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My intentions of this project are to gain knowledge in some of the more advanced game graphic areas, such as normal-, occlusion-, specula-mapping and so on. This will be done in two steps, one theoretical and one practical. The theoretical would be to learn the fundamentals and really get a grip of the whole picture. Having a closer look at all the applications use in the pipeline, would also be included in this step. The practical part would be to try it all out. This will be done by creating and applying the techniques to one organic and one nonorganic model, for an example a character and a vehicle. 
The end result of this project is going to get me both broader and more specialized knowledge in the department of game graphics and prepare me as a future graphical artist.
Literature:

Infinite Game Universe, Volume 2: Level Design, Terrain, and Sound Guy W. Lecky-Thompson, 2002, Charles River Media ISBN-10: 1584502134

3D Game Textures: Create Professional Game Art Using Photoshop, Luke Ahearn, 2006, Focal Press, ISBN-10: 0240807685

The Dark Side of Game Texturing, David Franson, 2004, Course Technology PTR, ISBN-10: 1592003508

Game Character Modeling and Animation with 3ds Max, Yancey Clinton, 2007, Focal Press; Pap/Cdr edition, ISBN-10: 0240809785
Polygonal Modeling: Basic and Advanced Techniques, Mario Russo, 2005, Wordware Publishing, Inc., ISBN-10: 1598220071

Creating the Art of the Game,  Matthew Omernick, 2004, New Riders Games, ISBN-10: 0735714096

Game Art: Creation, Direction, and Careers, Riccard Linde, 2005, Charles River Media, ISBN-10: 1584503955
