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The journey begins with that first step.
From Malaysia to the world, embarkon a
creative journey with NDS!!
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Philosophy

®JA

We are Malaysia's first Japanese college, featuring
guidance from Japanese lecturers and cooperation with
our schools in Japan. By incorporating both Malaysian
and Japanese educaton, we aim to create synergy in
both countries and become a school that is truly one of
its kind.
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A unique school in Malaysia 0 u r M iSSI 0 n

Education ¢ Employment e Debut Support

Our school’s mission is to provide high- quality education
with an emphasis on creativity, novelty, thinking skills, to
develop human resources that can create new

NDS is a college that specializing in the creative fields,
founded in Japan in 1965. We are one of Japan's leading
traditional schools that has been educating students for

over 60 years. socialization and trends.

# "x
With the aim of creating new values and knowledge 'i 7o R bl BE&EEvHREE. BEHhE2EHLL,
through cultural fusion and collaboration that acquire L , BOEWNHBEAEML A2 RMN Y RERAYET

knowledge and know-how by promoting goodwill
between Japan and Malaysia. We aim to

develop students that can play an active

role not only in Malaysia but

internationally.
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NDS launched to bridge knowledge sharing

between Malaysia and Japan!
NDSIE<R L —> 7 EBATHMBE B L RIFIBEGRTE

FrYINADRARKR

The Start of
the Campus

At our school opening ceremony (July 2022), Tun Dr

BLTVWET
MALAYSIA COLLEGE Mahathir bin Mohamah and Ambassador of Japan Embassy,
Mr. Takahashi attended! The history of our school has begun
=] 8 from here! We produce a new movement of both Malaysian
M g %é and Japanese culture.
' 2022F7EDBRATIE. R /N\TA—ILTEHEBEAXFEREDR
Real-time lesson connected with Exhibitions of artworks done by Career support for both BARENEEINELIZICTHSTICEDERDEELIEE). T
Malaysian & Japanese. Malaysian & Japanese students. Malaysian & Japanese. L—7EBEADOY L ERE L
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Special Guest -...ous-.
from Japan

Lemon Natsume

Professionalillustrator that works in both digital
and analogue artworks. Has collaborations with
Japanese Holbein Paint. Currently teaching in
NDS Kyushu.

Maki Ashiya
A Japanese painter & illustrator. She loves

creating images with the sense of light and
temperature that feel both cold and warm.

Yoshimi Kurata

Member of Manga Japan and a director
of the Japan Cartoonists Association.

Daisuke Miyatsu

President of the Yokohama University of Art and
Design. Popularly known as the Salaryman
Collector, advocating art, education and
Director of the Mori Art Museum.

Other notable guest names

Mitsuhiro Arita
KODANSHA
Yumihiko Amano

UFO Table
Fumihiro Katadai

Japan’s famous illustrator
Manga EDITOR
Character designer

Animation Studio
Mecha Designer
Tastuya Hattori Ceramic Artist & Figurines Designer

Inazuma Takashi Manga Artist

BFAlARYMNIFR

Special Event Classes

Our event classes immerse students in
traditional and modern Japanese arts, from

BRI S A TIIREDST Z AL TEMRD
EECARDGHRERNOEMZFERTEE

tea ceremonies to anime workshops, q,
guided by experts.
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Wagashi making

XERF(RL—I P EBR)
Culture exchange MY & JP

Other notable events

Art feedback from mangaka
RUARDSDTA—RINvY

Special exhibition in Japan
BATORRE

Special lessons from Japan lecturers & professionals
BARDT7 =74 AMTEBHRIL v A

Yobick character design
-V FvIIR—THA
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Indepedent Creators

NIPPON DESIGNERS SCHOOL is a vocational school specializing in the creative fields, founded in Japan NIPPON DESIGNERS SCHOOLI&, 1965 (CAATRINI SNV T4 T4 T DB EEFFIE I DHEFKR T RRE
in 1965. With two school buildings in Tokyo and Fukuoka, we are one of Japan’s leading traditional BRI DDOKREZEIFB.60FEU EIChEVEEEHB L (EAEAZRERTATCHENEERD—DTY, ZOM.
schools that has been educating students for over 60 years. In that time, we have produced many ZLDREEZELL . BERDY) I 74T ERICERLTEE LI

graduates that have contributed to the Japanese creative market.
2022F (Tl UL DOREZB LU R LWMIEZRIEL. BARER L —2 TORIFEREE(BET HIEEEMIC T

In 2022, we established the first Japanese creative college in Malaysia, NIPPON DESIGNERS SCHOOL L—>7ICDBARDY) TA 7171 v NIPPON DESIGNERS SCHOOL Malaysia College&&&3rLE LTz, <L
Malaysia College, with the aim of creating new values through cultural fusion and promoting goodwil and —7ERIEEBSAABEEMNICERETEAAMEBR L FHGI I/ T4V REEFH T EEBTEL
friendship between Japan and Malaysia. We aim to create new creative trends and develop human TWVWETY,

resources that can play an active role not only in Malaysia but also internationally.

NIPPON
DESIGNERS SCHOOL
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STRENGTH

Classes by Japanese &
Malaysian Lecturers

BAAEIYL -V TP ABMICKDIRESE

Professional

lecturers will be in charge of the lessons,
blending creative education from both
countries for global creative careers.
BALRL—Y7O7O#EmMEE L. mEDS Y
IATATHEEZFRITET, JA—NbiEZ UL
AT 4 TFvITIMEAES,
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BRTYAF -0 —)LDEH

STRENGTHS OF NDS

Nippon Designers School continues to
produce creators who are active in various
industries, including famous designers,
illustrators, and up-and-coming manga artist!

and Japanese

1+ KEIE[OFF]
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STRENGTH

Special Workshops & Seminars
BAD—0YyavSetwI+—

Students gain growth opportunities
through workshops led by Japanese
professionals, thanks to our sister schools’
extensive networks.

R DIV Y b T — 2 %ZED L. BERERAD
EMRICEDBT—T Y3y TaBE. FEDORRIC
BHSEEGHATY.

02

STRENGTH

Real-time Online Lessons
DPIWAAALDAYSAVIRE

State-of-the-art technology enables live
lessons by Japanese teachers, career
guidance, and direct feedback, fostering
connections between Malaysian and
Japanese students.

RN T, BARAEMICELD S THEEPF v
77388, BEO T —RN\v o ZREL, HYFE
RO REIRELE T,
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STRENGTH

Malaysia-Japan Exchanges
BAEDOX

Interactive exchanges with our Japanese
sister school create a unique learning
environment for cross-cultural
collaboration and creativity.
BADWHKRE DA V2S5 T 1 TEISHH EX
(ISR — 3V LAEMREBGRAGEU DS
ERMLET,

rﬂnm&uﬂuxiz A
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STRENGTH
Internships & Study
Trips to Japan
BATDAVY—Iv
EMIEIRAT

Students can intern at Japanese studios,
meet manga artists, and experience
professional training through exchange
programs.

BERDRAZIFTDAVEZ—=22y TOIVHRE
DRAEBLT. FOT7 v 3 FIVERHRTEFEN
£9.

STRENGTH

Industry Collaboration
EZEEOYION

Practical projects with creative companies
help students tackle real-world
challenges, enhancing their readiness for
the professional world.

PELORBENGETOIIIRNT 75472 FD
REBRLT A VEIE TLEYT—2 3 VR
ZHdH. RHRTBATSI7VIAZ2—N\EEDE
£,

?Qﬁdhﬁi!ﬂﬂ%hﬁli]ﬁg

T Talpel Comic Artist Labor Unlon
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STRENGTH

Artist Debut & Exhibitions
F—F4RRFEI -8Rk

Excellent students have a chance to
participate in the manga/ illustration
reviews, get advice from professional
editor and even an opportunity to exhibit
artworks in Tokyo Art Museum.

BEGFERF. IL—YT7PHROERF ¥ S —

. ESIRIERROEMECTIERZRTRT BHEDH
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The Future's Experiences
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The Learning Environment

Cutting-edge Facilities
JOfBO#MT. 7OIREDEUE

Wacom Classrooms
WACOM CINTIQ 22

A specialized classroom equipped
with Wacom tablets for digital
design and creative work.

TIOZNNT AT ) ITAT
TEEICELRTIOLZT LYk
MEASNTEEFDHETY,
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2
Digital Classroom
HIGH-SPEC PC

A classroom with powerful
High-Spec PCs designed for
intensive creative tasks and
multimedia production.

ERMGET) T4 T TEEDPT
IWWF AT T7HIEICH IS LTc e
BEPCEBATcHZE T,

| i
EmCmme

(3]

General Hall

A spacious area for student
events and social gatherings,
promoting community  and
collaboration.

BEEDANY MOHDISH DA
WIV7C.dZa=Z7rE%h%E
BELET,

(&)
Library

A quiet space with books and
resources to support academic
and creative work.

SHNB LYY TA T T I5AF
$EY K~ T BB BERN—R
T7.

(=)
Gallery

A space for showcasing student
work and talent.

PEDIERZERTRI HDAN—AT
ER

Student Device
Support

A service allowing students to
borrow laptops for coursework
and projects.

SEREEP IOV MAEIC/
—tN\vVarvEE)SNET—E
ATY,
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Michael Chuah

Comic Artist

-

The Learning Environment

Local Industry Guests
O—AILTRAb

Inviting local industry guests helps students gain insights
into the regional creative landscape, build connections with
potential employers, and understand market trends and
opportunities specific to the local industry.

17

Datuk Lat

Creator of Kampung Boy

1

Chinatsu Matsukura
Bandai Namco

Olive
Creator of Bichi Mao

T4—IVR M)y TR EICRENZRIE TORBENZAE
L A ONE THOES S Sy n ik B2 byl SV YA
IEDWCDERERDDERETTIET

i

The Learning Environment

Industry Field Trips

XR7a4—ILRKNUYT

Local industry field trips offer students hands-on experience in
creative environments, helping them understand industry practices
and expand their professional networks.

Ta4—IVF )Y T IEREICRENGIRE CORBEN A
B EROEBLTO Ty a3 IViERy b T—

TICOWTC DR RDDEREBNET,
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The Learning Environment

Real Education
BEERHE

Students are given the opportunity to participate in
competitions and real-world projects, gaining hands-on
experience to build confidence and strengthen their
portfolios for future careers.

ANALT inspiration of 1apan

KUALAL

FAEFOAURT A3V PRERBEOTOI LY MCEINY 51
REFHLET RERERZBLCBAREZRD R—FT41)
At LE T,

From Malaysia to Japan and beyond,
NDS equips you with the skills, mindset,
and network to create without limits.

X L—=Y7HbRARZLTZDRN,
NDSIZPRFAZBA CRIE T BTcHDAF)b,
NAVEeyNZL TRy NI =%
HIETIIRELET
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NDS Courses

== row

Diploma in Manga lllustratior
YYHA4SZARL—Ya v |

(N/0211/4/0190) (01/27) (MQA/FA15200)

.
Learn manga storytelling and professional techniqu efg y
RYAORD=U=F1> T ETOORITESS :

Master both digital and traditional tools.
7—/9)1,&13%5’]7"—‘/—;1/@@?7‘57&%

Industry |n5|ghts from expemenced artists.
BREEGRT —TAAMDSERDRARER

Diploma in 3D Animation
3D7=X—>3v§

(N/0211/4/0002) (08/27) (MQA/PA15860)

Create 3D models and animations for media.
‘ATFATEFDIDETIVET ZA—3>%HIE

Hands-on training with industry tools.
ERY— IV EE o RBENG N —Z27T

Bunld a portfollo for animation careers.
A =23VRHFCOFYITENTR— T+ )74 Z 185

NYAEYa7ZIL7—YH

(N/0211/3/0002) (08/28) (MQA/FA16730)

Explore manga basics and visual storytelling.
RVADERECT2TIVAS—)—F )T %HFR

Foundatlon for diploma program.
T47AR 709 S LDOERE

Develop essential creative skills.
TIIATATRFIVEREFETS
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DIPLOMA IN

MANGA ILLUSTRATION

EBETI>2RANL—Y3Y
(N/0211/4/0190) (01/27) (MQA/FA15200)

PA= AT FNOEST:

rogram Features

Education that embodies imagination

through manga output.

BEGFZBLCTCRERHNEZERLT
SHBE

Students will not only learn to draw illustrations but also
focus on specialized techniques for expressing their creativity
as manga artists, including story creation and manga
composition.

FEFA TR ZHUITEL BERE LTDRIENZRFT 57cHD

2 YEARS AND 8 MONTHS

In this programme, students will enhance their creativity
through manga and illustration, using proven methods from
the long-established Manga Department of NIPPON DESIGNERS
SCHOOL. With a curriculum blending Japanese and Malaysian
cultures, we aim to nurture creators ready for both local and global
opportunities.

ZDA—RTId BARDERVESEZH#FDONIPPON DESIGNERS SCHOOL
DEBEFRDT EReERIcBBEA T A MIFZEC RGN ZR
HET AREIL =27 DXL ERE S ELRENGAHUF15 LT
MTTEEBRNGERA CEECESDV ) IA2—ZBRLE T,

CAREER OPPORTUNITIES

F v )7 DR

e Manga Artist

BEIR

e Manga Artist Assistant

BEIR) VAR b

e |llustrator
ASAFL—%—

e Character Designer
FrTUR—FHAF—

e 2D Game Designer
7 —LTHAF—

e Concept Artist
AT b 7—74A K
e Animator
T oA—R—

* Novelty Goods Designer
JRIVTF A Gy RFPAF—

With the opening of Nippon Designers School Malaysia
College, Japanese comic training materials and systems
have been introduced, marking a significant step for

Digital drawing techniques
adapted for various media.
BRBATFTATPICERBUIETIHILE
@

Our program teaches essential graphic software skills through
digital drawing techniques for different media, preparing
students with practical skills for various creative industries.

EROTOTS LTI, TEETEBEAT 4 7ICHIGLIe TV 2)IVEERE LA
WBLT, ZEICEBNGRFIVEZICOIFEE, BEAVWIUIA T4 TE£R
TENE2EHEE LET

[POINT
03

BEFIERN. R b — ) —ERPIEERBHIC DOV TLZEUE T,

A globalised curriculum,
Japan and Malaysia

BAEYL—Y7POoO-N
AU FaS A

>OZ>2

ZO0—=->I—H0nCcrr—

BNV —C7NUAFV«

To foster a well-rounded perspective, students will benefit
from expert lectures and hands-on training provided by
our partner companies and creators from both Japan and
Malaysia.

Malaysia's comic industry. We aim to combine the
strengths of Japan and Malaysia to nurture new talent
and elevate Malaysian comics.

A WORD FROM
LAU SHAW MING

NIPPON DESIGNERS SCHOOL R L—> 7 H L v Y DRI & Y. B
DEEHEY AT LHAEAEN, IL—Y 7 DEEERICEOTKE

RIEWVREFZED fedlc, FEIFAREIL—YT DN F—REPTY
TA 2L BEFINGHERERBNG ML —Z V0 %RIFHIENTER

209DV h—HEBYET, BREL—YTOBIEEN L. FLOFEE ¥
NhS5DEE BHL. TL—Y 7 OBEERDLAIALELEFEL &S,
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Class Featu

POINT

01
Draw Your Own Manga from Scratch
BEDEBEZECEONSEHID

Whether you're a beginner or experienced, we provide full
support in both drawing and story creation. You'll learn to
create side-scroll and vertical-scroll manga, allowing you
to publish on various platforms. With your original works,
there’s even a chance to debut professionally while still in
school!

TNOEDSRBRE T CHIEDHEEFPA—)—E)ZLoH)
HR—FLET BRI O— LRI O—)LODEEZFITEL.
TEEEBT IV TIA—LIIRBIDRAFIVEBETEELT,
FVIFIVMERTCHERRICTAT 21— RcTF v AbE
HI!

POINT

Master Graphic Software Essentials
TS74vIOVINODERZER

In addition to CLIP STUDIO PAINT, you’ll gain skills in Adobe
Photoshop and lllustrator. Explore your creativity by designing
game characters or novelty goods using your illustrations.
These foundational skills are key to thriving in the creative
industry.

CLIP STUDIO PAINTIZHNAZ. Adobe Photoshop-®lllustrator®
AFINEERBLEIT ASAMENLTT —LF 52—
INIWTa Ty RS B E BIENELIFHF v VAT
T INSDEERAFIVIE VI IATATERTHINT 578
DRETIET,

Develop Your Unique Identity as a Creator
DVIAY—ELTDTPATYTA
Ta1ZEL

How you use your skills is entirely up to you. By learning about
industry trends in Japan and Malaysia, you can discover the
best ways to express yourself as a creator and build your own
path.

AFIVDERFEEHEIRE BARE L — 7 DEREM
ZEBEL BN LWRIGEZ R DN BN 0EZYVHAEE
L&D

V7 ADEH

res

Course Syllabus

A—AYZINRA

YEAR SEMESTER COURSE CATEGORY SUBJECTS
Sketching and Figure
Drawing
. Drawing 1
Ma]or Introduction to Clip Studio Paint
SEMESTER 1 Introduction to Photoshop
Introduction to Manga
Common English Communication
VEAR Figure Studies for Manga
Drawing 2
1 Major Digital Illustration Painting
Story Exploration for Manga
SEMES
FMESTER 2 Colour Studies
Common Introduction to Japanese Language
Background Studies
ok
Elective*1 Self-Management Skills
SEMESTER 3 Common Introduction to Japanese Culture
MPU Bahasa Kebangsaan A (National Language A)
Introduction to lllustrator
Fundamentals of Design
. Digital Manga
Major
SEMESTER 1 J Character Design
Storytelling
MPU Philosophy & Current Issues
Novelty Goods Design
YEAR . Malaysian Comic
Malor Staging and Dialogue Studies
2 SEMESTER 2 Webcomic Studies
Common Japanese Design Approach
Digital Entrepreneurship Skills
Elective*1 Professional Business Practice
SEMESTER 3 Pre-production: Concept art
Introduction to Blender
MPU Media dan Masyarakat (Media and Society)
A Idea Planning and Proposal
SEMESTER 1 Malor Portfolio Building
VEAR Graduation Work
3 MPU Community Sgrvlce Re;sponablhtes/
Kursus Intergriti & Anti Rasuah
SEMESTER 2 Major Internship

Course listed in each semester are subject to changes.

*1 Elective Course: Choose only (1) from the three options.

26
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Student Testimonial

Aiman bin Zaid
Manga lllustration student

I’'m surprised at the resources that
NDS provides. As a person with no
background in art studies, NDS has
helped me achieve a lot more than |
thought I could.

NDSHMRMt T B2V —RICIFEZTFLI.E
MDFEREN BV THNDSOEM S
TREULEOMREEERT 2 CHTEE
Liee

Izzatul Humairah Binti Hazmirul
Manga lllustration student

NDS has greatly influenced my artistic
journey, especially so for my passion
in illustration and japanese art and
culture. Previously graduated in
landscape architecture, | find that the
college never ceases to encourage
me to further explore art and design
and has not only pushed me beyond
my abilities, NDS has also allowed me
to pursue my dreams and make my
passion a profession!

NDSIZFAD 7 — b DEICAZTRFER S X
TNFELIEHHFITATZRAMCEEAD 7— K
EXAEADIBRERDDIonFembEL
Teo UFIE S YRR —TFT7—% 70 F v %
BERLTVWELEA CORRIEEICH LWL
T— T HA DO EEMEIFEK T 2L 50
FLUNET BODENEBZ 2%
SEHTUUNBIE T THINDSOENSTE
EBUVNMNIVBRAEREICTEZ N TESE
Le!

NI VINO1dId

(N/0211/4/0002) (08/27) (MQA/PA15860)
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Program Features

ot |
01

Industry-Based Curriculum
EEEROHUF2135A

> Our curriculum was co-designed with one of Malaysia’s
leading 3D animation studios to align education with
real-world industry demands. This collaboration bridges
skill gaps and ensures students are job-ready.

A
02)
DIPLOMAIN CAREER OPPORTUNITIES Multicultural and Collaborative Learning
3D Animation LN THNOBEE
D7 X—Y3YV _ Students benefit from a global perspective by working
(N/0211/4/0002) (08/27) (MQA/PA15860) * 3D Generalist alongside professionals and academics from Japan and
Malaysia, fostering teamwork and real-world problem-solving
e 3D Animator skills in the classroom.

2 YEARS AND 8 MONTHS

e 3D Character Artist

The Diploma in 3D Animation Design equips students with essential
skills and knowledge for the dynamic world of 3D animation. By

combining creative tools, new media technologies, and hands-on * 3D Environment Artist o
projects, students build a strong foundation and create professional @”ﬁg
portfolios. This program prepares graduates for careers in CGlI e 3D Texture Artist =

movies, TV, gaming, advertisements, and extended reality. Hands-On Industry Projects

e Lighting & Rendering Artist EENLGERTIOIVIO

Through project-based learning, students tackle real-world
challenges to gain practical skills and experience, making
education both engaging and impactful.

o VFX Artist

e Concept Artist

e Storyboard Artist

of passion, sustained by hard work, brave to stand out and Beyond 3D Animation

The journey to becoming a 3D Animator starts with a hint

finally taking pleasure in the creative works achieved. All of

3D7IAXA—=Y3VEBAT

/65‘ S, us here are excited to be part of your journey as you take gg’sﬁnggs
AC hh N the first step. Out with the old and in with the bold! This program opens doors to careers in animation, gaming, visual SCHOOL
A WOQD FQOM 4 | effects, and beyond, equipping students with the versatile skills

LEROY FONG

LOA -2V
NEDOXYyE—Y

needed to excel in the creative field.

31




Class Featu

POINT |

Applying Industry Pipeline.
EXRONATSAVZIBET D

Beginners can understand the industry's pipeline better from
the start to end, allowing them to execute the projects with
quality work.

PIDETEERDINAT AV ERIDORBE CLYIFRCE
BTEARISITEDEVNTOVIY MEBYICRITTESRLS
IChEUE T,

POINT |

02

Master Modelling Essential Techniques.

ETUVITIOZVIODERENRY —,

In addition to AUTODESK MAYA, you'll gain skills in Adobe
Substance Painter and Zbrush. Explore your creativity in
creating character models, environment and more.

AUTODESK MAYAICHIZ. Adobe Substance Painter&Zbrush
DRAFIVEBEBLET. FvI72—ETIVPERLEE FKLE
TETF) T EBLCAMEEEIERLELLD,

‘/Pum}

03

Develop Your Unique Identity as a Creator
OVIA—ELTDPATIYTA
TazBE<

How you use your skills is entirely up to you. By learning about
industry trends in Japan and Malaysia, you can discover the
best ways to express yourself as a creator and build your own
path.

AFIVDERF ARG IERE BRE L — 7 DEREA
HIERL.BR5LVWRIRAEZR DI BODEZYVHEEE
L&D

V77 ADEFE
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Course Syllabus

A—AZNNRA

YEAR SEMESTER COURSE CATEGORY SUBJECTS
2D Digital Animation
Major CGIl Foundation
Sketching & Figure Drawing
SEMESTER 1 Common Introduction to Japanese Language
MPU English Communication
3D Animation 1: Kinematic Studies
. Story 1: Storyboarding
YEAR
Major Pre-production: Concept Art
1 SEMESTER 2 3D Modeling 1: Environment Art
MPU Bahasa Kebangsaan A (National Language A)*2
Major Story 2: Cinematography
SEMESTER 3 Elective*1 Background Studies
Self-Management Skills
Common Introduction to Japanese Language
Lighting & Rendering
. 3D Modeling 2: Character Art
Major 3D Animation 2: Dynamic Studies
SEMESTER 1 Rigging Essentials
Major Japanese Design Approach
MPU Philosophy & Current Issues
VFX: Compositing
Editing Essentials
SEMESTER 2 Major 3D Character FX Simulation
3D Modeling 3: Creature Art
3D Animation 3: Performance Studies
YEAR
2 Major Rendering Techniques
Digital Entrepreneurship Skills
SEMESTER 3 Elective*1 Professional Business Practice
Introduction to Blender
MPU Media dan Masyarakat (Media and Society)
VEX: Dynamics & Simulations
. Idea Planning and Proposal
Major Portfolio Building
1 Graduation Work
YEAR SEMESTER Production Management & Pipeline Studies
3 Community Service Responsibilities,
MPU ¥ Service Resp /
Kursus Integriti & Anti Rasuah
SEMESTER 2 Major Industrial Training

Course listed in each semester are subject to changes.

*1 Elective Course: Choose only (1) from the three options.
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Student Testimonial e
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":‘L Nor Hilman Amri Bin Shaiful Amri = -

3D Animation student I W ——

| have been meaning to change

my field of work to fully involve i Y

myself in 3D design and animation. ™
Fortunately | found NDS, enrolling N - ~
here has tremendously helped me | ik TP i =5
improve my skills in the 3D field, my ' B
creativity and helped me visually m/“
represent myideas despite formerly

being in a more technical field

. FLAAS TS

SR

NG LABTIF KO M R EFICWE LTS

M IDTH A ET A= aVICTERIC

EOBTDICERBEZERX TVWE LT T

ICHNDSE R DIFCAF L2 T30

FTOXFILPRAENHRENICH EL e
BROTATTEREMNICKRIBTESL cp e
SICBDFR LT

Salma Binti Yusup
3D Animation student

Ichose NDS mostly because of its +Japan A
opportunities. Ever since becoming a r
student here, I've been able to benefit

a lot from the +Japan events held A
actively in NDS. Not to mention | have

a deep interest to learn about Japan,
its language as well as its culture, so
NDS alligns with what | mostly want to
pursue. With the help from dedicated
lecturers, | am able to thrive in my
3DA learning eventhough previously |
workedinafield unrelatedtoartand has
no background in art nor animation. So
I'm currently happy with my decision of
choosing NDS for my studies.

e

FHINDSE A TR DO—DIE. M+Japan D
BENBELDETINDSOFE|CRDT
DB BRI S N3 +Japan D1 N>
MSZCDBREESZITZENTETE LT
HADZDEFE ISRV EBR A % DNDS
[EFRADBRLIEWS E E—BLTLESZD
HEBEMEE D H R — ~ D E DS T AR IEZEN
T IA=2a3> ORI E<ERZD
FTEHVTWVWELIEHA 3DAOFEB%)EFH IC
EDHBZZEDTETVETNDSERATED
Slc e SIFARGEICHEELTUVWETD,

(N/0211/3/0002) (08/28) (MQA/FA16730)
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Course Syllabus 1—2YS5 R
I T ™

Drawing 1

Introduction to Digital Imaging
. Introduction to Digital Graphics
Major Colour Studies

Figure Drawing
SEMESTER

Common English Communication

Major Story Exploration for Manga
YEAR

. Background Studies
SEMESTER *
1 2 Elective*1 Self Management Skills

Introduction to Japanese Language

Common Introduction to Japanese Culture

2D Digital Animation
Digital lllustration Painting
Major CGl Foundation

Drawing 2
SEMESTER 3 Introduction to Manga

Falsafah dan Isu Semasa (Philosophy and

Common
Current Issues)

3D Animation 1: Kinematic Studies
Storyboarding

Major 3D Modeling 1: Environment Art
Pre-production: Concept Art

YEAR Cinematography

2 SEMESTER 1

CERTIFICATE IN

MANGA VISUAL ARTS rsus gy can A Rosiah

Common Bahasa Kebangsaan A

NYAETaATPIT =Y
(N/0211/3/0002) (08/28) (MQA/FA16730)

1 YEAR 4 MONTHS

This course is a compact programme to introduce the professional
practise of Manga, lllustration and Animation. Upon successful
completion, students can progress to undertake the Diploma in
Manga lllustration or Diploma in 3D Animation here.

ZOOA—RIFIVAATAN =23V T ZA—3 > DOEMNE
REEBNIHAV/N\IMNETOYV LT AETER.FEIEIVAA
SAML—=avDTFATOREIIDT ZA—3 DT T ARIT Course listed in each semester are subject to changes. *1 Elective Course: Choose only (1) from the two options.
EFTHIENTERT
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. QUICK NOTE
NDSTOZF4E 4R
NDS keeps students engaged with activities beyond ve n s

- the classroom to grow skills!
u e n I e - NDSIIEN DEB & B TREDR LB L& K—FLET! J (S | Simnst Defamm Nighs

€ EmEmms WG N

Student life at NDS is vibrant and dynamic, offering
various clubs and events that enrich the overall
learning experience. Students can connect,
collaborate, and grow through activities that
celebrate creativity and diversity.

Japanese
Language Club

BAXRESIST

The Japanese Language Club
provides an opportunity for
students to deepen their
appreciation of Japanese culture
while improving their language
skills through engaging lessons,
cultural activities, and group
discussions.

SketchClub

RTYFOS5T
l Doujln CIUb The Sketch Club is a space for students to explore
BAYST their creamwt}/ and improve their drawmg skills.
| Whether you’re a beginner or an experienced

artist, the club offers a supportive environment to

Student's from the Doujin club can learn ' : _
practice, share ideas, and learn new techniques.

to create merchandises that they could
sell at any comic or festivals. With proper
planning and timeline, they can produce
products on the side as novelty goods.

Other clubs in NDS
Animation Club

PIA—=I3v057
Manga Club

RVAOST
tq \ HANDMADE SAKLIRA / 6] Board GameS&SpOrtS

o2
R—RY—L&RK—YD5T NDWYiStm'amrty
DURANRAINE T4
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CROSSTALK e mamoncons

LECTURER: FUJITA 54

TRANSLATOR: TOH

STUDENTS: LAM YEU SHIUH, CHUE SOOK LENG
(CHLOE), CHUA ZHAO LIPP (SAGA)

Fujita Jc&:

Lam Yeu Shiuh:

Chloe:

Saga:

Fujita Jc4E:

Saga:

Lam Yeu Shiuh:

Toh:

Fujita Jc&:

Is there anything that you want to
focus on drawing?

Want to focus on drawing stories.
Malaysian market more towards
children’s market. So | find it quite
challenging to get into the older age

group.

Want to focus on drawing manga or
drawing  merchandise.  Malaysian
market more focus on children’s book.
Not like Taiwan or China have more
publication that are more focus on
adults. So | think its better for me to
focus on  graphic design or
merchandise to earn money first, then
will have time to focus on drawing and
selling my manga. By then | will even
be able to sell my own manga
merchandise haha..

| will try to do illustration and do
figurine to sell.

Do you watch anime first or read
manga first?

Although | do watch the anime, |
prefer to read the manga. Because |
like the manga art style more than the
anime.

| prefer to watch the anime because it
more interesting compared to just
black and white pictures.

How can a mangaka who has been
rejected many times debut?

Well you can try to publish your work
in social media. Just continue to draw
and produce good content. When you
are able to produce good content you
can be the author and employ other
illustrator to draw for you.

Lam Yeu Shiuh:

Fujita Zc4:

| previously have an ex-student who
did this. He started to publish online,
then a production house notice his
work and now his work is published.
Are you familiar with the manga
Medalist? Its about ice skating.

Why | ask you is because the author
before also did not get published. But
he went to an event called comic
market. At this event there is a lot of
people looking for publishing house
and many publishing house will also go
there to hunt for good authors. It just
so happen that one of the publishing
house talked to him and saw that his
work is good. So they decided to sign
him up on the spot. This shows that
you must try. Just try to produce some
work and sooner or later people will
notice your work.

Just a question for sensei,what is
strategy to become an illustrator in the
future?

The market is constantly evolving, and
we will see Al presence will be more
prominent. Even now we can see Al is
being used in 3D. So in the future the
process of producing manga or
illustration  will be more faster
compared to now. For example,before
drawing analog work is very hard. But
now, with the help of PC and tablets
artist can produce work even faster.
But of course the most important thing
is we must be able to properly convey
our idea or message accurately
through manga or illustrations. We
must be able to let them feel, what we
feel.
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CROSSTALK
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3D ANIMATION COURSE

LECTURER: LEROY FONG 54

STUDENTS: SALMA & HARVARD

Salma:

Roy Ft&:

Salma:

Roy Ft&:

Are we going to graduate as 3D generalists?

No. You will learn a broad skill set. The
program is designed to help students
discover more things. So the senior batch
will be the first batch to go into the market.
So and Mr Izuan conduct a portfolio review
for all the students. We will then determine
what are the student’s strengths. But of
course, we will also ask the student what
they like to do, to help us understand them
a little bit better. So that the matching and
expectation will be similar. But if, for
example, there is something that you really
like to do, but you are not good at it. We will
tell you that there are a lot of gaps in the
area. And this will be problematic in your
portfolio, because we can’t force you. But
we will try our best to let you know what is
expected in the industry. So that you will be
able to shape your work according to
industry standards.

So roughly how long do you think a one
minute short should take, maybe with a
team of 5 for example.

Usually what | do is scope the work first. For
example nothing exceeding 2 or 3
characters. So 2 characters can be quite
elaborate and the 3rd character can be
simpler. So if for example, the work involves
a lot more scene. Lets say you want to do
little Red Riding Hood, but you want it to be
very short scene, whereby it need to move
for the very first time. But the focus of the
little short is just to entice people on the
story, and then tease the ending. But as
group you want to focus on the effects, the
realism. Then we scope the work that way
and we cut down on the story. But if the
team prefer something like PIXAR animation
short, from start to end there is a story,
there is a very meaningful meaning to it,
then we focus on that. We cut down on the
technical work, we focus on the animation
and the modelling. That way then you can
balance the work. You will still need about a

Salma:

Roy Ft4:

Roy S

Havard:

semester to work on it. But if you focus on a
lot of animation, usually 1 person will be
able to animate close to one minute, just
doing animation alone. So if there is 5 of
you, definitely 20% is already done. So the
rest will need to know how to edit, get the
music in, and put everything together as
well. So it is a very feasible thing to do, but
the planning is very important.

Sometimes | feel that if there is too many
heads in the group it will complicate things a
bit.

That’s why sometimes what we will usually
do is we stick to what we going to do. As a
group we agree that this is the direction, just
decide and move. Because sometimes we
have this or rather a lot of artist have a bit of
ego; | want it to be like this,it have to be like
this. But in production we don’t have that.
Most commercial artist don’t have that.
Because it is not our ego,it is what the
director wants. So the director will tell you
something and you process that
information. He will tell you this character is
very fun,is happy, he is going to be a real odd
ball with all this other characters going in.
And now you got to figure out how this guys
is going to move, how to interact, and you
got to sell this idea. So the director may not
like your idea or how you visualize the
character. So usually as a group if somebody
is really strong in it then you can let that
person decide, or the other way is you allow
the group to come to a consensus means
come to compromise. That is the better way
of doing it. Because why, any work will never
be perfect. Correct? But you want the work
to substantiate its goal, how do | achieve? At
the end you may say to yourself, | want to
make sure | want to make sure that | am able
to animate something that is very hard for
me. And you able to do that in that project.
You see or not? Whereas maybe animation
was not your strongest point maybe
modelling is your strongest point. But you
are able to do as well. So that means you
have more skill set to develop along the way.
So everyone by setting their individual goals
will help to focus on the things that need to
be done. That’s about it.

| have a question. When somebody
criticizes your work right, what is the first
thing that goes through your mind?

| think the first thing | would try to do is set
aside any emotion biases. Because it often
get in the way of what is actually there in
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Roy Fc4&:

Havard:

Roy %c4&:

Havard:

Roy %c4&:

Salma:

Roy t&:

Salma:

47

front of me. And if | take it too personally
then | would not see what the person is
actually try to tell me. So that is what | try to
do.

What if the person sound really mean?

If that happens then that becomes difficult.
Still I try to break it down anyway. But this is
why personally when | give criticism | try
not to be too harsh or direct. Have you
heard of the criticism sandwich?

No | have not.

Is like you start out with a positive
compliment and then the meat of it is the
actual criticism and you close of with
something more positive. It’s not really
sugar coating but is like a nicer way to
present things to people.

Interesting. Very matured answer.

For me | actually welcome criticism. If its
from my teacher, | know they are coming
from a good place by criticizing your work. |
feel like if constructive criticism I'm actually
very seeking for it. Criticism is a way for me
to learn. Because my eyes are not really
trained in seeing things. Sometimes | might
miss things. | actually need other peoples
eyes to see what is lacking in my things. So
for me criticism is welcomed, either
negative or positive both im okay with it.
But the filtering part, whether its criticism
just for the sake of criticizing you or
criticism for teaching that part | would have
to understand the person to really know his
standing point.

What is your greatest fear when it comes
down to assignments?

A new subject that | have no knowledge of
how to do. Usually my thought process is
when | want to do a project, | will envision
something first. Then | will try to follow the
vision. Then the process of making it, is the
part that | think | fear | can’t reach the
vision that | want. That is always the
problem. I envision it very nicely and | have
a certain image already in my head. But
then when | do it, | can’t reach the level
that | want. That is usually my problem.
Meaning my work process is not skillful
enough to reach that level. But | think that
is the normal part of learning. It’s not really
a fear per say,its more like a challenge for
me to concur. | think it is a challenge,but
what | fear is just maybe | will disappoint
myself with not reaching the expectation

Salma:

Roy 7t4:

Salma:

Roy Ft&:

Harvard:

Roy Ft4:

that | want. But it's not a fear that will
completely bring me down. | don’t think |
don’t have the confidence to like work
harder and achieve that level one day, just
that it will take a bit of time.

During interview they will ask your personal
portfolio or school portfolio?

They don’t look at it that way. They want to
see what you good at. For them the word
portfolio means, what skill set you are more
confident in.

So then don’t care if its school or personal
portfolio?

But they can differentiate. Because when
they interview one or two candidates they
can see. School work, or personal work.

In terms of portfolio how much do
employers look at your unique identity?
How much weightage does that have?

Usually you also need to know the studio
that is going to interview you. And each
studio has their own DNA, what they are
good at and what they are strong in. So
some studios, you know for a fact that they
break down to multiple teams, and they
value specialization. So your work need to
showcase that level of specialization. So if
you are not able to showcase on that level,
therefore you don’t really fit into their
culture. Because they will know.
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Transfer to Japan How to Spend a Week

‘AT‘(PICAL WEEK IN MANGA ILLUSTRATION PROGRAM ‘

Graduates from NDS Malaysia can apply for advance admission into the NDS Tokyo campus.

NDSX L—> 7 DL IE, NDSEERNDIRAEBENARETY Time Monday Tuesday Wednesday | Thursday Friday
9:20 am- Sketching & Intro'ductior‘]
12:00 pm Figure Drawing to 'Cl'p Studio
Paint

1:00 pm- Drawing 1 Introduction to Introduction to

¥’ 4:00 pm Photoshop Manga

L

= . ) 4:15 pm- English

7:15 pm Communication

MONDAY
WEDNESDAY
FRIDAY
St.art the vyeek TUESDAY D Work on my THURSDAY ABEH £mEH
with learning

manga pages,

2l the basic on After class, I've then relax at Participate in a Cor_nplete my
: how to sketch went for an he café with critique session assignments before
NIPPON DESIG‘:NEQ . N the cafeé wit : hanging out with
with traditional extralapanese  |.)-| classmates, to improve my frend A
SCHOOL TOKYO materials. N class to improve WA~ V18D | art, and hang b- my r_ltint; to catc
770 T OIH - myJapanese Hlre 75 A A- out afterward. up with them
- ) LT TS T E A D including playing
. 052 B games.
Transferable Requirementsi 2 5 #+ — DBAETHL KerE b NG T
BNFHBIELBE R 71\//7;;'1 oL
. L=
""""""""""""" (% JLPT N2 or higher — T /i‘”
JLPT (BASERENHER) N2 E q ' )

@ lllustration program
ASARL—aya—X sssssmescesseccs s s s s

@ Interview conducted by NDS Japan staff
NDSHARA % v 7K 5

A TYPICAL WEEK IN 3D ANIMATION PROGRAM

C‘/J Co‘mlc I|Iu§trahon F’“{gram """"""""""""" Time Monday Tuesday Wednesday | Thursday Friday
AZVIASA =3y (¥ Passin Japanese language test
......................... BAGEHRDOGHE 9:00 am- Introduction
------------------------- . CGI Foundation to Japanese
Manga program . . ! 12:00 pm
@ B S @ Completed diploma in NDS Malaysia . Culture
- NDSR L—> 7 CT74 7O TOT S LAEETY 1:00 pm- Introduction 2D Digital Sketching &
4:00 pm to Japanese Animation Figure Drawing

Language

QUICK NOTE 4:15 pm- English
AdmissionA % 7:15 pm Communication
Applicants who wish to transfer to NDS Tokyo must Transfer to Japan in ONLY TN
complete the application process by the end of December available in Appril. WEDNESDAY7J<HEEI THURSDAY .
X

in the previous year. . TUESDAY s FRIDAY
B N _ - Kickstart the Go back to basi Learn Japanese N
NDSEEMRNDIRAZFHLT ZIEEE(. FIED12BKRE CICHEFFE BANDIRAIL4BDHATRETY, . 0 back to basic .
ERTTBHENDYET week with a 3D Test my 3D to learn the culture subject and inali
modeling class, character fundamental tries to incorporate Finalize my
then grab lunch animations and drawing skills it's design using 3D prOchgan.fh
with friends. enjoy a creative ___D__ through analogue mode”ing and 'L’Jnnov\\i:z nl\,\g/:']t V\a”th
Bridging classes may apply in fulfilment of graduating hours to the Japanese Government. break in the drawing. | Animation V1 my family
Please refer to the fee structure from Japan’s NDS brochure for the basic outline. park. . 4 concepts. e Rk
Fees *additional cost may apply depending on the subject and the currency changes* DFY T TR =D S
K & AABRIDRS e —EDRHIEDE, TL— 7 TRELIBMR, BADEIE LTEHESNS T EABYET,
EAWGBIEITOVTIE. BEDNDS/N T Ly FOREHRE TSREEL. J
HELBREDZEICLS CCGEMBERANRET 258D H I FT.
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Global Opportunies

& Development Support

Creative Exchange

DVIATA4TRR

Engage in real-time online classes and experience a
unique knowledge exchange with our students and
partners in Japan. Connect with a vibrant culture and
broaden your horizons through meaningful interactions
and collaborations.

FOr A CAMPUS VISIT
/‘L)Hb\b@ﬁ:ﬂfﬁt S5 F vy 0z
(=3 TCn&ELE) o

\OLIQ FRIENDS FROM kyusHy CAME

B X 1B

We offer dedicated support to help you launch your
creative career. In Malaysia, gain access to job placement
through industry partners, internships, and guidance from
the President of Malaysia Comicker Union.

ort

For opportunities in Japan, benefit from consultations
with Tokyo and Kyushu staff, studio tours, and seminars
by leading Japanese publishing editors. We're committed
to preparing you for success wherever your journey takes
you.

QUICK NOTE

The lecturers will guide the students to create a
proper portfolio and they will also go through a
professional portfolio review before their internship.

EEEFENBEYER— T4 UFZEH TEDLSIEEL M E
— VY TRIETOIREDR— T4 F L Ea—ERIF TV

TEEY,
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Mang

This section highlights the comprehensive
opportunities NDS offers to support students'
growth and success. From student exchange
programs and inclusive XP support to artist
debut guidance and job placement assistance in
Japan and Malaysia, NDS ensures students are
well-equipped for their future endeavors.

a Artist Debut

BERTC1—XIE

Exceptional students have the exciting opportunity to participate in
manga and illustration review meeting with top publishers! Receive
valuable feedback and guidance directly from professional editors. Past
meetings have included editorial departments from major publishers

such as:
Publisher Editorial Department
Shueisha Co., Ltd. Weekly Shonen Jump, Weekly Young Jump, Ribbon
Kodansha Co., Ltd. Weekly Shonen Magazine, Monthly Shonen Magazine, Young Magazine, Desert, Kiss
Manga
Akita Publishing Co., Ltd Weekly Shonen Champion, Monthly Champion
Shogakukan Inc. CoroCoro Comic
Square Enix Co., Ltd. Manga UP!
lllustration Tokuma Shoten Publishing Co., Ltd Small S

Equipment
Support for

DUIATA4TEITFOTFOZAILYR—K

At NDS, students gain access to device support, allowing
them to work on their projects seamlessly. Ensuring
students have the necessary tools to create high-quality
digital art.
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Application Process

Diploma in Manga lllustration Certificate in Manga Visuals Arts
Diploma in 3D Animation Entry Entry Requirements
Requirements RYAEYAPIAREH

:5?\;;@“ L=232Y&3Dr=X=-Y i.  SPM with at least credit in an one (1) subject; OR

i.  Posses SPM (minimum pass in BM and Sejarah)

i - o i ii. SKM Level 2 in relevant field; OR
with minimum of three (3) credits in any subject;

OR ii. Other relevant equivalent qualifications
- o ) recognised by the Malaysian Government
1 ii. A passin Sijil Tinggi Persekolahan Malaysia
BREEYKR— (STPM) with a minimum of Grade C (GP 2.00) in

iv. Passan interview or submission of portfolio

any subject; OR determined by HELP as required.
c 0 a rs I p u p p o r iii. A passin Sijil Tinggi Agama Malaysia (STAM) with

a minimum grade of Magbul in any subject; OR

|

iv. A passinSKM Level 3/Sijil Vokasional Malaysia

We are proud to partner with JAGAM (Japan Graduates . i JN < ik
Association of Malaysia) to offer scholarships for aspiring (SVMY) in relevant field; OR ODDLD
students eager to join our school in Malaysia. Scholarships G el B VIO s o . S | 48
are awarded during every intake, with selection based on a V- fzegt(') caFe ( evg : (‘IO)RWVE minimum {L_E, j:i ; %
review of your artwork and an interview. Showcase your best of 2.00 orits equivalent; x ,’:\ N
work and submit your application for a chance to receive this G | . valent lificati 5455 %
incredible opportunity! Stay updated on application details v er r.e e(;/in iqu'\l/\llalen -quaG| cations . : RRi:0))
by following us on our website, Facebook, and Instagram. MECENIEEE o N e lys i SouEimEt; S T & —
UEC/O-Level/IGCSE/A-Level; and 4~
T n
. 2
vii. Pass an interview or submission of portfolio °

determined by HEP as a requirement. e

Admission Procedure

Amount / Number of recipients AZFHE=

Intak Full tuition 1 year tuition 20% discount for Application + Document submission +

ntake exemption exemption 1 year of tuition Portfolio submission + Registration fee transfer
v

September Interview (case by case basis)

v

June 1 person 3 person 4 person

Offer Letter
January v

Tuition fee transfer
**The number of scholarship recipients is the total for both courses (Diploma in Manga Illustration and Diploma

in 3D Animation). Number of people exempted are subject to changes. *For security reasons, please do not pay in cash or in cheque at the office
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© info@nds.edu.my
® +603 5650 5149

F01.01, Sunway Geo Avenue, Jalan Lagoon Selatan,
Bandar Sunway, 47500 Subang Jaya, Selangor
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