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Subjects / Descriptions

A%

7|t o]

VAES

(523)

Understanding of Realistic Media

FFEECERE
Azviel B 49, 71, EdE, A,
A%, 02 5 A7vo} Akl g of
SRR

An introduction to understanding the overal
|1 immersive media industry, technology, tre
nds, prospects, careers, forecasts, etc.

VAES

(424)

AYPARA7) %

Basic Realistic Media Engine

A7mtel Zdz AZe AY Ao
xS e AALE A% S 79
ojzlth. Aztwtel 718, M, &
AnA 2 2E olFslr] Y3 7%

QAW e S5

Realistic media content production is based
on a real-time production tool represented
by a game engine like 'Unity3D’ or 'Unreal
. Students learn how the basic game engi
ne to understand the overall process of im
mersive media planning, development, and
operation.

45}
(442)

Aol w) ) A o] A & o] 3 9} & &

Understanding and Utilizing Gamification

Alolm A oldL Aol obd FolA Al
& Abarsk Al BARl 24E o] g8ty
A QA RHEAL o] &9 AHS 2Rl FoE
ojFoil= Aot &ARl Ads= Al
A gl AY g, dF BAS, 5715
o Agd, UX, 7l 2d9F % RO &
Hlzy2z FEolt & wdEe Aojny
Aoldel gt Ao, M=, 4F Atel, 4
HAYUE, §5 Ad A% 55 74

o)
A

Gamification is the concept of applying ga
me-design thinking to non-game applicatio
ns to make them more fun and engaging.
Effective gamification is a combination of
game design, game dynamics, behavioral ec
onomics, motivational psychology, UX/UI a
s well as ROI-driving business implementati
ons. This course is composed of definition,
categorization, successful cases, core mech
anism, applied cases and prospect.

4%
(433)

Local Content Realistic Media PBL

(o)

Z2ZAF =47 o PBL

oo FHEe F3h, 9AE AL A
o] Zelxo] AR L3l AA/ZA
HESH dA 8= Z2AHE ol

o X

This is a project-based learning class that
connects with exhibitions/festivals/events by
utilizing the rich cultural and historical res
ources of the region as materials for realis
tic media contents.

4z

(433)

228U ANZLZ 2 A EPBL

Social Living Lab Realistic Media PBL

AF971E HRe 22y AsEA 2 A
AN 5e] e ol 48 WEH2E HET
Agvitel A71& £RH0 AAsE =
2AE 4ol

This is a project-based learning class that
solves global social problems, including clim
ate crisis, and various issues of local comm
unities with new realistic media solutions in
cluding Metaverse.

A%
g ol
O

aF)

AES
(541)

AT AR FE72

Intorduction to Realistic Media Programming

A7 gol g Ve e 3 29
7] 9% A S A
2249 A7 2O s9E

e

A class to learn the basic computer progra
mming skills needed to use the development
tools for developing technology and content
for immersive media.

R4

Design Thinking

1323

JEONJU UNIVERSITY ﬁ W—

The Place for Superstars



Z_]E}\Z

A& (;(FSX)I #EY | =54 Subjects / Descriptions
et 2E 7|Wro® g tARl Abal 59 Fundamentals on creative thinking
i B3 wERH 20k TARIY Ao o AR
(632) H AoHog A9 ofojtjolE AHAHO
2 Fdshe tdd dAd BHES g
=g, Aolx 2EHUE Fdl Al EAE
FeH o2 fdste sYs ¥
XRu}A & XR Marketing
& o AY Huke] ik A3 Abglel] #3F U | Issues on marketing based on real cases
o) | & S muwd HA AP }% A&
SER &, Sl AF AUEE F
st 7149 A" el o3l Ol??HfE}
XREGH2Y2RY XR Startup Business Model
XR Z¥l= 7]&, AKX, 37 W3S E43} Business model for start-ups of XR industry
712 o A FY AAE BuE a4, g%
D & nzyx 2de g FPAAd F4Y
AAE st g4 £4o] 7ted s8s
o g
XREIZY 2] & Introduction to XR Business
712 | FHAY AY A4 FE€E 53 A< 7Fs |Intorduction to business management for XR
(12D 3 7[NS Aza=AS 2% &9, A9 applications
ddo] tg oJa & SHAANTNESE T
OAE2EZ YT Digital Storytelling
Nz nE Fdx=9 7jxet & 4 e 2EZE Storytelling is the basics of all contents. Thr
(433) e w o AR 4ok ghokat A 4t ough learning storytelling, students develop
S BolRy A FAEE ozl ~E8E knowledge in humanities and broaden creati
gE stk vity: they retrospect and reconstitute life.
AYE A Characters Design
A3t JEA AZe] PBed 2534 3D = | Practice 3D model and character production in i
(330 2 2 Yy A AE5e F ntermediate courses necessary for virtual reality
production.
ALDAY AL Game Concept Design
A A3t ZojAel ofolr]o] WS dt4ata ol 2] | Study about creative thinking and techniqu
el % 433) =9 A 718 gt es for developing ideas, and apply them to
83} various kind of game planning.
AY=zz 18 Game Programming
2249 AY Z2aWE ZAsE 71€S & Students will learn the technology to produ
ES 53t} Direct Draw, Direct Input, Direct S|ce two dimensional game programming. Stu
(523) ound & DirectX9] 7] gol|BHEE FF |dents will study the basic DirectX libraries
3tal, o] 2 o] &34 TENIR AYL EA | of Direct Draw, Direct Input, Direct Sound,
R and analyze the game produced by using t
he DirectX libraries.
AYHAL Game Design
A% zo Aog wEy) skl AgxlolA ok This course provides the basic contents d
(832) s}z 2= 9= AYE, AU, o|MIE, # esign of game. Students study and practice
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A& (;(FSX)I #EY | =54 Subjects / Descriptions
2E, 5%, otoldl T Am e AY 4 such as characters, scenario, events, quest
Aol that B, A& Iy 5L 853k, s, moving pictures, items, etc. By analyzing
glHE FAS Aste] A, wwsEE A and discussing the various topics relevant t
o 2A9 FEH FoAS Yt 0 game contents design, students will acqui
re the basic skills to advance to the level
of creative contents designer of game.
AYERYFE Game Algorithms
gkl dugEe 7le W, e W It deals with technical methods of general
2, ada ugEe B4 9 gy 1wy algorithms, development methodologies, and
5SS UE 53] g4, A¥, X34, v | methods of analysis and evaluation of algo
712 EYI T AY For F2 EAE tE rithms. In particular, it deals with the prob
(6G23) &A YuYZES o&lsta, o]S AA T lem of understanding the solution algorithm
d, $83tc TAE OET s for major problems in the gaming field,
such as navigation, alignment, numerical an
alysis, and network, and directly implement
ing and applying them.
2ntEdHlo] 2x 2 77 (1) Smart Device Programming(1)
A5} 2nfECHfo] 2 9] o Z2]A o] d& ZAJsl= | Learn how to create applications on smart
433 THE SEdnh smpErEiels X—} 3} | device platform. Understand operating prin
LY E gotra gt FPEoA 255 ciples for smart devices and create applica
= AZYANAE A tions.
2utEQulo] ~x 2 TR (2) Smart Device Programming(2)
e 2nlEgHpo] ~9] o ZEAo]H-S A4Sk | Learn how to create applications on smart d
Gog) e Sudth 2viEdsle]~ #gshs evice platform. Understand operating principl
e Yolra s FAWELA FES es for smart devices and create applications.
< fZA A E A gt
3Doj Y o] A 3D Animation
3D HYE o] &Zole F2HE THEo] Y  Students learn how to build low polygon 3D
oAl AHES Bojds o JYth AY 1| characters with texture map, skeleton, and li
Y A7} HAHLS AP Hole= 18 ghting effects, which are used for game ind
gr B2 7Sk, 3d ojyrloldst o] HEE A ustries. This course is for advanced users w
(352) ol A gt UYL =2 AlY ho need more skills of Photoshop and Paint
k) Hl—r%E Y8 TEAF HQUE = |er as texture map editor. The students can
2 F£UE A, FAYENA A4S | work in game companies after completion.
Fofsta EE%FJ Q A& F Axel HI
< W A5 A mEA AYP F U=
W&o AS =AFY
A7 YL F Game Planning Practice
Apolw} F3ts} Aol Apole] &3k Aw2t| Students will study the basic principles of h
£ 29 ExAH & oy 22x& F33)r] |uman psychology and implement them in div
AT 93 <l7te) ) -EJJOJ Alg)ol| 3ol I3} erse ways involving the active interaction b
“42) |y o= Aolo) S8 & 9= aake wjor etween the cyber space and the game playe
i}, r, immersion, goal achievement. They will d
evelop these basic skills and apply them to
games.
AE  AY=ZzHE Game Project
(442)
1325

JEONJU UNIVERSITY ﬁ W—

The Place for Superstars



Z_]E}\Z

A& (;(FSX)I #EY | =54 Subjects / Descriptions
AbolH] F7ta Alolm Abole] U3 A% | Students will study the basic principles of
2+, 29, 2844 5 o8 522 ¥ human psychology and implement them in
a7 A% 1zt 71EHQI /}j‘rﬂoﬂ %6}04 diverse ways involving the active interactio
FEEH o]F AlYel & 4 = 2% n between the cyber space and the game
< ujFett player, immersion, goal achievement. They
will develop these basic skills and apply th
em to games.
qm  AHUXUEALI Game UX/UI Design
@52) AYol ZEHE UX(User Experience) tAk Research and study trend of UX(User Experi
olo] Fakg ulotslal skt ence) design in game industry.
H LS e 2 Z 2 Comparative Culture Metabus Content Expl
oration
MZ e &35 nlusted £33 xbo|7k| We investigate causes and examples broug
712 dAEolN U} AgE xARY 2 & |ht about cultural difference by comparing
622) | slo] vt EAS AHRI, AF ®A | different cultures. We research each cultur
Al 3 @4H T 7HAE &A%t e’ s unique traits, analyzing universal cultu
ral phenomenon of mankind and sharing v
alues.
AY R =27 AL Planning and Practice of Local Cultural Co
ntent
299l AL Baade gl E8hFel | The main purpose of this course is to learn
=25 7Yl WHES o2 & A& |about how to plan cultural content using loc
712 | B3 553 ok AYGESEZe =9 s A} al historical and cultural resources through t
(G4 | g2 g3etan, A9 o A E3xYe E | heoretical learning and practice. Students wil
AS TE3td, I EAd g Z'l= 7% |1 be able to study cases of the development
s ofolt]o}Z 7|Hlo g Felx 7| 718 A= of local cultural content, draw characteristic
‘3;5‘:;} 23 g s of local historical and cultural resources, a
“Q‘}; nd prepare a content development plan.
i R P R BV RS Planning and Practice of Immersive Conten
ts of Cultural Heritage
A5 thekt Eshfatel tigk EA& o|sfstaL, | Within the variety of cultural heritage that f
T AAe AA o] o9A &8 4 & eatures of knowledge can understand, how ¢
(442) : - .
7V gsith wERI #dE WA 718 an you take advantage of research? This co
9 FHAHY A& ZAFEE i urse equips students with comprehensive kno
wledge on the museum'’s exhibition project.
TAESEZN2/YAG Urban Culture Content Planning Practice
SO E37F HEE AElE zhol B495kaL | We seek planning method of new cities appl
e =5 AHEA M2 T4 718 S lied in content, analyzing examples that are
o zARt, @49 fad g QEE A | combined with cultures into cities. Run pract
541) 7] Yok AR zg @3S Y9ty %3k ical program for fostering human resources
BIEANZE wEr] Y8 A7Ed=ZE A= with adequate field demand. In addition, it is
ggstozn Felx &8 59 F4AIZ | possible to improve the ability to use conten
T AEE ) t by actively utilizing realistic content to cre
ate a cultural city.
a3 43} ICTEZd 278 ICT Content Planning
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A& (;(FSX)I #EY | =54 Subjects / Descriptions
#ABol FQ FEQ 0] HEE o]3lsla 2] | Provides an im-depth understanding of the
A Ao AL 4 e FAZolt} o]l event business and hands-on situation anal
(343) E9 9|99} J}:LEJJ%: TFH3kal oM E |ysis; emphasis on study of value of event
Ak e] Ao mA = 9GS =9s| B2 operations by exploring an effect of event
2N FFoMEHZYAY FAAE U} business on tourism industry.
E T e FEojth
T AGFEEA Comprehensive Design of Culture Tourism
A9 qe  wsEel O FaAH olslE Fxlsh Develop awareness and understanding of cu
83 (‘3‘43) 1, B3] dFS meotste] EAH S lture tourism to understand the status of cu
M, M2 BFFES AAST ltural tourism and related problems in order
to suggest new cultural tourism products.
ARYSAEA =278 Immersive festival contents planning
djate] J2E B3 ddd =4S 5| An in-depth study of the festival, focusing
A5 &) #FE olefst EAE B3 ALE), ¥3}, on various aspects of organizing a festival i
(43)  AA SS9 AW &an= 2HFoZN KA n terms of social, cultural, and economic im
Ao WAl oluAE 4 e FA HMEQ  pacts in order to train a future festival plan
Fdo HHo] gith ner.
Dle%*Eﬂ%!Eéel% Methods of Digital Storytelling Design
thokg AdEHE H mrjojado el ~Eg]€ | This course studies the computational appro
e %}& AES 13 aches of storytelling and applies to the vari
ous digital media like internet, computer ga
me, electronic book, computer animation, et
c. The course is intended for Sophomore an
d Junior students who are interested in inte
3 A8} grating digital technologies in their research
Zd= and studies and who wish to get a deeper t
Sp2t (632 heoretical and practical understanding in the
area. It is also open to teachers and other
professionals who use digital technologies an
d storytelling in their work. The course buil
ds on theories and practices of digital storyt
elling as an innovative way to teach and do
make a digital storytelling such as game que
st, room escape and VR storytelling.
A2 Social Venture Design
2 wIE AS|HAA & FESRE A This course examines various cases of soci
g&a Qe 2HWAJ ﬂlo}oﬂl E‘r‘*iﬂ A}l al ventures, which are part of the social e
NE HE AHE1 92 A9 AFYEY 2 conomy, and designs business models of so
(442) ek 24 WA wzyx mdS a9l cal venture suitable for the local communi
A}3] A dhe F5oltth AR A A A g 0] 312 7] ty. Based on the understanding of the soci
AA wo 7 ALEZ 7hx9 AAZ 7HXE F Al al economy, we create a business model o f
o F7& 4 9= 7I1¥9 v2Y2 = 9 a company that can pursue both social a nd
o] AAZ APE Tyt £t economic values at the same time.
e AAn=zY2 Social nnovation & Social Content
©13) A4 ZHxZ2 883 Fojo} TR s Understand participation and promotion usin
ojs gttt AEHAl dAoA e AFAH A g social content. Through practical applicati
1327
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A& (;(FSX)I #EY | =54 Subjects / Descriptions
45 S8 Aggalel FAAQ WekS ®on in the field of social innovation, we exp
Tt 28 F=o g8 58E 44470 lore concrete ways of social innovation and
=3 improve the ability to use social contents.
A AL A A 2 ghote] ] of Social Issue Defining and Ideation
B uaEe ARSA7EA] w2y 29 tARl | This course is composed of idea visualization
AT A7 S EF ofolrjo] AZs, == through social value business and design
(253) E A2 Yasy gy @4 ¥4 2 3= thinking  technique, project  production
o g FAE e QY. workshop and living lab application and
feedback.
A YR LAER 2 Social Innovation and Social Content
A4 ZHxZ2 &83 Fojo} TR tjs) Understand participation and promotion usi
A5} olgigttt. Al AAoA e AFZH A ng social content. Through practical applica
@334 &= Tl AFHA] 7AHR] ¥kE @ tion in the field of social innovation, we e
TFolal A8 T =0 &8 59S A xplore concrete ways of social innovation a
o}, nd improve the ability to use social conten
ts.
NesdHTRItAZE Technology convergence and creating shar
ed value
Nz ARAY kst 71€e §3ste Al 7| We improve our ability to perform Living
LRl (442) S s53lal, o] ywto g FH7EA A% Lab by learning thinking techniques that f
CEE: H2Y2~ 2dS +Y3l= A4S 53] g use various technologies in the 4IR era an
e 78 59 AT d establishing a shared value creation busi
ness model based on them.
P Living Lab Design
guHRe AFHor 357 YA In order to carry out Living Lab successfu
Aug o|s| A AL ABEAE &30 |y, a design that effectively connects soph
712 | 2 AZAAN7E A7 "esith gW# | isticated stakeholders and social issues is n
@5D) st e, e AAYE, Y

FYA T HEol dhste o]sf gt

ecessary. Students will understand the con
cepts, principles and design principles of L
iving Lab, and points to be noted when p
erforming Living Lab.
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