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AIM(S)
· To develop the students' conceptual understanding of the principles and techniques used in interactive computer graphics. It seeks to equip students with current ideas and practice in this field and emphasises the development of three dimensional, animated, graphical images and scenes using an appropriate programming language and APIs.

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

1. Demonstrate a thorough and systematic understanding of techniques and algorithms used in generating 3D graphical images.
2. Deploy accurately an appropriate programming language and graphics library to develop three dimensional, interactive animated graphical scenes.

INDICATIVE CONTENT
· Linear Maths: Vectors and Matrices, etc relevant to Computer graphics
· 2D and 3D graphics primitives and object representation, supporting data structures
· Transformations and projections. 
· Determining visibility, hidden line/surface removal and clipping
· Local and global illumination including shading, colour models, material properties, shadows, reflection.
· Interpolation
· Texture mapping 	
· Modelling
· Ray tracing, Ray Casting 
· Representation of curves	
· Rasterization		
· Vision
· User interaction (e.g. mobile devices, pointing devices, touch screens, etc.)		
· Animation, object picking, collision detection and response


LEARNING AND TEACHING STRATEGY
Key ideas and concepts will be delivered through a formal mechanism such as lectures, which will allow students to gain the knowledge applicable to the module. Additionally, the development of workable solutions to the problems encountered will encourage the students to develop their technical skills of design and development during practical workshop sessions. This will involve programming using suitable software, SDKs and APIs.

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 - 60%
Students will demonstrate a thorough understanding of appropriate graphics concepts and programming skills and will focus on the development of useable graphics applications for PC or mobile devices. The student will implement an interactive graphics scene  using an appropriate programming language and APIs with an accompanying report.

Exemplar:
“Implementation of an interactive museum exhibition using 3D graphics programming techniques.”

Assessment Component 2 – Written – 40%
An examination testing  theoretical understanding and application of mathematical and graphics concepts. For example, students will demonstrate accurate use of mathematical and algorithmic techniques used in generating a graphical image.

Assessment Summary
	Activity type
	Percentage

	Written
	40%

	Coursework
	60%

	Practical
	0%

	TOTAL
	100%
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