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Bachelor of Design Program in  
Design Intelligence for Creative Economy 

(International Program) 
New Program 

Name of Institution King Mongkut’s Institute of Technology Ladkrabang (KMITL) 

School/Campus/College School of Architecture, Art, and Design 

Program Code ……………….. 

Part 1 General Information 

1. Program title

Title (Thai) หลักสูตรการออกแบบบัณฑิต สาขาวิชาปญญาออกแบบเพ่ือเศรษฐกิจสรางสรรค 

(หลักสูตรนานาชาติ) (หลักสูตรใหม พ.ศ. 2567) 

Title (English) Bachelor of Design Program in Design Intelligence for Creative 
Economy (International Program) (New Program year 2024) 

2. Degree title

Full Title (Thai) การออกแบบบัณฑิต (อบ.บ.) 

(English) Bachelor of Design (B. Des.) 

Abbreviation (Thai) อบ.บ. (การออกแบบบัณฑิต) 

(English) Bachelor of Design (B.Des.) 

3. Major or minor subjects (if any)

N/A

4. Total credits required

120 Credits
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5. Program characteristics 

5.1 Program type 

☒ Academic undergraduate program 

☐ Progressive academic undergraduate program 

☐ Professional/practice-oriented undergraduate program 

☐ Progressive professional/practice-oriented undergraduate program 

 Program length 

4 years 

 Academic discipline 

☐ Intradisciplinary 

☐ Multidisciplinary - …………………………………………............. 
………………………………………………………………………………………………………………………………………… 

☐ Interdisciplinary - (Specify the related disciplines) ………………………………………….............. 
………………………………………………………………………………………………………………………………………… 

 Language of instruction 

☐ Thai 

☒ English 

☐ Others …………………………………………………………………………….. 

 Admissions 

☐ Thai students only 

☐ Foreign students only 

☒ Both Thai and foreign students 

 Cooperation with other institutions 

☐ This program is solely offered and managed by KMITL. 

☒ This program is supported by The Monk Studios, a leading company with high end 
animation and visual effects studio in South East Asia, frequently working with 
major international partners and clients, such as Dreamworks Animation, Industrial 
Light and Magic, Lucas Film, Alibaba Pictures, Maccann Erikson and 
LoweWorldWide, on a variety of public and confidential projects. This program 
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collaborates with this company under an MOU to share staff and course training as 
one out of three modules in the program.  

☐ This program is jointly offered with ……………………… (Name of cooperating institution). 
(Provide a brief description of the cooperation) ……………………………………………………. 
…………………………………………………………………………………………………………………………………………. 

 Degree conferment 

☒ Single degree conferred by KMITL 

☐ ……. degrees (Specify the title of each degree and the name of the awarding 
institution) 

☐ Single degree jointly conferred by ……………………………………. and ………………………… 
(names of the institutions that jointly confer the degree) 

6. Program status, approval, and accreditation 

− This new program is set to commence in Semester 1/2024 

− The program was deliberated and endorsed by KMITL Academic Committee in the 
…10.../…2023 meeting on …24…/…October ……/…2023………. 

− The program was approved by the Council of KMITL in the …11.../…2023… meeting 
on …21…/November…/…2023………. 

− The program was acknowledged by the Office of the Permanent Secretary of the 
Ministry of Higher Education, Science, Research and Innovation on ……/…….../………... 

− (If applicable) The program was approved by …………………………... (Name of the relevant 
professional body) on ……/………/…………. 

− (If applicable) The program has been accredited by ……………………………. (Name of the 
accrediting body) since …….../…….../………… 

7. Target careers for graduates according to 3 core modules  

Module 1: Creative 
Design and Media 

(CDM)  

Module 2: 
Integrated 

Creative Design 
Program (ICD)  

Module 3: New Media 
and Animation (N.MA)   

Prospect 
Salary 2023 

(Baht/Month) 

New Media Designer Experience 
Designer 

นักออกแบบเกม (Game 
Designer) 

20,000 – 
35,000 
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Multimedia Specialist Advance Product 
Designer 

นักออกแบบและพัฒนาโลกเสมือนจริง
แบบ 3 มิติ (3D Virtual Reality 
Designer/Developer) 

25,000 - 
30,000 

นักออกแบบและพัฒนา
อินเทอรแอคทีฟมีเดีย 
(Interactive Media 
Designer/Developer) 

UX / UI Designer Motion Graphic Designer 28,000 - 
35,000 

Augmented Reality 
(AR) / Virtual Reality 
(VR) Designer 

Brand Designer 3D Design Manager 30,000 - 
40,000 

ผูจัดการเนื้อหาดิจิทัล 
(Digital Content 
Manager) 

AI Graphic 
Designer 

Visual Effect manager 40,000 – 
45,000 

 

8. Place(s) of instruction 

☒ KMITL Main Campus, Bangkok 

☐ KMITL Prince of Chumphon Campus, Chumphon 

9. Analysis of the external changes and the demand in the labor market affecting the 
development of the program to fulfill the Institute missions 

The Creative Economy Promotion Agency announced that in 2018, 15 creative industries 
will create an economic value of 1,461 billion baht. Ranked third is the advertising industry, 
with a proportion of 14.28 percent, a total value of 208 billion baht, and in the fourth place 
is the fashion industry, with a proportion of 12.99 percent, a total value of 189 billion baht. 
The rank of the 5th is the design industry, with a proportion of 8.6 percent and a total value 
of 125 billion baht.  

Thailand Development Research Institute or TDRI revealed that there are more than 40,000 
creative graduates per year, but this amount is only 14% of all new graduates in Thailand in 
the recent year. However, for the last 3 years the number of graduates in creative economy 
disciplines has not increased, and this reflected a significant upsurge to create creative labor 
into the market.  

In relation to global innovation, the creative economy has witnessed significant digital 
transformation in recent years. There is a growing demand for designers who are proficient in 
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digital tools, user experience (UX) design, and interactive media. Emerging technologies such 
as augmented reality (AR), virtual reality (VR), artificial intelligence (AI), and 3D printing are 
increasingly being used in creative industries and sustainable design practices are gaining 
importance in the creative industry. Additionally, in this industry, creative projects often 
require collaboration between designers, engineers, marketers, and other professionals. On a 
global scale, data analytics and user research are becoming integral to design decisions the 
designers often work on international projects. Cultural sensitivity and an understanding of 
global market trends are valuable skills. 

With KMITL’s vision of being “the world master of innovation, today's world of design is 
not only about communication of beauty but also about understanding users, technology, 
and English. Graduates with skills in these areas are in high demand, so the program should 
consider integrating training in these technologies, and this includes building strong 
partnerships with industry players and creating courses on entrepreneurship, business 
management, and marketing to empower graduates to pursue these paths. To become global 
citizens, the graduates will be encouraged to work in cross-disciplinary collaboration to be 
ready for real-world projects internationally. With a great potential to provide knowledge and 
a workforce in the design industry, the Design Intelligence for Creative Economy (DICE) 
(International Interdisciplinary Program) curriculum is consistent with policies from the 
following Thailand’ key sectors policies: 

• Creative Economy Policy from the Office of the National Economic and Social 
Development Council (NESDB). 

• Policies of the National Higher Education, Science, Research, and Innovation Policy 
Council (NSTDA) on the need for personnel in the New S-Curve future target industries. 

• Creative Industry Policy from the Ministry of Industry, all 8 aspects 

• Ministry of Higher Education, Science, Research, and Innovation in education from real-
world projects (Project Based Learning) 

10. Cooperation with the other programs within KMITL 

The program will work in cooperation with the other two international programs in AAD, 
Bachelor of Science program in Architecture (International program) and Bachelor of Fine 
Arts program in Creative Arts and Curatorial Studies (International program). 

10.1 Course groups or courses in this program that are taught by other programs or 
other academic units  

☒ General education courses 
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☐ Major courses 

☒ Free electives 

 Course groups or courses in this program that are offered to other programs 

☐ General education courses 

☐ Major courses 

☒ Free electives 

☐ None 

 Organization and coordination of the shared courses 

The Monk Studios was founded in 2006 by Juck Somsaman, a 25-year veteran of the high-
end US CGI visual effects and film industry and headquartered in Bangkok, Thailand. This 
company's primary objective is to create world-class visual content by harnessing the talents 
of highly skilled artists and leveraging cutting-edge technology. The Monk Studios specializes 
in producing top-quality visual effects (VFX) and animations for both feature films and 
commercials, catering to markets in Asia and the West. Over time, The Monk Studios has 
earned a strong reputation as a leading animation and visual effects studio in Southeast Asia. 
They frequently collaborate with prominent international partners and clients, including 
DreamWorks Animation, Industrial Light and Magic, Lucas Film, Alibaba Pictures, Maccann 
Erikson, and Lowe Worldwide, across a wide range of both public and confidential projects. 
Additionally, the studio takes pride in its efficient technical infrastructure, advanced production 
processes, high-capacity output capabilities, and a team of qualified engineering professionals. 
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Part 2 Philosophy, Objectives, and Learning Outcomes 

1. Philosophy 

The Bachelor of Design Program in Design Intelligence for Creative Economy (DICE) 
focuses on preparing students for success in the creative economy. It fosters 
interdisciplinary creativity, global awareness, technological proficiency, ethical 
responsibility, and a commitment to lifelong learning. The program aims to produce 
graduates who are skilled designers, visionary thinkers, designers, and problem solvers 
dedicated to creating an innovative and sustainable future. DICE promotes interdisciplinary 
learning and sees creativity as a core competency. It encourages students to explore 
various design disciplines, integrate innovative technologies, and provide hands-on learning 
experiences through real-world projects and internships. Additionally, it emphasizes a 
global perspective and offers opportunities for international experiences. 

Above philosophy of DICE can be emphasized as followings. 

1) Integrated & Holistic Design Mastery: The program combines Industrial and 
Communication Art & Design, promoting a comprehensive approach to design that 
encompasses user needs, market realities, cultural contexts, and technological 
possibilities. 

2) Digital Proficiency for the Future: Emphasizing a strong foundation in digital tools, 
technologies, and future-focused competencies such as UX and digital literacy, students 
are prepared to lead in the ever-evolving digital age. 

3) Practical Experience & Empowerment: Through partnerships with creative 
industries, students gain real-world insights and acquire marketable skills, enhancing their 
career prospects and earning potential upon graduation. 

4) Ethical Communication & Innovation: Students learn to communicate effectively 
through various design mediums and leverage emerging technologies like AI and VR, all 
while maintaining a strong ethical foundation to ensure responsible design decisions. 

5) Lifelong Adaptability & Growth: Encouraging continuous learning and instilling a 
mindset of perpetual curiosity, the program ensures graduates remain dynamic and lead 
in the shifting design landscape. 

2. Objectives 

1) To produce graduates in integrated design who can create both real and virtual worlds 
at an international level in correlation with the situation of the world without borders, 
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and it also promotes the creative economy, which is one of the national strategic 
plans. 

2) To produce graduates with skills and expertise that are recognized internationally. in a 
design that can be adapted to keep pace with future technology and successfully 
applied to the profession 

3) To produce creative and innovative graduates that are in line with the vision of the 
institution that wants to be “The World Master of Innovation.” 

3. Program learning outcomes 

"Design Intelligent for Creative Economy”; DICE, is the course focusing on the 
multidisciplinary approach that leverages design thinking and practices to enhance the value, 
innovation, and user experience within the creative industries. It acknowledges the economic 
importance of creativity and cultural expression while applying design principles to achieve 
success in these sectors. This program learning outcomes cover four domains: (1) knowledge, 
(2) skills, (3) ethics, and (4) character.  

Upon graduation, students are expected to be able to 

PLO 1 Knowledge 

PLO 1.1 Comprehensively understand design principles, theories, historical contexts, 
user-experience-based design, and innovative technology within the creative 
economy, especially in industrial design and communication art. 

PLO 1.2 Apply design principles, knowledge, and theories in creative industries 
disciplines to solve real-world problems or meet requirements in creative 
industries.  

PLO 1.3 Generate creative ideas through the effective design process in response to 
real-world problems and requirements.  

PLO 2 Skills 

PLO 2.1 Develop proficiency in various design disciplines, including graphic design, 
industrial design, computer-aid design and design software tools, and digital 
media, through hands-on practices. 

PLO 2.2 Effectively communicate the results of creative products or designs in oral 
and visual presentation.  

8
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PLO 2.3 Develop effective collaboration with others as part of a team.  

PLO 3 Ethics 

PLO 3.1 Embrace ethical design practices, demonstrating a commitment to 
sustainability, social responsibility, and inclusivity in design projects. 

PLO 3.2 Engage in ethical decision-making, considering the potential consequences of 
design choices on individuals and society. 

PLO 3.3 Uphold professional and ethical standards in all aspects of design work in 
creative industries. 

PLO 4 Character 

PLO 4.1 Demonstrate ability of resilience, adaptability, and a growth mindset in 
response to challenges and changing design contexts. 

PLO 4.2 Develop time management skills, the ability to meet project deadlines, and 
effective collaboration with others as part of a team.    

PLO 4.3 Demonstrate personal characteristics of curiosity, being creativity, and a 
willingness of live-long learning to explore innovative design solutions. 

 

 

 

 

 

 

 

 

 

 

 

9



Program Specification  

   

Bachelor of Design (Design Intelligence for Creative Economy)  
(International Program) School of Architecture, Art, and Design, KMITL 

Part 3 Education System, Operations, and Curriculum Structure 

1. Education system 

1.1 System 

The program adopts a semester system, with two regular semesters and one special 
semester in each academic year. Each regular semester comprises no fewer than 15 teaching 
weeks. The special semester is shorter in length, but the number of teaching hours equals to 
that in a regular semester. 

Regulations on the education system at KMITL can be found in the Regulation of King 
Mongkut’s Institute of Technology Ladkrabang on Undergraduate Study B.E. 2565 (Appendix 
A). 

1.2 Required study in special (summer) semesters. 

N/A 

1.3 Credit equivalence with respect to the semester system 

N/A 

2. Program operations 

2.1 Teaching periods 

2.1.1 Semester calendar 

− Semester 1: July – November 

− Semester 2: November – April 

2.1.2 Class hours 

☒ Official working hours (Mon-Fri, 08.30-16.30) 

☐ Outside official working hours: …………………………………………………. 

 

2.2 Admissions requirements 

To be eligible for admission into the program, applicants must meet the admissions 
requirements specified in the Regulation of King Mongkut’s Institute of Technology Ladkrabang 
on Undergraduate Study B.E. 2565 (Appendix A). In general, they must have graduated from a 
high school/secondary school that is of an equivalent level to Mathayom 6 or have obtained 
a qualification that is equivalent to Mathayom 6 or be transferring from another program of 

10



Program Specification  

   

Bachelor of Design (Design Intelligence for Creative Economy)  
(International Program) School of Architecture, Art, and Design, KMITL 

study in some other higher-education institution that is of an equivalent level to this program. 
Applicants must also satisfy all other specific requirements as stated in the admissions 
announcements for this program. 

2.3 Problems faced by new students and solutions 

Problem Solution 

Intake students’ English proficiency is low-
level. 

The program and KMITL will provide an 
intensive course. 

Intake students’ basic skills may not reach 
the standard level. 

The program will provide an initial intensive 
course for teaching the basic skill training.   

2.4 Admissions and Graduation Plan 

(Provide n+1-year admissions and graduation plan, where n is the length of the program) 

Number of Students by 
Year 

Academic Year 

2024 2025 2026 2027 2028 

Year 1 25 25 25 25 25 

Year 2  25 25 25 25 

Year 3 - - 25 25 25 

Year 4 - - - 25 25 

Total 25 50 75 100 100 

Expected graduates    25 25 

2.5 Expenditure plan  

Fiscal Year 2024 2025 2026 2027 2028 

Personnel expenses 2,000,000 3,000,000 4,000,000 6,000,000 6,000,000 

Capital expense 4,250,000 6,750,000 8,275,000 8,500,000 8,500,000 
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Estimated expenditure per person for producing a scholar according to the program 
equals to an average of 192,500 Baht/Student/Academic Year 

2.6 Delivery modes 

☒ Classroom instruction 

☐ Distance learning through printed media 

☐ Distance learning through audio/visual broadcast 

☒ Distance learning through electronic media (E-Learning) 

☐ Distance learning via the Internet 

☐ Others …………………………………………. 

2.7 Cross-university credit and course transfer and registration (if any)  

To be carried out according to the Regulation of King Mongkut’s Institute of Technology 
Ladkrabang on Undergraduate Study B.E. 2565 (Appendix A) and the Proclamation of King 
Mongkut’s Institute of Technology Ladkrabang on Cross-University Registration (Appendix C). 

3. Curriculum structure, courses, and credits 

3.1 Curriculum structure and credits 

Course Group Credits 

A. General Education Courses 24 

B. Major Courses 90 

 B1. Foundation Subjects  18 

 B2. Core Subjects 30 

 B3. Module Subjects 33 

 B4. Module Elective Subjects 9 

Fiscal Year 2024 2025 2026 2027 2028 

Operating expenses 2,000,000 4,000,000 4,000,000 4,000,000 4,000,000 

Total expense 8,250,000 13,750,000 16,275,000 18,500,000 18,500,000 
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Course Group Credits 

C. Free Electives 6 

Total 120 

3.2 Courses 

A. General Education Courses 

Students are required to take the General Education courses according to the requirements 
of Plan B of the General Education Specification for International Programs (2022 Revision) 
published by the Office of General Education (Appendix C). 

B. Major Courses  

B1. Fundamental Courses 18 credits 

02456101 DESIGN FUNDAMENTALS  3 (2-2-5) 

02456102 COMPARATIVE ART HISTORY 3 (3-0-6) 

02456103 COMPUTER FOR DESIGN 3 (2-2-5) 

02456104 ART PHILOSOPHY 3 (3-0-6) 

02456105 DESIGN FUNDAMENTAL IN 3D MODELING 3 (2-2-5) 

02456106 FUNDAMENTAL OF INTERACTION DESIGN 3 (2-2-5) 

B2. Core Subjects 30 credits 

02456201 PHOTOGRAPHY AND MOVING IMAGE  3 (2-2-5) 

02456202 VISUAL WRITING 3 (2-2-5) 

02456203 MOTION DESIGN 1 3 (2-2-5) 

02456204 MOTION DESIGN 2 3 (2-2-5) 

02456205 VISUAL IMAGE DEVELOPMENT 3 (2-2-5) 

02456206 PHYSICAL UI 3 (2-2-5) 

02456207 DESIGN THINKING 3 (2-2-5) 

02456208 INTERACTIVE MEDIA 1 3 (2-2-5) 

02456209 3D MOTION DESIGN 3 (2-2-5) 

02456210 IMAGE PROCESSING 3 (2-2-5) 
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B3. Module Subjects 33 credits 

02456301 INSTALLATION MEDIA  3 (2-2-5) 

02456302 INTERACTIVE MEDIA 2 3 (2-2-5) 

02456303 STUDIO PRACTICE IN MEDIA DESIGN 3 (2-2-5) 

02456304 PRODUCT AND SERVICE DESIGN 1 3 (2-2-5) 

02456305 INTEGRATED MEDIA DESIGN 3 (2-2-5) 

02456306 DESIGN RESEARCH 3 (2-2-5) 

02456307 PRODUCT AND SERVICE DESIGN 2 3 (2-2-5) 

02456308 CO-LAB MEDIA WORKSHOP 3 (2-2-5) 

02456309 PROFESSIONAL PORTFOLIO 3 (2-2-5) 

02456310 SPECIAL PROJECT 3 (0-6-3) 

02456311 COOPERATIVE EDUCATION 1 3 (3-0-6) 

02456312 CAPSTONE PROJECT 6 (0-12-6) 

02456313 PLAN A: OVERSEA STUDY ABROAD/OVERSEAS INTERNSHIP 6 (0-40-0) 

02456314 PLAN B: DOMESTIC/OVERSEAS COOPERATIVE EDUCATION 6 (0-45-0) 

B4. Module Electives  9 credits 

02456401 CREATIVE LIGHTING  3 (2-2-5) 

02456402 SPACE AND TIME DESIGN 3 (2-2-5) 

02456403 INSTALLATION DESIGN 3 (2-2-5) 

02456404 VISUAL CULTURE 3 (2-2-5) 

02456405 DATA VISUALIZATION 3 (2-2-5) 

02456406 SOCIAL INTERACTION 3 (2-2-5) 

02456407 DIGITAL TRANSFORMATION 3 (2-2-5) 

02456408 ETHICAL DESIGN AND SOCIAL RESPONSIBILITY 3 (2-2-5) 

02456409 BRANDING AND IDENTITY DESIGN 3 (2-2-5) 

02456410 CULTURAL STUDIES AND THE CREATIVE ECONOMY 3 (2-2-5) 
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C. Free Electives  

Students are required to take any undergraduate courses offered at KMITL totaling at 
least 6 credits as their free electives.  

Meaning of the Digits in a Course Code 

A course code consists of 8 numerical digits, which have the following meaning: 

Digit No. Digit Values and Meaning 
1st, 2nd  Responsible school/office 

96 = Office of General Education 
02 = School of School of Architecture, Art, and Design 

For the courses responsible by School of Architecture, Art, and Design 
3rd, 4th Responsible program 

45 = Bachelor of Design Program in Design Intelligent for Creative Economy 
5th  Course level 

6 = Undergraduate 
For the courses in Bachelor of Design Program in Design Intelligent for Creative Economy 

6th Course category 
1 = Foundation Subjects 
2 = Core Subjects 
3 = Supporting Subjects 
4 = Module Elective Subjects 

7th, 8th Running number 

Meaning of the Numbers in Course Credits 

The credit detail for each course is described by numbers of the form C (L-P-S), where C is the 
designated number of credit points, L is the number of lecture hours per week, P is the number 
of in-class practice hours, and S is the recommended number of self-study hours per week. 

3.3 Study plan 

Year 1 Semester 1 

Code Course Title Credits 

02456101 DESIGN FUNDAMENTALS  3 (2-2-5) 

02456102 COMPARATIVE ART HISTORY 3 (3-0-6) 

02456103 COMPUTER FOR DESIGN 3 (2-2-5) 
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Code Course Title Credits 

02456201 PHOTOGRAPHY AND MOVING IMAGE 3 (2-2-5) 

96641009 INTERCULTURAL COMMUNICATION SKILL IN ENGLISH 1 3 (X-X-X) 

96644XXX LANGUAGE AND COMMUNICATION  3 (X-X-X) 

 Total 18 

 

 

 

Year 1 Semester 2 

Code Course Title Credits 

02456104 ART PHILOSOPHY  3 (3-0-6) 

02456105 DESIGN FUNDAMENTAL IN 3D MODELING 3 (2-2-5) 

02456202 VISUAL WRITING 3 (2-2-5) 

02456203 MOTION DESIGN 1 3 (2-2-5) 

96641007 DIGITAL CITIZENSHIP 3 (X-X-X) 

96641010 INTERCULTURAL COMMUNICATION IN ENGLISH 2 3 (X-X-X) 

 Total 18 

 

Year 2 Semester 1 

Code Course Title Credits 

02456106 FUNDAMENTAL OF INTERACTION DESIGN 3 (2-2-5) 

02456204 MOTION DESIGN 2 3 (2-2-5) 

02456205 VISUAL IMAGE DEVELOPMENT 3 (2-2-5) 

02456206 PHYSICAL UI 3 (2-2-5) 

9664XXXX GENERAL EDUCATION 3 (X-X-X) 

9664XXXX GENERAL EDUCATION 3 (X-X-X) 

 Total 18 
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Year 2 Semester 2 

Code Course Title Credits 

02456207 DESIGN THINKING 3 (2-2-5) 

02456208 INTERACTIVE MEDIA 1 3 (2-2-5) 

02456209 3D MOTION DESIGN 3 (2-2-5) 

02456210 IMAGE PROCESSING 3 (2-2-5) 

9664XXXX GENERAL EDUCATION 3 (X-X-X) 

9664XXXX GENERAL EDUCATION 3 (X-X-X) 

 Total 18 

 

 

 

Year 3 Semester 1 for CREATIVE MEDIA DESIGN MODULE (CMD) 

Code Course Title Credits 

02456301 INSTALLATION MEDIA 3 (2-2-5) 

02456302 INTERACTIVE MEDIA 2 3 (2-2-5) 

02456303 STUDIO PRACTICE IN MEDIA DESIGN 3 (2-2-5) 

024564XX MODULE ELECTIVE 3 (X-X-X) 

024564XX MODULE ELECTIVE 3 (X-X-X) 

XXXXXX FREE ELECTIVE 3 (X-X-X) 

 Total 18 
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Bachelor of Design (Design Intelligence for Creative Economy)  
(International Program) School of Architecture, Art, and Design, KMITL 

Year 3 Semester 1 for INTERACTION DESIGN MODULE (I X D) 

Code Course Title Credits 

02456301 INSTALLATION MEDIA 3 (2-2-5) 

02456302 INTERACTIVE MEDIA 2 3 (2-2-5) 

02456304 PRODUCT AND SERVICE DESIGN 1 3 (2-2-5) 

024564XX MODULE ELECTIVE 3 (X-X-X) 

024564XX MODULE ELECTIVE 3 (X-X-X) 

XXXXXX FREE ELECTIVE 3 (X-X-X) 

 Total 18 

 

 

 

Year 3 Semester 2 for CREATIVE MEDIA DESIGN MODULE (CMD) 

Code Course Title Credits 

02456305 INTEGRATED MEDIA DESIGN 3 (2-2-5) 

02456306 DESIGN RESEARCH 3 (2-2-5) 

024564XX MODULE ELECTIVE  3 (X-X-X) 

XXXXXX FREE ELECTIVE 3 (X-X-X) 

 Total 12 

 

Year 3 Semester 2 for INTERACTION DESIGN MODULE (I X D) 

Code Course Title Credits 

02456306 DESIGN RESEARCH 3 (2-2-5) 

02456307 PRODUCT AND SERVICE DESIGN 2 3 (2-2-5) 

024564XX MODULE ELECTIVE  3 (X-X-X) 

XXXXXX FREE ELECTIVE 3 (X-X-X) 

 Total 12 
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Bachelor of Design (Design Intelligence for Creative Economy)  
(International Program) School of Architecture, Art, and Design, KMITL 

 

Year 4 Semester 1  

Code Course Title Credits 

02456308 CO-LAB MEDIA WORKSHOP 3 (2-2-5) 

02456309 PROFESSIONAL PORTFOLIO 3 (2-2-5) 

02456310 SPECIAL PROJECT 3 (0-6-3) 

02456311 COOPERATIVE EDUCATION 1 3 (3-0-6) 

 Total 12 

 

Year 4 Semester 2 for CAPSTONE PROJECT OPTION 

Code Course Title Credits 

02456312 CAPSTONE PROJECT 6 (0-12-6) 

 Total 6 

 

 

Year 4 Semester 2 for PLAN A: OVERSEA STUDY ABROAD or INTERNSHIP 

Code Course Title Credits 

02456313 OVERSEA STUDY ABROAD* or OVERSEAS INTERNSHIP** 
6 (0-45-0) 

 

 Total 6 

 * Students who select to study overseas can transfer study credits relative to an oversea 
institute according to the institute’s notice no more than 6 credits 

 ** For overseas internships, students will work with overseas organizations/companies for 
at least 45 hours.  
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Bachelor of Design (Design Intelligence for Creative Economy)  
(International Program) School of Architecture, Art, and Design, KMITL 

Year 4 Semester 2 for PLAN B: DOMESTIC/ INTERNATIONAL COOPERATIVE EDUCATION 

Code Course Title Credits 

02456314 DOMESTIC/OVERSEAS COOPERATIVE EDUCATION*** 6 (0-45-0) 

 Total 6 

 *** For domestic or overseas cooperative education, students need to work with the 
company or organization not more than 40 hours/week, excluding Saturday and Sunday, for 
15 weeks under the supervision of the company/organization staff and DICE committee.  

3.4 Course descriptions 

See Appendix E. 

4. Option for 1) Capstone project, 2) International study abroad/International 
Internship, and 3) Domestic/International Cooperative Education 

Design Intelligent for Creative Economy offers opportunities for students to select their 
own path to gain real-world experiences apart from learning in the class. Students will 
have two options, including 1) Capstone project, 2) international study abroad or 
international internship, and 3) Domestic/International Cooperative Education. 

 Note:  1) In the 4th year, students are able to switch between each plan in alternative 
education under the consideration of the School’s committee. 

   2) Students can select the following alternatives: 

4.1 Course ID: 02456312 CAPSTONE PROJECT 

4.1.1 Learning outcomes and assessment 

Learning Outcome Assessment Methods 

Address and solve a complex problem in the 
design/communicative fields 

- Assessed through their final project 

Design their solution for the complex problem - Assessed through their final project 

4.1.2 Semester 

Semester 2 / Year 4 

4.1.3 Credits 

6 (0-12-6) 
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Bachelor of Design (Design Intelligence for Creative Economy)  
(International Program) School of Architecture, Art, and Design, KMITL 

4.1.4 Preparation 

1) Preparing Capstone Project topic 

 

4.2 Course ID: 02456313 OVERSEA STUDY ABROAD OR OVERSEAS INTERNSHIP 

4.2.1 Learning outcomes and assessment 

Learning Outcome Assessment Methods 

-Develop a deeper understanding and appreciation 
of learning/working in various cultural contexts. 

- Assessed through their 
learning/working results 

- Learn/Work in diverse environments to contribute 
to global citizenship, and develop their own 
learning/working process 

- Assessed through their 
learning/working log 

4.2.2 Semester 

Semester 2 / Year 4 

4.2.3 Duration 

15 weeks 

4.2.4 Credits 

6 (X-X-X) 

4.2.5 Preparation 

1) English proficiency test if required. 

4.3 Course ID: 02456314 DOMESTIC/INTERNATIONAL COOPERATIVE EDUCATION 

4.3.1 Learning outcomes and assessment 

Learning Outcome Assessment Methods 

Able to foster critical thinking and problem-solving 
abilities specific to design challenges globally in the 
creative economy, preparing students to address 
complex real-world design issues effectively. 

- Students will be assessed by their 
presenting their problem-solving 
process and final solution. 

Design creatively while considering diverse cultural 
influences and perspectives, enhancing their 
capacity to create culturally relevant and globally 
appealing designs. 

- Students’ works represent the 
integration of context and cultural 
influences with their own creativity 
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4.3.2 Semester 

Semester 2 / Year 4 

4.3.3 Duration 

15 weeks 

4.3.4 Credits 

6 (0-45-0) 

4.3.5 Preparation 

1) Pass the subject “Cooperative Education 1.” 

2) English proficiency test if required. 
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Bachelor of Design (Design Intelligence for Creative Economy)  
(International Program) School of Architecture, Art, and Design, KMITL 

Part 4 Learning Management and Assessment 

1. Development of graduate attributes 

Attribute Development Processes/Methods/Activities 

− Possessing skills and systematic 
thought process and to be able to 
apply knowledge for actual utilization 
and to be able to solve the problem 
with scientific method 

- Arranging for an educating activity to develop 
learners’ skills by assigning operational practices 
in the studio with the real-life project 
collaborated with government and private 
sectors.  

- Arranging for a seminar subject, special project 
or co-operative education, internship program 
for program.  

- Arranging for knowledge exchange activity in 
the program for both theory and practice 
between instructors and students as well as 
collaboration projects between institutes for 
internships 

Eager to learn and having the ability for 
self-learning 

- Arranging for an education that promotes 
students’ self-learning. 

Leadership, responsibility and self-discipline Arranging for subjects that allow group works 
and assign a leader for each group as well as 
having every member participate in a 
presentation to train students for leadership and 
how to be a good team member - Instigating 
rules for discipline i.e. punctuality for class, 
attendance and participation in the classroom 
to foster courage in expressing opinions. 

Moral and professional ethics - Arranging for a special lecture by an expert to 
contribute to research experience and societal 
impact as well as relating laws and 
infringements. 

A mind for public service - Arranging for 
extracurricular activities i.e. community 
service.  

A mind for public service - Arranging for 
extracurricular activities i.e. community service.  
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Bachelor of Design (Design Intelligence for Creative Economy)  

(International Program) School of Architecture, Art, and Design, KMITL   

2. Development of the learning outcomes, teaching methods, and the assessment of learning outcomes 

2.1 Teaching methods and the assessment of learning outcomes 

Learning Outcome Teaching Methods Assessment Methods 

PLO 1. Knowledge 

PLO 1.1 Comprehensively understand design 
principles, theories, historical contexts, user-
experience-based design, and innovative 
technology within the creative economy, 
especially in industrial design and 
communication art.   

1) Lectures and Seminars: Covering design 
theories, historical contexts, and guest sessions 
by industry experts. 

2) Practical Workshops: Hands-on activities with 
real-world problems emphasizing user-
experience and technology. 

3) Project-Based Learning: Individual and group 
projects focused on integrating design 
principles with innovative technologies. 

 

- Portfolio Review: Collection of student's work 
throughout the program to showcase mastery 
over design principles, innovative technology 
applications, and user-experience design. 

- Group Project Presentation: Students 
collaborate on a design project, then present 
and defend their solutions to peers and 
faculty, emphasizing their application of 
principles learned. 

- Written Examination: A combination of 
multiple-choice, short answer, and essay 
questions assessing students' theoretical 
knowledge, understanding of historical 
contexts, and ability to critically evaluate 
design scenarios. 
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Bachelor of Design (Design Intelligence for Creative Economy)  

(International Program) School of Architecture, Art, and Design, KMITL   

Learning Outcome Teaching Methods Assessment Methods 

PLO 1.2 Apply design principles, knowledge, 
and theories in creative industries disciplines to 
solve real-world problems or meet 
requirements in creative industries.    

Studio Workshops: 

Practical sessions where students bring their 
creative ideas to life. They're introduced to 
different tools, techniques, and methodologies 
that are relevant to the creative industry 
disciplines. 

Interactive Peer Brainstorming: 

Encourage students to share, refine, and 
critique their creative ideas with peers. This can 
foster the exchange of diverse perspectives and 
lead to richer idea development. 

Creative Portfolio Submission: 

Students compile a selection of their best work 
developed throughout the course, showcasing 
their application of design principles, 
knowledge, and theories in various projects. 

Practical Design Task: 

Students are given a brief or problem 
statement related to the creative industry. 
They're assessed on their ability to develop 
and construct a solution or design that 
integrates the principles, knowledge, and 
theories they've learned. 

 

PLO 1.3 Generate creative ideas through the 
effective design process in response to real-
world problems and requirements.    

Collaborative Design Workshops: 

Sessions where students actively collaborate to 
bring creative ideas to life. They explore 
different methods and techniques, working 
both individually and in teams to build on 
each other's ideas. 

Design Prototype Review: 

Students submit a tangible or digital prototype 
of their design. The assessment focuses on the 
innovativeness and practicality of their 
creations. 

25



Program Specification  

   

Bachelor of Design (Design Intelligence for Creative Economy)  

(International Program) School of Architecture, Art, and Design, KMITL   

Learning Outcome Teaching Methods Assessment Methods 

Idea Incubator Sessions: 

Structured brainstorming and feedback rounds 
where students present early-stage ideas, 
receive input, and refine their concepts. 

Presentation & Defense: 

Students present their designs and innovations 
to a panel. They explain their thought process 
and defend the decisions made during the 
design process, showcasing the evolution of 
their idea into a final product. 

PLO 2. Skills 

PLO 2.1 Develop proficiency in various design 
disciplines, including graphic design, industrial 
design, computer-aid design and design 
software tools, and digital media, through 
hands-on practices.   

Technical Workshops: 

Intensive hands-on sessions where students 
learn and practice specific tools and 
techniques across graphic design, industrial 
design, computer-aided design (CAD) tools, and 
digital media. 

Lab & Studio Practice: 

Designated time for students to independently 
work on projects in a lab/studio environment, 
ensuring they apply and practice the skills 
they've learned in real-time projects. 

Skills Demonstration Test: 

Students are given tasks or challenges specific 
to each design discipline. They must 
demonstrate their proficiency in real-time by 
using the relevant tools and techniques they've 
been taught. 

Portfolio Submission: 

Students compile a portfolio of projects 
they've completed across graphic design, 
industrial design, CAD, and digital media. The 
portfolio showcases their breadth and depth of 
skills across the various design disciplines. 
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(International Program) School of Architecture, Art, and Design, KMITL   

Learning Outcome Teaching Methods Assessment Methods 

PLO 2.2 Effectively communicate the results of 
creative products or designs in oral and visual 
presentation.    

Class presentation:  

Personal or group presentation in studio or 

workshop sessions. 

 

Practical Examination: 

Students are required to present their ideas, 
design processes, and final designs/products in 
the form of visual and verbal presentation.    

PLO 2.3 Develop effective collaboration with 
others as part of a team. 

 

Group Projects: 

Assign tasks that require students to work in 
teams, ensuring each member contributes 
equally. This fosters teamwork, division of 
responsibilities, and collaborative problem-
solving. 

Team Building Activities: 

Organize activities and exercises that challenge 
students to collaborate, communicate, and 
understand team dynamics. This can include 
role-playing, trust-building games, and 
collaborative brainstorming sessions. 

Peer Evaluation: 

After team tasks or projects, each student 
anonymously evaluates their team members 
based on contribution, collaboration, and 
communication. This provides insight into 
individual roles within the group and how 
effectively they collaborated. 

Group Presentation & Reflection: 

Teams present their project outcomes and also 
reflect on the team dynamics, challenges 
faced, and how they were overcome. This 
allows assessment of not just the final output 
but the collaborative process as well. 
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(International Program) School of Architecture, Art, and Design, KMITL   

Learning Outcome Teaching Methods Assessment Methods 

PLO 2.4 Produce designs, products, and 
innovations based on constructive creative 
ideas using design software and production 
tools effectively. 

Personal or group project in workshop session: 

Assign task to produce designs/products 
prototype with real materials and scale.  

Desing review:  
Students’ designs/products will be evaluated 
by peer-designers and experts.  

PLO 3. Ethics 

PLO 3.1 Embrace ethical design practices, 
demonstrating a commitment to sustainability, 
social responsibility, and inclusivity in design 
projects. 

Case Study Analysis: 

Dive deep into real-world design projects that 
have faced ethical dilemmas. Discuss and 
dissect decisions made, consequences faced, 
and alternative choices available, with a focus 
on sustainability, social responsibility, and 
inclusivity. 

Ethical Design Workshops: 

Organize sessions where industry experts 
discuss ethical considerations in their work. 
Students can actively engage, ask questions, 
and learn from these real-world experiences. 

Ethical Decision-making Analysis: 

Students present hypothetical design scenarios 
filled with ethical dilemmas. Ask them to 
propose solutions, justifying their choices based 
on ethical design practices, and then evaluate 
their rationale. 

Ethical Portfolio Review: 

As part of their project submissions, students 
include an ethics reflection section where they 
discuss how they incorporated sustainability, 
social responsibility, and inclusivity in their 
designs. This section is then assessed for depth, 
understanding, and practical application of 
ethical design practices. 
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Bachelor of Design (Design Intelligence for Creative Economy)  

(International Program) School of Architecture, Art, and Design, KMITL   

Learning Outcome Teaching Methods Assessment Methods 

PLO 3.2 Engage in ethical decision-making, 
considering the potential consequences of 
design choices on individuals and society. 

Ethical Dilemma Discussions: 

Regular classroom discussions where students 
are presented with design scenarios that pose 
ethical challenges. Encourage open debate 
about potential actions and their implications. 

Guest Speaker Sessions: 

Invite professionals who've faced significant 
ethical decisions in their design careers to share 
their experiences, choices made, and the 
consequences of those choices. 

Ethical Response Essays: 

Provide students with a design situation that 
has ethical implications. They must write an 
essay discussing potential actions, the ethical 
reasoning behind their choices, and anticipated 
consequences. 

Role-playing Simulation: 

Students participate in simulated design 
meetings where they encounter ethical 
dilemmas. Their ability to navigate the 
situation, make decisions, and justify those 
choices is assessed by peers and instructors. 

PLO 3.3 Uphold professional and ethical 
standards in all aspects of design work in 
creative industries. 

Professional Ethics Workshops: 

Conduct workshops that detail the code of 
ethics for design professionals. These sessions 
can use real-world examples to illustrate 
ethical dilemmas and best practices in 
response. 

Mentorship and Peer Reviews: 

Ethical Audit of Design Projects: 

Students submit design projects with an 
accompanying report detailing how they 
adhered to professional and ethical standards 
throughout the project. The design and the 
report are both evaluated for ethical 
compliance. 
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Learning Outcome Teaching Methods Assessment Methods 

Pair students with industry professionals or 
experienced peers for regular review sessions. 
These mentors can provide guidance on how 
to maintain ethical standards in real-world 
design situations. 

Ethical Case Analysis: 

Present students with a case study from the 
creative industry where ethical standards were 
compromised. Ask them to analyze the 
situation, identify breaches, and recommend 
alternative actions that uphold ethical 
standards. 

PLO 4. Character 

PLO 4.1 Demonstrate ability of resilience, 
adaptability, and a growth mindset in response 
to challenges and changing design contexts. 

 

Resilience and Adaptability Workshops: 

Organize experiential learning sessions where 
students are put in challenging scenarios, 
requiring them to adapt and overcome using 
their design skills. The focus is not just on the 
design output but also on how they cope with 
unexpected changes and challenges. 

Growth Mindset Seminars: 

Invite speakers or use multimedia resources to 
explain the concept of a growth mindset. Share 
stories of notable figures in design (and other 

Reflective Journals: 

Ask students to maintain journals where they 
chronicle their design journey, especially noting 
challenges faced, how they responded, and 
what they learned from each experience. 
Assess these journals for evidence of resilience, 
adaptability, and a growth mindset. 

Scenario-based Design Challenges: 

Give students design tasks with a twist: 
introduce unexpected changes or hurdles 
partway through the project. Afterward, 
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Learning Outcome Teaching Methods Assessment Methods 

fields) who've displayed this trait, emphasizing 
the benefits of continuous learning and 
embracing challenges. 

evaluate not only the quality of their design 
solutions but also their ability to adapt and 
their approach to the challenge, looking for 
signs of resilience and a growth mindset. 

PLO 4.2 Develop time management skills, the 
ability to meet project deadlines, and effective 
collaboration with others as part of a team.     

 

Time Management Workshops: 

Conduct sessions that introduce students to 
various time management techniques, tools, 
and best practices. Offer hands-on practice in 
scheduling, prioritizing, and tracking tasks. 

Project Management Seminars: 

Introduce students to the stages of project 
management, emphasizing the importance of 
planning, setting milestones, and adhering to 
deadlines. Discuss strategies for ensuring a 
strong work ethic throughout a project's 
lifecycle. 

Task & Time Log Review: 

Require students to maintain a detailed log of 
their tasks, the time spent on each, and the 
outcomes. Periodically review these logs to 
assess their time management skills and work 
ethic. 

Project Milestone Evaluations: 

Break projects into multiple milestones with 
specific deadlines. Evaluate students not just 
on the outcome but on their punctuality and 
consistency in meeting these interim deadlines, 
ensuring they're managing their time effectively 
and maintaining a strong work ethic. 

PLO 4.3 Demonstrate personal characteristics of 
curiosity, being creativity, and a willingness of 

Inspirational Design Tours: Idea Sketchbook Review: 
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Learning Outcome Teaching Methods Assessment Methods 

live-long learning to explore innovative design 
solutions. 

 

Organize visits to innovative design studios, 
exhibitions, or installations, allowing students 
to witness cutting-edge design solutions 
firsthand. Such exposure can spark curiosity 
and inspire them to think creatively. 

Creative Exploration Workshops: 

Hold sessions where students are introduced to 
unconventional design materials, tools, or 
methods. Encourage them to experiment 
without the fear of failure, fostering a space of 
pure exploration and innovative thinking. 

Ask students to maintain a sketchbook or 
journal where they jot down spontaneous 
design ideas, doodles, or concepts. Periodically 
review these for evidence of their creative 
exploration, innovative thinking, and curiosity. 
Innovative Design Challenge: 
Present students with a common, everyday 
problem and challenge them to devise a 
unique, out-of-the-box solution. Assess not 
only the feasibility of their designs but also  
the novelty, creativity, and willingness to push 
traditional boundaries. 
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2.2 Mapping of program learning outcomes and their responsible courses 

Course 

PLO 1. Knowledge 
1.1 Comprehensively understand 
design principles, theories, 
historical contexts, user-
experience-based design, and 
innovative technology within the 
creative economy, especially in 
industrial design and 
communication art.   
1.2 Apply design principles, 
knowledge, and theories in creative 
industries disciplines to solve real-
world problems or meet 
requirements in creative industries.    
1.3 Generate creative ideas through 
the effective design process in 
response to real-world problems 
and requirements.    

PLO 2. Skills 
2.1 Develop proficiency in various design 
disciplines, including graphic design, industrial 
design, computer-aid design and design software 
tools, and digital media, through hands-on 
practices.   
2.2 Effectively communicate the results of creative 
products or designs in oral and visual presentation.    
2.3 Develop effective collaboration with others as 
part of a team. 
2.4 Produce designs, products, and innovations 
based on constructive creative ideas using 
design software and production tools 
effectively.   

PLO 3. Ethics 
3.1 Embrace ethical design 
practices, demonstrating a 
commitment to sustainability, 
social responsibility, and 
inclusivity in design projects. 
3.2 Engage in ethical decision-
making, considering the potential 
consequences of design choices 
on individuals and society. 
3.3 Uphold professional and 
ethical standards in all aspects of 
design work in creative industries. 

 

PLO 4. Character 
4.1 Demonstrate ability of 
resilience, adaptability, and a 
growth mindset in response to 
challenges and changing design 
contexts.   
4.2 Develop time management 
skills, the ability to meet project 
deadlines, and effective 
collaboration with others as part 
of a team.      
4.3 Demonstrate personal 
characteristics of curiosity, 
creativity, and a willingness of 
live-long learning to explore 
innovative design solutions.   

 

1.1 1.2 1.3 2.1 2.2 2.3 2.4 3.1 3.2 3.3 4.1 4.2 4.3 

FUNDAMENTAL COURSES  

02456101 DESIGN FUNDAMENTALS              

02456102 COMPARATIVE ART HISTORY              

02456103 COMPUTER FOR DESIGN     
 
 

        

02456104 ART PHILOSOPHY              

02456105 DESIGN FUNDAMENTAL IN 3D MODELING              

02456106 FUNDAMENTAL OF INTERACTION DESIGN              

CORE SUBJECTS  

02456201 PHOTOGRAPHY AND MOVING IMAGE           
 
 
 
 

 

02456202 VISUAL WRITING              

02456203 MOTION DESIGN 1              

02456204 MOTION DESIGN 2              

02456205 VISUAL IMAGE DEVELOPMENT              
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Course 

PLO 1. Knowledge 
1.1 Comprehensively understand 
design principles, theories, 
historical contexts, user-
experience-based design, and 
innovative technology within the 
creative economy, especially in 
industrial design and 
communication art.   
1.2 Apply design principles, 
knowledge, and theories in creative 
industries disciplines to solve real-
world problems or meet 
requirements in creative industries.    
1.3 Generate creative ideas through 
the effective design process in 
response to real-world problems 
and requirements.    

PLO 2. Skills 
2.1 Develop proficiency in various design 
disciplines, including graphic design, industrial 
design, computer-aid design and design software 
tools, and digital media, through hands-on 
practices.   
2.2 Effectively communicate the results of creative 
products or designs in oral and visual presentation.    
2.3 Develop effective collaboration with others as 
part of a team. 
2.4 Produce designs, products, and innovations 
based on constructive creative ideas using 
design software and production tools 
effectively.   

PLO 3. Ethics 
3.1 Embrace ethical design 
practices, demonstrating a 
commitment to sustainability, 
social responsibility, and 
inclusivity in design projects. 
3.2 Engage in ethical decision-
making, considering the potential 
consequences of design choices 
on individuals and society. 
3.3 Uphold professional and 
ethical standards in all aspects of 
design work in creative industries. 

 

PLO 4. Character 
4.1 Demonstrate ability of 
resilience, adaptability, and a 
growth mindset in response to 
challenges and changing design 
contexts.   
4.2 Develop time management 
skills, the ability to meet project 
deadlines, and effective 
collaboration with others as part 
of a team.      
4.3 Demonstrate personal 
characteristics of curiosity, 
creativity, and a willingness of 
live-long learning to explore 
innovative design solutions.   

 

1.1 1.2 1.3 2.1 2.2 2.3 2.4 3.1 3.2 3.3 4.1 4.2 4.3 

02456206 PHYSICAL UI              

02456207 DESIGN THINKING               

02456208 INTERACTIVE MEDIA (UX/UI)              

02456209 3D MOTION DESIGN              

02456210 IMAGE PROCESSING              

MODULE SUBJECTS  

02456301 INSTALLATION MEDIA              

02456302 INTERACTIVE MEDIA 2              

02456303 STUDIO PRACTICE IN MEDIA DESIGN              

02456304 PRODUCT AND SERVICE DESIGN 1              

02456305 INTEGRATED MEDIA DESIGN              

02456306 DESIGN RESEARCH              

02456307 PRODUCT AND SERVICE DESIGN 2              

02456308 CO-LAB MEDIA WORKSHOP              

02456309 PROFESSIONAL PORTFOLIO              

02456310 SPECIAL PROJECT              
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Course 

PLO 1. Knowledge 
1.1 Comprehensively understand 
design principles, theories, 
historical contexts, user-
experience-based design, and 
innovative technology within the 
creative economy, especially in 
industrial design and 
communication art.   
1.2 Apply design principles, 
knowledge, and theories in creative 
industries disciplines to solve real-
world problems or meet 
requirements in creative industries.    
1.3 Generate creative ideas through 
the effective design process in 
response to real-world problems 
and requirements.    

PLO 2. Skills 
2.1 Develop proficiency in various design 
disciplines, including graphic design, industrial 
design, computer-aid design and design software 
tools, and digital media, through hands-on 
practices.   
2.2 Effectively communicate the results of creative 
products or designs in oral and visual presentation.    
2.3 Develop effective collaboration with others as 
part of a team. 
2.4 Produce designs, products, and innovations 
based on constructive creative ideas using 
design software and production tools 
effectively.   

PLO 3. Ethics 
3.1 Embrace ethical design 
practices, demonstrating a 
commitment to sustainability, 
social responsibility, and 
inclusivity in design projects. 
3.2 Engage in ethical decision-
making, considering the potential 
consequences of design choices 
on individuals and society. 
3.3 Uphold professional and 
ethical standards in all aspects of 
design work in creative industries. 

 

PLO 4. Character 
4.1 Demonstrate ability of 
resilience, adaptability, and a 
growth mindset in response to 
challenges and changing design 
contexts.   
4.2 Develop time management 
skills, the ability to meet project 
deadlines, and effective 
collaboration with others as part 
of a team.      
4.3 Demonstrate personal 
characteristics of curiosity, 
creativity, and a willingness of 
live-long learning to explore 
innovative design solutions.   

 

1.1 1.2 1.3 2.1 2.2 2.3 2.4 3.1 3.2 3.3 4.1 4.2 4.3 

02456311 COOPERATIVE EDUCATION 1              

02456312 CAPSTONE PROJECT              

02456313 PLAN A: OVERSEAS STUDY ABROAD/OVERSEAS INTERNSHIP              

02456314 PLAN B: DOMESTIC/OVERSEAS COOPERATIVE EDUCATION              

MODULE ELECTIVES  

02456401 CREATIVE LIGHTING              

02456402 SPACE AND TIME DESIGN              

02456403 INSTALLATION DESIGN              

02456404 VISUAL CULTURE              

02456405 DATA VISUALIZATION              

02456406 SOCIAL INTERACTION              

02456407 DIGITAL TRANSFORMATION              

02456408 ETHICAL DESIGN AND SOCIAL RESPONSIBILITY              

02456409 BRANDING AND IDENTITY DESIGN              

02456410 CULTURAL STUDIES AND THE CREATIVE ECONOMY              
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Course 

PLO 1. Knowledge 
 

PLO 2. Skills 
 

PLO 3. Ethics 
 

PLO 4. Character 
 

1.1 1.2 1.3 1.4 1.5 2.1 2.2 2.3 2.4 2.5 2.6 2.7 3.1 3.2 3.3 3.4 3.5 4.1 4.2 4.3 4.4 4.5 

TEAM PROJECT                       

02456201 PHOTOGRAPHY AND MOVING IMAGE                       

Note: The program selects the course PHOTOGRAPHY AND MOVING IMAGE as the team project for General Education. CLOs for this 
selected course refer to the General Education Curriculum. 
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2.3 Development of learning outcomes by year of study 

Learning Outcome 1 2 3 4 

PLO 1. Knowledge 

PLO 1.1 Comprehensively understand design principles, theories, 
historical contexts, user-experience-based design, and innovative 
technology within the creative economy, especially in industrial design 
and communication art.   

    

PLO 1.2 Apply design principles, knowledge, and theories in creative 
industries disciplines to solve real-world problems or meet requirements 
in creative industries.    

    

PLO 1.3 Generate creative ideas through the effective design process in 
response to real-world problems and requirements.        

PLO 2. Skills 

PLO 2.1 Develop proficiency in various design disciplines, including 
graphic design, industrial design, computer-aid design and design 
software tools, and digital media, through hands-on practices.   

    

PLO 2.2 Effectively communicate the results of creative products or 
designs in oral and visual presentation.        

PLO 2.3 Develop effective collaboration with others as part of a team. 
    

PLO 2.4 Produce designs, products, and innovations based on 
constructive creative ideas using design software and production tools 
effectively. 
 
 

    
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Learning Outcome 1 2 3 4 

PLO 3. Ethics 

PLO 3.1 Embrace ethical design practices, demonstrating a commitment 
to sustainability, social responsibility, and inclusivity in design projects.     

PLO 3.2 Engage in ethical decision-making, considering the potential 
consequences of design choices on individuals and society.     

PLO 3.3 Uphold professional and ethical standards in all aspects of 
design work in creative industries.     

PLO 4. Character 

PLO 4.1 Demonstrate ability of resilience, adaptability, and a growth 
mindset in response to challenges and changing design contexts.     

PLO 4.2 Develop time management skills, the ability to meet project 
deadlines, and effective collaboration with others as part of a team.         

PLO 4.3 Demonstrate personal characteristics of curiosity, being 
creativity, and a willingness of live-long learning to explore innovative 
design solutions. 

    
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Part 5 Program Readiness and Potential 

1. Academic staff 

1.1 Responsible program faculty members 

Name Qualifications 

1. Pwinn Rujikietkhomjron − M.A.(Integrated Design), Anhalt University of Applied 
Science, Germany, 2005 

− B.Arch. (Industrial Design), King Mongkut’s Institute 
Technology Ladkrabang, Thailand, 1996  

2. Asst.Prof. Dr.Sompit Fusakul 
(Goldsmithing, Silversmithing, 
Metalwork & Jewelry) 

− Ph.D. (Goldsmithing, Silversmithing, Metalwork &  
   Jewelry), Royal College of Art, UK., 2002 

− M.I.D (Honors), Rhode Island School of Design, USA., 
1998  

− B.Arch. (Industrial Design), King Mongkut’s Institute 
Technology Ladkrabang, Thailand, 1995 

3. Torpong Limlunjakorn 
 

− MS. (interior & Living Design), Domus Academy, Italy  
   2019 
− M.Sc. (Architecture), Chulalongkorn University,2017 
− B.F.A (interior design), Bangkok University, 2009 

4. Dr.Wasamon Sanasen 
 

− Ph.D. (Art History), Istanbul University, Turkey,2021 
− MA. (Art Theory), Silpakorn University, Thailand,2015 
− BA. (Architecture), King Mongkut’s Institute 

Technology Ladkrabang, Thailand, 2009 
5. Pitak  Thiyanan   
 

− B.Sc. (Animation and Game), Chiangmai university, 
Thailand, 2013 
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1.2 Program faculty members  

Name and Qualifications Academic Portfolio 

1. Pwinn Rujikietkhomjron 

– M.A.(Integrated Design), Anhalt 
University of Applied Science, 
Germany, 2005 

− B.Arch. (Industrial Design), King 
Mongkut’s Institute Technology 
Ladkrabang, Thailand, 1996 

– Pwinn Rujikietgumjorn. (2019). EV 
Motorcycle for KMITL. Presentation Robot 
for CPF (public) Co., ltd. True digital park 
Bangkok, 15 September 2019. 

 

2. Asst.Prof. Dr.Sompit Fusakul 
(Industrial Design) 

− Ph.D. (Goldsmithing, Silversmithing, 
Metalwork & Jewelry), Royal College 
of Art, UK., 2002 

− M.I.D (Honors), Rhode Island School 
of Design, USA., 1998  

− B.Arch. (Industrial Design), King 
Mongkut’s Institute Technology 
Ladkrabang, Thailand, 1995 

– สมพิศ ฟูสกุล (2562). ปจจัยท่ีสงผลตอการเขารับ
บริการของผูปวยในหนวยงานกายอุปกรณเสริมและ
เทียม สถาบันราชประชาสมาสัย. การประชุม
วิชาการระดับบัญฑิตศึกษาครั้งท่ี 10  คณะ
สถาปตยกรรมศาสตร สจล. ฉบับท่ี 10 ปท่ี ๒๐  
พ.ศ. ๒๕๖๒ วันท่ี 26 เมษายน 2562 ณ  
คณะสถาปตยกรรมศาสตร หนา 275-286. 

 

3. Torpong Limlunjakorn 

− MS. (interior & Living Design), 
Domus Academy, Italy, 2019 

−  M.Sc. (Architecture),    
    Chulalongkorn    
    University, 2017 

− B.F.A (interior design), Bangkok 
University, 2009 

– ตอพงษ  ลิ่มลัญจกร.(2565). โลกอุดมคติใน
สถาปตยกรรมแนวความคิดรุนแรง. วารสาร
ศิลปกรรมศาสตร มหาวิทยาลัยศรีนครินทรวิโรฒ,  
ปท่ี 26 ฉบับท่ี 1 (มกราคม-มิถุนายน 2565),  
หนา 145-157. 
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Name and Qualifications Academic Portfolio 

4. Dr.Wasamon Sanasen 
− Ph.D. (Art History), Istanbul 

University, Turkey, 2021 
−  MA. (Art Theory),  

    Silpakorn University,    
    Thailand,2015 

− BA. (Architecture), King Mongkut’s 
Institute Technology Ladkrabang, 
Thailand, 2009 

− Wasamon Sanasen ,(2021). The Tomb 
Architecture of Muslims in Thailand. Thailand 
studies , (Ankara:Asia Pacific Studies and 
Research Center),  Vol.1,Page.165-208. 

5.   Dr.Nuanphan Kaewpanukrangsi 

− ปร.ด. (นิเทศศาสตรและนวัตกรรม),  
สถาบันบัณฑิตพัฒนบริหารศาสตร (นิดา), 
2562   

− M.Sc. (Interaction Design), Malmö 
University, Sweden, 2556  

− สถ.บ. (ศิลปอุตสาหกรรม) (เกียรตินิยม 
อันดับ 2), สถาบันเทคโนโลยีพระจอมเกลา
เจาคุณทหารลาดกระบัง, 2548  

– Kaewpanukrangsi, N., & Kerdvibulvech, C. 
(2019). Gesture-Based Communication via User 
Experience Design: Integrating Experience into 
Daily Life for an Arm-Swing Input Device. 
Augmented Human Research, 4(2), 1-13. 

 

6. Asst.Prof.Dr.Pichak Thananchaibut 
(สาขาการถายภาพ) 

− ปร.ด.(วฒันธรรม ศิลปกรรมและการ
ออกแบบ),มหาวิทยาลัยขอนแกน, 2565 

− M.A. (Photography), Kent    
   institute of Arts and  
   Design, Kent, England,    
   2005 
− ศป.บ. (นิเทศศิลป), สถาบันเทคโนโลยี 
พระจอมเกลาเจาคุณทหารลาดกระบัง, 2540 

– Pichak Thananchaibut (2022) “Roles of 
Pathet Lao’s Photographs During Laos 
Revolution War in 1954-1975” International 
Journal of Innovation, Creativity and Change. 
Volume 16, Issue 2, 2022,256-270. 
www.ijicc.net 
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Name and Qualifications Academic Portfolio 

7. Asst.Prof. Chanya Hetayothin 
(สาขาออกแบบพาณิชยศิลป) 
− Master of Philosophy (MPhil), 

(Practice-Based Research), University 
of the Arts, London, UK., 2016  

− Master of Fine Art (MFA) in Film, 
Television and Digital Media, 
University of California, Los Angeles, 
USA., 2009  

− ศป.บ. (นิเทศศิลป) เกียรตินิยม อันดับ 1, 
สถาบันเทคโนโลยีพระจอมเกลา เจาคุณ
ทหารลาดกระบัง, 2546 

− จรรยา เหตะโยธิน.(2564).แนวทางการออกแบบตัว
ละครกรณีศึกษา ‘เดอะคาแรคเตอรดีไซนชาเลนจ.
วารสารวิชาการคณะสถาปตยกรรมศาสตร สจล. 
32(1), 1-15.  

8. Napin Mandhachitara 
− M.A. (Graphic Design), University of 

Art and Design, Helsinki, Finland, 
2552 

− ศป.บ. (การออกแบบนิเทศศิลป), มหาวิทยาลยั
ศิลปากร, 2543 

− นพิน มัณฑะจิตร.(2566). นิทรรศการภาพถาย 
“Know Body No”. ณ ผนังโคง ชั้น 3 หอศิลป 
วัฒนธรรมแหงกรุงเทพมหานคร. (18-23 ก.ค. 2566). 
https://waymagazine.org/ knowbody-no/ 

9. Natthakit Kangsadansenanon 
− M.A. (Computational Arts), University 

of London, United Kingdom, 2017 

− B.Sc. (Design Architecture), 
Chulalongkorn University, 2015 

– ณัฐกิตติ์ กังสดาลเสนานนท.(2019-2020), light is the 
word เทศกาลศิลปะกลางแจง.หอศิลปแหงชาติ.(19 
December 2019 – 09 February 2020). หนา71. 

https://www.youtube.com/watch?v=hFN0LGEC
zg0  
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2. Academic staff development 

2.1 Preliminary activities for new faculty members and visiting lecturers. 

2.1.1 Orientation for new instructors regarding their roles and responsibilities are to be given 
regarding the programs’ regulations and arrangement for teaching, continuous education, etc.  

2.1.2 Assigning supervisory instructors as advisors to provide advice, suggestions and to explain 
operations according to the role of the instructor.  

2.2.3 Supporting instructors’ participation in academic conferences to share and gain knowledge. 

2.2 Competency development for the responsible program faculty members, the program 
faculty members, and the lecturers in the program 

Competency Development Processes/Approaches 

1. Teaching and learning management − Arranging for occasional academic meetings to 
discuss teaching and education. 

− Supporting instructors’ participation in academic 
    conferences, lectures, and seminars where     
    teaching and education are discussed. 
− Arranging a venue for instructors to exchange 

knowledge concerning teaching techniques. 
Supporting the budget for the development  

of teaching and education, and research in  

teaching techniques. 

2. Assessment − Arranging for occasional academic meetings to 
discuss evaluations. 

− Supporting instructors’ participation in academic 
    conferences, lectures, and seminars where     
   assessment and evaluation are discussed. 
− Arranging a venue for instructors to exchange 

knowledge concerning assessments and 
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Competency Development Processes/Approaches 

evaluations. 
− Supporting the budget for the development of 

research in assessment and evaluation, etc. 

3. Academic − Arranging academic and professional   
     meetings for instructors. 
− Supporting instructors’ participation in academic 
    conferences, lectures, and seminars   
    concerning the development of academic  
    and professional areas both 

     domestically and internationally. 

4. Professional − Arranging for an exchange of instructors with both 
domestic and international institutes to increase 
the capability of instructors in both teaching and 
researching. 

3. Resources to support teaching and learning. 

3.1 Physical resources 

KMITL and the School of Science at KMITL provides students with access to lecture 
classrooms, computer laboratories and other facilities supporting the learning activities of 
students. 

3.2 Learning resources 

The central library is operated by KMITL. Students have access to international academic 
journals indexed in various international databases. 

3.3 Technological resources 

Personal computers, notebooks and tablets are provided by KMITL and the School of 
Science and available for students. Students have access WIFI, and LAN networks provided by 
KMITL. Computer software are available for students.  
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Part 6 Educational Assessment and Graduation Criteria 

1. Regulations and criteria for grading 

1. Orientation for new instructors regarding roles and responsibilities of instructors, regulations 
according to the programs and arrangement for teaching and education etc.  
2. Assigning supervising instructors as advisors to provide advices, suggestions and to evaluate the 
operation according to the role of an instructor.  
3. Supporting instructors to participate in academic conferences regarding teaching and education 
and augmentation of knowledge.  
2. Development of knowledge and skills for instructors  
2.1 Development of skills for teaching and education, assessment, and evaluation  
1. Arranging for academic meeting regarding teaching and education, assessment, and evaluation.  
2. Supporting instructors to participate in academic conferences, lectures and seminars regarding 
teaching and education, assessment, and evaluation  
3. Arranging a venue for instructors to exchange knowledge regarding teaching techniques, 
assessment, and evaluation.  
4. Supporting the budget for the development of teaching and education and research regarding 
teaching techniques, assessment, and evaluation etc.  
2.2 Development of academic and other professions  
1. Arranging for academic and professional meetings for instructors.  
2. Supporting instructors to participate in academic conferences, lectures, and seminars regarding 
the development of academic and other professions both domestically and internationally.  
3. Arranging for an exchange of instructors with both domestic and international institutes to 
increase the capability of instructors in both teaching and researching  
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Part 7 Quality Assurance 

1. Quality planning and control  

Topics Strategy Indicator Criterion 

1. Students and 1.1 Analysis of 1.1 The average Not less than 3.5 

stakeholders students’ need. satisfaction scores of the full score of 

  from 4th year 5. 

  students and  

  graduates towards  

  the program.  

 1.2 Analysis of 1.2 The average Not less than 3.5 

 stakeholders’ need. satisfaction scores of the full score of 

  from employers 5. 

  towards graduates.  

2. Program 2.1 Determination 2.1 Percentage of Less than 10% 

management of criteria for drop-out students.  

system student admission.   

 2.2 Program 2.2 Percentage of 100% 

 responsible program responsible  

 instructors and instructors and  

 program instructors program instructors  

 requirements. requirements,  

46



Program Specification  

   

Bachelor of Design (Design Intelligence for Creative Economy)  

(International Program) School of Architecture, Art, and Design, KMITL   

 

Topics Strategy Indicator Criterion 

  according to the 
regulation. 

 

2.3 Quality of 
facilities and 
resources. 

2.3 Average score of 
satisfaction towards 
facilities and 

resources. 

Not less than 3.5 of 
the full score of 5. 

2.4 Systematic 

planning for 

learning process. 

2.4 Percentage of 

courses with course 

specification. 

100% 

3. Program outcome 3.1 Graduates’ 

quality 
3.1 Average score of 
satisfaction from 

employers. 

Not less than 3.5 of 
the full score of 

5. 

3.2 Student 
projects’ quality 

3.2 Percentage of 
student projects with 
national or 
international awards 
or petty patents or 

patents. 

Not less than 20% 

4. Monitoring and 
evaluation 

4.1 Teaching 4.1 Percentage of course 

reports submitted to 

the system. 

100% 
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4.2 Verification of 
learning outcomes 
of courses. 

4.2 Percentage of 
courses with verification 
of 

learning outcomes at 

Not less than 25% 

  the end of each academic 

year. 

 

4.3 Verification of 

the program outcomes. 

4.3 Percentage of 

courses with verification 
of learning outcomes at 
the end of each 

academic year. 

Not less than 25% 

4.4 Program 

performance 

report. 

4.4 The number of 

report at the end of 

each academic year. 

At least 1 

5. Continuous 
improvement 

5.1 Program and 

courses are continuously 
improved according to 
changes. 

5.1 Percentage of 

course with the 
improvement of course 
description or 

learning process. 

Not less than 25% 

 5.2 The number of 

program revision 

every 5 years. 

At least 1 
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2. Risk management 

The program manages the effects of both external and internal risks as shown below. 

Risks Risk management 

Number of new students does 
not meet the plan 

Attracting Students: Develop unique programs, such as 

flexible curricula or local industry partnerships, to 

differentiate and attract students. 

Quality of Instructors Organize training and seminars to enhance the skills of 

teachers based on curriculum needs and new industry 

trends. 

Adequate Resources Plan appropriate budget allocations and seek external 

funding sources to assist. 

Collaboration Issues Manage challenges arising from international university 

partnerships, like effective communication, student 

exchanges, and cultural differences. 
Curriculum Standards Regularly review the curriculum to align with new trends 

and job market demands. 

Student Satisfaction: Implement a system to assess student satisfaction and 

promptly address their needs and expectations. 

Understanding Foreign 
Languages and Cultures 

Offer language support programs and enhance 

understanding of foreign cultures for students and 

faculty. 

49



Program Specification  

   

Bachelor of Design (Design Intelligence for Creative Economy)  

(International Program) School of Architecture, Art, and Design, KMITL   

 

3. Complaint and appeal management 

Regarding grading, students can submit their appeal to the course instructors or program 
responsible instructors. The instructors convene to investigate the issues and provide resolutions 
for students' concerns. Teaching-related issues are monitored and managed by the School of 
Architecture, Art, and Design at the end of each semester, in accordance with the Notification of 
the School of Architecture, Art, and Design, KMITL. Other concerns may be directed to the 
executive board of the School of Architecture, Art, and Design. If necessary, these may be 
escalated to the Academic Council of KMITL. The program will maintain a Google Form where 
students can consistently provide feedback anonymously. 

Attachment (Appendix) 

A. Regulation of King Mongkut’s Institute of Technology Ladkrabang Regarding Bachelor’s 
Degree Education B.E. 2565 

B. Rule of King Mongkut’s Institute of Technology Ladkrabang Prescribing Undergraduate 
Education in Innovator Project (No.2) B.E. 2560 

C. Announcement of King Mongkut’s Institute of Technology Ladkrabang Regarding 

the Cross Institute Registration of Higher Education 

D. General Education B.E. 2566 

E. Course Description 

F. Facilities Supporting Teaching and Learning 

G. List of Program Development Committees 
H. Academic Publications of Program Responsible Instructors/Instructors
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Course Descriptions 

02456101 DESIGN FUNDAMENTALS 3 (2-2-5) 
 PREREQUISITE: NONE 

The Design Fundamentals course is a comprehensive exploration of the essential principles 
and practices that form the foundation of visual design, fostering creativity, problem-solving, 
and aesthetic sensitivity. This course serves as a crucial starting point for individuals aspiring 
to become proficient designers or those seeking to enhance their design skills. 
02456102 COMPARATIVE ART HISTORY 3 (3-0-6) 
 PREREQUISITE: NONE 
 In different cultures and historical periods, this course will teach students to 
identify and understand similarities and differences those differences. Students will explore 
the ways in which art reflects the values, beliefs, and practices of different cultures, study a 
wide range of artworks, from paintings and sculptures to architecture and textiles, and discuss 
the role of art in society and the different ways in which it can be interpreted. By the end of 
the course, students will be able to 1) understand the basic principles of comparative art 
history, 2) analyze and interpret artworks from different cultures, 3) identify and understand 
similarities and differences between artworks, 4) discuss the role of art in society, and 4) 
develop their own critical thinking skills 
02456103 COMPUTER FOR DESIGN 3 (2-2-5) 
 PREREQUISITE: NONE 
 In this modern world, in this course students will explore the use of computers 
in the design process. They will examine the ways in which computers can be used to create, 
visualize, and communicate design ideas. We will also discuss the ethical and environmental 
implications of using computers in design. By the end of the course, students will be able to 
1) understand the basic principles of computer-aided design, 2) use design software to create 
and visualize design ideas, 3) communicate design ideas through the use of digital media, and 
4) evaluate the ethical and environmental implications of using computers in design. 
 
02456104 ART PHILOSOPHY 3 (3-0-6) 
 PREREQUISITE: NONE 
 The world of art is so complex. In this course, students, will explore the 
philosophical questions that surround art and examine the nature of art, the role of art in 
society, and the different ways in which art can be interpreted. In addition, the course will let 
students discuss the history of art philosophy and the major theories of art. By the end of the 
course, students will be able to 1) understand the basic philosophical questions surrounding 
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art, 2) analyze and interpret art from a philosophical perspective, and 3) develop the critical 
thinking skills in relation to art. 
 
02456105 DESIGN FUNDAMENTAL IN 3D MODELING 3 (2-2-5) 
 PREREQUISITE: NONE 
 The world of art is so complex. In this course, students will explore the 
philosophical questions that surround art and examine the nature of art, the role of art in 
society, and the different ways in which art can be interpreted. In addition, the course will let 
students discuss the history of art philosophy and the major theories of art. By the end of the 
course, students will be able to 1) understand the basic philosophical questions surrounding 
art, 2) analyze and interpret art from a philosophical perspective, and 3) develop critical 
thinking skills in relation to art. 
 
02456106 FUNDAMENTAL OF INTERACTION DESIGN 3 (2-2-5) 
 PREREQUISITE: NONE 
 Interaction design is the process of designing interactive systems for people. It 
combines psychology and technology, with design to create products and services that are 
easy to use and enjoyable. This course will introduce students to the fundamental principles 
of interaction design. Students will explore the different types of interactive systems, the user-
centered design process, and the principles of usability. They will also discuss the ethical and 
social implications of interaction design. By the end of the course, students will be able to 1) 
understand the basic principles of interaction design, 2) apply user-centered design principles 
to their work, 3) evaluate the usability of interactive systems, and 4) communicate effectively 
about interaction design. 
 
02456201 PHOTOGRAPHY AND MOVING IMAGE 3 (2-2-5) 
 PREREQUISITE: NONE 
 In this course, students will explore the history, theory, and practice of 
photography and moving images. They also will examine the ways in which these media have 
been used to document, represent, and interpret the world around us, and students will also 
discuss the role of photography and moving images in contemporary art and culture. By the 
end of the course, students will be able to 1) understand the basic principles of photography 
and moving images, 2) analyze and interpret photographic and moving image works, and 3) 
create their own photographic and moving image works. 
 
02456202 VISUAL WRITING 3 (2-2-5) 
 PREREQUISITE: NONE 
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 Visual Writing foster students to develop effective communication skills 
through written and visual mediums. In today's digital age, the ability to convey ideas, 
information, and arguments through both text and visual elements is crucial for academic and 
professional success. This course will empower students to become proficient in creating 
compelling written and visual content for diverse academic and real-world contexts. 
 
02456203 MOTION DESIGN 1 3 (2-2-5) 
 PREREQUISITE: NONE 
 Motion design is the art of creating dynamic and engaging visuals that 
communicate a message, tell a story, or evoke an emotion. Learning this course, students will 
be introduced to the principles of motion design, from the basics of animation and typography 
to more advanced techniques such as motion graphics and visual effects. Students will learn 
through a wide range of motion design work, from classic examples to contemporary pieces, 
and they also discuss the role of motion design in different industries, such as advertising, film, 
and television. By the end of the course, students will be able to 1) understand the basic 
principles of motion design, 2) apply motion design principles, animation and typography to 
create dynamic visuals, and 3) create motion graphics and visual effects. 
 
02456204 MOTION DESIGN 2 3 (2-2-5) 
 PREREQUISITE: NONE 
 This course is an intensive course designed to build upon the foundational 
knowledge and skills acquired in introductory motion design courses. This course delves 
deeper into the principles, techniques, and creative aspects of motion design, equipping 
students with the expertise needed to create visually stunning and conceptually compelling 
motion graphics for a variety of media platforms. 
 
02456205 VISUAL IMAGE DEVELOPMENT 3 (2-2-5) 
 PREREQUISITE: NONE 
 Visual Image Development is a course that will explore the principles of visual 
communication and how to use them to create effective images. Students will learn about 
the different elements of visual communication, such as typography, color, and composition, 
and how to use them to create images that are both visually appealing and effective in 
communicating a message. This course will also cover the different types of visual images, 
such as photographs, illustrations, and infographics, and how to use them in different contexts. 
Students will also be able to develop their own visual images through a series of projects. By 
the end of the course, students will be able to 1) understand the principles of visual 
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communication, 2) use typography, color, and composition to create effective images, 3) 
create different types of visual images, and 4) communicate effectively through visual images. 
 
02456206 PHYSICAL UI 3 (2-2-5) 
 PREREQUISITE: NONE 
 Physical User-Interface is a course that will explore the design and 
implementation of physical user interfaces. Students will learn about the different elements 
of physical UI, such as buttons, switches, and displays, and how to use them to create 
interfaces that are both functional and aesthetically pleasing. This course will also cover the 
different types of physical UI, such as touch screens, gesture-based interfaces, and voice-
activated interfaces, and how to use them in different contexts. Students will also develop 
their own physical UI prototypes through a series of projects. By the end of the course, 
students will be able to 1) understand the principles of physical UI design, 2) apply different 
elements of physical UI to create effective interfaces, 3) create different types of physical UI 
prototypes, and 4) present effectively about physical UI design. 
 
02456207 DESIGN THINKING 3 (2-2-5) 
 PREREQUISITE: NONE 
 In a dynamic creative economy, the course equips students with skills to 
innovate and implement solutions. It emphasizes the significance of design-centric strategies 
for modern problem-solving and leadership. The teaching approach blends Design Thinking 
principles with practical projects, promoting resilience through feedback and iteration. By the 
course's end, students will adeptly apply Design Thinking, craft user-focused solutions, and 
lead innovation in diverse professional settings. 
 
02456208 INTERACTIVE MEDIA 1 3 (2-2-5) 
 PREREQUISITE: NONE 
 Interactive Media 1 is a dynamic and multidisciplinary field that explores the 
intersection of technology, design, and human interaction. This course is designed to introduce 
students to the principles, theories, and practical skills required to create engaging and 
interactive digital experiences across various platforms. By the end of this course, students 
will: 1) Understand the intricate relationship between technology, design, and human 
interaction. 2) Grasp foundational principles and theories of interactive media 3) Acquire 
practical skills to develop engaging digital interactions. 4) Demonstrate proficiency in creating 
interactive experiences across multiple platforms. 
 
02456209 3D MOTION DESIGN 3 (2-2-5) 
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 PREREQUISITE: NONE 
 This course focuses on the art and technique of creating dynamic and visually 
compelling 3D motion graphics. This course is designed for students interested in expanding 
their skills in 3D animation, visual storytelling, and motion graphics, preparing them for careers 
in animation, advertising, film, and other creative industries. By the end of this course the 
students can master the techniques required to produce high-quality 3D motion graphics, 
enhancing their capabilities in 3D animation and visual storytelling. 
 
02456210 IMAGE PROCESSING 3 (2-2-5) 
 PREREQUISITE: NONE 
 Image Processing course is an intermediate-level course that explores the 
fundamental concepts, theories, and techniques of digital image processing. This course is 
designed to provide students with the knowledge and skills needed to manipulate and 
enhance digital images for various applications, including computer vision, medical imaging, 
and multimedia content creation. By the end of this course, students will acquire the expertise 
to manipulate and enhance digital images effectively, catering to diverse applications like 
computer vision, medical imaging, and multimedia content creation. 
 
02456301 INSTALLATION MEDIA 3 (2-2-5) 
 PREREQUISITE: NONE 
 This course fosters an understanding of multidisciplinary media principles, 
emphasizing installation art forms in both physical and cyber spaces. Through workshops, 
multimedia experiments, group discussions, and projects, students will master conceptualizing 
and creating media installations that effectively communicate individual ideas. 
 
02456302 INTERACTIVE MEDIA 2 3 (2-2-5) 
 PREREQUISITE: NONE 
 Interactive Media 2 (Application Design) is an advanced course that delves 
deeper into the field of interactive media, with a specific emphasis on designing and 
developing interactive applications for various platforms. Building on the foundational 
knowledge gained in introductory interactive media courses, this course provides students 
with the skills and expertise needed to create sophisticated, user-centered digital applications. 
 
02456303 STUDIO PRACTICE IN MEDIA DESIGN 3 (2-2-5) 
 PREREQUISITE: NONE 
 This is an advanced multimedia course that focuses on harnessing the power 
of Unity, a popular real-time 3D development platform, for creating engaging and interactive 
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multimedia content. This course empowers students to combine their creativity with technical 
skills, enabling them to design and develop immersive media experiences for various 
applications, including games, simulations, educational content, and virtual environments. 
After finishing this course, the students will have a deep understanding of the Unity platform. 
They will be adept at crafting unique and engaging multimedia content. Students will be 
capable of producing content for a diverse set of applications such as Games, Simulations, 
Educational Content, or Virtual Environments.  
 
 
 
 
02456304 PRODUCT AND SERVICE DESIGN 1 3 (2-2-5) 
 PREREQUISITE: NONE 
 This course provides a comprehensive introduction to the principles, 
methodologies, and processes involved in creating effective and user-centric products and 
services. In today's competitive market, the ability to design products and services that align 
with user needs, deliver value, and create memorable experiences is essential for success 
across industries. This course also takes students through the journey of understanding user 
needs, ideation, conceptualization, prototyping, and testing, ultimately leading to the 
development of innovative and meaningful products and services. Through a combination of 
theoretical learning and hands-on exercises, participants will acquire the foundational skills 
necessary to drive impactful design outcomes. 
 
02456305 INTEGRATED MEDIA DESIGN 3 (2-2-5) 
 PREREQUISITE: NONE 
 The course is a transformative exploration into the world of multimedia 
integration, where diverse forms of media converge to create powerful and engaging content. 
In an era defined by interconnected digital experiences, the ability to harmoniously blend 
visual, auditory, interactive, and dynamic elements is a sought-after skill for designers, content 
creators, and creative technologists. This course provides students with a comprehensive 
understanding of the theory, tools, and techniques needed to design and execute multimedia 
projects that transcend conventional boundaries. Through hands-on projects, collaborative 
exercises, and critical analysis, students will learn how to curate seamless and immersive 
experiences that captivate audiences across platforms and industries. 
 
02456306 DESIGN RESEARCH 3 (2-2-5) 
 PREREQUISITE: NONE 
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 The course offers a comprehensive exploration of research methodologies and 
their application in the realm of design. In a world where innovation and problem-solving are 
crucial, the ability to conduct effective design research empowers designers to uncover 
insights, generate ideas, and create solutions that are both meaningful and impactful. This 
course also guides students through the intricacies of design research, from framing research 
questions to analyzing data and translating findings into actionable design decisions. Through 
a blend of theoretical knowledge, practical exercises, and real-world case studies, students 
will develop the skills needed to navigate the complex landscape of design challenges. 
 
02456307 PRODUCT AND SERVICE DESIGN 2 3 (2-2-5) 
 PREREQUISITE: NONE 
 This course is a dynamic and immersive exploration of the intricacies involved 
in designing innovative, user-centric, and sustainable products and services that meet the 
complex demands of today's rapidly evolving markets. Building upon design knowledge, this 
course delves into advanced methodologies, strategies, and interdisciplinary approaches that 
elevate the design process to new heights of creativity and impact. Designed for experienced 
designers, entrepreneurs, and professionals, this course challenges students to think beyond 
traditional boundaries, embrace cutting-edge technologies, and harness the power of design 
to create transformative solutions. Through hands-on projects, industry insights, and 
collaborative exploration, participants will master the art of crafting compelling and visionary 
design solutions. 
 
02456308 CO-LAB MEDIA WORKSHOP 3 (2-2-5) 
 PREREQUISITE: NONE 
 This course is an immersive and dynamic course that invites participants to 
explore the intersection of collaboration and multimedia production. In an increasingly 
interconnected world, the ability to effectively collaborate on multimedia projects is a vital 
skill for creators, artists, communicators, and professionals across diverse industries. This 
workshop introduces students to a hands-on experience of working together in 
multidisciplinary teams to conceptualize, plan, and produce multimedia projects that merge 
visual, auditory, and interactive elements. Through engaging activities, real-time collaboration, 
and guided mentorship, participants will learn the art of harmonizing individual talents and 
skills to create cohesive and impactful multimedia content. 
 
02456309 PROFESSIONAL PORTFOLIO 3 (2-2-5) 
 PREREQUISITE: NONE 
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 This course is a transformative journey that equips students with the skills and 
strategies needed to curate a compelling and impactful portfolio showcasing their creative 
prowess in the realm of media design. In a competitive landscape where visual storytelling 
and innovative design are essential, a well-crafted portfolio serves as a powerful tool for artists, 
designers, and media professionals to exhibit their talents and secure meaningful 
opportunities. This course focuses on the art and science of assembling a professional portfolio 
that not only demonstrates technical skills but also highlights creative vision, versatility, and 
problem-solving abilities. Through a combination of hands-on projects, expert guidance, and 
critical evaluation, participants will learn how to curate a portfolio that resonates with 
audiences, reflects personal brand identity, and opens doors to exciting career prospects. 
 
02456310 SPECIAL PROJECT 3 (0-6-3) 
 PREREQUISITE: NONE 
 This course offers an opportunity for advanced exploration and innovation in 
the field of creative media design. This course is designed for individuals who are seeking to 
push the boundaries of their creative abilities and produce exceptional multimedia projects 
that inspire, challenge, and captivate audiences. Participants will have the freedom to delve 
deeply into their chosen area of interest, resulting in a unique and impactful creative 
endeavor. This course encourages students to embrace a project-driven approach that fosters 
independent thinking, experimentation, and cross-disciplinary collaboration. Through 
personalized guidance, mentorship, and an emphasis on the creation process, participants will 
conceptualize, develop, and realize their ambitious creative visions. 
 
02456311 COOPERATIVE EDUCATION 1 3 (3-0-6) 
 PREREQUISITE: NONE 
 This course offers an opportunity for advanced exploration and innovation in 
the field of creative media design. This course is designed for individuals who are seeking to 
push the boundaries of their creative abilities and produce exceptional multimedia projects 
that inspire, challenge, and captivate audiences. Participants will have the freedom to delve 
deeply into their chosen area of interest, resulting in a unique and impactful creative 
endeavor. This course encourages students to embrace a project-driven approach that fosters 
independent thinking, experimentation, and cross-disciplinary collaboration. Through 
personalized guidance, mentorship, and an emphasis on creative processes, participants will 
conceptualize, develop, and realize their ambitious creative visions. 
 
02456312 CAPSTONE PROJECT 6 (0-12-6) 
 PREREQUISITE: NONE 
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 The Capstone Project is the culminating experience in a student's academic 
journey, providing an opportunity to integrate and apply the knowledge and skills acquired 
throughout their program of study. This course challenges students to undertake a significant 
research, creative, or practical project that addresses a complex problem or explores an area 
of interest within their field. Through guided mentorship and independent work, students will 
demonstrate their ability to think critically, communicate effectively, and produce a high-
quality project that showcases their expertise and readiness for graduation. 
 
02456313 PLAN A: OVERSEAS STUDY ABROAD OR OVERSEAS INTERNSHIP 6 (0-40-0) 
 PREREQUISITE: NONE 
 This course offers students an enriching opportunity to embark on a 
transformative educational journey in an international setting. Designed to broaden cultural 
perspectives, enhance academic knowledge, and foster personal growth, this program enables 
students to immerse themselves in a foreign academic environment, engage with diverse 
cultures, and develop a global mindset This course is not only a unique academic experience 
but also a chance for students to gain a deeper understanding of the world, build cross-
cultural competencies, and cultivate lifelong friendships. Through a blend of academic 
coursework, cultural activities, and experiential learning, participants will gain a unique set of 
skills that extend far beyond the classroom. 
 
02456314 PLAN B: DOMESTIC / OVERSEAS COOPERATIVE EDUCATION 6 (0-40-0) 
 PREREQUISITE: NONE 
 This course is a transformative educational experience designed to bridge the 
gap between academic learning and real-world industry practices within a domestic context. 
This course offers students the invaluable opportunity to apply theoretical knowledge gained 
in the classroom to practical, hands-on experiences within local industries. Through 
collaboration with industry partners and immersive learning opportunities, students will 
develop essential skills, gain industry insights, and enhance their readiness for successful 
careers in their chosen field. 
 
02456401 CREATIVE LIGHTING 3 (2-2-5) 
 PREREQUISITE: NONE 
 This course is designed to develop understanding the qualities of light , to 
control of lighting and to apply of various qualities of light in any environment. Situations are 
studied to understand limitations, advantages, and disadvantages of various lighting 
environments and methods and create the outstanding visual images. 
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02456402 SPACE AND TIME DESIGN 3 (2-2-5) 
 PREREQUISITE: NONE 
 Integration, apply and extension of skills and knowledge and understanding in 
principles of multimedia; time-based media, space design , side specific and visual elements 
and media in to the personal communication experience to the audience. 
 
02456403 INSTALLATION DESIGN 3 (2-2-5) 
 PREREQUISITE: NONE 
 The course design to develop understanding of principles of multidisciplinary 
media forms which convey the idea of individual interest to be the installation arts form, 
created and experiment the body of multi-media form to the project that affect the side 
specific in physical space and cyber space. 
 
02456404 VISUAL CULTURE 3 (2-2-5) 
 PREREQUISITE: NONE 
 This course is a unique opportunity for students to delve into a subject of their 
choice that aligns with their interests, passions, and aspirations. Designed to foster individual 
growth, curiosity, and intellectual exploration, this course empowers students to take 
ownership of their learning journey and dive into a topic that resonates with them on a 
personal level. 
 
02456405 DATA VISUALIZATION 3 (2-2-5) 
 PREREQUISITE: NONE 
 Data Visualization is a comprehensive course designed to equip students with 
the knowledge and skills needed to effectively communicate complex data and insights 
through visual representation. In an age of data abundance, the ability to create compelling 
and informative visualizations is a crucial skill for professionals in various fields, including data 
science, business analytics, journalism, and more. 
 
02456406 SOCIAL INTERACTION 3 (2-2-5) 
 PREREQUISITE: NONE 
 The class will be integrated to social space and people empathy. These 
interactions form the basis for social structure and therefore are a key object of basic social 
inquiry and analysis. Social interaction class can be studied between groups of two (dyads), 
three (triads) or larger social groups in theory and practical works. 
 
02456407 DIGITAL TRANSFORMATION 3 (2-2-5) 
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 PREREQUISITE: NONE 
 Digital transformation is reshaping industries and organizations worldwide, fundamentally 
changing the way businesses operate, interact with customers, and deliver value. This course 
explores the strategic, technological, and organizational aspects of digital transformation and 
equips students with the knowledge and skills to lead and navigate this transformative journey. 
 
02456408 ETHICAL DESIGN AND SOCIAL RESPONSIBILITY 3 (2-2-5) 
 PREREQUISITE: NONE 
 This course is designed to provide students with a comprehensive understanding of the 
ethical considerations and social responsibilities that come with designing and developing 
products, services, and systems in the digital age. It equips students with the knowledge and 
skills needed to create technology-driven solutions that are not only innovative but also 
socially responsible and ethically sound. 
 
02456409 BRANDING AND IDENTITY DESIGN 3 (2-2-5) 
 PREREQUISITE: NONE 
 Branding and Identity Design is a comprehensive course that delves into the art and 
science of creating compelling brands and visual identities. In today's competitive business 
landscape, a strong brand is a critical asset that sets organizations apart. This course provides 
students with the knowledge and skills necessary to develop, manage, and visually represent 
a brand's identity effectively. Through a combination of theory and practical exercises, 
students will gain a deep understanding of the principles, strategies, and tools used in branding 
and identity design. 
 
02456410 CULTURAL STUDIES AND THE CREATIVE ECONOMY 3 (2-2-5) 
 PREREQUISITE: NONE 
 Cultural Studies and the Creative Economy is an interdisciplinary course that explores 
the intersection of culture, creativity, and economics in today's globalized world. This course 
is designed to provide students with a deep understanding of the role that culture plays in 
shaping economies, industries, and societies. It examines how creative practices and cultural 
production impact various sectors, from arts and media to technology and business. Through 
critical analysis and case studies, students will gain insights into the dynamics of the creative 
economy and its influence on contemporary culture. 
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