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MC5013 GAME PROGRAMMING
DETAILED SYLLABUS

OBJECTIVES

e To get subsequent understanding of game design and development, which includes
the processes, mechanics, issues in game design, game engine development,
modeling, techniques, handling situations, and logic.

e To create interactive games
UNIT | GRAPHICS FOR GAME PROGRAMMING

Coordinate Systems, Ray Tracing, Modeling in Game Production, Vertex Processing,
Rasterization, Fragment Processing and Output Merging, lllumination and Shaders,
Parametric Curves and Surfaces, Shader Models, Image Texturing, Bump Mapping,

Advanced Texturing, Character Animation, Physics-based Simulation.
UNIT Il GAME DESIGN PRINCIPLES

Game Logic, Game Al, Path Finding, Game Theory, Character development, Story Telling,
Narration, Game Balancing, Core mechanics, Principles of level design, Genres of Games,

Collision Detection.
UNIT Il GAMING ENGINE DESIGN

Renderers, Software Rendering, Hardware Rendering, and Controller based animation,

Spatial Sorting, Level of detail, collision detection, standard objects, and physics.
UNIT IV GAMING PLATFORMS AND FRAMEWORKS

Flash, DirectX, OpenGL, Java, Python, XNA with Visual Studio, Mobile Gaming for the
Android, iOS, Game engines - Adventure Game Studio, DX Studio, Unity.

UNIT V GAME DEVELOPMENT

Developing 2D and 3D interactive games using OpenGL, DirectX — Isometric and Tile Based

Games, Puzzle games, Single Player games, Multi Player games.
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