Atg)apstest(College of Social Sciences)

2114.301*%  QUE{L7|&7HE 3-3-0

Introduction to Internet Technology
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Students will learn the fundamentals of Network, Data
Base as well as practice ts application and operation
systems. Studying the development of Internet technology
and its social/cultural meaning is also a very important
purpose of this course. Furthermore, this course will cover
various new Internet technologies under development such
as virtual reality, web-based computer work, etc. by apply-
ing basic internet technology.
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Digital Video Workshop
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Students will make moving pictures and edit them by
themselves in a studio and also make programmes such
as documentaries, 3D images, interactive text, etc. This
course will cover the traditional perspective on mass me-
dia as a medium of information conveyance and explore
a new perspective, which considers mass media as a
new expressive language. On this basis, students will
learn visual language and practice visual writings.
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Introduction to Information-Culture
Technology
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This course is compulsory subject for students in this
major. In this course, general theories about computer,
computer structure, operating system, computer commu-
nication, and internet etc. will be instructed. Instead of
C language and JAVA usually lectured in school, students
learn Database and Visual Basic, the language used
most extensively at workplace. Also, Students are re-
quired to perform a term project applying basic technol-
ogy to cultural industry field.
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Understanding Culture Contents
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This course provides the basic understanding of cul-
ture contents, one of the two fundamentals of
Information and Culture Technology Studies, and takes a
look at a variety of aspects, such as the culture con-
tents industry and its academically related aspects of
mass culture, as well as the culture industry and the
creation of culture contents. Moreover, it looks at culture
contents as media technology, media expression, media
culture, and their social significance.
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Information and Culture Technology
Research Methods
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This course begins as a general introduction of social
science’s research methods. Then the course will explore
the specific research methods used for Information and
Culture Technology domain. By understanding culture
contents and its user framework, students can organize
and structuralize the process of culture contents planning
and production.

2114.307 FiEI=AR4nt 2420 3-3-0
Issues on Contents Business and Policy
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Marketing and Distribution of Digital Contents become
an critical part of the business as new media industry
settled its ground. This course covers about under-
standing diverse yet dynamic consumer groups, how
they pick and consume contents, and balancing between
commercial and ethical function of digital contents. The
government policy on digital culture will be discussed as
well.
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Understanding Game
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This course provides the basic understanding of video
game or online game. the beginning of the class will
cover Ludology, history of video game, game genres and
other basic game theories. Middle half of the class will
cover on game design and the elements of games in
general. Later, students will build their own game sce-
narios and it will be reviewed with professional game
designers and planners.
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Multimedia Ideation

=, SA ZE|O|C|o] M=o AIZ2 S50 Ol
HHE Cfet M0l 2SS ESith Ao 2E= AY
2 2y, 2% FEe SdEe= UF=|, o= ZED|ILY 7|
29| 71 ti3Hel =2 01S0] ARl Vsl WASS
g oelz 2y d5d & USRS St Aga H=20] TRt
oF H=0] J7ksaidl HED|C|0] 7=9| ARRlA - B3t BlQE 4
HECS Sk

In this course, students will make actual multi-media
contents, exploring various materialistic conditions of
making contents. Game and graphic, sounds will be the
focus in making contents. This course will examine the
social, cultural implications of multi-media technology in
this age of digitalization.
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Interactive Story System
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Students will learn about a new type of art, providing
a story through computer interaction. The structural
characteristic of a meta-linear narrative (not a linear nar-
rative) used in novels, documentaries, fiction films, TV
dramas, animations, and computer games etc. and the
establishment of the structure and the usage will be
studied. In addition, various tools of softwares, including
writing tool, narrative, editor engine will be part of this
course.
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The Design of Usable Information
Interfaces
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In this course students will undertake a project after
understanding the characteristics of usable information
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interfaces in their historical and social contexts. We will
concentrate on learning the practical methodology of de-
signing usable information interfaces. During the semes-
ter, students must present 3 different information inter-
face cases including OSD, UI, GUI, and Web Interfaces.
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Introduction to Virtual Reality
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In this course students will apply virtual reality sys-
tems to various CT industries after understanding the
kinds of virtual realities. Students will also practice VRML
(Virtual Reality Markup Language), the basis of Virtual
Reality.
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Theories of Human
Mediated Communication

Computer/Computer
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In understanding the social and industrial implications
of digital communication technologies, the starting point
becomes to explore the basic nature of the human-com-
puter interface and computer mediated human
communication. This course introduces major theories
and research findings of Human Computer Interface and
Computer Mediated Com- munication.
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Creativity is a key capability for those of who will
work on contents industry. This course will guide stu-
dents withvarious methods and steps for nurturing crea-
tivity and experimental mind. The course will run with a
project which proposed at the early stage of the class
then student team will develop with various researches
and technical play-outs. End product will be reviewed
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with industry experts and professionals.
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Field Research Practice
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A small group of senior students will explore an in-
dustry- university collaboration project. Invited field ex-
perts will bring the most current issues to the course
and student and the school researchers will examine the
possible solutions. Meanwhile students will revisit diverse
research methods and previous cases and will share the
end result as a knowledge at school and industry.
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Visualization
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Visualization is a class that explores the fundamentals
of visual text. The explicit focus of the class is to expe-
rience non-verbal communication of message and its
conversion on various media. Throughout the semester
students will experiment with visualization and exercises
with data and text. Their interaction will be the theme
of the final project. Students are expected to work in
general presentation program and basic Flash technol-
ogy, although non-technological solutions may also exist.
A workshop for applying Flash is provided in the early
stage of the class.
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Internet and Information Technology
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Internet and World Wide Web provide technological
environment to communicate information among people
and software applications, The improvement of the tech-
niques has lead into a situation where enormous data
resources are available on the internet. Efficient use of
the resources, however, is very difficult because there
are not well defined rules about the way information
should be presented and communicated among software
applications. Semantic Web technologies, which are de-
veloping under World Wide Web  Consortium
(W3C),support the creation of presenting and communi-
cating information on the web. Semantic Web is environ-
ment to enable software applications (i.e. agents)com-
municate based on understanding of the intended mean-
ing of shared terms to provide automated services.
Ontologies are used to represent the intended meaning
of shared terms. An ontology defines formally the con-
cepts and their relationships in an knowledge domain.
This course enables students to understand how
Semantic Web technologies are used to present in-
formation and to communicate semantically on the web.
The topics covered in the course include the sturucture of
Semantic Web, metadata, XML, ontology modeling, ontol-
ogy language and ontology construction.
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Media and Storytelling
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The Medium is the Message. The message is not the
interpretation in words or text, but the expressive means
of the medium and the way of its delivery. This lecture
deals with the ways of storytelling not in text forms but
by expressive means of various media. It also portrays
the impact of web/ubiquitous environment on the ways
of storytelling. The following issues are investigated by
examples of feature, documentary, game, advertisement;
the understanding of story and delivery, how to use ex-
pressive means of the medium for the narrative, the im-
pact of web/ubiquitous environment on media pro-
duction/delivery/audience.
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Serious Games

- 264 -



Atg)apstest(College of Social Sciences)

LRE 71=9 YL HELI ARQl =20 w2t A2
Sit ARRlOfA A=Al 22MAH2| 0|49 /€ Al =UCL
stHo=z= ZAREH Ao cist BUSU= ARl =do| &
Afsty, CHE eHHOM= O &84l ddS B AlRIE 2
EAZ & Uz Yots0| M Qe A0| 25E9 A0
Ch 2 UZ2 (FFE) A S Afglel 2tAlet s9f o
ot 71=4, ARlA 43288 UECL 01 Sdll AYol Sid
Aeleh O Y A0A Ozl ot de 2 aUlsa 9IS,
M22 AY 7ls2t O 2343 271 240 2 AHJQ ALE
Aol 7Y, 12| HCp FA| A0l HEl=2 M “Al2|0jA AHY se-
rious game’ 50| FAE EY 0 F0|ct

(computer/video) games has won their present position
beyond an entertainment in comtemporary society with the
development of computer technology and the advent of
networks society. There are perennial controversies about
the negative effect of video games on game players and
societies, and efforts to make some benefit to society by
video gaming in other direction. This course investigates ef-
fects of computer/video games and gaming on their players
and societies, social intervention of games by new tech-
nologies and its cultural developments, and an area of the
‘serious game’ that is a specific form of harnessing games
to make social benefits.
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