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CTP303 #38to = dolr = £3} (Culture Through the Eyes of Science) 3:0:3(6)
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CTP311 <IzFe] A2t 91A] (Human Visual Cognition) 3:0:3(6)
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CTP321 A2+ £d= 7]& 7] (Introduction to Computer Game Technology) 3:0:3(6)
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CTP371 £dl=7)83} A~E& "% (Contents Planning and Storytelling) 3:0:3(6)
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CTP372 H|tjoie} F3ld& (Media, Culture & Art) 3:0:3(6)

ol clzte] Eahsh BHe TS A4S GAsE AAA AN hFR G FHS AL
£ 4% mpelth ARkl BEo| ubet vt vhebe wWAN g Qzke] FaE mdn 1Y
2 A% w7t Ee,

CTP400 &3}71&38 57 (Topics in Cultural Technology) 3:0:3(6)
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CTP402 <4229 AFE ( Spoken Language and Computers ) 3:0:3(6)
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CTP403 #3837} o< A3 24 (Art and Science Interaction) 3:0:3(6)
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CTP404 29 A A (Creative Practice) 1:6:3(6)
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CTP405 tixX g3 &]Elx] &7 (Topics in Digital Heritage) 3:0:3(6)
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CTP406 <& 57 (Topics in Art) 3:0:3(6)
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CTP431 #AFE €99 7]% (Fundamentals of Computer Music) 3:0:3(6)
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CTP441 AL Izel (Game Design) 3:0:3(6)
Fe Alde] wkEo] A7) fJEiAE oYt Azt #3840 3ol Fasith oy oz HE9
O}O]QQE* FxAQ dA v A mYoE wE

Sof W AFHe] B Aol of £Ye AY
OAE 918 71 RA o' Felny vl AL AT I Roke §FHQ ofelr]e] EHe B
A ol® BEe: hF AW U AES QWA D ol

CTP443 E3V|&S 3 A7tat AFE A5 FL (Human—Computer Interaction for Culture Technology)
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CTP445 F7d4 (Augmented Reality) 3:0:3(6)
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CTP452 tx¥d F47183 tyx}el (Digital Performance Planning and Design) 3:0:3(6)
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CTP471 At3|AALEA (Social Networks Analysis) 3:0:3(6)
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HSS322 €93} & (Understanding Music and the Brain) 3:0:3(6)
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HSS324 gv| #8943} (Science Fiction Cinema) 3:0:3(6)
This class introduces students to the social, cultural, and practical significance of science fiction
films. Through close analysis of the visual style, themes and subtext of key films (and television
series), students will learn how to study and appreciate science fiction from different national
cinemas and gain an understanding of how filmmakers use their visions of the future to comment
on contemporary society and culture. This class includes guest lectures and interdisciplinary
content designed to explore the connections and influences between science fiction and real—world
science.

HSS339 <18Yl AFYAo]A (Human Communication and the Internet) 3:0:3(6)
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