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Cel przedmiotu
® to familiarize students with the capabilities of 3D game programming environments, including the most popular development environments designed for game
programming developing,
® presentation of application architecture, component model, and review of Entity Component System,
® shaping the basic skills of 3d game programing and create awareness of main notions used in modern 3d game systems.

Wymagania wstepne

Computer graphics, Object oriented programming

Zakres tematyczny

A brief overview of the main stages in the history of computer game development. Especially highlighting the development of 3D interactive graphics.
Existing systems and environments for 3D game programming. Examples of applications/packages supporting the development of applications with interactive 3D graphics.

Interactive computer 3D graphics. Geometric modelling, transformation and navigation in 3D space. Virtual reality as interactive 3D environment. Representation of 3D space.
Construction and placement basic 3D elements. Methods of modifying of 3d objects. Representation of 3D objects -- shading and lighting. Mesh construction. Terrain
component.

Animation and interactions in 3D game environment. Movement keying, simulation of move based on physics models. System of collision detection. Animation of position,
rotating and scale. Interaction of user.

Tools supports of 3D game developing and programming. Performance of real-time applications. Techniques of 3d graphics scene optimization like occlusion culling, level of
details. Scripting in 3D game systems.

Component and data model in 3D game. Application of Entity Component System pattern in computer games.

Selected aspects of networking in 3D games. Server and client creation. Overview of basic algorithms for synchronizing position of player in a 3D environment across the
network.

Metody ksztatcenia

Lecture: conventional lecture
Laboratory: laboratory exercises, group work
Project: project method, discussions and presentations

Efekty uczenia sie i metody weryfikacji osiggania efektéw uczenia sie
Opis efektu Symbole efektow Metody weryfikacji Forma zaje¢


https://wiea.uz.zgora.pl/
https://wiea.uz.zgora.pl/
https://wiea.uz.zgora.pl/

Opis efektu Symbole efektéw Metody weryfikacji
Student can evaluate of a 3D game application (criticise its contents, ® sprawdzian z progami punktowymi
technical quality and evaluate the method of its preparing).

Can prepare a sample or prototype of computer game in selected ® projekt
development environment

Can use advanced features of programming and developing tools for ® obserwacja i ocena aktywnosci na
creation of a game with 3D graphics zajeciach

sprawdzian z progami punktowymi

Student is able to plan and carry out multi-stage work schedule of 3D game ® sprawdzian z progami punktowymi

project.

Warunki zaliczenia

Lecture -

obtaining a positive grade in written exam.

Laboratory - the main condition to get a pass are sufficient marks for all exercises and tests conducted during the semester.
Project - a condition of pass is to obtain positive marks from all project tasks and preparation written report of project.
Calculation of the final grade: = lecture 30% + laboratory 30% + project 40%.
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