i Interactive) The Legend of Zelda (Ni Final Fantasy VIII (SquareSoft)
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A Course Administration

A History of Computer Games

I Input Devices and User Interfaces
I Commercial Game Systems

A Software Tools and Technology
I Modeling, Simulation, Graphics,
I Programming and Common APIs

A Games and Society
A The Future of Games




Course Topics

A C

A Modeling and Animation

A Geometry Management

A Character Kinematics and Animation
A Texturing and Shaders

A Physicallybased modeling

A Al and Pathfinding

A Networked Games

A User Interface Issues

A Collision Detection



