Subject Planning (Trimester 1, 2010/11)

Information for Students

Subject: TGP2281 Game Programming III

Trimester: Trimester 1, 2010/11

Coordinator: John See Su Yang

Lecturer: John See Su Yang (TC101)

Tutor: John See Su Yang (TC201)





	
	
	


Text Books:

1. Artificial Intelligence for Games
by Ian Millington, Publisher: Morgan Kaufmann (2006)

2. Learning XNA 3.0: XNA 3.0 Game Development for PC, Xbox360, and Zune,

by Aaron Reed, Publisher: O’Reilly (2009)
Reference Books:

1. Microsoft XNA Game Studio 3.0 Unleashed

by Chad Carter, Publisher: SAMS (2010)

2. Microsoft XNA Unleashed: Graphics and Game Programming for Xbox360 and Windows,

by Chad Carter, Publisher: SAMS (2008)

3. Programming Game AI By Example,
by Mat Buckland, Publisher: WordWare Publishing (2005)

4. AI For Game Developers,

by David Bourg & Glenn Seemann, Publisher: O’Reilly (2004)

5. Core Techniques and Algorithms in Game Programming,

by Daniel Sanchez-Crespo Dalmau, Publisher: New Riders Publishing (2003)

Software Used:
1. Microsoft Visual C# 2008 Express Edition
2. Microsoft XNA Game Studio 3.1
Week�
Lectures�
�
�
Code�
Topics�
Book Chapters (Rough Guidelines)�
�
�
�
�
(Book by Millington)�
(Book by Reed)�
�
1�
L01�
Introduction to Console Gaming�
-�
-�
�
2�
L02�
Learning XNA Basics (1)�
-�
1, 2, 3�
�
3�
L03�
Learning XNA Basics (2)�
-�
4, 5, 6, 7�
�
4�
L04�
Game AI Fundamentals�
1, 2�
-�
�
5�
L05�
Movement AI – Basic Techniques�
3�
-�
�
6�
L06�
Movement AI – Predictive Techniques�
3�
-�
�
7�
L07�
Pathfinding AI – Basic Techniques�
4�
-�
�
8�
L08�
Pathfinding AI – A* & Variants�
4�
-�
�
9�
L09�
Decision Making – Decision Trees & Rule-based Systems�
5�
-�
�
10�
L10�
Decision Making – FSM�
5�
-�
�
11�
L11�
Fuzzy Logic & Uncertainty�
5�
-�
�
12�
L12�
Tactical & Strategic AI�
6�
-�
�
13�
L13�
Designing Game AI for Genres�
12�
-�
�
14�
L14�
Advanced Topics�
7, 8, 12, 13�
-�
�



Week�
Tutorials / Lab Work�
�
�
Code�
Topics�
�
1�
Tut01�
Introduction to Console Gaming�
�
2�
Tut02�
XNA Basics�
�
3�
Tut03�
XNA – Handling Input & Cameras�
�
4�
Tut04�
Game AI Fundamentals�
�
5�
Tut05�
Movement AI – Basic Techniques�
�
6�
Tut06�
Movement AI – Predictive Techniques�
�
7�
Tut07�
Pathfinding AI – Basic Techniques�
�
8�
Tut08�
Pathfinding AI – A* & Variants�
�
9�
Tut09�
Decision Making – Decision Trees & Rule-based Systems�
�
10�
Tut10�
Decision Making – FSM�
�
11�
Tut11�
Fuzzy Logic & Uncertainty�
�
12�
Tut12�
Tactical & Strategic AI�
�
13�
Tut13�
Designing Game AI for Genres�
�
14�
-�
-�
�



Components�
Mark Distributions�
�
Quiz/Hand-ups�
5%�
�
Seminar�
10%�
�
Test�
15%�
�
Game Project�
70%�
�



DueWeek�
Date�
Project�
�
�
�
Code�
: Based on:�
�
4�
1/7�
GP�
Game Proposal�
�
9�
12/8�
PD�
Interim Report &


Progress Demo�
�
14�
16/9�
PS�
Final Project Submission & Presentation�
�



Week�
1�
2�
3�
4�
5�
6�
7�
-�
8�
9�
10�
11�
12�
13�
14�
�
Monday�
7/6�
14/6�
21/6�
28/6�
5/7�
12/7�
19/7�
MID-TRIMESTER BREAK�
2/8�
9/8�
16/8�
23/8�
30/8�
6/9�
13/9�
�
Holidays�
�
�
�
�
�
�






�
�
�
�
�
�
31/8 National 


Day�
10-11/9


Hari Raya Puasa�
�
�
Lectures�
L01�
L02�
L03�
L04�
L05�
L06�



L07


�
�
L08�
L09�
L10�
L11�
L12�
L13�
L14�
�
Tutorials�
T01�
T02�
T03�
T04�
T05�
T06�
T07 �
�
T08�
T09�
T10�
T11�
T12�
T13�
-�
�
Quiz/Handups�
To be conducted on an ad-hoc basis�
�
To be conducted on an ad-hoc basis�
�
AI Seminar�
�
�
�
�
�
√�
√�
�
√�
√�
√�
�
�
�
�
�
Project�



�
Released�






�
Game Proposal�
�
�
�
�
�
Interim Report�
�
�
�
�
Project Submission�
�
Test�
�
�
 �
�
�
�
�
�
�
�
�
�
Test�
�
�
�






