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Bachelor of Engineering Program in Multimedia and Entertainment Engineering
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- NANAVINYIDINGY 9 whein
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A, MuINIYIRNEINI (30 wuqefin)
nguAYIN1EDeNgE (9 niaein)

mhein (Usseg-UfUR-Anyimenuiag)

an. 101 nMwsangulutinuszaniu 3(2-2-6)
EN 101 Everyday English

an. 102 Mwganguluusuvmsdeny 3(2-2-6)
EN 102 Social English

an. 103 Mwganguluusunaina 3(2-2-6)

EN 103 Global English
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N1V IUTUINITNNWLAVITN (21 Widwin)

fin. 101
GE 101
fin. 102
GE 102
fin. 103
GE 103
fin. 104
GE 104
fin. 105
GE 105
fin. 106
GE 106
fin. 107
GE 107

mhein (Ussene-UiUR-Anwisienued)

yinwgnsAniiion1siSeuinasadin 3(3-0-6)
Thinking Skills for Lifelong Learning

anudunadior uagnisidsunlamesdan 3(3-0-6)
Citizenship and Social Transformation

wmealulaBuazuianssuiieaunan 3(3-0-6)
Technology and Innovation for the Future

guvssnmUguANzIieTIn 3(3-0-6)
Aesthetics and Well-being for Life

RustinsmsdiruuazUssinuiialidvesan 3(3-0-6)
Global Alliance and Emerging Issues

mmﬁmqmﬁL‘SuLLazmsﬂ’mmaﬂNs‘j’ﬁu 3(3-0-6)
Financial Literacy and Sustainable Development
Inyaunnududuseneunisuagyinuenisludin 3(3-0-6)

Entrepreneurial Spirit and Leadership Skills

Y. WUIRIVIUANIE (97 HUWNR)
nguAvINNU (45 wdBAin)

nauIINAENTUALANAAIEATNUFIY (12 iefin)

AN, 108
MA 108
A, 109
MA 109
Wa. 105
PH 105
od. 212
E 212

mhefn (Ussens-UHUR-Anyimeniuied)

uAaANH 1 3(3-0-6)
Calculus |

UARAGH 2 3(3-0-6)
Calculus I

Wandadelny 3(3-0-6)
Modern Physics

AmaransdusuImnssuTaRtiAsuaz B U B ULIUG 3(3-0-6)

Mathematics for Multimedia and Entertainment Engineering

NEUIWMIAINTTUNUFIU (33 WrI8Ain)

AN, 152
ME 152
. 121
Ml 121
ua. 122
Ml 122
ua. 212
Ml 212
ue. 213
Ml 213

AMSAYULUUIAINTTULATNITATUUUINADS
Engineering Drawing and Modeling
Tnwrnsadisassededaniiie

Creative Multimedia Skill
szuuARLRImasLarnsaeasetaRiliy

dein (Ussene-UJUR-Anwimeniies)

Computer System and Multimedia Communication

VLA GATARIIGHE N
Sound and Signal Theory
nssulUsLnIURBTaRiiie

Multimedia Programming

3(2-3-5)
3(2-3-5)
3(3-0-6)
3(3-0-6)
3(2-3-5)



ua.
Ml
ua.
Ml
us.
Ml
8.
EL
28.
EL
28.
EL
28.
EL
.

4.

Ml

4.

Ml

us.

Ml

us.

Ml

4.

Ml

4.

Ml

us.

Ml

us.

Ml

4.

Ml

4.

Ml

222
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230
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226
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mMsnandesafiiie

Multimedia Production

UftRnsnandotariiie

Multimedia Production Laboratory
NANAIIAALAZNITNAUINUAS1IETIA

Creative Thinking Design and Implementation
193sniuaz Bidnnsedndd mSunudunesmuiug
Circuit and Electronics for Entertainment
UfURNTsastiihuazBildnnsednddmivaudunesinumud
Circuit and Electronics for Entertainment Laboratory
STUURIRA IS ULALAZLEEN

Digital System for Light and Sound
UURNsTEULRIadmSuLaL Az EYS

Digital System for Light and Sound Laboratory
msaseuadadmiunsilugusznaums

Idea Generation for Entrepreneurship

nguIvMANIZATU-Uedy
LRUNISANWILUUUNG 31 Wiulenn
LAUNISANYILUUANNARNYY 28 vienn

123
123
216
216
217
217
225
225
226
226
231
231
232
232
316
316
317

317
325
325

mhefn (Ussens-UHUR-Anymeniued)

Aavzmsianiies

The Art of Storytelling
ARuNIMRNTInaudRALa Loty

3D Computer Graphics and Animation
UfuFnismeumimesnfinanuiifnazuotimdu
3D Computer Graphics and Animation Laboratory
nMafulusunsuuazansus

Programming and Scripting
UfuRn1sReulusunsuuazansus

Programming and Scripting Laboratory
Tnssassaifioniionisindeulmdmivanuauiia
3D Animation and Rigging
UftRnslassadudeideaiiensindeulmdnivauawia
3D Animation and Rigging Laboratory
weluladmadumesinumu

Entertainment Technology
anufidesduieriunisdnnunansas Bl
dwsugshadumesinuiuug

Introduction to Live and Event Entertainment
doadylndfunuAnuay nsussgnd

New Media: Ideas and Applications

3(3-0-6)
1(0-3-2)
3(3-0-6)
3(3-0-6)
1(0-3-2)
3(3-0-6)
10-3-2)
3(3-0-6)

3(3-0-6)
3(3-0-6)
10-3-2)
3(3-0-6)
1(0-3-2)
3(3-0-6)
10-3-2)
3(3-0-6)
3(3-0-6)
3(3-0-6)



we. 327 eavudilesudwmiuinusvivganuansaus 3(3-0-6)
Ml 327  Introduction to Hardware Creator

ANNSULHUNNSANWLUUUNE
yp. 481 Iassndenssuilafiifonastdunosinuug 1 2(0-6-6)

Ml 481  Multimedia and Entertainment Engineering Project |

we. 482 lpswArmnssuiladiiifelavidumesinuiiug 2 2(0-6-6)
Ml 482  Multimedia and Entertainment Engineering Project |l

0. 497  NITRNUNINIAINTIY 0(0-35-0)
Ml 497  Engineering Practices

ANNSULHUNN AN WL UUANN AN

whefs (Ussens-UHUR-Anwimenied)
. 483 lassnudminssudafiiifouaidunesmuiug 1(0-3-3)
dnsuaniafine
Ml 483  Multimedia and Entertainment Engineering Project

for Cooperative Education

v nen-taan (6 wiuawnn)
LAUNTSANEILUUUNR 6 W8
LAUNISANEILUUARN AN 9 wlenn
mhefn (Ussene-UHURA-Anwimeniie)
dmsuununsAneung

0. 326 Aauzlisudmiuidsiuazauni 3(3-0-6)
Ml 326  Music and Sound Appreciation

W, 328  NN1I9ONLUUIULEAILAZ LB IULD WROSINULLLA 3(3-0-6)
Ml 328 Entertainment Live and Event Design

we. 493 Beuamemdmnssuiadiifowasidumesinumud 1 3(3-0-6)
Ml 493  Selected Topics in Multimedia and Entertainment |

we. 494  Beuamemdmnssuiaiiifiouavidumesmuiiug 2 3(3-0-6)
Ml 494 Selected Topics in Multimedia and Entertainment |I

we. 495  dgwniiimwaimnssudaffifslagidunesinuluug 1 3(3-0-6)
Ml 495  Special Problems in Multimedia and Entertainment |

we. 496  Jymiimwnnaimnssudafiifslazidunesinuliud 2 3(3-0-6)
Ml 496  Special Problems in Multimedia and Entertainment |l

pa. 314  welulaggudluy 3(3-0-6)
I[E 314 Emerging Technology in Engineering

pa. 414 len1an1eginalminaznisnnauway 3(3-0-6)

I[E 414  Startup Opportunity and Planning
ed. 415  nsudmswasUfuRnsidugusenaunis 3(3-0-6)

IE 415  Entrepreneurial Practicum
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464
464
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465
466
466
467
467
468
468
469
469
470
470
471
471
472
472
473
473
474
474

ennssudsadosiunasnguiauss
Introduction to Audio Engineering and Music Theory
gunsaluazirTolovasnudes

Audio Equipment

WATANTHALNLEES

Audio Mixing Techniques

wiAtiAN1TUUANLEe

Audio Recording Techniques

NN990NLUULESY

Sound Design

Suwmesiinluassnds

Internet of Things
irsesilodmiunuidsssULuudiva

Digital Audio Workstation and Application
Hossufindesdugs

Advanced Studio Studies

DAERN

Acoustics

FEUUNNLAZ LN

Visual and Light System

walulad Taseadie il war nsiAdeud

Stage Flying and Rigging Technology
Audua ey

Mixed Reality

nMssaesnsiadeuln

Dynamic Simulation

nadeulusunsudndudtugs

Advanced Plug-Ins Programming

NNFLHULAZ NITUTITIANITIULEASLAZIIUBLIUY
Live and Event Planning and Management
nseenkuuUsTAUNIallaznITinduindaiugly
UX and Ul Design
mMadeulusunsuugunsaiiadoudi

Mobile Application Programming
MTIATIZAITULLaNsenLuUlUTINTY

System Analysis and Software Design
NseRNKUULArSTUUTIUtayakuulassaduazliilassasng
Structure and Un-structure Database and Design
Tauseivglurusiuladiifowazdunsmuug
Artificial Intelligence in Multimedia and Entertainment
NsSuARIHATRLAKALANNMINEYBITRYA

Data Visualization and Data Minding

3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
3(3-0-6)
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AlE
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AlE
.
AlE
.
AlE
2.
AlE

Ae.
CE
Ae.
CE
Ae.
CE
AR,
CE

us.

Ml
us.
Ml

arl.
Cco
Uv.
Ml

475

475
476
476

nsUszandldnuaunsaldmiunusnimnssudafiiae 3(3-0-6)
LAZLOULABSINULIUG

Applications in Multimedia and Entertainment Engineering
syuuanuiuaaendemslaueswarnistestus 3(3-0-6)
Cyber Security and Protection

ANNSULNUNSAN LU UANN AN

301
301
498
498

WWSBUEVNAANY 3(3-0-6)
Pre-Cooperative Education

a = a v aa A < s [
AVNIANYININIAINITUUDAULALASLDULADILNULUUA 6(0-40-0)
Cooperative Education in Multimedia and Entertainment

Engineering

ngudvln (15 viaefin)
YnAnwianusaaenseulaain

1) nguiniazdmnssumansiuabiduiviv vie

2) nauiwivemanansduiinaedmnssumanseulinlmduivin
* nsUSuilasusenlunguivin eglugasiidavesnnud

ngudv naumsnaulusunsudszanduazUyguszivg (15 widaein)

whefs (Ussens-UHUR-Anwmeniied)

211 MIRAINRYIA 3(3-0-6)
211 Digital Marketing

311 lassasveyauaydaneiiiy 3(3-0-6)
311 Data Structure and Algorithm

313 szuupIudeya 3(3-0-6)
313 Database System

464 UyayUseRugieussand 3(3-0-6)
464 Applied Artificial Intelligence

467  NTIATIZNUAZODNLUUTEUUETAULNA 3(3-0-6)
467 Information System Analysis and Design

nguv InaugendLIsuasEUUNGNWS (15 wilefin)

423
423
451
451
452
452
463
463

mhein (VTsene-UfuR-Anwimenuig)

sruugIutoyauazafttayarun e 3(3-0-6)
Database and Big Data

waluladadstoyavuinlviey 3(3-0-6)
Big Data Technology

JEUULATUIENALLLLALLATEVIEULDS 3(3-0-6)
Cloud and Sensor Networks

NMyIATERdeanIegnakarnsUssendly 3(3-0-6)

Business Analytics and Its Application



AR, 468  N1SWEULUTWATUUITEUUNGULLY 3(3-0-6)
CE 468 Cloud Based Programming

a =) = ] a
A. KNIV ADNLET (6 WidIwnn)

HnAnwagdeudeniseudnidonasTuwaiutesnii 6 wiieia 9n3uanee Nilaaeulunninenay
n3enn uarAnzeudAbilvividenias



A8 U IEIN
n. vadvAnwaly (30 minein)

NguINIWBINgE (9 wiein)
an. 101 awdanguludinuszdniu 3(2-2-6)
EN 101 Everyday English

Anstunnsllassairsiugiuuazduaunwdinguildludinuses iy Ysenoufenisyauus
putesiazlidoyadini msusTneyadndnuvay myniaiesiiauls iFesiiiunureunazismdndugiui
votusazau dinmsuansauAndiuludenialy Snsimuinuzasya n1sils n1381u uarniBeudieds
\BYIUINIg

Practice basic language structures and everyday expressions, including how to give informative
self-introduction, describe personality, talk about interests and personal passions, as well as how to
express opinions about general issues. Enhance language skills-speaking, listening, reading, and writing—
through integrated methods.

an. 102 ,Medanguluusunvnedany 3(2-2-6)
EN 102 Social English

Andunisyanaznisidoutstloanasdiuiuildidulsedn ienisiivjduiusniedany
nsuandsudeya mswisuiiiou uazniseunsanuAnifeafuizessne o luusunmedenuuazgsia Tng
datunsiawyineenseduMewaznsiaue sewaluladuazanufnaseasse

Practice speaking and writing frequently used expressions for social interactions, exchanging
information, making comparisons, and explaining ideas in social and business-related contexts, with

emphasis on developing discussion and presentation skills along with digital skills and creativity.

an. 103 ;wdanguluusunana 3(2-2-6)
EN 103 Global English

Anunisussersuszaunmsallaeseyieazifenaivayy waziansauniuielfudin
mnuiduey msvihau wazussutamilusgiuana nesgatunsiamuiinug msdeansseningiansssy uas
msfeanslulanddva Faddysensdunadiodan

Intensive practice in portraying detailed experiences and expressing opinions about living and
working situations, and discussing global issues, with concentration on intercultural communication skills

and digital communication skills, which are vital to becoming global citizens.

NEUAIPIYIAUIMINNBLIVAN (21 wein)
. 101 vinwznisAniitensBouinaendin 3(3-0-6)
GE 101 Thinking Skills for Lifelong Learning

Anwmgud] ndnnsveanisan WauinisAnegruduszuu 917 nsAaddnng n1sAnadeeassa
A5AAIASIZA N1sARdUATIER MsAnuidyn Wudu saudinsidenlesmnudnwazaunsadeniaiesie
anwAnfinzanluyszendldlutinusedriu mavhaouraznsiSoudnaoninlsogieliussansam

In this course, students will learn about theories and practical thinking tools such as critical
thinking, creative and innovative thinking, analytical thinking, synthesis thinking and problem-solving
thinking, including how to link and select appropriate thinking tools and effectively adapt to their daily
life, professional undertakings and lifelong leamins.



an. 102 eandunailes uaznsiAsunlasueda 3(3-0-6)
GE 102 Citizenship and Social Transformation

AnwiAnamang audnwar 3ns wihiuazainmuesarndunadloimudaulve dsnulanuas
Fsmupunilutlagtuuareunan 1y dannAdsia daunyiamsssn Wudu Wedisunisiwasunawesdsa
#199 TudaSouituidin dunndenfidimasrioguaniy 4 17 Ao ne Ta danw waz Jgya Wenfeudiusiey
sfuipuludsalsognsdamnuguuarliidonfouidu

In this course, students will learn about definitions, attributes, rights, civic duties and freedom
associated with citizenships and social transformation of Thailand and global communities in current
times and in the future, such as digital society, multicultural society. To be able to live peacefully and
happily with others, it is important to understand evolving changes and learn about 4 dimensions of the

environments affecting health, namely, body, mind, society and wisdom.

an. 103 waluladuazuinnssudiieawian 3(3-0-6)
GE 103 Technology and Innovation for the Future

Anwunum W Msiviiu sawdensuszendldneluladuazuinnssususiieg Agadiunis
W miAsludeuadelnl nansenuiifidensdniuiin deu uaziasugia aaenudnunislivsslowd
LLazmiﬁmﬂiaw%’wéﬁumqﬁmmﬁLﬁmmﬂmﬂu‘laﬁuazui’mmiu

In this course, students will learn about concepts and innovative technology and applications
aiming to better a quality of life of people in a new society, including how technology and innovation
affects our livelihood. The course also covers information on intellectual property protection as a result
of technology and innovation.

A, 104 guvissamiugungiiiedin 3(3-0-6)
GE 104 Aesthetics and Well-being for Life
FouinsliTinedsfinudanauAalzuazanssutunuinis WasmuedlvalluiFesgunionm
ARedasfuiiauardinuannanualyeng 9 uagfim ﬁﬁmasiams@ﬁ’qaq@ﬁﬁ@ﬁiﬁ GAGHIGER YRR
In this course, students will explore relevant theories and concepts of aesthetics related to
life and society and learn to cultivate positive outlook and attitude and understanding of different forms
of taste and beauty, which will enhance their perception of diversity and enable them to appreciate art,
music, literature, images, films and other forms of art. Students will also learn how to depict their
imagination via communicative design using images, colors, calligraphy and other related tools to create

value-added identity and characteristics to services, products and media.

An. 105  susinsymsdiauuavyseinuinlmivedlan 3(3-0-6)
GE 105 Global Alliance and Emerging Issues
AnwinmswauauimdessdiuunniniaasvgiaaznisidesiidmansenudenisiudsuuUag
msdinuuayiausssuludiaulan Lﬁavﬁﬂwsuﬁua’?ﬁiyﬁLﬁm%ﬂm%wswmﬂaﬂ
In this course, students will learn about international economic and political collaborations

and developments affecting/constituting changes globally, in order to understand key global issues.
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. 106 AuEMeNsuLazAsWaLoE 9Ty 3(3-0-6)
GE 106 Financial Literacy and Sustainable Development

Anwinsdanisuazdndulanianisduegnaliuss@ning ﬁu’qmﬁmmimiﬁudwqmaLLazmiamu
ssnsiaeg1edsty Tnsgadunisysunmsesdanuifiaenndesiuuiuniug gusu wasdsaududidy
Wislfudstymuazuumensudlvegnadususssm

In this course, students will learn about management and effective financial decision
making, including personal finance management and sustainable development and personal finance
literacy, with special attention on integrated knowledge for local community and society, in order to

highlight key issues and offer practical solutions.

An. 107 %m%z:giyﬂmmmLﬁuﬁﬂizﬂaumma%ﬁﬂwmn@uﬁﬁﬂ 33-0-6)
GE 107 Entrepreneurial Spirit and Leadership Skills

Anwazimuinudnuasiiddglunisaiedniygrunsiduiusznouns Tnafunsanuuy
Wves Usgnoufemsiinnudnaiieassd uaznmsuamenlenalunmsSuuazdiiuion sedeiianssmnay
W55 finnefihitanansnthuasyhanuuiiuldereiussaving seud wazndrdindulaviusenniss]

In this course, students will study and develop important characteristics of entrepreneurial
mindset, with an emphasis on a combination of creativity and entrepreneurship and explore
entrepreneurial opportunities while learning about business best practice and ethics including leadership
skills and qualities, effective leadership characteristics which will enable them to effectively work as a

team and be able to make well-informed decision when required.

¥ NNV URNE (97 wU8hA)
yunu (Core Course) (48 i28nn)
nguiAnemansuazadindansiugiu (15 wiiefin)
ARd. 108  uAAAA 1 3(3-0-6)
MA 108 Calculus |
dfi Anusieilos mIveyiudiarnmImbuiintavesilsdtuduinatwaznsuszgndldaumnada
#1199 ¥IN138UTNTN untgn1sBuiiinsnidadu sunseuiUaiduiinia nsuszendldeuius dufmesiliun

Wosy
Limit; continuity; differentiation and integration of real-valued function and their applications;
techniques of integration; introduction to line integrals; improper integrals; applications of derivative;

indeterminate forms.

A, 109 uAARNd 2 3(3-0-6)
MA 109 Calculus Il
Usdunien :  asuld A 108 vise Sualue
QUUBLTIAMINAER TAAULAZIYNTUYDITIUIUITY NINTLIBUUVUBUNSUNIaaTvaaTlenTuyagIy

U e
a a aa

N13BUMNTNTIUAVANMLTIVY NYANAVDWIAMDTLIUTEUIVAINER IdUkarTEUIU wazuRIluUIalaud
nsmeyiusuaznIsmaufiniavesilantuduinnes wazn1sussendldnunnagdaveilanduiasaresans
AU unandavesileidurasavesvangfiinys
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Mathematical induction; sequences and series of numbers; Taylor series expansions of
elementary functions; numerical integration; Vector algebra in three-dimensional planes, lines and planes
and surfaces in three-dimensional spaces, derivatives and integrals of vector functions; Calculus of real-
valued functions of two variables, calculus of real- valued functions of several variables and its

applications.

wa. 105 Wandadelud 3(3-0-6)
PH 105 Modern Physics
namansvesuduazvedlva namanivesnsiadouiivesruuasndaeu luuuduuagnisaa nmsyuly
2-3 fIf warnansveainguiwnse aunaainuarandfilnavesarsnamansuesiva aunisuusyaduaznisiily
Uszgndld msiedouiiuuuasluiinediaine aduna indeudivenau adudls audinuieuresans nmsdeainy
Sou wlwdnlifl uas 299snszudliladu winnsvesdidnvseindidesdiu Waueans nquiiawes uan1ae
wiufiulm ngeaeduns Wandealva TWsunsudnaesvgnisaineildnd
Solid and Fluid mechanics dynamics of movement and energy. Momentum and impulse.
Collisions in 2-3 dimensions, Strong object dynamics. Static Equilibrium and Mechanical Properties of
Fluid Mechanics Bernoulli equation and its application. Simple harmonic, mechanical waves, standing
waves, thermal properties of substances. Heat transmission; electromagnetism; light; alternating current;
circuit; Basic principles of electronics; optics; laser theory; pollution; earthquakes; moon theory. Modern

physics and simulation program.

pd. 212  ederdnsdmsuimnssuladiifowas o umeSnuILus 3(3-0-6)
IE 212 Mathematics for Multimedia and Entertainment Engineering
F1sAuneu - @ould Aal. 109
auNsUNSES MsuUanlises nsudasanumauaznsussend aun1sdseuiusansdiy auniseyiusdes
nsBuwmesimadu adfdwiuienssumans n1sussendadinaansiulymnienuicinssudaiiifeway
Wumesimuud 1w nsiwaziansludnvesdygalegldounsunises [Wusu
Fourier series, Fourier transform Laplace transformation and its application ordinary differential
equations partial differential equation. Interpolation Statistics for Engineering Application. Mathematic

problems in multimedia and entertainment engineering. Signal harmonics using Fourier series.

naiu%%ﬁmnssuﬁugm (33 wuqenn)
An. 152 NS TgULUUIMATINLAZ NTATNLUUINE0Y 3(2-3-5)
ME 152 Engineering Drawing and Modeling
VANNIT00NHUUKANISTEURUUIAINTIN WINTFIUNITeuRUUTeIlELazaIng N1SWgulUUII
NMsWguN NIy waenguld udnnunnewazguyssnlunsled msldusunsureuiiawesesniuulunis
a5791UUdNa0e dodliAuazaiuila
Lettering, orthographic projection, orthographic drawing and pictorial drawing, Color theory,
including the meaning and aesthetics of color. Computer aided design for modeling two-dimensional and

three-dimensional.
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we. 121  Vinwenisaduassddedaniiie 3(2-3-5)
M| 121 Creative Multimedia Skill
anudiluiiefudesiadiiie nsUszgndldiadiidouasiinvzniseenuuudeassdd awii e
TUsunsuUsEgnd 19U Maya Photoshop Adobe Illustrator Ludiu uazguvsemaninisiuidonnuszamdua
e sl nseenuuuaeidu fdnws mmnfin nmedeulm saufunisadesiusenausneg ey
penuuUdsnseuaguMslduiuLas A uazides Inglindnnisdiudeussaudiugld wazuszaunisaives
Al
Principles of Multimedia Comunication. Multimedia Applications and skills in 2D, 3D design. An
applications based for design example. Maya, Photoshop, Adobe Illustrator, etc., the aesthetic perception
of media through different senses, color, line design, typography, graphics, animation. Creation of various

components of media design light, color and sound applications on user interface principles and user

experience.
e, 122 SzuUARNumesLavnsaeanseasTaniiie 3(3-0-6)
M 122 Computer System and Multimedia Communication

Tassadrsuavandnenssuitugruresnonfinnes tugiussuuidtaneufinnes assnaansidosdu
nmsifivsiaddluneufiunes vinvesmhsanuduaznsinfvieya vlinvesgunsaidunn-lodnauas
nsRnsedld Augruvestadfifieluguuuuvesdetoyauinsine gunsniuasmaluladifadiide n1sdnnistoya
fadilide n1sulasuardudateyaiiniiine seuuinIeigvesnauiiames n1sussendldmauiinesivauy
mesnuanipielutagtu

Structure and basic architecture of computers. Digital Computer Fundamentals. Elementary logic,
Instruction codes on a computer, Types of memory and storage, input-output devices and user interfaces.
Fundamentals of multimedia in various types of information media. Multimedia and technology devices.
Multimedia data management. Converting and compressing multimedia data. Computer network. The

applications of multimedia.

we. 212 vgudnanuasides 3(3-0-6)
Ml 212 Sound and Signal Theory
mmﬁugwuLﬁ'&J’af‘ﬁ’uﬁ'zyqnmmwﬁmaﬁmﬂﬁmﬁaﬂqmauﬁﬁﬁuaﬁmmmﬁmLméaﬁ%ﬁmumLLazﬁ’wé’q
Nuvesdyaandesanludnvesdygrandeinissuiideweyudlelaopafnviavesianarsiudeyaides
dunnaneurdeniasiava nsadiudesuuIUlUUTEUUEISUTIANNS
Basic knowledge of signal, sound wave theory, principles of sound and signal, sound source,
amplitude and power, harmonic, human perception, psychoacoustic, types of audio signal storage

medium. Analog and Digital signal. Sourround and Immersive sound.

we. 213 nsWeulusunsudelaniie 3(2-3-5)
MI 213 Multimedia Programming
wuIAALAEVENNTIEUlUIUNTURUFIN S2uTTENTHazTunauveINslsulUsuATY (se1d8UTs,
NW151A03, NANNITAUA) AIFIRIVANNUIU odIaU Mslsuilentugasuasndnn1sinaudainglosdiu
wwIAnlunsUszgnAMaTsulusunsudgmiununenudaiiivie sauninsdeullsunsuludnvausvosansiuy
TUsunsunnamuiiaffinsuazwatiugy
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Principles of programming concepts. Process and procedures of programming ( method,
parameter, return value), basic control statement, arrays, sub-functions, and principles of object-oriented
programming. Concepts in application of programming for multimedia applications. Scripts of program on

multimedia and animation programs.

wo. 222 nswAndedaAfife 3(3-0-6)
Ml 222 Multimedia Production
dsduneu . aould we. 121
nszuINNSWAndeiafiiie nnsesnuuuLariauAetaRlifie N153ATIRIL N15I9EIIN 115919
TrsaiFes nsadeassdnau wdesdielunswdndediafiiie Sufussuunsussnananuuutstuninenssm
130118 M3UszgnduuAnifunisndndedaiiifelusnuiudinw nmsdauans msienenantu
Bumesifin (Live Stream) Usznaufiunmisiiausuuudeusza
Multimedia production process. Multimedia design and development. Pre-Production and Post
Production, work flow planning, story planning, creative production. Multimedia production tools with a
network- based. Resource shares on computing system. Applications of the concept of multimedia

production in events, exhibitions, live stream, and multimedia presentations.

we. 223 UftAnsHAndesaAtiAe 10-3-2)
MI 223 Multimedia Production Laboratory
Fdadunew :  asuld we. 222 viselSyumueiY

'3

Ujusnsldnsesliolun1sndndedafiiine n153nssngUkuunsasassrnudadaniinelvnseiu

Y
U a

amnudesnisvesnguiiming nsldaouinwmeslumswandesfaififesiniuszuunsuszananauuuuysdy
n¥nensriuaiotns Bnslindestufinamis Bnsldndessufinamadeulmn mstuiindes mmsdawen
foya uazmsUszgndlddesantidelusuiudioug msdauans msdenenankudumediin (Live Stream)
Uszneudumsiiaueuuudeysya

Practicing tools in multimedia production. Analysis requirement to meet the needs of the
customer. Computers in multimedia production with a networked. Resource shares process system.
Camera, Sound Recording, Pre-production and Post- production works. Applications of the concept of

multimedia production in events, exhibitions, live stream, and multimedia presentations.

19, 230  MANNITAAUAZNTNAIUIIUASNETIA 3(3-0-6)
M| 230 Creative Thinking Design and Implementation
nsUgnilimnuAn3Buaineassd duadunszuiunsiauiauAndeaiisassduasnisaniingg
WININY nagnsiiun1sesnkuy azksstuaalalunisesnuuu lng n1ssiusivdeyaiinsiendaasizideya
eruuslanddeulomenisesnuuu Bnslusasiauinuslunisihanudeadsassiunesniuukasiauide
goniioaisassAnanuliidususssy duuszaumsalfldanunazdndadedldamu (Ux/u) ielvineuland
Arudesnresldinuinnd ey
Process of design developing, creative thinking, critical thinking, design strategy and design
inspiration on data, analyzing and synthesizing data to determine the problem on conditions.
Development skills for creativity design tools. User experience and user interface (UX/Ul) for each type

of users.
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pa. 218 1uslvifuazdidnnsednddmiuanudumesimuluug 3(3-0-6)
EL 218 Circuit and Electronics for Entertainment
nnuasnguisestiihidesiuy nguedeviu npuennesveni Tunuasiuy Wudu auauifdosdu
votlalonuarueadh Anaulivemiuiamesuaznisidau nmsldeuesdueud ledlnuwes Swduazueaines
nsUszgndldnunsesivihuazisesdidnnsetdind ieldlusuaieassd
Basic electrical circuit theories. Ohm's Law, Kirchhoff's Law, Node and Mesh, etc. Principles of
diodes and LEDs. Transistor and applications. Op-amps, IC Timers, Relays and Motors Applications of

electrical and electronic circuits for interactive media.

ea. 219  UjdRnissasinihuazdidnvseiinddmsunudumesinuiuug 1(0-3-2)
EL 219  Circuit and Electronics for Entertainment Laboratory
wdadunew :  aeuld oa. 218 vielTeuAIUATY
Ufthnmeaedludeanguedioriu nguonaeiveni luuasuy auantiidesiuredlalonuasuon i
Auantfvemudamasiaznislidanu nisldnuesvuend ledlnuwes Siaduasuaimainisussandldu
2995l uazasBilnmseding ieldluanuadsassd
Pactice in Ohm's Law, Kirchhoff's Law, Node and Mesh, etc. Principles of diodes and LEDs.
Transistor and applications. Op-amps, IC Timers, Relays and Motors Applications of electrical and

electronic circuits for interactive media.

98, 226  SYUUAINAEASULAILALLELS 3(3-0-6)
EL 226 Digital System for Light and Sound
Audeduneu . @auls 9a. 218

Y

szwmimmzﬁ%m’lmamﬁu La%i’]u@hﬂ"] msuﬂaﬁag@muauzﬁaﬂL“f]uﬁ%ma Y mm‘dmé’muiyﬂm
aa v < [ ¥ aa v = ¥ o W ¥
AANaLdULLAUEABN ﬂ"li‘Ui%EJﬂm‘UQ’IUSSUUWQVIﬁSLuﬂ’WLLaQLLa%L’dEN 3$UU MIDI 98310aU83 MIDI LLa%ﬂWﬂ‘Uﬂ’m
MIDI Tuaunsianssinge) watansdaunsiziidessyuunavia

Boolean logic and algebra, hexadecimal numbers, analog- to- digital and digital- to- analog
conversion. Digital applications in light and sound, MIDI systems, MIDI limitations, and MIDI applications in

performances. Digital Synthesis Techniques.

Pa. 227  U{URNITEUUAIRE M ULALaFe 1(0-3-2)
EL 227 Digital System for Light and Sound Laboratory
Fwdadunew :  aeuld oa. 226
UitRnmeaeduies aodninn nsdeasuuy evddlasiia uas Sslasila nislden MIDI gunsal MIDI
19938UNE-L19Ne dmsulsvendldau MIDI melulasreulnsiaes
Pactice in logic and algebra. Asynchronous and Synchronous Communications. MIDI Applications
MIDI Devices Input-Output Circuits for MIDI applications with microcontrollers.

ed. 322 msasewnAndmsunsiluduszneunis 3(3-0-6)
IE 322 Idea Generation for Entrepreneurship
Anwmdnmsdosiulumsadisuunfanisgsia mafansesuuAnmegsia msienesianudulld
Y9UUIANNNGIAT N1sUnTesuurRnnegsivmensdnnsnindgdunedygr swlvinisdwininuanig
gsRalugmssusuRamsegisUszauaudSanazdy
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Study the basic principles of creating business ideals; Business idea screening; feasibility analysis
of business ideals; protection of business ideals with intellectual property management; applying business

concepts to successful and sustainable start-up businesses.

AAN12A1U-UIAY (Major Requirements)
(WHUNITSEULUUUNG 31 wuenin)
(BHUNSESYULUUANNIANET 28 VUENR)

wo. 123 Aavzmsianises 3(3-0-6)
M| 123 The Art of Storytelling
Anwfiansanuaznisasadesdioldlunsieasinuderisuufnresnisaevensessdioldly
nsussreanuian maideuleaiessn msahaussiuaale msaisaneiuese nismaluladunldlunis
l@nFessuazienenauddn sumanalulad vie 1Wgunsaimaluladifudiutaslunisidnios e
Uszendldluaudnudumesivmuuud
Story for communication through various media. The concept of storytelling to use to describe
feelings. Story inspiration, storyboarding, storytelling with technology, technology devices in storytelling
to be applied in the entertainment field.

. 216  maudumesnImnaudfLasl et 3(3-0-6)
M 216 3D Computer Graphics and Animation
Fdsduneu - aeuld we. 121
AnwINszuINNISNERNUAUN TN LTALAs ke LT mimﬁmmuaﬁm%’u%uﬁugm wAlAN1TA3NS
wuushassnsthlinauagnslaiufinfemaiafda edssandiunistufazes uasnisldieiesiosey
Tugensiuasnmstulinaninsgiu msuananwauin wasaine madanisliuannam
3D graphics and animation. Basic animation production. Modeling techniques, model molding and
digital textures. Character sculpting and the tools in standard modeling software, 3D visualization, lighting,

shading techniques.

we. 217  UfuRnismeuiamesnsfinanulifuazuwetiutuy 1(00-3-2)
M 217 3D Computer Graphics and Animation Laboratory
Fdadunew :  asuld we. 216 viselSyuAIUATY
Hnvinwedfialunisaswdidsznaudie 9 vesununsiin 3 17 agldlusunsuasaniwauidi wu
nsaddazas Msadieain nislatagiuialiiuing wadansaiuuusiass makaninwauda wasad
wellanstrnasannn Wusy
Pactice in 3D graphics and animation. 3D visualization programs such as creating characters,
creating scenes, adding textures to objects, modeling techniques, 3D visualization, lighting, lighting

techniques, shadows, etc.
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we. 225 madeulusunsuuazanIud 3(3-0-6)
Ml 225 Programming and Scripting
Fdadunew :  asuld we. 213
AnwiBn1adeulusunsuaniud funuiudomudii ndnnsiiugiunsdeulusunsy duus ns
muRunsvhnuwedusunsy nsldnulugaumsgrusaslugansdeauidi ma@eulusunsuviauduilaidy
#14 9 lusUuuuldnduditsesiumehaudnudoauin
Programming scripts with 3D media. Fundamentals of programming, variables, control statement.

Standard modules and 3D media modules. Programming with library functions and plug-in for 3D media.

we. 226  UHURNsWenlUsUNIULAzanIUs 1(0-3-2)
Ml 226 Programming and Scripting Laboratory
Fwdedunew : aeuld we. 225 viseiSumIUAiY
UftRnsmeasamsianlusunsulnmeutunuiudeaudid Inseuaunisinuvedusunsusiudy
msldauluganedesuiii wandoulsunsniauimsuilsiduing 4 luguuuuudndudisessumaiau
fudeanuiin
Experimenting with Python program development with 3D. Scripting for 3D media modules.
Programming with library functions and plug-in for 3D media.

wo. 231 lassahsieileadiontsindeulmdmiunuauia 3(3-0-6)
M| 231 3D Animation and Rigging
dsAuneu :  @oaula we. 216
Anwinsadrlassadudeiieaiionneadeulmdmiuiagasildmiluinnsgiugnaimnssy IK/FK,
Custom Rigging fﬁwaENmim?alauvl,mﬁmﬁauﬁwaﬁmqLLazﬁqﬁﬁimaﬂﬂIﬁJiLmiwwéﬁumwLﬂﬁaulwa 3 3R Az
nsadegalasearaiienisiadeulmdmivluniifenansesnnisersuainioUssgndlasiaiiaiionns
wisulmdmsuaddiTin waruwmansilumadildannsadlvansaldaululusunsudug wu Unity
%39 Unreal
Continuous structures for characters movement in industry standard IK/ FK, Custom Rigging,
simulating realistic, motion on CAD, 3D animation programs, Structure sets for faces movement to express
emotions, structures of non-living things to movement. Export model for other applications such as

Unreal or Unity. Export model for other applications such as Unity or Unreal.

we. 232 UfAnslassarsdeionfionsiadeulmdmiveauia 1(0-3-2)
Ml 232 3D Animation and Rigging Laboratory
Fwdadunew :  asuld we. 231 visalSumueiy
Anvinuzuftalunisaalasasteioniionmsindoulmdmiviagasiasinsindeulmilmieu
3wesinguarddiiindonmedoulm 3 iR uaznsauedeulmdmivluniiilewansoannisensuainio
Uszgndlassanaiienisindoulmdmsuadsifidin wasuumenshluealldsuiulusunsudy
Pactice in structures for characters movement used in industry standard IK/ FK. Realistic motion
on CAD, 3D animation programs. Structure sets for faces movement to express emotions, structures of

non-living things to movement. Export model for other applications.



17

we. 316 wiAluladnadumesivuug 3(3-0-6)
M| 316 Entertainment Technology
Anwnfeafuanudiiugiurenaietienoufinned nsdeudeididindodisdumediidn ssuuuas
Wslnaeadeansiiddgluniedredumesidndmivgunsalviosumssnudumofinumud aluladns
BuwosmumudluthgtuussiiridgiRty nsdifnwessnmainaluladuldlununsdubune S
Computer Networking and network configuration.  Protocols and communication on
entertainment system. Emerging entertainment technologies. Case study of technology application in

entertainment.

we. 317  eanudilesiuiediunsinnulanuazdluidmiugsia 3(3-0-6)
LDULADS NULLIUA
MI 317 Introduction to Live and Event Entertainment

dsduneu :  aeauld we. 227
Mé’ﬂmiﬁugm’lumiaaﬂLLUULLas%’mmLLamLLawmﬁnuﬁ Maades nyeTeingudmvang anug
fugrunergsiafsrtumsdnnuuansuazaudiout msdsesduiuduaznisTavaniudeamisiigg nse
whem NMsdareudsnauns whenularesdnsiieadesiunsinnulaniaznuioug
Fundamentals of designing and organizing exhibitions and events. Storytelling, audience analysis.
Fundamentals business knowledge of organizing exhibitions and events. Public relations and advertising.

Music concert agencies and organizations involved in organizing exhibitions and events.

ue. 325 deadelmifulinAnuaynsuszgnd 3(3-0-6)
M| 325 New Media: Ideas and Applications
Fdaduneun : aeuld we. 121
wnAAgfuMseenLUUTTUUURA U IidenTsiuuinnssudoasislnd fonsussgndldinaliulad
Avauardodafiiis sudimaiauwezadeanindlalunmsdoulusunsuiionuausidaund d o tilendn
wazUszgndliuinnssudmsunudiom nudauans wazdouuuujduiusluguuulg
Concept of interactive media system design with modern media innovations. Applications of

digital technology and multimedia. Hardware programming control for new events, exhibits and interactive

media.
we. 327  enuiiUesiudmiuinuseivganusniawis 3(3-0-6)
M 327 Introduction to Hardware Creator

FwdsRuneu :  aauld we. 122

szuuuazlUslnnoadomsiiddnlunietsdumeidndmivgunsalvdenumeiudumesinusmd
$rufumaluladadelng Augiundnnisiinuneslassadisveslulasaoulysaiass nsuszgndlde
lulasmoulnsameiuazaouinmoilunisaiugy msusulswdousuasugunsaieniaurfilonsuaussnii
Foanslunisldiou msanssiiiddomseinddosiu wWeldnuimiugunsallulasreulnsaiaes aiy
nsUseendldnulueuaunisuanduas & Fes uazszuuufduiug ionsdauanuazanidio

Systems and protocols communication in the Internet network for devices or entertainment work.
Modern technology. Fundamentals of microcontrollers. Applications of microcontrollers. Improving or
modifying hardware devices to meet the needs of use. Basic Electronic Circuit designed for microcontroller

devices. Applications in light, color, sound and interaction systems for exhibitions and events.
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we. 481 lassnwimnssudafiifeuazidunesinuuug 1 2(0-6-6)
MiI 481 Multimedia and Entertainment Engineering Project |
(FnTuskuNTEEULUUUNR)
Joadunon . Duilnnududi 4 uagldsueyiRandaeu
MHukazoanuuulATIuLarassgUnsal isessuumAmnssuaAiifeuazidunesimuaug (ul
anvng) dnsiauslassunazevunaonausisugUnsaliieg Adesninilodniunislasanuiamnssy
TaRflifouazidumesnuIue 2
Project planning and designing. Electrical equiptments or systems development (in the final year).
This includes project presentation and report as well as preparation of equipments to carry out the

multimedia and entertainment engineering project |l.

19. 482 TAs9913fnIsulafiifunazdunosuIug 2 2(0-6-6)
Ml 482 Multimedia and Entertainment Engineering Project |I
INUSULNUNTHS S ULUUUNR)

ydadunew :  asuls we. 481
dulpssnuisadissaniassnudmnssudadiifowas idunasinuaud 1 sessndunisasisgunsal

(
3

AULUUIUESIUSYI0! nFouvivinsnaauanadeugUnsalfiukuusoansdnusnelaseu
Continuing Project from Multimedia and Entertainment Project I; complete the construction of

the prototype device; reporting and testing the prototype device to the project advisor.

. 483 lasesdmnssusaniifelagidumesinuuidmrsuannafnw 1(0-3-23)

M| 483  Multimedia and Entertainment Engineering Project for Cooperative Education

(@S ULKUNITISBULUUERNAANY)

Jdaruneu . a@euls €0.498
Julassnudiseiissnnnsadunulydmaniafinemaimnssudaniifowas S umesinuuusas

1%
L4 % U o

Undnwdenimanuiildainnisianiafneiunadramieusuussliiadauiysal niouivisenunazi

Y

a

LAASHAIIUADANENTIUNTT
Continuing Project from the Cooperative Education in Multimedia and Entertainment Engineering;
students must bring the results to build or improve in order to complete the project; this includes

submiting the report and demonstrating the prototype to the project advisor

9. 497  MSHNIUNINIAINTIY 0(0-35-0)
MI 497  Engineering Practices
(@msuinunsssuLuuUng)
nsnawdmnssuluaniifeites agldnisguavesimnsidussaunsalussirusgnienvunse
' I3 | v Y] ¢ ) & & o = v % &
wheeuswns  Wunatedstey 6 dUavi wise 180 Talue MstllasdnAnwdeslansamiu S
An engineering internship in a related field Under the supervision of an experienced engineer at
a private company or government agency. The internship duration is at least 6 weeks or 180 hours. To

pass this course, the students must obtain a grade of S.



19

AV NANIZAY - L1dan (Major Electives)
(WHUN1SEIEULUUUNR 6 MUIENA LAY LAUNISISEULUUANNARNYT 9 WUEnn)

9. 326 Aavzloudmsuidsalazauns 3(3-0-6)
M| 326  Music and Sound Appreciation

asfUsznaUALRS 1E8e 1an Yues deslszanu ssuudoanas fduveanas indewmuns Sulnd aued
WITUU ANwarved UseiRnuninziunn dUseiusinas guniemans naenaun1saalseaunisainieiny
auvderlunmslfidouaznas ieluiiugumsassassdnmsaides

Music composition, sound, music timing, melody, harmony, music system, music colors, musical
instruments, symphony, descriptive music, sound characteristics western music history, composer,

aesthetics. Creating an aesthetic experience of sound and music. Creating music storytelling.

W, 328 MN90BNLUUITULAAILAYIIUBIU IS UL UADSINULIUA 3(3-0-6)
Ml 328 Entertainment Live and Event Design
nénnsiuglunsesnuuukarnruLanwarBwIWuB e fmuud Tnsendenisaauau
uwas 3 1@ waznisidides nsfdlAnwIveIN1sInIUlusULUUAI9Y miu'%‘msmwﬁLﬁmm‘ﬁugmuazmi
Uz a8 u8In159nIU
Fundamentals of designing and organizing entertainment, events. The design layout of floor plan
by light, color, sound control. A storytelling on event. Case studies on event organization and event

management. Cost estimation of the event and planning.

am 301 LAssuAniafine 3(3-0-6)

CcO 301 Pre-Cooperative Education

(FMTULHUN TS HULUUARADAN®Y)
AnwuuAnuazAunlassuvaniafinwnaznsessNAUNSonluN SN UEE AT 19N BE AT UAI

finswieuenaisadasnunsidenanuuszneunsinadianisdhiunmsduneainmsimuinvelunisdeans

ﬁgﬂugmwumiﬁamsiwin Generation uaznslénudnguiionisdoanssiudanisdoasduimusssu

uenaniifauatiinumehouduiivesaisassdluaussaosdnsfiuandediining lunshausauiy

{ﬁuﬁmﬂﬁﬂiumsﬁwmmimiuaxﬂ%’ué’fqlﬁﬂWiﬁ%ﬁm’immwm@’ﬂizﬂaumsmﬂﬁﬂmsL%auiwmumiﬁmuauaz

YanrsuUatuseninalfuRnuluanulsenaunssiuiennssuasysTsukayasseUsTaluin n

Studying concepts and understanding in cooperative education system and preparation for
applying jobs such as how to prepare documents for job application, how to choose the right company
to work, techniques for job interviewing, the development of communication skills in both Generation
communication styles and the international communication, cross- cultural communication and also
focusing on Creative team work skills in the different organizational cultures, the Psychology of working
together, techniques emotional development and adaptation, Improving professional skills and
entrepreneurial spirit and furthermore, the Report writing, Presentation, the best practices during work in

the workplace, Morality, Ethics and professional ethics
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pa. 314  weluladgudlug 3(3-0-6)
|= 314  Emerging Technology in Engineering
weluladfifidigUatu 91uids warsedunsfauiludlagty wieuislinssmindeanuddyues
walulaBlmidenssiiutinvesuyudlusuian Tnesjaduiomludssifiuingg wu ssuunisioans wiwu
n15UszgnAnNINIdaInTsumansiumalulagnian1sunmg Auinm1gve99IUNIIAINTINADNNT
WasuuUamesdunndon amnudeleanaluladiadiifiefunumdmnssy
New technology; Current research and development levels; awareness of emerging technology
for future human life; focusing on various topics such as communication systems; energy; application of
engineering knowledge on medical technology; challenge of engineering towards environmental change;

multimedia technology linked to engineering works.

9a. 414 lon1an1egsnalvuuasn1sewNy 3(3-0-6)
IE 414 Startup Opportunity and Planning

Anwinszuaumslumaisugsiolnl msdnidenlasiadesdnsivneanlunisBudugsfa nsuntes
ningaumadag mamuvaitunuuaznsavayulutaGuiuvesions BasuimsdansgsiatiaTudud
faudssgs Sntsdsdinsnunsdiegsiivszavanudnialuniadudugsoiligidsuanansniiudugsi
Tndldegnsszauanudnsa

Study the basic principles of creating business ideals; Business idea screening; feasibility analysis
of business ideals; protection of business ideals with intellectual property management; applying business

concepts to successful and sustainable start-up businesses.

ad. 415 nsudmswazUfuinisduguszneunis 3(3-0-6)
I[E 415 Entrepreneurial Practicum

Anw1isnistuniaufifvesnisusmsdanisgsialusiunieg lidnesiluniseain N3k niweins
YAAa ﬂszmumimﬁmLLazmi%’ﬂmsszuumsaumﬁr;huagmawmé’ﬂizﬂaumsfﬁq NnnsaAnwnazIneIns
a & @ v - o &
WiAwEI Uy UNaUNITNUIZEUANELSY

Business management in various areas such as marketing, finance, human resources, production
processes and information systems management through the perspective of real entrepreneurs, case

studies, and special speakers for a successful entrepreneur.

we. 450 Amnssudendesiuuazvouiioues 33-0-6)
Ml 454  Introduction to Audio Engineering and Music Theory
Aennssudsaowuindiedomendss maadouiivesdssrdunardnvnesinszvesadu uazaud

mnuiEindu msldduidswesiyud lelaszgain TassasveauyudssuuUszamuazmsinanuvesy wie
voudes ussiuiiiinadiuy msgapdonslétu msusnuszuvasinvendss msldauuiludemauiauns
%uﬁug’m psAUsENOUTBIIUATUUUAE TUAN UsyiRmanimeauningiuan wuimasiivannvanes Sengaina
tuladeasians Tuladesluiues nyuaides niouen redn Suneiiu dumesia lavesia n3nwmedn n1sdn
Nawuades mslidudnealluanes nsudsiueuietes
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Introduction to sound engineering, sound, wave motion, and wave characteristics and frequency,
wave speed, human hearing, psychoacoustic, structure of the human ear, nervous system and auditory
function, units of sound. Ear pressure, hearing loss, sound source separation, sound editing applications,
basic music theory, western music composition, western music history, various genres, rhythm, scale
ladder. Major sounds, minor scales, keys, triad chords, inversion, interval ditonic, chord alignment, sound

aligcnment, use of symbols in scoreboard, lyric composition.

we. 455 gunialuaviATesiloniennubes 3(3-0-6)
Ml 455  Audio Equipment
alnsviinvedlng Auandfvesdlnuwsazyin n1svirealeniesilaisa maluladvesdlninay

19

alns wan1TReUaURITaIaIlng agthdygiaidss nswensdelazvinvesasdyg I UNUIMLarninives

A7}

£

f
Fadnstestuluamedyaias wisstilades anudunuluae dygiuueusdenwasidva dnwesvinues
fnwes wazgunsalueuzdenilfsaiuides VU-Tines

Speaker types, features of each type of speakers, cosover networking technology of speakers and
speaker cabinets, speaker response effect, audio cable connection and cable type, shielding of noise.

Line impedance, analog and digital signal, analog and digital mixer, analog audio equipments, VU-meters.

0. 456  WATANITNANLEEN 3(3-0-6)
Ml 456  Audio Mixing Techniques
wiedlansuaudesluaieds gunsaldmsunisuduussazUiulsades weriiindnisaiuazweviiing
seq msldnudmelawes msldnmesidosiu namaudsssswiedmanasdossenou mslinugunsal
AULEDIAS Lﬁamiwamﬁmiﬁaﬁqm Useenein15lde1u Compressor, Limiter, Gate, Expander “1a* #aanau
Anwmdnnisfidndalunisfiansanany
Various sound mixing techniques, tools for adjusting sound, sound effects, dynamic and timing
sound effects, equalizers, basic fitters, mixing between speech and ambient sound. Use various audio

equipment for the best sound mixing. Compressor, Limiter, Gate, Expander, etc.

o, 457  wetinnsUudinides 3(3-0-6)
MiI 457  Audio Recording Techniques
yiavashilasliusingg madadslalasiiu sumisnisndalasivy miguauazthzeinm wadansld
lalasivunanad weadanisnslilasiiudwsuidssuuansle nisdenldlulasiiudmsuauduiindesnge
Various types of microphones, microphone installation, microphone placement, microphone care
and maintenance, techniques for using multiple microphones recording, stereo miking technique,

microphone selection for recording tasks.

Wg. 458  NNTORNKUULAEN 3(3-0-6)
Ml 458  Sound Design
nMstuiinidesgunuuliigd (Foley) uugihsefAmsiannvesnswandes mssenuuuidesiianuay
wudmiususngg Wy sulevan nunudaesuiione’ suidsUsznouniweuni msvhandvuazuentuves
Fedlinsaiudamne nmsvisnvetdeia NMUTIEIEmNIsalneides
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Foley audio recording. Introduces the development of history sound production, distinctive sound
design for tasks such as commercials, computer games, movie soundtracks, scripting, and sound action.

Match the sound rhythm and audio narration.

we. 459  Bumefinluasinds 33-0-6)
Ml 459 Internet of Things
wdsduneu . dould we. 327
Anuminevesdumesidaluassnds Tena awsiinie wazguassa msUszyndld nsouLuIAnd
Ferteanelulatuaziniosde mssenuuuludamssnzuasidanionin msadruarnsusuldlmannadugns
psAnsTudsdansinsanluimunmsinnanuiuasaendowazanandud

[

nu

The meaning of the internet of things; opportunities; challenges; obstacles; application of related
technology; logical and physical design; creating and deploying includes considerations regarding security

and privacy; communication and loT platform provider.

ue. 460 iedesdlodmusudsaguuuuidva 3(3-0-6)
MI 460 Digital Audio Workstation and Application
ﬁﬂmmsﬁwmmaasswm'%'mﬁaél’m%’wm?imgﬂquﬁﬁﬁa (DAW), 5¥UU FOH S¥UUNDRLABSUULIN,
Aanan1saedyrandes n1sanse naun1sRuAsIdnlul@ (Automation) fewn3eadoniesduide s 1wy
Protools iugi nsldau Uanduddmiuirsesiiomeiuides
Operation of digital audio workstation (DAW), Front of house (FOH) system, stage monitor, audio
transmission direction, editing, mixing and automation with audio tools such as Protools. Plug-in for audio

tools.

wo. 461  vesthuinideatugs 3(3-0-6)
Ml 461 Advanced Studio Studies
L“ﬁﬂ’iﬁaﬁ‘ﬂ’lﬂ%qﬂﬂﬁﬁj‘ﬂx\‘ig‘ULLUULLauzéyE)ﬂ wazAdvia 11 lan15NANINNITLAUNINVDIF YY1 UAN
wnasinlinlugagunsalduiin (Recording) anunsauaninaldes NsuIaudides wazn13dnnisiiaivesdsdli
auna (Mixing) Mswauidaiioansiuruuninides (Mix down) nsudludes (Editing) nsdansidesduaty
auysal (Mastering) 52 UULABNEDITIANTG SeUUIEMANEANIg
Analog and digital devices. Direction of signal from the source to the recording device (Recording).
Monitoring. Audio balance and paning of sound to be balanced (Mixing) sound mixing to reduce the
number of audio tracks (Mix down) sound editing (Editing) managing the original sound (Mastering) two-

way audio system multi-directional sound system.

we. 462  eAddn 3(3-0-6)
M 462  Acoustics
Tanmansuazlolnogainluuyud ndnnisvesnduidss dymdmumslidudss dygrusuniu
Howmed aduils Tanmansdwiuides miandessuniuvesies Msagiouvendss nanlunisasviou 1nsgiu
auuiwdes temmunvesUsednsninnisdesiudsssuniu seuuides 2 Aeve Lagsauiiavi N15eenkuY
Tosdoiuidniusesiunsldides fewdesiloseg ngunemeiudes
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Audiology and psychoacoustics in humans. Principle of sound waves. Problems for hearing noise,
noise, filters, standing waves, audio materials for room treatment, reflection of sound, reflection time,
sound insulation standard. Soundproofing performance, stereo and surround sound moitoring. room or

studio design. Law in sound.

9. 463 STUUNINLATLES 3(3-0-6)
Ml 463 Visual and Light System
Anwmdnmsusaiiuvesuywd Foulvuazdedifnlunisueaiiu nsidengunsaidmiunisuanana
weluladlusuuas waznsuanna waldavesudauas sensinuaiglnussamaneg Msduadouwuy
WASSTILAR MITanatazn1siaewatlusTsuyd sunslusazuenadaiud n1sidengunsainianuualy
Foulusingg
Principles of human vision. Visibility conditions and restrictions. Technology Device of display in
lighting. Lighting techniques, standard lighting, natural lighting. Lighting and natural light simulation both

inside and outside. Equipment of ligthing in various conditions.

wo. 464  walulad Tassadhe it uaz msindouil 3(3-0-6)
MI 464  Stage Flying and Rigging Technology
ﬂﬂmmsaamwunmwumﬂ6] WumﬂumimaaumaqLamiuLLu’JmLLauLLmiumU 'iﬂmwnmmm
m3ﬁﬂmmmﬁaaﬁummﬂwu§m 'Jﬂﬂﬂ’]ﬁﬁi E‘ULL‘U‘UL’JVILLauIﬂﬁﬂﬁﬁﬂﬂﬁll’EﬂVill NW@?E’?HIUﬂ’]?UHEﬂ‘EJQUﬂim
araendvedasiaiiaiugiunar i gunsaldnwaudaondy wuuazanasnsinwauaend
Different types of stage designs. Fundamentals of vertical and horizontal stage movement. Basic
supported calculations, materials science, modern stage structures and layouts. Standards for logistics.

Equipment of infrastructure and electricity safety. Security equipment, Security planing.

we. 465 anuduatway 3(3-0-6)
Ml 465 Mixed Reallty
Vm‘mmwmwumuLﬂmﬂummmu%iwau wazarudussuaiion anmuwindeuaiiou saustamalulad
LLazﬂWiﬂiﬁ’/Qﬂml“Ux‘ﬂu@@MW’JLm@iﬂi']’Wﬂ 3 A 5u‘U‘Uﬂ’J’13JL‘U‘u?ﬂiﬂLﬁll’e]‘L!i’JZJﬂUﬂWi‘UgﬂﬂJ‘WHSLL‘UUWWQ i
anmmuindeuaiioufiinsedeulm nsdrasamianienin mudseniawasuazgerduasluseuuannduass
weilou in3eslolumsianueunaindumiuaiaaiiou mssuflefuluanmuwindesadouniflinasay uay
#dasne 9 Reafunnuaianeay
Fundamentals of mixed reality, virtual reality, virtual environment. Technology and applications
of 3D computer graphics, virtual reality systems combined with various interactions, virtual movement.
Physical simulation on hardware and software in virtual reality. Virtual Reality application development

tools. Collaboration in a multi-user virtual environment and mixed reality.

ue. 466 MsS1apsmsiaABulm 3(3-0-6)
MI 466 Dynamic Simulation
nsl¥muansudlulusunsuysegndanudid ienswaumadedivry 19y nsadaduaiu wg duan
arta uwas nszanuan Wk Wl Hedn Wudu masiassmaedeulmusanin nssrassusingnisaiiiand
narnansveaduazvedlua
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Scripting languages in 3D applications. Development of special techniques such as creating dust,
smoke, storms, rain, swarms of bees, insects, broken glass, hair, leaves, clothes, etc. Physics simulation of

solid and fluid mechanics.

wo. 467 madeuldsunsuudndudtugs 3(3-0-6)
Ml 467 Advanced Plug-ins Programming
nsldgamdmisdnumwirenfiunes lunshnsdoiiieataudndudtugdunsiinusuiusensiuag
auiiAvielusunsudeunmiioindnoamlunmandnnuaiassd sufunsdeunddaiowansuadiufade
ALY
Instruction code of computer programming. Plug-in to work with 3D CAD Software. Image overlay

software to increase your creative productivity. Programming with a design in user interface.

ua. 468 NIFINUAULAZNITUTATIANITIULAAILAZIIUBLIUN 3(3-0-6)
Ml 468 Live and Event Planning and Management
AMSUIMTIANITIATINITN AU ULEAILAZUBIUN N1TIUNUTATING ASUTEINUTIAT deyyiues
Formuamanguuneiiieites nsdiinuaindiodnaais mavszendliinaluladvielusunsunesfiunesiie
78 luNIIUTIMTINNILATINIG
Project management in the field of exhibitions and events. Project planning, price estimation,

Contracts and legal, Case studies: Application of computer programs to assist in project management.

we. 469  nseenuuulszaunsallarniindrudinseiulld 3(3-0-6)
Ml 469 UX and Ul Design
AnvdupoutaznsruunsimuMsseniuunTiinduAareld swiinseinguimansvesdlda
Tnouiuiannudilanszuaunisaauazanuidnvesflduieairsuszaunisaiitlunisldau nogatduns
ponuuuinssiunaFesnsvesldenlunsasnguidivane
Development process of graphic design user interface, analyze the target audience users,
emphasizing on understanding the user's thinking process and feelings to create a good user experience.

Designed of each target group.

we. 470 maBeulusunsuvugunsalindeud 3(3-0-6)
Ml 470 Mobile Application Programming
Anunandnvazuardedninuesgunsalindeud ndesdiouarnnilddmsuimunlusunsulszynduy
gunsalindeudl egatien 1 n1w1 vdnnsvesmadsulusunsuuugunsalindeu drufndeszuudimiulusuns
Uszgnd (APN) nsdnsie Uy (User Interface) n1sdrassnisyiauiilensaeuuazuflovussuuaeufiumes
nsfnufuRalusunsulssenduugunaiindoud
Mobile Application Programming, device features and limitations. Mobile application
development tool. Principles of mobile programming. Application system interface (API), user interface,

simulation for testing and editing on a computer tools. Case study of mobile application programming.
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e, 471  mTilesziszuulkazniseantuulysingy 3(3-0-6)
Ml 471  System Analysis and Software Design
LUIAALAZAINUNNIIVDITEUY WATTIAVDITTUVAITAUNA N15LEUD NITUILA 2AALEDNLATINTS
ANTAUMA LUIAALAZNITIATIZILALTIUTINTTULTRYE whuTveIn1sinavedayn nauIuNTuUoyauasm131e
nsfnaulanaziaiu U9laUeI0ITTUUAITAULINA NFDDNLUUIZUUTTAIATIASIS N1T90nLUULONALISILAZATS
JreNENTAMSULENALIS NMINAIUITEUVUAITAUINA ASUSIMNTTEUUENTAUNA
Software system and concept. Life cycles of information systems, presentation for consideration
and selection of information projects. Information systems analysis data flow diagram, data dictionary
and decision table. Structural system design, Software design and documentation. Development

information system analysis.

we. 472 mseRnuuuLArsTUUsIuteyauuulaiaiualiilasaing 3(3-0-6)
Ml 472 Structure and Un-structure Database and Design
LL‘L!’JﬁﬂLLﬁZWﬁﬂﬂ’]i‘ﬁug’]uﬂ@ﬂi%uugﬂu%@uﬂﬁﬁgﬂLLUUﬁIﬂWﬁ%’NLLaziﬂﬁIﬁiﬂﬁ%WQ N1599NKUUITUY
sudeya sruun13danisgrudeya anudasadelugiudeya wuudiaesdoyaliuiAndmiuniseaniuy
srudeyaiiielfnudmivauusziaving msdanmsiitediszuugutoyaluldon wagnsdlfnuiistesingg
Basic concepts and principles of structured and unstructured database systems. Database system
design, database management system, database security, conceptual database designed. Management

to implement the database system and related case studies.

we. 473 Jgyguszhvglunumudadfidodumesinumug 3(3-0-6)
Ml 473 Artificial Intelligence in Multimedia and Entertainment
Uszgnaldnuliyanusevggunuusineg dmsvausnuduaesimumud iunsslfiaiesdiediiagy
as1aluea nisinluwalyldauadisassalugunsalengg wu fete lulasaoulnsiaes v1a 1Wusu nsldau
FanodusullygUssAusnldsuanuden wu Yolo , TinyML “ia nsdifnesingg
Applying of artificial intelligence for entertainment using basic tools for customize model.
Implementation of models in devices such as mobile phones, microcontrollers, etc. Implementation of

popular artificial intelligence algorithms such as Yolo, TinyML, etc. related case studies.

we. 474 msuansmatoyauazANuvNNeYesloya 3(3-0-6)
Ml 474  Data Visualization and Data Minding
wnAnuazaNddnesteya walianmsusznanadeyaiiiea wadnsivnzan mawdoudoyauay
nsudasteyaiielidmiumsnanina msaumsuansnaiiielfnusuiunFinneideya msasudeyaile
firsanunliufiinfnduluowan Waunsssgndfivuatvdmiunmsiiodeyauaraddoya
Concept and importance of Data. Optimaization technique for best results. Data preparation and
transformation. Data visualizations with data analytics technique. Summarizing data to determine future

trends. Modern applications for data mining and data warehousing.
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we. 475 msvszendldaugunsaldmsunumuimnssuiafiiiewas 3(3-0-6)
LOULRD VLA
MI 475  Applications in Multimedia and Entertainment Engineering
wuaAanslfaumnaluladielhAnyuneslunsdoans nsuszgndldgunsaiimaluladlumsinaue
wazdnevenidossn Tunuduiadfifeuasdunesimunnd tanaluladludagtu usswealuladiitdaze i
Tl saluiamsadiassdranuliiayadlunaineeuladl
The concept of using technology to create a communication perspective. Application of
technology and emerging technologies for design presentations and convey the story in multimedia and

entertainment. Creating works to get value in the online market.

we. 476  svuuanusiuasaendevnsleiuesuasnistestuse 3(3-0-6)
Ml 476  Cyber Security and Protection
wuaAnRtuAIIlaen s uunsuiamessruuASet1e Funeun1shnded a1 wuaRalunisie
FafrualunisidnfaunIevigvisetaya IMe1nNsIdTRaaU (Cryptography) wmaluladnisdnsia-nensiaiie
guduminu wasmsuasnisidnds diussuuiasedigrauiinned Msdnasuniluuaznisdniletoya n1sglay
ABURNABTWUUBLY 19U OWASP Top 10 Vulnerabilities n1stlesiulasareufiames nsusuilunazdnnisaany
9 warmsinwinesmslunsinunaasnsiedoya
Cyber Security concepts on networked computers. Protocol of network communication. The
idea of restrictions area or restrict data access. Cryptography: Encryption and decryption technology to
identity. The denial of access through a computer. Hacking and eavesdropping Protection against
computer viruses, attacks and other types of computer attacks such as OWASP Top 10 Vulnerabilities.

Risk Assessment and Management.

we. 493  BFeuawimadmnssuiafiieuazdumesinumug 1 3(3-0-6)

MI 493  Selected Topics in Multimedia and Entertainment |

Adaduneu : Musiedniidmus uazldsueytRannivthniedn
wdefiinaulaieatuiaunising 4 mdmnsudadidowaiSuneinuuud

Selected Topics in Multimedia and Entertainment

we. 494  ZeuawgmaimnssudaffifeuaziSumesinumud 2 3(3-0-6)

Ml 494 Selected Topics in Multimedia and Entertainment |I

Adaduneu : Musieiniidmun uazldsueytRannivthniain
wideiitaulafetuimunisinl gmdmnssudadfifouasBumesinuumd

Selected Topics in Multimedia and Entertainment

we. 495 Jaymiaumsirminssudaiiifeuavidunesinuiaug 1 3(3-0-6)
MI 495  Special Problems in Multimedia and Entertainment |
Adaduneu : Musieiniidmus uasldsueytRanivthniain

iy nsdinwvifithaulaneinudmnssuiaafifeuasBumosmusug

Special Problems in Multimedia and Entertainment
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we. 496  JgymifiAwmaimnssuianiifeuazdumesinuugd 2 3(3-0-6)
M 496  Special Problems in Multimedia and Entertainment |l
Adaduneu : iuseiniidmus uagldFueutRaniviniein

Yaymdiay nsddnuiithaulameiuimnssusfaiiifeuazdumesmuid

Special Problems in Multimedia and Entertainment

We. 498  @unaAnwImInenITutaftifeLavidunasnuLLLa 6 (0 — 40-0)
Ml 498 Cooperative Education in Multimedia and Entertainment Engineering
(FnTuBkUNTEBULUUARRRANY)
Ftaduneu : aeuld a. 301
Anwrsruunisviiauateluaniuuszneunis lugiugwiinauvesaniuusznounts iilelasuainels
ihdnwiflenamdeuduanuerdn mnnsuiiRnuiiug egreiivinnsuazfuszuu dndinwnasdesiinsin
UjtRnuiunaluaniuuszneuns lnefiszeznailidesndt 1 anansfinw vie 16 Uawi dadunuii
@mmwm%lﬁmwﬁLﬁuﬂizaumiaiﬁwm (Work Integrated Learning) finssfuanvnisdnvestindnuivnie
1A59914 (Project Based Learning) 7vdusuiiifudsslovinenidns saudafinnsuszdunanisiieuain
punINsETLtUAnUUsENoUNs warindnwazdesdarhienuaUnansujiRauaniafnumduaiaduns
Ujumau
Studying the actual working system in the workplace as an employee; establishing career
readiness from basic, principled and systematic operations; The full-time training in the workplace is at
least 1 semester or 16 weeks; the result of working is a quality work or emphasizes work experience(Work
Integrated Learning); or projects (Project Based Learning) that is beneficial to the organization; assessment
of work results from the faculty together with the establishment; students are required to provide a

summary report on their co-operative education after completion of their work.

ngudvn (15 vmidein)
ngudv naumsnaulusunsuuszanduazUyguuseieg (15 widaeiin)
2. 211 nseaNn@dva 3(3-0-6)
AlE 211 Digital Marketing
wnAKaEVguinInanAdva edesdleflflunsiinmananddva msudms mnaeRdvialiszay
Awd59 waznagnslugl 4 msinunsnaiaAdvaussifiuveanisyiinisaatnadviafiusrauaudonas
Fuwan MIUsziuNanIENUTEMRLNTIaRRTTE NMTimzinsldnuuiusesiiofe nsliulszanSan
TunrsAum
In this course, students will study Digital marketing concepts and theories, digital marketing tools,
digital marketing management, current digital marketing strategies, successes and faliures in digital
marketing, impact evaluation of digital marketing plans, web and mobile usage analysis, search

optimization.
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w311 lpssaedeyauazdaneiiy 3(3-0-6)
AlE 311 Data Structure and Algorithm
waAnLaEndnNIsuguressunudoya dduduns wsduneuitdmivlasiaiauvuidady
seduty uazdieau dad nesdeu Auaznaaamdh URULY wagnsnl mstaussAvsninaestuneuisuesnis
Bosdriuuarnsfumteya nsUszgndnmslilassadsteyauarduneuiteng 4 lunsiaulusunsuussgnd
ileuAlydgmiivannvane
In this course, students will study Basic data structures: queues, stacks, lists, graphs, trees and
tables, etc., sorting algorithm, searching algorithm, recursive, prefix, postfix, analysis of algorithm

complexity, applications of data structures, problem examples.

W. 313 syuuguteys 3(3-0-6)
AlE 313 Database System
LLmﬁmﬁugmLLazam{]maﬂiimaﬂizwgm%zﬂa WUUTARITRLABUIAANTRDNLUUTUTDLAKAY
nslvlAiang sEUUNsIAN1SgIuTeya yjimmwsuaﬁaﬂ,ﬂaﬂﬁ%’ﬂmiswmimgammaﬂLﬁaaéfu ANUUaRRNY
vosgutoya ruteyauuuidasiaing prudeyauuulilasiains mawdengudoya msdanmsiiiemsthieya
TUAnent uansdifinuniiieades
In this course, students will study Database system concept: database designs, levels of data
abstraction, entity relationship model, relational model, normalization theory, file system structure, query
and transaction processing, concurrency control, distributed databases and design, applications of

database systems.

W. 464 TyaUseRugideUssand 3(3-0-6)
AlE 464  Applied Artificial Intelligence
msUszgnildnnudiuguieafulygussuiuas maBouivesaiesdmiunadanusine Tude
ﬁasﬂummaula LU SEUUIATDYEIAL %’agamwmﬂiiu uAavy uANeuns uaadnenssy uaum3
uarAaugnsuans umu
In this course, students will study Application of basic artificial intelligence, machine learning for
various case studies, current interesting topics, such as social networking systems, Agricultural information,

arts, film, architecture, music, and performing arts, etc.

. 467 MTIATIZILAZOONLUUTEUUANSAULINA 3(3-0-6)
AIE 467  Information System Analysis and Design
LUIAALAYAINNNIEYDITEUU 195VIAVBITEUUAITAUNA NI5LEAUD NINTUILALANLADALATINIS
GREGIVNILGE LLmﬁmLLazmﬁmeﬁuazi’mmmwwﬁaga LLmuQﬁﬁuaﬂmﬂMa%ﬁamﬂa NAUIYNTY %’agauaz
miwmsﬁmﬁﬂma:ﬁ@um YOLAUDVDITEUUATAUNA N1T0DNALUUTTUUINALATIFIS ﬂ?i’e]ﬁ)ﬂLL‘U‘USUEJW(ﬁLL’J%
UAZNITIAYILONATENNTULONFAUIT MTHAIUITTUUATAUNA NITUTIITTZUVAITAUINA
In this course, students will Principles of information system development, information system
development life cycle, information project presentation, information project investigation, information
project selection, data concept, data analysis, data collection, data flow diagram, data dictionary, decision
making table, system development using user requirements, structural system design, software design,

software documentation, information system development and information system administration.
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nguIg iuganAnIsIazsTUUNguwe (15 vidaefin)
AR, 423 szuuRIudeLauAzAdtalavuIn Ly 3(3-0-6)
CE 423 Database and Big Data
FUsduneu : aeuld we. 225 WiaRsumUATY
Yoyaluszuupeuiiames ngumneifefunisiuasesteyadiuyana ngrunoiferduausiuns
Unensigluiues uleunetoyauwaznisdniiu (Data Policy) nMsidnfisdeya uuifnvesszuugiudeya nisldau
Y935rUUMITANTIUNTeyadmTulsunsuUssend nsldnussuugiudeyanuunnuduiusivadinidduiug
2191 SQL N1508NLUUFIUTBYALALNANN1T0BNLUUIEITUS Anwin1sinnu nsesnuuussuudaiudeya
uarmsUszsnanatoyavualug mslinudeyarsilasaiaualiflasad
Data and information, Personal Data Protection Act, Cybersecurity Law, data policy, data
collection, data access, database management system concept: database designs, relational model, logic
algebra, SQL, query and transaction processing, databases system and design, applications of database
systems, big data process, structure and unstructure database.

An. 451  naluladadstayavuinlng 3(3-0-6)
CE 451  Big Data Technology
FndRuneu : @auld An. 423 SBISEUAIUANY

Y
¥

‘wé’ﬂmmﬁyaaG’w’uﬁm%’umﬂiu‘laﬁﬁumﬂaﬁuumwayj N1TIATIERYaYATUIAlIY N1SUTMTIANITIAY
Andamaluladdeyavuialvg) 1wy 919U wudTiadaundn Wudu mwinadeulvsunsudmiumslinneidoya
Yunvg) NMSAUMILAENTYIRYE NMsTUNUTEAN NMTTANGN NMsiEenAManEME Lazn1sUsEYnAldun 1u
$9 9)

Basic principles for big data technology, big data analysis, big data installation and
management, Hadoop, map reducing, Sparks, programming for big data analysis, search and indexing,

clustering, categorization, feature selection, and various applications.

AR, 452 SEUUATEUIENGULALATLATE U ULRS 3(3-0-6)
CE 452 Cloud and Sensor Networks
Fdaduneu : 10 19.122 viselSeuAIUAiv

AMIWAIIIAAAIINLAZLLIRATBIAD UMD T UUUNAUNE N1 sRAL LA Al sunTy
vupeuiamesiuunauua lumalunistiusniswaslumanisldauvesnsuiinmesiuunguiug n1sasne
wondiatuuunguue ndetneduesilosduunaneuveaduwed nsoonuuuuaznisdnnaaietie
WuwoslagAlefedadnin d1uLuuAIniLasnaNIUNITAIUANLATETIY LazN1TIRLEUNIINITUSTINENE
a1saumasuiy nslsulusunsudmiuidues wazn1sdiasinisiinurIneuiiinosLuUNguILaLAE
\w3evneLiuLes

Overview, definitions, and concepts of cloud computing, development and installation of
programs on cloud- based computers, service models, cloud computing models, cloud computing
applications, cloud sensor network, sensor platform, design and placement of sensor networks taking into
account limitated Bandwidth and power, network control, routing, information processing, infrastructure

security, sensor programming, nd simulations of cloud computing and sensor network.
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AR, 463 MlATIzvideyan1gsiakaznsUssenald 3(3-0-6)
CE 463  Business Analytics and Its Application
LUIAALAZAMNRLIBUDITTUUNATTINVOITEUULONALIS LLuaﬁmiuﬂﬂimUi’Jm%@gaﬁnﬂgﬂé’ﬁ
nMsuanamaLdsdeya AnuddyvesteyaluiBsgsia mahdeyafilduniinszivilenavesgsialusuian nsld
suszuUnInensteyadmivesdns (ERP) Wlandnnsvestoyafiazannsatuindousine
Concept and meaning of software life cycle, concept of collecting information from
customers, informational display, importance of business information, analyzing future business
opportunities, implementing an Enterprise Information Resource System (ERP), understanding the

principles of information that can drive business.

AR, 468 NSWEULUIWNTUUUTEUUNGUNY 3(3-0-6)
CE 468 Cloud Based Programming
Adaduneu : aeuls 1e.213

Audilugiuresssuuyszanananguus nsldounindeulusunsuuuszuunguius
ilonouauesuiugIia ssdUszneufiddyvesnndeulsunsuuussuu nguius msligaiduresszuungy
wal undudrusinluns@eulusunsy wu Microservice, Hybrid Multicloud 1Hufu feagransldanuvessyuy
naueluNIARAAIMNTIUA

Cloud computing concept, Cloud Applied in business, concept cloud programming,
advantage of cloud programming technique, Microservice, Hybrid Multicloud etc. Example and Case study

for cloud system.



