
Advertencia: este formulario no es compatible con la versiÃ³n actual de Acrobat o Adobe Reader.

Actualice el programa a la Ãºltima versiÃ³n para una compatibilidad total.
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	TitleCourse: Digital graphics programming
	Acronym: INF2034
	Degree: Bachelor
	Studies: Multimedia and Internet Technologies
	Course: Third year
	ECST: 6 ECTS
	Institutions: Vytautas Magnus University
	WebSite: TBD
	Duration: 15 weeks
	Name: Egidijus
	Name: Edgaras
	Surname: Vaskevicius
	Surname: Sciglinskas
	Department: e.vaskevicius@if.vdu.lt
	Department: e.sciglinskas@if.vdu.lt
	ID: Coordinator
	ID: Colaborator
	AddTeacher: 
	ECSTHours: 26,67
	TargetGroup: Bachelor students of Informatics/Computer Science or Informatics Engineering/Computer engineering.
	Priority: Students from ICT studies.
	Prerequisites: Introduction to programming; 
Computer graphics;
Algebra and geometry
	CourseGoals: The aim of the course is to introduce students to digital graphics programming technologies and to develop skills of designing  digital graphics products for different hardware platforms.  
	Competences: Basic programming skills;
Basic knowledge in Computer graphics
Basic  knowledge in Algebra and Geometry
	Outcornes: • Knowledge of general principles and techniques for the designing of digital graphics products;
• Knowledge of 3D graphics design principles; 
• Knowledge of graphical engines and their features;
• Ability to select and apply adequate tools for the design of digital graphics products for multiplatform use; 
• Ability to carry out digital graphic product design projects 
	FormsLearning: Distance learning with synchronous and asynchronous activities
	Online: English
	Online: Lithuanian
	Materials: English
	Materials: Lithuanian
	Other: English
	Other: Lithuanian
	Enrolment: November 1
	Enrolment: December 23
	Lecture: February 1
	Lecture: May 21
	Examinators: May 22
	Examinators: June 11
	TeachingLearning: The study of theoretical material is done during lectures as well as via self-study of given references. Practical work is organized in the form of individual and group assignments. 
	Syllabus: 1. Introduction to digital graphics programming technologies.
2. Digital graphics design tools and their features.
3. Planning, implementation and presentation of digital graphics design projects. 
4. Graphical object modelling.
5. Surfaces. Surface modeling.
6. Methods of graphics acceleration and optimization.
7. Application of graphical engines for the design of computer games and other applications.
8. Digital graphics products for multiplatform use.
9. Construction of virtual environments.
10. Design and features of a multi-user graphical environment
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	CampoDecimal1: 160.00
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	CampoDecimal9: 55.00
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	Assessment: Grades are from 0 to 10. With a grade above 5 the student is approved.
Assessment criteria are presented in detail in each task/ activity description.
	Assesmentweightings: The final grade is a weighted average of grades for mid-term-exam, final exam and practical work assignments. Each of these assignments has its own assessment method and criteria indicated. Grade for the mid-term exam represents 15% of the final grade, and that of the final exam - 50% of the final grade. Assessments for the mid-term exam and final exam are quizzes or questionnaires. Practical work assignments are assessed using corresponding programming assessment and then the grades for separate practical asignments are averaged to give a cumulative grade for practical work.
	References: 1. J. Foley, A. van Dam, S. Feiner, J. Hughes. Computer Graphics. Principles and Practice, Second edition in C. Addison-Wesley, 1992. 
2. E. Angel. Interactive Computer Graphics. A top-down approach with OpenGL. Addison Wesley, 2000.
3. Stefan Zerbst, Oliver Duvel. 3D game engine programming. Premier Press, 2004. 
4. Andrew Gahan. 3ds Max Modeling for Games. Focal Press, 2011.
5. Will Goldstone. Unity 3.x Game Development Essentials. Pact Publishing, 2011.
6. Sue Blackman. Beginning 3D Game Development with Unity: All-in-one, multi-platform game development. Apress, 2011.
7. Rob Miles. XNA Game Studio 3.0. Microsoft Press, 2009.
8. Tomas Akenine-Moller, Eric Haines, Naty Hoffman. Real Time Rendering. A K Peters/CRC Press, 2002.
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