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m Beginning DirectX 9, Wendy Jones, Premier Press
= Beginning Direct3D Game Programming, Wolfgang F. Engel,
At WEol, 4 g sl
m Core Techniques and Algorithms in Game Programming, Daniel
Sanchez-Crespo Dalmau, ©] A % 9, Ale] €] 1] t] o]
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3/5: 7ol A7) 2 Introduction to Game Programming

O 3/12: DirectX 4]
DirectX ¥ H, ?'53 4, W%k HW, ray (part 1)

O 3/19: DirectX %7]3} (chap1)
Aol Iho] e}l (chap 2)

o 3/26: B 9 HE2Y A B =529 (chap 2)
7|8t &4 (chap 3)

O 4/2: Euler, Axis-Angle, Abd 5 314 34
] (chap 4)

o 4/9: 2% (chapb5)

g2~ (chap 6)
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o 4/16: 599 (chap 7)
2~®l4 (chap 8)
O 4/23:%{FAb
o 4/30:
Direct Sound
O 5/7: Directlnput
8l X~ E (chap 9)
o 5/14: <] (chap 10)
XFiles, 73 A &+ (chap 11)
o 5/21: 792} (chap 12)
A& * 2] (chap 13)
o 5/28: 3= Al 2~Hl (chap 14)
¥ 7] (chap 15)

o 6/4:A°]H (chap 16)

Vertex/Pixel A ©] ] (chap 17,18)
o 6/11: AY &g
o 6/18:




Exams

o S3FaAb
m Chapter 1-5
s 2A]7F close-book exam

Programming Exercises

O DirectX& AH&-gF =2 127
w 5~10 A F A (v 5)
® Turn in all your source codes, executable, short report
containing the snapshot
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Term Project

DirectX& ©|-&3F Al
2~3°] 3 1ol W ZEAE
9= FYeia BAJE AYTAZ A

L ZAE A due on3/26
Z2AE FIHIE due on 4/30 (10~20 min)
ZZAE 7ddy W K314 due on 6/18 (30 min)

= Turn in all your source codes, executable, short report
containing the snapshot (10-page report)
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Term Project

O ZZAE A SkA (3/26) 5%
B 2HOoE TIEHA TemailE TR A
m 2~3-page (single-space, 10-point font) report
o ZRAE FIHEE (4/30) 10%
= Implementation progress
= 10~15 min ¥ & (ppt) ¢t EE
m 3~5-page (single-space, 10-point font) report
3 2 A E Implementation 10%
3 2 4 E Blog 5%
o ZRAE J|DaE 2 BIA (6/18) 10%
= 20 min &3 (ppt) ¢} HE
= 10-page (single-space, 10-point font) report
m Turn in all your source codes & executable
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Term Project

Spring 2007 Students” Term Project

O Data Set
= A collection of 3D models (models.zip 135MB)
= A collection of textures (textures.zip 17MB)
= A collection of sound effects (sounds.zip 57MB)
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Spring 2007 Students” Term Project

Online Resources

DirectiDOApp

O Direct3D Tutorial http:/ /www.riaz.de/tutorials/d3d.html

0 DirectSound Tutorial
http:/ /www.pluralsite.com/wiki/ default.aspx/ Craig.DirectX/Dire
ctSoundTutoriallndex.html

o GPG Study http:/ /www.gpgstudy.com/

O Shader, HLSL
http:/ /www.infopub.co.kr/jungbo/ebook/pdf/5674-212. PDF
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http:/ /dis.dankook.ac kr/lectures/ game08/

O Class blog:
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