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The course content is mainly in 3D computer rendering effects and visual presentation. The actual operation case
enables students to have a general understanding of color, texture, lighting and rendering, material coloring, UV
mapping, shadow, global illumination, PBR material workflow, Arnold rendering and so on, and put the work into the
game engine. 1. Familiar with 3D color, shadow, lighting and other execution capabilities. 2. With UV map splitting
and PBR material workflow and other execution capabilities. 3. Establish rendering capabilities such as indirect
lighting and global illumination. 4. Understand Arnold's rendering execution capabilities.
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ZUEN4EE ¢ http://www.cyut.edu.tw/~chengyenwu1975/
E-Mail : chengyenwu1975@cyut.edu.tw
Office Hour :
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