Building Virtual Worlds

46267 

CSC492 Topics: Building Virtual Worlds

credits: 3 
instructor: steve graham

time and location: tbd
This course is loosely based on a similar course at Carnegie Mellon University, described there as follows: 

"Building Virtual Worlds' goal is to take students with varying talents, backgrounds, and perspectives and put them together to do what they couldn't do alone. The key thing is that there are no "idea people" in the course; everyone must share in the mechanical creation of the worlds."

Students will use 3D modeling software, painting software, sound editing software, and game frameworks such as Panda3D (a programming library originally developed by Walt Disney Imagineering's Virtual Reality studio), Torque, GameMaker, Multiverse, Ogre 3D, etc. 

Note that this course will not try to teach artists to program, or software designers to paint. Teams will be formed with individuals of complementary skills appropriate to the world-building tasks at hand.

Among other activities, class members will participate in a Global Game Jam at DSU on the weekend of Jan 30 - Feb 1, where teams from across the upper plains will gather at DSU to create games from scratch in a 48 hour marathon. DSU is one of 41 international sites for the Global Game Jam.

A key goal of the course will be to explore the suitability of the various tools and environments for use in DSU's gaming program.

A theme for (some of) the worlds developed will be the Homestake Mine, it's historical, geographical, and cultural context, and it's future as the Sanford Underground Laboratory and as the national Deep Underground Science aand Engineering Lab (DUSEL). 

Enrollment in the course is limited. Contact steve graham (skg@dsu.edu or 605-480-6603) as soon as possible, if interested. Prerequisites: interest and abilities relevant to course, and instructor’s consent. The course schedule will be arranged to accommodate enrolled students.
