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i & A8(40%) :
| L. What's CD-PRO2? Explain its background and technology. (10%)
2. What's digital casting? (10%)

3. Suppose you had an image with too much red in it, perhaps because of poor lighting. Explain
what adjustments you would make to its red channel to compensate. What undesirable
side-effect would your adjustment have, and what would you do about it? (20%)

| ¥ #HE(60%) . |

4. Old and new media technologies are converging. A new digital convergence combines
traditional print, television, and film with computers, telephones, and communication
networks to form a collection of products and entertainment activities, for instances,
individual and online games that significantly influence all aspects of enjoyments for I

' game-playing. Try to give deeply your opinions with according given above descriptions

about the developments and differences of interaction content in game design from past and

present to the future game types. (20%) l

5. Artificial Intelligence (ATI) in games is not the usually same as scientific Al that you may |
have heard about. Quite recently some game developers have been using real Al forms such
| as Neural Networks and Genetic Algorithms in gamnes.

5.1 Try to describe the applications of Al in game design. How does it work? (20%)

5.2 Interface 1s an element of game design. The interface is anything that the player has to
use or have direct contact with in order to play the game, but beyond simply the
mouse/keyboard/joystick. Try to explain how Al operates in interface design. (20%)

SRR M A - A



