Department of Digital Convergence Business
1. Introduction of Department
   In recent years, old analog-based products, services, technologies, societies, entrepreneurships, economies, and policies have rapidly become digitalized. There are two categories of examples for such digital convergence. First, Information Technology (IT), creativity, and liberal arts knowledge have  become part of into the traditional industries such as TV and automobiles, which has led to the production of the smart TV and the intelligent automobile. Second, information technology, creativity, and liberal arts knowledge have also converged to create new, high-value-added business models, such as digital content business (e.g. digital games and digital animation). Against this background, the world today has been gradually going beyond the offshoot academic character, but is demanding an infusion of talented people who can combine humanities-sociological imaginations with arts and information technologies.

   Our digital convergence department is trying to cultivate talented people, who can actively respond to the chronological changes through joint education and joint research, in cooperation with digital convergence-related departments such as the “Department of Business Administration”, “Department of International Economics and Business”, “Department of Public Administration”, “Department of Media and Communication”, “Department of Information and Communication Engineering”, “Department of Industry Interaction”, “Department of Mobile Image and Motion Graphic Design”, “Department of Visual Communication Design”, and the “Department of Computer Engineering”. These departments are converging digital -related media, content, information communication, entertainment, business, design, economy, entrepreneurship, and policy, and aim to cultivate people with digital convergence talents.  

   Because digital convergence education and research have been conducted seperately so far, there  have been limitations when it comes to forming a common discourse about digital convergence. Moreover, there are other limitations to preparing a new academic foundation and explaining social phenomena,, by not systematically dealing with training and education for digital convergence researchers, in a unified view. Against such a background, the digital convergence business department’s chief aim is to cultivate professional manpower that meets the demands of the current era, by defining integrative academic disciplines on digital convergence and developing corresponding curriculums. 
   A master’s degree in Digital Convergence Business targets the university graduates who hope to work as experts at enterprises, non-profit organizations, or research institutes, or who hope to pursue  doctorate degrees. 
   A doctorate in Digital Convergence Business is for those people who hope to work at research institutes or who hope to work as experts at institutions of higher education.  

The curriculum consists of five basic common subjects, 34 major subjects, and research credits. Students will learn basic concepts of digital convergence through basic common subjects, and experience more intensive learning through major subjects. 

▣ Objectives of Education
  Our department's goal is ultimately to cultivate experts by implementing curriculums that meet the demands of the modern age, which require convergence knowledge. The educational objectives of the Department of Digital Convergence Business are as follows:  

   ￭ To build a theoretical background for the study of digital convergence by cultivating creative learning capabilities and conducting research on the major subject
   ￭ To train professional intellectuals and digital convergence specialists who can contribute to the local community and to the development of the nation’s economy 
   ￭ To improve research and development capabilities through industrial-academic cooperative research and development by partnering with existing enterprises and producing digital convergence-oriented researchers
   ￭ To nurture future-society-oriented experts by fostering practical attitudes and promoting a pragmatic ability to actively cope with the emergence of the digital convergence era 
▣ Career after Graduation
   Students can get jobs in various digital convergence-related fields such as applicable or affiliated enterprises, research institutions, public offices, organizations, consulting firms, corporations, universities, academies, cooperative associations, and venture companies. 
2. List of Professors
	Position
	Professor Name
	Final Education
	Degree
	Major

	Associate Professor
	Changsu Kim
	UK) London School of Economics (LSE)
	Doctor of Electronic Commerce
	Digital Business

	Associate Professor
	Sang Bum Son
	China) Fudan University
	Doctor of Business Administration
	Business Strategy, 

Digital Industry Economy

	Associate professor
	Seung Chul Kim
	Korea) Chungang University
	Doctor of Business Administration
	Electronic Trade

	Assistant Professor
	Sungsoo Hwang
	USA) University of Pittsburgh
	Doctor of Public Administration
	Information Technology Policy

	Professor 
	Ho-Youl Jung
	French) Institute Nationale des Science Appliquees de Lyon (INSA)
	Doctor of Information & Communication
	Information & Communication 

	Associate Professor
	Ki Chol Nam
	USA) University of Illinois at Urbana-Champaign
	Master of Industrial Design
	Industrial Design

	Associate Professor
	Han Woo Park
	USA) State University of New York at Buffalo
	Doctor of Media & Communication
	Contents, Communication

	Professor
	Haetae Kim
	USA) Academy of ART College
	Master of Design&

Art
	Digital Motion Graphics

	Associate Professor
	Jung Jaeon
	Korea) Inha University
	Doctor of Computer Engineering
	Computer Software

	Assistant Professor
	Soong Hyun Kim
	USA) Academy of ART University
	Master of Visual Design
	Digital Animation


3. Curriculums
■ Basic Common Subjects
RESEARCH METHODOLOGY                                                   3 Credits
In this class, students will study the basic concepts of research methodology, analytic techniques, and research procedures that are required to write a thesis or a paper. 
UNDERSTANDING DIGITAL CONVERGENCE                                    3 Credits
In this course, students will learn about the applications of digital convergence in various industry fields, such as machine, construction, automobile, flight, and medical treatment, as well as review its implications. 

STUDY OF DIGITAL CONVERGENCE BUSINESS                                  3 Credits
Students will study theory and cases that explain the phenomenon of digital convergence businesses.  

STUDY OF DIGITAL CONVERGENCE ENTREPRENEURSHIP                       3 Credits
Students will study the latest knowledge that combines critical theories with practices in starting a digital business, as well as the major papers that contribute to the theoretical foundations for digital business start-ups. 
STUDY OF DIGITAL CONTENT                                                3 Credits
This course is a seminar about the current status and future prospects of the digital content industry. Discussions will range from legislation-institutional issues of new digital content appearing in various fields, to an array of business models. It will include various types of digital content, from political society, scientific technology, cultural art, broadcasting entertainment, disaster crises, health environment, and community welfare.
■ Major Subjects
INDEPENDENT STUDY (1)                                                     3 Credits
INDEPENDENT STUDY (2)                                                     3 Credits
SEMINAR                                                                    3 Credits
In this class, students will research and make presentations about digital convergence-related issues in 3D animation, gaming, and the field of film, which is referred to as “modern composite art”. 
STATISTICS                                                                  3 Credits
This class targets master's/doctorate degree students of the Department of Digital Convergence Business. Students will learn basic and intermediate levels of statistics, which are required to examine various digital convergence business-related issues, and to write a thesis or a paper.

CONVERGENCE NETWORK ANALYTICS                                        3 Credits
In this class, students will learn about Social Network Analysis (SNA), an interdisciplinary research approach in this convergence-integration age. Analysis will span from basic concepts to in-depth theory of SNA. Students will learn how to apply SNA analytic techniques to a research paper writing method by using derived results. Students will also read, study, and discuss SNA-related papers. 
HUMAN COMMUNICATION IN DIGITAL MEDIA                                 3 Credits
This class is a seminar about the types of characteristics in digital media communication. Students will review various media platforms dedicated to historic perspectives in internet and mobile communication, and discuss the development process of interpersonal communication. Students will also discuss how the convergence of analog and digital media will cause changes to information exchange and the distribution process. 
DIGITAL CONVERGENCE BUSINESS PLANNING                                 3 Credits
Digital convergence business contains multidisciplinary characteristics including liberal arts, social science, computer engineering, and cognitive science. Students will create ideas about digital convergence businesses, analyze their business values by investigating market situations, business environments, competitors, customers, and content, and eventually study a series of commercialization processes.. 
DIGITAL CONVERGENCE TECHNOLOGY APPLICATION                          3 Credits
This course will review digital convergence technologies that are applied in various industries and fields, for the purpose of drawing out new development methods through in-depth analysis of the applications of digital convergence technology.
ADVANCED DIGITAL CONVERGENCE BUSINESS                                3 Credits
In this class, students will study theoretical and practical issues regarding various digital convergence businesses, such as digital gaming, digital animation, digital image, and digital music.
STUDY ON DIGITAL CONVERGENCE BUSINESS PROJECT                        3 Credits
In this course, students will draw and produce their own digital convergence business based on their knowledge and understanding of the digital convergence industry.

SELECTED TOPICS OF DIGITAL CONVERGENCE                                 3 Credits
This class is a pre-production class that deals with the concept of digital convergence business, concept art, story, storyboard, character design, and background design.
DIGITAL CONVERGENCE CASE STUDY                                         3 Credits
In this class, students will study the latest successful cases of businesses that have utilized digital convergence technologies, as well as the transformation from manufacturing business to industrial society, service industry, information industry, and creative industry. 

FIELD APPLICATIONS OF CONVERGENCE KNOWLEDGE                         3 Credits
This class promotes harmonious understanding of both theories and practices by applying digital convergence knowledge and the theories that the students have studied to actual application and practice. 
DIGITAL DESIGN                                                             3 Credits
In this class, students will come to understand the basic principles of 2D and 3D-formative elements using computers, while learning practical approaches for digitalizing their creative ideas by mastering the characteristics and applications of related programs. Moreover, students will study the CAD system to solve design problems and acquire the ability to select and manage the program. Based on a broad understanding of digital design, students will accumulate theoretical backgrounds in order to predict a future development direction, and to adapt to changes therein. 

DIGITAL ENTERTAINMENT                                                    3 Credits
In this class, students will examine cultural values within the digital entertainment industry, which is the crucial culture industry in this modern society. Students will also pursue and examine stereo vision, as well as cultivate various thinking and expression-related skills required by cultural interpreters and creators of media production. 

DIGITAL INNOVATION                                                        3 Credits
In this course, students will study various theories that explain mechanisms of innovation occurring in the digital society. In particular, the class will focus on Triple-Helix theory and methodology, which involves the interactions between university, enterprise, and government. Students will read relevant papers and discuss the innovation-related concepts emphasized in Triple-Helix.
DIGITAL MARKETING                                                         3 Credits
This course deals with the transformation process from traditional marketing to the marketing of the digital age, where consumers participate and lead. This class will discuss the use of new marketing methods and techniques which have been formed by the recent mobile environment, while drawing comparisons between domestic and foreign cases.

DIGITAL CUSTOMER MANAGEMENT                                           3 Credits
Currently, many enterprises impose CRM first, as a solution for “maximizing consumer value” which has been receiving a great deal of attention in the age of limited growth. On the basis of this background, this class is aimed at analyzing and discussing CRM cases involving domestic and foreign companies in cataclysmic market environments. 
DIGITAL BUSINESS CASE                                                     3 Credits
In this class, students will analyze humanistic, technical, and artistic characteristics of famous digital business cases before they plan their own works. 
DIGITAL BUSINESS STRATEGY                                                3 Credits
This course attempts to study digital business strategies that make differences in the current business environment, where products and strategies may be homogenized due to the technological advancement in the present industry and market. Students will also learn the process that seeks methods to combine rapidly advanced digital technologies with company cultures, in order to maximize enterprise values. 
DIGITAL BUSINESS PLAN                                                     3 Credits
In this class, students will learn about digital business plan-related issues, including digital business environment, competition structure, market scale, user structure, consumer characteristics, and competitor analysis. 

DIGITAL MANAGEMENT                                                      3 Credits
In this class, students will learn about theories and cases that include comprehensive business activities throughout the whole management structure of the digital platform and its market environments. The course incorporates management methods of digital enterprises, which require effective communication tools for interaction with the digital public, netizens, and customers, who are different from traditional customers. 
DIGITAL MANAGEMENT INFORMATION                                        3 Credits
In this course, the role of management information systems as a tool to plan, control, and make decisions for digital organizations under digital management will be reviewed. The course will also deal with the major fields of digital information management, such as information system planning, information system development, and information technology strategy. 

DIGITAL TRADE                                                              3 Credits
This course will provide basic knowledge on how to adequately cope with the environmental changes of domestic and foreign digital trade, along with the rapid emergence of the digital economy. In particular, it will deal with theoretical and practical-level issues such as international digital trade trends, new economic law in the digital economic age, norms trends of international organizations (WTO/OECD/UN), domestic and foreign digital trade and information mediation cases, domestic and foreign law trends pertaining to the trade of tangible and intangible electronic materials, digital content markets, and business strategies. 
COMPUTERSOFTWARE                                                        3 Credits
In this class, students will acquire basic software development knowledge that is used to operate hardware digital equipment. They will also learn and practice computer programming languages in order to improve their basic software development skills.
MOBILE SOFTWARE APPLICATION                                             3 Credits
Students will come to understand not only software design and development by using graphic user interfaces, but also how to use and access databases. Students will acquire the knowledge to make everyday business easy and comfortable through the use of mobile devices such as the smart phone. 
DIGITAL VISUAL MEDIA                                                      3 Credits
In this class, students will learn basic concepts and techniques of digital image aesthetics along with basic concepts of image production by watching various domestic and foreign digital videos. They will become familiar with the trends of various media platforms and the characteristics of rapidly changing media through continuous audio-visual education. They will also be able to create a variety of image content by the end of this class. 
DIGITAL ANIMATION                                                         3 Credits
The goal of this course is to acquire the basic techniques of digital animation and knowledge of various fields of application. Major learning topics include: general structure of digital animation systems, linear transformation, key frames, kinematics, motion caption, and dynamic simulations with fluent objects, by combining various digital animation practices. 
DIGITAL STORYTELLING                                                      3 Credits
In this course, students will study storytelling elements expressed in various fields such as illustration, 3D animation, gaming, and movies, in order to develop and complete their own works. 
DIGITAL GAME                                                               3 Credits
Digital Game is a representative digital business that combines various cutting-edge technologies, such as multimedia and digital and network technologies, with various entertainment elements. In this class, students will learn theories and cases of digital games.   

DIGITAL BROADCASTING                                                     3 Credits
In this class, students will research new issues of digital broadcasting by combining visual media representation and computer technologies. The goal of this course is to improve the students’ ability to grasp and apply visual design elements, as well as to teach them how the media age has changed from the birth of digital broadcasting to current modern experimental broadcasting.  

DIGITAL SOCIETY                                                            3 Credits
With the convergence of broadcasting, communication, and media, as well as the diffusion to wire-wireless network and devices, the social domain of humanity has been rapidly digitalized. Students will learn about the issues that have caused this transformation, starting with the initial emergence of digital society. 
DIGITAL CULTURE                                                           3 Credits
This course studies a culture at the end of an era, its convergence with digital technologies, and the formation of a new culture, all surrounding the internet. In this class, students will come to understand extensive digital culture, including arts, media, and the digital information fields, that have been altered by the emergence of the digital age. 
DIGITAL POLICY                                                             3 Credits
This course explores the influences of digital technology on social change and economic development. In particular, students will learn the about influence of digital policies that produce not only the interactions between policies and technologies, but also the policies that dictate the development of technology. Students will also review a series of information communication-related policies, the standards of information communication technologies such as mobile phones and internet network equipment, and  their applications, in combination with study of cases and theories.   

DIGITAL TECHNOLOGY APPLICATION                                         3 Credits
In this course, students will come to understand basic components and drive principles of various types of digital equipment. Based on such knowledge, they will study various application fields and application systems that use the latest digital technologies. 

DIGITAL TECHNOLOGY POLICY                                               3 Credits
Students will study political issues in order to facilitate the innovation and development of digital technology and its business applications.
