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This course covers all the important concepts of game development, including the related knowledge of mathematics,
physics, collision detection and response, artificial intelligence, image and sound effects, and so on. In addition to the
theory, it also provides several full game projects for practice. These projects let students to have a more specific
practical experience of the theory, and to understand how a commercial game prototype progress.
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ZEF4EE ¢ http:/Amww.cyut.edu.tw/~klhung/
E-Mail : klhung@cyut.edu.tw
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