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Department of Communication and Technology
Coursework Regulations for Master’s Program

Academic Year 2024
Period of Study Two to four years
Required Credits 27 credits
Program I.Prerequisite courses: Statistics and Statistical Computing Language During the
Requirements first week of each semester, students who obtained credits from an

undergraduate program, may apply to waive this prerequisite pending on
approval from the Master’s Program Committee. For those students who do not
meet the passing requirements, need to enroll in Statistics course and the
granted credits cannot be used to fulfill the requirements for graduation credits.
II.Compulsory Courses (6 credits):
Research methods: Quantitative Communication Research Methods ~
Qualitative Communication Research Methods
II1.Specialization - There are two course groups: “Interactive Marketing and
Design” and “Popular Culture and Technology”. Students must take at least
12 credits from one group and at least 3 credits from the other group
® Interactive Marketing and Design
Communication and Social Design
Human Computer Interaction and UX Research
Computer-Mediated Communication
Health Risk Communication: Emerging Media Technologies Applications
Big data analytics : Text mining
Research on Social Network Analysis
Social Media and Communication Research
Digital Marketing
Emerging Media Psychology Research
Public Relations and Crisis Communication
Communication Data Analysis

® Popular Culture and Technology
Game Culture and Experiments
Virtual Studio and Digital TV
Popular Culture and Global Communication
Participatory Communication and Media Change
Technologies, emotions, and gender
Visual Culture and Aesthetics
Experimental Digital Media
Political Economy of Communication
Media Consumption and Popular Culture
Visualizing Data

IV.Electives: 6 credits

Student can select 6 credits courses from other graduate programs Research
Internship (1credit)

Notes If your major of undergraduate degree is NOT in Communication related fields,you
need to obtain 3 more credits from master program or 6 undergraduate credits to
fulfill the graduation requirements.




