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*Introduction to 3D Computer game engine design, methods and mechanisms.
* Rendering component: Introduce cutting-edge graphics rendering techniques.
BATE 2 < *Scene component: Procedural modeling and texturing (including shape grammar,
7 Outline of the |generative modeling, L-systems, etc.)
) Course * Intelligent component: Adaptive user behaviors and interactions methods.
(In English) *Case study for engine mechanism optimization.
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