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AIM(S)
To develop the fundamental mathematics skills required for 2D and 3D games programming and to introduce essential physics concepts relevant to games.

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

1. Apply knowledge of mathematics and games physics engine principles to solve written problems associated with complex 2D and 3D games.
2. Apply knowledge of maths and games physics engine principles to develop solutions to problems associated with games programming.

INDICATIVE CONTENT
· Refresher of Differentiation and Integration
· Numerical Integration
· Fundamental concepts and principles of forces and motion e.g.
· Newton’s Laws and kinematics
· Projectiles e.g. trajectory, drag, etc
· Light e.g. colour, reflection, refraction, intensity, fog, parallax, iridescence, lens flare, etc
· Introduction to current games physic applications e.g. ragdoll physics, deformation, etc
· Principles of Games Physics Engines
· Principles of collision detection and response


LEARNING AND TEACHING STRATEGY
Lectures, tutorials and examples classes will be used to teach the mathematical fundamentals. Where relevant, theoretical knowledge will be applied to solve practical problems in the classroom and computer labs.



The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	35
	35%

	Independent learning
	65
	65%

	Placement learning
	0
	

	TOTAL
	100
	100%




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

Assessment Component 1 – Coursework - 100%
The coursework will require students to solve a given games maths and physics problem and implement the solution using appropriate programming language(s) and/or applications.

Exemplar: ‘Dragster physics simulation’

Assessment Summary
	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%
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