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Multimedia and Games Industry Management
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Game Planning
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Basic Techniques Training of E-sports 33
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Game Concept E-sport Practice
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E-sports Real Game Analysis Practice

TR I 3/ 3
Practices and Skills of Photography
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Basic Digital Image Processing
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Exhibition Guide and Introduction to Virtual Reality 3/3
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Digital Music Production
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Game-Based Digital Learning
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Advanced E-sports Coaching Practice
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Esports Broadcasting Engineering
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Game Analysis and Commentary
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Data-Driven Programming
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Practices of Animation
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The Practice of Product Manager
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Mobile Game Development
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Case Studies in Multimedia and Game Area

3/3

THE P U
E-sports Program Production and Broadcasting
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Seminar in Virtual Reality (VR) Industry
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Wearable Game Design
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