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1.6 March of BINUS UNIVERSITY 
 

Dengarkanlah negara panggilkan dikau 

Gegap gempita bunyi genderang 

Pahlawan ilmu tingkatkanlah semangatmu 

Untuk nusa dan bangsa 

 

Univ. BINA NUSANTARA, derapkanlah maju terus 

Sebagai wadah nusa dan bangsa, Negara Indonesia 

Memberantas keterb’lakangan, yang menghambat pembangunan 

T’rus berbaktilah dan pantang mundur 

Dengan gigih t’rus majulah 

Univ. BINA NUSANTARA, bangkitkanlah putra-putrimu 

Dengan semangat dan cita-cita, Indonesia adil makmur 

Univ. BINA NUSANTARA 
 

 

1.7 BINUSIAN 
 

BINUSIAN refers to BINA NUSANTARA community which consist of the whole academic community (civitas 

academica) at BINA NUSANTARA, including all those who contribute in some way, through managing or attending 

parts of the education and training process. They have a solid vision, become innovative in their fields, and keep one 

step ahead in Science and Technology, particularly when based in Information Technology. 

 

BINUSIAN aims to be a part of visionary community, as well as to be accepted as a leader in Information Technology 

(IT). BINUS UNIVERSITY prepares each BINUSIAN to be successful professional or entrepreneur through Multi 

Channel Learning (MCL) Method, independent learning and some IT media, core competence and clear pathway in 

various study programs, and through character building program. To achieve the BINUSIAN’s aim, BINUS 

UNIVERSITY will always increase its quality as education provider. To implement such standard, UBINUS is 

supported by innovative, flexible and on-time lecturing program and high qualified lecturers.  

 

 

BINUSIAN Mascot: Meaning of BINUSIAN Mascot: 

              Why Bee? 

 A bee is a hard working insect, also known for its diligence, and loyalty to its community 

 A bee works effectively in team work 

 A bee is highly creative and clever, as this is clearly seen from its amazing geometric 

beehive 

 A bee produces something that is useful for itself and others (honey), by getting the 

flower’s pollen without destroying it, also helping its pollination 

 A bee’s ability to fly proves that a bee is highly flexible and mobile. 
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Human Features 

 By having the shape and movement of a human, the mascot represents the character of a BINUSIAN with the 

qualities of a bee 

 The simplification of a bee’s shape has been made to make it more friendly and clever. 

 
Luminescent Antenna 

The function of the antenna is to improve the bee’s awareness of its surroundings and to improve its navigation 

system to guide its high mobility. In this mascot, the luminescent effect of the antenna is to illustrate the ability to 

absorb information and knowledge (and to distinguish this mascot from an ordinary bee). 

 

Mascot colour is similar to BINUS colour  
Yellow and Black are the characteristic colours of a bee which are also the colours of BINUS. 

 

 

1.8 March of BINUSIAN  
 

Dengar semua para BINUSIAN 

Panggilan nusa dan bangsa telah menanti 

Sambutlah dengan visi inovatif 

Songsonglah dengan sikap positif 

Dan selalu menjadi yang terdepan. 

Ayo kita berjuang demi ibu pertiwi 

Dengan karya bermanfaat 

Ayo kita berbakti untuk sesama 

Dengan karya nyata 

Semuanya demi pembangunan bangsa. 

 

 

1.9 BINUS VALUE 
 
BINUS VALUE consists of : 

 Tenacious Focus 

Acting with a passionate, committed, and determined focus towards shared purposes. 

 Freedom to Innovate  

Combining integrity with a creative and result-oriented spirit 

 Farsighted  

Sharing the foresight to recognize and take action on future opportunities 

 Embrace Diversity  

Celebrating diversity in the pursuit of excellence 
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1.10 Organizational Chart of BINUS UNIVERSITY 
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1.11 Campus Location 
 
Syahdan Campus 

Jl. K.H. Syahdan No. 9, Palmerah, Jakarta Barat 11480 
Tel : (+62-21) 534-5830, (+62-21) 535-0660 
Fax : (+62-21) 530-0244 

 
Anggrek Campus 
Jl. Kebon Jeruk Raya No. 27, Kebon Jeruk, Jakarta Barat 11530 

Tel : (+62-21) 534-5830, (+62-21) 535-0660 
Fax : (+62-21) 530-0244 
 

Kijang Campus 
Jl. Kemanggisan Ilir III No. 45, Kemanggisan/Palmerah, Jakarta Barat 11480 
Tel : (+62-21) 532-7630  

Fax : (+62-21) 533-2985 
 
The Joseph Wibowo Center for Advanced Learning (JWC) Campus 

Jl. Hang Lekir I No. 6, Kebayoran Baru, Jakarta Selatan 12120 
Tel : (+62-21) 720-2222  
Fax : (+62-21) 720-5555 
 

Alam Sutra Bridging Campus 
Jl. Alam Sutera Boulevard  no.1.   

Alam Sutera – Serpong 
Tangerang 15325 
Tel : (+62-21) 53 69 69 19  

Fax : (+62-21) 53 67 40 42 
 
 

Homepage : www.binus.ac.id 
E-mail : informasi@binus.edu 

 

 
 

1.12 Quality Management System at BINUS UNIVERSITY 
 

BINUS UNIVERSITY believes that the implementation of internationally recognized standard in quality management 

system for education institution is paramount. In this sense, ISO 9001 certificate plays a role as one of the ultimate 

international recognition of global quality.  

 

BINUS UNIVERSITY is the first higher education institution in Indonesia that achieved ISO 9001 certification in 

November 1997 due to its application and implementation of quality management system in the scope of design of 

curriculum and lecture materials, education, teaching, research, and community development. 

 

BINUS UNIVERSITY has successfully upgraded its Quality Management System into ISO 9001:2000 standard in 

November 2001. This certification has also been renewed in November 2010, which proves BINUS UNIVERSITY’s 

ability to consistently provide high quality education services that meets customer’s demand and applicable regulatory 

requirements. It  also aims to enhance customer’s satisfaction through the effective application of the system, which 

includes processes for continuous improvement of the BINUS UNIVERSITY’s system. With the vision of becoming a 

world class university, since February 2008, BINUS UNIVERSITY has once again become the first higher education 

institution in Indonesia that achieved the International Certification for Service Excellence and the Performance 

Excellence for Education based on Malcolm Baldrige Education Criteria for Performance Excellence.  

 

In January 2009, BINUS UNIVERSITY has been audited by SGS external auditor and certification body using newest 

version of ISO 9001 which is ISO 9001:2008. 
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SGS recommended that BINUS UNIVERSITY is to be certified ISO 9001:2008 so that it will be the first educational 

institution in Indonesia who holds new version of ISO 9001. 

Active student centered learning paradigm and outstanding achievement of institutional goals using Balance 

Scorecard approach have been designed in harmony with the development of knowledge and the ability supported by 

quality management system, which has forced continuous improvements to quality, services, and performances of the 

University since 1997. 

 

Binus University implemented Performance Excellence based on Malcolm Baldrige Criteria since 2008. In 2011, 

BINUS University applied for the Indonesian Quality Award that is managed by Indonesian Quality Award Foundation 

(IQAF). The assessment of this award will be based on Malcolm Baldrige Criteria, and was held on 31 October 2011 – 

4 November 2011. The award was then given to BINUS UNIVERSITY on 23 November 2011 by the IQAF.  

 

 

1.13 Quality Policy of BINUS UNIVERSITY 
 

BINUS University is committed to providing a world class education with international learning experience that makes 

positive contributions to the global community 

 
 

1.14 Quality Objectives of BINUS UNIVERSITY 
 

In order to achieve quality, highly qualified and well-prepared graduates, BINUS UNIVERSITY is committed to 

applying the following quality policy and targets in 2014: 

 

 One out of every three graduates becomes an entrepreneur or is working at a global organization within six 

months upon graduation. 

 25 innovative legally registered intellectual property per year 

 An average of one International paper per Faculty Member per year 

 20% of active students gain international experience during their period of study 

 Academic Satisfaction index of 75% 

 Excellent stakeholder satisfaction 
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Curriculum 

The present curriculum used in the Mobile Application & Technology program has been developed in line with the 

National Curriculum. Also, the local content has been developed in line with the Computer Science Curriculum 

standard of ACM (Association for Computing Machineries), several local and foreign universities, mobile technologies 

and market trends, so that the graduates of the Mobile Application & Technology program are expected to be able to 

face competition at both a national and international level. 

 
Generally, the subjects of the curriculum 2014 are divided into these following groups of subjects: 

 
Mathematics Group (Science) 

The objective of this group is to provide an understanding of mathematics as one of the principal foundations in 

computer science. Another objective is to give an understanding of scientific methodology (data collection, hypothesis, 

research, analysis) in problem solving. 

 
Character Building Group (Professional Practices) 

The objective of this group is to develop the personal strengths of the student and to provide him or her with a 

professional character, professionalism in their field, management skills, oral and written communication skills, 

understanding of business ethic, ability to work as a team, and to develop a “Binusian” Character. 

 
Core Group  

The objective of this group is to provide grounding in Mobile Application Technology program through practice as well 

as applied theory which are required by business both now and in the future. The subjects that are included in this 

group are programming, algorithm design and analysis, software engineering, databases, computer graphs, 

multimedia, computer and human interaction, operation system, mobile device architecture, and mobile network. 

 
The Field of MAT Subject 

The objective of builds the field of subject  in Mobile Application Technology is to give the students a solid foundation of 

software development skills and to introduce  the specific skills needed for developing mobile/wireless applications. 

Students will also gain the necessary understanding of current technologies and architectures that provide the network 

and communications infrastructure for mobile enabled enterprise computer systems, also to give students the 

opportunity to obtain a deep understanding of a range of disciplines in Mobile Application Technology.  

The students are expected to develop their skills and master the techniques which will allow them to conduct research 

for both their thesis and/or to continue their studies. 

The field of MAT subjects : 

1. Mobile Programming: to explore the various methodologies and mobile software engineering equipment. 

2. Mobile Entrepreneurships: to explore the various techniques of planning, management skills and how to build a 

mobile application & technology company. 

3. Current Mobile Technology: to explore the various of the trend technology in mobile application & device. 

All students of MAT program must follow these three fields to become Mobile Application Technology graduates. 

The objective of these three fields is to provide the students with the knowledge and skills required by business & 

industry and who wants to develop the own mobile application company.  
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Course Structure  

Sem Code Course Name SCU Total 

1 

CHAR6013 Character Building: Pancasila 2 

20 

MATH6025 Discrete Mathematics 4 

MATH6030 Linear Algebra 2 

COMP6047 Algorithm and Programming 4/2 

MOBI6003 Introduction to Mobile Application and Technology 4 

English University Courses I 

ENGL6128 English in Focus 2 

ENGL6130 English for Business Presentation 2 

2 

CHAR6014 Character Building: Kewarganegaraan 2 

20 

MATH6031 Calculus 4 

COMP6048 Data Structures 4/2 

MOBI6002 Mobile Object Oriented Programming 2/2 

MOBI6008 Mobile Game Creative Design 2 

English University Courses II 

ENGL6129 English Savvy 2 

ENGL6131 English for Written Business Communication 2 

3 

CHAR6015 Character Building: Agama 2 

24 

COMP6049 Algorithm Design and Analysis 4 

ENTR6003 Entrepreneurship I 2 

COMP6056 Program Design Methods 4 

MOBI6006 Mobile Community Solution 2/2 

COMP6062 Compilation Techniques 4 

MOBI6026 Mobile Cloud Computing 2/2 

4 

CPEN6108 Computer Networks 2/2 

22 

ISYS6279 Database Systems 4/2 

COMP6229 Software Engineering* 4 

MOBI6023 Mobile User Experience 2 

MOBI6009 Mobile Multimedia Solution 2/2 

MOBI6025 Mobile Application Security 2 

5 

MOBI6043 Mobile Testing and Implementation* 2 

22 

MKTG6063 Market Research Methodologies 2 

COMP6153 Operating System 2/2 

COMP6231 Human and Computer Interaction 2/2 

ENTR6004 Entrepreneurship II 2 

COMP6227 Artificial Intelligence 4 

MOBI6012 Web Design 2/2 

6 Enrichment Program I 16 16 

7 Enrichment Program II 16 16 

8 MOBI6024 Thesis 6 6 

TOTAL CREDIT 146 SCU 

*) Entrepreneurship Embedded 

English University Courses: 

-) For 1
st
 Semester : English University Courses I, student with score Binus University English Proficiency Test less 

than 500 will take English in Focus, and student with score test greater than or equal to 500 will take English for 

Business Presentation 

http://curriculum.binus.ac.id/course/CHAR6013/
http://curriculum.binus.ac.id/course/MATH6025/
http://curriculum.binus.ac.id/course/MATH6030/
http://curriculum.binus.ac.id/course/COMP6047/
http://curriculum.binus.ac.id/course/MOBI6003/
http://curriculum.binus.ac.id/course/ENGL6128/
http://curriculum.binus.ac.id/course/ENGL6130/
http://curriculum.binus.ac.id/course/MATH6031/
http://curriculum.binus.ac.id/course/COMP6048/
http://curriculum.binus.ac.id/course/MOBI6002/
http://curriculum.binus.ac.id/course/MOBI6008/
http://curriculum.binus.ac.id/course/ENGL6129/
http://curriculum.binus.ac.id/course/ENGL6131/
http://curriculum.binus.ac.id/course/CHAR6015/
http://curriculum.binus.ac.id/course/COMP6049/
http://curriculum.binus.ac.id/course/ENTR6003/
http://curriculum.binus.ac.id/course/COMP6056/
http://curriculum.binus.ac.id/course/MOBI6006/
http://curriculum.binus.ac.id/course/COMP6062/
http://curriculum.binus.ac.id/course/MOBI6026/
http://curriculum.binus.ac.id/course/MOBI6023/
http://curriculum.binus.ac.id/course/MOBI6009/
http://curriculum.binus.ac.id/course/MOBI6025/
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-) For 2
nd

 Semester: English University Courses II, student with score Binus University English Proficiency Test less 

than 500 will take English Savvy, and student with score test greater than or equal to 500 will take English for Written 

Business Communication 

Enrichment Program I (6
th

 Semester) & Enrichment Program II (7
th

 Semester): 

-) Student will take one of enrichment program tracks (off campus). 

 

Enrichment Track Scheme 

Track 
Semester 6 Semester 7 

I RS ENTR CD SA *etc I RS ENTR CD SA *etc 

1 v 
     

v 
     

2 
 

v 
     

v 
    

3 
  

v 
     

v 
   

4 
   

v 
  

v 
     

5 
   

v 
     

v 
  

6 
   

v 
      

v 
 

7 
    

v 
 

v 
     

8 
    

v 
    

v 
  

9 
    

v 
     

v 
 

10 
     

v v 
     

11 
     

v 
   

v 
  

12 
     

v 
    

v 
 

Notes: 
I  : Internship 

RS  : Research  

ENTR  : Entrepreneurship 

CD  : Community Development 

SA  : Study Abroad 

*etc : Department specific needs 

 
Notes: 

Student can choose one of the available tracks 

 
Enrichment Internship Track 

Code Course Name SCU Total 

Enrichment for Student who take industrial experience track in semester 6, 
should also take industrial experience track in semester 7: 

 

Enrichment Program I 

16 
MOBI6028 Internship I 8 

MOBI6029 Mobile Application & Technology Practice in Industry I 4 

MOBI6031 EES in Mobile Industry I 4 

Enrichment Program II 

16 
MOBI6032 Internship II 8 

MOBI6030 Mobile Application & Technology Practice in Industry II 4 

MOBI6033 EES in Mobile Industry II 4 

 

 

 

http://curriculum.binus.ac.id/course/MOBI6015/
http://curriculum.binus.ac.id/course/COMP6153/
http://curriculum.binus.ac.id/course/ENTR6004/
http://curriculum.binus.ac.id/course/MOBI6027/
http://curriculum.binus.ac.id/course/MOBI6024/
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Code Course Name SCU Total 

Enrichment for Student who take study abroad and community development 
track in semester 6, should take these courses below if they want to take 
industrial experience track in semester 7: 

16 MOBI6037 Internship 8 

MOBI6038 EES in Mobile Industry 4 

MOBI6039 Mobile Application & Technology Practice in Industry 4 

 
 

Enrichment Entrepreneurship Track 

Code Course Name SCU Total 

Enrichment Program I 

16 

ENTR6062 Business Start Up 8 

ENTR6069 Business Model & Validation in Mobile Application Project 2 

ENTR6086 Launching New Venture in Mobile Application Project 2 

ENTR6068 EES in New Business 4 

Enrichment Program II 

16 

ENTR6070 Growing a Business 8 

ENTR6087 
Lean Start Up & Business Plan in Mobile Application 
Project 

2 

ENTR6142 Venture Capital  in Mobile Application Project 2 

ENTR6073 EES in Business Experience  4 

 

 
Enrichment Research Track 
Code Course Name SCU Total 

Enrichment Program I 

16 

RSCH6031 Research Experience I 8 

RSCH6029 
Scientific Writing in Mobile Apps and Technology 

Research Area I 
4 

RSCH6033 
Global EES I (Team Work, Communication, Problem 

Solving & Decision Making) 
4 

Enrichment Program II 

16 

RSCH6034 Research Experience II 8 

RSCH6107 
Scientific Writing in Mobile Apps and Technology 
Research Area II 

4 

RSCH6036 
Global EES II (Self-Management, Planning & Organizing, 
Initiative & Enterprise) 

4 

 

 
Enrichment Community Development Track 

Code Course Name SCU Total 

Enrichment Program I 

16 

CMDV6001 Community Outreach Project Implementation  8 

CMDV6036 
Community Outreach Project Design in Mobile 
Applications Project 

4 

CMDV6003 Employability and Entrepreneurial Skills   4 

Enrichment Program II 

16 

CMDV6004 Community Development Project Implementation  8 

CMDV6037 
Community Development Project Design in Mobile 
Application Project 

4 

CMDV6006 Employability and Entrepreneurial Skills   4 
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Enrichment Study Abroad Track* 
 

 

*) Transferred courses will be transferred based on credit transfer policies on study program with total of 16 credits. 
 

Student should pass all of these quality controlled courses as listed below: 

No. Code Course Name Minimum Grade 

1 CHAR6013 Character Building: Pancasila B 

2 ENTR6004 Entrepreneurship II C 

3 COMP6047 Algorithm and Programming* C 

4 COMP6048 Data Structures C 

5 COMP6056 Program Design Methods C 

6 COMP6229 Software Engineering C 

7 MOBI6002 Mobile Object Oriented Programming* C 

8 MOBI6008 Mobile Game Creative Design* C 

*) Tutorial & Multipaper 

Course Name SCU Total 

Enrichment Program I  
 
 
 
 
 
 
 
 

16 

GLOB6005 Elective Course for Study Abroad 1 4 

GLOB6006 Elective Course for Study Abroad 2 4 

GLOB6007 Elective Course for Study Abroad 3 4 

GLOB6008 Elective Course for Study Abroad 4 4 

GLOB6009 Elective Course for Study Abroad 5 2 

GLOB6010 Elective Course for Study Abroad 6 2 

GLOB6011 Elective Course for Study Abroad 7 2 

GLOB6012 Elective Course for Study Abroad 8 2 

GLOB6013 Elective Course for Study Abroad 9 2 

GLOB6014 Elective Course for Study Abroad 10 2 

GLOB6015 Elective Course for Study Abroad 11 2 

GLOB6016 Elective Course for Study Abroad 12 2 

Enrichment Program II 

16 

GLOB6017 Elective Course for Study Abroad 13 4 

GLOB6018 Elective Course for Study Abroad 14 4 

GLOB6019 Elective Course for Study Abroad 15 4 

GLOB6020 Elective Course for Study Abroad 16 4 

GLOB6021 Elective Course for Study Abroad 17 2 

GLOB6022 Elective Course for Study Abroad 18 2 

GLOB6023 Elective Course for Study Abroad 19 2 

GLOB6024 Elective Course for Study Abroad 20 2 

GLOB6025 Elective Course for Study Abroad 21 2 

GLOB6026 Elective Course for Study Abroad 22 2 

GLOB6027 Elective Course for Study Abroad 23 2 

GLOB6028 Elective Course for Study Abroad 24 2 
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Game Application & Technology 

Introduction 

Computer, mobile, and console games represent a multi-billion dollar global industry and Game Application and 

Technology program offers dedicated degrees in game development, giving students the technical expertise they need 

to confidently enter the industry. Game Application and Technology program is designed specifically by Computer 

Science, BINUS University to provide students with knowledge and expertise to develop and create a variety of applied 

technology in the field of game technology. The Game Application and Technology program was found in September 

2012, under BINUS UNIVERSITY, it became one of the best programs under the coordination of School of Computer 

Science and supported by Ministry of Tourism and Creative Economy of the Republic of Indonesia.  

 
Game Application and Technology program designed to reflect the changing creative industries landscape while 

ensuring a solid academic foundation and aligned to industry expectations. Game Application and Technology focuses 

in game art, game design, and game programming. The structure of the course allows students to gain valuable 

practical experience in building software systems, and also apply knowledge in game creative design. Game 

Application and Technology program have a strong base in computer science foundation subjects as well as offering 

the theoretical and critical thinking behind current digital technologies. Students learn in a project orientated 

environment that encourages collaboration with industries and helps them discover creative solutions to contemporary 

design challenges. Students are encouraged to collaborate, work to deadlines, maintain attendance levels and develop 

strong communication skills. As a result, the graduates are internationally renowned for their expertise and confident to 

enter the workplace as entry-level skilled professionals rather than technicians. 

 

Vision 

Become a study program of choice in Computer Science, focus in creative software solutions for business and 

industry, recognized internationally, championing innovation and produce graduates with international qualification. 

 

Mission 

The mission of Game Application and Technology Program is to contribute to the global community through the 

provision of world-class education by : 

1. Educating student in the fundamental skills, knowledge, and practice of recent mobile technologies and 

architectures, wireless technologies, mobile software development, and game design. 

2. Conducting research and providing game application and technology professional services with an emphasis on 

the application of knowledge for society’s development. 

3. Sharing the application of knowledge related to game application & technology with a view to Indonesians' and 

the international community quality of life. 

4. Influencing students & lecturers to be creative, value-adding and competitive at an international level in game 

application & technology, by creating a suitable environment. 

5. Preparing students as smart and skilled game application & technology professionals, leaders, and entrepreneurs 

in the global market and/ or to continue in related disciplines. 
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Program Objective 

The objectives of the program are: 

1. To provide students with a solid foundation of mathematical, algorithm principles, computer science knowledge 

and ethical that will be needed in IT practice. 

2. To provide students with skills to apply design and development principles in the construction of software system 

applied in database technology, intelligence system, networking, multimedia development, game design and 

game technology. 

3. To prepare students with abilities to keep up-to-date with the latest Information Technology specially in computer 

game technology trends, developments and industries. 

4. To prepare students with abilities in problem solving and good communication skills to be able to work as an 

individual or in a team in an IT environment. 

 

Graduate Competency  

At the end of the program, graduates will be able to: 

1. Apply knowledge and understanding of mathematical concepts, principles and theories relating to computer 

science knowledge. 

2. Demonstrate knowledge and understanding of algorithm concepts, principles and theories relating to computer 

science knowledge especially in Game Application and Technology. 

3. Classify problems and to apply design and development principles for specific problems. 

4. Classify criteria and specifications appropriate to specific problems, plan strategies for their solution and construct 

appropriate software systems especially in Game Application and Technology. 

5. Construct a solution by applying current technologies especially in Game Application and Technology. 

6. Identify trend technologies in the future especially in Game Application and Technology. 

 

Prospective Career of the Graduates 

After finishing the program, the graduate of Game Application and Technology Program could follow a career as: 

1. Game Engineer 

2. Game Developer 

3. Game Artist / Technical Artist 

4. Game Designer 

5. Game Director / Chief Technology Officer 

6. Game Content Provider 

7. Game Consultant 

8. Game Publisher 

9. Entrepreneur 

10. Academician in multimedia and games (Lecturer, Trainer, Researcher) 

 

Curriculum 

The present curriculum used in the Game Application & Technology program has been developed in line with the 

National Curriculum. Also, the local content has been developed in line with the Computer Science Curriculum 

standard of ACM (Association for Computing Machinery), several local and foreign universities, national and 
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international game industry (developer, publisher), up-to-date game technologies and market trends, so that the 

graduates of the Game Application & Technology program are expected to be able to face competition at both a 

national and international level. Generally, the subjects of the curriculum are divided into these following groups of 

subjects: 

 
 

Core Computer Science Group 

The objective of this group is to provide grounding in Game Application Technology program through practice as well 

as applied theory which are required by business both now and in the future. The subjects that are included in this 

group are programming, algorithm design and analysis, software engineering, databases, computer graphs, interactive 

multimedia, computer and human interaction, operation system, Game Art, Game Programming, and Game Design. 

 

Science 

The objective of this group is to provide an understanding of mathematics as one of the principal foundations in 

computer science. Another objective is to give an understanding of scientific methodology (data collection, hypothesis, 

market research, analysis) in problem solving. 

 
 

Character Building Group (Professional Practices) 

The objective of this group is to develop the personal strengths of the student and to provide him or her with a 

professional character, professionalism in their field, management skills, oral and written communication skills, 

understanding of business ethic, ability to work as a team, and to develop a “Binusian” Character. 

 

The Field of GAT Subject 

The objective of builds the field of subject in Game Application Technology is to give the students a solid foundation of 

software development skills and to introduce the specific skills needed for developing game applications. The students 

are expected to develop their skills and master the techniques which will allow them to conduct research for both their 

thesis and/or to continue their studies. 

The field of GAT subjects: 

1. Game Art: to explore the various methodologies and techniques of game art and learn how to transform your 

art into assets for computer games and related industries using the latest technology and industry-standard 

software (2D and 3D, animation, modeling, character design). 

2. Game Design: to explore the various methodologies and techniques of game story design, level design, game 

play design, human and computer interaction design. 

3. Game Programming: to explore the various techniques of game programming. 

 

All students of GAT program must follow these three fields to become Game Application Technology graduates. The 

objective of these three fields is to provide the students with the knowledge and skills required by business & industry 

and who wants to develop the own game company.  
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Course Structure  

Sem Code Course Name SCU Total 

 
 

1 

CHAR6013 Character Building: Pancasila 2 

20 

MATH6025 Discrete Mathematics 4 

MATH6030 Linear Algebra 2 

COMP6047 Algorithm and Programming 4/2 

STAT6026 Probability and Statistics 2 

GAME6001 Introduction to Game Technology 2 

English University Courses I 

ENGL6128 English in Focus 2 

ENGL6130 English for Business Presentation 2 

2 

CHAR6014 Character Building: Kewarganegaraan 2 

20 

MATH6031 Calculus 4 

COMP6048 Data Structures 4/2 

GAME6002 Game Design 2 

GAME6004 Object Oriented Game Programming 2/2 

English University Courses II 

ENGL6129 English Savvy 2 

ENGL6131 English for Written Business Communication 2 

3 

CHAR6015 Character Building: Agama 2 

20 

COMP6049 Algorithm Design and Analysis 4 

ENTR6003 Entrepreneurship I 2 

GAME7029 2D Game Programming 4 

GAME6033 Storyboarding & Concept Art 2 

COMP6056 Program Design Methods 4 

GAME6012 User Experiences 2 

4 

GAME6050 Game Engine Programming 2 

24 

CPEN6109 Computer Networks 2/2 

ISYS6280 Database Systems 4/2 

COMP6228 Artificial Intelligence 4 

COMP6230 Software Engineering* 4 

GAME7044 2D Animation 2/2 

5 

COMP6153 Operating System 2/2 

24 

COMP6062 Compilation Techniques 4 

ENTR6004 Entrepreneurship II 2 

COMP6232 Human and Computer Interaction 2/2 

GAME7045 Mobile & Web Game Programming* 4/2 

GAME6043 3D Modeling for Games 2/2 

6 Enrichment Program I 16 16 

7 Enrichment Program II 16 16 

8 GAME6026 Thesis 6 6 

TOTAL CREDIT 146 SCU 

*) Entrepreneurship embedded 

http://curriculum.binus.ac.id/course/CHAR6015/
http://curriculum.binus.ac.id/course/COMP6049/
http://curriculum.binus.ac.id/course/ENTR6003/
http://curriculum.binus.ac.id/course/GAME7029/
http://curriculum.binus.ac.id/course/GAME6033/
http://curriculum.binus.ac.id/course/COMP6056/
http://curriculum.binus.ac.id/course/GAME6012/
http://curriculum.binus.ac.id/course/GAME6038/
http://curriculum.binus.ac.id/course/CPEN6098/
http://curriculum.binus.ac.id/course/GAME7044/
http://curriculum.binus.ac.id/course/COMP6153/
http://curriculum.binus.ac.id/course/COMP6062/
http://curriculum.binus.ac.id/course/ENTR6004/
http://curriculum.binus.ac.id/course/GAME7045/
http://curriculum.binus.ac.id/course/GAME6043/
http://curriculum.binus.ac.id/course/GAME6026/
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English University Courses: 

-) For 1
st
 Semester : English University Courses I, student with score Binus University English Proficiency Test less 

than 500 will take English in Focus, and student with score test greater than or equal to 500 will take English for 

Business Presentation 

-) For 2
nd

 Semester: English University Courses II, student with score Binus University English Proficiency Test less 

than 500 will take English Savvy, and student with score test greater than or equal to 500 will take English for Written 

Business Communication 

Enrichment Program I (6
th

 Semester) & Enrichment Program II (7
th

 Semester): 

-) Student will take one of enrichment program tracks (off campus). 

 
Enrichment Track Scheme 

Track 
Semester 6 Semester 7 

I RS ENTR CD SA *etc I RS ENTR CD SA *etc 

1 v 
     

v 
     

2 
 

v 
     

v 
    

3 
  

v 
     

v 
   

4 
   

v 
  

v 
     

5 
   

v 
     

v 
  

6 
   

v 
      

v 
 

7 
    

v 
 

v 
     

8 
    

v 
    

v 
  

9 
    

v 
     

v 
 

10 
     

v v 
     

11 
     

v 
   

v 
  

12 
     

v 
    

v 
 

Notes: 

I  : Internship 

RS  : Research  

ENTR  : Entrepreneurship 

CD  : Community Development 

SA  : Study Abroad 

*etc : Department specific needs 

 

Notes: 

Student can choose one of the available tracks 

 
 

Enrichment Internship Track 

Code Course Name SCU Total 

Enrichment Program for student who take industrial experience track 
in semester 6, should also take industrial experience track in 
semester 7 

16 

Enrichment Program I 

GAME6034 Internship I 8 

GAME6035 EES in Game Industry I 4 

GAME6036 Game Production in Industry 2 

GAME6037 Game Prototyping in Industry 2 

 




