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CTP321 A7t £"l= 7]& /& (Introduction to Visual Content Technology) 3:0:3(6)
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CTP403 &3} d=o] 4528 (Art and Science Interaction) 3:0:3(6)
214171 ’\]Eﬂxé/‘dé xshs 719=9 st ‘°6V°lﬁ‘r% tle= o]&9] o

2
fr
>v
i

Ho off

O
o
N

o;r o 0t (O J&z

do ™ ey 5

of ox g &

1o o ® do HE o

o
A,
N
By
R

CTP404 #23& A (Make Things) 1:6:3(6)
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CTP452 YAd34 783 tjz2l(Digital Performance Planning and Design) 3:0:3(6)
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CTP471 A3 AE24 (Social Networks Analysis) 3:0:3(6)
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CTP472 AAnto]el E3H(Social Media and Culture) 3:0:3(6)
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HSS324 Science Fiction Cinema 3:0:3(6)

This class will introduce students to the importance of science fiction films. Through close analysis of the
visual style, themes and subtext of key films from the historical development of the science fiction genre,
students will gain an understanding of how film makers use their visions of the future to comment on
contemporary society and culture. Students will learn how to study and appreciate films from different
national cinemas, and will gain a richer sense of how science and technology have changed film.
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