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AIM(S)
To achieve a systematic understanding of core games software, tools and concepts used in games and physics engines.
 
LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to:
1. Demonstrate a sound understanding of the architecture of games and physics engine components necessary for the development of games software.

2. Deploy appropriate languages, tools and techniques in the development of games and game physics applications.

INDICATIVE CONTENT
· Games programming principles and techniques
· Application and use of software libraries, SDKs and APIs used in Games programming.
· Application of specified programming language (C/C++)
· Cross platform development for game development QT, SDL2,  etc.
· Games programming design patterns
· Importing game resources e.g. graphics, textures, audio, 3D models, etc 
· Programming concepts and techniques used in the development of common game development applications and tools e.g. game level and terrain editors.
· Physics Engine architecture
· Mechanics
· Bounding Volumes
· Collision Detection
· Collision Response
· Numerical Integration and updates
· Physics Engine APIs and libraries, eg Bullet, PhysX, etc.


LEARNING AND TEACHING STRATEGY

Essential concepts and principles will be delivered formally in tutorials supported by concurrent practical laboratory exercises, which will allow students to deploy appropriated theory, practices and tools. Seminars will be punctuated with examples designed to underpin the idea and techniques introduced, reducing the conceptual leap from theory to practice.
The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	0%

	TOTAL
	200
	100%




ASSESSMENT


Assessment Component 1

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Implementation + essay 
	5000-word equivalent 
	100%




Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%
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