= iR

GCT501 =3&tJ|=& (Introduction to Culture Technology) 3:0:3 (6)
0] =2 CTY MPHEQl HRE UELL CTe SHe =SS fs CXE Jl=, e ot
o 4o A0 2dE CXNE Jl=0l2td 2 = ULE O 2o =™, CTIt UR=E 92 S
= OfLItiolE, HY S 2S2E =0t A0 = 2340l= MBH AOIH elZAtalst, CIXIE CIA
ol EEE 0l 2 H=lMde 2d2H = Z0E = a2z ot 29 & EIZE =
ol "CIXIEsh 0 2eE Ol2W ANE T2 URe &H, MPH SHH ML XA 014 E2
StC}.

GCT503 &3&tJ)I= ZZME [ (Culture Technology Project I) 3:0:3 (6)
CIXIE OICIHE &88 @HAQ [esEl MasHEHE &850t 2H=X, S8, MAL S2 &
M&E A1E Sotd &2X H8 L FRHIANHE, AIHHOIA EHE Sot FE2AX ZE SAsS
M Hgdte Z2HE NW=0=2 012 240 2HHAE MER CIEHHOIALE OIHSBEES NS
SE0tH Z =20t M2t BsZ2AE Sot 2 HHE 2HES oiZot, Chst Z02t2
g2 8¢ M2 U Y Z2NMES S}

GCT602 =3tJ)|= ZZME I (Culture Technology Project II) 3:0:3 (6)

Makst CIAtel, SeH(EAL JIAH, & S), CI2Atal, H=E0F S el 20k StME XIalsS Jlgt
o=z ot HEIDICIN, Mixd Reality, Al, Sensor, Device, Robotic Platform J|l= S0l X
real world0il A SZ6l= interactive media technology and system® &XH, & L ZZEEIY MY
ANAE 24 2 s8I S0l (et Z2MES et

K

EH
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GCT 511 OICIH Ol=f (Media Aesthetics) 3:0:3(6)
2 =0 =He D02 SiEs L sHol=0 CHst Z2HE T2USt=E A0 2 As0HMeE
HA OICI DIE2 AALE 1AMICH DICIH (AFRL, E3h, 2AI0H OICIH (2tCle, &dB8l&), 3M O
CIHEZFES oguhol 24 JH2totAH SICH ol HE0A OICIel Bister Stiol=2l 2H o =
st EE0 /US AO0ICH Otz HESSH) MHEIS0| JIM2 AU Bt MSHQ Al

=T
H2tor izt g 8SAMA=X 2H 2 RO0ICH

-— -

GCT522 Z2/H dHEA L JtAS A (Computer Graphics and Virtual Reality) 3:0:3(6)
0 =2 CTY MPHEQlI HRE UELL CTe SHe =St ES fg CXE Jl=, e a2t
ol &fo Aol 2HE CIXE Jl=0lctl 2 = UCH 0 Fol UEY, CTI URe 992 S
= OfLItiolE, HY S 2S2E =0t A0 = 230l= dBH AOIY elZAtalst, CIXIE CIA
ol IZEE A0ICHL 2 USUHAsE S28= 202 = UALZ ol 229 &N SsI2H=
o "CIXIEg 2= OI2) AMHE F2 URes &, MYE SHAAMO AFHEQ 04 EQ
SHCY.

GCT531 =&32 W CIAte! (Theater Music and Design) 3:0:3(6)
4MID10 Z2& 21 QH2t SAE SoHM 2 AMUS 2SAtEE JIFE BtH6t= HEXQ QH et
LU CIXCle EAXN s HEXNOZ Hlu HESOZA 21M712 ME22 SH=RUIE U2
Moz HE & £ Ue 018 2 D|EtE &St

GCT532 SEUIIHM A BIIAE (Acoustical Instrument Design and Evaluation) 3:0:3(6)
S&0l st 2c2l®, JIHZ2EX 0lalE st JI2 0|22 4820z st&olll, SAAE Sl &
J1o] EHEAIE ATH, S A0|1D A0 2I|E CIAGHH HES &, &= =3 Il &
HIE 0128 Ci2H0l AEES Sol HMEE 24| 452 HOstth 0 A2 S0 s Ji=2H



HE2 OlHAIZ22ZM 21MID1 CIXE SEEX2 ES8 JI=2d SIIE FUHEC

GCT533 AH2ECIAeI i E2 2 (Sound Design and Programming) 3:0:3(6)
SEMOUt SdS 2ot HFOILH AF2E CA0IH, S0t H=JtE ol HEE 2X24 =
S0HY AHHCl Max MSPE ALE6HH AAIZt & HMelel |RALN DY, dAd, HWERD &
£ 0188 FAFRE HMUHsSEHS W60 CIHEIE DICIH OLEL =42 A0 &4 A= &
MSOAH JI2XAS WMSEHT

GCT534 =%D[& &L ZFH 22| (Performance Planning and Management) 3:0:3(6)
=40l HEZD 0I20HA= & WU JUHM F2 Rl SHe 4, AFX, 20U, &5, =8,
S S &5 AHE Ololl, 58t = AMZ BHEZ JIE06tH manage ot UE 2 ZESHH S
Ct. A& 39, B4 MSHQ 3dH, 50| #E#0ote s¢E UWES UYs Ad-52 EF6H0
20| OF2 420 QAo Me Xol&E2 2AGHH 220 s &8s 2ES &

GCT541 912t BFEH A SEE (Human-Computer Interaction) 3:0:3(6)
It BRHES ASHEHEZE 24, ), &5t & HEN 2 2H NADL HE sHS st
Ct. 5ol ZatE Wty AN R72 BIISOZRH A& EHATS 24, CIHHOIAL A,
A ARH Jl=2 88 s2 UEH

GCT542 HJ|l= (Game Technology)

HUCIXI(GCT542)01 HLMEL Iz Xl FHE UR=

o ZTZ22HUS CH2CH HY0l FEHII=sS Z&ES ImIl=2 ZEMI ZoID Js A0 AM
HEIl=2 Hedl 2REHONEA EotLiet 2sXs, UESR, ATZEJUHSES EEGHH &Lt
GCT543 A Y LCIAC! (Game Design) 3:0:3(6)
2 =2 HY OIS MBIHOI TIZNAS & 2 ZZAAE ASUAN CECH £ =2 A
d¥=EZ AU S, HYH, HOIES SIHAIIID| st s DESCH HY ZZEEH0IE
52 SO YOI AR A AZS Ui 2ASHCE

GCT551 CIXg CIXHQ! (Digital Design) 3
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GCT552 B2 LI AQ! (Information Design) 3:0:3(6)
AMXAZ CIXCINA 23S s F22 Ml 2 ItE8d 2= J|=2 550t EsgAS 37
StCH AIZE 29 2t3E OIHHOoIA L JoAMe AZEE 240 AISH I S2 Soto 388
o PAEtA A2 CIXICIS HIEHME C2CH CXENICLNHE CIXCA ZME=s AIXEEBE
SE2XHCE L5t ZLldle sE2 UStD HFOFQ CIXCIIA &t CIXNEDICIH CIA
ol U &=ote s=22 20

GCT553 CIXAI 228 =C| X2l (Digital Contents Design) 3:0:3(6)

GCT554 CIXIE 2= (Digital Architecture) 3:0:3(6)
CIXNgIse €2 A0 2 &2 =10 UA2H HAR=Z HAFHE XA |
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ol EE32to 2 #E0 ZEgs =
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A (Scientific Concepts and Thinking)
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(Artificial Intelligence)

=
=)

GCT562 21X

0

0lo

Rr

ok

T0

i)

Ko

ol
%

Mo
ol

HAOIXel, T

0l
|
_uu_

2 SOl tiol =

R0

3:0:3(6)
212 M

GCT563 ZZ2E A (Robotics)
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GCT571 H0{0|23 E3J|= (Language Theory and Culture Technology)
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GCT572 CIXE HRLIAOIEE (Computer-mediated Communication)
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GCT574 AECICIAR! (Story Design)
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GCT581 &3t&ME (Cultural Economics)
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t2I & (Culture Content Industry)
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GCT583 E3tZF XL X E (Organizational Management in Culture Industry) 0
Sl 23S UA 23HAE XA st Jl=2 H=0| EYoiXll QUCH 0= Qo =& oI
0| ol X2 M222 8 W 2H & 230l €410 ALk 0 U=s0AM=

E0 X220 0l248 2SES o o
= M2Z2 cIH& 0l ol €0

~

GCT584 =3t KA THARE (Cultural Intellectual Property) 3:0:3(6)
0f H=20M= NaMatAel S& tHZ 1 20], Sod, 454, M&H S0 ol £H2CF 010
Jl=2l LYol 2o MEH MAZD U= 2AHY 2H=, OICIH HE=0 CHet JEA0 CHol A
T =260k Ot=2d HBHEHE XNIATHAZHOl CHSoHW LIEtY BRE KAMAAE & Lots22
M XIATHAACl OIHE Mot E2AF =S =26l

GCT6l1l =3RS & (Digital Heritage) 3:0:3(6)

Z 32 & (Cultural Archetype)l =2 A3 Z3ME LXNE=Z EE, SJ6HL 232 =2 M &St
= O 2= ot XAW Jl=2 SASCHL N0, AEL|gE, AFH dHEHA, JHASEA S O
&et XA0 220 ME=2 JI=0l JHEE D AL 0 B=UAME 2" 2&, =& Jl=0lU
EtdEs &M, FHZ ol ME22&8 ZHI=E JHZet

GCT621 ZFEHIHE A J|= (Computer Graphics Technology) 3:0:3(6)

et 3XHd BFE dHHAE 0IEHLZ JUEOCL &5 Sot 98l
=280 iy of=0t AZEYNHE Zgst O Fdes E 0152
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oty 3xtE =Hel 2ed « @
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GCT622 CIAIE Q12 (Digital Humans) 3:0:3(6)
2= fLImolE, 28 XA, =c
=}
|

GCT631 S 2 S&I|= (Music and Sound Technology) 3:0:3(6)
Sot o 2 st&5tD, M

SOl CHet =cld, X2 JIHZstHE OlohE Rlgt JI=0lES =82 =
|

HetsSsS Z8otH mmlsnte 882 AZetth 21A0

GCT632 CIXIE IHEHA (Digital Performance) 3:0:3(6)
O 220 M CIEHSHEIE OtEQ % Z JetE2 Ao, Ct2st o2 HE)|=2 adg A0ICh
OIHEEIE JIE2 HEQ FSARAOMH, HEHAL QHHEIE S& FAasS BN AEOCZ
HEAZE = ALL 2 2= S&Y, A8, AHE =232 MENEOIH, JI0IAEE HEES
= = OANE HEHAE 200l =cl= A0l =HOILC

GCT633 204101 S¢ 0t Z31J|2/(20 Century Music and Cultural Planning) 3:0:3(6)
SAL 32AZ AAZN0F HE 19K FEIINS "B 0let E0= S L S =2 &
gt CAelete ME2 20t 320tz SA2 XeliidS otHAM O S92 SHolAH =0l 0l M
=22 ¥=2es HdszNete U8 20t2 Q42 E582z SMMs 2H2 AciiH dzS o
SOIAH €Ch 0l WsSHME 2021 10082 F=2 &=J12 MES ot 0128 Atz HA

u] X },



GCT642 S M OIEH H Ol A (User Interface) 3:0:3(6)

OIEHIOIA CIXIOIN 23 & Q120 OIX|R2E CIXtQl JI0IE2tol, AREZAN B2 S9 CH2FEH 0]

22 MAHNLZ HFSt= A=0ICH 0 UsSUH A= 22t ME el 012 0l== 2AHHOoIA

E 012 &5 HEZS 010z QUHSEED SN SSSCZM AMEX 4 XS 018 = U=

OI2& MHE &HotAH =L

GCT644 HHJI= & HZ (Game Planning and Production) 3:0:3(6)
o]

HSCX A=W HEIls =52 ASHERE S JI28Y Il 220 SHHN 4ZJyH O
Ch. g, = =22 A g & BHE=2 28, =5, IHE, SAE=0 012 &X HIS U=

A =T

GCT651 OICIHCIE e LI X! (Media Interaction Design) 3:0:3(6)
oI2tnt AFH, 2t MBSt ASEHES SEHote CYs OICHA A, =2, 248 ASH
2HE HR0I0, LL S S8 Tangible Interaction Design2| AllE &ANECZ HEEOZM Y
st QI & CIXQIo JHE Ol CHE S28 XNAS &St

GCT653 JHAMI A (Virtual World) 3:0:3(6)

JtebMiAlE OXE AECI2t M AEHHE 2HXE F4ot= & e FHOILhL =
=01 2 JrMA Tiet OIS =2 =, Ay £2 3
[e]

=N
g Jxs 3242 240 2 ¥, unreal engineS AIS

GCT656 CIAIE IH& (Digital Fashion) 3:0:3(6)
CIXE D=2 Wsdlzs =20(2H0| OfLlet el LaME 20| 2S56t] UCH
Jb OtLIM &A= CIARI 2 MAN M S EH
=2 A2 o HEU 2250 Marl

, Aol el HE8&) o8 = &
0] &58 = Qe HHEZNA 2HStLD UCH HCHF et AHIXIS2 24 FIAS HIBLZMW
Lolo MEaA TME MMl BSAIIIL UCH =2 As0MeE CIXNEI = ayane 8=
2 U3 22 ItHel €2 MAECez G20l (1) HEER2e CUXE, (2 CXgs =HHItes
oA, (3) CINIEZ2H =AM IHE, W=SAM20AMe CIXE
GCT661 U E= DICIMH (Networked Media) 3:0:3(6)
2 W22 ZENIUN UWERKZS AJstth 2 W= 0AM UReseE ZEOICHs CHYst ool H]
Ce, QULE Z&slh 2 NI=E2 UXE HIO2 s 10249 3az oLt A sy &

=
2 S8 Ut soff sl =8 =0h
(]

MOIl D=0l 2510 B0, 222 =2 AXSA0 5o
ohat

P
Jefs 2g20 26t CHRM, JtAS A e CIHtoIASE S&t &

GCT672 LIXIE M AFS! (Digital Storytelling) 3:0:3(6)
sY OXE Jlso 28l E58 we)|ls ZO0kE OtLliet Yerolo] JAME) 2A=0] IS

D A HAEQS [JXIEs (GIOIHEAE), H&o CIXNEs (BFEH diEr)
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GCT673 HA&EHZEE (Computational Creativity) 3:0:3(6)
0l Mt=g 23X s, elXLe, O 2o acls, E&, 0ty =0 FAAE0 et HAEH
= EZH0 O oIXl 2 H& S ABSXs Il
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GCT674 EMAEZ A0 XA 0t0l'Y (Text Analysis and Knowledge Management) 3
E4ot, 1 o0l SHU= KAS HOtA O 2 A2 XA HAHGHES &Lt

Lo Zcelotl, 20l et e AE2I LD U=NE

GCT681 OICIOOAHIE (Media Marketing) 3:0:3(6)
OICIH DHAIE 2 3 3HAHZ LS50 24 OICH0 SsHE OtAIE L 0l28 4048 S 0ICIo Al
AR DZZMAN LA Z2DH 022 U0 2HMA 0ICIH OHIES HE8 SHZAM B34
ZENML A& SEHUHAS HEEZ N AISHC

GCT682 = 3t&t &2 (Cultural Industry Policy) 3:0:3(6)
oA d8 220 ER8 ZIEME 2EIF H1D JASH, 2IIBHEF ReHatg ol =&
AASIE 2MPAF MO S A2 2 SItotd UL dHL 2e2H=AHH ML FM2 &Y
dMY ZSEHMO| ZEE HAOZA It g2 EEZ ORI X @22 ZO0i0Ith &) 2
Stol Z A et 1 J18H0] et = JU2H, &8 =XMEe Ha0 et Ot ME0 He 2
OF0IJ1& ofCH 2 W=0A= Olefst ZetatPE Mo AALe & T2l 1 AH =Uel 33
2 ZE el F3HHZASS HlW EM00, 2statde 2Xd 2SE Mo Ad XES &
Eoilize s =g A0ICh. 0IE Sol 2 ZaPEMO 04 HESS ZHOHUHL
Positioningol= MSS2 AldIHARE Soff =g A0IC

GCT683 e-HIZLIA MEF (e_Business Strategy) 3:0:3(6)

23t AIUHOI J1ES] OtHIE OI201 HEN EeE = U=sIIE A8l SHUA SHU20 =

JIES OHHE HAUE 2 2R0A AHIAS0l ZEote ME2 S D=2 el o &+

StCh S8t M ORAHXNLL U= 0l5=S Olofiot, EFY HHE, & HUS oLt OHHE DI

HOZ AEGHH ML= JIY S ANStCh E£8F AHIA AMBEHUM e A4S SH, &8
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GCT684 KIS Z 2ot E (Regional Culture Industry Studies) 3:0:3(6)
Sl 2sad2 U 3H 2rS /st A 8 4P Z2 A2 OtLiet 232 AH 8= S
st 28 Ues NG ZH LA gazAN 22D ALt 2SIMYEHRME(CRC) S AY E3tatd
M L2 AE AHEOCZMN HAZ2XQl XEX SoHAMY M 2] MNetg &5
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Venture Management in Culture Industry) 3:0:3(6)
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GCT686 J|HZ3H& e (Corporate Culture)
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GCT687 &30l = L& & G (Management Strategy for the Arts and Culture Organizations) 3:0:3(6)
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tOFHIE &2 (Global Cultural Marketing)
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GCT702 T3I|=H AL BIE (Research Methodology for Culture Technology)
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GCT711 CIXIE 2301252 (Topics in Digital Socio-Humanities)
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GCT721 ZFE A S22 (Topics in Computer Graphics)
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t' (Topics in Virtual Reality)
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}' (Topics in Music Technology)
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2 =2 (Topics in Human-Computer Interaction)
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t' (Topics in Infotainment Technology)
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MZE Efe

£ 2 (Topics in Moving Graphics Design)
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GCT752 CIXE 2H = £2& (Topics in Digital Contents)

GCT763 &H2/X Nl (Making Things)
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GCT772 CIXIE MAtSt S22t (Topics in Digital Storytelling)
TR Y AEL

Of =2 UXE AECIEES

o
j—

Il

o3
i
<+

mll]

RO
Mo

=
&=

(Development), K|

=
=

3:0:3(6)
3:0:3(6)

2, = U=s0A C
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f (Topics in Cultural Content Marketing)
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2 Jlge Mg OlHE =N SHME0| &% LH AMESIH SHIE AAME ZHFD AIY MHE
& £ A= A2 AFEE S CZ Sl 0228 SACZE MER ThemelPZ HHRED U
= Web 2.001 CHSF AJHQt 28 M2 J|PEQ S&, =2 EEO 00 CHE M SHAS A
Ot Oleh oIyl & 2Ero st NAS AFES Sl

GCT960 =ZH (& A (Master’s Thesis)

s2ANCw+2 X0 O JHEHC HRE HHY HAMER =2dHFE dolld =22 H4E
Ct. 2= A0NME =2XNcW+E S5 NI M2 882 SAEL

GCT966 Al O|LI(& Ab) (Seminar, Master’s) 1:0:1
A= 0r 23HE 229 AREE Y SFF AJAYSN O AR M2IESS =HGH(
A9E EN EES EHL

GCT967 HEH T (A A (Individual Study, Master’s)

Et nItS0AM BH2 0182 Ellz, AdEXol Hil NSl s3ES tHLdt)| st Ad 2 28
PIFo WRoz, WEH ZZMNE =z ANHECL]

GCT980 == F(2fAD (Doctoral Dissertation)

s2AN W2 X0 U2 JHEHC HRE HHY YUAMER =2dFE ol =22 H4&
Ch a2zl eE =2XNEUl+E S22 KNFoH stH2 882 sA&H

GCT986 MIOILIEAR) (Seminar, Ph.D.’s) 1:0:1

o}
EI=20r2t 2eE 229 HPEs @ g AZYE0 o WARS d2It=S =Fot!
5 _

2oz E1 E22 B}

-

CS480 ZFEHAHE A JfE (Introduction to Computer Graphics) 3:0:3(6)
0] =29 =82 ZFH s s U&= EXQ Jls & &, JcHE AA"S 24 & £
d, 58 JIE2eA Al MAIIY, 23X3 HES 0|8 & A5S Sl AAS &S6tH, 268 & 29
MH, M3 2 S2| JI=0/20 CHolA = sICh

CS542 214l A|AE! J|= (Internet Systems Technology) 3:0:3(6)

0] DI20AME QY 2 S PAHGI= DIt IS8 AHED, £5 021S0| 2= 2HE &
CHOHOll CHoll E28HCH RIS 2 QIHY Eimio EX, ZTZ2EZ, AHS As, Mobile services

M+ #4, XAE3 AUHlA(quality of service), Peer to Peer AlH|ZA, & Xt&AHCH

E st AMAE X o =M ol A HECh 2222 oY 200 Mo AR F=HSH O
St OIHE 210 XA olgstl L & D8t D=0l CHEt HIES 2 StCt

CS570 213 XS (Artificial Intelligence) 3:0:3(6)
oIEXse SRst HE L JS2HC J|gl SSAAEN 25t SR80 XA ESYY, 88X
gM ZHHE, =2 € =2, &5 S2 US0h AWM, HEQIA, AFHAIZ, 4214, Al
2% S0l ot NeEe=z 6

CS576 B H HI& (Computer Vision) 3:0:3(8)

ZHFHE 018 Al2Jls FE0 2RE JIx= 012 ¥ S=0 2ol Z2&tlh =R topic2 binary
vision, gray-scale vision, 3-D vision, motion detection and analysis, computer vision system hardware and

architecture, CAD-based vision, knowledge-based vision, neural network-based vision & O|Ct.



ID506 OICI{ QI3 & C| Xt Cl(Media Interaction Design) 3:0:3(6)
OI2HF HEE, Cl2t) HE2S ASHEES H4dole LYt DICIHS A2, 52, &2 MASHE
2HS HRGI0, LL 2 S8 Tangible Interaction Design2| AllE &ANECZ HEECOZM Y
S ol eHE CIARIS JHEOl Chet SR8 XNAS &SEtih

ID603 OICIOf CIAHCIE (Theory of Media Design ) 3:0:3(3)

CIXIE DICIH CIArIDt 2teHE AtelHE, 238 M 2H2% ME2 Jis2 &8s S8 2 HAHEg
CIXtel T2 NAE JHEStD EeFel 23 BH=XE &&0t10 HFdt= H=0IC
CIAE ZH=Z (Advanced Theory of Digital Contents ) 3:0:3(3)

Aot Fah, TV, OHLIOIOIE, HE S UXE 2= &)=

= AE
D AIEE, AR S OTD MR 0100 SH0 IHE HO HIXUA 2 QUE Y
5t

ID708 ClAHQI =& It 2 (Design Organization and Management) 3:0:3(3)
CIXtelE &oct= oA AR XX 0|2 2g0 28 0122 MAHABLZ st&ote HS50I0
CIAel Z2NHE HA0 HE &2 HHE, Z2AA 290 OE AENAALY 2F S &5ot¢
oMl CIAte M= gotld +de = U= SEE AL HUNHE sg8= g2sttt

EE406 T 2XE 24 (Project Lab.) 1:6:3(6)
0] =2 MESZ ot0a 24Es dXAIAEZ Hotetd, dH/2S/Z2TotH el MA3s
S0t D=z Ao & HE, A& a2 IIR10A ot=d ol O SHO0| ULk s 2AH0
NAEst ZzME IHS A, HEW O Ed8H7e =8, 36 SHS Y42 #e ==, A
FEYS dH S= Sot A W= X ESHH

EE737 S &AIAE (Imaging Systems) 3:0:3(6)
Of H=0AME E JHX AZFAAIAE D el SAXE JIEE JIBL2 ot 2=2ge 2 S8
S0H0l CHoll CHECH =HZ2= & MPY 20es, XH SSs5EH)|, &HaEx d&s 45|, &
X &&= HSEH)|, WPIISYAMEX, =SSO SAEXA 23 S22 JIYS0ICH

MGT520 OFHIE (Marketing) 3:0:3(6)
Sl D0l Ao 2RE FYILEL s28Hox OHEAI|D] /s HAES gl JIgE A
JHotd, AIE 38 s, AIZA2s, &S, o, OHEHEE 2, OHEIEHSUAOIE, &4 2 =
MOHAE, HE0HAHE S2 =2 020 AtdlE TGE0

MGT524 CIXCI B EE (Design Management) 3:0:3(3)
ClAern 2 ol FEol Ol AME w8ttt CXAe &

O ZHAHIO CHEH OIHE BIES=Z CIXAt
_|

g 202 44 2 &, CIAe 28s Fdote MEt eF, 25 &2 285 220l ol

MGT553 CIE Y0 AHIE (Internet Marketing) 3:1:3(3)
23 ACHOI JIE2 OHAHIE O0I201 HEH &gt = UA=ItE AHIA LEUM SHO=20 =
JIEQ OHHE IH G el RE0AM AHIAISO0l dEote M2 HY Jl=2 IEo ol o=+
SHCH &8 M R0 XLD e 0lASS Oloiot), FEN oHd, & ofHus oiLkel 0HAHE Dl
BIOZ AIZ5I0 ZMEE JIY S8 AJNstCh E8, AHIX AIREEHNN Qe A2 SH, JME
o Z20IHAIS AMSIEQ EHEEE 20 20



MGT590 Cross Cultural Management (0| & 3t22l) 3:1:3(4)

2 =2 NE BENZN 2Re, A2 UE 23H0IE=hHel OloHE Set el2tH & 2fARL
S Jl=2 g2ds SH2Z sl 0|2 Fol =Hd=2 0/23 Ol FFsHl 20|, 0|23 O
ofE Set XN SAIS gE, Arg=2 Gerdel Olol SOl Coll Bi<H =T

MGT624 2H|IXIHSE (Consumer Behavior) 3:0:3(6)
2HIAS] FROHEHENN Fe= O0IX= A8 S|, o4, &5, B, 24 S92 JI2 0lEsd &
HIXtel Troh HE A2 E OIS0 AMECH £ 22 0l 232510 A= 264 2™ 0]
E1 JlEt 2Kl OI2S0l HEH AHIX 230 HEEC=0I2 HESHTH

MGT632 AMHIA 2H M (Strategic Management of Service Operations) 3:0:3(6)

MHIA AAEE2 ZHSAHIAMA 28 MHIAE HESot= AHIAASEH0] OtLlet HEgel WRE=Z
MANSE &St 0 =2 MHBIAE JEols 0242 0tEZ2 ZAGIH MEBIAAABS BMAS
=0/1J] ?I8t MHIA B2 Z2AAS A% 2, ol Sas fIs 88 FLWNE CHELL
MAE401 &2|& AAE 28 II (Capstone Design II) 3:0:3(6)

Of UA=20AM= FH AAEH 28 I0AM Hohd M AH2HO0l oA Z2H2 H8HES HS
ot MEMOUA RFote ZAHES BFAZE = JAES J[22 MBI H=0 &S oA

6 g -/
= DI=%ol 20 28st A0l S5 &l 285 ASLHE SHEL=Z EItot=S Stih

MAE453 22 3% J& (Introduction to Robotics Engineering) 3:0:3(6)
SR 2SUHAMLY SH HetAL 22t HMEQAE 24otn ZR4AH 2 S20 WE JI2HE
g U0 fAX, 55, JI5E 82 HME £ StiM 222 S8 AXES oi4ct) 2 SEsH
ol ZFHUA 2 =2 8 22 Mot 28l 2FMH A& T2 39| Jx ¥ =2/&
o AU ot =&ttt

MAE563 OI0O| 22 X2 M A2 &8 (Microprocessor Application) 3:0:3(6)

OIOI22ZFHS &7 ¥ FH0l U6t A4HED, JIHANZ2 e, CIXE =2 A=Z2&H, Ot
OIZZ2ZZAIAM CIEHOIA, OFEZ2CIXNE dsXel S2 WUNE SR = A8gS S6t0 80196
HE, PIC HES ZZANA0 HotK 24E Z2MES &Gt

MAE606 &N X|AMEHZENH N S& (Creative Knowledge Creation Process and Application) 3:0:3(6)
oM sSEYHEDN FEHE 0/8s o 2o D2l JIs8asS X&gols XAERES HOH
SHEZ HiRse AE F2 RHUHESZ st HIIMeE oA 85 0|8, 22N UAMHN) HE
H 2g dt Zay, Ji=sdg /e XA 22 29, AFEHE 01Ee NANFEUF I AH &8
S o210 AXH WM EEol ISE2 UHEE HSol== st

MAEG683 C12tt 252 & QI & (Human Robot Interactionl. Haptics)

SRAAE HHII=0 dMEES X g

Ct. Virtual Reality 2 & 2R0 AIE& = Haptic &X[2 AH 2 MO 28 A, dy2EA
a

ANABS &, 224, M & AIFS2 SZUASHU 28 0|55 SFetth

IE562 B2 AIAE A (Information System Design) 3:1:3(6)
2= MPBso 2H diZ Jlzs, AAY B8 ZH2Y SS SEOH SH oHZ & 2AALZ
s N&ote E2AAHES &, Heots O 28 HWES UEC Sol AZEYN ML MAH
& R, APIE JIHSW Q2 JAIZFC BEAH SES S& YA 2HMH diz2 gy, 01 A
st ALEX QIHHIOIA X S2 FME E& st



1E661 M2IIAIAE - 18 XS IHE (Introduction to AI/ES Technology) 3:0:3(6)
JIAE 2HoZ, 828 ZHZE, NAHEE, NAES, DS, UANEE, 821 AlIAE S 23
INE=p= j|xo|§§ CHECH Ol JI1gs9 dgeEsHe S&0l Sol Z2xE0, olile AlAE 2
Al, JHZH, 8838 JMZ2E, BRHE 0|Ee &5 L =3 32 20t LG

IE761 QIXIAIAED B8 (Cognitive Systems Engineering) 3:0:3(6)
0I2to] ZHIHZ U 2AMZE sSHES 1Ndotl ZFEH JIsS 20 &M AIAES 452 HL
ole YHE FLHSGHCH o2t JIHe XNsSE2E, AAZEL e #EHA Ol2=w HEeHE 0I2S,
MEXIC JIHE E&6ts M AMAES ZEES0| AlIAY B&HE AWM CIRUXIM, 0ls2 S
20 2= ZHS0l X0

BiS523 W& E <8 HE AXI (Information and Electronics for Scientists) 3:0:3(6)
etk Sstol 8202 Olahet SHAE Jl=sS2 fol UsSESUHH Est &8 JI=XNAS
MEstn FE2EX JIxJNss WRE.

BiS634 GIOIE HIOIA =& (Database Construction) 3:0:3(6)

IOl CIOIEBIOIA RS 8 AIAE FX A & ClOoIEHIoIA ZH JIEES =8ttt 2240l
HE-MH Z & Jleh AIAE 220 ol &HEL, OHES 23, =28 2, =28 2H=2 #4
Cl= CIOIHMIOIA &3 J1¥ 1 B0l CIOIEHIoIA S8 JI=S O0loHStC.

BiS651 & % AH2AZZ (Hearing and Auditory Model) 3:0:3(6)
S2 XU L Mgt S SEEe 22H0| He= JNES UE F, 22te H2AAIAHZS oIX s, S8
& U MSHe HEUAM CGEC HIdE, M2 S, 0tA2 (masking) & 20 23HE (s QN
AETSE E406t1, Ol HigEez &8 HADAS MAISCH £&, 012 2022 AAHE
dESt, AAH sS4deAlne 225 UEH

BiS652 QIZ2FA|Z2E (Human Visual Model) 3:0:3(6)
QIZtS] AIZAIAEES QXIS & M Hel 2EUAM CHECH Al 2tadE Ost aXdElt=
E Z4&G5tL, 0l HIE2Z 58 AUZLES HAIStCH &8, 0|2 E201202 2HE ZEG
4, AN gaelal 2 =XHe 222 UEN



