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AT ABNNILARSAISH (Computer Art)

v a
ANNsNalleAalzuasmsaanuuy

DGA 140 uyuduazAals 3(2-2-5)
(Man and Art)
uvn_rmmefmm”ﬂﬁcymmwwmugmz;:m%qmiﬁﬁl\iLﬁﬂqﬁuﬂiziﬁmmmﬁ@ﬂ:%\iuﬁi

ganeulszifimansauisiiaqiiu nsdszgnsmianniunldaiasssuanufadslunuuanizynna

WAZLLLNGN
Roles and importance of humans in the creation of art; history of art from the prehistory

to present; the application of knowledge to create individual and group artwork.

DGA 340 MSAAUAZMIRSNATTA 3(2-2-5)
(Thinking and Creativity)
WANNTT MOH]) WATNITLIUNIINNANNANATINATIA LTuNsBewidalfiRne ns
AnduuazmmasaieliiAadslullunanuaiieassfuunienzyarauazLILNgH
Principles, theories, and processes of creativity with emphasis on learning through

practice and experimentation to promote the creation of novel individual or group artwork.
v Qaa
ﬂQﬁNgﬂﬁﬂﬂiz’Jﬁlmi‘ﬂﬂﬂLLUU

DGA 240 na@nu 3(3-0-6)

(Thai Studies)

famsluudennuazAaySmussmiiniatululszmdlne %@LLrﬁiqm@uﬂimﬁ ANERT
fstlaqiis nsvhundszgnaldlunisaineass AuauLLLRNIZYARALAZLLILNGN

Overview of social and cultural development in Thailand from the prehistory to
present; the application of knowledge on social and cultural development to create individual or

group artwork.
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DGA 110 amrduliinesy 3(2-2-5)
(Introduction to Drawing)
wannizadu nisnenliianginaal nsdnesflsznaunin nisuaaiviaznis
fgnen JUNT dAdI1 Lae W ssufuzaAthmn wazitud mnf';“mqﬁﬁgmmuumwmﬂ ng
Uszgnafldnismduunglnsnifania
Principles of drawing; material selection; principles of composition; visualizing and
expressing shape, proportion, light, shade, and texture of various forms of objects; applying on

drawing with digital appliances.

DGA 116  amsnssxiiinsnu 3(2-2-5)
(Introduction to Painting)
)R JaneUnenl ANANNARINITN NI4T NAIIANAINLARINITHIULLLIANZLARA
Theories of colors; painting equipment and materials; essential painting techniques;

developing personal style in painting.

DGA 141  asmlsznmauiail 3(2-2-5)
(Composition Art)
e o aw X v oo Y . %
NN9RANLLLNIIAUARL] muﬁmwugmvlmm N919 9/ 168 320D 31519 3N AN
v 1 |
min 3 WUR LATUANNNITANITE9ALIZNAUNNARLY NNETBIN NI AZATNAREYM N1ATLA
WHIARINAA IUNNTRENLLIL LAZNITUTey N A UTLATINATIARANULLLIRNIZYARARAZLLLINGH
Principles of visual design; fundamental visual elements of art such as space, dot, line,
form, contours, color, volume and surface; principles of composition; visual language; determining

design concepts; the application of these essential principles to create individual or group artwork.
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DGA 119  MSaNgMNAINSUAANARISA 3(2-2-5)
(Photography for Digital Art)
UANNITATINATTANAIIUNINGNE FTULNNIEENINAATIA gLnsnllsznaunisanann
pata msldndestnanmaariaiiedy nstnenwluagsle nsthen wuenan Ll nesanas g
Wasuunniwmana Tsunsugdaglatunisanusianan wAzNIAANTRNNEeARTA R adL
Principles of photography; digital photographic systems; equipment for digital pho-
tography; basic use of a digital camera; studio photography; outdoor photography; managing

digital image file formats; useful photo editing and color grading software.
AMNsIMamAlulagnIamsaanuuL

DGA 131 Tilsunsuiszananaiaansn 1 3(2-2-5)

(Digital Art Applications I)

Iﬂimeﬁugmdm?umﬂ%% ANSFARBNTN ANWANATN LAZBENLLLANNIANIEIR
Fruitesunmiaaanlm lugduuufiniga wnwes uazansnssuaana nsdanisindwefundniu
NAIIUNINADIHB

Basic applications and software for coloring, adjusting, editing photo; basic graphic

design for animation in the forms of pixels, vectors, and digital paintings. File formatting for 2D

image.
DGA 133 Tilsunsuiszanananaansn 2 3(2-2-5)
(Digital Art Applications II)
TsunsuaFan npan Ul g niuesu ety 2 Ankas 3 15 warlilsunsng1nsunig
FAFanINAaaL L9

Applications and software for two-dimensional (2D) and three-dimensional (3D)

animations; animation editing software.
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DGA 341 MSAUAMLATMINAUILUIAMNAR 3(2-2-5)
(Research and Concept Development)
miﬁmmummmﬁmngﬂ wULTRINAdRaFearsATIT AT NsANE LU LAY
U a}d v a o [ ‘34’
LAPALATLLLNGN mumaﬂi‘zqﬂﬁﬂmmzmummwmLﬂuwuﬁm
Development of concepts and forms of creative artwork of individual or group projects

with the application of research methodology as a basis.

DGA 410 msﬁmmiqiﬁ@ﬁ'ﬁuaaﬁam%m 3(3-0-6)
(Digital Art Business Management)
FINANNATURATIABITA N1TLIUITNIFIANITANLHUNNIFINAG NITARIA NITARAILITNS
N1avNdtyoyn AReRAUNUNIgINARATNE Aoug lliuassenussindadnuasisznaunig
Basic business planning for digital art field, survey of how a digital art studio operates
in the business world covering business administration, management, marketing, costing, business

law, tax and ethics for designers.
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ANM 121 wailinduuaglnduanala 1 3(2-2-5)
(Animation and Motion Studio 1)
mm?mmwLﬂal@uvl,mﬁuﬂﬁummmﬁmﬁuuuu;"\‘1Lam Tﬁ?;lﬂ/lf]‘]ﬁ”ﬁ 12 48 NILLIUNITATIN
nadaulin Stopmotion Hasdu warlsunsupaviadmsunmaaayivg
Fundamental process of traditional animation creation based upon 12 principles of
animation; basic creation of motion and stop motion; fundamental use of digital art software for

motion design.
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ANM 122  M9aanuUUAIRsATLREENITNLIARDN 3(2-2-5)
(Character and Environment Design)

NNIRANLLLANAZATLATANINILIAAEN N3AFNYARNNIN Andau glilduLarEnENaTeY

fanzas nsaisazAsnitelFlunsIaNEes NseeNILLLAN WL ARNRRUTLET UL LAZFInz AT

Fundamentals of character and environment design with emphasis on creating characters’

personalities, shapes, traits, and key major actions, creating characters for the storytelling, and

creating environment relevant to the story and characters.

ANM 123  msaantuung Nng 1 usuRaInaasn 3(2-2-5)
(Graphic Design for Digital Art)
ﬁugmmm@mmumﬁ\lﬂ N13a31971M39 Useinn1ean199n9n9 n13anaedeya aanuu
?lemza;qﬁmﬁﬁugm NN9ARINFAENET NTAABIALTZNALNN
Fundamentals of graphic design with emphasis on shapes, types of object positioning,
basic print media design, typographic alignment, and composition.
ANM 204  iszdimsaansuunsiWnuaziinaanss 3(3-0-6)
(History of Graphic Design and Media art)
UszdRANanT Lavqn Susuresdeuaznanssnuresaouilanuu sl feimmnms
Lazaudiugreens Faedatzuazmalulad
History and origin of media art; impacts of the development in media art and graphic

design; the relation between media art and technology.

ANM 211 wailinduuaslnduansla 2 3(2-2-5)
(Animation and Motion Studio II)
Tﬂmnm53ﬁ@ﬁu§mlﬁmﬁmmu@ﬁmﬁmmz‘iuﬁumﬁ\lﬂ nsaFsnmiaaewliEny

ngn1svetiniunariudunsiin
Digital art software for animation and motion graphics design; creating animations

and motion graphics based upon the principles of animations and motion graphics.

ANM 212 NOHJUASMIHRANNEUAS 3(2-2-5)
(Film Theory and Production)
mqwﬁmeﬁﬂL‘ﬁmﬁuium@ﬁmﬁqLmzmzmummammwwmﬁ? AMaNTRYBINARY
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NTLLIUNITATASENUNIHINTNEIAT



Rangsit University Bulletin 2025-2026
Faculty of Digital Art

Theories and principles of film production and flm production process with emphasis
on properties of digital cameras, selection of lens, camera angles, flm’s frame sizes, basic camera

movements, lighting concepts, colors, continuity of the film, and storytelling through film language.

ANM 213  MSAARDNITNEUAS 3(2-2-5)

(Film Editing)

IﬂiLmimmmmmumwsmumm wqwgmimmmmmumwmmmu marmmmm ﬂ’Yi
EI@N’&ﬂ’]‘WEIH[?]? ﬁ‘ﬂLLUUﬂW?M@ﬁ]‘ﬂﬂ’]‘Wﬁluﬁﬁ NINEIURTAU I"’ZJHM’] NQ’&WJ@I@ nnaURSAaLY LL@J&@
ﬂ’]WLﬂ@@lﬂ,MQV}"I\W}ﬁuﬁ@ﬂ

Digital art software for shot sequence editing; theories of shot sequence editing; sound
editing; color grading; essential editing techniques for short films, advertisements, music videos,

art films, and visual arts animations.

ANM 214  MSTaUVMNAINTUINUTNTUN LA 3(2-2-5)
(Compositing for Motion Media)
ﬂﬁiﬂ?:ﬂ@uimqﬁummwLLqmﬁﬂu‘ﬁlﬁmqwmnmm ﬂﬂﬁ‘r}\lm\l’z‘l‘ﬂLL‘ﬂﬂLﬂJ‘ﬁ/uL‘ﬁ’Wﬁ/‘Llal‘ﬂ%uj
Vi nneund nandsznay Tuenin nsdssendldinaiinfiuay
Compositing objects into various forms of environment; combining animations with other

media such as film, illustration, and advertisement; applying various techniques to compositing.

ANM 215  mMSaanuuUULReNdIusuanulutuiine 3(2-2-5)
(Sound Design for Motion Media)
a v a o o a4 A o o a
NN7AANUULLAENAEINAUARNINC gusultluganinaaenlg n9ANIm NN
W LWReNUTENA @eanans i@eaienivle
Sound design for motion media using various techniques; managing sound resources

such as sounds, ambient sounds, voice over, and sound effects.

ANM 221 ualiinduuazluduanala 3 3(2-2-5)
(Animation and Motion Studio III)
= a Alaa v v & dl Sy o o o wa
naiAdeLlm1esdeliTin n1sadundnuiie nnsiadeuluadntihfaazas nnsvinlEdees
waauledaduassntii nnsld Rotoscoping lsaunnaanilug
Analysis of human and animal motion; muscle movements; facial expressions; natural

movements of objects; using Rotoscoping in animation.
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ANM 223  mMIMAUUF NS LLAULNTY 3(2-2-5)
(Directing for Animation)
A17AALANEUASLETINTY NNTMNUFINTLLARIARS N1TRANNLNATNEURT
WaHLNTU NNFAVNLNLINTBIAIAZATULAZNITLAAS NITUAAIVINTNIG NITUAAIANITNIL N1FINFLNALUS
FATAT m?fa@mmuma?m?;@uim NN NNFIATAT milﬁ@ﬂLﬁuLﬁ@ﬁumiunﬂmmmwEJW]?‘
The interpretation of animations, directing animator, acting; expressing moods and
emotions; character positioning; movement design; character posturing; the design of character’s

natural movement in the scenery or environment.

ANM 311 wailinduuazlnduansia 4 3(2-2-5)
(Animation and Motion Studio 1V)
nisaieninedeulLazmatiafivAnsinge iiullsunsumaria ludnwuegnsgase
4 Ce e - 4 4
nslagunilasginsseenedundu wagdsiaeniva asuniwaaeulinm
Creating animations and various visual effects using digital art software; creating free

forms; the sudden change in the object form; creating various visual effects for animation.

ANM 312 maiFaudinnmansdnsuanunanaaism 3(2-2-5)
(Collaborative Project for Digital Art)
dl s % 6 & Y a
nsLAniagueIAANNIVAINUAEAERT mﬁ?gimmmi@\mmwi”lmﬂmﬂiziﬂmu“lu
NNAFNE9IR NIREIsRten NsUALaNALAA T INe AT iaUNNasTRN T UNTINaE
The exchange of knowledge across areas and disciplines; the integration of knowledge
for the development of novel and creative forms of artwork; the presentation of artworks to reflect

the perspectives of the contemporary context.

CPA333  MSLATL3RIAENIN 3(2-2-5)
(Storytelling)
1 ¥ ] v 1
ANTLAN TR A9FU NITALULN FB94U N1TANLLLNIWANFANENUNIHININEAS N1T
o o A Py 1% d' I's
asUEed W lannsaieanesuesn
Introduction to storytelling with emphasis on creative script writing for short films,

illustration design through film language, and creating a storyboard.
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ANV 101 WATEM WA NS ULNARNUTIA 3(2-2-5)

(Perspective for Matte Painting)

N EYNeAeIne neFuinm m’mﬁuﬁuﬁm@ﬁmqiugummeza:ﬁrﬁmﬁu n15am
'ﬂ\iﬁﬂﬁ‘tﬂ’ﬂ‘l_lﬂ’]‘l/\lLﬁﬂ%ﬂﬂ%ﬁmﬁmﬁﬂ mﬂ%‘iﬂuma?m%’mWwﬁwﬁw"}@mnm"’m%m’mmwaum% ne
Uunwldanaamuszazdnan

Perspective concepts; perception of images; relation of object from different perspec-
tives and distances; basic composition to convey particular meanings; creating scenery and movie

settings; realistic image adjustment by depth of field.

ANV 102 msiu 3(2-2-5)

(Sculpture)

% 4:/ ¥ A Yo o o = a s a o o

NITATINTUINUAILIND ﬂ’]i’lmm@faqﬂmmmm‘mmﬁu N BHNINAN AdsznauAatldnsu
U 3 HA NIUAAIBANNINGLNTI NUNF UFHNRT 52001 N wazdnaou AnNdNLSIzugnalLn
ANAATLNNTRENLLLILNTS 3 JR

Basic sculpture; using sculpting kits; compositional theories for 3D artwork, expressions
through shape, space, volume, plane, texture, as well as proportion; the relation between concepts

and 3D model design.

ANV 121 Taima 3 Adiiadu 3(2-2-5)
(Introduction to 3D Modeling)
PLUUAIMTUNIAF199U 3 HR ﬁugmmm%wgﬂmq Tny) visadaazAs N9iTeaLdu
Tnaneu nsakaduns uasnsaisiufiatiesdu nMedauauiiosdu nsuansnimiiiosdy
Software for 3D modeling; basic object and character modeling; polygon line pattern;

edge loop; basic texturing; basic lighting; basic rendering.

ANV 122 MSASINUNI AALAILALLAAININ 1 3(2-2-5)
(Shading Lighting and Rendering I)
v dy a o i’ £ d&a’ a aal v a o
nsaFeiuiialusyAulesdy nouNWRakLUNDeN 198519 map NENITIALAS
nsdnuadingld HDRI NM9UFULAS UV nsuansniw 38R n1svineulugiuuy linear workflow

Basic texturing; theory of PBR Material; map creation; lighting theories; lighting via
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HDRI; UV adjustment; rendering; working in linear workflow.

ANV 201  dszanualiinduuazigiataninm 3(3-0-6)
(History of Animation and Visual Effects)
ﬂi:ffﬁm@mﬁmz@mGéluﬁummmmmﬁuu%mmﬁm@L@V\walm 'ﬂmﬂﬁﬂuzﬁﬁﬁmm

weilidunarazaaieniva saminisaznsdssyna L luanutlaqiiu
Introduction to history and origin of animation and visual effects; turning point of ani-

mation and visual effect; exploring the development and application of animation and visual effects

in the present era.

ANV 211 szuumstaaaulug 1 3(2-2-5)
(Rigging 1)
mm%’wszuummuiﬁlqLLmzﬁq@mﬁ’fuﬁugm n3vAwiedese N1sadL IK/FK N3
L%mimxm_lmuQNLL@x'ﬁ’mqﬁ@ﬁqmm mm%’]\‘iawﬁﬁLL@::ZQ'?’N%UUmuau%uﬁwmﬁfm:m
Creating basic rigging system to control objects and characters; joint position; switch-
ing between IK and FK; generating 3D facial expressions as well as the system to control the facial

expressions of a digital character.

ANV 212 maiaaauluasaazas 3 A 1 3(2-2-5)
(3D Character Animation 1)
LL@ﬁLuﬁu%uﬁug’]uLL@zﬁ@ﬂmmmimg@ﬂm ﬁmﬁmimg@ﬂmiugﬂLLuurﬁiNj ng
¥4 12 daecueiimdy mudanisdnlafeesdilseneumnedallzaenimnsvinnsiaazas 3 TF
Principles of animation and the art of motion; an overview of different motion styles;
understating 12 principles of animation; an in-depth investigation of compositional principles and
3D characters’ motions.
ANV 213 mMsaanLuUUmIacAs 3 NR 3(2-2-5)
(3D Character Design)
nsldemldsunsuainenn 3 17 eakeluinadaldan 3 15 W au das duls vas
TaetiumeazidanuazandudewiiefAnALaNss nsEeade Polygon
Introduction to design and creation of 3D models of humans, animals, plants, etc.,
using computer graphics software with emphasis on fine and elaborate details in order to create

realistic 3D models; polygon re-topology.
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ANV 221 launfingayiadu 1 3(2-2-5)
(Dynamic Simulation 1)
nsaFrmeilaniaslsg lfranfamaslunislscunana N19a519mATANLARLLL Pro-
cedure n3dszgnaldidnAiuaunIneuns nsaF1eniimaaluguuusie
Creating visual effects using computer software; creating procedural visual effects;

the application of visual effects to cinematography; creating particles in variance style.

ANV 222 wnmtywas 3(2-2-5)

(Match Moving)

n3snaesnnaedeLlureIndesssuininneunsfundadluaunin 3 I3 nsfnanu
NNSLAREUTIRIA NS UL LS ITALA LSRR navnAnTzevvinsTadndediiann nsvnen
ANTALTaUIaNAUE NITFBENNNIANUAIINABD AL AMT U ULMETYNT

Motion simulation of cameras used in film and 3D work; manual and automatic motion

tracking; estimating focal length and distortion value of lens; using video camera for match moving.

ANV 223  ARAMSTaUAIN 1 3(2-2-5)
(Compositing 1)
N13FRUNINAINNABIARNA N3N Matte Extraction N1 Rotoscoping N3N Green
Screen WA¥N19M1 2D Tracking e Plannar Tracking nsfaunazilsznaunin CGl nnstsznau AOV
Fundamentals of digital image compositing; matte extraction; rotoscoping; creating

green screen; 2D tracking and Plannar Tracking; CGI compositing; AOV reconstruction.

ANV 224  MSENENNNINEUASAANG 1 3(2-2-5)
(Digital Cinematography 1)
d” | o caa o :I/ ' ¥ A 2 ¥ [
Wuﬁﬂumimﬂmmwmmmm NITENATNARN ﬂﬁﬁ‘L@‘ﬂﬂl‘HL@u’s{ HNNABN avALlsEnay
wAzAAEIULRINN N13ALAS NMTUFLLANA U U WaIURS
Introduction to digital cinematography with emphasis on camera setting, selecting
lens, adjusting camera angles, composition and framing, lighting for mood and tone, and basic

color grading.
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ANV 311 Tuduwailiaas 1 3(2-2-5)
(Motion Capture I)
v KX v dl al aAala aa v Y uI/ g 6
mﬁ?‘uu‘wﬂmm‘ﬂ@mim@@ﬂmmmmmamiugﬂuuummmﬂmmmﬂL@@ﬂmxﬂqﬂmm
a v o/ o < v aa dl L% % 6 a o
WEALHRNIENIY Imiquﬂ‘u‘i'ﬂﬂmiumLﬁ?@gﬂm\imu 3 AAnalrinnsaireninaunsuaindulazinud
Capturing movement of animate objects through a motion capture process, for

application in animation films and games.

CPA 333 MA4LANL3RIAENIN 3(2-2-5)

(Storytelling)

ﬂ’]iL@"]G:‘ﬂ\?Lﬁ@\‘lﬁu miﬁﬂuumﬁ?‘mg’u mimmLL‘}.lum‘WLdﬁﬁflmmumwﬂmvmumfmi
fdudes Whlantsai Storyboard

Fundamental concepts of storytelling; creative script writing; cinematic storytelling
using film language; creating storyboards.

a w o a

3. WAUIITRANADAARLATTULAZADN

DLC 121 ﬂix’?ﬁLLaxﬁzymamé{q’mmwﬂszn@uLLazmé'@wiim 3(3-0-6)

(History and Semiotic of lllustration and Comic)

UsedRAIanTLasmLINI1899UN N TTNB NNFRUTES HENanIw dryenans n1sde
ANMINEEIENTN NI NSULaAINKNY NNeTI AnEHAUARTILALATIANS
HANTU AAPNTUADIAT ATNENATY LATNNIEUATIEVIGNAIUIINATE

History and development of illustrations, comics, and graphic novels; introduction to
semiotics with emphasis on the concept of visual communication, comparison, interpretation, and

description; investigating renowned artworks in terms of their value and significance.

DLC 122 aadumednianasmstAaaubng 3(2-2-5)
(Anatomy and Motion Drawing)
nenauNIInIA NsadunEanIAraeUlg AnaLasBEuFANH UL YINNI91e9
Ly 4:‘1 o b % a a
N‘lgl‘tmLW@uﬂﬂ@i’N@ﬁﬁﬂumu@@ﬂLL‘].I‘].IQ“]]’WW
Human anatomy drawing; anatomy in motion drawing; learning to observe human

gestures for professional design.
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DLC 123 mMSILASIZIiIS5MN5TH 3(3-0-6)
(Literature Analysis)

=

Mannsuazuuliuresnsunauiitadaslusziuaing dezinnaesnssnina
faazmsuaznsAiinies madmsilasaiamsanies seuwaaaiuan TANLITAIA WAZLUY
AINAR

Development and trends in renowned international literature; sort of literature, character

and storyline; the analysis of plots, backgrounds, objectives, and concepts.

DLC 211 WMANAMSASNEsTANNLSENaY 1 3(2-2-5)
(Hlustration Technique 1)
% & 13 a :’, a Y a a yal
ﬂqsmwmmmwﬂszﬂ@uimhmﬂuﬂmmm QUUIALAY SNUARTNTIN LV]ﬂuﬂﬂ’]ﬂ“ﬁ'&
NuEFn lszAnINgTN Yuge yuwsnnmang iiedannumungisienislusenunintlszney
Creating illustrations using traditional techniques, drawing, color techniques, painting,

collage art, high-relief, bas-relief, sculpture, and photography in order to convey particular meanings

DLC 212  WWAANNAALAZMIAIIRTTA 3(2-2-5)
(Concept and Design Creativity)
NIIWENUILUIANNAA TUNITRANLLLAT1NATIA TaeldunszulunIsAnatnaius L
m@ﬁnmﬁum"ﬁﬁ@g@ﬁuﬁm %ﬂﬂguqﬁumnﬁﬂqﬁ nzAuAdLsziAu nsiauesanguiinuung
Development of creative design concepts with emphasis on systemic thinking process,

searching primary and secondary information, and presenting concepts to target groups.

DLC 213  mM5AuTaILaziaee 3(2-2-5)

(Comic and Manga)

mm?m‘imiﬁmf@uﬂim NIRANERAGEES NNIRANLLLIFIAZAT NITaUAASILIOSA N3
MANFAUTNE NNFRUAD mi?qlfamaﬁqﬂmvvm{@u NITNERNTNAINU DL szTdNiuiaraLuLy
N1gIna FaszuuAsiniuazeeula

Creating comics; creating plots; designing character; storytelling; drawing manga
and caricatures; communication through comics; publishing comics; public relations and various

forms of business for printing and online.
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DLC 214 mMS2anuLUUNLeEa 3(2-2-5)

(Book Design)

nsaantuLniiAauasdsiuidruiuuninilsznaunazaanizad sluuunilida

o ¥ o A 2 = & ° o a e a a & A

waznsaauEnutladesiallsunan N1awTeNINSAUFUNNIRNE INATANNIANA N1TlaeNNTLAN
NN9AAsalIINNA mmm@mmgﬂﬁ@mmmuﬁuﬁ nsdaNmiisde

Book and printing media design for illustrations and storytelling; book publishing pro-
cess including book formatting, file management, printing techniques, paper selection, contacting

a publisher, proofreading, and book binding.

DLC 221 WMANAMSASINETTANINLSENaL 2 3(2-2-5)
(Hlustration Technique 1)
% & 13 a aa o % & dl
n3aieasrnndsznavingldimatinfana NNIMLLINIIN1a5194ssANINL IENa LN
¥
e nsldrenianeslunisaienunindseney nawsiuuuAaia n1sldldsunse 3 ARdes
Fuluunwilsznay
lllustration design using digital techniques; using modern methods and techniques to
create unique illustrations. using computer to create illustrations; digital painting and using basic

3D programs for illustrations.

DLC 222 msSaankuUuUaIN 3(2-2-5)

(Scenic Design)

'
a v

N1388NLULAINKALRILINAEN NNIANHITEYA N199UUIANAALATNITAANULIL
mi‘mﬁmzﬁqmmmuumﬁﬁuﬁuﬁuﬁqmm mi@@ﬂLLUU@ﬂmiﬁﬂi:ﬂ@umﬂLL@:?QLLqmﬁﬂuﬁqwﬁﬂ
HAREAN

Fundamentals to scenic and environment design with emphasis on design concepts
and finding appropriate proportion and point of view related to the characters; props design using

perspective principles.

DLC 223  Hgnanw 3(2-2-5)
(Graphic Novel)
n3aFNasIAtenan Nl szinmeine] MMITNENEAAUAUINTEIUER NITNANHATY
ﬁ?;‘ﬁﬁ’j’]\‘]ﬂ’]ﬁ‘Ldﬁﬁl"ﬂ\ﬂugﬂ LLUU’J??MHT?NLL@tﬂ’]T’J’Wﬂﬂ’]‘WLﬁ’ﬂ%’ﬂﬂ’ﬂmﬁm’mﬂl‘ﬂ\‘iL‘ﬁ’ﬂﬂ’]@ﬂﬁﬂ@‘ﬂ@ﬁﬁsﬂjfﬂ\‘i
ﬂ@mau ﬂﬁiﬁmﬂﬁ’]ﬁ&ﬂﬂﬂﬂw ﬂ’]ﬁ‘ﬁﬁﬂﬁu@&ﬂmLLWﬁL\i’]uﬁﬁl’mﬂWW
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Creation of graphic novels; expressing imagination through stories; combining literary
storytelling with drawing to convey particular contents and meanings; graphic novel page layout;

graphic novel printing and publishing.

DLC 224 mMSRANLULANALATULATANSANDS 3(2-2-5)
(Character Design and Art Toy)
N3ReNLULLATAFNAaTATIUAN LN 2 NRLAY 3 HR %um@mmﬁdﬁmwﬁ@g@
N1928NLLL NN9A5NAAZAT N198519R15ANaE N9t dNAUE N199AINUUNNAINL
Two-dimensional (2D) and three-dimensional character and art toy design and creation

with emphasis on information seeking, design process, public relations, and selling artwork.

DLC 225  Aadswyimuassy 3(2-2-5)

(Multi-Cultural Art)

sl UUAALLANTRUEITNAN Qﬁﬁﬁga&mﬁm?{u AR LAT AN NI TN AWT
{Rendias anananisdatly navinAatmusssuanldliuaunndlszney uaznisiandessanasia nns
Uszenildiitesueanuuy

Introduction to multicultural art with emphasis on forms of art from different cultures,
local wisdom, related religious beliefs and principles, influence of art, contemporary storytelling,

the application of cultural art in the illustrations and designs.

DLC 321  TASIMUAIULAR 1 3(2-2-5)

(Individual Project 1)

N198519A9IALATNNTAIUYARREIMTLIUA N sEnaL LL@zmuL@iﬁ:mﬂimmwj
ﬁﬂ‘}:f’w%um'auﬁ%ﬁm mwﬁm‘ﬂ@ﬂixﬂﬂu mﬁmmzﬁm\‘nuﬁﬁﬂﬁm ﬂﬂimﬁmﬁﬂmﬁmuuﬂm n1g
LLﬁ’ﬁﬁymizudw%umum%amiﬁ

Individual project on illustrations and other forms of storytelling with emphasis on de-
veloping design thinking process, seeking information, analyzing related artwork, finding individual

unique identity, and problem solving.

DLC 411 TASIUAIULAAR 2 3(2-2-5)
(Individual Project II)
MTAEIN AT NN LLAZ AN H8e ML UABLNIT TS M9
mm’wﬁm}fﬁlu nsdaualasens nanuuesLLlszin NMsEwalasng Nslsanduiug Anwn
ganannilsenay
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Development of individual projects on illustrations and other forms of storytelling; project
planning; team planning; project presentation; budget setting; project presentation; public relations;

illustration industry and business.

2. dszaumsalmagun
wnAnsnAusiesamzidenia CPA 391

CPA 391  mMSENUITITN 1(0-40-20)
(Practical Training)

o o

NNTENUATNAN LR TN TN slumifm\ﬂu%wﬁ igamuﬁ@ WravaanuenTuluszning
1 v 1
mMAFaun 3 2aeiuili 3 1Wunanlddasndi 8 dlandt
Professional internship during the 3rd semester of the 3rd school year. A minimum 8

weeks of internship is required.

CPA 491* &UNRANHNANUTURANABISH 7(0-40-20)

(Cooperative Education in Digital Art)

ALY : FONKIN TN TTITNTAAIIIN A

o =K % & A | o o I g’/ 3|

unAnesesneuluanulsznaunisialiewiuninaulsranveavtaaesuiie

1Y 1 o 6 o =R £ o o K o o ] o s = 4! : ] [ %
wanlutdesndn 16 &laf inAnwazsiasintiuingszardudndilaiuasilaseunilaudauas
A3ENL e fUNNssziRuanngnuLlsEneaun1sLazanan sl syanian

Prerequisite: Must pass criteria as determined by the department.

Students must intern for a minimum 16 weeks and accomplish sizable projects in his/
her office within the internship time frame. Students will be evaluated by their employer as well as
their course instructor.

wanewe ¢ fiamaidauEuumeia CPA 491 anfiafnmdmiumanasiin laises
Az nugneRan CPA 496 Aavlinug
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- faamnziiauizausednn CPA 496 Aatltinug lisasameidausedan CPA 491
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A. AL ANUE 7 Bunanm

CPA 496  Aadiwus 7(0-35-18)
(Digital Art Thesis)
nseenuULReLiamAaInnsiEuelasanislid e sAaUIn s Tnaazde

¥AnNIANEN F1AT ALATIZ LAZEENULLILIAUNTEIY m%éumuymﬁ%ﬂﬁﬁﬂﬁﬂm%ﬁwmmu@@nLL‘mJ

e BnmiuenansemBnEuazsigua ULty waziunslssiunaananznssunisiall

TNug Lazazsaaila AU INUE NN RTIngs AN e LN TFANE T
A3AnAUAALANLS DarnszAU 2.00 (C) Wwnausinnsaayieiny
This course follows the thesis preparation course. Students are expected to complete

their project, Students are expected to work closely with their thesis advisor and will be assessed

by a panel of critics at various stages in their project. All thesis work is required to be displayed in

a public exhibition.

A passing grade of 2.00 (C) or higher is required.

4. 3EAan 15 UUIENA
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nANEAzFAasFauIERITIAan 15 Bianin Tas
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ANM 370  msAngUuuudIMsUIULREINTY 3(2-2-5)
(Style Studies for Animation)
nsvnAadnlauletimdu 2 HRanuainuaedmuassd sliuusetindunsdunn
wazmziueen meaieaarfiuameuazgluuuildoulfasussungramnsnelduilaqiiy
Understanding of 2 dimensional (2D) animations from diverse cultures; western and
eastern styles of animation; the creation of practical guidelines for the animation industry in the

present era.

ANM 371 msudualasamsiianudandn 3(2-2-5)

(The Pitch)

nsavenauuinguiwaneielfiianieinde nsa¥ie maiiauenaueting
ATLNNAT ANLTY ma‘ﬁﬁLzm@LLNum?ﬂﬁﬁﬁmuﬁlﬁmmm@umguﬁ\imm?ﬁqNﬂmuummﬁmmmu
svannuy

Techniques for the art portfolio presentation in order to increase chances of being
employed; mastering the presentation of the action plan covering both the artwork production and

budget management.

ANM 372 Tdsiapgunnilils 3(2-2-5)
(Projection Mapping)
N1385719879ANA911 Motion Graphic ﬁﬁmmmmﬂﬁmﬁumﬁmmmmuuﬁuﬁ N1949/
memmmuumﬁqmmw%?ﬁ'qﬂqﬂm%qﬁﬁmmm‘luq,i
Creating motion graphic relevant to a display surface; projecting motion graphic onto

a wall or a large building.

ANM 373 @saulutu 3(2-2-5)

(Stop Motion)

NILUIUNNIHAMNA9NY Stop Motion Iagaziden I;TdLwi%um'aumi@@mmuﬁm:m n1g
a59FaazAT ma‘%ﬂm\‘izﬁﬁumwmj LL@:mm?ﬁ\‘m@VLﬂﬁh\mslmm Stop Motion saxlifenszuaunig
fevNauatnallsz@nsnn

Production process of stop motion animation including character design, shape mod-

eling, as well as creating stop motion animations through effective production process.
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ANM 374  9nnssNlananuus 3(2-2-5)
(Discourse in Animation)

o

nnssnsnelwauieiindu Inesasiulifuuedn nswesisruudnnziaziien

A

a

pRlusuueiinduaniialan Anuideslamnsdennenanslunulseiugaedaniadiouss e
Wl dul UL NUANT LazlanAaNass

An overview of discourse in animation with emphasis on concepts and the analysis
of symbols and myths embedded in animations from different countries around the world as well

as the sociological connection between the fantasy world in animations and the real world.

ANM 375 A@laandm 3(2-2-5)

(Video Art)

mmmqmimmfmi@mam mmLﬂummmm@qm‘tﬂmamiuﬁqummw mwmmuvl,m
SL‘LN’mﬂZ\lﬂ’“ ‘;‘ﬂLLLI‘LILL@“’ﬂﬁ‘“’UQuﬂ’]‘é‘ﬁ‘UiN@ﬂ’]u'} mi@mimmmmmﬂuwum mimwmmmmmm AN
mmwuﬁﬂuwum

Fundamentals of the video art creation; history of the video art; the art of motion pictures;
forms and perception of the video art installed in the area; creating artworks which are relevant to

the area.

ANM 376 msaammumua%’wmaﬁﬁmmm 3(2-2-5)
(Creative Experimental Design)
mafwwmmwmmwmmLL@”aﬂmemmuwmuﬂ@ﬂ ﬂ’]i‘ﬁ%ﬁ%’]‘ﬁ‘ﬂﬂ@ﬁﬂ\‘]j MAEl

ﬂi‘u,‘]_l",]uﬂﬂi‘ﬂﬂ@'ﬂ\‘mﬂ\‘im‘ﬁ‘ﬂLW@IM@@QEWNGLMN@QWH 2 UALLaY 3 ) V]ZQNWHﬁﬂ‘]JVg\IjuV]LL@ AP
Creativity and forms of visual art development; seeking information through creative

experiment process in order to create novel two-dimensional (2D) and three-dimensional (3D)

artworks relevant to space and time.

ANM 377  FFUSUNULAULNTY 3(2-2-5)
(Color in Anlmatlon)
mnmawuﬁmmVmﬂumummmﬂ"1i"lsm@ﬂW\mﬂiwmwﬁmwslumw,l,@umu i VIE]E{]ZQ

ZQLL@uﬂ’]ﬁ‘LZ\l’]L?@Q ﬁLLZ\lv@’]?Nm ﬂ?ﬁ‘L‘ﬂﬂu@ﬂﬁ‘ﬂlﬂ@ LLZNLLZ\IV@ Zﬂu?ﬂLL‘]_I‘]_ILL'auLSJ‘ﬁuVILL[ﬂﬂ[ﬂNﬂu vl

2930 Vlﬁ]‘i:f{]ﬂ"lﬁ"a“]_lg@ AN Lmemmmmma‘mamummmnmﬂ‘ﬁ@mwLLMﬂm\mu
Fundamentals of color in animations and advanced techniques, e.g. theories, color

and storytelling, color and mood, color scripts; light and color; color in different animations, etc.;

and other theories including color perception, psychology of color, and emotional effects caused

by a combination of different colors.
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ANM 378 TdannsadsdusiunuLaiiug 3(2-2-5)
(Solid Drawing for Animation)
ﬂﬁ’ifl"lﬂﬂﬂ/\l?’}\‘iL‘W‘ﬂsl‘wLﬂﬁﬂ?‘ﬂ\l"lﬁl’a‘LL@”u"muﬂiu\‘i"luLL@uLN‘Hu WANNITIAFINZATANN

WJ’WNHJ’WGL@NNN@\? BRATLLAINN mm']mmwmﬂu@ﬂwmvammum@mimmmmmmu N1TINANTIN

LAAYINNING NNTILE PN AANNTNLBIFIAZAT L1 B TILHT ﬂ’]ﬁ“L&’Wﬂ’]W?’NVL‘]JSL‘IJ@?’Nﬂﬂﬁ‘Lﬂ@@uvLWWl@N@N

wazilusssuang
Drawing volume and weight in animations; character drawing and understanding of

light, shade, and perspective;

ANM 379  TRIUESTNURINIWEUASDNTLNE 3(2-2-5)
(Culture of Anime)
‘ﬂ?u'}[51LL@Q/]']%Juﬁﬂ'ﬁ“ﬂ‘ﬂ\i\ﬁu@’]umwluiﬂLL‘]_I‘]_IGIJ?Z{LLZQVI]WWEI‘LM? A9ALTENALNIN

fJwuﬁﬁmmmm@mmimwwmL@’]LL@J}J WLLTBNIURN LN mimﬁmm@mﬂmummwLmumw

nuneluanuenlug LmemmmmemmLﬂuuuwﬂummmmumv N9859aRaN LU

RIE ﬂﬁ?@?’]ﬂ@"a‘?ﬂNf\lﬂﬁuﬂﬂﬂﬂ’]?ﬁﬂ‘]ﬂ’m?u%‘lfﬁ\i'}ﬁNuﬁﬁ‘?NLL@vﬂﬂmﬂuﬂ’]uﬂﬁuLNv
History and evolution of Japanese animated TV series and movies; impact of cultural

and societal entities genres of animes and storytelling; symbols and representations in animes;

and anthropomorphism in anime characters; identity-building process in animes; production of

animations based on cultural and social contexts in animes.

ANM 380 msaanuuulaiia 3(2-2-5)

(Title Design)

ﬁ‘ﬂLL‘LI‘LINZ\]\‘l’]uVLGILﬁ]@ LLmm*mﬂmiumifa@ﬂLLuu”l,mmamummwm@@uvl,mmummq "']
mm@uwuﬁmmimmeum‘wmmuvlm miimmmmumum?@@nLLuuVLmmemeamem
VILLﬁlﬂﬁlNﬂu mwmuma@@mmﬂmmm@ m‘umumLmemmmlumumwmmﬂm

Various title designs; concepts of title design in motion media; relation between titles
and moving images; audience’s perception towards title design on different platforms; title design
process in response to ideas reflected through moving images.

CPA 370 mMsaanWUUUNISAMS 3(2-2-5)

(Exhibition Design and Curator Management)

NILUAUBANULLLHNTIANT ﬂﬁ‘ﬂ‘l_lLL‘LL'JﬂWﬂ‘ﬂ\‘iﬂﬁﬁ‘@ﬁu%ﬁﬂﬂ’]ﬁ‘ﬂi”mﬂﬁﬂﬂ"’l 'Z\]ﬂtfm“"ll‘ﬂ\‘i
n@uLﬁmmwmmmmm@mmuummmi ﬂ”]i’&i‘%iL@ﬂﬂ’]W‘lI’ﬂ\iuVliﬁ‘ﬂﬂ’]ﬁ‘N"mN@\ﬂu‘W@ﬂLLZWN
nM9ANEUNTLaENN T AiingsANIg gj“ﬂ LULNI UL BT UM TN ﬂ’]?@ﬂﬂﬁ’iLLﬂ@L@@ﬂuL‘Nﬁq?ﬂ@

Principles of exhibition design; design concepts for various forms of exhibition; character-
istics of the target audience having an influence on the design of exhibition; creating unity in the
exhibition through the selection of artwork; gallery operation; curator’s responsibilities; art gallery

business management.
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ANV 370  msuAnLReafianunmnauns 3(2-2-5)
(Sound Production for Film)

ﬂﬁﬁ“ﬂ‘ﬂﬂLL‘]_l‘]_IL’Z‘F;I\‘lﬁﬁillﬁ/lﬂaﬂﬁ’]\‘i”] ﬂ%‘fsﬂﬂ’]ﬁ‘ﬂ/]%‘/ﬂ/\lﬂ"lﬂﬁ‘lﬁﬂ\‘i ma‘@@mmmﬁﬂuﬁmm

NNYURAT

Sound design using various techniques; sound resource management; sound design
for film.
ANV 371 mawpaauluisiazas 3 36 2 3(2-2-5)

(3D Character Animation Il)

ﬂ"lﬁ‘ﬂ‘ﬂﬂLL‘LI‘]_IﬂW?Lﬂ?\l‘ﬂullwﬁfi’mwﬂﬁﬂﬂ’]wm‘ﬂﬂL%TQ@W’]? 3 4R U NI9LAL ﬂ’]ﬁ‘éﬂ n1INTe
T nasdfudamaclignaasiianasa

3D character physical animation design including walking, running, and jumping;

realistic timing adjustment.

ANV 372 launfinTayiadu 2 3(2-2-5)
(Dynamic Simulation 1)
mm%‘wmmﬁmﬁLm:r%uzgq‘lumumwmmf NI3UANTB4IRE N1985719 Constraint Rela-
tionship 284977 N134319 Fluid Simulation N334 Velocity Field
Advanced visual effect creation for film; dynamic fracturing of 3D objects; creating

constraint relationship of objects, fluid simulation, and velocity field.

ANV 373  MSaNENININEURASAANA 2 3(2-2-5)
(Digital Cinematography II)
LLuqmwﬁm%uzgﬂumimﬂﬁﬁmw&umf ﬂﬁ?Lm?ﬂuﬂﬁiﬁqﬂﬁﬁ%qu NI
n1g mﬁ‘ﬁ’mmﬁWﬂumfgreen screen mﬁmm%uzgq
Advanced concepts in cinematography; advanced pre-production for filming; pre-pro-

duction planning; green screen filming; advance lighting.
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ANV 374 szuumstaaaulug 2 3(2-2-5)
(Rigging II)
mm%\ﬁ:‘uumuqm"mqu@zﬁamm%u@;q zﬁwnuumuauﬁumnmwLLm‘ﬁﬂ_lﬁi”mu
n3de Script Lﬁ@ﬁf;ﬂlumm%wwumuamvmqLL@zﬁqmm
Creating advanced rigging system to control objects and characters; generating

complex and different rigging systems; script writing to create rigging system.

ANV 375 Tauma 3 HRasarasing 3(2-2-5)
(3D Hard Surface Modelling)
nsa¥rlamatssnnaniaisesina i snaud wisesiu ?Q'qﬂzgﬂm?fw ‘e el Pl
anaslngiiuaavisaauaraNdudauasingduman
Exploring realistic 3D hard surface modeling including cars, airplanes, buildings, etc.
with emphasis on fine and elaborate details of objects.
ANV 376 TauwAsumadaluau 3 Na 3(2-2-5)
(3D Modern Technique)
nisldaumaiia ﬁLﬂ?ﬁlﬂuLLﬂm"Lﬂmwmﬁﬂ iemaLlandnnsairenuueiindiuuas
uATIae A
Introduction to modern techniques in 3D animation and visual effects which serve the

current animation industry.

ANV 377  Tuwma 3 NRaaunia 3(2-2-5)
(3D Organic Modeling)
nsa¥aluinadeiiian 3 fadugadu au dad duld salufegUinsedass pnsenanssy
NNIRTERzIBATT ATy
Advance 3D organic modeling with emphasis on giving fine and elaborate details to

create realistic 3D organic models of human beings, animals, plants, free forms, and abstract forms.

¥ &’ a s
ANV 378  mMSATNNUN? AALFILASILAAIATN 2 3(2-2-5)

(Shading Lighting and Rendering 11)

NNIAFNNURILATLAUIILITRYTUGINHAHUAMNAALATANATI N194FUAE

a

v 3 1 ;4
WeunShader Tugad iLdnguaiuRanyeEn A ndutew nsviniulaLuy Procedural
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Advanced techniques for realistic texturing and shading; advanced shader develop-

ment for multiple surface types and human skins; procedural texturing.

ANV 379  mANAMSTaUMN 2 3(2-2-5)

(Compositing 11)

v A a 3’/ ' o sﬂl 2 aal k% a o

nafeunInmanassdugesniunnafauluaInndednte nsdauninwe gy
N134519829AU 32 NALILATAYNNAN A NB1AT9129NAR }UN1ITaUNIN NNFTRUATNLLL 3 R NNTTel
nningldinatian Deep Compositing

Advanced compositing of 3D model into live action footage; compositing of 3D ani-
mation; creating realistic elements and depth of field in compositing; advanced 3D compositing;

using deep compositing technique.

ANV 380 MSLATENMSIRUMINARNFIUSLLNAUANLAR 3(2-2-5)
(Pre-Production for CGl)

mﬂ,m“iﬂummamzﬁwi”mmmwaum‘mmmﬂﬁﬂﬁmw ﬂ’]ﬁ‘Lﬁﬁ?ﬂNﬂ’ﬁ‘d’mVﬁ ﬂ’]ﬁ‘Lﬁﬁ‘ﬂN

' |
a o

AnUNAUTLONEvINNeIw CGl
Overview of the pre-production for CGI film with visual effects; preparation for film

shooting; finding locations for CGI film shooting.

ANV 381  ULNARNEIUSLUATNEURS 3(2-2-5)
(Special Effects Makeup for Film)
NATANIUAITN AU NELAS NN3aE1FAZAITRAINaNs S lansId I ATA
NITLNAAN
Basic techniques for special effects makeup for film; creating realistic characters using

special effects makeup.

ANV 382  SEULANNARRINTULAIRLAT 3(2-2-5)
(Crowd Simulation)
mi@i’mmmﬂﬂﬁ'@ﬂmuwLﬂuﬂ@mﬁmm‘?f\iﬁfmmuﬁqLm@i‘miﬁﬁiwummﬁmzﬁﬁﬁu

faararlldluaunmeuns wellwmdu aulasanuazdsoae e
Realistic crowd simulation using computer software; the application of character

thinking system to films, animations, advertisements, and visual effects.
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ANV 383  inARANLAREIUSURINEMN 3(2-2-5)
(CGI for Commercial Production)
NIWAMNY 3 ARG MRS N13aanULLL Pack Shot NMIAAINULARILY N3N
LWURINY NNTFTENNNTENN
The creation of 3D CGl for commercial production; pack-shot design; advertising plan

and presentation; preparation for commercial advertisement shooting.

ANV 384 ﬁuﬁqﬁ'ﬂumzméguummﬂﬁﬂﬁmﬂugﬂuuu 2 4R 3(2-2-5)
(Toon-shade and 2D Effect)
mm%’wﬁuaf;ﬁﬂwmxm{@,mmm@ww\Iﬂ 2 alugluuuldanase nisUfuAtuazuans
HANIWILANEALE Toon-Shade

Creating toon shader and unrealistic 2D visual effects; display setting for toon shader.

ANV 385 msiaauldsunsululdsunsunaiingy 3 N6 3(2-2-5)

(Scripting in 3D Animation Software)

m@@au‘ﬂﬂmmuLﬁlmﬂuiuiﬂmﬂm 3 1 wrAne9n9daullsunsy nnseanuuy Ul
g wiullsunsnannils ns@ewllsunsuideing n1sld if uaz Loop

Introduction to scripting in 3D animation software: concepts and fundamentals of
scripting: Ul design for 3D animation software; scripting in object oriented programming; under-

standing in if and loop.

ANV 386  WNARLWUIIAITUGS 3(2-2-5)
(Advanced Matte Painting)
173 a % aa dl Y o o % .i’ o '8
M9 MNATANITAF NN 3 AR 1Ne L& UFLNNTAF 19N TN NURAILAZ AN TN NIWA T
nslldsunsnlunisadianinainuas
Implementation of 3D modeling techniques to create scenery and environment for film;

using computer software to create environment.

ANV 387  Tuduwmaiiaas 2 3(2-2-5)
(Motion Capture Il)
v 2 g = o Ada £ A ae o ot o o v o -
nstiunindeyanisindeulmeesdeimntalljdniusariuuasiuainduuatinefuay
gunsndiieaniznne Ingldmuiuldsunsudiiaginiesin 3 87 Winnsadennennsuetiwdunasinud
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Recording the movement of animated characters using motion capture and specific devices

along with 3D animation software in the creation of animations and games.

ANV 388 medmad usuluinaians 3(2-2-5)

(Anatomy for Modeler)

% % 1 Ca 2% % % %4 dg/
miﬁu(ﬂmx‘im’m’]\‘immmmmﬂ HqLuumim’NTm\‘imNm@\mmuLu'aLmﬂi::@ﬂ n19
v v

f;NT@Nm%ﬁwmm:@ﬂiﬂ@uﬁdﬂﬁmLﬁfﬂﬁ]’muﬁﬂmﬁmm mﬁ?mmLﬁu(ﬂmx‘miz@ﬂmyﬁﬁmiﬁu@'jvmz
wiazdaulnaazidan

Human anatomy sculpting with emphasis on building the figure by sculpting the bones
and overlying muscles layer based upon human anatomy; drawing human skeleton and sculpting

human organs.

ANV 389 mMSEaNFMNULATMIANAD 3(2-2-5)
(Color Grading and Editing)
Y o - aa - o o o =
NITURNALATLLAINITAINTNEURAT WE]H{]QV]?;I’]ﬂ’MMiLﬂEI’JﬂUZQ ﬂ’]i‘@mﬂﬂiLL@xﬂfm@N’&
o - % o P o A A o A '
ﬂ’]ﬁ‘@i"]x‘]@’]ﬁ‘NﬂALL@tgﬂLL‘IJUGLVHUJ’]’]WWJEI’& mﬂmmlmmummm@LL‘uumﬂ
Basic color grading and lighting in film; scientific theories of colors; color management;

using colors to generate mood and tone to films; using color scope.

ANV 390 mMSRanLULNNLASIUURIAIAZAT 3 HA 3(2-2-5)

3D Hair and Fur Design

NNIANH LU AN 80N ULLIELENLAZILIAFInzAT 3 TR NeSAUATIHLATAIN
wanggiluuy nsaFelnglunisaenuuuasLaz I Lmzmiﬂixqﬂm‘“ﬁmmﬁﬁlﬁmmmﬂLm‘ummmx
guianass daelisunsuaanuuy 3 IR

Concepts of 3D hair and fur design; various hairstyling techniques; and creation of

guides in hair and fur design; and application of 3D design software for hair and fur design.
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a

e SABATINAVADANA AT URAZARNN .
DLC 370 maaanttUuUtNNNTEATIU 3(2-2-5)

(Board Game Design)

N120BNLULINNNTZAY UsrdRinunszaulugiuumne Anminunszanuiddeides
mm%’wmaﬁmwﬂixn@u N19RANLLULFANAZAST mm%"]\uﬂ@ﬁ?‘m ﬂ’]ﬁ?@%‘l’]\ﬁx‘}_lllmll NNIHAFLNNNTZAU
NMsUsr AN LazgsNanNNITANY

Designing board games; history of board games; studies popular board games;
designing characters and illustrations for board games; creating story and game system; board

game production; public relations; board game industry and business.

DLC 371  mSaumziunnuazImuassngilasats 3(2-2-5)

(Western Comic and Superhero Culture)

mimﬁ\immm?mumuqum TURBUNITNNNY ummmqﬂu@mmwﬁm UseimAans
nfguiesals nnseenuuusnarasgilesals dsedRmaninfguyley nsdssanduiug nnswmuwn
frazpIgAuAuazgsianiiendes

Overview of western comics and superhero culture; creating western comics; history
and design of superheroes; history of European comics; public relations; making commercial

products from developed characters.

DLC 372 awuszmauilengIngAansuazuwWumd 3(2-2-5)
(Sci-fi and Fantasy lllustration)
ﬂ’]ﬁ‘@’ﬂﬂLLUUﬂﬁWﬂ?tﬂ@UﬁN@NN@’]m’lqwﬁLL@ﬁ‘ﬁ’ﬂNﬂ@W’]\‘ﬁﬂﬁl’]ﬂ’mﬁlf NIINUTINAL

fiaengney AnfeneinenAAaNNTaI A N9aanLULNIN sz N UL UILWLANT AN FUNULAL

A | = a Adad o

ﬂQﬁNL‘ﬂ‘ﬂ“ﬂﬂQﬂ?XLV]ﬁﬁl’N“‘] AnetgNeNUANTINNTA AN
Sci-fi and fantasy illustrations; integrating theories and scientific knowledge into illus-

tration design; working with experts; exploring well-known scientific and fantasy novels; designing

fantasy illustrations; history and beliefs of various countries.

DLC 373 nwilsznmaumamsunnduazinandans 3(2-2-5)
(Medical and Science lllustration)
N1928NLULNATNLTZNALNINNTUNNGLALINENANERT UseIRA1ANTNITUNNLG LAY

AnenAdaFnfendes fnilszneudwiudanisGeunisaeu nsAndayadndalunisaanuuy

mmm@mummgnfﬁ’f@wmmwﬂixn@uﬁuclﬁmmﬁy
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Medical and scientific illustrations; history of relevant medical and scientific; designing
medical and scientific illustrations; illustrations for learning media; using design references; finding

mistakes and errors in medical and scientific illustrations.

DLC 374 mwilsznauundu 3(2-2-5)

(Fashion lllustration)

ms@@mLLuumWﬂizﬂ@‘uLﬂ?:fa\‘uwi\‘m’m g‘ﬂLL‘1_|‘1_|Lﬂ?ﬁlmurﬁi\mwmefmuumﬂu
ﬂ?:"?ﬁﬂﬁ@ﬁlﬁ‘—Lﬂ?l"ﬂ\iLLﬁidﬂ’]mJ'ﬂ\iﬁuﬁ'laﬁi’Nj wiresusineluusiazgaas n1saieassdnnilsznay
Wl NseeNULULLARRLsE AL

Fashion illustration; designing costumes illustration; forms and historical meanings of
costumes; exploring national and indigenous costumes; costumes in each period of time; creating

fashion illustrations; fashion accessories design.

DLC 375  UszBanssumnuLaanssae 3(2-2-5)
(Paper Clay Sculpting)
[ I's a 1 a A [ ¥
N19RTINATIANIUL T ANINTINADEIAULLANTL AN m’;‘@ﬂﬂLLuuTﬂNmm‘iLLﬂ:ﬁugﬂmd
1a9fazATluLLsne et lUsenenluaude @n 1w nnseenuuuaIsanes, 2esNIvan
Paper clay sculpting: designing and sculpting various forms of characters; applying know!-
edge and skills on paper clay sculpting in the creation of other art forms such as toy and souvenir

design.

DLC 376  navaaiadlis 3(2-2-5)

(Dlgltal Sculptlng)

wuﬁ’mm@ﬂmmﬁ@ymmmmLLuuuum udseRnInssyuganaraasa Tnald
Tﬂﬂmam"wmgﬂ 3 {A nastseynaldlunisaiieen aunsalilsznauann wazmiarasluany 2 J7
way 3 NA

Basic bas-relief, high-relief, and round-relief digital sculpting using 3D design soft-
ware; applying knowledge and skills on digital sculpting in the creation of two-dimensional (2D)

and three-dimensional (3D) scenery, props and characters.

DLC 377 amsnss@in 3(2-2-5)
(Watercolor Painting)
mm?ﬂmaiﬁmuﬁmmwﬁﬁﬁ mmﬁﬂqlu%mmvi@m nann1IanasAlsznal nalia
mﬁvmmmmnuum LAAR 0 e Tt s LN AN LAY LLAR NI T A EI9F N 9ainaaaad
AmsnsALUeNENLT
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Fundamentals of watercolor painting; understanding the properties of materials used;
principles of composition; mastering watercolor painting techniques for either realistic or creative

painting of human figures, animals, and scenery; field trip for creating watercolor projects.

DLC 378 &msnansanazAalzaning 3(2-2-5)

(Street Art and Installation Art)

N19aFNATIANAIUARTNEN 0 UsrdRuargluuuseuesuasmensn Aatuwazng
muﬁzﬁ’qﬁm N785198TIANANUARL L LLAAING NITABNLAZAALATEN @mu‘ﬁ'ﬁmgwmm nHuANe
Fiflendeslunsuanimasuluiuiiansisoe

Street art and installation art; creating street art; history and forms of street art; well-
known street art; creating installation art; selecting locations for installation art display; laws related

to art display in public places.

DLC 379 mi'a'amm‘uLﬂ??'mummmmzﬂ@mwaé 3(2-2-5)

(Costume and Cosplay Design)

ﬂ’]’iﬂﬂﬂLL‘Ll‘LlLﬁ?’ﬂ\‘iLLﬁNﬂ"IF;ILL@ m@m‘wam"mma ﬁﬁ‘lu’&‘ﬂﬁnﬂ“‘] Wi na el
mwwmi‘r V]VLm“LIﬁ’J’]NuEIN mw@mmmmwaﬂ ﬂ’]ﬁ‘@LL@ﬂ;m mmmmﬂugmmugim ﬂ’]ﬁ‘ﬁ’]“ﬂ‘ﬂﬂu@
ﬂ’]i’ﬂ’ﬂﬂLL'l_I‘lJLL@&@%’]\M??ﬁLﬂ%@QLLﬁNﬂ’]E} mﬁ?ﬁﬂmu@mmm

Designing costumes and cosplay costumes of well-known characters from various
media such as games, animations, and flms; cosplay costumes production; costumes maintenance;
business management; seeking information for cosplay costume design; presentation of designed

cosplay costumes.

DLC 380 miaﬂmm‘uLtaxmsﬁ'ﬁ\miﬁiﬁqm%mw@ﬂiy'um 3(2-2-5)

(Advanced Art Toy DeS|gn and Business Management)

ﬂ’\?@ﬂﬂLLUU@W?MVI@H‘ﬂu@\i ﬂﬂ?V]W[ﬁlNLLUUiN?ﬂLLUU@QL@NLL@ LUURARYIA ﬂ’]?&l@[}’lm’]ﬁl
’3/@@ ‘]Jﬂ‘ﬁ:LﬂVlﬁ]’]\‘i"] m@muammm@mmnimmu NN LNTNANY maﬂszmzﬁ”mﬁuﬁmﬂmmuw
ﬁmgmgﬂLLUUﬁqiﬁ@&i’mﬁLﬁﬂﬁm

Advanced art toy design and business management with emphasis on creating
physical and digital prototypes, manufacturing prototypes using various materials, manufacturing

management, marketing products, public relations, and other related forms of business.

DLC 381  WiNA2NIWNEIUSLLAN 3(2-2-5)
(Children Book lllustration)
mi@@ﬂLLuwﬁﬁ@mwd’m%‘mﬁn ANNARIUINNTTAN TULAAZT9dY ARINILAN
mumum@mmm NNIUANBES N130NULLLAZASNETTA NILN AL NAIL
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Designing children’s picture books based on children’s development in each growth
stage; child psychology; seeking information for picture books; writing a picture book story;

designing illustrations; presenting illustrations and artwork.

DLC 382 m3saanuwuuAIazAs V-Tuber 3(2-2-5)

V-Tuber Character Design

nseenuLURazAsiagINLNUMA ML laWasR sieaineumnuiaela ndnns
aanuULAIarAslTNaNANEIUNAA|T miﬁﬂui;fmmﬁ@uimslwﬁ’]ﬁ’ifmLWmmm%q WATNITLIUNNG
a¥asazas 2 TR ieaienisederluildnauiude |

Character design for live streaming or online content presentation; principle of char-
acter design for the creation of memorable and unique characters; face tracking; and design of
2D characters that interact with the audience.

CPA 370 mMSaanLUUUNTTAMS 3(2-2-5)

(Exhibition Design and Curator Management)

N9LUIUBANULLLUNIIANT ﬂ’iﬂ‘]_lLL‘WJﬂ@m‘ﬂﬂﬂ’ﬁ“ﬂﬂu%i‘ﬁ‘ﬂﬂ"l’iﬂ?ym%[5]’1\‘1“’] @m:rmunm
ﬂmJLﬂ’m&ﬂﬂ‘ﬂ@ﬂN'Z\Wl‘ﬂﬂ’]i"ﬂ’ﬂﬂLL‘Ll‘]_luVlﬁ‘%‘ﬁﬂ’]ﬁ‘ ﬂ’]i"&ﬁ"]\‘iLﬂﬂﬂWW%I@QuVlTﬁ‘ﬂﬂ%‘BﬂuN@\i’]uVWﬂLL’&ﬁ\‘i
ﬂ’]ﬁ‘ﬂ’]Luuﬂ’]ﬁ‘LL@vﬂ’]?LﬂﬁuWﬁ‘ﬁ‘ﬂﬂ’]i g‘ﬂ LLUUﬂ’]iVﬂ\‘i’]uﬂ’ﬂﬂﬂmsﬂ’]iﬂH ﬂ’]ﬁ‘@mﬂ’]iLLﬂ@L@’ﬂﬂulﬂ]\?ﬁﬁ‘ﬂ@

Principles of exhibition design; design concepts for various forms of exhibition; char-
acteristics of target audience having an influence on the design of exhibition; creating unity in the
exhibition through the selection of artwork; gallery operation; curator’s responsibilities; art gallery

business management.

3.1.5.3 UNIAITILADNLES 6 UUIEING
lwanangeRT Nl aaau NI neaNaasaa@n

3.1.5.4 UNAAITIIN 15 NUENA

o o o =K a o o dl dl = [~ a v A =l a
dviutinAnanende/annivanzduseanisFauivianin WasnFawainsedn
pialUdlddasndnanuau 15 wnein sail

DGA 116  amsnasxiiinanu 3(2-2-5)
(Introduction to Painting)
A TaneLnsnl ATANINARINITN NI4T I9ATIANAINUARINITHIULLLIANZLARA
Theory of colors; painting equipment and materials; essential painting techniques;

developing personal style in painting.
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ANM 121 wailinduuazluduannla 1 3(2-2-5)
(Animation and Motion Studio 1)
mimwmwLm@@uvl,mWuﬁmmmmmmuuuumme IQEWIE]‘HQ 12 °]J’ﬂ ﬂiv‘]_lfluﬂ’]ﬁ‘@ﬁ\i

J‘]’]WLP]Z\]@LLVLWJ Stopmotion mmmu LL@Jﬂ’iLLﬂﬁ‘N@@%@@’M?Uﬂ’]WLﬁ@'ﬂlﬂﬁ')

Fundamental process of traditional animation creation based upon 12 principles of anima-

tion; basic creation of motion and stop motion; fundamental use of digital art software for motion

design.
ANV 121 Tuwpa 3 RALliasnu 3(2-2-5)
(Introduction to 3D Modeling)
ITUUAMTUNN9651997U 3 HA Mugunsaingdnseinguisesazasuaznisaiieiui
Liaedu
Software for 3D modeling; basic object and character modeling; basic texturing.
ANV 122 mMSAFI9NURD AALFLLALLEAININ 1 3(2-2-5)

(Shading Lighting and Rendering |)

naafreituiinlusziuitesdiu n1aa¥ne map NOBON1TAARE N13UFULG UV N1suand
A 3 {5 N9 lugluuy linear workflow

Basic texturing; map creation; lighting theories; UV adjustment; 3D display; linear
workflow.

CPA333  MSLAN3RIAIENIN 3(2-2-5)
(Storytelllng)
ﬂ’Wﬁ?LﬂWLﬁ‘ﬂ\‘iLUﬂ\W]u ﬂ"l‘iLﬂJF;Iu‘LWlL‘i‘ﬂQ@u ﬂﬁﬁ‘ﬂ‘ﬂﬂLL‘Ll‘]_lﬂﬁ‘WL@WL?@QN’]uﬂ’WH’m"IWHuM? ne
fdudes Whlantsai Storyboard
Fundamental concepts of storytelling; creative script writing; cinematic storytelling

using flm language; creating storyboards.

DLC 213 mipudasuazaiaes 3(2-2-5)
(Comic and Manga)
NN9A5NAIIANTUTRY N1991ANTHUNNE N1 UAD mﬁ@mﬁwmwm{@u REIL
WA NNTUss TR U AT UL ULNegINa
Creating comics; drawing manga and caricatures; communication through comics;

publishing comics; public relations and various forms of business.
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DLC 221  wANAMSAS9assANINLsznay 2 3(2-2-5)
(Hlustration Technique 1)

aa o %

n1sa¥1eassannisznaulagldinainfana NsMLRINIeN19a519dsTANINLIENaL

[llustration design using digital techniques; using modern methods and techniques to

create unique illustrations.
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M.F.A. (Communication Art) University of
Kansas, U.S.A.
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M.F.A. (Computer Art) Savannah College of
Art and Design, U.S.A.
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M.F.A. (Animation and Visual Effects) Academy
of Art University, San Francisco, U.S.A.
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AU.L. (ARNNILADFRNTH) NAANENAEITIAR
M.D. (Multimedia Design) Swinburne University
of Technology, Australia
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M.F.A. (Digital Art) University of Oregon, U.S.A.
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ARU BURU
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M.F.A. (Animation and Visual Effects) Academy
of Art University, San Francisco, U.S.A.
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M.A. (Film and Video) Savannah College of
Art and Design, U.S.A.
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(Asst. Prof.Samuel Forkner)

B.S. (Geology) University of Tennessee,
Knoxville, U.S.A.

M.A. (Film and Video) Savannah College of
Art and Design, U.S.A.



