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Far East University Curriculum of Multimedia and Game Developing Management Department for Four-Year Bachelor’s Degree Program
-Day Division (Effective from Fall 2023)
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Credits | Hours | Credits | Hours | Credits | Hours | Credits | Hours | Credits | Hours | Credits | Hours | Credits | Hours | Credits | Hours
B~ (1)(2)
. 2/ 2 2/ 2
Chinese (1) (2)
i;%k EQ%{;” ﬁ%;ﬁ(l)(z) 2/ 2 2/ 2
#5#_ |English Listening and Reading(1)(2)
02 5T (1)(2)(3)
: . . 2/ 2 2/ 2 2/ 2
RGequ“ef Physical Education(1)(2)(3)
enera S b e b R ,
Education PRARFCT 2% ?’;ﬁ‘g ’E— Z(1)(2)
Courses |Service Education and University Social 1/ 1 1/1
Responsibility (1)(2)
-] 3*+Subtotal 7/ 7 7/17 2/ 2 0/ 0 0/ 0 0/ 0 0/ 0 0/ 0
BIR LT BADTE 4 % 22
Creative Thinking and AI Smart Living
e Ethics and Character Education
e i o ok s
*i;‘r ?/E‘\/»I'l}/ %J'?J;—E'?E ‘]k‘ ’\7_5'57,_{-_3
a4z | Required Sc%ence and Nature, Humanities and Social 2/ 2 2/ 2 2/ 2
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Courses Arts é,] TE. .? " 22
Courses | 1nnovations and Implementations
DRKT
2/ 2
Citizenship Education /
-]- 3*+Subtotal 0/ 0 2/ 2 2/ 2 2/ 2 2/ 2 2/ 2 0/ 0 4/ 4
EERALD I 2, 2
English Reading and Writing
g‘, -
LA . 2/ 2
— s |Physical Education(4)
gy |2VAPEKTII VRO
Ge;le/;al National Defense Education and Military 2/ 2 2/ 2 2/ 2 2/ 2
Elective Training (1)(2)(3)(4)
Courses | * ¥ BAHIRBEFY
Interdisciplinary of Humanities and Creativities 2/ 2 2/ 2 2/ 2 2/ 2 2/ 2
Learning
-]* #*+Subtotal 2/ 2 2/ 2 2/ 2 2/ 2 0/ 0 0/ 0 0/ 0 0/ 0
TSt (1)(2)
L 3/3 3/3
Applications of Computer Software(1)(2)
VAR B 1
i i 33
#4% |Management
Required ﬁ'J 27 ﬁ'J # P
College . .
Introduction of Innovation and 3/3
Courses K
Entrepreneurship
-] 2+ Subtotal 3/3 6/ 6 3/3 0/ 0 0/ 0 0/ 0 0/ 0 0/ 0
R R <A SR
Introduction to Multimedia and Games 3/ 3
Development
S v A £ Y 3/ 3
Multimedia and Games Industry Management
THRGE
E-commerce Ethics 3/3
<y AROE |
. 3/ 3
LEy Game Planning
itz | , o |0 EAREAEERS
Professional ,ﬁ‘ % | The Technology and Skill in Personal Live- 3/ 3
Eeﬂtlff:i ¥ |Broadcasting
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Far East University Curriculum of Multimedia and Game Developing Management Department for Four-Year Bachelor’s Degree Program
-Day Division (Effective from Fall 2023)
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FEadleEs
Game Event Planning and Activities

3/ 3

R
Game Marketing Management

3/ 3

THRESHEAEH

E-sports Filming & Editing

3/ 3

Al e
Game Industry and Practice

3/ 3

F a5 A(1)(Q2)
Project(1)(2)

1/ 3

1/ 3

T LyEE
Platform Marketing and Management

3/ 3

BHABE I B TH
AR for Interactive marketing

3/ 3

e R C AR Y
Case studies in multimedia and game area

3/ 3

-]- 2+ Subtotal

6/ 6

3/3

9/ 9

6/ 6

4/ 6

7/ 9

3/3

0/ 0

G R EFE
A
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Elective
Courses

AHBHT FIR

Basic Techniques Training of E-sports

3/ 3

ERRL R ETY
Game Concept E-sport Practice

3/ 3

7L LA Y

E-sports Real Game Analysis Practice

3/ 3

poNc g - O N¥L

Basic Digital Image Processing

3/ 3

BT BB RS EEE Eﬁﬁ
Exhibition Guide and Introduction to
Virtual Reality Technology

3/ 3

TR EY

Game Characters and Scene Design

3/ 3

B BT Y Y
Personal Gaming Skills E-sports Practice

3/ 3

BT T Y
E-sports Group Tactics Practice

3/ 3

erg AT YR
Advanced Multiplayer E-sports Game
Competition Training

3/ 3

A

Introduction of E-sports Broadcasting

3/ 3

R o2

Advanced Digital Image Processing

3/ 3

SRR S R
Game Character Design

3/ 3

M i (74
Internet Celebrity Marketing

3/ 3

R

Consumer Behavior

3/ 3

B8 T SR A
The Practice of E-sports Team

3/ 3

Jder AR st
Multimedia Programming Design

3/ 3
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Game Engine

3/ 3
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Far East University Curriculum of Multimedia and Game Developing Management Department for Four-Year Bachelor’s Degree Program

-Day Division (Effective from Fall 2023)
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Ery BT RS A3
The Advanced Practice of E-sports Team

3/ 3

WA BT aRE
Augmented Reality and E-sports

3/ 3

PHRN AR K
Programming Gamesi

3/ 3

T o iR

E-sports Psychological Construction

3/ 3

2 AT A
Cultural and Creative Industry Marketing

3/ 3

duae i d
Communication and Expression

2/ 2

T g, A
Esports Broadcasting Engineering

3/ 3

APPAZ ;% 3+
APP Inventer Design

3/ 3

S i

Game Development

3/ 3

THRAFEHEE
E-sports industry organization
management

3/ 3

“t e h e

Story text appreciation

3/ 3

T AT A
E-sports Broadcast Practice

3/ 3

G R cyA R Na

Mobile Game Development

3/ 3

B AR A
Digital project developing

3/ 3

R 1
Multimedia English

2/ 2

B A LR

E-sports Fitness and Health Care

Game Artificial Intelligence 33
AR TR

E-sports Program Production and 3/ 3
MNaemnn A anndeiam

HHF BRI 3/ 3
Practical Augmented Reality

MRS E X E<ir 3/ 3
Text narrative and games /
THAEAIFTRHEZ

E-sports industry human resources 3/ 3
management

W % 1 S 3/ 3

TR LA

Practice

E-sports Researc 3/ 3
2R Far 3/ 3
Cloud Application and Practice
Seminar in AR Industry
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Far East University Curriculum of Multimedia and Game Developing Management Department for Four-Year Bachelor’s Degree Program

-Day Division (Effective from Fall 2023)
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1st school year 2nd school year 3rd school year 4th school year
il TEY | TEY | 28y | Ty (28D | Ty |18 | THY
Sub] ect 1st semester | 2nd semester | 1st semester | 2nd semester | 1st semester | 2nd semester | st semester | 2nd semester

CNE AV A N P S E PN P ST 3

Credits | Hours | Credits | Hours | Credits | Hours | Credits | Hours | Credits | Hours | Credits | Hours | Credits | Hours | Credits | Hours

‘] 3 Subtotal 18/ 18 | 18/ 18 | 15/ 15 | 17/ 17 | 15/ 15 | 11/ 11 18/ 18 | 18/ 9

R E REDE A
Proposed Minimum
Elective Credits

& 3 Total 3/3 3/3 3/3 6/ 6 6/ 6 9/ 9 9/ 9 6/ 6

e

Note

1122057 23p 2% B L R € € 7% i Amended Date : 2023-05-23

- B ERE LT 2880
The total number of credits completed to be eligible to graduate shall not be less than 128 credits.
1R B30 2 (B AHFLSZI6E A ~ LB L3148 4) -
The stipulated compulsory credits shall be 30 credits.(16 credits for required general education courses, and 14 credits for
required liberal arts courses.)
2.5 X508 £ (P B 128 4 ~ k13388 4) o
The professional compulsory credits shall be 50 credits.(12 credits for required college courses, and 38 credits for required
department courses.)
3.hBFEEB D 268 4 o
The professional elective credits shall be not less than 26 credits.
45 5 BB 3 0B L -
The number of inter-department elective credits shall be not less than 9 credits.
X OTHCE AR B SR 128 4 o

The number of "Micro-Credit Courses' credits shall be up to 12credits.

= ~ & ¥ ¢ Graduation Threshold

1.4 EEanqp > g2 Teeig ) ~ TEEe | ~ T HEEER | ~ T EB | 23512884 -
Students are required to complete a total of 128 credits of " Stipulated Compulsory Course", "Professional Compulsory Course",
"Department Professional Elective Course", and "Inter-College Elective Courses " within their academic years.
2ABER PHE@APE AT ISR F R PR R AR BT .
Department Professional Threshold (Far East University Regulations of Graduation Threshold of Multimedia and Game
Developing Management Department )
3B PHEAPHR A SR EF AR RERT L) -
English Proficiency Threshold (Far East University Regulations of Tutoring Students to Get English Proficiency Certificates)
= ~ K37#4% ¢ Stipulated Courses

LRGT3Ae? A A 0ABH 2 B34 F > o TR (D)~ #2 & 2RAQ) T (DQ)B)@) s Az -
Stipulated courses are not required to be taken in sequence and the credits shall not be mutually transferred, including "Chinese (1) (2),
English listening and reading (1) (2), and physical education (1) (2) (3) (4)" courses.

2HRGTHART FRARBORA B FISY 0 WL TRBETE AL FEQ), HE -

Stipulated courses are not required to be taken in sequence and those that may be mutually complemented by each other may be only
"Service Education and University Social Responsibility (1) (2)".

3RFTHARD R R ALER B 24 T 2AEP T EEPR(DQG)E) ) FHAE -

Stipulated courses are not required to be taken in sequence, including National Defense Education and Military Training (1)(2)(3)(4) .
4 TRHRLTBALTE2E ) ~ ThRE SR it -E5TEY -2 BHB 3k FRFEFHITEDAHE -
iAo e | AR PR GIE 2 S RIE2 PR GR=F P EFRET-F 28 - BTV -
Creative Thinking and Training and AI Smart Life shall be offered at the second semester of the freshman and at the first semester of
the sophomore year and be adjusted based on the actual situation in the first and second semesters. Ethics and Character Education
includes three courses: environmental ethics, bioethics, and gender ethics. Each course may be arranged according to the actual
situation, and students shall choose one course.
S5.TA2aLIRBREY | R FHUR L P

"Interdisciplinary Learning of Humanities and Creativity" shall be offered according to the actual situation.

7 ~ % #2342 © Professional Courses:

L9580, thELismrgdgx #F34K-
Project(1)(2) shall be taken in sequence and may complement each other.
2. TR (DQ), FAEEELEEAB R 2 I o
Applications of Computer Software (1)(2) shall be taken in sequence and the credits shall not be mutually transferred.
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