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BDNGA401 
2D Game Design 

 
   100 100   5 5 

 

Legends: L - Lecture; T - Tutorial/Teacher Guided Student Activity; P – Practical;   C - Credit;  

*Teacher Assessment shall be based following components: Quiz/Assignment/ Project/Participation in 

Class, given that no component shall exceed more than 10 marks. 

 

Course Educational Objectives (CEOs):-  
 

CEO 1 To develop the game design skills required for game production. 

 

CEO 2 
This course will create the understanding of game design process 

Course Outcomes (COs) 

CO1 To develop t h e  understanding of the game design process. 

CO2 
To visualize, understand and digitalize the game according to the  project 

CO3 
To make students develop and execute the game design from initial to 

finalized 
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BDNGA401 
2D Game Design 

 
   100 100   5 5 

Course Contents/Syllabus 

Unit-I 

Introduction to Game Design, Fundamentals of Game Design, Principle of Game Design. 

Unit-II 

Game Idea Visualization and Story Telling, Perspective Drawing for layout, Scene 

Planning - Camera moves and Pans, Interior study. Interior Color, Perspective Drawing 

for layout - Projection/ Inclined Planes. 

Unit-III 

Game Development and Documentation, Composition, Composing, Path of Action, 

Principles of reuse. Analysis of story development. 

Unit- IV 
Game Production Planning and Design. 

Unit- V 
Game Mechanics, Quality Assurance for Games. 

 

REFERENCE BOOKS 

1. Jesse Schell - The Art of Game Design, 2008 

2. Raph Koster - A Theory of Fun for Game Design, 2004 

3. Ernest W. Adams - Fundamentals of Game Design, 2006 

4. Rogers Scott - Level Up! The Guide to Great Video Game Design, 2010 
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BDNGA402 – 3-Dimensional Modeling - I 
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BDNGA402 3-Dimensional Modeling- I    100 100   4 4 

Legends: L - Lecture; T - Tutorial/Teacher Guided Student Activity; P – Practical;   C - Credit;  

*Teacher Assessment shall be based following components: Quiz/Assignment/ Project/Participation in 

Class, given that no component shall exceed more than 10 marks. 

Course Educational Objectives (CEOs):-  

CEO 1 To develop abilities in 3D Modeling in the context of project 

requirements .To enhance the understanding of the complexities of 

Modeling design process for production needs and develop creative artworks 

for projects. 

CEO 2 
This course is intended to provide skills for 3D Modeling. 

Course Outcomes (COs) 

CO1 To develop understanding of the 3D Modeling process. 

CO2 
To visualize & create real world object in 3D. 

CO3 
A solid understanding of the principles and practice of 3D modeling. 

Course Contents/Syllabus 

Unit-I 
Introduction & Overview of 3D Modeling, Definition of Modeling, Understanding 3D space, 

Coordinate system (XYZ Axis), 3D Modeling production pipeline, About 3D Modeling 

software, Introduction to Autodesk Maya, Exploring Maya user interface, Navigation four views,  

 

Unit-II 
Working and creating basic objects in Maya, Selection and Manipulating object inside Maya. 

Understanding Tool Setting, Channel Box & Layer Editor, Working with Attribute Editor, 

Exploring File & Edit Menus, Basic Transformation, Brief overview – NURBS, Polygon. 

 



          Shri Vaishnav Vidhyapeeth Vishwavidhyalaya, Indore 
 

Chairperson                     Chairperson             Controller of Examination                    Registrar 
 Board of Studies   Faculty of Studies Shri Vaishnav Vidyapeeth       Shri Vaishnav Vidyapeeth                                

Shri Vaishnav Vidyapeeth     Shri Vaishnav Vidyapeeth           Vishwavidyalaya, Vishwavidyalaya, 

 Vishwavidyalaya, Indore        Vishwavidyalaya, Indore                       Indore  Indore                                         

 

COURSE 

CODE 
COURSE NAME 

TEACHING & EVALUATION SCHEME  

THEORY PRACTICAL L T S 
CRED

ITS 

E
N

D
 S

E
M

 

U
n

iv
er

si
ty

 

E
x
a

m
 

T
w

o
 T

er
m

 

E
x
a

m
  
 

T
ea

c
h

er
s 

A
ss

es
sm

e
n

t*
 

E
N

D
 S

E
M

 

U
n

iv
er

si
ty

 

E
x
a

m
  

T
ea

c
h

er
s 

A
ss

es
sm

e
n

t*
 

    

BDNGA402 3-Dimensional Modeling- I    100 100   4 4 

 

Unit-III 
Understanding & working with NURBS Geometry, Creating model by using NURBS 

Geometries & Working with Curve and Splines, Creating models by using Revolve & Extrude 

Tools, Modeling Watch by using NURBS & Curve Object. 

 

Unit-IV 
Understanding & working with Polygon Geometry, Understanding Topology and Edge Flow, 

Creating & Edit models by using Polygon Objects, Adding Division, Exploring Edit Mesh Menu 

inside Maya ( Adding Division, Bevel, Bridge, Extrude, Merging Vertices, Attach/Detach 

components, Duplicate & Extract Faces), Working with Boolean. Model Cartoon House, 

Gaming Weapons. 

 

Unit-V 
Understanding & Creating Props Modeling for Games, Film and TVC. Model conceptualization 

weapon for Games, Model Assets for Interior, Architectural Modeling (Interior & Exterior), Set 

Design for Film and Game.  

 

Reference Books:-  

1. 3D Modeling for Beginners: Learn Everything You Need to Know about 3D Modeling! 
2. Autodesk Maya 2023 Basics Guide: Kelly L. Murdock 

3. Digital Modeling:  William Vaughan 

4. Getting Started in 3D with Maya : Adam Watkins 
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BDNGA403 – UI/UX Projects 
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BDNGA403 UI/UX Projects    100 100   4 4 

Legends: L - Lecture; T - Tutorial/Teacher Guided Student Activity; P – Practical;   C - Credit;  

*Teacher Assessment shall be based following components: Quiz/Assignment/ Project/Participation in 

Class, given that no component shall exceed more than 10 marks. 

 

Course Educational Objectives (CEOs) :-  

CEO 1 To understand projects and its commercial value.  

CEO 2 
It will help to explore the process, techniques and execution of UI/UX 

design. 

Course Outcomes (COs) 

CO1 To develop creative conceptual visualization, hand skill building, and 

the process of design. 

CO2 
To create creative concept and visualize the same for effective UI/UX Design 

CO3 
  To explore and create spatial design with respect to different genres. 

Course Contents/Syllabus 
A project is a type of assignment, typically involving research or design that is carefully planned 

to achieve a specific objective. A series of tasks that need to be completed to reach a specific 

outcome. Project can also be defined as a set of inputs and outputs required to achieve a 

particular goal. Projects can range from simple to complex and can be managed by one person or 

a hundred. 

Gain practical experience by working on real-world projects, building a robust portfolio that will 

impress potential employers. 
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UNIT I – Research & Case Study 

A case study is an in-depth, detailed examination of a particular case within a real-world context. 

An in-depth research design that primarily uses a qualitative methodology but sometimes 

includes quantitative methodology. Used to examine an identifiable problem confirmed through 

research. Used to investigate an individual, group of people, organization, or event. 

 

UNIT II – Redesign Mobile App 

Mobile app redesign is the process of improving the look and feel of an existing mobile 

application to create a more engaging and user-friendly experience. In other words, it involves 

examining the current design of the app and identifying areas for improvement based on user 

experience. 

 

UNIT III – Redesign Website 

A website redesign is a high-level overhaul that involves significantly changing elements like the 

design, content, structure, and visuals of your current website to better serve your visitors. A 

great website redesign tends to boost revenue, lower bounce rates, and improve user experience 

(UX). 

 

UNIT IV – Ideation & Concept for UI/UX Projects 

Ideation involves a wide range of activities, including brainstorming, problem-solving, and 

concept development. During the ideation process, the UX designer or team generates several 

design ideas which are then filtered down to the best, most practical or  innovative solutions. 

 

UNIT V – Final Layout, Mockups and Submission 

Creating final layout for the UI/UX design, Creating Mockups for different Platforms, Review 

and submission of final projects. 

Reference Books:-  
1. Refactoring UI: UX designers who want to be good at UI, Author Wathan and Schoger.  

2. A Project Guide to UX Design: For user experience designers(2nd. ed.).  

3. User Friendly: How the Hidden Rules of Design Are Changing the Way We 

Live, Work, and Play. Authors: Cliff Kuang, Robert Fabricant. 
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BDNGA404 – Texturing & Lighting 
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BDNGA404 
Texturing & Lighting 

 
    100   2 2 

Legends: L - Lecture; T - Tutorial/Teacher Guided Student Activity; P – Practical;   C - Credit;  

*Teacher Assessment shall be based following components: Quiz/Assignment/ Project/Participation in 

Class, given that no component shall exceed more than 10 marks. 

 

Course Educational Objectives (CEOs):-  

CEO 1 To develop skills required for Texturing & Lighting. 

CEO 2 
Students able to create descriptive, detailed and interesting textures & 

lighting. 

Course Outcomes (COs) 

CO1 To develop understanding of the Look Development Process. 

CO2 
To develop Understand fundamentals of how 3D lighting works in a 

professional production setting. 

CO3 
  To make understand the different type of texture style and lighting techniques 

Course Contents/Syllabus 

Unit I  

Introduction to Shaders, Definition of Texturing, and understanding texture coordinates UVW, 

Explore material window (Hypershade Window) in Maya. Create and assign texture or material 

on objects, Mapping Techniques (Planner Mapping, Cylindrical Mapping, Automatic Mapping, 

and Spherical Mapping). Working with procedural texture (2D&3D Texture) 
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BDNGA404 
Texturing & Lighting 

 
    100   2 2 

 

Unit II  

Working with UV panel, Exploring Unwrapping Techniques, Working with Standard Shaders 

( Lambert, Blin, Phong, Layer Shader, Surface Shader etc.) Working with UV layouts, exporting 

UV’s. Creating different UV Maps in Photoshop. 

 

Unit III 

Texturing with Adobe Substance Painter, Advanced shading with Arnold and Vray shaders, 

Working with physical shaders, Creating different type of shaders (Ceramic, Chrome, Metal, 

Glass, Fabric, Wooden etc.) for Models. Creating Texture for Game Assets and Props. 

 

Unit IV 

Introduction to 3D Lighting, Creating and understanding cinematic lighting techniques, Working 

with standard lights in Maya (Point, Direct, Spot, Area, Volume lights etc.), Exploring lighting 

properties. Understanding studio lighting (3 Point Light Setup) Working with different types of 

Shadows and rendering them. 

 

Unit V 

Working with physical lights, advanced lighting with Arnold and Vray. Understanding direct & 

indirect illumination, Exploring Global Illumination, Lighting a Interior & Exterior Scene with 

Arnold & Vray , Creating Day & Night lights. Explore rendering techniques & render passes, 

Compositing render pass. 

 

REFERENCE BOOKS 

 

1. Darren Brooker – Essential CG Lighting Techniques 

2. Luke Aheam – Textures, Shaders, and Materials for Artist. 

3. Lee Lanier – Aesthetic 3D Lighting 

4. Horst Sondermann – Lights Shadow Space 

5. Luke Ahearn – 3D Game Texture 

 

 

 

https://www.amazon.com/Darren-Brooker/e/B0034Q1PEW/ref=dp_byline_cont_book_1
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BDNGA 405 – Compositing - I 
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BDNGA405 
Compositing - I 

 
   50 50   3 3 

Legends: L - Lecture; T - Tutorial/Teacher Guided Student Activity; P – Practical;   C - Credit;  

*Teacher Assessment shall be based following components: Quiz/Assignment/ Project/Participation in 

Class, given that no component shall exceed more than 10 marks. 

 

Course Educational Objectives (CEOs):-  

CEO 1 To introduce the concept and process of Motion Design & Compositing. 
 

CEO 2 
This course is intended to provide skills for Motion Graphics & 

Compositing. 

Course Outcomes (COs) 

CO1 To can create visually appealing and effective Motion Graphics Designs. 

CO2 
To develop creative conceptual visualization and the process of Animation for 

Motion Design & Compositing. 

CO3 
To make students understand the roles and responsibilities of Motion Designers. 

Course Contents/Syllabus 

Unit I 

Introduction to Compositing & Motion Graphics, Software used for Vfx, Node Based and Layer 

Based compositing, Get started with Adobe After Effect, Fundamental of Motion Graphics 

Understanding user interface and layout in after effect, Customized user interface, Exploring 

preference panel, Creating Project, Exploring project settings. 
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BDNGA405 
Compositing - I 

 
   50 50   3 3 

Unit II 

Creating first composition in after effect, exploring composition setting, Frame rate, Resolution, 

Importing images & footages, Understanding Project, Composition & Timeline Panel, Adding 

assets in timeline, Exploring layer properties, Dive into Animation using Keyframes and Graph 

Editors. Exploring layer menu in after effect 

Unit III 

Working with different types of layer (Solid, Shape etc.), Exploring shape layer properties, 
Enhance Compositions with Blending Modes, Understand Mask Creation and Application, 

Explore Track Mattes and Luma/Alpha Channels, Create spaceship HUD UI by using shape 
layer, Create growing vine animation, Create rain animation by using shape layer. Create ball 
animation. Vehicle Animation, Working with transition in after effect. 

Unit IV 

Exploring Text Layer in after effect, working with text layer properties, Understanding 

Typography techniques, Title animation, Creating Cinematic Titles Animation for Film 

and Game, Exploring Effect menu and working with different types of effect. Create 

logo animation. Create animated Instagram Stories for social media marketing, 

Promotion animated ads for E-commerce website. 

 

Unit V 

Exploring 3D Layer, Camera & Light layer in after effect, Learn the basics of 3D in motion 

graphics, including depth and spatial relationships, Create Parallax Effect by using 3d layer and 

camera layer, Understand how cameras and lights influence a 3D space and its visual output, 

Experiment with multiplane Compositing – Dive into the technique of layering 2D images in 3D 

space for a sense of depth. Working with Particles tools, Exploring plugins for after effect, 

working with 3D object in after effect, Creating Explainer Video, Color Grading & Color 

Correction, Rendering & Media Encoding. 

REFERENCE BOOKS 

1. Austin Shaw – Design for Motion 

2. Ian Crook, Peter Beare – Motion Graphics 

3. Trish Meyer, Chris Meyer – After Effect Apprentice 

4. Vishu Aggarwal – Creative Motion Mastery with Adobe After Effect  

 

 

https://www.google.co.in/search?tbo=p&tbm=bks&q=inauthor:%22Vishu+Aggarwal%22
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