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AIM(S)
· To achieve a systematic understanding of core Graphics & Games Programming principles and techniques including the use of graphics APIs, mathematical principles and related algorithms and data structures used to create complex graphical scenes.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Select, analyse and deploy suitable algorithms and techniques to solve given problem specifications. 
· Apply their knowledge and understanding to develop 3D graphics applications using industry standard development tools and application programming interfaces (APIs).

INDICATIVE CONTENT
· Graphics hardware/terminology
· Development tools
· Graphics platform APIs e.g. DirectX, OpenGL
· Application of suitable programming languages (C/ C++)
· Hardware acceleration and the graphics pipeline.
· Transformations, object, world and camera spaces 
· Projections, perspective 
· Clipping and hidden surface removal 
· Rasterization
· Rendering Algorithms

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%





ASSESSMENT

Assessment Component 1

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Coursework 
	1600 words 
	40%




Assessment Component 2

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Assignment 
	2400 words 
	60%




Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	40%

	Assignment
	60%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA6021

	Module Title
	Graphics and Games Programming

	Classification
	Reading List entry
	Electronic*

	Essential
	Hearn, D and Baker, P.M (2013) Computer Graphics with OpenGL, Prentice Hall 4th Edition
	☒

	Essential
	Kessenich, Sellers, Shreiner (2016) OpenGL® programming guide: the official guide to learning OpenGL®, version 4.5 with SPIR-V, 9th Edition, Addison Wesley.
	☒

	Further
	Foley, VanDam, Feiner, Hughes (2013), Computer Graphics: Principles and Practice 3rd edition, Addison Wesley
	☐

	Further
	Van Verth, J.M, Bishop, L.M (2015) Essential Mathematics for Games and Interactive Applications. A Programmers Guide, Morgan Kaufmann
	☐

	Further
	Hill, F.S. and  Kelley, S. M, (2015) Computer Graphics using OpenGL, 3rd Edition, Prentice Hall International Inc.
	☐

	
	
	

	
	
	

	

	
	

	
	
	

	
	
	

	
	
	



