game content, learn techniques required for
Documentation . ) . .
content planning, and acquire skills to draft efficient game content
design documents.
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24
Students will analyze and understand the characteristics of different
Game Design And game genres, learning to establish planning directions tailored to
1-2 3
Genre Analysis each genre. This course also enhances capabilities applicable to next-

generation content areas beyond games.
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Game Design Tutorial

1-2

This course covers the entire process of game planning, focusing

on defining and clarifying planning intentions—the core of game
planning. Students will learn how to effectively express their ideas in
the form of planning documents. Through discussions and practical
exercises, they will deepen their understanding of fundamental game
planning principles and explore the key factors to consider during the
planning process.

26
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Introduction to Human
Body Drawing

Drawing forms the foundation of all visual arts in the digital and
information age. By studying drawing, students will develop creative
abilities and lay the groundwork for applying advanced concepts
demanded by modern standards. Continuous practice in human
figure drawing is essential, particularly for designing, modeling, and
animating game characters.

27
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Object & Lanscape
Drawing

This course focuses on observing natural elements such as forests,
trees, and stones, as well as man-made objects, to understand
their ecological characteristics and represent them in drawings. It
establishes a foundational skill set for visualizing both natural and
artificial environments in the context of digital and game design.

28
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Figure Sculpting - Body

1-2

This course provides a foundational understanding of anatomical
knowledge necessary for structural and motion analysis in figure
drawing. It is critical for creating 3D characters, as students will
enhance their spatial awareness by engaging in 3D production,
simultaneously developing their anatomical and three-dimensional
sensibilities.

AL



ASH=AZ

HLHS

<

School of Game Game Major
W5 i ey shA-817| s A=
= Course Title Year-Semester Credits Course Classification
AlU7H=IE 1 3 FHZIEIE CIXIQISE | 250 FH2IE] Ol MEE] FHRIECIXIQIC| Bit
ZIMOIEY | X Eut 7|, 74 A&l S| W82 sk 7|=uPgo|ct.
29 . This foundational course trains students in the process of character
Introduction to ) ) ) . .
design, starting from ideation to methodology, techniques, and
Game Character 1-2 3 . o . . .
concept planning, providing essential skills for creating compelling
Concept Art
characters.
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30
Background design is an essential component of key visual concept
. lanning and original artwork design. This course provides an
Introduction to P s ) s . s ) P
. understanding of architectural styles across different eras and
Game Environment 1-2 3 . . .
continents, as well as natural and urban environments. Students will
Concept Art . . . . . .
practice applying various painting techniques and object forms to
design background concepts.
HU7HzIE sl AU B SHE HIREC 2 2D ZE 2o = Matkst
2DAH|UE| 2 A M St 1-2 3 = IPYS Sofl ERES 28 I Bt HATIUS %_‘%?‘H: 7.' |
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This course teaches the techniques required to convert game
2D Game Resources 19 3 character and background artwork into 2D dot graphics. Students will
Advanced also expand their skills in dot graphic applications by creating game
interface elements such as icons.
2 =2 AlYziw], S, ofL|Ho|M S AHIQLt XEMIEHEEI= H 3
o| 3pI2HEe] F2 QAQI I E 3DES =2 285101 X|ZfsH
. HE=7|= AE&+Holck
olzjal _
AP AP 12 3| omizrIzoR Duals 3 IS JHeiE R R0 o S AR
2 HiEfSI0] Q8 2 1PYS S8 31240 /o] 3DAWRIED| Mt
IS EBHO 2 OfH5E KXISHE £20|Ct,
32 This practical course introduces the fundamentals of creating 3D
characters using industry-standard tools. Students will explore
the core elements of 3D graphics in games, animation, and
next-generation content, focusing on character modeling as a
3D Game Character . . o ”

Basics 1-2 3 foundational skill set. It integrates the 3D character creation process
by guiding students through modeling a basic human figure, followed
by creating and applying mapping and texturing for non-realistic
character models. Students develop a comprehensive understanding
of 3D character production and hands-on skills.
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Digital Sculpting

1-2

Students gain a detailed understanding of human anatomy and
three-dimensional form for creating 3D characters. Emphasis is
placed on developing foundational skills to create characters with
natural movement and structural integrity.
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3D Game Environment
Basics

1-2

This course focuses on the design and creation of 3D backgrounds.
Students study techniques for producing and representing
backgrounds.

Through case studies of existing works, students analyze and
organize background design examples to understand the entire
process from concept setting to application.

Skills acquired can be applied to next-generation content beyond
gaming.
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3D Game Animation
Basics

1. Students learn the foundational theory of animation using 3ds Max
software.

2. Key concepts such as animation keys, frames, and timing principles
are applied through game animation exercises.

36

1-2
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Light And Realtime
Rendering

1-2

This course covers principles of light and camera essential for game
engine rendering. Students learn the methods required to produce
high-quality resources for real-time rendering used in games, AR, VR,
and metaverse content.
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37 1. Students will understand fundamental concepts and characteristics
of object-oriented programming.
2. Students will learn techniques for abstracting problems into
. classes, implementing member variables and methods, and utilizin,
Advanced Object ) ) P s . s
O 1-2 3 inheritance and polymorphism.
3. This course is crucial for building foundational skills for future game
and content programming courses.
4. Students will acquire practical programming methods essential for
next-generation game content development.
AR T2 IHUYS HIROZ A == O2ho| 7|Htho| Ej= TR S+
glEomaaa) 1-2 3 OlMef ==z -_rljo"ﬂf & YAZ ofalista, Ol—?— Jj'—l"é'?_' MFC Z=23
2HO|LL, DirectX Z22{2| 7|t 7|52 Olalish=0| E4XQl ot
Jo|ct.
38
This course introduces students to Windows-based programming,
Windows 19 3 covering program structure and execution within the Windows
Programming environment. It provides foundational knowledge for advanced topics
such as MFC and DirectX programming.
2 nat=2 Al AITIe| A&} 7|52 Ofsifotir Al AITIo)| E5tE =
T T 279241 7|9 BB 2YOICk SHYS S M SSet RS
1% 1-2 3 7|9ro 2 7HCiSt T2 EEIQ S FO| AIJBHIEE AAE MIEISHT XA
- O AIJEEI= 7o Hest 7|2xel 2 3 ZHYEHS ooyt &~
olC}
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39
Students explore the structure and functionality of game engines and
Introduction to learn specialized programming techniques. By the end of the course,
Game Engine 1-2 3 students will be able to create simple game content prototypes and
Programming understand the fundamentals of programming for next-generation
game content development.
2 k=2 Ao MEE|=C0|EE S8R ME[E +UAEE S
P L , | ARt E2amMom a4 ol g eudsle mi=olct = ant
= FoM= Xz E HAIE Qs 25t 2|AE, AR JO|| LS R4 Xt
232| O[ol{2f O|E F1&d5H= S CHELY
40
This course focuses on efficiently processing game data through
design and implementation. Students study abstract data types
Game Data Structure 1-2 3 s P Y P

such as lists, stacks, and queues and learn how to implement them in
programming to handle game-related data.
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Introduction to
Game Network

1-2

Designed to provide foundational knowledge in the emerging field
of game networking, this course covers basic concepts of networks
and protocols, an overview of socket programming, and thread
programming. Students progress through a step-by-step learning
process.

42
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Basic Game Test

This course introduces students to the basic theory of game QA
(Quality Assurance). Through practical exercises, students learn how
to ensure that games align with their intended design and enhance
game quality through structured QA practices.
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Analysis of Game
Characteristics

This course covers theories on the emotional aspects of games,
such as interactivity, entertainment, personalization, and sensory
integration. Students will learn methods to test these aspects and
gain knowledge through practical exercises by applying and testing
them in specific games.

1-2
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Understanding Game
Operations

1-2

Students will understand the detailed tasks involved in game
operations, collect and analyze user gameplay data, and acquire
foundational knowledge to provide feedback for game updates and
operations.
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1-2

Composing of
Game Sound

1-2

This course focuses on understanding and practicing music
composition for games and content. Students will learn harmonic
techniques, melody composition, and how to use sound production
tools to create game music.
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Global Project 2

1-2

Designed to enhance global awareness and professional
competencies required in the gaming industry, this course involves
executing global projects focusing on game production technologies
and next-generation game platforms to meet international
development standards.
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Game Critic 2-1

This course allows students to reflect on whether they have
effectively developed the knowledge gained from various major-
related courses. It also provides a space for addressing challenges in
academic progress, concerns about career paths in their field, and
other uncertainties through discussions and guidance from their
academic advisors.
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Introduction to
Game Level Design

Game stage design, often referred to as level design, is a critical
component of game development. It involves integrating the game’

s narrative, rules, and settings with its structure and difficulty level.
Students will learn the essential elements of level design and practice
creating user maps suitable for real games. The course involves
analyzing numerical factors affecting game difficulty, organizing data,
creating virtual simulations, and adjusting game balance to design the
user experience effectively.
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Game Data Design

2-1

Students will explore the forms and types of game data used in
development, learn methods for collaborating with programmers, and
acquire techniques to design and implement game data that meets
planning requirements.
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Game Design and
Visual Scripting

2-1

Aimed at students proficient in prototype creation, this advanced
course focuses on utilizing enhanced game engine functionalities.
Topics include visual scripting, Al design, and level design, enabling
students to leverage advanced tools provided by game engines.
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Game Character
Design

2-1

This course teaches the distinctions between game characters and
characters in other media, focusing on designing characters suited to
a game’s unique attributes.
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Game Storytelling

2-1

Students will understand the narrative structure of game stories,
including time, space, plot, and perspective. The course contrasts
storytelling methods in games with other media and trains students
to develop game-specific narratives.
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Paper Prototyping

2-1

This course covers the mechanics and design principles of board
games. Students will learn to use board game prototyping techniques
to quickly test and validate game concepts, enabling efficient and
engaging game design.
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4 To design and model game characters in 3D, students must
understand human anatomy. This course emphasizes detailed
Advanced 21 3 anatomical drawing, including the skeleton, muscle expression, and
Human Body Drawing precise rendering of features such as the face, hands, and feet. It
builds on basic human figure drawing, extending various drawing
techniques.
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Students will apply design concepts and methods for character
Advanced creation, deepening their skills in conceptual design. The course also
includes creation of new creatures by combining and deconstructing
Game Character 2-1 3 . g ) .
elements from humans, animals, and insects, fostering creativity,
Concept Art o . ) . .
visualization, and application skills through observation and unique
thinking.
HIAZARICIXIQIS 25t CiFst RI=O| Xtz AL ACHE CHEE A
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C.
Y o RMICHZRI= S SEHEl YU o 2 218 JH55ICt
56
Students analyze content materials for background concepts, study
Advanced architectural styles and natural environments by period and region,
. and practice designing settings with distinctive atmospheres and
Game Environment 2-1 3 S . . .
Concent Art world-building elements. Through creative observation and critical
P thinking, this course develops skills in creating background concept
designs applicable beyond games to next-generation content.
A Ja= 24921 2D FH=E A3t 3 HiE Ytz —'rl”of01 e Ly (]
1 Q= =oIAF H|XFS O[553t EEISH 2 Q)
Ho|Me| H3QI L E AZEIO|E EE= AL % 83 f01 5"*°| A8
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57
This course focuses on creating demo games and narrative videos
Directing 2D Game o 3 using 2D character and background artwork. Students will learn to
Resources incorporate dynamic elements using tools such as sprite sheets or
Spine animation for 2D games.
2DH|oHL|m[o] M 21 3 2D K= A 2EI=0q| M ofL o472 28517 | 25l ofL|mH|O]
7|1= Mol 7|2el2| 2 545104, ofL|H|0[ M2 HAISI MIEHE 4= Q/CH
58
Basic of 2D Game o 3 Students study the fundamentals of animation techniques, enabling
Animation them to design and produce animations for 2D game content.
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Fundamentals of
Game GUI

This course teaches basic GUI theories to enhance game usability.
Students design and implement user-friendly graphical interfaces in
virtual environments.
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Training of 3D Game
Character

2-1

This course covers the full process of game character creation, from
concept design to final production. Students explore artistic skills,
including anatomy and motion representation, alongside technical
methods, gaining hands-on experience in game graphics.
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3D Game Background
Design

2-1

Students learn the differences in creating 3D background graphics
based on game genres. The course includes various modeling
techniques, material studies, and resource optimization for in-game
applications.
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3D Game Animation

2-1

This course teaches advanced techniques for rigging and character
setup, focusing on enhancing the quality of motion expression based
on character traits and situational demands.

Students develop the ability to create motions that align with the
unique traits of characters.
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Applied Acting &
Motion Capture

The course provides an understanding of advanced character acting,
with an emphasis on fundamental movements through individual or
team-based silent acting exercises.

Students learn the motion capture production process, including
the use of motion capture equipment to extract and apply data
effectively.
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Creating Game Effects

2-1

This course explores the design and creation of diverse game effects
using game engines. Students learn the principles and techniques for
crafting impactful effects tailored to game environments.
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Introduction to Game
Graphic Engine

2-1

Students gain foundational knowledge of game engines widely used
in AR, VR, and metaverse content creation. The course covers basic
engine usage, structure, and the application of graphic resources to
produce digital content.
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Effective Object-
Oriented Programming

2-1

This course is an advanced study in object-oriented programming,
designed for students who already have a foundational understanding
of object-oriented programming languages. It teaches effective
utilization of object-oriented programming languages, focusing on
understanding, maintaining, porting, and expanding software using
efficient programming practices.
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Advanced Game
Programming

Students learn techniques for generating interactive content, such
as games, through real-time calculations that leverage algorithms,
physical interactions, and user-defined variables. The course equips
students with fundamental skills to create differentiated and
engaging game content.
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Intermediate Game
Engine Programming

This course provides an understanding of programming techniques
used in mid-level game projects by utilizing game engines. Students
learn project management methods and develop supplementary
tools to enhance project efficiency. The course emphasizes the
effective implementation of comprehensive designs and introduces
programming techniques essential for next-generation game content

development.
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. The course focuses on foundational theories of computer graphics
Introduction to - . ) .
. and their implementation through programming. Students organize
Game Graphic 2-1 3 ) : . .
Ot acquired knowledge systematically and develop various visual
outputs in both 2D and 3D spaces through programming applications.
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This course covers essential skills for designing and implementing
game logic. Students learn sorting and search algorithms,
. understanding their theoretical basis and implementing them
Game Algorithms 2-1 3 -g " . P s .
programmatically. Additionally, the course includes abstracting game
maps and implementing tree and graph algorithms for pathfinding
and other core gameplay mechanics.
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n This course is designed to teach students how to develop multiplayer
network games, building on the foundational knowledge of game
networks acquired in earlier courses. Students explore the gameplay
Game Network o 3 characteristics and implementation methods of network games
Programming across various genres. Through both theoretical instruction and
practical exercises, students learn the programming skills necessary
to develop multiplayer network games and address constraints
encountered in real-world services.
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72 This course provides an understanding of music arrangement
. techniques for games and other content. Students study harmon
Game Music Editing 2-1 3 4 & y Y.

instrumentation, and MIDI sequencing to compose and arrange game
music effectively.
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Game Coding Basics

2-1

Students learn the basic syntax of programming languages and
programming processes. By analyzing and writing program structures
through practical exercises, they enhance their understanding of

QA tools and learn to design white-box tests, gaining foundational
programming knowledge.
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Software Testing

2-1

The course covers the knowledge framework of software testing,
focusing on basic concepts, static testing, test types, test techniques,
test management, test tools, and processes. Students acquire
fundamental knowledge required for game QA.
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Advanced Game Test

Students study the basics of test cases, exploring effective methods
for testing games. They learn to understand and write test bases
based on game design documents and specifications. Through
practical exercises, they gain hands-on experience in creating and
applying test cases.
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Game Marketing

2-1

This course provides knowledge about marketing strategies and
concepts specific to the game industry, including VR games. Topics
covered include market environmental factors, user analysis, STP
strategy, and the 4P marketing mix strategy.
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Work Experience2
(Summer)

2-1

This course is a collaborative program between the university and
industry training institutions, providing students with opportunities
to apply theoretical knowledge in real-world settings. Through
practical training and internships tailored to their abilities and career
goals, students develop workplace adaptability, job performance
skills, and professional ethics.

N751
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Game Critic 2-2 2-2

This course allows students to reflect on whether they have
effectively developed the knowledge gained from various major-
related courses. It also provides a space for addressing challenges in
academic progress, concerns about career paths in their field, and
other uncertainties through discussions and guidance from their
academic advisors.
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Game Production
Projects 2-2
(Capstone Design)

This course trains students to work in teams to develop creative
game content. Teams experience the full process from initial concept
development to the completion of content that can be utilized in
games or next-generation content areas beyond gaming. The course
emphasizes enhancing team communication skills and improving
specialized competencies for each team member’s role.
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Advanced Game Level
Design

Stage design in games, also referred to as level design, involves
constructing key elements such as the game's worldbuilding,
settings, core rules, and difficulty. This course teaches the essential
components of level design, utilizing tools like user map editors to
create suitable maps for practical games. Students engage in hands-
on exercises to implement and explore various gameplay elements.
Students practice balancing game difficulty by analyzing numerical
data, organizing information, and creating virtual simulation data.
These exercises are designed to help students adjust game balance
and craft the optimal user experience.
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Game UI/UX Design

As gaming platforms diversify, the need for varied screen layouts and
control schemes has grown. This course introduces modern concepts
of Ul (User Interface) and UX (User Experience) design. Students
learn to design Uls tailored to diverse game environments and user
characteristics while integrating UX principles.

This course aims to develop skills applicable to next-generation
content areas beyond traditional gaming.
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Game Balance and
Simulation

2-2

Delivering an engaging user experience requires balanced difficulty
and well-designed gameplay. Students analyze data from commercial
games to understand balance and learn methods for expressing
balance in data form. The course also covers the use of spreadsheets
for balance simulations and scripting languages for automation.
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Game Quest and
World Design

Students train in designing compelling game worlds and creating
quests that convey narrative coherence. They learn to maximize
gameplay enjoyment by constructing immersive worlds and quests,
with a focus on the evolving features of XR (Extended Reality) game
content.
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Game Project
Management

2-2

This course teaches students to understand the components of
game development projects and acquire the procedures necessary
to efficiently manage a development team and successfully complete
a game development project.

Students learn a systematic approach to the development, operation,
maintenance, and discontinuation of games.
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Advanced
Gesture Drawing

The course enables students to create distinctive and dynamic
game characters by defining game character concepts and unique
movements. Advanced gesture drawing is particularly helpful for
capturing balance, dynamics, and silhouettes of fast-moving humans
and animals, allowing for accurate digital representation of their
three-dimensional structures.

Advanced sketching techniques, which emphasize spontaneity and
speed, help students express personal emotions and individuality in
their work. Rather than focusing on detailed depictions, the goal is
to capture the essential character of the subject through swift and
precise movements.
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Game lllustrations

Game illustrations play a critical role in establishing the overall
atmosphere of a game, instantly conveying its genre, era, and mood.
Students learn to create illustrations that reflect the game's settings,
characters, and background objects, enabling the application of these
concepts to resource production.
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Game Concept Art
Practice

2-2

Game Concept Art Practice focuses on building skills required for
creating game concept art and promotional images. Students deepen
their understanding of central concepts, themes, key characters,

and backgrounds, using collected references to set concept images,
develop designs, and create finished artwork. This process enhances
their ability to ideate and produce compelling game concept designs.
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Advanced 2D Game
Animation

To leverage animation techniques more effectively in 2D graphic
game content, students learn to apply the fundamental principles of
animation. They create and propose 2D animation storyboards and
produce 2D animated graphics for games.
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Advanced Game GUI

2-2

The course teaches students how to propose and design GUIs
(Graphical User Interfaces) tailored to the hardware characteristics
and planning intentions of next-generation platform content,
including games.
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Advanced 3D Game
Character

2-2

With the growing demand for digital characters such as monsters

in movies, animations, games, and advertisements, students learn

to design and produce realistic digital characters. These characters
are essential for visualizing stories that push the boundaries of
imagination, meeting the increasing needs of modern digital content.
This course focuses on planning and creating creative 3D CG
characters. Students analyze a given scenario and world-building
context to design 3D characters, then use these designs to create
detailed 3D CG characters with textures and materials, culminating in
scene production and direction.
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Advanced 3D Game
Environment Art

2-2

Game background graphics play a crucial role in establishing the
overall atmosphere of a game. This course teaches students the
concept of tile production and object modules, exploring various
techniques to create optimized resources. Students learn to
interpret the intent behind game planning and design graphic
resources that align with established graphic concepts, conducting
studies on graphic-level design and applying their findings. Through
understanding and practicing the background graphics production
process, students develop practical skills to create cohesive and
rhythmic backgrounds. These skills are also applicable to next-
generation content beyond games.
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Advanced 3D Game
Animation

Students learn to create animations for character actions and skills
based on various in-game scenarios in 3D games. This includes
practicing smooth, realistic movements and impact-driven, cohesive
animations, with the goal of building a high-quality portfolio.
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Utilizing Game Effects

2-2

The course develops students' ability to create and utilize diverse
graphic effects to enhance game immersion. Using game engines,
students explore technical approaches including material shaders and
particle systems, as well as aesthetic expression methods, to increase
graphic quality. These skills extend to next-generation content areas
that leverage game technologies.
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Utilising Game Graphics
Engine

2-2

Game engines, essential tools for game and digital content
production, are also widely used in AR, VR, and metaverse content
development. This course teaches students how to collaborate
and apply game engine functionalities effectively, with a focus on
managing and controlling detailed graphic elements within game
engines.
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AR/VR Programming

2-2

Based on game development technologies, the course explores AR/
VR fields that merge with other industries and technologies. Students
acquire essential skills to develop AR/VR systems, enabling their
application across various fields. The course also equips students with
foundational programming skills needed for next-generation game
content development.
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Advanced
Game Graphic
Programming

This course covers advanced theories in 3D game graphics, guiding
students in implementing these concepts through programming.
Students systematically organize the knowledge acquired in class and
apply it programmatically to create diverse and visually compelling
outcomes.
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Game Artificial
Intelligence

This course focuses on methods for naturally expressing the actions
and states of NPC characters in response to events occurring within
a game environment. Students will understand and implement

key algorithms in game artificial intelligence, such as pathfinding
algorithms, finite state machines (FSM), heuristic algorithms, and
machine learning.

98

L2a101A U= 2y

El
b
o

22101 Q) MHIAZ 9I5EAIAR TEO} CIIFHHIEYS

—

3 ZHCHS 2250 At B AJARY T2 T3 7S o

[ Sy iy
t71 215H 7H4%El Wat=olct.
2RI AIY ME| 20 A 2l 4= Qli= A HE, A2IE EF

O[3li5t1, O|Z SZ5}7| 215t =Lk X2 7.‘_*3“— HY M =

7|.uIAx-|o§7I-x010|:o|'I|* 7 |&
1 Z2EERIHUS S5 HERHCL

[0 @
b
ol

;

H

rio 1

4o MM HU Mjo
ro o jor
|0 ro II(L) > rio

r

N Huooln J2>E 1% HIric

r"I [J 1o

o o
> 0

Online Game
Programming

2-2

This course introduces the system structures and various network
models required for online game services. It provides step-by-

step learning on basic server and system programming techniques.
Students will learn to identify issues such as deadlocks and serial
bottlenecks in online game services and acquire distributed
processing strategies through essential knowledge and skills for game
server programmers. These concepts are reinforced through practical
exercises in developing basic server prototypes.
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Game Sound Critic

2-2

In this course, students will create complete content by designing
sound effects and background music for game and video projects,
guided by instructor feedback. Students will apply previously learned
sound effect and background music techniques to actual game and
video projects, addressing issues that arise during the process with
the help of instructor guidance and collaborative discussions.
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Practice of Bts Tools

Students will learn the components and usage of configuration
management tools and defect management tools. They will practice
file management and defect management through simulated projects
to understand how to effectively manage QA projects.
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Game Coding Practice

2-2

This course provides in-depth knowledge of object-oriented
programming by teaching abstraction techniques with classes,
methods for defining member variables and methods, and
implementation of inheritance and polymorphism. Students will gain
advanced understanding by analyzing complex programs written in
object-oriented languages and performing exercises to document
the results of program execution.
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Game Test Practice

Targeting various game genres, this course focuses on improving
game quality by understanding genre-specific characteristics.
Students will select representative games from specific genres and
engage in detailed testing exercises to learn genre-specific game
testing techniques. The course also covers methods for designing,
categorizing, aggregating, and analyzing survey questions to derive
testing results. Students will learn how to compile these findings into
comprehensive test reports.
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Work Experience2

(Winter)

This course is a collaborative program between the university

and industry training institutions, designed to provide students

with practical education and hands-on training in real industrial
environments. Through on-site experience in industries related to
their major and suited to their individual skills and aptitudes, students
enhance their adaptability, job performance skills, and professional
ethics.
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Game Critic 3-1

This course helps students assess whether the knowledge they
have acquired from various major-related classes is being properly
internalized. It also provides a platform for addressing challenges in
their studies, fears about their chosen career paths, and unanswered
questions through critiques and guidance from academic advisors.
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105 The Project Research course focuses on managing team-based
projects and is primarily conducted through individual and team
Problem Solving Skills presentations about the current status of game development
For The Successive 3-1 6 projects. Key elements of the class include Q&A sessions with faculty

Project Work following presentations, information exchange among development
teams, and discussions. To ensure effective learning, teams are
encouraged to share information collaboratively.
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Project Training Of This course plays a crucial role in helping students achieve the
Next Generation ultimate objectives of the Game Content School curriculum. Based
Game Creation For 3-1 6 on their chosen specialization and the knowledge gained during their
Employment studies, students form game development project teams with peers
(Capstone Design) to create playable games featuring creative elements.
Al MIEofiM= X 2= NPC2| 2X{Y2 ?f5l ISXIs 7152 ERst
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107 Design and implementation of artificial intelligence (Al) is essential for
controlling the movement of enemies or NPCs in game development.
This course introduces various types of game Al and their
Game Al & . . ) . .

Battle Design 3-1 3 mechanlsrn.s, focusing on methods widely useq in the industry, such
as FSM (Finite State Machines) and BT (Behavior Trees). Students
also analyze and understand battle scenarios from diverse game
genres to implement Al-driven combat mechanics.
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108 ) ) ) )
When starting a practical game business, creation of a revenue-
generating model is as crucial as developing entertaining games.
Game Business Model 3-1 3 This course teaches the types and characteristics of game revenue
models (business models) and trains students to incorporate revenue
considerations into the game planning process.
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Game Economy and
Mathematics

Students will learn basic economic concepts and components and
apply them to analyze and design in-game economic systems.

This course covers statistical and probabilistic mathematical
knowledge relevant to game planning and demonstrates how these
concepts are utilized in game development.
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2D Game Graphics
Directing

3-1

This course aims to enhance students' expertise by providing a
comprehensive understanding of concept art, Ul, and 2D expression
techniques within game graphics. Through hands-on practice in

2D graphic production, students develop skills to create graphics
applicable to game content.

The course deepens students’” knowledge and skills in specific
positions aligned with their career paths, strengthening their practical
abilities and enabling them to apply these skills in team projects.
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3D Game Graphics
Directing

3-1

For 3D game graphics, this course focuses on fostering artistic
sensitivity and understanding the production process. Students
learn the fundamental principles of modeling and mapping for game
characters and environments, applying these skills to create creative
and high-quality game graphics.
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3D Game Animation
Directing

Students acquire advanced techniques for improving the quality
of character actions and expressions based on characteristics and
situations, enhancing overall gameplay optimization.

The course develops skills for designing and animating character
movements and directing their features effectively.
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Game Effects Directing

The course teaches students to analyze and create game effects
comprehensively, equipping them with practical skills to enhance the
overall level of projects such as graduation projects.

N/
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Advanced
Game Graphic Engine

Game engines have become indispensable tools for game and digital
content production. In this course, students learn advanced graphic
techniques to produce high-quality graphical results using game
engines.
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Production of
Real-Time Video

3-1

Students will produce real-time rendered videos using 3D game
engines, mastering the process of creating high-end cinematic videos
for games. They will also learn to use game engines in conjunction
with video editing software to understand and execute advanced
cinematic production processes.
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Shader Programming

3-1

Shader programming is a high-level graphic programming technique
that implements advanced lighting methods that go beyond the
capabilities of fixed pipelines. Modern graphic techniques are
predominantly shader-based. In this course, students learn to
implement shaders using HLSL/Cg programming languages.

117

HIJCHO|Efe|o] A

3-1

HIO[E{H[O] A= 27| AIY 7HE 2HZ0l|A= BLO| A0|X| GIX|TH CHEE

o &H| & T2 M= AR FHE, Of0|H HE S | ClIO|EH|
O|AS AFESIAL QICt O] MF2 U5 A Z2I2HE Qe ==
CllojE{H|o]22| 7|2 7HES OlstiStL, BlO[E{HIO|AS Z2 AN AT

ot YEHS st 72 S50t A2 SRE BIbt

Game Database

3-1

Although databases are not extensively used in the early stages

of game development, most commercial applications utilize

game databases for user information, item data, and more. This
advanced course for game programmers focuses on understanding
fundamental database concepts and acquiring skills to integrate
databases with programs for data input and output.
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Gaming Operating
Systems

This course teaches the concepts and principles of operating systems
for efficient and stable game programming. Students learn and apply
the core functionalities of operating systems, including process
management, memory management, input/output systems, and file
management.
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Producing of
Game Sound

3-1

This course is conducted in parallel with the game production project
course. It involves the application of sound to game projects being
developed by each project team, contributing to the refinement

of their games. Students apply the knowledge and skills acquired

in previous courses, such as game sound basics, game background
music, sound effects, and game music foundations, to create high-
quality sound integration methods for game production.
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Agile Methodology

3-1

This course provides an understanding of Agile methodologies used
in software development projects. Students learn prominent Agile
techniques, including Scrum, Kanban, and Lean, and study how
testing can be effectively incorporated within the Agile development
process through Agile testing methods.
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Work Experience3-1
(Semester)

This is a field-practice course jointly offered by the university and

an industry placement institution. It provides students with the
opportunity to apply theoretical knowledge through practical training
and work experience in industry-related roles. This experience
enhances students’ adaptability to the workplace, job performance
skills, and professional ethics.
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Work Experience3
(Summer)

This field-practice course, jointly organized by the university and an
industry placement institution, enables students to apply theoretical
knowledge in real-world industrial settings. It focuses on providing
practical experience tailored to each student's abilities and aptitudes,
helping them develop adaptability, professional skills, and ethical
standards.
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123 This course allows students to address any challenges or
uncertainties related to their major or career path. Through
. discussions and critiques with their academic advisors, students
Game Critic 3-2 3-2 1 d ) ) 7
assess whether they are fully developing their major-related
knowledge and skills, addressing concerns and strengthening their
academic foundation.
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124 In this course, students build upon their experience from participating
Post Production of in team projects during the first semester of their junior year. They
Next Generation Game 39 6 refine and document their graduation project, including a final report
For Employment and thesis, and showcase their completed work at a graduation
(Capstone Design) exhibition. This process is designed to enhance their personal
development and employability.
HIUFEZ 712! 2R0IM SHESITE AX| TISHH XAS| Z2HNES
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125 This course focuses on learning game direction from a planning
perspective. Using their own projects, students practice scenario
Game Design For 39 3 direction, cinematic cutscenes, level design direction, tutorial
Directing direction, and battle direction. They also acquire technical skills in
various directing methods, including camera work, animation, and
sound.
HIUAI A |E] — | ZIIAagoIEol ofshE Higo Al NaiSe] ZEER|oE Aty
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126
Game System Design 39 3 Based on an understanding of game system design, students create
Portfolio a portfolio of game systems.
HUZHI=T |2l 32 3 A ZHIX 7|€le| O|sHE HIHCE H|Y 2HIXS| ZEEE|QE A5t
ZEEZIR Ct.
127
Game Content Design 39 3 Based on an understanding of game content design, students create
Portfolio a portfolio of game content.
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Practical Game Design
Study

Even with a strong foundation in theoretical game design principles,
troubleshooting is essential to address practical challenges that may
arise during game development. This course focuses on preparing
students to respond promptly to issues as they occur. By aligning
with the progress of game projects, the course revisits prior
knowledge and engages students in discussions to find solutions to
problems, sharing insights and expertise.
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Portfolio of 2D Game
Graphics

This course is designed for students aiming to become game graphic
artists, particularly those interested in roles involving 2D game
graphic resources, including Ul design. Students enhance their job-
specific skills and learn to create and present portfolios as a means of
self-promotion. The course helps students define their specific career
paths, understand industry requirements, and prepare portfolios
tailored to preferred styles in the gaming sector.
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Portfolio of 3D Game
Graphics

3-2

For aspiring 3D graphic artists in game development companies,
creating a strong portfolio is a top priority. This course guides
students in understanding the types and creation processes of
portfolios. Students categorize and refine their past works from
other courses, focusing on specific fields to develop industry-ready
portfolios.
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Production of Game
Movie & Editing

This course covers the planning, composition, and production of
videos used in game design. Students acquire video editing software
skills to create game-related videos and prepare them for use in
graduation projects.
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Game Programming
Portfolio

3-2

This course supports students who aspire to work as game
programmers in the gaming industry by helping them create
comprehensive portfolios. Students write personal statements,
resumes, and project reports based on their programming experience
and completed game projects. The goal is to develop portfolios
suitable for job applications or further studies.
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System Programming

3-2

The course provides theoretical learning about the fundamental
structure of computer systems.

It covers the relationship between computer hardware and operating
systems, as well as the structure and functions of operating systems.
Students learn and practice techniques for implementing operating
system services using system programming.
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Cloud Programming

3-2

This course focuses on understanding cloud environments and
designing web-based virtual services integrated with databases in
such environments. Students learn about the characteristics of cloud
environments, gain experience with essential service infrastructure,
design databases, and build services independently.
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Game Testing
Techniques

3-2

The course covers the practical application of game QA processes
and data analysis methods used in the industry. Through hands-on
exercises targeting specific games, students learn various testing
methods and workflows essential for real-world execution.
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Understanding Global
Game Business

3-2

This course provides fundamental knowledge about global game
business, including game development, distribution, advertising, and
monetization. Students analyze the current state of the global game
business and understand its dynamics and implications.
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137 This course is jointly conducted by the university and on-site training
institutions, offering students the opportunity to apply theoretical
Work Experience3-2 39 5 knowledge through practical education and training in the industry.
(Semester) Through real-world experience tailored to their skills and aptitudes,
students enhance their adaptability, job performance capabilities, and
professional ethics.
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This course is a collaborative effort between the university and on-
Work Experience3 site training institutions, enabling students to apply academic theories
(Wister) 3-2 2 to real-world industry practices. Students gain hands-on experience
in positions aligned with their abilities and career goals, improving
their workplace adaptability, task execution, and professional ethics.
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19 These courses guide students through the design and execution of
21 self-directed career activities, fostering their abilities to challenge
Ck Career Path 1 2 3 themselves and benefit from experiential learing for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
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1 These courses guide students through the design and execution of
21 self-directed career activities, fostering their abilities to challenge
Ck Career Path 2 22 6 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
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1 These courses guide students through the design and execution of
o1 self-directed career activities, fostering their abilities to challenge
Ck Career Path 3 22 9 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
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Introduction to the Major
The Styling Major offers a tailored interdisciplinary education in
fashion, beauty, and visual communication. It integrates fashion
styling, beauty creation, and fashion brand entrepreneurship into
one comprehensive program. The curriculum focuses on producing
creative and aesthetic experts who can plan and execute
professional images, encompassing everything from content
creation to branding. The program includes collaborative industry
projects to ensure a seamless connection to the professional world.

Educational Features

The program features a highly experienced faculty with extensive
knowledge of the global fashion and beauty markets, including
influential professionals active in K-pop idol styling. Students
gain hands-on experience through collaborations with industry
components such as K-pop idols, fashion brands, broadcasting,
film, drama, Seoul Fashion Week, and fashion model agencies. The
curriculum is divided into three tracks—fashion styling, beauty
creation, and fashion brand entrepreneurship—designed to
produce specialized professionals tailored to industry needs.

Career Paths and Achievements Post-Graduation

Career Opportunities:

- Media Stylists (Idols, Broadcasting, Drama, Film)

- Beauty Creators (Makeup Artists, Beauty Brand Planning and
Promotion)

- Fashion Brand Entrepreneurs

- Fashion Brand Promotion

- Brand MDs

- Visual Directors

- Fashion Editors

Industry Collaboration Achievements:

- K-pop idol styling (IVE, TWICE, BOYNEXTDOOR, aespa,
BABYMONSTER, Red Velvet, PSY, NCT)

- Entertainment projects (Produce 48, IZONE, Highlight, Wanna
One, BTS, Produce X, Block B)

- Fashion editorial projects with Esteem and Morph Management.
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Self-Development
for Fashion
Communication

11

This course aims to help students build new relationships for
successful university life by providing continuous guidance through
consultations and coaching with first-year academic advisors. It
presents a vision for the field of fashion, fostering self-esteem and
encouraging intrinsic motivation for learning.
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Fashion beauty culture

11

This course explores the social and cultural characteristics of different
eras, enabling students to understand trends and characters shaped
by various concepts. It develops the ability to engage in creative
activities as a stylist and anticipate future fashion and beauty styles.
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Style Drawing

1-1

To express visual communication concepts more effectively, this
course teaches various techniques to complete the external image of
a personal style (face, clothing, body shape, and beauty illustration)
aligned with specific concepts.
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Basic Stylist

As an introductory course to becoming a stylist, this subject covers
fundamental knowledge of styling, fashion products, and the basics
of styling techniques. It develops the foundational skills needed to
perform tasks in various areas of the stylist profession.
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Basic Makeup

11

This course focuses on foundational makeup techniques required for
styling. Students learn about personal color analysis, skincare, and
the use of makeup tools and products. The course helps students
conceptualize unique makeup designs and express them through
makeup illustrations.
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Personal Colors

1-1

This course introduces the basic principles of color and material
coordination for styling. It trains students to analyze and present
colors and materials suitable for a concept’s image, building their
expertise in visual analysis.
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Basic Vintage Makeup

11

Students explore the political, economic, social, and cultural
backgrounds of different eras to collect information on historical
fashion, hairstyles, and makeup trends. They apply these insights to
create comprehensive styling—combining costumes, accessories, and
makeup—while mastering the trends of each era.
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Style Basics Making

Focusing on form and experimentation, this course emphasizes the
use of diverse materials to create both two-dimensional and three-
dimensional works. Students develop spatial awareness and enhance
their understanding of form, texture, and color through creative
projects.
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Understanding the
Fashion beauty trands

This course delves into the identities, historical growth, and brand
stories of influential fashion and beauty brands. It trains students to
analyze brand characteristics and understand the branding processes
within the fashion-beauty industry.

10
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Personal Styling

A practical course for developing expertise as a personal stylist and
image consultant. Students enhance their image consulting skills,
learn to act as personal shoppers, and acquire the ability to conduct
style consultations with clients.
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Wedding Makeup

This course trains students to design total wedding makeup images
by analyzing the bride’s characteristics, the venue’s features, and
the overall concept. Students develop the ability to analyze TPO
(time, place, occasion), make appropriate decisions, propose suitable
wedding makeup, and express makeup images effectively.
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Nail Art

Through practice-oriented training, this course focuses on developing
skills applicable in real-world scenarios, enabling students to achieve
comprehensive styling.
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Drama & Film Makeup

1-2

This course prepares students to grow as media stylists by teaching
makeup and styling techniques applicable to various genres. Through
analysis of drama and film scripts, students examine characters’ traits,
create concepts, analyze character types, and practice appropriate
styling to match roles. The course emphasizes the achievement of
harmony between character portrayal and styling.

14
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Fashion Beauty Creator

1-2

This course develops students’ ability to select and plan items
for producing differentiated social media content in the fashion
and beauty fields. Students gain the skills to create unique and
individualized content.

15
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Drama Film Styling

This course trains students to analyze scripts, scenarios, and
synopses to identify character traits and complete their styling
accordingly.
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Styling Making 1

1-2 3

Focusing on experimental materials, this course enables students to
design styling items centered on fashion styles and the human body.
By utilizing diverse materials, students create works that enhance
spatial awareness of both two-dimensional and three-dimensional
forms while refining their understanding of materials, forms, textures,
and colors.

17
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Digital Styling

1-2 3

Students learn to use Adobe Photoshop and lllustrator, industry-
standard tools, to communicate their ideas effectively. The course
focuses on enabling students to create unique, personalized works
by applying their ideas digitally.
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Fashion Art Design

2-1 3

This course emphasizes artistic creativity and practicality, fostering
the ability to design high-value-added fashion items.
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Basic Hair Styling

This course introduces foundational knowledge of hair and practical
hairstyling techniques. Students learn to understand beauty trends
and develop the skills to create diverse hair patterns as part of total
image styling.

20
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Fashion Photography

2-1 3

1. This course covers basic photography techniques essential for
stylists and includes the analysis of fashion editorials.

2. Fashion photography, as a form of visual language, captures light
to translate real-world spaces into flat images, enhancing stylists’
insight and observational skills.

NOK



I MRE|AEIUASE

School of Fashion & Beauty Style

AEIUE|AENZ
Styling Major

o

<

EREL

il -
Course Title

fol

sha-sp7|

Year-Semester

&

Credits

I =b/i+]
Course Classification

2-1

AEIYE|AERM QE|LI2E ZA|9| ARt HE Y| OSHE S3H
gh=2| OFFCtZoll thgt 2HelE =011, 3H=2 CIXIRIstn HIZtsto] g
=2| MiAHetet ChE2tol| 7|08t 4~ Q= 2t=0|Ct.

21

Korean Costumes
Styling

2-1

Through understanding the history and composition of traditional
Korean clothing, this course nurtures interest in the beauty of
Hanbok. Students design and create Hanbok, contributing to its
globalization and popularization.

mjMstEmo| 3

CHESH ErofXo|ni 5t O|op7|Lt H|0HE HEsh= md ofc| =2
HO|2 Y2 ThMATX, T4 ! 5HO] o d ZHHIAEO]| SHE TE H|o|2
¢ OIEZ EE AEIUZO| O|ROX| == H[O| 32t 51|04, THMEAELUZ

S 0|22t M52 YA EHAEIYY 5HE FYAP = 2=0[Ct

22

Fashion Editorial
Makeup

2-1

Focused on bold, creative makeup that conveys specific stories

or themes, this course integrates theory and practice in makeup,
hairstyling, and fashion styling. Students learn techniques suitable
for fashion magazines, fashion shows, and high-fashion contexts to
enhance their total styling capabilities.
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e- commerce Publicity

2-1

This course is designed to develop the skills required for a public
relations professional by understanding the differences between
public relations and advertising, the concept of marketing, and what
constitutes public relations marketing. Students will explore branding
and gain practical knowledge to handle promotional tasks effectively.
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Work Experience2
(summer)

This course supports students in adapting to real-world work
environments through field experience in workplaces related to
their majors. It helps students gain practical experience in line

with their abilities and aptitudes, establish workplace adaptability,
enhance problem-solving skills, develop workplace ethics, and build
professional networks while forming criteria for choosing suitable
career paths.
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K-pop Performance
Styling

2-1

This course aims to cultivate practical styling techniques and
understanding of the duties of stylists in various broadcast media
sectors, enhancing their skills for real-world applications.
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K-pop Performance
Makeup

For K-pop idol performances, this course trains students to plan

and develop makeup concepts that enhance a group's identity by
reflecting the relevant concept and musical style. Students will
analyze K-pop artists’ works and characters to understand production
intent, stage features, and performance demands, acquiring the

skills and techniques to design and apply appropriate makeup for
performances.
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Styling Making 2

This course explores the key design elements of fashion—form, color,
and pattern—and gathers information on concepts to expand them
into fashion styling.

28
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3D Design

Using the CLO 3D graphic clothing design software, students will
learn to conceptualize and design fashion pieces. This course enables
students to understand the tools of the program and planning 3D
modeling styling concepts aligned with current trends.
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Shop Styling

2-2

As a foundational course for fashion retail shop stylists (shopmasters
or managers), this course develops expertise in fashion products,
trends, customer management, and inventory control, cultivating the
qualities and business capabilities needed to become a professional
fashion shop manager.
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e-Commerce Business

This course focuses on stylist branding by analyzing trends

and phenomena in the fashion industry. Students will gain a
comprehensive understanding of fashion business operations,
learn to build e-commerce platforms, select trendy and marketable
styles, and enhance their skills in managing online shops and
entrepreneurship.
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31 To improve their use of stage costume production techniques
required of stylists, this course emphasizes understanding of the
Stage Costume L . o
D= 2-2 3 stylistic concepts of stagg fashlc_m and develops students aplllty to
create and manage creative designs for props and accessories, as
well as production and presentation skills.
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32
Fashion Pictorial 22 3 This course is designed to teach students to analyze stories for visual
Styling communication and learn the process of producing fashion editorials.
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33
Students will gather and analyze domestic and international hair
Advanced 2 3 design trends in order to conceptualize and execute hair designs. By
Hair Styling applying various hair patterns and integrating them with total fashion
styling, students will develop their own creative hair styling designs.
T s 3| HIE Mol Htet gy ERIXE NP 9I8t 712K Hetatyg
&535h= 1=0|Ct
34
Fashion Film 22 3 This Fourse introduce.s the fundamer?tal expr.ession processes
required to produce video content aligned with specific themes.
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35 Through field training related to their major, students will gain
practical work experience at companies that align with their skills and
Work Experience2 22 5 aptitudes prior to employment. This course helps students adapt to
(winter) practical work environments, enhance problem-solving abilities, build
workplace ethics, establish criteria for suitable career choices, and
develop professional networks.
EdE 2MZ 510 |22 FE| O|0|X| C|X[QIE 7 |2l5t 7HEet 4 Q!
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36
Students will analyze trends to conceptualize and develop new
Beauty Art Design 2-2 3 beauty image designs, gaining the skills to complete beauty images

through makeup, hair, and fashion styling.
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Advanced Vintage
Makeup

This course develops students' ability to transcend traditional beauty
standards by creating total styling with clothing and accessories that
reflect the characteristics of makeup from various eras. Students will
learn to design avant-garde and bold couture makeup that integrates
historical fashion and beauty trends.
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Textile Art

2-2

Students will learn to develop materials and create styling objects
using various material design expression techniques.
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3D Design Creation

2-2

In the virtual reality metaverse, clothing serves as a tool for
expressing user individuality and identity. This course teaches
students how to design clothing quickly and effectively to express
digital identities using the 3D modeling program CLO.
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Fashion Employment
and Career

This course supports students in understanding employment trends
in their desired fields, developing practical skills for successful job
acquisition, exploring career and business opportunities, and drafting
comprehensive plans for employment or entrepreneurship, including
resume and cover letter preparation.

41
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Prop Styling

3-1

As an advanced stylist course, this class focuses on the principles
of decorative art. Students will learn to plan and execute creative
compositions and concepts for styling.
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Art Makeup

Students will plan art makeup and character design according to
specific concepts. By mastering creative techniques and utilizing
various objects, this course aims to develop students’ skills as
professional makeup artists.
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43 This course provides practical work experience at companies aligned
with students' abilities and aptitudes prior to employment. It helps
Work Experience3 31 5 students adapt to the practical work environment, enhance task
(summer) execution skills, establish workplace ethics, and form criteria for
selecting suitable careers. Additionally, it aids in developing field
adaptability and establishing professional networks.
aeloolEiAEty L AEIQRIE HRSRUAE S50l S SAB UL
(Capstonedesign) i:"lin_ 2R H AR TENAL| M IS £50= ZENMEY 05
44 1. Students will acquire stylist workflow processes to enhance
practical skills in real-world settings.
Creative Style Project 31 6 2. This project-based course guides students through the entire
(Capstone design) practical process, including project planning, concept development,
fashion item production, photography, fashion editorial creation, and
promotional strategies.
TE 2 oI AE S Sot0] FY ™ 2K} 5= /o) = LMI0IM
e 1 , | o= Fee s uD xe, AXE| 52 2 olyg SR
- E20| 2|0, H/dof| Sh= 2 ME 7|E S S, SISOl &
1t Hx|te| HIERIZE sl == 2tF0|ct
45
Through practical field training related to their major, this course
Work Experience3-1 31 5 provides students with hands-on work experience at suitable
(semester) companies, fostering adaptability, task management skills, workplace
ethics, and networking opportunities.
AEIYUR|AES| NFTHAZ AR CIXIQIN 4, = O|C|0{ OIE 2 olZ
AH[FHC|XIOI 3-1 3 |52 28510 H|FUHFLIAHO|M MR AHH0] M5t HIFHC Xl
SH2 7|2 2t50Ick
46
This advanced stylist course develops visual design skills suitable
Al Visual Design 3-1 3 for the practical domain of visual communication by integrating
photography, design, video, new media art, and artificial intelligence.
ECIEE] 1 ;| ARCIQ BAEO g ZeHEE Asto 4B |2nt ool ozig
GEEN ] 11315104 ONLY ONE E3E RIZS Mgt 1t=0]ct,
47
. . Students will select a project aligned with the studio concept,
Creative Technical ) ) ) ) .
Studio 3-1 3 showcasing their product planning and creation skills to develop an
ONLY ONE branded product.
IHMOfE[E 2 EREE EA5I0, 2HES AER|IS HTISI0| AT,
njMoj|C| & 3-2 3 G2 Soll HIAXIE 2o = M & = UES ofC|f A7 By
Sh= 1t=0|ct,
48
Acting as fashion editors, students will analyze trends, establish
Fashion Editing 3-2 3 concept narratives, and learn to effectively convey messages through

photography and video, enhancing their editing competencies.
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49 ) . ) ) N
This course is a practical subject for personal stylists (image
consultants) focusing on developing skills in personal image

Personal Image ) , .

Consultant 3-2 3 consulting. It also strengthens students' expertise as personal
shoppers assisting individual clients and conducting style
consultations.

I MAERIS| O|O|X|2t 2d2tsl 0|3 Y, 510 SEE|FH, 2HEE ef

HE|DIAE 3-2 3 ‘g5tz 2B PE2 2, O|C|0{2] ofHet &hH| ebd e =2 EEF AE(UR
SH3 Y5 wat=0|Ct,

50 . ) ) . )
This capstone course finalizes the integration of makeup, hair
application techniques, and concept completion related to fashion
Beauty Master 3-2 3 PP . d . P . P . . L
style images. It emphasizes understanding media while cultivating the
ability to achieve high-quality total styling.
1 = f=bs|| 15 % ol
ST AEjR|AE Zateizjold meHEo| Usto@ NYlolo| 3RS &
(Capstonedesi ')‘ 3-2 3 S| AEIURY AR ZENAE S5510] RN SAZS Yot FHS
apstonecesign 9I5+ 742|012 W5t At 5= BH=20Ct
51 ) . . . .
This course is designed to develop on-site adaptability and career-
Style Collaboration 39 3 building skills through collaborative work with industry professionals
(Capstone design) as part of the Stylist Collaboration Project. Students will gain practical
knowledge of styling workflows and processes.

. AE2|AE WSIYE Sofl 53 AABES S8sl0f Lio| BlYTZ

(Castone Desian) 32 3| oz BEE2|RE NGl Ligte] ARRl0| HAY HRHYS 253}

speroneTese 7] i3t atgolct,
52 . ) .
This course focuses on applying the outcomes of the stylist
Portfolio 39 3 education curriculum to create a personalized portfolio tailored to

(Capstone Design) each student's desired career path, helping them establish a unique
story and personal brand.
TE 2 Y A5 S S50 FY ™ 2K} 5=nt 2ol SH= LMoIM

ST 3_2 , | IR EEe s uD e AXR| 52, A olgg SRS

se=s 20| |0, B/dof| SH= =l ME 7|E 2 /ot SIEE S0l &lf
ot FHete| HIERIZE Ys = ntF0|ch

53 Through major-related field internships, this course provides students
with hands-on work experience at companies aligned with their skills
Work Experience3-2 39 5 and aptitudes before employment. It helps students enhance their

(semester)

adaptability, task execution skills, and workplace ethics while forming
criteria for selecting a suitable career and establishing professional
networks.
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54 Through major-related field internships, this course provides students
with hands-on work experience at companies aligned with their skills
Work Experience3 39 5 and aptitudes before employment. It helps students enhance their
(winter) adaptability, task execution skills, and workplace ethics while forming
criteria for selecting a suitable career and establishing professional
networks.
AEIUE|AES| N CHA|Z HCHEA! 0|2 Folet 7|2 /EIE &5
OfEREX| 3-2 3 St AERIZI0| &8 7155t Of0 RS HAIM o = X #5150 24
E0|| Sk= AEIY OtE HItES FESh= 2=0|ct
55 ) ) . )
This advanced stylist course teaches the definition and foundational
. rinciples of modern decorative arts. Students will create and express
Art Objet 32 3 princip corath ‘ 1 exp
items that can be used in styling, producing conceptually aligned
styled art outcomes.
22| AE ARITALKIHZ SIS I5H AT CHH| 33 1202 At
I CIPN=PIE ] 3-2 3| Of CHEH AREQI XIS 0|20 ASS Shll HISTORM ZRfZ|AE
27} XZA[R0| ChE[5HS BH2O0|C,
56 . . . i, )
This course offers practical preparation for acquiring the Colorist
. . Industrial Engineer Certificate. It combines theoretical and practical
Colorist Basic 3-2 3 . s ) P .
training in color-related skills to prepare students for the national
qualification exam.
HERHA 210| = ARXIL| AR Ol MEkst oM CIX|H 2HIZE H|
HIEHRHAAELI 3-2 3 E517| lot0d, HIEHHA AEH OFO|R-IS MIZFSH D HERHA Z21E0)|M
TS ES ot 2HIXE HM|Zfsh= ut=0|Ct
57 . ) )
Designed to meet the needs of Metaverse life users, this course
' trains students to create fashion digital content. Students will
Metaverse Stylin 3-2 3 . )
ying produce Metaverse style items, register them for sale on Metaverse
platforms, and develop digital content for this virtual space.
1-2 - _ . e ;
>1 SHHO| X7 | MO = TZEtE S MAlst D £-34610] ZIZE 2l =
CKFH2|0{mHA | 22 3 St H[&ot= 2PdE Soll TS st AHS S ESh= =
o 2x|E 3j2o|ct,
58 . . .
19 These courses guide students through the design and execution of
21 self-directed career activities, fostering their abilities to challenge
CK Career Path 1 2 3 themselves and benefit from experiential learing for career
31 development. Students develop competencies to design, perform,

and refine their career paths through hands-on projects.
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39 1 These courses guide students through the design and execution of
21 self-directed career activities, fostering their abilities to challenge
CK Career Path 2 2 6 themselves and benefit from experiential learing for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
2 S| 27 |FEHOR TIZEES ADIstT 35l01 TIRE FI8f
CKFHZ{OfaHA NI s o | Bk st TS So IRINUS QIet UL BYBIEE BHe T
23|E Dt=2o|ct,
3-1
60 . . .
1 These courses guide students through the design and execution of
o1 self-directed career activities, fostering their abilities to challenge
CK Career Path 3 22 9 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,

and refine their career paths through hands-on projects.
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Introduction to the Major

The Musical Theater Acting Major offers a fully practice-based
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curriculum designed to enable students to achieve maximum
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results in a short period. Through vocal, acting, and choreography
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training, students are empowered to design their own learning
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methods. Personalized education tailored to individual abilities and
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aptitudes allows students to develop the creative skills needed to

express diverse characters physically and vocally.
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Educational Features
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The program provides production-focused, field-oriented training
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to prepare students to embody characters required by productions
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and perform harmoniously in live performances. Various styles
of performance and practical training are implemented to
expand opportunities in the field, including 71 live performance

integrations.

02 ™ my
Hu

Career Paths and Achievements Post-Graduation

i)

Career Opportunities:

- Musical and Theater Actors

- TV and Film Actors

- Performance Choreographers

- Music Directors

- Vocal Trainers

- Acting Coaches and Educators

Major Achievements:

- Grand Prize at the 17th DIMF (Daegu International Musical

Festival) for University Musicals.
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S 11 4 | Ul EestviEHel o0t 2rle S 5T FNWI|S ofsstn
T2 TS /G A5k wat=0|Ct
1 . .
This course enables students to understand impulse and exchange
Improvisation Acting 11 4 in acting through fundamental elements and sensory exercises.
Students will compose, rehearse, and perform short scenes.
Qx| 7FolMel SEDH e 7|2 TS ofsstn AaE 4 U
[=ONE2I=E2] _ Rt -] = SHE= T A
AAZEZ | 11 4 £ =L puj=o|ct,
2
. This course helps students understand and practice the basic
Musical Vocal | 1-1 4 P . L p o
concepts of breathing and vocalization required for musical singing.
ey 11 , | MEEACIIHAS 0f3stn Ut solationE S HiRo 2 7|EA
= S22 Mgsie DRI=o|ct,
3 . .
This course allows students to grasp the concept of jazz dance and
Jazz Dance | 11 2 practice basic jazz movements through warm-ups and isolation
exercises.
o 11 , | 28viz gl pxig e wey 71x SAj Lot Jla
= g Mgsie ma=olrt
4
Ballet | 11 5 This course teaches students the foundational rules of ballet and
helps them practice essential techniques for basic ballet movements.
Bx|ZoAE | 11 , | TIEUSENeI tagH ol oFEg aEsh 21 ol o
ThEses B B2 &2 22 HIZ0| 050 T2 QoA Y5t wakRo|ct,
> . . . .
Students will establish rehearsal habits and performance attitudes
Musical Ensemble | 1-1 2 as musical actors. They will practice and perform musical solo pieces
weekly, accompanied by live music in front of an audience.
39| StH=2 HIAE = 5101 54 M=hof| LS 2 ZoFH R7|HQl
o 2EM9|0[3| 1-1 2 HF At gt BES AMESHD S HZF S22 HiFSI0] 7SR
S AL/ U HESH= Wat=o|ct
6 . . )
This course uses a performance segment to train students in
Performance 11 5 the organic connection of various production roles. Students will
Production Training collaborate, distribute roles, and assemble, rehearse, and present
simple scenes.
AR 11 , | Boel7IE URn=oR otmelsaol Hstof ofstsin MEE 4
UEE F= wat50|Ct
7
. ) Students will learn the fundamentals of music and practice music
Sight-Reading 1-1 2 P

reading skills in this introductory course.
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RptEE0| ot

1-1

Voluntary Training Lab

11

This course teaches students step-by-step rehearsal methods to
sing musical numbers effectively, perform choreography for various
genres, and practice acting techniques to enhance scene execution.

1-2

2lQf2 |5 ChEg HIEtO R iy oM, 2[odg ofsfsta, at
o) 2|eialE|Z IEQi0f E3Hl01 201 U 391 0|4 TS Alotals

= 7171
a=0Ict,

Acting for Realism

Students will explore realistic scripts to understand exchange, action,
and reaction. They will practice expressing the reality of words and
actions through dramatic language, performing scenes with two or
more characters.

SXIZEZA |

1-2

HolE o] FIOPHS S0} RIKOR E2|O|5In WIHE Wil

2 Sal0] RXIZ 7ha Al B3t HHS A
o[ct,

0%t
ol
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A
= T A

10

Musical Vocal Il

1-2

This course helps students identify individual weaknesses in
vocalization and provides training to address them. Students will
practice bel canto vocal techniques essential for musical singing.

RYZCHA N1

7|ERIE SRS HiEto R MBIE| 7| ZAYX SAH2 /51 88|12 pop

jazz, funky jazz FF-E &Sk wat=0[Ct

11

Jazz Dance I

1-2

Students will develop advanced foundational jazz dance movements
and practice 8-beat pop jazz and funky jazz choreography in this
course.

Ee il

1-2

Cet centerS A, SRALE, 7| =T, B1Q| 7|52 &Es101 2 71&2l
7|2 SE2 et etasts wat=oIct

12

Ballet II

This course provides in-depth practice of foundational ballet
movements, including various center exercises, pointe techniques,
basic jumps, and turns.

XE, Y, QI 242 Higo R SMZ ekm, S TRl
S5t SAS FAMELSIO] RAIZ 2T U FATRS
=]

S e L=

13

Musical Ensemble ||

1-2

Students will analyze musical works, scenes, and characters to
compose stage movements and create vocal characters by selecting
appropriate tones. They will perform solo and duet musical pieces
with live accompaniment in front of an audience.

okl
ra
o
[

o>

1-2

eh AR LHRIS| RAIE = 15 AHES S FHARIZM ZA5t0 2,
55101 &R FLHoflM Si5H= wat=o|ct.
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14

Production Workshop

This course allows students to analyze, adapt, and produce a musical
or theatrical work of approximately one hour, culminating in an actual

stage performance.
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1-2 2

2 2 Driolsol a4l atut 240l o siasto] 83
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Introduction to
Stage Sound

1-2 2

This course explores the role and significance of sound technology
in stage arts. Students will learn foundational concepts of sound
systems, sound design, and the operation of mixing consoles,
developing practical skills for managing sound systems.

16

1-2 2

2L LIS OX|H HHERIZ £l &H&te| 7|22t 7|28 2!

E o =} =
1,2 0] 3128 URO| YAE 5L 719 DHSolC,

Musical Chorus

1-2 2

This course focuses on building fundamental choir skills and
techniques through a variety of musical theater repertoires. Students
will practice harmonizing across vocal parts to enhance their
ensemble performance abilities.

17

RUEEROAE

1-2 1

Voluntary Training

1-2 1

This course guides students in identifying and refining personal
rehearsal methods to master genre-specific dances, sing musical
numbers effectively, and perform scenes with efficiency. Students
will experiment and develop their own rehearsal strategies.

18

O

2-1 8

B2 0l22 T1H(classic) Q8 BRE|= 5|ZXRES CAIC 2 MEXQI A
AP 7|dho| ZOIREIX X|AHO| JHsst ME T 2EM F|&t10| 7|xE
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Performancel

2-1 8

This course provides hands-on training in creating performance
content based on traditional narrative structures of classic plays.
Students will practice professional production skills, integrating
knowledge across disciplines such as directing, musical/theater
acting, and stage arts (scenery, lighting, and video). Through action-
learning, students will engage in pre-production, rehearsal, and final
presentation stages.

19

SHHEHI

2 2o SAI) 2HAOR HRE|S SIRRES (o2 BA0ISH
O FHEOR SAICH 0147} El= THEEIX RIZHS 96t ZREN
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o Meflo| HERS Eaf ALBHCH

Performance3

2-1 8

This course focuses on creating performance content addressing
contemporary issues through the production of plays categorized as
modern masterpieces. Students will develop practical skills required
for professional production roles, integrating interdisciplinary
collaboration between directing, musical/theater acting, and stage
arts. The course emphasizes action-learning from pre-production to

YTy,
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Performance5

2-1

This course trains students to reimagine or reinterpret classic
plays with a contemporary perspective. Students will practice
professional production skills across various disciplines, focusing on
integrating and deepening their expertise through pre-production
to final rehearsal, culminating in the presentation of reinterpreted
performance content.

21

SRIERVI

2-1

=2 FH| 1 Ot|2t RLHAC(FA)0H| AME SAIHH EXEC 2
=RElE BIEAES YR S0 Yo| FHX 2 SAICH O+
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C}, @S35, RX|Z/ITRA 17 EIZ, R0 |S- o/ A /Rt 242t
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Performance7

This course focuses on creating performance content that addresses
contemporary issues and utilizes innovative stage languages and
formats. Students will gain practical experience in interdisciplinary
collaboration, covering professional roles in directing, musical/theater
acting, and stage arts. The course emphasizes integrating creative
production processes from pre-production to final performance
through an action-learning approach.
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Work Experience2
(summer)

2-1

This course is conducted in collaboration between the university
and industry training institutions, providing students with practical
education and training in professional workplaces. Through hands-
on experience in industries related to their majors, students develop
adaptability to the workplace, improve job performance skills, and
cultivate professional ethics.

23
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Comedy

2-1

This course helps students understand the stylistic characteristics of
comedy scripts. Students analyze comedic tempo (timing), situational
context (environment), and character relationships to build scenes
with comedic realism, ultimately performing these scenes using
comedic language.
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This course focuses on practicing and applying bel canto and mixed
Musical Vocal Il 2-1 4 voice techniques, enabling students to express characters through
vocal timbre.
7| =S SRS HIE combination SAHS 215|121 16H|E2| po
ESSEN] 21 2 =52 SHE BIFOS com! SHS %51l 165122 pop
jazz, funky jazzQtRE Al&sh= Wt=E0|Ct
25 . . . o
Building on foundational movements, students will learn combination
Jazz Dance Il 2-1 2 routines and practice 16-beat pop jazz and funky jazz choreography
in this course.
FXZE=E, HH, QI BMS HIRCE SM2 Fotn, 38X 72l
FRIELHEN 2-1 2 TE2 2lol Chs SMS F|AHMESIO] FX|H £25, 'II':I'CJHJ'I'T 3¢lo|
o RTHA| QIS HER0f| B0{ 278 Qtof| M rESh= Wat=Fo|Ct
26 ) . .
This course trains students to analyze musical works, scenes, and
. characters to design staging and develop vocal characterization.
Musical Ensemblelll 2-1 2 ) 8 s g P
Students will select and refine vocal tones to perform solos, duets,
and ensemble scenes for an audience.
T 21 5 HiE SIS Sol Uil 71e S| Fedg =011 Ss ZH|H|
= 0|, CI¥SH Jump, tum?|&2 A&35Hs Bat=o[ct,
27 . . .
This course enhances the precision of ballet techniques through
Ballet 2-1 2 repetitive practice. Students will refine complex combinations and
practice various jump and turn techniques.
F S22y o o
Az At 1 , | E@lute] pxotHigmpyol ofsfS Bigto2 M3 mgol A7imt iEe
mtofsto] AHAle| M 4G MAHIE 4 Qs WASO|C
28 This course enables students to understand the conditions and
How to teach and 21 5 processes of theater education based on the structure and delivery
learn theater mechanisms of drama. Students will design their own theater
education classes.
F=0|E 7|HIC 2 A2 0| Chist 7HE S HEl5t0] S0l A oK
HINSE 2-1 2 Q= uF HHES Ofslistn O|E HIRtQ = XS] W gHstS HElst
01 HEM AZNE S pllohs Q7S 7|27| /g wat=o|Ct
29 . ) )
This course organizes concepts of theater education based on
Theater Education 21 5 theater games, helping students understand the broader field of
Theory education in practice. By establishing their educational philosophy,

students will develop professional theater education competencies.
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Performance9

2-1

This course focuses on developing and producing content based on
contemporary theatrical texts categorized as significant works in
modern performance art. Conducted as a capstone design project
with industry experts, the course emphasizes an understanding

of the contemporary relevance of the selected texts. Students

will engage in practical exercises across creative disciplines such

as directing, acting, and stage arts, fostering interdisciplinary
collaboration and culminating in final presentations.
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Perfomance2

2-2

This capstone design course involves practicing the entire process
of transforming classic plays into performance content. Students
will reimagine traditional narrative structures and gain hands-on
experience in various production tasks, including directing, acting,
and stage arts. Through action-learning, students will integrate
and deepen their expertise from pre-production to final rehearsals,
culminating in a comprehensive presentation of their work.
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Perfomance4

This course focuses on developing and producing content based

on texts with contemporary themes in a production-based format.
Conducted as a capstone design project with industry experts,

the course emphasizes an understanding of the contemporaneity

of selected works. Students engage in practical exercises across
creative disciplines such as directing, acting for musicals/theater, and
stage arts (set, lighting, video). The course includes hands-on training
in pre-production, collaborative creation, and final presentations,
fostering interdisciplinary teamwork and professional skill integration

through action-based learning.
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Perfomance6

This course involves transforming dramatic works with contemporary
themes and issues into performance content in a production-based
format. Conducted as a capstone design project with industry
experts, the course emphasizes practical application in creating
performance content. Students in directing, acting for musicals/
theater, and stage arts (set, lighting, video) gain experience in
production-specific tasks. Through action-learning, students refine
their pre-production skills and advance to the final rehearsal stage,
ensuring artistic and technical integration across creative fields.
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Perfomance8

This course addresses texts recognized as significant in
contemporary performing arts, focusing on the development and
production of performance content. Conducted as a capstone
design project with industry experts, the course emphasizes practical
application in creating and producing content. Students in directing,
acting for musicals/theater, and stage arts (set, lighting, video)
engage in interdisciplinary collaboration. From pre-production to

the final presentation, the course integrates and deepens creative
practices across fields through action-learning.
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Work Experience2
(winter)

2-2

This course is a collaboration between the university and industry
training institutions, offering students practical education and
training in professional workplaces. Through hands-on experience
in industries related to their majors, students develop adaptability
to the workplace, improve job performance skills, and cultivate
professional ethics.
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Acting for Style

2-2

This course involves the study and performance of classical texts,
including Greek tragedies and Shakespearean plays. Students will
expand their physical expression and learn stage techniques such as
poetic dialogue delivery. The course emphasizes performing tragic
scenes that encompass fundamental and profound human emotions,
such as passion, love, and revenge.
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Musical Vocal IV

2-2

This course helps students apply bel canto and mix voice techniques
while practicing belt voice techniques. Students will learn to express
character through vocal timbre.
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Jazz DancelV

2-2

This course explores the characteristics of lyrical jazz and modern
jazz. Students will practice choreography composed of advanced
movements, enhancing their understanding and execution of these
dance styles.
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Ballet IV

2-2

This course involves analyzing, editing, structuring, and practicing
choreography based on ballet performances or movements to enable
students to perform choreography for musical productions.
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Development of
theater education
program

2-2

This course builds foundational competencies for developing theater
education programs based on an understanding of theater teaching
and learning models. Through step-by-step practical exercises,
students will experience educational paradigms suited to the field
and create actual lesson plans.
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Performancel0

2-2

This capstone design course focuses on the development and
production of content based on contemporary texts considered
significant in performing arts. Students gain an understanding of

the contemporaneity of the selected works and engage in practical
tasks across creative disciplines such as directing, acting for musicals/
theater, and stage design (set, lighting, video). Through action-

based learning, students practice collaborative and pre-production
processes, culminating in a final presentation that integrates and
deepens interdisciplinary creative practices.
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Musical EnsemblelV

This course focuses on creatively analyzing scripts and scores

of original, unpublished musical content. Students will construct
characters and drama through this analysis and perform selected
scenes with musical accompaniment in front of an audience.
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Work Experience3-1
(semester)

3-1

This course is jointly conducted by the university and fieldwork
institutions, providing students with opportunities to apply
theoretical knowledge through practical training and fieldwork in
industrial settings. Students gain practical experience in workplaces
related to their major, enhancing their adaptability, job performance
skills, and professional ethics.

I.

=

O Joh
il
Xl

I

o>
N

[
)
> OH

SO 2 T0{5101 LR eFollM oA o]
A0 A
=

rhu
lo
lal

J
JE %2 ofo gk
n
40
ox
oo
mjo
ofm
£I=l
rgk
0z
A
olo
Ju
e
40

orr

Work Experience3
(summer)

This course is jointly conducted by the university and fieldwork
institutions, providing students with opportunities to apply
theoretical knowledge through practical training and fieldwork in
industrial settings. Students gain practical experience in workplaces
related to their major, enhancing their adaptability, job performance
skills, and professional ethics.
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Musical Vocal V

This course helps students understand and practice the
characteristics of musical numbers composed of various rhythms and
tempos, developing them into individual repertoire pieces.
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Musical Theatre
Dance |

This course focuses on practicing character-centered choreography
pieces that can be performed as individual repertoire, including the
integration of two or more genres into a musical dance piece.
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Acting for Musical |

3-1

This course explores the stage language and environmental
characteristics of small-stage musicals (primarily contemporary
works). Students analyze various scripts for small-stage musicals and
perform scenes.

3-2
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Work Experience3-2
(semester)

3-2

This course is jointly conducted by the university and field practice
institutions, offering students the opportunity to apply theoretical
knowledge through practical training and fieldwork in industrial
settings. By gaining work experience in industries related to their
majors, students will enhance their adaptability, job performance
skills, and professional ethics.
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Work Experience3
(winter)

3-2

This course is jointly conducted by the university and field practice
institutions, offering students the opportunity to apply theoretical
knowledge through practical training and fieldwork in industrial
settings. By gaining work experience in industries related to their
majors, students will enhance their adaptability, job performance
skills, and professional ethics.
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50 This course focuses on understanding and practicing the genre-
specific characteristics of musical numbers across various musical
Musical Vocal VI 3-2 4 styles. Students are guided to master these numbers as part of
their personal repertoire, achieving full and professional-level
performances.
CIFSt 20| QIR E EaL, FHZIE|Qt D10 Ofshist e ~lst= &
BIRZEHA | 32 2| 22 YHEAF|D HRIO| Ao O Holmol ALY oFR afEEa| S Y
a5t @ap=olct,
51 This course develops students' abilities to match and execute
. choreography from various genres with drama and character
Musical Theatre srapny ) 8 : o
Dance Il 3-2 2 concepts. Through this process, students will enhance their skills
and create creative and personalized free choreography repertoires
aligned with their unique styles.
O3, 2ol MA JX|IZH| 2ol 7HED sHA™ £/ 2 Olslstn, CH
FRIZEA7|AE N 3-2 4 SRS 3 2fo|MA RX|HL| iR EAM S Sl HHE Hoish= wut
2olct
52 This course explores the expansive concepts and environmental
. . characteristics of large-stage musicals and licensed productions.
Acting for Musical i . )

Theatre Il 3-2 4 Students analyze scripts from a variety of large-scale and licensed
musicals and perform selected scenes, gaining hands-on experience
in staging and performing in these settings.
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53 These courses guide students through the design and execution of
12 91 self-directed career activities, fostering their abilities to challenge
CK Career Path 1 2_2’ 3_1’ 3 themselves and benefit from experiential learning for career
’ development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
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54 These courses guide students through the design and execution of
12 91 self-directed career activities, fostering their abilities to challenge
CK Career Path 2 2_2’ 3_1’ 6 themselves and benefit from experiential learning for career
’ development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
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55 These courses guide students through the design and execution of
12 21 self-directed career activities, fostering their abilities to challenge
CK Career Path 3 2_2’ 3_1’ 9 themselves and benefit from experiential learing for career

development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
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Introduction to the Major
The Stage Design Major cultivates creators who utilize space and
light to express their unique interpretations of stories, grounded
in a foundation of the humanities and artistic sensibility. During
the first semester, students gain an understanding of the
production process and explore various fields in order to identify
their aptitudes and interests. Starting in the second semester,
the curriculum becomes specialized, dividing into the two tracks:
of Stage Design and Lighting Design. Students also experience
diverse aspects of stage production including set construction,
video design, painting, and prop design. Over three years, students
practice in various theaters equipped with advanced equipment
and gain hands-on experience across multiple genres. Graduates
are prepared to enter diverse sectors, including performances,
broadcasting, film, events, and theme parks.

Educational Features

From the second semester of the freshman (first) year, students
choose their specialized track and follow a tailored curriculum.
Each semester includes step-by-step design courses fostering
communication and collaboration among students, encouraging
interdisciplinary thinking and a broader design perspective.
Alongside design studies, students learn technical skills to bring
their designs to life. Practical performance projects provide
opportunities to apply theoretical knowledge in real-world settings,
simulating professional environments.

Career Paths and Achievements Post-Graduation

- Creative Team Roles: Stage Designers, Lighting Designers, Video
Designers, Prop Designers.

- Production Team Roles: Stage Managers, Stage Technicians,
Lighting Console Programmers, Lighting Console Operators, Follow
Spot Operators, Video Operators.

- Employment in related fields such as broadcasting and film.
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Basic Design for
Performance

This course introduces students to the fundamental concepts of
design in performance by exploring and studying various design
elements. Through analyzing the characteristics of space and light,
students will gain insight into these elements by observing various
works and practicing their expression.
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Stagecraft

11

Students will read and compare excerpts from diverse dramatic texts
to understand the structure and form of scripts, fostering a deeper
comprehension of drama.

Before specializing in stage or lighting design, students will participate
in practical setup and rehearsal processes of production practice.
This hands-on course offers an understanding of the actual steps
involved in creating a performance.

11

Introduction of
Stage Technic

1-1

Designed to enhance technical understanding of stage and lighting
elements, this course includes practical training on safety protocols
and tool usage in different spaces.

Students will learn to safely manage the tools and equipment
required for stage production and maintain production facilities,
thereby acquiring foundational stage technology skills.
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Introduction of
theater

1-1

This course familiarizes students with the production process and
key collaborative dynamics in creating performances. By engaging in
teamwork, students will experience the collective process of crafting
a production.
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Introduction of
Drawing

Practical training in drafting stage plans using AutoCAD is provided,
focusing on developing computer-aided design skills according to
industry drafting standards.
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Text & Image

Through analyzing plot structures and discussing texts, students will
derive central concepts to inform their stage or lighting designs. They
will create spatial designs using 2D images and materials to reflect
time and space within the plot.

8 wat=o|ct

Set, Light & Sound
Design Workshop

Students will gain a foundational understanding of production
manuals and basic performance techniques by working on short
projects.

This course enhances the technical skills required for performance
production by allowing students to collaborate with peers from other
disciplines in practical sessions aligned with standard production
processes.
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TheatricalProduction
Studies

1-2 2

Students will engage in role-specific practices within their major
areas, participating in collaborative production exercises.

By exploring various dramatic texts, students will identify script
formats, structures, and distinctive features, deepening their
understanding of playwriting and composition.
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Lighting Design &
Technique

1-2 4

Students will learn to create collaborative documents, such as

work plans and schedules, using computer programs, enabling the
implementation of lighting designs in stage and spatial contexts. The
course includes hands-on installation at a theater.

10

Basic stage lighting

1-2 2

Through practical exercises with general lighting equipment, students
will learn about the properties of light, electrical wiring, and step-
by-step lighting operations. This includes managing and operating
standard lighting equipment.
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3D Drawing

Using computer software (SketchUp), students will develop three-
dimensional objects in virtual space, simulating designs before actual
construction. This course provides a comprehensive introduction to
digital spatial and architectural design tools.

12
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Stage Scenery

1-2

This practical course focuses on mastering the comprehensive
technical processes involved in stage equipment production.
Students will learn the basic stage construction techniques involved
in creating multi-level structures. Through an understanding of
blueprints and materials, they will develop skills in manufacturing,
painting, and pre-assembly processes. Practical exercises include
constructing stairs, platforms, walls, and columns.

13
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2D Scenery
(Stock Scenery)

1-2

This course involves the practical creation and hanging installation
of stage flats. Students will gain an understanding of flat structures,
practice their assembly and installation, and develop the ability to
utilize standard equipment effectively.

14
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Computer Aided
Drawing

1-2

Students will use computer graphics, design software, and office
automation software for project-based tasks. The course develops
skills in designing and conveying spatial concepts and atmospheres
digitally.
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Script Analysis for
Designers

2-1

By reading and comparing various dramatic texts, students will
identify and understand the structures and characteristics of scripts.
This course builds the capacity to imagine stage space and time
based on script elements.
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Space and View

Students will select a famous painting, research and analyze its
background, and discuss its context. Based on these insights, they
will design three-dimensional spaces that translate the flat concepts
of the painting into volumetric stage designs.

17
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Movinglight and
IONconsole

2-1

1. Understanding the principles of DMX (Digital Multiplex) systems
and lighting system setup.

2. Learning the characteristics and functions of moving lights and
multi-parameter lighting equipment.
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Lighting plotpractice

This course teaches students to interpret lighting design blueprints,
focusing on the relationship between lighting angles, spatial
dynamics, and the designer's intent. Students will learn to create and
understand lighting plots.
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Media Design Basic

To integrate video as a medium for communication and expression in
stage productions, students will learn technigues in shooting, editing,
graphic design, and effects creation for video content. Students will
familiarize themselves with basic video production software and
explore creative methods to inspire innovative ideas. The course
encourages reimagining traditional paintings as video-based works.

20
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Technical Design

2-1

This course is composed of technical theories, design practices, and
simulations for performance production. It adopts a project-centered
workshop format, teaching design skills through theory, formulas,
and drafting processes on a project-by-project basis.
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3-Dimensional
Scenery

Students will acquire practical skills in fabricating three-dimensional
stage structures and mobility techniques. The course includes
understanding blueprints and materials, practicing fabrication,
painting, preliminary assembly, and transitions for moving stage
structures.

22

T 2 S A

=
SEEREY
£80] £/0f, Zof 3¢
2 ixiefel HIEIAE BAsH FE A=olc,

5101 /21 T 2%t ST FA0] 3= HHOIA
= B o1 Aeistr
S:
o

SO 3ot

A
=]
S

work experience
(summer)

This course provides students with practical work experience at
companies suited to their skills and aptitudes before employment.
Through this experience, students improve their adaptability to
professional environments, task execution skills, workplace ethics,
and establish networking opportunities within the industry.
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perfomancel

2-1

Focused on classical plays, this course offers practical training

in traditional narrative structure-based performance content
production. Students gain expertise in the professional roles required
for directing, acting, stage design, lighting, and video production.

The course emphasizes integration and specialization of knowledge
through action-learning, covering the entire production process from
pre-production to final rehearsals.
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Performance3

2-1

This course focuses on contemporary plays dealing with current
issues, aiming to produce performance content that resonates with
modern audiences. Students gain an understanding of professional
production roles in directing, acting, stage design, lighting, and
video production. The course integrates and deepens practical skills
through action-learning from pre-production to the final rehearsal.

N1971



So=LAE

School Of Performing Arts

2rjnjgHE

Stage Design Major

<

tH

fol

RREL
Course Title

ot

14-517|

[ |

Year-Semester

&

Credits

/L=y [+
Course Classification

25

2-1

=2 DH¥(classic) L 2 B R &= S| 5EEL| XHEE (re-writing) &

SAICHS THEA0] S| El= ZREHM FE0| ADE AT
[20Ict, SEIY, BRIZYAIBA 07 |HE, RrHD|S-SOHES/
14 24Z/0M 75| BECM H2ADE OfsH5tn, Zel-E2{EM
(APEIRISIERA)OIM 215 2I5197HR T2 st i B3 XA 7142
IR WEE Qs SRS MBI IS ANl HEHE S

of Elrr ric
]

Performance5

This course involves reimagining or reinterpreting classical plays for
contemporary audiences. Students acquire expertise in professional
production roles across directing, acting, and stage design. action-
learning integrates knowledge and techniques required for the entire
production process, from pre-production to final rehearsals.
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Perfomance7

2-1

This course explores contemporary plays that are significant not
only for their themes but also for their innovative use of theatrical
language. Students produce performance content that addresses
contemporary issues, engaging in collaborative and interdisciplinary
production processes. The course emphasizes integrating
professional expertise in directing, acting, and design through
action-learning, covering all stages from pre-production to final
presentation.
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Perfomance9

This course explores contemporary plays that are significant not
only for their themes but also for their innovative use of theatrical
language. Students produce performance content that addresses
contemporary issues, engaging in collaborative and interdisciplinary
production processes. The course emphasizes integrating
professional expertise in directing, acting, and design through
action-learning, covering all stages from pre-production to final
presentation.
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28 This course involves selecting a Shakespearean play, analyzing
and discussing the text, and reinterpreting it to fit contemporary
Dramatical Space 2 6 styles. Students will choose an appropriately sized theater and apply
Design flat scenery techniques (e.g., woodworking, flat panels, ceilings,
platforms). The course focuses on creating stage and lighting designs
that reimagine the work in a contemporary format.
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29 A practical course where students use computer programs to
. implement design intentions on lighting consoles. They will learn to
Light Console_ MA 2-2 4 ) . o . .
g - master patching and functional operations in line with the intended
design.
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30 Students will desi d te vid licable t i
) udents will design and create videos applicable to various spaces
Media Interface . o s DP . paces,
in Stage 2-2 2 install video input/output and control equipment, and creatively
g implement their designs in the given spaces.
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31 ) ) )
This course focuses on understanding stage conversion systems and
includes hands-on practice with simulations or actual production.
. Students will learn the mechanical principles and control systems of
Stage Machinery 2-2 4 . : P . P . Y
upper and lower conversion devices in theaters, applying them to
stage mechanisms through physical structures, designs, and model
simulations or real-life production.
3DAA|IX| 2} 3D HHZPZ =TS 0| 8510{ MEHSS HIH™SH=
Al7| op=20|C
3D 2-2 2 f'qﬁlh 5120|712 AlZT) 7+e Tale
S| Axeb Mz B gtg, ZYo|| oI5 297 |E a0 22 HZ 9
S ARE Z=0%M0| G C|XIel 532 HiSh= wat=0|Ct,
32
A hands-on course teaching students to use 3D SketchUp and
3D Rendering 22 5 rendering programs for realistic visualizations. Students will develop
Simulation rendering design skills to represent structural spaces, materials,
environments, and lighting effects as if they were real.
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Work Experience2
(winter)

This course is conducted in collaboration with universities and
industry training institutions, allowing students to apply theoretical
knowledge in real-world industrial environments. It helps students
gain practical work experience related to their major, improving
adaptability, work execution skills, and professional ethics.
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Perfomance2

2-2

This course provides hands-on training for the entire process of
adapting classical plays into performance content. Students will
recreate traditional narrative structures and practice specialized
tasks required for different production areas such as directing, acting,
stage design, lighting, and video production. The course integrates
knowledge and techniques from pre-production to final rehearsals,
enabling students to deepen their skills through action-learning.
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Perfomance4

2-2

This course focuses on the development and production of content
based on contemporary themes through hands-on practice in a
production format. Students will analyze the contemporaneity of
selected works, perform practical tasks in their respective creative
areas, and experience interdisciplinary production processes. Areas
of study include directing and playwriting, musical theater and acting
for stage and film, and stage design, lighting, and video production.
Students will gain an understanding of the responsibilities required
in each field, practice creative collaboration among production
members, and integrate and deepen creative skills from pre-
production to final presentations through action-based learning.
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Perfomance6

2-2

This course emphasizes the process of transforming dramatic works
that address contemporary issues and themes into performance
content through practical production. Based on an understanding
of the contemporaneity of the chosen texts, students will perform
tasks specific to their disciplines and engage in production practice.
The course integrates creative collaboration, from pre-production
stages to final rehearsals, in fields such as directing and playwriting,
musical theater and acting for stage and film, and stage design,
lighting, and video production. Students will enhance their ability to
merge and refine artistic and technical skills across different creative
departments.
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Perfomance8

2-2

Focusing on texts classified as challenging due to their themes,
content, or form, this course provides practical production training
for developing and producing such works into performance content.
Students will explore and perform tasks specific to their areas of
expertise, ranging from directing and playwriting to acting and stage
design. By engaging in creative collaboration, students will integrate
their efforts across different production departments from pre-
production planning to the final presentation stage. This process
allows them to refine their skills and deepen their understanding of
interdisciplinary production work.
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Perfomancel0

2-2

Focusing on texts classified as challenging due to their themes,
content, or form, this course provides practical production training
for developing and producing such works into performance content.
Students will explore and perform tasks specific to their areas of
expertise, ranging from directing and playwriting to acting and stage
design. By engaging in creative collaboration, students will integrate
their efforts across different production departments from pre-
production planning to the final presentation stage. This process
allows them to refine their skills and deepen their understanding of
interdisciplinary production work.

3-1

Design
(Stage, Light and Media)

Students will analyze, discuss, and reinterpret contemporary works,
selecting spaces appropriate to the scale of their productions.

The course emphasizes three-dimensional stagecraft techniques,
such as the use of stairs, trusses, and sculptures, applied to stage,
lighting, and video design. Students will develop the ability to create
innovative stage environments tailored to specific performances.
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Scenography

3-1

This course involves selecting a one-act play and understanding the
overall harmony of visual imagery expressed through stage art.
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Technology &
History of Musical
Theatre

The course explores the characteristics and structures of theaters

from Ancient Greece to the modern era, providing insights into the
cultural and technological evolution of performance spaces across

time.
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Work Experience3-1
(semester)

3-1

This course is jointly conducted by the university and industry
internship institutions, providing students with opportunities to apply
theoretical knowledge, gain practical training, and perform internships
in the field. By working in industry-related environments aligned with
their skills and aptitudes, students develop practical adaptability, task
execution skills, and professional ethics, ultimately aiding in career
development and building industry networks.
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Work Experience3
(summer)

This course is jointly conducted by the university and industry
internship institutions, providing students with opportunities to apply
theoretical knowledge, gain practical training, and perform internships
in the field. By working in industry-related environments aligned with
their skills and aptitudes, students develop practical adaptability, task
execution skills, and professional ethics, ultimately aiding in career
development and building industry networks.
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Application Project

A practical course in which students specializing in stage design and
stage lighting collaborate on a project.

Focusing on analyzing famous paintings, this course emphasizes logical
reasoning for presentation preparation. Students conceptualize and
express the relationship between light, lighting, and stage equipment
in theaters and open spaces through interdepartmental collaboration,
employing creative thinking and critical problem-solving.
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Design Project
(Stage, Light and Media)

Students analyze, discuss, and reinterpret popular texts to design
outdoor stage, lighting, and video setups tailored to the scale

of selected outdoor spaces. The course involves implementing
transition devices and theater technologies, such as revolving stages,
video equipment, and lighting systems.
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Portfolio

3-2

This course focuses on creating a portfolio that embodies the
student’s identity, skills, and personal brand, showcasing their
direction for career development.

Aimed at preparing a distinctive and visually compelling portfolio, the
course helps students meet the desired industry profile and present
themselves effectively.
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Work Experience3-2
(semester)

3-2

This course is jointly conducted by the university and industry
internship institutions, providing students with practical work
experience in industry-related environments. It enhances students’
adaptability, task execution capabilities, and professional ethics,
supporting career development and building industry networks.
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Work Experience3
(winter)

3-2

This course is jointly conducted by the university and industry
internship institutions, providing students with practical work
experience in industry-related environments. It enhances students’
adaptability, task execution capabilities, and professional ethics,
supporting career development and building industry networks.

50
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CK Career Path 1

These courses guide students through the design and execution of
self-directed career activities, fostering their abilities to challenge
themselves and benefit from experiential learning for career
development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
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1 These courses guide students through the design and execution of
21 self-directed career activities, fostering their abilities to challenge
CK Career Path 2 2 6 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
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3-1
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19 These courses guide students through the design and execution of
o1 self-directed career activities, fostering their abilities to challenge
CK Career Path 3 22 9 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,

and refine their career paths through hands-on projects.
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Theatre and Film Acting Major

Introduction to the Major
The Theatre and Film Acting Major aims to develop actors capable
of creating unique and compelling characters. With 95% of the
curriculum consisting of major-specific courses, the program
emphasizes hands-on learning. More than 30 performances,
ranging from small-scale projects to large productions, are
staged annually. Collaborative opportunities with directing,
playwriting, musical acting, and stage design majors highlight the

interdisciplinary nature of the School of Performing Arts.

Educational Features

AAME0] Qo) BE XN The curriculum includes training for current genres and styles, while
also preparing students for the post-theater era. Courses such as
Physical Theatre and Nonverbal Performance encourage creative
experimentation. All courses are practice-based, ensuring students

develop practical skills essential for the industry.

Career Paths and Achievements Post-Graduation

Career Opportunities:

- Actors in theater, musicals, and on-stage performances.

- Film and TV actors, with additional training for web dramas.

- Multi-creators equipped for the evolving digital content
landscape.

Major Achievements:

- Bronze Award at the 2023 Cheonan Taehosan Youth Theatre
Festival.

- Best Actor Award at the 2023 Cheonan Taehosan Youth Theatre

Festival.
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This course teaches students the step-by-step manual for efficient
scene practice, including dry reading, analysis, scene reading, and
scene creation. It also provides practical training on solving various
challenges that may arise during collaborative work.

Training Method 11 1
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Students will learn how to use cameras and lenses, acquire cinematic

language through camera movements, and study essential

Film making and knowledge of filming, optics, and editing necessary for contemporary
editing 1 video production. The course includes learning the editing software

Premiere Pro, hands-on editing of provided resources, and

foundational concepts related to editing.
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Through repeated physical and mental training in Kalaripayattu,

an Indian martial art, students will develop new awareness,
Movement | 1-1 4 understanding, and perception of their body and mind. The course
emphasizes the organic integration of the body and mind, enabling
students to express themselves freely.
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Based on Kristin Linklater's vocal training method, this course helps
Respiration & 11 4 students identify and release habitual tension, discover their natural,
Vocalization | relaxed breath, and develop comfortable vocalization that emerges
from a relaxed body.
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Using a section of a performance text, students will practice
Performance the organic interconnection and division of roles necessary for
Production Training performance production. The course enhances production skills by
allowing students to compose, practice, and present simple scenes.
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This course focuses on understanding the foundational elements of
Basic of Acting 11 6 acting—objective, obstacles, methods, and dramatic action. Students
will create, practice, and perform short open scenes.
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Grounded in the playfulness inherent in theatrical arts, this course
introduces the basic concepts of improvisation. Students will explore
TheatreGame 11 2 o . P ) P o P
and practice improvisational skills to develop the creativity and
expressive abilities essential for actors.
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their individual needs and design their own training programs.
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° Through repeated physical and mental training in Kalaripayattu, an
Indian martial art, and Bongsan Talchum (Korean traditional mask
dance), students will develop new awareness, understanding, and

Movement Il 12 4 ) . PNEW aWareness, 5 and
perception of their body and mind. This course fosters the organic
integration of body and mind, encouraging students to freely express
themselves.
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10 . . .

L This course focuses on strengthening the breathing muscles and

Respiration & . . o

L. 1-2 4 enhancing awareness of various resonance chambers, building on the
Vocalization Il .
perception of a relaxed body.
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1 . . .

Based on modern realism scripts, students will learn to understand
The Modern Theatre : 19 6 exchanges, action, and reaction, and express the realism of speech
Realism and behavior through dramatic language by performing scenes

involving two or more characters.
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Production Workshop

Students will analyze and adapt a musical or theatrical piece
approximately one hour in length as creative producers, culminating
in an actual stage performance.

13

Film making and
editing Il

This course develops the ability to create short-form content under
three minutes by applying learned cinematic language and techniques
for using video equipment.
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Character Design

2-1

Students will explore the various stylistic characteristics of
performances, analyze the given character data, and go through the
process of character building to design roles required by the script.
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Acting for Genre | -
Emotional expansion

Focusing on the stylistic features of narrative-based texts, this
course emphasizes amplifying fundamental and profound human
emotions (desire, love, revenge, etc.) and performing scenes from
comedies and historical dramas.

16
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Creative Movement 1

2-1

This course expands the actor's physical awareness and stage
expression through puppet/object acting. Additionally, it guides
students to independently design the psychophysical movement
scores that characters must express within scenes, based on Mikhail
Chekhov's concept of "psychophysical movement.”

17
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Voice of speech 3

2-1

Building on an understanding of the body and voice, this course
strengthens the connection between breathing, sound, and body
movement, transitioning from nonverbal sounds to spoken language.
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Web Drama Making

This practical course allows students to become creators by
producing web dramas, utilizing the media characteristics learned
through filming, editing, and camera acting.
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Work Experience2
(summer)

2-1

This course is a collaboration between the university and field training
institutions, providing theoretical application, practical training, and
internships in industry settings. Students gain work experience
aligned with their skills and aptitudes in relevant fields, enhancing
adaptability, task execution abilities, and professional ethics.
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Performance |

This course focuses on classical plays and provides hands-on training
in foundational skills for producing professional productions rooted
in traditional narrative structures. Students from directing, musical/
theatrical acting, and stage design (stage, lighting, video) majors
practice their respective roles, integrating knowledge and skills from
pre-production to the final rehearsal stage, following an action-
learning methodology.
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Performancelll

This course involves contemporary dramatic works addressing
modern issues and facilitates hands-on training in production for
creating performance content relevant to current themes. Students
practice professional roles in directing, musical/theatrical acting, and
stage design (stage, lighting, video), integrating their respective skills
during pre-production and culminating in final rehearsals through
collaborative action-learning processes.
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PerformanceV

2-1

This course centers on reinterpreting or re-writing classical plays

to align with contemporary perspectives. Students from various
majors—directing, musical/theatrical acting, and stage design (stage,
lighting, video)—gain expertise in professional production, from
pre-production to the final rehearsal stage, with an emphasis on
integration and deepening of skills through action-learning.
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PerformanceVll

2-1

This course tackles contemporary dramatic works classified as
relating to modern issues, exploring not only thematic content

but also the stage language and form. It involves training in the
production of performance content that addresses current societal
issues. Students specializing in directing, musical/theatrical acting,
and stage design (stage, lighting, video) collaborate to integrate their
skills and present final productions through a structured action-
learning approach.

24

Eetofe| szt MYl ofsHE
A
=

nfefsto] Xiple| A5 +HUS EAE 4 s n=0ICk

How to teach and
learn theater

This course focuses on understanding the structure and delivery
process of drama to identify the conditions and processes for theater
education, enabling students to design their own theater education
classes.

25
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Theater Education
Theory

Based on theater games, this course organizes concepts related

to theater education, providing a comprehensive understanding of
educational practices in the field. It helps students establish their
educational philosophy and develop the competencies necessary for
professional theater education.
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PerformancelX

This course examines contemporary texts classified as pivotal

works in the performing arts and engages students in developing
and producing related content in a production format. Conducted

in collaboration with field experts and following a capstone design
approach, students gain practical experience in various creative roles.
By understanding the contemporary relevance of the selected texts,
students practice creative and technical tasks across disciplines—
directing, musical/theatrical acting, and stage design (stage, lighting,
video)—culminating in a unified production process that integrates
pre-production to final presentation through action-learning.
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Basic for Script

2-2

This course develops the ability to understand and apply
screenwriting structures and techniques, enabling students to create
original screenplays.

28
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Acting for Genre Il -
Physical Expansion

2-2

Focusing on the stylistic characteristics of narrative-based texts,
this course enhances students' acting skills by extending physical
expression techniques and adapting performances to different
formats and spaces.

29
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Creative Movement I

2-2

Students learn to construct scenes using Mikhail Chekhov's
psychophysical movement methodology. The course emphasizes
turning words/dialogue (text) into dynamic movement scenes.
Through this process, students explore how actors interpret texts
to meet the demands of specific scenes, including the objective
atmosphere and energy required.
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Voice of Speech 4

2-2

Building on an understanding of body and voice, this course
strengthens vocal training through practical exercises. Students
develop sequentially in areas such as body alignment, posture,
relaxation, breathing, articulation muscle flexibility, vocal resonance,
pitch and tone, and the relationship between space and voice.

31

2-2

-

or = &
JH H2 ofo rgk
n
40
El
Ho

J

2502 20f5/0] Xl FOIM SHAtol o]
M2 MAlHe mABO|C Y FHole] 5240}
L R TRt AIHOIML] A FRS SO Y KIS, YR
22| 30l E28 & 4 Uk

od

>
0>
N

id]
=)
K

n

0

4> 22T 2
0 ox 1o o

Work Experience2
(winter)

2-2

This course is a collaboration between the university and field training
institutions, where students apply theoretical knowledge to practical
training and internships in industry settings. It helps students gain
hands-on experience aligned with their abilities and aptitudes,
enhancing adaptability, task execution, and professional ethics.
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Perfomance I

2-2

This course provides hands-on practice in transforming classic plays
into performance content, conducted with field experts and through
capstone design projects. Students reimagine fundamental narrative
structures and engage in practical work across disciplines such as
directing, musical/theatrical acting, and stage design (stage, lighting,
video). The integrated learning process covers pre-production to final
rehearsals, fostering collaboration and deepening expertise through
an action-learning framework.
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PerfomancelV

This course involves the development and production of content
based on texts with contemporary themes, conducted in a
production format. With the guidance of field experts and following
a capstone design approach, students engage in practical work
across various creative roles. Through an understanding of the
contemporary relevance of the selected texts, students perform
practical tasks in different creative departments—directing, musical/
theatrical acting, stage design (stage, lighting, video)—and practice
collaborative problem-solving. The course encompasses the entire
production process, from pre-production to the final presentation,
with an emphasis on integrating and deepening skills across disciplines
through action-learning.
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PerfomanceV!I

This course focuses on the adaptation of dramatic works addressing
contemporary issues and themes into performance content.
Conducted in collaboration with field professionals and through

a capstone design approach, students analyze the contemporary
significance of the selected texts and perform creative and technical
tasks across disciplines. They gain practical experience in areas such
as playwriting, directing, musical/theatrical acting, and stage design
(stage, lighting, video). The course emphasizes creative collaboration
and culminates in a fully integrated production process that moves
from pre-production to the final rehearsal, blending and refining skills
through an action-learning framework.
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PerfomanceVlll

2-2

This course addresses texts classified as experimental or
groundbreaking within the contemporary performing arts landscape,
exploring their development and production in a professional setting.
Guided by field experts and utilizing a capstone design approach,
students analyze the contemporary relevance of the texts and
execute tasks in their respective fields, including directing, musical/
theatrical acting, and stage design (stage, lighting, video). The
course emphasizes collaborative problem-solving, guiding students
through the entire production cycle, from pre-production to final
presentation, while integrating and advancing their skills across
disciplines through action-learning.

36
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Development of
theater education
program

This course equips students with fundamental competencies for
developing theater education programs based on an understanding
of theater teaching and learning models. Through step-by-

step practical exercises, students gain firsthand experience with
educational paradigms relevant to the field, culminating in the
preparation of actual lesson plans.

37
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Performance X

This course focuses on texts that are considered significant in
contemporary performing arts due to their themes, content, or
forms. Students engage in developing and producing content in

a production-based format, guided by field experts and utilizing a
capstone design approach. Through understanding the contemporary
relevance of selected works, students perform practical tasks in
various creative areas, including playwriting, musical/theatrical acting,
and stage design (stage, lighting, video). The course emphasizes
collaborative problem-solving and integrates the entire production
process, from pre-production to final presentation, with action-
learning methods to deepen and refine skills across disciplines.
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38
. This course allows students to design and develop creative content
Movement Project | 3-1 2 .g P
based on an expanded understanding of the body.
sEmEs) 31 , | BYE2 QUEES |0 ZRENS Tt SAICKES v
. oo A% AE S Sofl BT ASE 4 Rl BES FFBICE
39 )
. Students plan and execute productions for performances or film
Project Team . .
Building | 3-1 2 projects, creating works that reflect contemporary relevance and
8 effectively communicate with audiences.
AHAFO|O| SFHO|LE AMMFEO| 2| CHE YAIO| AF0M 241E|= 17|12
AE(UAT| | 3-1 4 HEs, o= LA E 0421 Heo| Ma=ut QA Zo10)| Chish
Tot= £HO|C
40 Students practice acting techniques required for forms of theater
beyond realism, including experimental and stylized performances,
Acting techniques 1 3-1 4 while exploring advanced realism and alternative theatrical methods.
The course includes research into emerging trends in experimental
and formal theater.
Sriiol7 |9} oiFIe17 || F2H STt ZIzte| HAHLIZS olsstn, 2
L 1 , | TolaBolue oasin A Heln dlels 285 AsS S of
H917 |0l LRSSt QoM T2| 1 XHAQ| WHE S BSO]Ll= wat
2olct
41 This course examines the genre-specific characteristics and
mechanisms of stage and media acting. Students learn methods of
. communication with directors and engage in hands-on exercises
Acting for Camera 1 3-1 4 ) . . . 638 )
involving actual filming and screenings. Through these exercises,
students develop impulses, flexibility, and personal methodologies
essential for media acting.
CHelat S5 7| 20| S-S 22 £H015109 AHHA| S0l sHdof|A| o]
s 31 , | Eolxg N2 a8y Mae MAjsts mal=olck s Jolol S2iut
se== Aol St= TS 2 MMM AT FAHE Soll T XS, AR
3 58 AYRE| A E2S &+ UL
42 This course is a collaborative effort between the university and
external institutions to provide students with opportunities to apply
Work Experience3-1 31 5 theoretical knowledge through practical training and fieldwork.

(semester)

Students gain hands-on experience in industry-relevant workplaces
aligned with their skills and interests, fostering adaptability,
professional competency, and ethical work practices.

N140



S0l|=
School Of Performing Arts

AF

AP [HF
Theatre and Film Acting Major

<

= Course Title Year-Semester Credits Course Classification
CHE HEMAIET | 20| 3-S5 2= £015109 AAUX| S0l A oA O]
SAAIA3 51 31 5 29| Mg, AT us Y HES HAsh=E ELEPEOIEF_. %f’%‘ 7helel s=24=t
ol S= TS 2 MMM MR BAHE Soll oE XMSH, AR
23 53, 9i92| 30 222 5 4 QUC,
43 This course is a collaborative effort between the university and
external institutions to provide students with opportunities to apply
Work Experience3 31 5 theoretical knowledge through practical training and fieldwork.
(summer) Students gain hands-on experience in industry-relevant workplaces
aligned with their skills and interests, fostering adaptability,
professional competency, and ethical work practices.
el s , | SPEE LA ol @xlol Tyetg Higto@ s AnR Yolx TtZ
2 ehsis 2ojolct,
44 . . . e
This course emphasizes expanded physical awareness and the ability
Movement Project Il 3-2 2 to construct movements, enabling students to create original and
creative works.
ZamEEmy) 3 , | U2 AEe sl ZRES TIUSICE SACIYE v
e St= HEFAES Sofl 2 AFE 4 Ql= RHES MIRSITE
45
Project Team 39 5 Students design and produce performances or film projects that
Building Il reflect contemporary themes and effectively connect with audiences.
AAIZEO|o] BPROILE ARAIZS| 9| CHE HAle| 910X 25| o17|S
AEfRIQH| | 32 4 | Masin] 2oz Lol 2 of2] Fellol 33T oA Folo| cis o
T5h= aHo|ct
Students explore advanced acting techniques for both realism and
. alternative theatrical forms, including experimental and stylized
Acting for Style Il 32 4 § experiment >
performances. The course encourages research into various
emerging formats of theater and performance styles.
SoiAv (et oMV |2| HEX EMut 2Zto| HiFHLIES Olshsty, 2=
- s , | TelABolwus atsln MRl B NES B8 HES Sl of
= H|o17|of| st S0 {Ad J2|10 XA BHES BHEO0{L= wat
F0|C}
47 This course focuses on understanding the genre-specific
characteristics and mechanisms of stage acting and media acting.
. It explores methods of effective communication with directors and
Acting for Camera Il 3-2 4 P

includes practical exercises utilizing actual filming and screenings.
Through these activities, students develop the impulses, flexibility,
and personal methodologies required for media acting.

Nn1/1



S0l|=
School Of Performing Arts

AF

AP [HF
Theatre and Film Acting Major

<

s . . . .
= Course Title Year-Semester Credits Course Classification
CHE HEMAIET | 20| 3-S5 2= £015109 AAUX| S0l A oA O]
SEAIA3 32 , | E°IT8 4918 9 HAS MASHE ASO|Ct S JHele| St
se== Hgo|| SH= T3 2 AARo M| MR B S Solf oE M3, AR
438 52, 12| ol =82 5 4 Uch
48 This course is a collaborative effort between the university and
external institutions, providing students with opportunities to apply
Work Experience3-2 theoretical knowledge through practical training and fieldwork in
(senzester) 3-2 2 industrial settings. Students gain hands-on experience in workplaces
related to their major, tailored to their abilities and aptitudes.
This experience helps enhance their adaptability to professional
environments, task execution skills, and work ethics.
CHelat S5 7| 20| 3S22 £H015109 AtHA| S0l sHdof|A| o]
STAIA3 S5 32 ’ 2o| Mg AR 18 U AAS MAISHs mIH2O|Ct s Hole] St
se=sTe o] Sh= T 2t At * 7i1|01I)K1°I MR FEE Sl iy M8H, HR
43 53, D2 g0l 228 & 4 r
49 This course is a collaborative effort between the university and
external institutions, providing students with opportunities to apply
Work Experience3 theoretical knowledge through practical training and fieldwork in
(wirr:ter) 3-2 2 industrial settings. Students gain hands-on experience in workplaces
related to their major, tailored to their abilities and aptitudes.
This experience helps enhance their adaptability to professional
environments, task execution skills, and work ethics.
2 SH0| X | FEHOR HIZUSS MAoln 235101 K2 S ofel £
CKZHz2[OfufA | o 3 St M&shs P2 Sall TI=7HE S fleh JS AT E Sz =
o 2x|E Bj2o|ct,
50 19 These courses guide students through the design and execution of
21 self-directed career activities, fostering their abilities to challenge
CK Career Path 1 2 3 themselves and benefit from experiential learing for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
o SPYO| X7 IFEXO 2 TRBE S A5tn 23510] LIRS IsH EX
CKFHZ|O{uiA | 59 6 st H[&ot= 2PE 2 Soll TIZ/HUS ISt A2 ot E st =
o SHE y=olCt,
51 19 These courses guide students through the design and execution of
21 self-directed career activities, fostering their abilities to challenge
CK Career Path 2 2 6 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
2 SHA0| X |IREHOR T2YES AAfeln 23510l TI2E lel £
ckFziofmAlN g 9 | SRAESH WS BN DBHLS Yt UG HAIEZ S =
o ZHE D20/t
52 1 These courses guide students through the design and execution of
21 self-directed career activities, fostering their abilities to challenge
CK Career Path 3 22 9 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,

and refine their career paths through hands-on projects.
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Introduction to the Major

The Playwriting and Directing Major nurtures playwrights and

Ok Of
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directors capable of creating original productions. The program

focuses on practical, production-centered education. Students

i

engage in all aspects of production—from text creation to staging,
performance, and reviews—collaborating with actors and technical
staff to produce cohesive performances. This holistic approach
fosters creative and versatile professionals for the theater industry.
UM &S Tt S2H0| SAICH SL
oM 270l 2 S0 EAZ0ME SAICHES 2 Educational Features

oFAlTE Z=H|o|AS T 0|2 RIAIQ| 104t A4zt Recognizing the importance of creating globally relevant content,
the program emphasizes the development of contemporary
theatrical forms and thematic awareness. Students are trained to
express these elements in their unique voices, preparing them
to meet the demands of the modern performance industry both

domestically and internationally.

Career Paths and Achievements Post-Graduation
Career Opportunities:

- Directors and assistant directors.

- Playwrights.

- Performance planners and production staff.
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HEHA 210|Z AR XIL| - LAFROf MEkst oM CIX|H 2HIZE H|
HOINMZIMT] | 1-1 4 517 lot0d, HIEHHA AEH OFO|RIS MIZFSH D HERHA Z21E0)|M
HOSEE 5ia ZHXE Hxsts B=o|C,
1 . . o
This course focuses on creating fashion digital content that meets
. - the requirements of Metaverse Life users. Students will design
Creative Writing | 1-1 4 q . . 8
Metaverse-style items, register them for sale on Metaverse
platforms, and produce related content.
_ EFANT} 0310 5| iZ7to| B3S sHASH= 1T
ﬁ%” 11 4 EO“:II- f—|e I I' ro I = |' | o= = I' AL f
=O|C},
2
Introduction to 11 4 This course explores the origins of directing, the evolution of the
Direction director’s role, and the fundamental responsibilities of a director.
7oz 5 AIRES 7|H}FO 2 EFANSE RERF CHAF Z rlokst At2
;‘:ol- Ixﬂ-l:l.My“l 1-2 4 O|_|-/|_IEO” I:Hf.’_}' JEE 7||_|-—% El—l?_l-jéﬂ_l:”o IHEE = o-’il‘ o—
O] 2MI|E Fall M| 7|=TAIE A&st= Wat=0|Ct
3 . . .
Based on observations of spaces and characters, this course guides
Creative Writing |l 1-2 4 students through foundational scene construction by experimenting
with creative materials in various writing genres.
= o4 o StASH= = %= o
GlZo[HIAECLy| 1-2 6 ?jE?I'Q-l E!'E _’Fit.'_fa °ﬁ|'|=|°|'.i: _|__|'_J':|'50||:_|‘ E—'il_ﬁE_E ﬂjg‘-’_l'_-r%H?_:‘E
MefSIT SHESHE IS So 150 S SHASIn AR
4 . . .
. This course covers the overall work of a director. Students will learn
Text Analysis for ) ) . . .
a Director 1-2 6 and practice the director’s role by selecting a text, choosing scenes,
and presenting them.
91320] 7| 10| E|i= C) T2|ANCHEE] FRIIX|Q) AQkeiTe] Bikiat
iz 1 , | BSTHESICH 2t AlChel ciE S|=XES oln Yol 301 281 % 013
= i M &S Solst, HR|-ALS|-Z3kA HiFn (X0 ZEE Q= Ol
‘f: I% wat=0o|Ct,
3 The course provides a comprehensive overview of the development
History of of Western theater from ancient Greece to the present. Students
.ry 1-2 4 will read representative plays from each era, examine contemporary
Performing Arts . : .
performance culture and theatrical conventions, and analyze their
political, social, and cultural contexts.
5|2o| EAO]| L5t OS2 HIENO 2 24X =H|Z EMHSID RS Xi0q &
XELET| | 21 4 5|5 _I = c_,Oil oHo_wliﬂf ez 4|E BfMHSHD B2 HH 2
2o| 5|= FElE ME&shE wat=o|Ct
6 . .
This course enables students to explore creative themes based on
Creating a Scene | 2-1 4 an understanding of the characteristics of plays and practice writing
short scenes for theatrical scripts.
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eizaMES} - ¢ | AEstelAEReE Evlol gat EMES SEstn OlS HigoR B
7Y BioiZo| 7| A0l AR E Agsie matSolct
7 . . . , .
Concept and This course teaches students how to derive a director’s creative
Structure for 2-1 6 concept from a selected text and apply it to the basic practice of
the Performance scene direction.
AZ a7 | dH Oy HIAEE Mz 2 ZHE HIARAL ARARIE/F
AEAT | 2-1 2 H/ZR 2 Y AFEME £ E2 2[5 AEC| AFHMIETHA|(pre-
production) A5 IPE S HEML = HESh= wilt=0|C,.
8 . . .
. s Focused on the pre-production process, this course involves
Director’s Research . )
conducting background research, analyzing events, characters,
for a Performance 2-1 2 - ) )

Script | themes, and plots, and deriving a directorial concept for the selected

text to be performed in the subsequent semester.
Cisfat S1EAET | 20| SS 2= F0{510] MU 01| A St4dof|A| o]
SR 51 21 5 Bo|xg MR g gl ’é‘fg AAlSk= watF0|C}, °f*c'! 7helel| s=4ut
T/gof| gh= a2 AARof M| MR AHE Solf T M=, AR
3 53, AR Y| =22 E 4 UL
9 This course is a collaboration between the university and field
practice institutions, allowing students to apply theoretical
Work Experience2 21 5 knowledge through hands-on training and practical experience
(summer) at industry sites. Students gain work adaptability, task execution
skills, and professional ethics while building industry networks and
identifying suitable career paths.
%13=0|2 7|HIO 2 G W T3 IHES Hal510] HEO|M HOfX|
HIusE 2-1 2 1 Ql= WS MHtS Ofslistal O|E HI O = XAl nsHetZ HElst
0 MEXol WSS Assts ofakg 7|27| 95 mut=o|ct,
10 Building on theater play techniques, this course organizes the
. concepts of theater education to understand the broader educational
Theater Education . . ) . .

Theory 2-1 2 framework in practice. Students will develop their educational
philosophy and gain the skills necessary to conduct professional
theater education effectively.

O CHlXo| O|sH2 HIEFO Q0 1o
Ammatia 1 , | Eeioiel xet xigapgol ofshs Higto R ¢tamol 7l aiye
- Ltorsto] Xphle| 12 S AU HAR 4 = wnt=o|c,
11 This course enables students to design their own theater education
How to teach and o1 5 classes by understanding the structure and communication process
learn theater of drama and identifying the conditions and processes required for
theater education.
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2-1

[o

DH(classic) 2 2 2R E|= 5|2xt=
gto| ZIREIX HEto| 755 ME

WA=O0|CL AE=E, FRIZ/ASS

—
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I,
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F 17|, FLhOlE-FoH/ =/

L2 = HEXRI MARE 7|
=]

> |kl
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Performance |

2-1

This course involves practical training in creating performance
content based on traditional narrative structures, focusing on

plays that are regarded as classics. Students practice foundational
production skills essential for professional production careers or
entrepreneurship in performing arts. The course covers directing,
acting in musicals and theater/film, and stage art disciplines such as
stagecraft, lighting, and video. Students integrate and deepen their
knowledge, from pre-production to final rehearsal, and technical skills
required for each field through action-learning exercises, culminating
in content presentations.

13

SAMEH

SAI| X0 R S2E| SITAES Lo R Tol0&E| X
MO SAICH Ol47t Eli= SIS HIAS 95t ZREM FYUS
Aste MI2OICE HETE, BAIZ/AIYY o7 |XE, Rrjols-2
/R4 2120 275l TREU MBS ofsfstn, Ze|-Z2i
SAPHTISERANIA 515 251K TR 3 HEE XA 7|
2 TR WES 9I%) 2 FNTIES| M0} SRElE TS ARl

O YEHE Sl &Selt.

Performancelll

2-1

This course provides practical training for producing performance
content addressing contemporary issues, focusing on works
classified as modern problem plays. Students explore the creation of
thematically relevant pieces for the performing arts. Training includes
an understanding of production practices required in directing,
acting in musicals and theater/film, and stage art (stagecraft, lighting,
and video). Through action-learning exercises, students integrate
and enhance the pre-production to final rehearsal knowledge

and technical skills of each creative department for a cohesive
presentation of their work.

14

IH(classic)2 2 FFE= S| 5AF2| MEE (re-writing) F= SAIT
M xfsiAo0] BRI} El= ZREEM M| MR E LS nat=0)
Ch. AE3E, FXIZ/AZUN A7 |HE, Froi0|&- 2o/ 2 T/34 242t
oM 27El= 225 MEAULE Ofalistn, Za|-ma{=d(AAIE!
TEANOIM £IF 2[51E7IX| Qs JHE HSE XAt 7|2 FHE Y
HE 25 S5t HEtAT = 2P S A2 d2| HELS Sl dEdt
Ct.

PerformanceV

This course focuses on the re-creation or contemporary
reinterpretation of plays regarded as classics, offering practical
training for production careers or entrepreneurship. Students develop
a thorough understanding of professional production roles required in
directing, acting in musicals and theater/film, and stage art disciplines
(stagecraft, lighting, and video). Using an action-learning approach,
students deepen and integrate their pre-production to final rehearsal
knowledge and skills, culminating in content presentations.
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15

SAXEVI

2-1

FH| & OotL[2} FCHA(FAN AAME SAICH 2HEH 2 BREl=
B|FZE S ez A0S FHHELZ SAICH Ol7t El= 3
AZH= MEFS 2fet Z2HE FYUS HEcts WSO|LL AES
A, FAZ/ASSY 78S, Foii|s-Roi/=F/JY 220 2F
El= Z2EM 4R E ofslisty, Za2|-Ze{HHAPEHETIA)IM £IE
2[S 7K 2ot 7HE HEE XM 7 |e2 TUX UES 2l 24t E
ZuIES| AR SYEl= IS WHEH2| HEHE Sl HSTICH

PerformanceVIl

2-1

This course involves practical training for producing performance
content that addresses both contemporary themes and innovative
stage languages, focusing on modern problem plays. Students explore
creating works relevant to current issues in performing arts. Training
includes understanding production practices in directing, acting

in musicals and theater/film, and stage art disciplines (stagecraft,
lighting, and video). Students engage in action-learning exercises to
integrate and enhance pre-production to final rehearsal knowledge
and skills, emphasizing collaboration across creative departments for
cohesive presentations.

16

SAMEIX

FH| & otL[2} FCHAC|(FANO AAME SAICH 2HE L2 BREl=
3| ZAE S HY o= SO FHIHCZ SAIL] 0|77t El= 3
AZHX MES 2I5t Z2EE FYUS HE0hes W=O|LE A==
A BRIZ/RAS3Y 71T, Foin|e-Ro/=F/3d ZZolM 27
Els Z2EM MR E ofsstn, Za|-Za{HMAPHMEICHA)oIM £IZ
2[S1E7ER| 2t 7HE TS E XM 7|e2 FUX TRE 2l 24

HUES| MRVt il 2PEE A 2| FEHS Sall HESITt

PerformancelX

2-1

This course involves practical training for producing performance
content that addresses both contemporary themes and innovative
stage languages, focusing on modern problem plays. Students explore
creating works relevant to current issues in performing arts. Training
includes understanding production practices in directing, acting

in musicals and theater/film, and stage art disciplines (stagecraft,
lighting, and video). Students engage in action-learning exercises to
integrate and enhance pre-production to final rehearsal knowledge
and skills, emphasizing collaboration across creative departments for
cohesive presentations.

17

FRIZE0|

2-1

T aiAfe] HEHUS Sol SIS A, W= D120[Ct 27
© ZTyEtAL| 2OF 720 SILIS ROt XH2 10| SHES 3 A
Cf. §iol01 WS 2232 235 SiLIS| KHEOR QHE]Y| 9ist rmt
o= ARgEICt

Musical Theater
Making

2-1

This course focuses on the collaborative creation and presentation
of musical theater through teamwork between composers and
lyricists. Students take on roles in either composition or lyric writing
to collaboratively produce a small-scale piece. The created musical
theater work serves as a foundation for further development into a
complete production.
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18 . . . .
This course guides students in expanding scenes from short plays
Creating a Scene |l 2-2 4 into full-length works. Students complete scene outlines and
frameworks as part of the playwriting process.
CHlgiETRRE | s ¢ | 232 OlLHel e SHsHE 608 Lhelel Clatsl =g AR of
o E71e| MR E MEsh= wik=0|Ct
19
60-Minute Directing 22 6 This course provides practical training for directors using a 60-minute
Project | one-act play featuring 2-3 characters as creative material.
AZ b7 | W E Cild HIAEE X 2 2HE HIZ AL ARH/QIE/F
EAL 2-2 2 H/ZR 24 YU AFEME T E53 2[5 AEC| AFHIHIELH A (pre-
production) &5 1FHE HEHML = AE5h= wt=0|Cf.
20 . . . . o .
. s This course offers intensive practical training in pre-production for
Director’s Research .
directing. Students conduct background research, analyze events,
for a Performance 2-2 2 ) )
Scriot Il characters, themes, and plots, and develop a directorial concept for
P the text selected for the semester’s performance.
st A E7 | 20| SS2= F016109 AR| SAE0f|AM do|#| o]
SHEAE2-FA| 2-2 2 Eo| Mg MR ng 3 MES MASH= WIt=0|CE e Jiole| St
Eof| Sk T3 2 AHAOIML| MR FHE Sl E MSH, PR
23 55, XA R S| =22 & 4 Tk
21 This course is a collaborative effort between universities and field
practice institutions, providing students with hands-on industry
Work Experience2 2 5 experience. Students apply theoretical knowledge in real-world
(winter) settings, enhancing their adaptability, job performance, and work
ethics through practical experience in roles suited to their abilities
and aptitudes.
913 M43t DHO| CifSt OfSHS HIEO R 913 Mg T IS st
SiZagER Y 2-2 2| 4972 oRg |2 DNIS0R Chid M2 Sa wEel T
Chejoll X313t IPYS H&s101 AH| 2210k Thafste maj=olcy
22 This course develops students' foundational skills in designing theater
Development of education programs based on an understanding of theater teaching
theater education 2-2 2 and learning models. Through step-by-step exercises, students
program create practical lesson plans tailored to real-world educational
paradigms.
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23

SHXEH

2-2

D(classio L2 ZREl= sl=AEe SUZHEIC| HRH|TAHSE ME
Sh= Wat=0[CE 7| Z2MAR RS A 2P0t U2 2 MiESh=
IEE AR E Soll ol 2oF Z2HMS MEICE A&, RRIZ/A
S A7 IS, Frho|s-Fo/ZE/BY A0 2715 Z2EHM
HEYRE Olslfsty, Z2|-ZeHHAPHMEITEA)IM 215 2[5147t

K| HLet/HE HMESE XMt 7 |as U= YES 2l S&ot Hst

A7 |2 2PgE Azl JELS Sall 2EeiTh

i

Perfomance I

2-2

This course involves the full practical training of turning a classic
play into performance content. Students practice recreating basic
narrative structures and gain hands-on experience in production
processes through team-based work. Students learn professional
production responsibilities in areas such as directing, acting (musical/
theater and film), and stage design (set, lighting, and video). Using an
action-learning approach, students integrate and deepen their pre-
production to final rehearsal skills for content presentations.

24

SEFIEHV

2-2

SAICH! FHIE 717 HIAES CAO R s oF Zetlxo| et
KPS T2CIM el ASSHe WA2O|C T HEo| SAICkAof
Cliet OISHE HIRIO 2 24 AINTIEH MRS Aasin] 2} 3 ROF T2
SUM SRS ASBICL HETT, BXIZ/ATUY o7 IHET, RoinlE-
SO/ /B 22101 275l Y20l Cist ojsiE Higto 2 maY
M elzie] olx HYS Mg, Tal- TR MNHHEITA0IA 2
3 UHEDPIX| TS HAAS7t 3D Alstel 1S el
o| HelS Sall ALBic,

PerfomancelV

2-2

This course explores the development and production process

of content based on texts with contemporary themes, using a
production model. Students analyze the contemporary relevance

of selected works and engage in practical tasks across creative
disciplines, gaining hands-on experience in production and
entrepreneurship. Students in directing, acting (musical/theater and
film), and stage design (set, lighting, and video) collaborate creatively,
integrating their specialized knowledge and skills from pre-production
to final presentations through action-learning exercises.

25

SHIEVI

SAEHERI Ot FRIC|AS B2 3
=t aPgs Z2EM YEZ AEste
‘goi| CHSH O[S HIF2 = 2 YAUEH U S 35t 2 TS 20f
Z2EHMS L0 AE=SA, RAIZ/ASYE A7 IHS, FHile-7
CH/ZE/BY ZZ0lM 271== FF0l Chgt OfsHE Hige = =25
Tt FHolH S HE, ZE-TR{HPAPHNETA)IM £S5
2[S1E7HX| THEE ol 20t g&ota detEl= 2Py S e dol

=]
EIE Sall 2SIt

PerfomanceV!I

This course involves practical training in transforming contemporary
issue-driven and thematically rich dramatic works into performance
content through a production model. Students deepen their
understanding of the contemporaneity of the selected text and
engage in practical work across creative disciplines. Through
interdisciplinary collaboration, students from directing and
playwriting, musical/theater and film acting, and stage design

(set, lighting, and video) learn and practice essential professional
production tasks. The course adopts an action-learning approach to
integrate and refine the specialized skills of each artistic discipline,
from pre-production stages to the final rehearsal.

N149



So=LAE

School Of Performing Arts

> 51
HE=5dE

<

Playwriting and Directing Major

tH

fol

RREL
Course Title

a3
Year-Semester

&

Credits

/L=y [+
Course Classification

26

SEEIEI

2-2

A/ R HollM SAIC oS EHOIN ERIxt0] £|2 gl &
AEZ MO = s £O0f BRIZ0| HLnt RtIES T2CiM e
2 M5t DIRO[CE O KHEO| SAICHAO Cht OJ3HS bigto 2
2L RIS MRS A35101 2t HZ 2O} Z2EMS ASFICE 15
T} BX|Z/ATHA 7B, ROhOIE- PO E/BA 20N 2
Mg, me| RS HAPEHEEAOIN 2Z SECHIIX) THE Y Hat

ARV EE| AotEl= 2PgS AR Ee| HEHS Sl HESiTh

PerfomanceVlll

2-2

This course focuses on developing and producing content for texts
regarded as contemporary "problematic works" in terms of theme,
content, and format in the performing arts. Students conduct
hands-on work in their respective creative areas and engage in
interdisciplinary production training. With an understanding of the
text’s contemporaneity, students collaborate across disciplines
such as directing and playwriting, musical/theater and film acting,
and stage design (set, lighting, and video). The course emphasizes
creative collaboration among production members, integrating and
deepening the specialized skills of each discipline through action-
learning from pre-production to final presentation.

27

2-2

ZH|LH A Ol SAICH 20 EREO| 2|2 Qi &

P |
AEE thitoR sigt 2Of BRIZ0| ikt MRS T2TM el
2 Masts Lt20|c T KHES| SAIchAol chst olshS Bigto 2
7h RlIE Y ADE 23510 2t HE Hof ZREMS M OE

=, RAIZ/ASEY A7 IHS, Fi0|E- 2O/ =Y/SY Z4ZoM 2

TE|= ARt OfFHE HIgfo R TREM TRI7H| ol ey
A, ma | ZRHAPHRECAO 25 SECHI e 2l
M7} gotE|n Alskels 2 AMeldol HES S3) Aasict

mjo

-

Perfomance X

2-2

This course focuses on developing and producing content for texts
regarded as contemporary "problematic works" in terms of theme,
content, and format in the performing arts. Students conduct
hands-on work in their respective creative areas and engage in
interdisciplinary production training. With an understanding of the
text’s contemporaneity, students collaborate across disciplines
such as directing and playwriting, musical/theater and film acting,
and stage design (set, lighting, and video). The course emphasizes
creative collaboration among production members, integrating and
deepening the specialized skills of each discipline through action-
learning from pre-production to final presentation.

28

2-2

= P5210| £t 20| | Lotoret YEO0|Lt QIHHE S SOl St
X EHEAQUA LR = wat=0|Ch 27 2982 SESH

[
ol Choyst RIS S S51T A5tel 2AH2 OfZOlLY| 9ist E2 4
o 5

I do mju rx
r.
i
2

Selected Topics

2-2

This course offers a deeper exploration of core theoretical principles
or interdisciplinary subjects relevant to professional theater
practitioners. It encourages students to enrich their creative abilities
by engaging with diverse topics and fostering creative ideas through
discussion-based learning.
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T A T a1 , | Aei=xelgusin elhol FulchR Peig MesoR st ol
e enEs 2|E stgstn S| 2 1S HSh= 1Y S M&Ste matRo|ct
29 As a preparatory stage for completing a full-length play intended for
Wiriting a Script 31 4 performance, this course teaches the principles of detailed scene
for a Performance | composition and guides students through creating the first draft of a
performance script.
(o] o = ':IF— L = o| CHaks| 2 xFKE O:
ChloiE T e | 31 6 3-421 0O|Lfie] 712 AEP} = 802 Li2le| tHats|S Rz 2 ¢
£7t2| 4R E ME3Sh= wit=0|C
30 Thi id ical training for di i
. N is course provides practical training for directors using a one-
60-Minute Directing P ) P ) s . s
Project Il 3-1 6 act play of approximately 80 minutes, featuring 3-4 characters as
0 creative material.
A 17| UE Ty MIAES TR 2 BHE HIZZAL ARZY/RIZ/F
EEEALI 3-1 2 HEREMY ?jéff—ﬂ!é EES 2t AZ2| APHHEICHA| (pre-
production) A% IFgE FEH O = MESh= wntz0ICt,
31 . . . . o .
. , This course offers intensive practical training in pre-production for
Director’s Research L .
directing. Students engage in background research, analyze events,
for a Performance 3-1 2 i .
Scriot Il characters, themes, and plots, and develop directorial concepts for
P texts selected for the semester's final presentation.
CHelat SR 57| 20| S-S 22 £H015109 AHHA| S0l sHdofA| o]
| O O] AlAS Al L
A3 31 , | EoIxR N2 283 Mag MAjsHs mal=olck S JHelo| S2iut
o] 9 TZ 2 Mel|o Mol AR HES Sof 3R KSH, U
43 53, 122 310l 28 & 4 9lck
3 This course involves collaboration between the university and
industry-based internship institutions to provide students with
. theoretical application, practical training, and hands-on experience in
Work Experience3-1 . PP . P ) 5 \ P .
3-1 2 a professional environment. It aims to enhance students' adaptability
(semester) ) ) . )
to the workplace, task execution skills, and professional ethics
through practical experience in industries related to their field of
study, tailored to their abilities and aptitudes.
CHelat S5 7| 20| 3S2 2 £H015109 AtHA| S0l sHdofA| o]
2ol Mg Al N ol ALAS Al = WTM2O|CH SHAY JHole| Sadn
SIRAIA3 B 31 5 29| 18, BT R X =S AASH= 3 i e C?I f_ A N ._|OI o—.;-}
Hgo|| St= T 2 Ak X1I01IA1°I AR AHS Soll ST M3, UR
3 53, 2R &Y =22 E 4 UL
33 This course involves collaboration between the university and
industry-based internship institutions to provide students with
. theoretical application, practical training, and hands-on experience in
Work Experience3 . PP . P . 5 \ P .
(summer) 3-1 2 a professional environment. It aims to enhance students’ adaptability
to the workplace, task execution skills, and professional ethics
through practical experience in industries related to their field of
study, tailored to their abilities and aptitudes.
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MARA- AN SOl MIAES 3| T A|LIZ| Q.2 ZMas7L, 2tel
= | MX =S =
AT 1 , | W8OI BRI Jrh2 S3 bl 9 A S2 Alcket ZE0f 94| 2
e e = Wat=0|ct 7| 2H0l MARe| X E folsto] HEX E4dof oF
A Higtolf L= 522 eSSt
34 ) ) )
This course focuses on adapting texts such as epics and novels
L. into plays or screenplays, or modernizing the setting and context
Dramatization and ) pay . p. y ’ . s s : . )
Adaptation 3-1 4 while retaining the original storyline. Students learn to identify basic
narrative structures and adapt them to align with the characteristics
of various genres.
HA=E | HHE|=Ro| MY S FH|oh= THAIZ FTHL| MEA 1 212
R EE | 3-1 6 £ 5o, KMol FRE S ATl 0| L AKX, FFAIZ AMHEHSI0] W
el £E m|EUS HMY ZAHE S FEShH= nat=0|Ct
35 As a preparatory stage for completing a full-length play for
performance, this course teaches the principles of detailed scene
Playwriting | 3-1 6 composition. Students select themes, materials, and forms that
reflect their creative perspectives, and complete performance scripts
through intensive feedback from instructors.
QIED ETI HAUS Soll HESHS HIYSHL 53X HRLIA0IM
e E5F 2 =XHo o| o2 AlEEH= 1= XIXFEIAE
HxtZapEeold 31 4 | HBSBHSSHUMSMY TS5 SIS MASOlH. AR SlS
£ 2N F= FERIRIe| HFLIAHOIME SoiM SEXQI AEIUS F
Eg 4 Qe THSAE RABICt
36 . ) . .
This course fosters collaborative creativity between directors and
. . writers, enabling students to engage in active communication and
Playwright-director . . . .
. 3-1 4 teamwork to realize theatrical productions. Through text analysis
Collaboration . . ) .
and interaction with peers, students explore the potential to create
original styles in collaborative works.
A EARIAIL | . . | HiECIARZiRIE R SRS B, Mstslo] NS 93t B chi2g
esTT—eonEs etdsh= A& wat=o|ct,
37 ) )
. . This hands-on course allows students to refine and deepen their
Writing a Script for )
3-2 4 understanding of events, characters, themes, and plots to complete
a Performance Il o )
performance scripts intended for staging.
XHOF Hako| 5|02 MXs oi= AlDO HO AIASIL ==y
st o amE 32 8 aﬂ 22ko| 5|82 Moo AE Aol M S Al&sh= wt=0|
38
90-Minute Directing 39 3 This practical course involves selecting a full-length play and working
Project through all stages of the directing process.
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CHE HEMAIET | 20| 3-S5 2= £015109 AAUX| S0l A oA O]
SIRAIA3D 39 5 Eo| Mg MR ng I HES MASH= nit=0|CE °t’<‘§ 7liele| s=4nt
ol S= TS 2 MMM MR BAHE Soll oE XMSH, AR
23 53 Ties| HY =22 & 4 rk
39 This course, in partnership with university and industry-based
internship institutions, provides students with theoretical application,
Work Experience3-2 practical training, and work experience in professional settings. It
3-2 2 ) . )
(semester) helps students build workplace adaptability, develop task execution
skills, and establish professional ethics while gaining relevant
experience in their field of study.
CHefat SIEAE 7 | 20| SS 2= F0{510] LR | S0l M St4dof|A| o]
SEAIAS 39 5 Eo| Mg MR n§ I MES MASHE WItF0|CH e JHole| St
= o] 9= a2 MARoIM2| AR FHE Sl ¢ M 8™, R
23 53 ZARE| Y| =22 E o+ UCL
40 This course, in partnership with university and industry-based
internship institutions, provides students with theoretical application,
Work Experience3 39 5 practical training, and work experience in professional settings. It
(winter) helps students build workplace adaptability, develop task execution
skills, and establish professional ethics while gaining relevant
experience in their field of study.
A/RIE/FH|/Z R0l CHSH Matets S Solf XHhle] E=k=0l| Chgt Hizt
psn S B 32 6 HMAME 7|20, WX TF T|EMS Eol A2 2t Y THES
2tdsh= A& wat=so|ck
41 ] ] - ] , ]
This course emphasizes critical reflection on students’ creative works
. through in-depth study of events, characters, themes, and plots.
Playwriting Il 32 6 8h in-dep y < , EEmeS, and piok
Students complete performance scripts for staging with intensive
feedback from instructors.
;:i SHYO| AP |FEMO B TIRSE S MAlotL £3lsto] XIZE Qs =T
CKFH2|OfTHA | - 3| stnAEsHe BHE S8l TIRINLS Q5 ofae BleKsE 2 St
o 2%|E Bj2o|ct,
42 1 These courses guide students through the design and execution of
21 self-directed career activities, fostering their abilities to challenge
CK Career Path 1 22 3 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
1-2 ShAH o =S MAHIELT AsH5l0d RIEE oJ5) EX
21 SPYO| X7 |FENO = X2gtES MASI ~34510] TIZE 2[ei =™
CKFH2|o{zHA 11 22 6 St H[&ot= 2PdE Soll TIZ7HUS ISt WY S SLeIEEsh= =
o 2|E ni=o|ct,
43 1 These courses guide students through the design and execution of
1 self-directed career activities, fostering their abilities to challenge
CK Career Path 2 2 6 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
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2 SH0| X7 |FEXO 2 SIS sl 43510 FIZE 2ol £
CKFHZ|OJu A Il 5o 9 St M[&ot= 2PEE Soll TIZVHUS ISt WY S oS st==

o Zx|E 3t=o|ct,

44 19 These courses guide students through the design and execution of
o1 self-directed career activities, fostering their abilities to challenge

CK Career Path 3 22 9 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.

NM1K/
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Of 292 BRIRIZ APEISE7| Il X7 | FEHO R Of2l ARIRIR AV
57| I3t TIRS B DH20|CE 24 12 E2 So| Al2 £
7B XE7(QIA] X7 |48, KI7|7Hite] B e HA|0 KiAle| Gt
SPRFA|7| T BRIBICH

—

Major Skill Critic 1

This course is designed to help students explore their career paths
as future creators through self-directed learning. By participating
in lectures, group discussions, and other activities, students will

go through processes of self-exploration, self-awareness, self-
acceptance, and self-disclosure, expanding and managing their
creative domains.

Tk
=
[t
E]
Jok

1-1

Contents Design 1

This course focuses on understanding storytelling techniques across
various media and building a solid foundation for content planning
through the analysis of commercially successful content.

1-1

=

| PRI T 2 Oftistn HIFE ZHI=2| 0[of7|
=

Visual Storytelling

1-1

This course aims to develop foundational skills in delivering stories
through visual content by understanding visual language and its
principles.

ojof

O] %2 DiokE &-85l0] 22T, HILR, 20| & 3D 2HI= H|Zjof
HMBEl= A2t TNl 7|ee| 7| =& HHXl= 2tF0ICt.

—L— 71

MAYA

This course provides students with the foundational principles and
techniques of 3D content production using Maya, covering modeling,
rendering, and lighting.

1-1

O =2 2| ZEIUATIC| 7| = AHSHat HAZIC 2 ARt #ES 3=

O o
B|2EQl BEIXES TG HIET} FHER 22 Clofst QA2 2|2}
YATINM HESH= WEHS B2 2, OIS 2 /7122 AZ3H Cifst

ol 2|HEIJZHZE MIESH= 2+=0IC.

Realtime Engine 1

This course introduces the basics of using real-time engines and
teaches how to create various elements such as backgrounds and
characters that respond to users in real-time. Students will learn to
connect these components organically to produce diverse types of
real-time content.

NM1KA
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0] £¢2 Fol TR0t WHHI XIS Ofslistn, Tl Aol wat
7|HE XX AsHsH= 1}[=20]|C| JHele] ofo|C E=X|5H= XIO]
SRIOlEIaIEh 11 3 42 7 -alsts 24Z0[ct 551 421e] Of0IEiofE STIsHs el
TI2ES SHAP AFTIO 2% AfTIO| £ HOl0|A SEHEO M FHOlX
ol SxlaiZse Fert 4 QI
6 )
This course helps students understand the components and
. mechanisms of creativity and engage in various creative thinkin,
Creator's Creative ) ) y ) 838 . . s
Ideation 1-1 3 techniques. By applying creative strategies in both divergent and
convergent thinking, students can enhance their ability to solve
problems creatively.
O| U2 IH=IEIE H 35t/ | sl QX TZ0]| CHH 7| = XAl HIRS
QN EZY 11 3 Z Qx| 7|2 21t 282 Olsihisto], RES 2HEeto] ®Esh= 1tE0|
Ct.
7 . . -
This course focuses on character representation by providing a
Human Figure 11 3 foundational understanding of human anatomy, including skeletal
Drawing structure and muscles, enabling students to observe and express
models effectively.
= AO—I 0 AHA A O SR = 7 z
NSRS e E TRt 1-1 3 0| & AAS] Al AH|A(Stable Difussion)2 &-823H H2IE{Qt A A
se==— 70 1-2 **'OfE = MIEsH B2 SEFEE HAShE 7| =2t=olc).
8 This course introduces students to the use of generative Al services
Generative Al 11 3 (such as Stable Diffusion) to create character and background
content creation 1-2 concept art, as well as produce short clip videos, as an introduction
to generative Al applications.
O] $UL SHAH AAZ QIAISH KRS R[S A7 [HA ZEKjOlH 27
R 12 1| El=7|E AQS Sop Malsls DH20[CE £2 18 B2 SO wWAlg
S5 HI2E K| TR AR AES Azl
9 . . . . .
This course supports students in refining their perceived career
. I aths and identifying essential competencies required for creators.
Major Skill Critic 2 1-2 1 P fying ) ) P ) d L
Through lectures, group discussions, and practical activities, students
will design and plan their careers in a self-directed manner.
O] +=2 BILEIAANTIS| 157 7|50 2 7|52 &8l Chat Al
2| HEFAMTI I 1-2 3 2 T3 = 2| et ZRIXE MRS Ml 7Hsst ZutE S AEshe
oH=0|C},
10
This course focuses on utilizing advanced and extended features of
Realtime Engine 2 1-2 3 real-time engines to create dialogue-based real-time content and
produce executable outputs.
0| 2912 XIAIO| MZHs} X} 5= ZEIX 7|12 21517 | Q51 MiAIRH
= A5t AER|E EElSh= IH=E0|C
11
. This course is designed to help students establish a worldview and
Contents Design 2 1-2 3 8 P . . .
create a story to complete the planning of their desired content.
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12

1-2

ol £¢e EEQI Bt HES B3 L ol W2 AN Hilsts
ah=oct Hole) ofolc] Tiste HiESS S5, I BEe
4851 CHOIEQl Alsiuiole DAISto =M ol ERsIZSS 3
ofat £ /Lt R EERHES 4345 !

o2 3 g Ihye MSshn
A2 FEHOR 153 4 QU AL UIIBICL

o
O

Successful Project
Collaboration

1-2

This course provides a hands-on experience in collective creativity
through effective team-based activities. By engaging in team
projects that encourage idea generation, students will develop the
ability to embrace diverse perspectives and explore alternative
solutions for creative problem-solving. Additionally, they will learn
to foster communication and collaboration, internalize integrative
processes, and strengthen their ability to build environments that
encourage team creativity.

13
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1-2

Character Drawing

1-2

This course provides foundational knowledge of the anatomical
structures of various animals that can be utilized for character
representation. Students will learn and express the basic skeletal and
muscular structures.
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Character
Development

This course focuses on designing and developing central characters
for content, culminating in a production-ready project proposal.
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Modeling 1

This course aims to develop the skills needed to create characters
and objects using 3D graphics by constructing diverse forms.
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Character Animation 1

This course provides an understanding of animation principles and
fosters foundational skills to deliver stories using 3D animation
techniques.
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Branded Content
Production

1-2

This course involves a team project in which students produce
storytelling-based branded content in the form of live-action or
animated videos.
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18
Storyboard and 1-2 3 This course develops students' ability to design layouts for various
Layout 2-1 types of content, starting from traditional storyboarding techniques.
O £ O|C|of ZEll= &t T2HE 22| F|-XH A= SEGH=
- B4=olCt 8}, E2falce, 30 ofLIoo}, f0lCio=elx 5 245 52
Z2HMO{LIX[HE 21 3 HEZ°| AHISE Soll 7|22 E CHAE ME2 | E A U, 8Y, &
Al SO| E|0] 2/F OFR2 == GEZHEEC| MEIPYo|M Z2F M2}
Z2NE OjL|Xe| &S Yot=LCt

19 . . . I . .
This course equips students with media content production, project
management, and entrepreneurial skills. By analyzing examples from

Production 1-2 3 various projects, such as films, drama CGlI, 3D animation, and new
Management 2-1 media content, students will learn about the roles of producers and
project managers throughout the production process—from planning
and staged production management to airing, screening, and release.
S 1 . 0| £ XfAlo| f AlshH|HS AElstn Xaxo 2 Helstn Hzst
o= Oj2 ZHRIKIE ZIE517| QI3 ofzke B2lsts S2ig ofs|s aj=o|ct
20 : - -
This course focuses on acquiring the ability to plan, manage,
Major Skill Critic 3 2-1 1 and evaluate a self-designed vision, continuously preparing and
developing skills to transition into a future as a creative professional.
O-IO 'II L 935t AE|=x 3|2 QM= TR
e C}, Zelm o el PYe et 2Hx 714 oS ekl
21 : : - -
This course is designed to complete the planning of convergent
Contents Design 3 2-1 3 content that forms the foundation of a project, enhancing content
planning capabilities through the pre-production process.
O| 2 ZHI= 7[2lof| nafafjof &t 217t 2|2t #E 0| sl &et&sh=
SExAl2[8 21 3 J-}%OIEF. _+_t_ll = —-.—I.__ﬁ =& ._iiﬂl S48 ot EH%;E—S;&, I:I7<I%_,
o= S LISt ZHIZE FME0 2 XAt ZHIX 7|2l 3 THE st
Ct.

22 . . . )
This course explores human psychology and behavior considerations
essential for content planning. Students will analyze various types

Content Psychology 2-1 3 of content, including popular culture, digital media, and consumer
goods, to develop their unique content planning skills and understand
the characteristics of content that encourage consumption.
0| 2¢12 ZE|x0| ZAlO| E|= FHZIEIE MO AR 7t A

Sp— 1 3 | $-912 2ex0| 40| £l H2EIS ZREMO A TH5 45
O = st C|XIQISH= kF0|Ct,
23
. This course focuses on designing and constructing characters central
Character Design 2-1 3 ) ening g
to content at a production-ready level.
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24
) This course develops technical skills for creating characters and
Modeling 2 2-1 3 . ) .p . - s
objects for animation based on directorial intent.
0| 2212 o1Z0| T E HIEIO 2 FHZIE|Q} AFZ S oM ZAIO 2 OfjL|mH|0
FH=IE{OfL 014 11 21 3 J:im:iajir Lﬂl1flgaﬂ ZAO 2 offL|m|
M e 4 Qle ™S edsh= IH=0|Ct
25
L This course cultivates the ability to animate characters and objects
Character Animation 2 2-1 3 . . Y . . )
with an action-centered focus based on directorial intent.
a2t | 1 3 | Ol4Ye oiEelns HietoR sfelEfet At2 2 ofmol Aol ks
° St E et £ U 2l 7|12 etdsh= 1t50|Ct
26
This course builds rigging skills that allow students to structure
Rigging 1 2-1 3 characters and objects for animation production based on directorial
intent.
o 22 J2jziAQl 2|HER! XIS EH85l 2t0|8] YI2|E O[5
S ——— 1 3 Ol$TE3DIAAL 2L ARG BB 20T B2 Offet
TIHER AR S ZHE £ U= 7|a2 edot= 2H=0|CH
27
. . This course teaches the principles of lighting using 3D graphics
Realtime Engine ) ) P ) .p s g. s g P A
. 2-1 3 and real-time engines, equipping students with the ability to light
Lighting 1 . .
characters and objects effectively.
e 1 3 | Ol AeceldRig oz oIS MY & 4 ol 52 &
= Yst= At=50|Ct
28
Sound 21 3 This course develops the ability to convey stories through sound by
understanding the principles of sound design.
CHS} SRS | 20| 3 S 2= FH015109 AAUX| S0l A SHdof|A| O]
SRAIAD 1 1 , | ol AR08 Mae MAlsks mat=olck sy Jlolo] st
O — ) - -
=S ol g TB 2R MeIH0M2] AT F3S Sl X XS, YR
238 52, Ke2) B =38 & 4 Uch
29 This course, conducted in collaboration with universities and
internship institutions, provides students wi e opportunity
T h titut des students with th rtunit
Work Experience2-1 o1 5 to apply theory to practice, gaining real-world experience in the

(semester)

industry. It helps students improve their adaptability, work skills, and
professional ethics through hands-on experience aligned with their
abilities and aptitudes.
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30
This course teaches foundational mathematics useful for
Contents L ) . .
. 2-1 3 visualization, enabling students to create various visual effects
Programming 1 . .
through programming for real-time content.
=r|=oiE | 21 3 O] =2 3D ZA|of| ME& HIAKE HIZI510] HE|H AT Z2MEQ|
soEsEs o] Zutgg s 2=olct
31 . . .
This course focuses on creating textures for 3D objects and
Look Development 1 2-1 3 implementing these in Unreal Engine projects to produce finalized
outputs.
Sele) a ;| OlaYeHRUAERIHS oI Qg TAISH NIt Wi vl
° QL nt=olct
32
. This course teaches methods for composing and producing videos
Editing 2-1 3 ) ) posing P e
for visual storytelling.
SRl 2-1 3 O] U2 HMS FMot= 0421 71X O|0|X|E 5t 51THO|| THdal =2 2t
e 2-2 ‘dE&2| 3D 2=l o|0|X|E M|Efst= A2 2lsl= B=0|Ct
33
. 2-1 This course focuses on developing the ability to composite multiple
Compositing 3 . . } . . o
2-2 images into a single frame to produce high-quality 3D graphic images.
ey ) 3 ol #?:.*%‘_’ EO T E HIFO 2 NESHEI FH2IER AMS S MIEE = R
° = 7l&2 gst= at=o|ct
34
. This course aims to cultivate skills for creating advanced characters
Modeling 3 2-2 3 . ) . s
and objects based on directorial intent.
AO1O 0fZ0|E 2 HIEIO 2 FH2l o| M2 FHEIS
AR 2 3 o TE2 AZO|EE H[ O = FH2|EQt AFZS| HMAS XS OfjL ||
= O} 8t 4 QI 5242 FeYsHe TA=o|ct,
35
. This course develops the ability to capture motion and animate
Motion Capture 2-2 3 . . .
P characters and objects based on directorial intent.
— s .| OIS EOIES HiEoR JHRlEet AL S ofimlol Ko 7ts
° SIEE e £ Ql= g 2|1 7|&2 elets 250l
36 . o .
This course fosters advanced rigging techniques to structure
Rigging 2 2-2 3 characters and objects for animation production in alignment with

directorial intent.
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37 . . o
. . This course teaches students how to effectively configure lighting
Realtime Engine . . . . . ; )
s 2-2 3 scenes using 3D graphics and real-time engines, guided by directorial
Lighting 2 .
intent.
Lt SIEAET 20| SS2= F0{510] LA | S0 M &dof|A| o]
SxtAIA 2 - , | E°INE 4918 9 HAS MASHE ASO|Ct S JHole| St
=ess ol G T3 212 AIH0IM2] AT F3S Sall 3 XS, YR
23 52, DY Pool =28 & 4 rt,
38 ) ) . ) o ) )
This course, offered in collaboration with universities and internship
. institutions, provides students with opportunities to apply theoretical
Work Experience2-2 . p. . . PP PP y
(semester) 2-2 2 knowledge in industrial settings. Through hands-on experience
aligned with their skills and aptitudes, students improve their
adaptability, professional skills, and ethical awareness.
Lt SRS T | 20| SS2= F0{510] LR S0 M S4dof|A| o]
20| M2 AlD 712 Ol AIAS AMAISH= TH20|C}H 8HAH JHO[O| =247
?j’g‘é‘ﬁ}%ﬁl ) 3 = | ﬂo,I_ET_J'-'—'-“f EI::E EAlo - J-'-J-iﬂo I Ec%;o 7I'In_ol o—H—I'
Kol BHe T 2R ARIHOM2| AR S S35 XIS, U
23 53, TR B 28 F 4 L
39 . . o o . .
This course, conducted in partnership with universities and internship
. institutions, equips students with practical skills by applyin
Work Experience2 ) U ) P ) . y ppyIng )
. 2-2 2 theoretical knowledge in real-world industrial environments. It aims
(winter) g .
to enhance workplace adaptability, job performance, and professional
ethics through hands-on experience in relevant industries.
o s ;| OlaieAlece wlRis ges Nxshs 2Hxol 2ig HeE 4
== Qli= B4=olct,
40
. This course leverages the principles of sound to express the concept
Content Music 2-2 3 g. P . P P P
of content production effectively.
01O J|x ABIS SIQEH I Sl5H= HHHO O|5
| s 3| 0142282 HEs D2 YOS ARSI Yiig ol
1, 2[HErRIZHIZO|M st AIZVM S1HE HM|ZSh= 2H50|Ct
41 . . .
Contents This course teaches students to apply basic mathematics to
. 2-2 3 programming for visualization and to create various visual effects for
Programming 2 .
real-time content.
0| £ QIE{HE|Z A Ea xR FEI=ES HiXsts HZ2HE 020|
QIME S 2 HIElO ElHIC|S X|SHG o S =
gstmamE ) 6 C. |_|'o|_|7|§!kl_a Higo =2 S=0= RIHSHALE, {HE‘.'_‘jlz!kIEHl'
EIO2 EIS ABICE Bl TN & 2|UEIQIAIFIS S5 QIEfM Q42
223 QA REIX2 HABICE
42 ) . ) ) )
This course involves a team project to produce interactive
storytelling content. Teams are formed based on completed project
Convergence Project 2-2 6 proposals or by creating new proposals. After team formation,
students produce video content incorporating interactive elements
using a real-time engine.
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43
This advanced course explores the principles of creating images with
Look Development 2 2-2 3 3D graphics and real-time engines, focusing on shading, texturing,
and character effects (CFX) techniques for characters and objects.
Sstaa|El | 31 1 O] =U2 <FYHASHZEHNE | (HAELIXIQN> =1t ¢IA[5H04
se= 7holel = A WSt 1= 0|Ck
44
. This course is linked with the Convergence Project for Career |
Convegence Critic 1 3-1 1 . .
(Capstone Design) and focuses on individual career development.
ZXIIQSITRNIE | 0| £212 BYTHURAZ NSIPYO| 2T SHEM 1234 APS &
S ottt 31 3 | staligiEloR BNl 83IENIR X EEZ2|0Z etfsle
frsaiel 2A=0[ct, HEIHOR FIMEIC
45 As the ultimate goal of the Convergence Content Creation
Convergence curriculum, this course allows students to complete a professional-
Project for Career 1 3-1 3 level convergent content creation portfolio based on the knowledge
(CapstoneDesign) acquired during the first and second years of study. The course is
team-taught.
O] +R2 <FIYULBYZEZHE | (HAELIXIRN> Yt AAI510]
ZENESTHZ | 31 2 | H2XO|1 MOl EXHES Sl ZZHE e Astsls muto|
k.
46
. This course is designed to enhance project competency through
Project problem . s . P J . P . Y ) s
. 3-1 2 professional and creative problem-solving, in connection with the
solving 1 . )
course Convergence Project for Career | (Capstone Design).
0| 242 of5} VFX, E2t0t CG, 3D OHLIH|OA, 0|C]of &% S Cf
OF5} OJAF I 2 MIEQ} AL A E| sH HHO
SEIEH|XLA | 31 3 o°J_oo Z2MEQ} 2t .J_HI_EI—I__QPDEonoiI CHaH HH—._—E';M ojciof
FeI=x HM|Zfo} H|XL|IA S Ofsfst F|H L 2 ks Zstel= ots
o[t
47 ) o ) ) .
This course provides insights into the business and marketing aspects
of various video projects, including film VFX, drama CG, 3D animation,
Content Business 1 3-1 3 and new media content. It aims to build an understanding of media
content production and business, while strengthening students’
employment and entrepreneurship skills.
o] Ao 01*9_ 2 HIEltO 7 2IE- A 29 OHE| =AIO OHL 0
7H§!E'|0HLIEHIO|+_1"| 3-1 3 | :‘il_ tEI_ EOE; 0;_|_§ H—| ‘l |' |"EE =10 ﬁn—i H |D'" |
MU sHS eok= 2F0[C
48
Character 31 3 This course develops the ability to animate characters and objects
Animation 3 with a focus on acting, guided by directorial intent.

NM1A1



gitzdxAz
School of Convergence

k=)

o5k= = = )
SEUXAENG

<

Convergence Content Creation Major

. /=1 -8y 8t =He
= Course Title Year-Semester Credits Course Classification
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49 . L o
This course teaches students about the functionality of various input
XR Contents 31 3 and output devices that compose XR content and how to integrate
Production 1 them into real-time engines to create interactive XR content that
responds to users in real-time.
0| U2 <F[UAASEZZHE | (HAELC|XIQN)> £t ¢1A[5104
Z2MEIXGHE I 3-1 2 TEXO0| 1 FolXol ZHsiZS Soll Z=2NE AZZ Z35lsh= wio|
C.
50
. This course is designed to enhance project competency through
Project problem ) s . P J . b . Y ) s
. 3-1 2 professional and creative problem-solving, in connection with the
solving 2 . )
course Convergence Project for Career | (Capstone Design).
CHfotat SIAAlE 7 |0| 250 2 2015101 A SHE0fIA] SHYofA| O]
SRAIAS 31 , | EoIHg 42 280l &S UASH DUSO|C SP JHol0] S2ut
mess 0l 9 T3 2 MelH|olMe] AD S S 3N XIS, UR
4% 53, 1Yge| 31l £28 & 4 lrt
51 ) . ) ) o
This course, conducted in collaboration with universities and
. internship institutions, allows students to apply theoretical
Work Experience3-1 P . . . . pply .
(semester) 3-1 2 knowledge in industrial settings. It provides hands-on experience
tailored to individual abilities and aptitudes, improving adaptability,
professional skills, and ethical standards.
CHEH} AMAI4T |210] BEO2 2015101 AR SHEOIIA Yol O]
SAHAIA3 51 31 , | EolXR N2 289 Mae MAjsHs mal=olck S oIl S2nt
se== ol S= T B MMM MR BAHE Soll HE XMSH, AR
23 52, HUR2 Bl 38 F 4 /Ch
52 ) ) o N ) )
This course, conducted in partnership with universities and internship
. institutions, equips students with practical knowledge and skills b
Work Experience3 ) d .p . . ) P s y
3-1 2 applying theory in industrial environments. It helps students develop
(summer) " ) o )
workplace adaptability, task execution abilities, and professional
ethics through hands-on experience in relevant industries.
(o] == 2! Z|LEII QXIS EtR35| CIksH AEIRIO| 2t
2|EfQllIXIzt0|El || 31 3 | 2= iD ﬂ“‘ AQf ;IE |'|:|I_|_ EOESOH— |'I<_<)>°._; fo| 2to|
B AIRAE HAlSIT e & s 712 Toh= st at5o|ck
53 . o . .
. . This advanced course focuses on designing and configuring various
Realtime Engine . ) ) . .
e 3-1 3 styles of lighting sequences using 3D graphics and real-time engines,
enhancing technical proficiency in this area.
0| £ <F[HUAULBHTZHE | (HAECIXIQN> £Hut Q17510
Z2HESHEIZN 31 2 20|10 HoMol ZHGHZES So Z2HE A~FS Z3lsh= walo|
Ct.
54
. This course is designed to enhance project competency through
Project problem ) 8 . P J . P . Y ) 8
solving 3 3-1 2 professional and creative problem-solving, in connection with the

course Convergence Project for Career | (Capstone Design).
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55
. This course is designed to develop individual career paths in
Convegence Critic 2 3-2 1 . . 8 p. P .
connection with Convergence Project for Career Il (Capstone Design).
0| £ SFHTUXAZ WG| 25 ZHEZM 12 KA TS 5
sotoigtinEmE | 5Ha4 2 HISIOR MEMOl SRIEHIX FA EEE2|QE HAEH Ty
(HAELC|XION) 32 3 SOl
H— = <F|URIISIIT ZHE | (HAEL|XION> DKL E5t ZEIX 7|3
& HIELO 2 Main, Post-Production2 435101 T2MEE 2MSIT}
56 As the final goal of the Convergence Content Creation curriculum,
this course builds on the learning outcomes of the first and second
ears to complete a professional portfolio for creating convergent
Convergence y P P P g 8
) content.
Project for Career 2 3-2 3 .
(- Based on the content planning conducted through Convergence
Project for Career | (Capstone Design), this course focuses on
executing the Main and Post-Production stages to complete the
project.
AAHO HE|x Ho| x4 Ol ©0 X~ 7= E X XCtdH}
_E_Eli |I[_|A|| 3-2 3 0|_|':_Ic:>“_ ,_'f-ﬂ57 u—’éu_ ?_‘oﬂl'_o, :)o‘:x;l'l_xlx OL+= o
# S2 HIRTM O|C|o] 2EI=X 7|He| HAU S ofslist= 2t=50|Ct
57 This course provides an understanding of the processes involved
. in starting and managing a content company, including securin
Content Business 2 3-2 3 . s ) g 5 pany, . s s
investment, fundraising methods, and the operational aspects of
media content enterprises.
O £U2 E|HEIUAITIOM HE3F £F2| XR 2RHIEE 14dst7| 2[5t
XREHIZHIEH| 3-2 3 Z|Mat i S sHESHD, Ol 7|He 2 =1 70| XR ZHI=E %5t
= Dp=0|ck
58
XR Contents This course teaches optimization techniques for creating commercial-
. 3-2 3 level XR content in real-time engines and applies these skills to
Production 2 ) )
produce high-quality XR content.
CHelat S5 7| 20| 3S 22 £H015109 AtHA| S0l sHdof|A| o]
SRS 2o| Mg AR 18 U M&2 AA[SHE IS0(Ct 3P Jfelel S2iat
BeESs > 2| ol 3 mE 2R ARIRIAS] AR ZHS So B S 9
4% 53, 1ge| 310l £22 & 4 olrt
59 ) ) ) ) o
This course, conducted in collaboration with universities and
. internship institutions, allows students to apply theoretical
Work Experience3-2 P . . . pp)_/ . .
3-2 2 knowledge in industrial settings. It offers practical experience tailored

(semester)

to individual abilities and aptitudes, enhancing adaptability, task
execution abilities, and professional ethics.
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This course, conducted in partnership with universities and internship
. institutions, equips students with hands-on experience in relevant
Work Experience3 . . . ) ]
. 3-2 2 industries by applying theory in real-world settings. It helps students
(winter) . o ) . )
improve workplace adaptability, professional skills, and ethical
standards.
0| U2 <F|UAABEIZZHE || HAEC|KII)> 4=t 9175104
Z2MEINBHEIV 3-2 2 TEX0|1 Folxol ZHsES ol ZE2NE A2 Zstsh= walo|
Ct.
61
. This course strengthens project capabilities through professional and
Project problem . L . ) .
. 3-2 2 creative problem-solving, in connection with Convergence Project
solving 4 .
for Career Il (Capstone Design).
0| £ 2 <F|UXAHBEIZZHIE || (HAELC|XRN)> £t QIA[5H04
Z2MERNGHEV 3-2 2 TEXO0| 1 FolXol ZHsZS Soll Z2NE A~Z Z3ish= nio|
Ct
62
. This course is designed to enhance project competency through
Project problem ) 8 . P J . b . Y ) g
5 3-2 2 professional and creative problem-solving, in connection with
Convergence Project for Career Il (Capstone Design).
O| UL <F|UAAUBSIZZHE || HAEC|XIQI)> 4=t 9175109
Z2NEZNBIZEVI 3-2 2 TEXO0| 1 oMol ZHsZS Soll ZENE A~Z Zslsh= wio|
Ct.
63
. This course is designed to enhance project competency through
Project problem . s . P J . b . Y ) s
e 3-2 2 professional and creative problem-solving, in connection with
Convergence Project for Career Il (Capstone Design).
2 Sppo| AP IFEHO 2 FZHES Ak 4uslol N2 9is) £
CKFHE|0{mlA | 22 3 St MSdst= Y-S Soll TIE/NES ISt 2 XSIEE SH= =
31 EHE W=0|Ct,
64 1 These courses guide students through the design and execution of
21 self-directed career activities, fostering their abilities to challenge
CK Career Path 1 2 3 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
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65 19 These courses guide students through the design and execution of
o1 self-directed career activities, fostering their abilities to challenge
CK Career Path 2 22 6 themselves and benefit from experiential learning for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
o SHM0| X7 | FEXO 2 FIZSES AAlSHT 435101 IS Sloh £
CKFH2{OfaHA NI > 9 | ST s TS S TIRINLS et UL BUSEE SH= I
EME np=0|Ct,
3-1
66 19 These courses guide students through the design and execution of
21 self-directed career activities, fostering their abilities to challenge
CK Career Path 3 2 9 themselves and benefit from experiential learing for career
31 development. Students develop competencies to design, perform,
and refine their career paths through hands-on projects.
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Introduction to the Major

The Interdisciplinary Studies program at Chungang College
of Cultural Industries fosters self-directed, creative, and
interdisciplinary professionals capable of proactively responding
to future societal changes. This program supports students in
designing their own educational paths and choosing majors while
developing creative cultural competencies based on various cultural

industry disciplines.

Educational Features

Students enter without being restricted to a specific major,
allowing them to explore interests and aptitudes freely before
choosing a major aligned with their career aspirations. This process
is supported by dedicated courses, personalized guidance, and
counseling to help students design their educational and career
pathways. The program's focus on self-directed growth ensures
that students develop creative and interdisciplinary cultural industry

competencies.

Admission

- Admission Criteria: 100% practical evaluation (refer to the
university's admission guidelines for details).

- Major Selection: Admission into a specific major may involve
a competitive process based on grades and aptitude tests,

depending on the available capacity.
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= Course Title Year-Semester Credits Course Classification
TP |FEHSHAE SPYO| X7 |FEXMO B ME 2 BHts D MAIE 4
X7 | =E MM 141 5 U AYS 712 wilt=0|Ct SPYS 2 ARHO| Thuhf, AR, T2 =8
se= £ 7|Hto 2 XpAe| MBS MA ISt 0| £ st ARl StEEHE S
5t Alsists mut=o|ct
1
"Self-Directed Major Design" is a course aimed at fostering students'’
. ability to explore and design their majors independently. Students
Self-Directed . o " o
Maior Desien 11 2 design their majors based on their interests, capabilities, and career
J 8 goals, setting concrete learning objectives and implementing them
throughout the course.
2 nat=E2 25tEHIX Mutof| Chist 7| E=XQ1 o[shE 2I§h 1t=0|Ct Cf
ZEI=Adolo|sH 1-1 3 ot G| ZalEHIx| £ U MY AT 1, ZEIEHIXQL A
El Aol st OsHE =O| Xt SHCt
2
This course provides foundational knowledge about cultural content
Understanding 11 3 in general. It explores the characteristics and prospects of various
the Content Industry areas of cultural content while enhancing students’ understanding of
associated industries.
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Associate Degree Program

Introduction to the Major

2 0[2f Atslol| sSSHE2 2 CiXsH= The Interdisciplinary Studies program at Chungang College
of Cultural Industries fosters self-directed, creative, and
interdisciplinary professionals capable of proactively responding to

future societal changes.

Educational Features
Established for diverse educational purposes, this program

operates without fixed enrollment limits and offers experimental

courses.
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= Course Title Year-Semester Credits Course Classification
Of -2 SAICHA0 ChEH Of3Hol 7]8HS F31 AR|Z AALE Et5101
etdst= Bt=0|Ct 57| Ot MIA| =l SAICHA FH|2F J2f 2= 4
T 11 || EXiSEelvie o Fee ausiol BRiE FH2 2 g Halst
AN FEKLS2| AHIE E10 BA1s10{ 0] BH= MALERIC| L8 aE F
Al2 Olafish T S50 AX| XE7| ZHIRE HEfSI0] 2H5e 2S 2
HO g Sict
1 This course focuses on creating and completing narratives based on
an understanding of contemporary themes. Students expand their
. . scope of experience through contemporary topics presented each
Narrative writing for P P . . g L .p rytopics p A
1-1 1 semester and interactions with individuals related to these topics.
contents 1 i
They analyze case studies of creators who have produced works on
related subjects, understand the narrative styles and formats, and
create and complete their own content.
O U2 SAICH/dof| CHgt ofsHol| 7|EH2 &30 MMIZ MALE &EFsto]
_ M= 7= S = rul Al x K=
SRR 11 3 ehdstis m20[Ct 517| it HIA|Eks Ao el MK HAixiSe]
= - 1-2 AEIE EX 2M510{ T10f| Sk MALEFREe| Bt HISES Ofslistn &
S5104 AR| X7 | 2HIXZ FES10 eHdsts WS B2 STt
2 . . . . .
This course is centered on creating and completing narratives
. . rounded in an understanding of contemporary issues. Students
Narrative writing 11 & ) s . porary )
3 analyze case studies of creators’ works related to the topics of each
for contents 2 1-2 . . )
semester, understand the methodologies and directions for narrative
creation, and develop their own content.

1-2 Oltpl2 (el ZHHOfIM 2t FolE S4f A 2 QI i~ Fabo| e

S 21 L, | DPEolChEolshS ECHR ozt Mt M2|S ofsfsts mutel ol

2-2 OlsHE HIHCE AEZ|QIINZIEE 2 AEJAH AR + UAEE =

31 25104, Ot UL FH2IE| 7E0| 7|ofots g SEE §

3 This course delves into understanding human personality and
1 psychology through an examination of symptoms, primary causes,
and processes of pathological symptom manifestation from
Abnormal Psychology 2-1 P A P 8 ymp .
. 12 the perspective of abnormal psychology. The aim is to deepen
and Character Design 2-2 i . . .

31 understanding to design more detailed stories and characters,
thereby contributing to the development of multidimensional
characters.

12 2 ZFSIAIICHEI IO QIaksH BIAHS 0| KPAIQ| KA A BHAMSE &

21 HUZsHACistuo]| Qstst SHYZ0[ XFAle| =S, O, %Eo%,gl

CKPathfinder > 15 | Y2 Sguelsiol siglg Saf E0lo| sjysts =g Mg 4

£E X[t
3-1 ! t
4

1-2 Support is provided to students who have enrolled in ChungKang
2-1 College of Cultural Industries so that they can analyze their aptitude

CK Pathfinder 15 8 L . . 4 ) Y P ’
2-2 characteristics, learning tendencies, and desired career and so that
3-1 they can design their desired careers.
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InnovativeMajor
WE =y shA-817| s In/L=v] ]
= Course Title Year-Semester Credits Course Classification
0| H=2 F2Y FHIX FElo| 7|2 Y2|E sl Cifst Z5tef oM
SEHIHEFEI|X 2-1 3 2k £0f|M FEE|= FHIXE Ofslfot1 MIZSh= 52 HiYSH= 1H=0|
Ct.
5
. This course covers the fundamental principles of global content
Foundations of Global ) ) L princip 8
. 2-1 3 creation, fostering students' ability to understand and produce
Content Creation L
content created within diverse cultural and contextual frameworks.
e 21 5 | 0TS 22 30X tuio] 02X O3S HiEfOR AN I Mg
srEsETenEs 2-2 2 Soll T2 g Zetsin, ARl MiZF Z-E MSSHt.
6 Buildi he basis of th ical und ding, thi
uilding on the basis of theoretical understanding, this course
Global Content 2-1 s \ ) s & . )
. . 3 enhances students' creative abilities through practical production
Creation Practice 2-2 . . . ) .
exercises, providing hands-on experience in global content creation.
EECERIES 31 5 | Olui=e 2EdEHx guel MstsisiioR TRmE Jlu ey
MmN 3-2 2 Sl I 222 Hrs AR S HxE
7 As d d learni in global i hi
an advanced learning course in global content creation, this
Global Content 3-1 . s 8 ) .
. . 3 project-based course focuses on the production of creative works
Creation Project 3-2 . ) .
that reflect an international perspective.
O| Wh= CHFst ME Pl S0| ™ol FEF ZHI=E /Ush= 82
22 A QHAIRH o TEME £AO|CE THs) OfL|H|O| M, AR, 88 Iid, 3, FE &
== E—fﬂer 31 6 | Clret 3ol shs0| i Tagslol Zixte| HEX|AM 7142 B85t
- 0 M22 ZHIZE 7|2l 3 MIZSiCt o] 2Pd S Sall sPiE2 Felxol
2= FEof| Zost ZNCiEsHnt MR FHS A2 = Tt
8 This course is a convergence-oriented project class in which students
from diverse majors collaborate to develop creative content.
Students from fields such as comics, animation, games, fusion
Crossover Creative 31 6 technology, fashion, performance, and food form teams, sharing
Project 1 their specialist knowledge and skills to plan and produce innovative
content. Through this process, students acquire problem-solving
abilities and practical experience necessary for creative content
creation.
0| M MB 7HHUS ol §YE £ AR BHIXE JHSHs Mst
T2HE LH0IC BPYS S 0] £US Sa, 7ASIE OLO|C|0iS Hig
AR AQuiE} . ¢ | S ESIx0| YRS Foln ANl P Ol U BiCk Cles 130l
ZeNE || Ho| 23T ZTNSS MBI, 7|2 MAH LE H 2PHS FHE 4+ 3
C}. £35| 0] 2242 SPYSO|7 2exo| MRS Yststn Foxel =
SHE 2L E9IA ST 31U 4 U= 71815 HBsict
9 . . . . .
This advanced project-based course develops high-quality creative
content through interdisciplinary collaboration. Students enhance
. and refine their ideas and present their works, experiencing the full
Crossover Creative ) . . .
Project 2 3-2 6 process from planning to production and presentation. By combining
the strengths of different majors, this course helps students gain
expertise in content creation while nurturing project leadership and
teamwork.
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Course Title Year-Semester Credits Course Classification
1-2 SHAHO| X7 |Z=EMO 2 ZIRSHES M5t A34510] ZIZE Q5 £H
2_1 _—| o 3 T = T o — _E 'I'_ —
Ckyo|z=HE | s 12| Sk HEshs YS Sof TENS Qish Aol e SlfslEs
ZXI5Hs ZRME BSo|Ct,
3-1
10 ) .
1 These courses are project-based classes that promote creative
21 competencies by enabling students to design and implement career
CK Creative Project 1 22 12 activities independently. Students are encouraged to challenge
31 themselves and gain experience to develop their career-related
creative skills.
2 SPA0| X IR EHOR TZYES AAfelT 235101 TI2E el £
CKErelZEHE | > 15 | ohn AiEsts 2E ol IRHLE Sist Aolx| ofae Seletz =
Z7I5ts TEHE BBo|C,
3-1
11 . .
19 These courses are project-based classes that promote creative
o1 competencies by enabling students to design and implement career
CK Creative Project 2 22 15 activities independently. Students are encouraged to challenge
31 themselves and gain experience to develop their career-related
creative skills.
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Introduction

<

LYKEION derives its name from the school established by Aristotle

in ancient Greece, emphasizing practical wisdom. It is the official

name of the Liberal Arts Education Center at Chungang Culture &

Industry University.

LYKEION pursues interactive learning rather than one-way

teaching, emphasizing experiential application of knowledge and

making active use of various cultural spaces beyond traditional

classrooms. The center focuses on fundamental questions of life

such as "Who am |, and how should | live?" Through these reflective

inquiries, students develop the ability to solve life's unpredictable

challenges independently while creating a solid intellectual

foundation to deepen their understanding of their major studies.

Formal Education Curriculum
- Development and operation of a curriculum based on university

core competencies (Self-Directed Learning Competency,

Communication and Collaboration Competency, Creative Cultural

Competency) and job foundation skills.

- Refer to the course outline for details.

Non-Formal Education Curriculum

Programs Descriptions
A circle aimed at restoring physical health
AT Learners Club through activities such as bodyweight
exercises and running.
Chat On the Polaris A communlty—bundlng program fosterlng
self-ownership and mutual learning.
A program offering knowledge across four
. domains (Body/Mind, Science, Culture and
Lecture Series: o .
. ) Arts, Humanities) to develop integrated
4rest . o .
and interdisciplinary competencies and
perspectives.
A scholarship program supporting self-
Cultural Arts directed cultural and artistic experiences
Expedition to expand convergent thinking as cultural
content creators.
) ) A self-reflection and inner growth program
Miracle Habit } o . .g p ©
using meditation and writing exercises.
A circle for sharing thoughts on "content”
Science Talk and "science” through discussions of

science fiction, promoting mutual growth.

Monthly Im Dongjin

An online humanities lecture series aimed
at enhancing creativity and imagination.

A one-day art experience workshop

Insight Workshop: . o . )
e P offering motivation and insights for creative
Everyday Art School
work.
% As of 2024
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O =2 £80i|M 21 (M2, F2, =2,
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1 This course provides an opportunity to walk in the forest and engage
with nature through the five senses (sight, hearing, smell, taste, and
Forest meditation 11 touch), experiencing the emotional healing offered by the natural

for five senses 1-2 environment. Students will learn to expand positive resources by
becoming aware of the process of connecting external sensory input
with internal feelings in each moment.

O] 2t=2 OllEAte| GAH HiZ 0t TS 22| et 52 B+t 2t

— =

AICHE CHESHS Ol S S 2IoiLiD QISP AT A2 S5 &

o2 OIS stO B HIC} 11 5 oY ZHISHE 522 TSt +YOICt 0| =2 Sl IS 2 Alst,
= = . — -

e 1-2 S, 25k, HEfeh S it QIZe HRYA 2R of£0] 21Zte| 2o

=
oI K 4 QIS 25t KHAlo| M2 oflo|2 ZHgE 4
olc}
AT

2 This course explores the historical context of art history and changes
in perspectives across eras, analyzing representative artworks

from various periods. Through humanities-based appreciation

Arts & Humanities 1-1 5 aqd ane.llysis, .studer.lts will enhance their.creative problgm—solving
1-2 skills. Discussions will cover how art applies to human life through
interdisciplinary approaches such as mythology, religion, literature,
and psychology. Students will articulate their thoughts in essay

format.

— ==l | )

tof7He £OICk ChFEH ATt AEIRFA|

=
l0fLt= 273 AFLE E8Kmatching) A 41| I Q148 &
12 QU2 QHBICE 12| JJa0| HENS| S22 018 4 i Ofo|
FEAEQIS Of3ErD, ISR AZH2 XIQEAH Eatehs YT el
EX

Eict,

2 J2MS Z7|1, ofshst, #M5k= PEE &
A

ogt

This course focuses on enjoying, understanding, and analyzing picture
books to uncover personal life issues. By exploring diverse lifestyles,
symbolic meanings, and emotions evoked during these processes,

2 students will learn to harmonize thoughts and emotions, gaining
insight into life’s meanings. The course introduces picture books as a
creative tool (iconotext) for free expression and engages students in
workshop-style activities to freely explore their minds and ideas.

Reading your mind 11
through a picture book 1-2

NM1975K
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4 This course provides a comprehensive introduction to Chinese
language and culture. Students will gain a broad understanding of
Learning Chinese 1-1 various aspects of Chinese culture while deepening their knowledge
through Culture 1-2 of modern China. Each session integrates cultural themes with
language practice, enabling students to develop their Chinese-
speaking skills in culturally relevant contexts.
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This course addresses the decline of physical health and the rise
of individualistic behavior due to the development of mass media.
Through regular and group-based physical activities, students will
cultivate self-discipline and personal growth while fostering teamwork
and community spirit. The course emphasizes both physical health
Team building through 11 benefits—such as preventing musculoskeletal, cardiovascular, and
physical activity 1-2 metabolic disorders—and social skills like cooperation, role-sharing,
and mutual respect. By practicing various team-oriented physical
activities, students will experience the joy of exercise, strengthen
their sense of community, and improve their social behavior
patterns. The ultimate goal is to instill a sense of shared purpose and
encourage cooperative behaviors through engaging team activities.

Ol 2= i BOICk Mol efolL = 2217t 88 717m ek

T
UBMCIE| 3 5 2 8 83101 8 g0l ZTHE + gi0lE B7sn Lol 88 T cie

o Afﬂ‘f': YES P S E[=HZ ALEShE 327 R

This course focuses on the theme of the "body." Despite being
Alexander Technique 11 integral to existence from the moment of birth, individuals often
(How to use oneself) 1-2 lack awareness of how to use and care for their bodies effectively,
frequently relying on habitual or unconscious patterns.
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Of o M= Faof d2fsl 2X| RAE Lo & SEIie| A2t Hit
Efet AOIEES ALESHE SICHALS] £0iM Q17H0] 2+ ol gl &
TE KMot S| 2fsiA LojLt= 0121 7HX| 2 atof| CHaHA B2
O g| 5t Lio| & O HRISHH|, FASHA| ALE = ASXI0N THEHA
R EICE T2 3 0]d2 HolA ePgXel Filol o2& YHEH S o

Ol BHSA| EICE

Learning through the
Object’s properties
of matter

11

In this course, students will explore the principles of body movement,
examining how modern lifestyles—characterized by extensive
computer and smartphone use—lead to poor posture and harmful
habits, resulting in discomfort and dysfunction. The course will teach
methods for using the body more comfortably and flexibly while
extending into practices that foster mental stability.

TStEAL et A

1-2

0| 2t=Z0|M =2 CtRE = AFE7[2HObject based) 8t&2 AFEC| 242
SAO R FHMAE 1 AESH “BHE-EMM-SHAM"0| IPH S E5HA,
EHsEEHE STIAES QCL 245 4EHE2 1RsH &R 7|HE
TISIAH =of XIS st £2 FHQ| 17t |0, HEXH= 1 Rst
EHsiE ZEM AL FEIPY S L& 4 QICE

Scientific thinking
and imagination

1-2

This course centers on object-based learning, where students
engage with the material properties of objects to better understand
and interact with the world. Through use of the "observe-explore-
interpret” process, students will develop problem-solving skills while
honing their ability to analyze and create. This approach not only
provides tools for building unique creative mechanisms but also
serves as a valuable training resource for creators, enabling them

to construct personalized problem-solving methods and creative
processes.

XgEMelo|E

11
1-2

0| TH22 0l£0| O EE U A0S FIEIX| 047 Q70| A4S st
A7\ MEE Elnt 2|9 7ls 2 Eals LA
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Art as Therapy

1-1

This course aims to expand the perception of art beyond aesthetic
activities and appreciation, highlighting its practical power to
transform lives and its therapeutic functions. Through real-world
examples and hands-on exercises, students will gain opportunities for
self-reflection, foster a positive self-image, and enhance their ability
to communicate effectively with others.
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10
Designed for students pursuing creative endeavors, this course offers
The interesting story 11 5 foundational knowledge of law as a cultural and social tool. It aims
about the law 1-2 to enhance legal reasoning and critical thinking, enabling students to
acquire a fundamental "legal mind.”
0| BH22 Q& ZHHO|M B3| THHE 2 T SISO QI23t CHES]
ol WS} A7} 50| RHES T HHEIEISS 20| Q| THH2CH Ciorstat
11 = & EE5 939| HRIEIS S BAI510] FH2IEIQ] HEFS ofsHatn 2t
SStAIHIERILP| s 2| Fel T30 3 M2 2 JHRiE PAol £ Hod 4 9 S k0
Ch S5t 25} AHES S WESIALE AHE Dt (IEIE|Of BRSO B3IALE,
2%/, S/ OILITOIM 52 i AT EiA 25P AR} 2t
x| A7} OfiE7} £HRBHER|E Bfolgt 4 9irt,
This course provides an in-depth exploration of works by prominent
n English literature authors, focusing on their distinctive characters.
Students will analyze various archetypes and use this understanding
Encountering & to develop frameworks for creating new characters relevant to their
Understanding 1-1 5 fields of study. Additionally, the course examines adaptations and
Characters from 1-2 derivative works, such as musicals, films, and animations inspired by
Literature these literary pieces. By doing so, students will observe the interplay
between literary imagination and creative thinking, gaining insights
into how these processes contribute to storytelling and character
development.
O| I}=-2 TED Talks st&2 Soll Mlefoll 2= 7IX|7} = OIOIC|HE &
CKTEDTalks - 2| 9ok, SEE AIZto R T ZHO| et ol 2xEE sHe 71
£E 5= ng at=olct
12
This course uses TED Talks to share ideas worth spreading and
11 develop creative problem-solving skills on topics of interest. Students
CK TED Talks 2 . . . .
1-2 will learn to approach issues from a broadened perspective, fostering
innovation and critical thinking,
O| I}=-2 Xt7|0[sH2f EfRlo]| CHE! O[SHE HIE Q= HE0 Atz ALEld
T 11 , | LIHISAERR RIRAel YRR oS B 9t £ 2
1-2 CHOIRIIA2I5} B2t OIS HISHO . Ciofsh RI|EMEHE L X7 i,
I s Y EES TIRSH: AERIFE TIYEICE
13 Focused on understanding oneself and others, this course
explores the psychology of interpersonal relationships essential
Psychology of 1-1 5 for harmonious social living. Through lectures on interpersonal
human relationships 1-2 psychology, self-exploration activities, self-disclosure, group work,
and discussions, students will engage in experiential learning to build
practical relationship skills.
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o| 2L oiZto| D}S I} HES Mufshe Chst MalstE] H(sheAl
_ MB|AIZ| HISEAIR| ZZEn} X|ZFAIR| AZAl Alg| E)e E5
T r— 11 , | ElAEiEl seral 2ok xize], SR, AslME S)2 53
1-2 Xt7| Rbalof| cist Al 1At 40| Ciefst 2HISS & CHME 4~
£2 E- LjgoR PAErE
14 . . . .
This course examines various psychological approaches—such
as learning psycholo hysiological psychology, developmental
Psychology Can Help 1-1 5 PsY ) 8Y, Pysl0log) ) psy gy, P
. . 2 psychology, sensation and perception, personality psychology, and
You Live a Better Life 1-2 ) .
social psychology—to help students develop a positive self-concept
and effectively address life's challenges.
0| H=0M= 22|17t YHYH O = A8sh= CHSIE SOt 0, TIYo =
022 218517 | ISt ME2 CHEIH S YotE X} SiCE MANMC = 4
- 1-1 2| BRI H|ZZCHSHNVC) RS 7|HHO 2 CIRkSH Al2|sHMol 7 |HE
oRSdachst 1-2 2 2 £t2510] T2 AL} S ZAIO 2 XISHEIC) EESF TS OS] 7|
=8 o, 217t iE 0|He| ME HAZ OsiEt 24 XAt EfLZ H
EHMo=z tlist= 82 7|12+= —’.‘-?:.*OIEF.
15 . . )
This course revisits everyday conversations to explore methods
of connecting more deeply. Based on the globally recognized
Mindful 11 Nonviolent Communication (NVC) model, it incorporates
. 2 psychological techniques through experiential learning. Beyond
communication 1-2 : . )
conversational skills, the course fosters an understanding of the
deeper psychological layers behind human behavior, empowering
students to interact nonviolently with themselves and others.
0| 222 74243} Al2| 2Ofoj|A £ Zhztn Q= DFSRZI0| 7 kst
11 EP’“J YHH(SE, F2L o2 27hof| Chsh Am{E 1 21 M&siH =
S0HSEUBY 1 2 OICL &, OS2 0} s £12 W e O 412 WHE &5t
of, 2} 12| Krisfel 5748 AAE xfzfstn Ot 35l Yo
2 Xl LK WSS St
16
This course introduces mindfulness-based meditation techniques
L (breathing, sitting meditation, relaxation, and yoga) gaining popularity
somatic mindfulness 1-1 ) ) .
. 2 in health and psychology fields. Students will practice these methods
meditation 1-2 ) ) o . .
to recognize and adjust conditioned physical and mental habits,
steering them toward more positive and balanced states of being.
11 0| 22 MAURSHS ZAOZ XA BEmALR}L 2t AMAe| F=Q THHS
‘HZto|HAL 1 2 SHESI0] MAIRtS eFgst Folxol EX|siE s=HS 9I$7 | 2I5tLHE
o= JdEICt
17 ] ] ]
Focusing on Western philosophy, this course explores the
. 1-1 development of intellectual history and key concepts of various
History of thoughts 2 ) , )
Y g 1-2 schools of thought. It aims to expand students’ worldviews and
enhance their creative problem-solving abilities.

N170
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1-1

O =2 20CH CHEMY A|7]of| ‘B8 (Financial capability) & Z¢3

Afglof HESS LHEIE ZHIS S= +YOIC B0t MEE 22IX], of
G FXr ARUX|, A DS FRUS h G| SiIH LHE 22X, 2E| =

| &2 O CHHIZ ZiQIX| S Cifet 58 =HIE si2sts 522 7|
2 7 ULE =0t 2504 2| MEF2t X A80h Bt LA S
Zrggtof Zost X|AS shasto =M XA ol|A| MEkst AXA Mets

Li2l= 522 BiSt=E S=Ct.

— o=

Personal
Finance Basics

1-2

This course helps students in their 20s develop “financial capability”
as they prepare to step into society. Topics include saving, investing,
navigating financial setbacks, and planning for retirement. Students
will learn about income, spending, saving, investment, credit, debt,
and financial planning, enabling them to make sound economic
decisions tailored to their needs.

MstotA E |zl

1-1
1-2

0 22 J2|A M3HE FHOE A5f0) AMAF TER} A HAIE Ol

517 012 BIStO 2 APt E2 S Safl M3 MAIS HEX 2O X

T B 4 QI 522 712 4 QRS TSI A Tt TS B

3f0f A1} Z0f £0] 9l TTH 210] MAR0| 255 ofH BAOR 7
—

AZIRA=XIZ Q2o HE2 = SEols SHE 7120
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The myth and
storyteling

1-2

Centered on Greek mythology, this course examines narrative
structures and symbolic systems within myths. Students will
reimagine mythological narratives creatively through discussions
and imagination. By expanding their understanding of Al, the course
offers insights into how ancient human imagination hidden within
myths manifests in today’s world, fostering a deeper humanistic
perspective.

1-1
1-2

O] =0 M= Fatof MALZE H Fat £ CrFet FHZIEe| LTS 2

St 9ff 07 Q20| EUE=XIE THPH ZHO|M ofshsta siAMSiC. of

£ Higto R Lio| hED} bl msl HHZIEIS KshAlsH &1 FF| MAtele)
BH|E ofsfistn SAe Lt

20

Movie, What if

1-1

This course analyzes the narrative structures of films and delves
into the inner worlds of various characters to understand why they
became who they are. Students will interpret and compare these
characters from multiple perspectives, reinterpreting them from
their own viewpoints. The course also emphasizes understanding
and analyzing the relationship between characters and the overall
narrative structure.

SHBIXL|ofolart

1-1
1-2

O =2 Yoot EE, M52 S = TIRISHH, Q17 4o 225l &
T2l 'Lh= 51011, OfA| & ZIQ17F70l| CHsH BfMsH 2Lt 2(ef #
OfL|2t Cifet 2Ol HSE 7|EHSS &835101 s IR APVIE
8511, & O SEHCRE 2THsHAP|E ofshst=R St iS5t |

0212 Ao Ciofst 2RSS AR S 4 UTE XRAI0| 7X|m 9l
£ AFS XIYUSS AT BB 4 UEE FEC)

i

21

On becoming
whole person

Centered on lectures, discussions, and hands-on activities, this
course explores the fundamental question of human existence:

"Who am |, and how should | live?" Drawing on psychology and other
evidence-based methods, students will learn to accept themselves as
they are and develop a more integrated understanding of their whole
selves. The course helps students rediscover and utilize their internal
resources to navigate life's unpredictable challenges.

N12N
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The world we live

1-2

This integrative humanities course examines historical events,
figures, and societal trends to provide a deeper understanding of

the world we live in. Students will critically analyze key historical
moments and reinterpret them from a modern perspective, fostering
a comprehensive understanding of past eras with different historical
backgrounds.

=0|C|o A

1-1

0| TH22 BICH U O|C|ofofl A7 Alst FHA HE DI DE|TE &

=

M5t3 O|F S3Hf 2th O|T|ofof| O|X|= Foke 8%%“35 UESH0] A

Ch Q= n|cjof Zeilzo| 281 HHES Olshstch 221 nlciofoll 23}

719127} £l BHS &5t 1 EHO| OfI0|Lt fHE BTsts
SEC THEICE $92 WAXI| Zoloh SH WEE TAEICt
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23

Experiencing
Japanese Media

11

This course analyzes the myths, legends, and traditional folklore
motifs embedded in modern Japanese media. Students will examine
how these elements influence and are applied within contemporary
media content. Activities include identifying cultural keywords in
media, exploring their etymologies or origins, and studying their
cultural significance. The course consists of lectures by the instructor
and student presentations.

X7 |2At

i
o

1-1

Of 2p=2 Xtple| ZxHet 7Hx|o]| Chah 42stn, QLS Mofrh= Yakat
SOl El=, A7 ZF2| &2 7|27 flsH Of2E M=o\t 20[Lt+ Y
o, 7|EF ORI S & 9112, LIEHR s Aks 2, QT2 a2 A= A
of| CHet Crfet *0”7—.*2 EtQlat LiZ 2 XHAZHR| NRet &2 7Hx|et
HHS USO07h= 2=0|Ct Xt [of| THet ofaH7F HERHo| =[0] &2l 2|0]
oF 71x|ofl Thigh ‘4zte| Zo|2t Ei0I|S EFSALLEM AHlel 2 5HS

LA, REZS SI=AIF = 20|t
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The Reading for
finding Self &
communication

1-1

This course is designed to help students reflect on their existence
and values, fostering the power of self-respect. By reading literature,
watching videos, and engaging with other media, students will
explore what it means to live authentically and humanely. Through
discussions and shared insights, they will cultivate unique values and
perspectives on life. By deepening their understanding of themselves,
students will enhance their sense of purpose, recover their self-
esteem, and expand their thoughts on the meaning and value of life.

MO|A =2 247]

1-2

S IMT|7tEZRO| 5 EEf0|0{ ZHL0| QICH= 7S A7t F,

O] ZH= o|jet Y&hS ofsifsta, = A= 2PgollM 7EMoF & Ef
=440 xpAo| Mzhnt LS KO RIGEH| 22 EHEC
#

22 71 4 YEE B 2olck

25

The Pleasure of
Writing

1-1
1-2

Based on the premise that writing is a creative and enjoyable activity,
this course explores the significance and role of good writing.
Students will learn the mindset required during the writing process
and will be encouraged to freely express their thoughts and feelings
through written words, fostering a sense of accomplishment.

N121
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Chorus

11

This course introduces students to choir singing, one of the

most participatory forms of art, allowing them to experience

the collaborative process of creating a performance. The course
emphasizes teamwork, accountability, and active participation,
providing students with a pathway to healthy hobbies and continued
artistic engagement.

27

EAHILH=QEX013

11
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Self-travel to Japan

1-2

Through a regional exploration of Japan, this course examines the
unique cultural, historical, and social characteristics of different
areas. Students will broaden their worldviews by accepting and
understanding a culture with different norms. Through appreciation
and analysis, they will develop an integrated understanding of the
world. The course also includes practical activities, such as tackling
unexpected challenges in foreign travel settings, to enhance creative
problem-solving skills and adaptability.

28

BT AAE| =
JrhSoEAEZRAZE

1-2

0| 152 L=0i|A 100 7170 Alftot 2 QUAE ol 1M E g1ony

e 21 [N e ey
722 SEIUHET S Sl BHet 28 otoll BTl Hetg IR
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EICf.

Reference Series_
How do you live?

1-1

This course explores philosophical insights embedded in ordinary
life by reading a century-old classic on life philosophy beloved in
Japan. Students will engage in profound introspection and uncover
the philosophies hidden in daily routines, allowing them to establish
their own standards for life. Through self-defined values, they

will contemplate how to contribute to society and express their
individuality in their professions and personal endeavors. The course
encourages deep reflection and the exchange of ideas to expand
personal worldviews.

NM129
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Reference Series_
Lu Xun

1-2

This course examines Lu Xun’s reflections on intellectuals in an era of
"might makes right," using his perspective to help students discover
their unique identity as creators. Lu Xun’s works illustrate the
determined intellectual who forges an independent path rather than
conforming to societal norms. Students will read Diary of a Madman,
The True Story of Ah Q, and Kong Yiji, exploring the struggles of
intellectuals in search of individuality.

30

B E E ESY
MAt2l917]
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Reference Series_
The Crisis of Narration

1-1

Centered on philosopher and global bestseller author Byung-Chul
Han, this course examines his critical analysis of how social media
and digital platforms isolate individuals. Students will read The Crisis
of Narrative and explore ways to reclaim lost narratives. Designed
for both consumers and creators of stories, the course aims to
develop deep insights into the narratives of the technological age,
the storytelling industry, and cultural production. Students will refine
their critical thinking skills through various activities.

31
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Reference Series_
Reading Shakespeare

11
1-2

Focusing on the works of William Shakespeare, this course enables
students to analyze and understand the literary qualities and
themes of his plays. Students will develop the ability to incorporate
Shakespearean elements into their creative works. The course
encourages students to focus on their areas of interest and provides
pathways to broaden their references for future endeavors.
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Reference Series_
Yuval Harari

11
1-2

This course explores humanity's history, current state, and future
through a digest reading of Yuval Noah Harari’s trilogy: Sapiens,
Homo Deus, and 21 Lessons for the 21st Century. Students will

gain a comprehensive understanding of the evolution of human
civilization, the challenges of the present, and the possibilities of the
future. It examines human understanding, shared prosperity, and
global well-being from the macro perspective of Big History. Through
the lens of expansive historical inquiry, students will explore potential
alternatives for humanity to achieve harmony and sustainability.

33
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Reference Series_
Guns, Germs, and Steel

1-2

This course explores questions such as: When did rich and poor
nations emerge? What differentiates conquering nations from those
that are subjugated? Moving beyond an Orientalist perspective, the
course integrates biology, geography, and history to examine the
vast and enduring narrative of human history. By analyzing the forces
that have shaped social inequality and power dynamics, students will
develop a broad interdisciplinary understanding.

34

TFSHA|CH &5t}
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Philosophizing in the
Age of Science

1-1

Centered on lectures and discussions, this course encourages
students to address diverse questions relevant to the era of
artificial intelligence and big data. By critically examining the
social characteristics of the Fourth Industrial Revolution and key
perspectives in contemporary philosophy of science, students
will reflect on the challenges of modemn life and learn to respond
thoughtfully to its complexities.
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35 This course provides an overview of the art history of Korea,
China, and Japan, enriching students’ knowledge while fostering
curiosity through the cultural significance of mythical creatures. By
exploring these entities, students will gain insight into themselves
Monsters in East Asian 11 and others, cultivating an attitude of respect for diversity. It focuses
Art History 1-2 on developing unique and captivating characters using mythical
creatures from various cultures as inspiration. Students will explore
the distinctive traits and backgrounds of monsters from Korean,
Chinese, and Japanese folklore, using them as a foundation to create
original and compelling characters.
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36 . . ) . .
This course examines a diverse array of music genres, spanning

European classical music, traditional sounds from Greece, Egypt, the
Middle East, and South America, as well as chanson, canzone, fado,
pop, and jazz. Students will explore the regional origins, development,
2 and cultural significance of these musical styles. By understanding
how music has emerged and evolved within various cultural
contexts, students will learn how these musical traditions have
influenced humanity throughout history and how they are applied in
contemporary content creation.

All the Music 1-1
in the World 1-2
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37
This course delves into the history of science by focusing on

notable figures who shaped its evolution. Students will examine
how scientific and technological advancements contributed to the
2 formation of modern society and gain a deeper understanding of
the achievements and lives of major scientists. The course also
encourages students to connect their own interests with historical
insights, enabling them to expand their intellectual horizons.

The history of science 11
focused on scientists 1-2
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Dreamwork for
Creator

11
1-2

This course focuses on "Dreamwork;" a journey into the inner self
guided by the healing and growth potential of dreams. Through
Group Projective Dreamwork, students will explore the messages in
their dreams, confront ambiguous inner emotions, heal psychological
wounds, and embark on a personal journey to discover a greater self
beyond their known identity.
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Socio-dramas for
creators

1-2

This course helps students understand social phenomena and explore
their own emotions as well as those of others. Conducted primarily
through role-playing, the course encourages self-discovery and
empathy development. Through various creative activities, students
will foster inner expression, spontaneity, and creativity. Sessions
involve self-disclosure, role-play, and group feedback to enhance
interpersonal understanding and emotional intelligence.

1-2

0| 22 Ciefst 25} ZelEo| NATIS O|RE Q12Ee S5, A

N ER S g%oa*# I 5212 7|9t 4elolct

2912 Sall HH2IEl 220 8T 4 QU I H2I3H2 Ol
[e]

_l_ ==
=2t MALS| AICHH, OHI 227 |- EHZ mlfsh= 5HS2 7IE &

40

Humanities for
Creator

1-2

This course explores the humanities as the foundation of cultural
worldbuilding in various creative content. Students will develop skills
to apply humanistic knowledge to character creation and storytelling.
By studying archetypes, psychology, and the ideological and historical
dimensions of characters and narratives, students will gain tools to
construct rich and meaningful creative works.

NM1RA
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Bachelor’s Degree Intensified Program

<

The Bachelor’s Degree Intensified Program provides continuing

education opportunities for graduates of junior colleges and

similar institutions. It offers advanced vocational education linked

to practical skills, nurturing technical professionals and granting

bachelor’s degrees.

The program aligns with the university’s educational philosophy

of "Love for Nature, Humanity, and Culture” and its mission to

"Cultivate Creative Talent Focused on Content to Lead the Future

Cultural Industry.” It supports the university's mid-to-long-term

development plan, "Creating the CK-Creation Ecosystem for

Content Creators,” and aims to develop creative professionals

specializing in the cultural industry through this program.

Three-Year
Junior College

Degree

One-Year
Bachelor’s
Degree
Intensified
Program

Four-Year
Bachelor’s

Degree
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Bachelor’s Degree Intensified Program
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Global Premium Animation Course

The Department of Animation at Chungang Culture & Industry
University, a leading cultural contentinstitution, offers a Global
Premium Animation Course as part of its Bachelor’'s Degree
Intensified Program. This program builds on the three-year
Animation School curriculum and extends it with a one-year
advanced bachelor’s degree course. The curriculum focuses on
studio-based, project-oriented education designed to prepare
students to drive new developments in the global cultural industry.
It is a program in which the best students collaborate with top-tier

faculty to shape the future of the animation industry.
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1 This course is jointly conducted by the university and field placement
institutions, providing students with practical education and

Work Experience 11 5 training in industry settings. It helps students apply theoretical
(bachelor)-Summer knowledge, gain practical experience in their major-related industries,
and enhance their workplace adaptability, job performance, and
professional ethics.

2/ $70| HO{= HxHE ofiL|H[o|Mo|Lt RH3}, |, = ol
£ 7AHS0| o] EHSS ol5(, 1 &HEO|Lt 7|

=
M LIS gel, L], EESICL

2 Students will familiarize themselves with English expressions used
in animations, comics, games, or cultural content articles published
11 3 in English at beginner and intermediate levels. They will summarize,
present, and discuss the distinctive features of these works or
articles.

Major Practical
Business English 1
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3 This course leverages the instructor's expertise and extensive
experience to guide students in self-directed learning, project
Mentoring 1 11 3 execution, problem-solving, and career planning. Tailored support is
provided to align with each student's aptitudes, abilities, and career
goals.
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Students will learn how to plan animation ideas and develop them
into marketable formats while creating a business model to evaluate
Content Business 1 1-1 3 and enhance the economic value of the content. The course covers
methods for developing media-specific core values tailored to
platforms such as social media, OTT, TV, and film.
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This course explores the humanities themes of past and present
11 3 animation content, helping students discover and express unique
topics of their own.

Research Topics on
Animation 1
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6 Students will study directing techni tered on | di
. L udents will study directing techniques centered on legacy media
Film and Animation . ) Y o s . s .y ’
L 1-1 3 including film and animation, and learn how to apply them in
Directing 1 -
production.
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7 Through case studies of animation production, students will learn
L . ri r ion pr nd project management. Th
Animation Production about various pl oductlo. p ocesses_a d project ma agg ent. The
1-1 3 course focuses on studying production management tailored to the
Management 1 . . . . . .
characteristics of specific projects and applying these principles in
practical exercises.
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This course teaches and provides hands-on training in using the
. latest knowledge and techniques related to concept art and
Art & Design Trends 1 11 3 ) . . ,
8 design in animation production. Students will create outputs with
distinctiveness and marketability.
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Designed to specialize in 2D animation tasks, this course focuses
Specialized 2D 11 3 on understanding the directing intentions embedded in connected
Animation 1 scenes. Students will enhance the performance quality of character
acting and object movement from a practical perspective.
JOo|= EIE oHL|H|lo A1 pNi=iye] HIC LIA OH TS
S ———— 2HRIE 304 41 Mool HXIE fistor izt A,
o1 | 11 3 ZHES U AAEO| 55 S CIFst #512| 2l2|of| CHst Al=SX ol Tt
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10 This course provides in-depth exploration and practical training
Stylized on various principles required for creating unique 3D character
L 1-1 nimations, includin, mechani ight representation
3D Animation 1 3 animations, including body mechanics, weight representation,

emotional expression, and realistic portrayal, as well as the latest
production techniques.

n19N



OHL|mjjo| Msta} (M3}
Department of Animation

<

tH

fol

mREL
Course Title

ok

pA

F

o

7

Year-Semester

&

Credits

I =b/i+]
Course Classification

11

3DELIAEHE-
2| ZErY

1-1

2| HEIY ATIS ALESH0{ 3DOHL MO FS AAZ2|0f| SHAH| 4
Aot 2ARY, MWEE, 20T, g Sl 2 7 AE VM S=

)

0|22 HiR1 &Sk wat=o|Ct

[

3D Look Development -
Real-time

Using real-time engines, students will learn to design 3D animation
scenes aligned with directing intentions. The course covers modeling,
material expression, lighting, compositing, and other advanced
technologies and directing methods through theory and practice.

12
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Technical Art 1

1-1

This course teaches the foundational methods for building pipelines
and creating custom tools to ensure efficient processes in 3D
character rigging, simulation, and animation production. Students will
practice using scripting languages applicable to various software and
the visual programming features embedded in 3D software.
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Work Experience
(bachelor)-Winter

This course is jointly conducted by the university and field placement
institutions, allowing students to apply theoretical knowledge

in industrial settings through practical education and training. It
supports students in gaining field adaptability, job performance skills,
and professional ethics by providing real-world experience tailored to
their abilities and aptitudes.
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Work Experience
(bachelor)-2

1-2

This course is jointly conducted by the university and field placement
institutions, allowing students to apply theoretical knowledge

in industrial settings through practical education and training. It
supports students in gaining field adaptability, job performance skills,
and professional ethics by providing real-world experience tailored to
their abilities and aptitudes.

15

1-2

B +E2 022t 2| FOI =2 HIZfE OfL|H|o] 0Lt 25t A

Y, E= Gol2 SntEl Eat THIX 2 7|AS2| Jof #HEE S|
7EII-
3

0r |
ol
]
2
HH
o
il
N
>
—
oo
fjo
o2l

2[5tof L3t SYX L)l Ci

of ok
Hu
min
i
Hm
T
o
._l'_|_

Major Practical
Business English 2

1-2

Students will familiarize themselves with English expressions used

in intermediate-level animations, comics, games, or cultural content
articles published in English. They will watch or read such content,
summarize and present their observations, and engage in discussions
about distinctive elements with their peers.
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Mentoring 2

Based on the instructor's extensive career and experience, this
course supports students' self-directed learning plans, guiding

them in creating projects and portfolios for employment or
entrepreneurship after graduation. Tailored assistance is provided to
align with individual aptitudes, abilities, and career paths.
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Content Business 2

1-2

This course explores various case studies to link content business
models with employment and entrepreneurship. Students analyze
successful patterns of content expansion and apply them to develop
realistic solutions. The course includes learning the nine components
of business models, analyzing environmental factors influencing
business, and designing business model prototypes following design
processes tailored to their content.
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Research Topics on
Animation 2

This course explores and practices effective methods for expressing
diverse themes in animation content through various case studies in
which humanities themes are represented.

19
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Film and Animation
Directing 2

This course examines the characteristics of new media-focused
content and teaches the composition and production of creative
content.

20
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Animation Production
Management 2

1-2

Through case studies of animation production, students will learn
about various production and project management methods. They
will research and apply management strategies tailored to specific
project characteristics, compiling optimal management practices in
the process.
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This course enhances students’ skills by utilizing the latest knowledge
. and techniques related to concept art and design during animation
Art & Design Trends 2 1-2 3 . 4 ) P . s L 5 .
production. Students will focus on creating more distinctive and
commercially valuable outcomes.
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Designed to advance specialization in 2D animation roles, this course
Specialized 2D 1 3 applies unique characteristics and expression techniques of specific
Animation 2 roles to align character performance and object movements with
directing intentions and production standards.
3DOHL|H[o|M 1 3 3D 7H=E{ ofL|H|0|d M[=te| &2t MiE} 7|2 5X|ch eSS Ciat
2EIUAAL OS2 HF U U= V7| AZES ]I MESh= wit=0|C
23 This course is aimed at students familiar with the principles and
Stylized 19 3 techniques of 3D character animation production. It focuses on
3D Animation 2 teaching and practicing more immersive acting and directing
techniques.
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24 Students will research and practice advanced 3D animation
production techniques, such as artificial intelligence, real-time
3D Look Development - 19 3 engines, and toon shading, in alignment with directing intentions. This
Various Topics course builds on previously learned animation production methods
and introduces the latest technological trends through theory and
practice.
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By analyzing various cases of 3D character rigging, simulation, and
animation production processes, students will generate ideas to
. improve production efficiency and propose and devel ipeline tools
Technical Art 2 1-2 3 prove pro o ¥ propo P pip 00

necessary for practical animation production. The course utilizes
scripting languages applicable across various software and the visual
programming features embedded in 3D software.
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The Webtoon and Comics Content Major of the School of Manhwa
Contents was established in 2001 and has achieved remarkable
domestic and international success. Additionally, the Web Novel
Creation Major, established in 2019 as the first of its kind in South
Korea, continues to grow alongside the web novel industry, with
notable accomplishments such as nurturing the debuts ofserialized
writers. These successes stem from practical, field-oriented
curricula and experimental training that reflect industry needs.
Above all, the stability and quality of education provided by faculty
actively engaged in the industry—such as comic artists, web
novelists, and critics—have established the school as the premier
educational institution for comics and web novel content in South
Korea. The Department of Webtoon and Comics Content builds
upon this proven foundation of faculty and curriculum to nurture
content professionals who can adapt to the increasingly specialized

and segmented demands of the industry:.
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Portfolio project 1

1-1

This course is a practical class designed to prepare students for
employment, freelancing, or starting their own studio. It focuses
on developing professional skills to plan and produce various
commercial projects, enhancing competitiveness in employment,
entrepreneurship, and debuting opportunities.

1-2
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Creative humaniores
& Contents

1-1
1-2

This course involves selection of books corresponding to weekly
lectures and discussion topics. Students read these books, analyze
related works in specialized fields, and engage in a process that
includes preparatory learning, lectures, content analysis, discussions,
and presentations. The course examines comics, visual media, and
game content from a humanities perspective, laying the foundation
for creative endeavors.

1-1
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Practice

Pre-production PD

11

This course consists of exploration and ideation (60%) and
completion and results (40%). Students individually plan their works,
complete pre-production, and create draft manuscripts for inclusion
in a project proposal. It aims to enhance students’ ability to manage
production schedules and processes.
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Webtoon and
web novel production

1-1

This course focuses on developing advanced technical skills for
creating professional commercial works, enhancing competitiveness
in employment or entrepreneurship as a technical artist.

1-2
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Work Experience
(bachelor)-Summer

1-2

This course involves collaboration between the university and field
placement institutions, providing students with opportunities to
apply theoretical knowledge, receive practical training, and gain work
experience in the industry. It helps students adapt to real-world work
environments, improve performance capabilities, and foster a sense
of professional ethics.
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Work Experience
(bachelor)-Winter

1-2

This course involves collaboration between the university and field
placement institutions, providing students with opportunities to
apply theoretical knowledge, receive practical training, and gain work
experience in the industry. It helps students adapt to real-world work
environments, improve performance capabilities, and foster a sense
of professional ethics.
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Story Content
Marketing Practice

1-1

This course is a hands-on class designed to teach webtoon and web
novel creators effective strategies for promoting their works and
reaching audiences. Students learn the basics of digital marketing,
create promotional content using social media, analyze successful
case studies, and develop and execute their marketing strategies
through individual projects.
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Portfolio project 2

1-2

This course is a practical class designed to prepare students for
employment, freelancing, or starting their own studio. It focuses
on developing professional skills to plan and produce various
commercial projects, enhancing competitiveness in employment,
entrepreneurship, and debuting opportunities.
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Work Experience
(bachelor)-2

This course involves collaboration between the university and field
placement institutions, providing students with opportunities to
apply theoretical knowledge, receive practical training, and gain
hands-on experience in the industry. It helps students adapt to real-
world work environments, improve task execution capabilities, and
foster professional ethics
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Global Content
Market Research

1-2

This course investigates and analyzes the current state and trends
of the global content market. It also studies the characteristics of
various digital content and consumer behavior. In this way, students
acquire a deep understanding of the international content market

and practical market research skills.
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Bachelor’s Degree Intensified Program

The Department of Next-Generation Game Content aims to
develop top-tier professionals and interdisciplinary talents in the

gaming field. The program operates with a vision to establish
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a next-generation game creation ecosystem and includes all

opt

aspects of game development in its curriculum. Through project-
based education, the program strengthens training for game
content creators and addresses the expertise needs of the local

4»
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community. Utilizing the CCRC, South Korea's largest game
studio, the department provides an ideal environment for next-
generation game development. It also develops industry-academia
cooperation models and initiatives to support employment and
entrepreneurship, expanding project experience and practical

training for students.
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Game Graphics Study

1-1

Rapid changes in the game industry directly impact game production
methods and technologies.

The current game development environment and market trends
emphasize the use of various graphic techniques to facilitate large-
scale projects and the conversion of the same game across multiple
platforms. This course aims to enhance individual capabilities by
studying and applying game production techniques that are at the
forefront of industry discussions through research and participation
in debates on game graphics.
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Game Content
Humanities

This course prepares students for the evolving next-generation game
content landscape by fostering the humanities knowledge required
for content creation. Students analyze and discuss game content
from a humanities perspective.

Students identify humanities elements in selected game content
and, through the process of data collection, preliminary study,
presentations, and discussions, develop an understanding of game
content from a humanities perspective. This understanding serves as
a foundation for future creative endeavors.
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Game QA & Business
Study

The game industry has recently entered an era of oversupply. As a
result, game companies must now focus not only on the playability
of their games but also on their refinement through game QA and
scalability through game business strategies.

This course enhances individual competencies by studying game QA
techniques that ensure game refinement and business methods that
promote scalability.
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Game Design Study

Rapid changes in the game industry directly impact the planning
capabilities required for next-generation game content. Current
trends in next-generation game development and the market favor
utilizing various techniques to facilitate large-scale projects and adapt
the same game to multiple platforms. This course enhances individual
capabilities by involving students in game projects and guiding them
to research and apply planning skills critical to next-generation game
content.

1-1
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Game Programming
Study

This course explores and applies programming techniques used in
next-generation game development. By studying programming
areas such as graphics, networking, data structures, and algorithms,
students develop their competencies in applying programming
techniques to games.
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Next Generation
Game Project

Based on the content creation experience gained during the
associate degree program, this course involves industry-linked game
development or independent team projects to strengthen planning
and directing skills. Students create prototypes to achieve polished
and complete game outcomes.
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Work Experience
(bachelor)-Summer

This course is jointly conducted by the university and on-site training
institutions, offering students practical training and the application of
theoretical knowledge in real-world industry environments. Through
hands-on experience in industry-relevant organizations aligned

with their skills and aptitudes, students enhance adaptability, task
performance, and professional ethics.
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Work Experience
(bachelor)-1

1-1

This course is jointly conducted by the university and on-site training
institutions, offering students practical training and the application of
theoretical knowledge in real-world industry environments. Through
hands-on experience in industry-relevant organizations aligned

with their skills and aptitudes, students enhance adaptability, task
performance, and professional ethics.

1-2
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Game Graphics
Practice

1-2

Continuing from the Game Graphics Study course in the first
semester, this course connects with the Game Graphics Portfolio
course. It integrates theories and trends from current game
development environments to large-scale projects or the adaptation
of games across multiple platforms. By incorporating these
techniques and trends into their portfolios, students address key
issues in game production and apply cutting-edge graphic methods
to enhance their capabilities
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Game Content Topic
Presentation

1-2

This course prepares students for the evolving landscape of next-
generation game content. Students independently determine
research topics on various aspects of game content and learn how to
effectively organize their findings through case studies and analysis.
Through presentations and discussions on organized research topics,
students learn to embrace diverse perspectives on their chosen
themes, laying a foundation for creative game content development.

11
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Game QA & Business
Practice

This course focuses on real-world game QA processes and business
methodologies. Using data analysis results, students conduct
practical exercises on specific games, gaining hands-on experience in
game QA and business operations.
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Game Design
Practice

1-2

This course is connected to the Game Project course. The current
trends in next-generation game development and market demands
involve utilizing various techniques to facilitate large-scale projects
and enable seamless transitions across multiple platforms. Through
participation in game projects and this course, students research
and apply practical planning skills for next-generation game content,
enhancing their individual competencies.
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Game Programming
Practice

This course teaches practical techniques for game programming,
focusing on algorithms, physical dynamics, and graphics optimization
used within game content. Students develop advanced game
content creation skills by applying these techniques to differentiated
game projects.

14
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Game Portfolio

1-2

As a continuation of the Next-Generation Game Project course,

this class builds upon the game content creation experience gained
during the associate degree program and the outcomes of the Next-
Generation Game Project. Students participate in in-depth team-
based or industry-linked game development projects and compile
their results into a professional portfolio.
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Work Experience
(bachelor)-Winter

1-2

This course is jointly conducted by the university and on-site training
institutions, providing students with the opportunity to apply
theoretical knowledge in real-world industry environments. Through
practical training and experience tailored to their skills and aptitudes,
students improve adaptability, task performance, and professional
ethics.
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16 This course is jointly conducted by the university and on-site training
institutions, providing students with the opportunity to apply
Work Experience 1 5 theoretical knowledge in real-world industry environments. Through

(bachelor)-2

practical training and experience tailored to their skills and aptitudes,
students improve adaptability, task performance, and professional
ethics.
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The Department of Performing Arts bridges the classroom and the
stage by offering a curriculum that covers the entire performance
production process—from planning to creation and execution.
This comprehensive program extends beyond specific subfields,
emphasizing contemporary perspectives to develop performances
that address current societal concerns. Key courses, such as
Research on Contemporary Performance Forms, Experimental
Performance Styles Workshop, and Creative Project Seminar,
enable students to create unique, practice-based performances
that align with the program’s modern approach. These student
performances are showcased in incubation programs like "CK On
Stage" and the "Wandering Troupe Project,” connecting students
with live audiences in venues such as Daehakro and other regional
locations. After graduation, these performances are refined for
entry into the professional market. The Department of Performing
Arts provides a production-centered education that prepares every
student to become a professional arts practitioner immediately

upon graduation.
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1 . . .
This course focuses on the production and management of an entire
production process as part of the advanced major curriculum for
creating original content.
Production 1 1-1 8 Students participate in various roles to complete content creation
based on their advanced individual competencies.
Highly recommended for students who wish to engage in production
and creation of original content.
TEXQI 220 A 0|22 2R FH|/LHE/HAIS T2 32| /i
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OHe CHISH 38 HEl2 AEShHs WatZo|Ct
2 Thi id tical, project-tailored workshops t |
is course provides practical, project-tailored workshops to explore
Workshop for . . P P N pro) P . P
. the ideation and pre-production stages for performances with new
an Experimental 11 2 . ",
themes, content, or formats outside the realm of traditional drama
Performance 1
structures.
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ZFEtE 2MEN|O|LE | 11 2 production2| FEPY HA|e 2A S st ME7 = L FE IEH 2
G AURENME HEZYS Sl 250ts wat=0|Ch
3 Students will practice designing and managing the creative processes
Seminar about of pre-project, pre-production, production, and post-production
Incubating 1-1 2 for new performance projects, gaining hands-on experience
aNew Project 1 through specialized mentoring in production, planning, and creative
operations.
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4 This course is jointly conducted by the university and field practice
institutions, providing students with opportunities to apply theories,
Work Experience 11 5 receive practical training, and gain on-site experience in the industry.

(bachelor)-Summer

Through real-world experience tailored to their abilities and aptitudes,
students can enhance their adaptability, job performance skills, and
professional ethics.
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This course focuses on the study of texts and scenes from notable
new performances from the past 20 years in the domestic and
Study on the Styles international performing arts industries. Through these learning
of Contemporary 1-1 2 activities, students will gain an understanding of the contexts in
Performance 1 which these works achieved contemporaneity in terms of themes,
content, and forms, as well as the practical challenges faced during
their creation.

This course emphasizes the production and management of an entire
production process as part of the advanced major curriculum for
creating original content.

Production 2 1-2 8 Students participate in various roles to complete content creation
based on their advanced individual competencies.

Highly recommended for students who wish to engage in production
and creation of original content.
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7 This course focuses on the study of texts and performed scenes from
notable new performances over the past five years in the domestic
and international performing arts industries. Students will explore the
contexts in which these works achieved contemporaneity in terms
of themes, content, and forms, and examine the practical challenges
faced during their creation.

Study on the Styles
of Contemporary 1-2 2
Performance 2
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Workshop for Students will practice presenting new themes, content, and formats
an Experimental 1-2 2 that are not based on drama, exploring the ideation and pre-
Performance 2 production process in the form of pre-production showcases.
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Semina about
Incubating
a New Project 2

1-2

This course involves studying private and public support platform
environments in the performing arts field. Students will learn relevant
creative practices and apply the creative processes of pre-project,
pre-production, production, and post-production to real performance
settings, gaining experience in designing and managing these creative
practices.
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Work Experience
(bachelor)-Winter

1-2

This course is jointly conducted by the university and field practice
institutions, providing students with opportunities to apply theories,
receive practical training, and gain on-site experience in the industry.
Through real-world experience tailored to their abilities and aptitudes,
students can enhance their adaptability, job performance skills, and
professional ethics.
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Work Experience
(bachelor)-2

1-2

This course is jointly conducted by the university and field practice
institutions, providing students with opportunities to apply theories,
receive practical training, and gain on-site experience in the industry.
Through real-world experience tailored to their abilities and aptitudes,
students can enhance their adaptability, job performance skills, and
professional ethics.
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Cultivating Creative Directors to Lead the Global Fashion and

Beauty Industry

The Department of Fashion Content at Chungang Culture &

Industry University trains global interdisciplinary talents capable

of planning creative and aesthetic images and managing projects

seamlessly within the fashion and beauty cultural industry.

The program is structured into three specialized modules:

- Creative Stylist: Innovators who create new styles with
planning and artistic skills.

- Beauty Creator: Experts in conceptualizing sophisticated
beauty content across various themes.

- Creative Director: Visionaries who generate new value through
innovative thinking.

Students gain hands-on experience and explore specialized roles
within these modules, enabling them to make informed career
choices. The faculty comprises industry professionals, including
stylists for world-renowned K-pop idols and brands, makeup
artists, fashion editors, visual directors, and creative directors.
The curriculum integrates practical training with real-world
experience, such as participation in Seoul Fashion Week and
Hi Seoul Fashion Shows, providing students with high-quality
education and excellent employment prospects. Students
actively work as stylists, makeup artists, fashion designers,
and fashion MDs even during their studies, demonstrating the
program's focus on practical, career-oriented learning.
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Advanced Colorist

This course provides practical training for acquiring the Industrial
Colorist Certification, focusing on utilizing color both sensibly and
scientifically. It covers theoretical knowledge essential for colorist
skills, enabling students to apply the sensory characteristics of color
more scientifically and practically across various fields.

1-1
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Fashion Visual Content

This course involves researching and analyzing diverse visual
content in the fashion and beauty sectors to develop practical visual
production skills, focusing on the processes required by a visual
director.
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E-Fashioncommerce

Through understanding and executing brand planning processes,
students will develop operational skills for running a studio.

[
oA
n

3

-

Iﬁ( |

D-5tA|

o>
ol

11

-

or 2 x &
JE H2 ofo gk
1
40

J

Xl
=
ol
N

|

oo
> OH

s 0

=]
2 AASHE WatF0ICt SHY FHole| S=t

o AeiroMe] 4 S S5 S5 1S, UR

ox lo jok
gl
kI

s Tl0
e
Ho O

4> X 2

ogt

Work Experience
(bachelor)-Summer

1-1

This course is a collaborative effort between the university and
industry training institutions, allowing students to apply theoretical
knowledge, receive practical training, and gain field experience in the
industry. It helps students enhance adaptability, job performance, and
professional ethics through work experience aligned with their skills
and interests.
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Style Curation Project

1-1

Students will learn the branding process of fashion and beauty
brands, based on their own identity, to plan and design differentiated
fashion product content by building and transforming references.

1-1
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Fashion and Art

1-1

By exploring and understanding the intersection of contemporary
fashion and art through the lens of eras and trends, students will
enhance their creative problem-solving abilities related to fashion.
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Fashion Converaence This course enables students to establish their personal identity and
Studio g 1-2 4 create differentiated visual content for branding in the fashion and
beauty industries.
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Students will apply the results of their coursework to create a 3D
. ortfolio integrated with new technologies, aligned with their career
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aspirations, thus building their personal brand as fashion and beauty
content creators.
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9
Analyzing marketing strategies influenced by materialism and post-
Lifestyle & Business 1-2 3 materialism trends, students will explore business cases and develop
lifestyle-based fashion content while enhancing business capabilities.
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SRS AIEH-57 12 , | BOIM8 R @S5 458 HAGHE LaH=R0(Ct SP JHol0| SHat
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This course is a collaborative effort between the university and
Work Experience 1 5 industry training institutions, providing students with opportunities
(bachelor)-Winter to apply theory, gain practical experience, and improve adaptability,
job performance, and professional ethics in industry settings.
CHElE SRS | 20| 352 = 21015109 MAUX| S0l S/dof|A| O]
SIXIAIA(AISD-2 1 5 2o Mg MR g ’é‘ﬁ_g AA[SH= wotE0|Ct sHY THolo| S=dut
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This course is a collaborative effort between the university
. and industry training institutions, offering practical training and
Work Experience ) ) & & o P o g
(bachelor)-2 1-2 2 internships to help students align their capabilities and aptitude
with industry demands, ultimately improving their adaptability and
professionalism.
HAGAEIIZ|AE(O|O|XILEHE) MotuPy M=o 2, HAFZHY
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As an advanced course in personal styling (image consulting),
Personal Image 19 3 students will develop skills in personal branding through personal

Branding

color diagnosis, skeletal analysis, facial analysis, temperament analysis,
and personality analysis.
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This course analyzes the usage characteristics of video platforms

Fashion Content 1 3 based on fashion and beauty content, comparing different content

Research

styles and exploring the factors that make content engaging and
appealing through analysis of their structure and features.
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A system through which students can

earn a minor by completing the required
credits in courses from a different major (or
minor) in addition to the courses from their
primary major.

Career Exploration
Credit System

- A system designed to enable students to
explore their career paths independently.
Students can design and carry out self-
directed career activities, providing
opportunities to challenge themselves and
gain practical experience that is relevant to
their career goals.

Boundary-Free
Major System

An academic system that organizes and
operates curricula necessary to achieve
the educational goals aligned with the
university's vision.

Autonomous Major Program:

Organized to foster self-directed,
creative, and interdisciplinary talents in
the cultural industry, this program allows
students to explore and choose their
majors and career paths independently.

Innovative Major Program:

Established for diverse educational
purposes, this program operates without
fixed enrollment limits and offers
experimental courses.
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