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The total number of credits completed to be eligible to graduate shall not be less than 128 credits.

LA 3 348 A (5 A AL B 168 A ~ i 348 72 12 185 &) o

The stipulated compulsory credits shall be 34 credits.(16 credits for required general education courses, and 18 credits for
required liberal arts courses.)

2.5 £ B528 o (ke 13208 & ~ ke ig328 )0

The professional compulsory credits shall be 52 credits.(20 credits for required college courses, and 32 credits for required
department courses.)
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The professional elective credits shall be not less than 32 credits.

4-EBI 1082 (B2 pd EB A A8 gde 279 TilcFE o & i HI6EL)

The general elective credits shall be up to 10 credits.( Open for students to freely choose courses within their own or other
departments, with a maximum of 6 credits for '"Micro-Credit Courses')
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Graduation Threshold
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Students are required to complete a total of 128 credits of " Stipulated Compulsory Course", "Professional Compulsory
Course", "Department Professional Elective Course", and "General Elective Course" within their academic years.
QABERAPHC GRS AE IS WA ST R IR B AT 6 & BT o

Department Professional Threshold (CTBC University of Science and Technology Regulations of Graduation Threshold of
Multimedia and Game Developing Management Department )
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English Proficiency Threshold (CTBC University of Science and Technology Regulations of Tutoring Students to Get
English Proficiency Certificates)
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Creative Thinking and Training and General Education Courses (Ethics and Character Education ) shall be offered in the
freshman and sophomore year and be adjusted based on the actual situation in the first and second semesters.
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