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Fo Guang University

#A2+ % Course Outline

E AN S BN
-iﬁ '=.7 g 7, zﬁ
C_ourse_Name fe FEIER R B S Al BB R Course Code PAMD3012
in Chinese
iAz® 2 LfL | Virtual Augmented Reality and Al | Az & /5 8
Course Name . Academic 116/2
in English Development Practices Year/Semester
B cH £ - T Undergraduate Program
Course , o RS [J#A < ¥ Masters Program
Offering A &SRR Degree [_J#f & 51 Master’s Program
Department [ ¥ X 52 PhD Program
L /'S PR i 2w [« 13 Required
) 3 Weekly Hours 3 B & Elective
Credits of Instruction Type > 7
[J+% = # 42 Core Credit Program
aE Bl : £ 5 72 Specialized Credit Program
;
Program ] rﬁr#ﬂ& ¥ # 2 Employment Bridging Program
[ JF= 1 #7% ¥ 342 Master Program
[]:d #4 7 General Education
[JF= 3 A 342 Research-oriented courses @ 12§ 32 2 ¢ % % v 2_ %42 Theory-driven
training courses
il e 5 7+ 7] 342 Practical-oriented courses @ 2§ 733" 5 ¥+ 2 %A% Practice-oriented
curriculum traini
attribute raining courses _ |
I8 #u4 3 4 342 Research and Practicum Dual-Track Program : 12 £ 32 &7 9 7320 5
% ¥ 2347 Theory and Practice-Oriented Training Program
2 i3 AT
Prerequisites
GFeldie ~#F= 3%
£)

ESiErRu
Course Description
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This course provides students with an in-depth exploration of virtual reality (VR) and augmented reality
(AR) development, focusing on the use of the Unity game engine to create VR/AR applications. Topics
covered include creating virtual worlds, interactive design, visual programming, multi-sensory
experiences, and cross-platform development. Students will learn how to design and develop practical
VR/AR applications and utilize the acquired skills to create innovative digital experiences.

TRAR P AR
Course Objectives GF» ¢ - # < £ F 1 )

TiEmBET B (VR) 2#H#F 8 (AR) A 2L 2 it 415
1 |Understand the basic concepts of Virtual Reality (VR) and Augmented Reality (AR) and their

application areas.

# & * Unity %43 F B % VRIAR 5 * > ¥ E4p M s 2 1 £ (4o XR Plugin, AR
Foundation % )

KT feB %3 #;N VRIAR B+ > 2% 2 H% BT R4 o
3 |Learn to use the Unity game engine to develop VR/AR applications, and master related plugins and
tools such as XR Plugin and AR Foundation.

Bfdrr * AL IR L G AN BREEMR ¥ A VRIARBH P 7 RH 2

3 o

4 2
Learn how to use visual programming tools to simplify the coding process and achieve dynamic
interaction in VR/AR development.

; BEBKREFENA 22T S VRIAR B & %

Develop teamwork skills to complete cross-platform VR/AR application projects.

AL &
Course Outline (71 » sg» ¢ ~#F2 £ R ER)

Unity #5451 & 22 VR/IAR B % £ # (Introduction to Unity game engine and basics of VR/AR
development)

3 PR AR 1 4258 2K 3 (Interactive design and visual programming techniques)

PR F RS2 R EF B R (Multi-sensory experience design and VR application development)

#HHF B 2T o R % (Augmented reality development and cross-platform applications)
£ %9 iv&2 X %484 (Project-based learning and future trends in VR/AR technology)
K HATP R LB Ea A
. 5 M
Departmental Learning Outcomes Correlation betwe:E ﬁiC”:o]varse Objectives and
(FEF5 0 B3 ¢ B LR ER) Learning Outcomes
A E¥aiEid dda 4 *




Professional knowledge communication and
presentation skills

Aé%%

n *
Humanities literacy
Creative thinking and design skills
o T a4 o

Information application skills

Blor 2P (llustration) : %% & 4k (Highly correlated) ©* & 4p & ( Moderately correlated )

FRg A (FRee  RERE..E)
Resources Required (e.g. instructor's qualifications, instruments, and equipment etc. )

(FAI o 37 ? CE2 R ER)

§¥ F % £ Teaching Expertise :

1.

KEPRLF RETHE (VR) 289 8 (AR) B # g 725% » 43 Unity 255851 8 2 4p B
% 1 2 (4 XRPlugin ~ AR Foundation % ) - Practical Experience in Virtual Reality (VR) and
Augmented Reality (AR) Development: Instructors should have substantial practical experience and
be proficient in the Unity game engine and related development tools, such as XR Plugin and AR
Foundation.

E3 BT oREER A EE 2 a2 FK#E (4o PC~ Android ~i0S) B % {oi # VR/AR
J&* o Cross-Platform Development Experience: Instructors should have the capability to guide
students in developing and publishing VR/AR applications across different devices, such as PC,
Android, and iOS.

BAMRAE 258K 1 & (4o Bolt ~ Playmaker & ) it 43 § s - g% 203 $ R 22l dy
#1] » Familiarity with Visual Programming Tools: Instructors should be familiar with visual
programming tools (such as Bolt and Playmaker) and be able to effectively apply them in interactive
design and programming control.

ERRELHR R EFL AR R I RRFUE SR F MBS B - Teaching
Experience: Instructors should possess teaching experience that enables them to lead students in
team projects, interactive design, and the practice of multisensory experiences.

&k %% % Equipment :

1.

VR/AR % # : Oculus Rift ~ HTC Vive ~ Microsoft Hololens ~ ARCore/ARKit & 323k # (4o 4|+
# ~ I 4 £ ) o VR/AR Devices: Equipment should include Oculus Rift, HTC Vive, Microsoft Hololens,
and ARCore/ARKit-supported devices (such as smartphones and tablets).

% 4% Unity ¥58% 51 & & £ 32 XR Plugin ~ AR Foundation % #& ¢ - Unity Game Engine: Ensure the
installation of the Unity game engine with support for XR Plugin, AR Foundation, and other related
plugins.

WEARE V4238 % 1 £ (4 Bolt ~ Playmaker) - Visual Programming Tools: Set up visual
programming tools (such as Bolt and Playmaker).

% B 3D 2 it (4v Blender~Maya ) * *t F ik 7;? 72 -3D Modeling Software: Prepare 3D modeling
software (such as Blender and Maya) for resource management.

KE > N2 2%

5




Suggested Instructional Methods

1. BHEP L B RFRAABET TRY o FooF 4 K AHE Y IR PR
4 o Integration of Theory and Practice: Weekly sessions will include theoretical explanations and
practical exercises to help students develop their overall capabilities from foundational to advanced
applications.

2. el iT B4R [ EEFEZEYF T RABT SOVR/ARRBY R EEF o Group
Collaboration: Students will form groups to engage in project development and complete the design
and development of cross-platform VR/AR applications.

3. EkGAT U EAFTIRG DOVRAREY k6| F 480 R # R E F 2 F LB FPR o
Case Analysis: By analyzing existing VR/AR application cases, students will understand the elements
of successful design and common development challenges.

4, PP aEHRL L HEYP EY RE P E 4 @A oEe g it 4 o Midterm and Final Exams:
Assessment of students’ theoretical knowledge and practical skills will be conducted through
midterm and final examinations.

5. EZZ2ESFY  uFHHVRAREY BEE X204 RS AL AR AEETE P
£ #73K 3+ o Project-Based Learning: The course will focus on actual VR/AR application development
projects, allowing students to showcase their innovative designs at the end of the course.
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Other (igs|¢ » #g* ¢ ~#F2 £ ER)

& No

# 4 P (Instructions)
Lpélh A HFREFRRTHIE I LHIARFBLAEFRE2 R HEFFTLL -
TREANRFRLR EF B -
Please draw up the course outline according to the college/department course structure and announce
it after it is verified by the department/college course committee. Modification(s) of the course
outline must also be verified by the department/college course committee.
2AFRAERRGLURFRKF O RcrH BREFEE LT -
The course outline is offered to help individual lecturer write the syllabus.
3HALBUEFIALEB HFIETEG AP -
If the course is elective in a particular category, please check “Elective” for its type.
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FARRG A (LIS E 2B 374 %)
115 Academic Year Bachelor Program of Department of Product
and Media Design, FGU

(115) & & & » B 374 i§ * (Applicable to freshmen admitted in the 115th academic year)

114 # 107 22 p 114 8 # R A SO BREF 0% 20 At | ¢ R E
114 # 10 " 29 p o P HEXF TR IV T ER S 1 it | § RUEE
114 # 11 * 19 p 114 £ &g % 2 KRt f € {6
AEBEITTEA B EF ST 0 12884 > ¢
Department requirements for graduation at least 128 Credits, including:
- CHBRTERIZEALS
General Education Course Program: 32 Credits
I S KRBASR24E S
Interdisciplinary Course Program 24 Credits
ki3 33EL S KEB2UELS I T BE RS
Department requirements for major course: Required courses (OCredits ~ Elective courses (OCredits
(- F42 3384 (2 335 4)
Core curriculum: 33 Credits ( Required courses 33 Credits )
CE)x)EEEB R (ZF-)
Specialized Elective curriculum ( Choose one - Elective courses 24 Credits )
()R EEBEE (FEB2054)
Specialized Elective curriculum ( Elective courses (OCredits )
() ML SR E2208 5
Creative Product Design Program: 20 Credits
(2) 7 EEMR T F 220 84
Commercial Media Design Program: 20 Credits
(2) ¥4 522054
Design training program: 20 Credits
ToRAEA A EB 198
Optional courses for self-selected subjects: 19Credits
o AR BRERNEART £
The courses of program are as listed below.
B E &
= ent FBEF _ S _ i3 a,_.J % 4 | Year Level / o
Category Course Code Course_Name in Course N_ame in (Requ_lred ﬁa:_ ) Semester Remarks
Chinese English [Elective) |Credits| & & | £ #p
Grades|Semester
& i3 +
2p 2L 4 — i i 1 .
PAMD1001 |3+ A #(-) Design Basis(1) Required 3 First
~9Q i N
% R AH(= i i 3 1
; 2 PAMD1002 |3+ A# (=) Design Basis(l1) Required Second
P g , . Product and Media| .
7 3 PAMD2001 |Z &% $edk3 (=) _ 3 2 |
Design (1) Required 1rst
Product and Media| % N
PAMD2002 |2 &85 (=) _ 3 2 | Second
Design (I1) Required econ
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PAMD2003 [ 33 _ . S 4
topics Required econ
Product and Media| % 4
PAMD3001 |2 &2 4%+ (2) _ o
Design (l11) Required 1rst
Product and Media| %
PAMD3002 | &£ 4883k (2 ) _ . -
Design (1V) Required
) Creative expression| & 2 N
PAMD3003 [ 3" 7% _ . S ;
technigues Required econ
Fundamental of| % i -
PAMD3004 |5 & ' g d
Photography Required econ
Thesis for Design| & 4
PAMDA4001 |33 % 42(-) _ Piret
Group(l) Required 1rs
Thesis for Design| & -
PAMDA4002 |33 % 42(-) _ Second
Group(1l) Required econ
- ” Model-making el +
PAMD1003 |2l /¥ (-) ' N
Workshop(I) Elective irst
E B s
PAMD1004 |3+ #® Design Drafting ' .
Elective First
£ i} ez i)
HESED
" , Model-making Eig N Prerequisi
PAMD1005 |#-3]#i7(=) . Second
e) Workshop(I1) Elective econd |ie Course:
§' Model
g 54 .
e ok esign (1)
£ Bl g "E: I e -
Y & 27 o Principles of Color | %
£ O 5 &5 |PAMDI1006 |¢ #/3H & k™ . Second
3’;’ % U ® Design Elective econ
3 D 1
5 % é 5 PAMD2004 | " 2 234 (= ) Computer-aided E i i,
3 % m £ z = -— ]
® S 3 * - ' design(1) Elective First
«Q
% ‘ modeling shape i 4
PAMD2006 |i& 3] * . P
design Elective irst
L3 FALT
(F e
: e s S .
w iy Computer-aided g
PAMD2007 |& "a#f &% 3% 3 (2) , Second |Prereauisi
design(ll) Elective econ
te Course:
Computer-A
ided




Design (1)

Practices

Human Factors Eig N
PAMD2008 | * F]& 3+ ) S q
Design Elective econ
E g N
PAMD2009 |& %3 ackaging design
' packaging cesig Elective Second
e Religious diversity i3 4
PAMD3005 |7 % % ~& 3" . P
design Elective irst
. . |Product Design Case | £ N
PAMD3006 |f &% 3+ % bl ‘ s d
Study Elective econ
, International el -
PAMD3007 |R" #&3K 3 ) g d
LOHAS Design Elective €Ccon
Introduction to| &2 R
PAMD1007 |+ 1% ' First
Design Elective
Animation F g -
PAMD1009 |z ##> % %3 ' Second
Fundamentals Elective
E g -
PAMD1010 |#ci§ 223kt Digital Sound Effect ' Second
Elective
., ' Creative expression| if i -
PAMD1011 |£1R # 29 #x ] . ' Second
techniques Practice |Elective
o PAMD20LL | * 8 Commercial E -
FOEER .
% Photography Elective Second
2 7 IPAMD2012 |7 # g - Interactive ~ Media| 3% i I
=¥ o Design Elective First
< i
=N R _ |Digital Sound Effect| i I
& = |PAMD2013 |#cizg 2ok 3T % . First
S - Practice Elective
(2]
= f; Digital  Ilustration .
v A 51 ,
o PAMD2014 and Picture Book i
S e Elective First
3 Design
el L
PAMD3008 | & 3+ Brand Design . First
Elective
Cross-media )
B E S TR E 2 -
PAMD3009 integration marketing . Second
3+ Elective
design
Virtual Augmented
2010 mEIEBE R B E AlReality and  Al| #E -
PAMD301
RERI Development Elective Second
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PAMD1012 |® *a'§ ] Computer Illustration , First
Elective
A Design Presentation| 3% i i
PAMD1008 | * ) . First
Techniques Elective
3 € -
PAMD1013 |# = # izt 3+ Digital Image Design , Second
Elective
Creative expression| £ i -
PAMD1011 |l & # £ 32 F 3% P : Second
techniques Practice |[Elective
L Visual ~Arts and| ¥ -
PAMD1014 |18 # &3+ : Second
Design Elective
Ei !
PAMD2016 |Hl < 3K 3" Graphic Design _ First
Elective
E !
PAMD2017 |#K " ~L Design Psychology , First
Elective
Fundamentals off ¥ !
PAMD2005 |#% % . First
Photography Elective
E !
PAMD2018 |UI/UX 4 3+ |Interface Design , First
Elective
N Al New Media| i1 -
PAMD2015 |Al #7443 3+ . Second
Design Elective
Material Experience| £ -
PAMD2010 |¥t 774853 3+ , Second
Design Elective
i R Universal and Caring| € )
PAMD3011 |3 * B {f3% 3" : First
Design Elective
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