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AIM(S)
· To provide the student with the necessary skills to undertake a critical evaluation of emerging technologies, methods and techniques used to model engaging and immersive game environments. It will also provide students with an ability to deploy solutions to solve complex problems using HPC technologies within a CGI and AI programming context.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:

1. Critically review literature related to a proposed topic of study suitable for parallelisation using HPC techniques and produce a coherent academic paper relating the research undertaken to the proposed topic.
2. Demonstrate systematic use of established HPC approaches, software design methods and practical programming skills in the development of a parallelised software solution.

INDICATIVE CONTENT
· HPC principles
· Distributed systems, cluster farms
· Programming the GPGPU using suitable languages
· The lecturer will guide the student in the choice of suitable topics and algorithms suitable for implementation using HPC techniques for example topics in:-
· Natural phenomena and physical modelling 
· Graphical simulation
· Stereoscopic methods and visual simulation
· Shader development
· Artificial Intelligence, modelling realistic AI agents


LEARNING AND TEACHING STRATEGY
Lectures will be used to deliver the concepts underpinning HPC methods and GPGPU programming techniques used in advanced games development. Tutorial work will be used to support research into selected algorithms and related HPC methods. Supervised practical sessions will be used to allow the student to develop software.



The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%




ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 – Coursework - 50%
Produce a written academic paper reviewing current literature related to a given topic.

Exemplar: ‘Produce a written academic paper to critically appraise current literature related to a given topic.’

Assessment Component 2 – Coursework – 50%
Solve complex problems associated with parallelisation of real-time graphics algorithms

Exemplar: ‘Synthesise a solution to solve complex problems associated with parallelisation of real-time graphics algorithms’

Assessment Summary
	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%
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