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Prerequisites: CSI 1050 or equivalent basic knowledge of a programming language, or extensive background in art, or permission of instructor

Corequisites: none

Banner Enforced:

Prerequisite(s): 
Corequisite(s):  
Prerequisite(s) or Corequisite(s):       
Course Description:

This course has two interconnected content areas.  The first content area is 3D modeling using a standard software tool such as 3ds max.  In this content area students will learn the conceptual and practical basics of creating visual content intended for use in computer games.  The second content area is integration of the visual content into computer games through use of a game engine.  A simple pedagogical game engine will be used.  Students will create their own visually powerful computer games using the conceptual and practical tools covered in the course.  Use of the game engine will require some programming skills.  The course is intended for students who have an interest in computer programming or art, or both.

Required Reading Materials (example: Smith, John (2004) Book of Examples. New York, NY: McGraw-Hill.)

Materials provided by instructor
Evaluation of Student Performance (format - 1, a, i, ii, etc.):

1. Laboratory exercises

2. Exams

3. Course project
Specific Measurable Student Behavioral Learning Objectives (format - 1, a, i, ii, etc.):

Students will be able to

1. use 3ds max to produce relatively simple models of characters for computer games,

2. use 3ds max to produce architectural and terrain elements of a game,

3. integrate visual content produced in 3ds max into a game,

4. design and implement a simple game by scripting  the specific behavior of a simple game engine.

Detailed outline of course content (major topics and subtopics) or outline of field experience/ internship (experience, responsibilities and supervision) (format – I, A, 1, a, etc.):

I. Basic Concepts of 3D Modeling

II. Using a 3D Modeling Tool to Produce Visual Content

III. Structure of a Game Engine 

IV. Incorporating 3D Models into a Game Engine

V. Using Scripting to Implement a Game
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