HENEAR EFRAESMRENSEL 114 BEE R HES ASERER

- E—EIE (11485 ) ETEE (1158FF) EoEE (11685 ) BIEE (1178EE)
g e 2| i a|p e s . 1 s 2| I A o A P =1
el |4y BOEE |4lg| BFRE |4lg| BEEE |5ly| BEE |slw| BER |slw| FRR |slw| BT |slm
EWEYI 22| E®m#&ExO 22 R 2|2 [EExEmEsERk] 22| BAizETER 22| XtasE [2]2
BIERTS 2[2 XEBRE 22 Emxmza |2 IEEERe 22 BEEERe 22
— BE 2 (2 E 2 (2
| ammazs |2|2|asm=ammmr|2|2
KEBLEH 1[4
S olo
BRAIE FERERE | 2]2 B EE 2[2] AxEfietE [2]2] xEEASEDF |2]2
B ATIRARE BABIIS AR BABISISAR ETEE T r BEABKIRAE BEABINRET = .
st 1213 mamn |33 memr |3|3| memm |33 mmmr 3|3 meeo |33 ATHSEL (313 ASKSED 33
B rRREEaE
E m%m%” 22| EmarrEEE |22 ABRSHOWER (2|2 | ERESSEREE| 2|2 BENIEE 2|2| xEmEER% (oo *RINEE 2|8
AlsgEnRst |2 |2 | mnxemsprE|2]2 HERE 2]2 rEseERss |2 ]2 =HEE 2|2
=m| SEEEEE |2|2| EEGRt |2]2| nhaEmasw |22 weaEzEr [2[2] EBALERE [2]2] #xamsrn [2]2] axemss [2]2
B | RELBEMTER 06|08 Mg sE 22 gimEERE (2| 2| BBEeEeER| 2|2
s ERRABIEERE| 22| BUBEER [2]2] 302EEE |2]2] MEAIGHRER |2|2| RuRASERt (22| EERERHESE |22
i&‘; ASEERARE | 2| 2| ExseraEm | 2| 2 [ennEnrEen| 22| @wssraes 2] 2] xRegsEEE (22
- wmangr (22| sAnmyEs [2]2
& ABHERR |2]2| EESZE@R 22| CREEEE |2[2|@mumesi:t([2]2
et | AEARTCAIBES | 2| 2| Python B=&st |2 2 YN ] 2
MB| mAMRTER [2]2 A 2| 2| xmugems (22| EaEpane |22
ET o 2]2
1 BESXEEN2 128 B9 - RMEILES - [RNE S ES  RAEENE 46 85 - RBEIEE 43 BH(SERINABTERE 20 2H)BBMERERSER) -
2. METMERERP : (1) EXERRABOIREREFEE  WEBEIERE2BHEESES - ﬁ%ﬁé%{l’zzaﬂﬁﬁﬁz\ﬁﬁﬂ“F%EDE%EJ BEEAGRIZNEFEUEERETAAAUE R OEN) - ZBBHENEEME - o
AR TEEINERE NEREBERIERINE ) I - QeBEERAE 4 B (CPIRBER)REAAEBRBHREPIEE
3. RZEERZHMA
(1) TEEREELEME  BAR - ZAPEMEHLEEHFD  FRTHESEZSSE—57~84 - 1~3FREBURHEEE -
(2) TgfieERyy | AXERE TERES ARSENRERE  BESREERFATEEEE - WHREBHRE SRR ZEINTE N S BRI TIES -
QREITKASBHERIEERR ANLE "RIVEE, BERBAE 160 )\ -
5 AETALSESE - BET - TANMS  ENSERIFELH T EFRRAEKELNBAREEEHERARGIS, -
%E CHEXERBRE - (EHREEDE , AUVERE & TEIFRATKSSNBAEERRIIR, BE -
4 BEBBPKEITEAENBALTEERL AP - PIENT .
(VEXEES - FEAR TBEHYAENBEPIERBENS | EAE% -
Q)BEEES - HALTABCDEEE#AE - BEARRFABRIIE YL S  BERTASERRFABUTEREN -
ABEEEEEEE A AR - BRI BERE - BRAE 160 /1\E - & T EFBRAEKSSNBARAI B ERHEY B -
CERIIFRESETEELENEASERE DEAXLARNERELTRERLSE -
R)EEE "SERREA . FR148S W TEBREEA & TIRERE&A MAREIRERET— @A 7 BARE  FUNEALBERE ARZHEREEHET 1489 LIRS FEERSE -
AR SEENEEE S - TV BER1IERKABHEE -
5. LSNP RBEIR(R)EABLE  REBHHEAMBALLZEEEXBSEINN12 85 -

BHEF £114F4R180 #FEERDT - 114F4[30 % RAREASE - 114F6F511ARHEHEA
SIENEMA 2025/8/14 HFRENHE : &Eﬂ}'g HFTEE :

175 14

S 22 .
Rk 3
B & ﬁ; ‘ﬁ\? STHE4RSE © ACOS-4-601 JiAK ¢ 2.1




ERRAR EFREASHIRERNE A 114 BEE AR ABERER

Shu-Te University Department of Esports and E-entertainment Science Management Curriculum Plan (2025)

55—B (11452 F ) Sophomore Year(2025~2026) S HEFE(]15BERE) Junior Year(2026-2027) FETBE(116BEE) Senior Year(2027-2028) SEIUERE(1178 ) Senior Year(2028~2029)
FE - 3 _
Subjects Fall |Spring Fall |Spring Fall |Spring Fall |Spring
#} B Subjects Credits | Credits 4 Subjects Credits | Credits B Subjects Credits | Credits B Subjects Credits | Credits
/ hours | / hours / hours | / hours / hours | / hours / houss | / hours
EM®E [ Basic English [ 2/2 BEHEE Democracy and Rule of Law 2/2 Biff 2Z7TEIR  Multi-presentation of Arts | 2/2
B3I Basic English T 2/2 |#EMEEX English 212 {GHEE4SE  Culture and Life 22
KA 3T ‘
FYERIS  Chinese Writing Skills 2/2 WEFRREWGSE Snviosinaal 2/2 |#§IEMO Affective Liberal Education 2/2
Sustainability and Net-Zero Carbon Emissions
FERE  |CERRPE  Chinese Literature 2/2 |tAEIEAO Affective Liberal Education 2/2
Common
Requirements |85 Physical Education 2121 2/2
BIEREAMBEMAN  Creative Thinking and irs
Problem Solving
AIFEFREAZE#E Al Applications and Literacy | 2/2
AKE4EM  University Navigation 171
Biigfa® Academic Ethics 0/0
EREIER " N ans
=) 4&: mf;ifisi usin in 3/ [ 212 AMMEREH 2/2
FRiiE PP gn Using programming Formative esthetics Sustainable and Smart Design -
Required  |languages
CourseS — .
; AXERHE -
Cultural and Artistic perspectives in History
2 a i HAgEE ekl -
BRATRIREEIETRE 1 TRABRRERE DK T ERNNERROR EPTER:
. : 3/3 7 . 3/3 Advanced Esports and Digital Enterlainment 3/3 ; 3/3
Esport and E-entertainment Practice [ Esports and E-entertainment Practice [ Pratioesl Graduate Project T
ER AR e A
o R AU S BT B e Bshma
Intreduction to E-Sports and 2/2 Bactical. AT for Sooets Anilv 2/2 Soort Pichol 2/2 Practical Traini 2/8
B Entértaiimeitt Tndustey actl or Sports Analytics port Psychology rac raining
Py B Ban =
T e Alﬁﬁﬁ.a&n‘l' . 272 B 242 Mﬁﬁ;nﬁ%ﬁ.ﬁi B . o 2&HETAL . 573
Requiced Al-Assisted Design Lecture Professional English of Digital Media Graduate Praject IT
Courses s BREEERERESEI
BRATSRTIS KT ERAE SRR PR e oo
; . 3/3 ; ’ 3/3 |Advanced Esports and Digital Entertainment 3/3
Esport and E-entertainment Practice Il Esports and E-entertainment Practice II .
Practices IT
EBSFEEE 312 BRESEERH 2/2 |HREXRTR 0/0
Teamwork and Communication Esports Tournament Operations and Management E-sports Certificate
%2 B E R {5 nformation Security and 2/2 BETL 272
Iatellectual Property Rights Protection Project Planning
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Physical Fitness

BROBER 272 M REEEA ST 2/2 BRRALERE 572 RIEEHEAER 272
Introduction to Smart Business Market Research and Analysis E-sports Career Planning Entrepreneurial Management Practice -
s EEB (LRt 2/ @ABITH AR 2/3 HNIERE RS 513
p— Gamification Design in Esports Brand Marketing Strategy Practical Approaches to Digital Curation
Smart
Busines| TR BT W BT 0.6/0.6 R EIE 243 REHEMEED 242
¢ |Practical Esports Tournament Management o New Media Operations Proposal and Presentation Skills
WA E M 279
Product Design for E-sport
| VE 5 i
SERAABIERE DR EER R B RIS
Introduction to Generative Al for Creative 2/2 ; 212 . . 2/2
3 Fundamentals of 3D Modeling Broadcast virtual set Creation
Practices
BRI ARER R o ok
gl ﬁﬁf'ﬂmi;fﬁﬁ;i boardi d 2/2 l;ﬁa?i'%jlik‘flgg??% rts Broadcasting and 2/2 KRBT 5 2/2
RS Y PORCNG ) r .lCﬁ s n Esports Broadeasting Practical Production for XR Entertainment
Scriptwriting Hosting
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et (B f) BIVFERE 272 HBuSEgETIAZARG 272
Fundamentals of Digital Creation ~ |Web Design and Building
KR AR R ¥
Short Video Production and Applications
RABEERE 2/2
Practical Drone Photography
AlFRENE URE 279 EREIE P
Al-Assisted Programming Virtual Production
EMTAILED - AR -
Mastering Generative Al - Drone Racing and Competition
BABRTEE 212 HARBERER 2/2
P Practical Drone Flight Operations Sustainability and Green Practices in Esports
Ba .
| TR 2ia P L s 2ia
sment |[Fundamentals of Esports Science Esports and Digital Twin Technologies
Science
WS | EW A 2/2 ENEREARS 242
Introduction to Game Engines Sports Esports and Science
Python%:'ﬁitﬁﬁgf 2/2
Basic Python Programming
FRiEaE 272




Boe
Min. Total
Credits

1. RIEFE B8] Minimum Graduation Credits

RIERLEAR 128 B4 - KITAME 31 8BS - BAME 8 B4 - ATHNE 46 BS - RAHHBE 3 BHEANDRTEES - BERIRABERE 20 87 - FAZERRD) -

A total of 128 credits are required for graduation. 31 credits are mandatory university courses, 8 credits are mandatory college courses, 46 credits are mandatory department courses, and 43 credits are elective department courses (including 20 credits from
external department courses, not including general education credits).

2. BET SRR 5HRR University-Mandated Course Requirements

(EYSREABSRESEFSEE - YABYIESE 1 BARMER B HREREZREBDUERE " INERE HWEBSEIZNESRUERLERNRMATADOEN) - FRIBABRRPUE - TTRER "BAESERE
NBEEERE 2R, WIE -

English courses must be completed sequentially according to placement results, with a total of 8 credits including 2 credits of foreign language courses. Credits for waived English courses must be replaced with foreign language courses. For recognition of
foreign language courses, refer to the course inquiry system or the Language Teaching Center. If the English graduation threshold is met, students may follow the "Student Foreign Language Proficiency Course Completion and Exemption Guidelines".

(2) FEERL 4 B PREREREARBRESREDEES -

Emotional and social general education requires 4 credits (two elective courses), which should be chosen according to personal interests in the general education curriculum.

3. A B 5312508 Deparimental Professional Course Requirements

(1) FEfEEEALERE , AAR - RWEMEARZHRER  BEZHTEREN—57-88  1-ERRBAFLFEED -

"Group Counseling and Collective Growth" is a mandatory teacher-student activity held every Monday during the 7th-8th periods for 1st to 3rd-year students.

() T BfUEEEESY | REERS  TEERS, ARCESRERE BESREEMRAAS RS THBERmEREERIN AR SEWE R TS -

"Professional English for Digital Media" is taught in English. "International Study Tours" are elective courses requiring sel(-funding, and students can attend study tours, seminars, or workshops abroad during the holiday following the semester.
Q)RR RPLSREFE - AL "RINER, REREAE 160 /N -

Courses marked with # invalve full-semester internships. The "Off-Campus Internship” in the first semester of the 4th year requires 2 minimum of 160 hours.

@STARENSE - BEI - D502  EWIEFEHANGESH TTHEEEHBERBASETERRARERERE

Courses marked with A are project-based courses. Prajects [ and 11 are mandatory. Refer to the "Implementation Guidelines for Graduation Project and Exhibition in the Department of Esports and Computer Entertainment Science" for related rules.
GREExBERRE - TEREXIE, ANESE & TSTRHETHEENALIEIRIIE, RE -

Courses marked with ¥ are certification courses." Esports professional certification” is required, as stipulated in the "Department of Esports and Computer Entertainment Science Professional Certification List." .

4, REAEBBITITTESCAE A B AT S A5 /PR Graduation Requirements

() EXEES - AR TBEU TR NBEMERBENL BEXRE -

English Proficiency — Must meet the basic standards of the "Student English Proficiency Graduation Threshold and Counseling Guidelines".

Q)BELES - FSUTABCDE_BENS EREAFARKPIEZEELEY  BENTHEXBRIARLTEEER -

ABHELTEAMNA R - BARKI EREE . BHEAE 160/ - k TEFEEATRELNBAKANHEEREN, RE - CERNEARRBSERIEASTRN - DEEL A BNERERTRARE -
Professional Compelency — Students must meet any two of the following A.B.C.D conditions to fulfill the department's graduation competency requirement and must provide supporting documents when applying for graduation:

A. Esports industry professional certification or competency proof.

B. Completion of off-campus internship courses with a minimum of 160 hours, following the "Esports and Computer Entertainment Science Department Internship Implementation Guidelines."

C. Proof of participation in formal domestic or international esports competitions, either as a team or individually.

D. Passing the department's esports industry certification.

Q)EEY TEEEREA BEUSS . K TERseE | B TRSR8EE MEFEPERRP AL EZEERE - FUMGERBRAS - KAZEREESEAEE 4RSI ERETHEEST -

Students must complete 14 credits of the "Smart Business " and at least one of the "Media Entertainment " and "Entertainment Science" modules to obtain praduation qualifications. Students who complete more than 14 credits in the clective modules of each
major of the department will be issued a module certificate.

(OHFSEEREEED - E0RERIABRABISRE -

Cross-disciplinary Professional Competency — Must complete at least one cross-department credit program.

5. LUS Y h FLER & B (452 A B4 Students Graduating from Overseas Secondary Five Systems

BEBSUBARAL R RERERLRIIM 1287 -

Graduation credits should be the minimum graduation credits of this department plus an additional 12 credits.
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