GAME 1019 Video Game Design I

Course Description Class Includes: Class Discussion: Overview of video game projects and game
designer tasks: Pre-production, Design Phase, Production (alpha, beta), Post-production (tuning, QA
testing); Video Game Design Topics: Game Systems, Technical Tools: Scripting, Technical Tools: Level
Editors, Level Design Fundamentals, Power-up Design, Enemy Design. Case Studies: Platform-specific
Considerations: An analysis of contemporary game industry platforms and their specific challenges. Class
Project: Video Game Creation: A map in an RTS or shooter (via editor freeware), a simple coded arcade
game, an art mod for a given game map, etc.

Course Schedule: Sep 13-Dec 13 6:00pm-9:00p T
Prerequisites: Video Game Design |

This syllabus is for the class taught by Sheri Graner Ray

Learning Outcomes

This course will give you insight into the real workings of how design functions in the gaming industry
from pre-production to ship. Through lecture, you will learn to recognize strengths and weaknesses of
game design and learn how to apply these to creating your own levels and systems as well as avoiding all
the common pitfalls and mistakes. By the end of this class, you will have a fully functional level fit for
your design portfolio.

Approved Course Text

Game Design Workshop by Tracy Fullerton, Christopher Swain & Steven Hoffman, CMPBooks, ISBN: 1-
57820-222-1; Recommended: Rules of Play: Game Design Fundamentals by Salen & Zimmerman, MIT
Press, ISBN: 0262240459; The Design of Everyday Things by Donald A. Norman, Basic Books, ISBN:
0465067107

Course Module List

Introduction — Start Project
Formulate Paper Design
Paper Design cont’d

Level Design Fundamentals
Quest Construction
Populating the world

Mid term presentations
Gaming Systems
Understanding your audience
10 Designing for diverse markets
11. Presentation of final projects

©CoNo~WNE

Recommended (not required) Materials List
Graph Paper, Pencil, Lap top (if you have one)



Grading and Examinations

College work must exhibit higher order thinking skills including analysis, synthesis, and evaluation. Mere
knowledge about a situation or demonstration of comprehension of the material is not sufficient to prepare
you for employment consideration. As a Video Game Development student, you must consistently apply
higher order thinking in order demonstrate mastery of the material covered in this course. Grades are given
for results not for effort. Read the definitions for each grade noted below, as this is really how grades are
determined.

Grading is based on an absolute scale - you are not competing with anyone else, but you will be
challenging yourself. There are no distributions of grades; hence, all of you can earn an A in this course.
Note: Students earns grades, faculty members do not give them. Your final grade will be based on both
individual and learning team performance.

Your final grade will be based on the points that you earn during the course. You may receive “fractions”
of points on some assignments. When calculating your final grade, 1 will use the standard rounding
convention — meaning that scores with a fraction of 2 or greater will be rounded up, those with a score of
less than 2 will be rounded down. 1 will use the following grading scale to calculate your letter grade. The
grading scale is based on a 100-point (or percentage) scale:

A = Excellent performance. Work is exemplary and
A 90 and worthy of emulation by others. Student is in full
above attendance and constructively contributes to the
learning environment.

B = Above average performance. All assignments
B 80-89 are complete and exhibit a complete understanding
and an ability to apply concepts.

C = Average performance. Accomplishes only the
minimum requirements. Oral and written

C - AN
70-79 communication is at an acceptable level for a college
student.
D 60-69 D = Demonstrates understanding at the most

rudimentary level. Work is minimally passing.

F= Work is not passing, characterized by
F <59 incompleteness, lateness, unsatisfactory
demonstration of understanding and application.

There will be no traditional exams in this course. Your grade will be based on the quality of the written
works which you submit (e.g. game reviews), the quality of your projects and presentations (e.g. original
game concept document, game rule modifications), class participation, and various quizzes which may be
offered. The breakdown for the four areas of the student's final grade is as follows:

Attendance and Participation 30%

Essay/Reviews 20%
Projects 40%
Quizzes 10%

Grade Policy and Scale
Your final grade for the class will be calculated by averaging the points received for each of the four areas



and then weighting that area average according to the table above. Once this weighting and averaging has
occurred, the following table will be used to determine your final grade for the class. It is possible that a
curve may be applied to the final class grades.

4.0-3.5 A
34-25 B
24-15 C
1.4-05 D
04-00 F

Late Assignment Policy

For each day that an assignment is late, 1.0 point will be deducted from the grade for that assignment.
Since assignments are graded on a 4-point scale, this represents the loss of a full letter grade per day that
the assignment is late. The maximum number of points deducted in this way will be 3.0.

Incomplete
A student may receive a temporary grade of "I" (Incomplete) at the end of the semester only if ALL the
following conditions are satisfied:

1. The student is unable to complete the course during the semester due to circumstances beyond
their control.

2. The student must have earned at least half of the grade points needed for a “C” by the end of the
semester.

3. The request for the grade must be made in person at the instructor’s office and necessary
documents completed.

4. Toremove an “I”, the student must complete the course by two weeks before the end of the
following semester. Failure to do so will result in the grade automatically reverting to an “F”.



Freedom of Expression Policy

It is expected that faculty and students will respect the views of others when expressed in classroom
discussions. As a course with a high level of discussion, it is imperative that everyone in the class feel
comfortable expressing their views.

Academic Integrity
A student is expected to complete his or her own projects and tests. Students are responsible for observing
the policy on academic integrity described in the Current ACC Student Handbook.

“Acts prohibited by the college for which discipline may be administered include
scholastic dishonesty, including but not limited to cheating on an exam or quiz,
plagiarizing, and unauthorized collaboration with another in preparing outside
work. Academic work submitted by students shall be the result of their own
thought, research or self-expression. Academic work is defined as, but not limited
to tests, quizzes, whether taken electronically or on paper; projects, either
individual or group; classroom presentations, and homework.”

The penalty assessed for violations will be in accordance with the current ACC Student Handbook policy.
See http://www.austincc.edu/handbook/policies4.htm for more information.

Attendance and Participation Policy

The official college policy states that students are expected to attend classes and will be held responsible
for all material covered in class. Regular attendance helps ensure satisfactory progress towards completion
of the course. Participation in this case means actively participating in the class assignments and
discussions. As you can see above, Attendance and Participation will account for 20% of your final grade
in the class.



Video Game Development Program Philosophy

The Video Game Development Program has been designed, developed and implemented in partnership
with leading video games studio managers and directors in Austin. The video games industry has
undergone significant changes in how games are developed. They are rarely developed by few persons
working in isolation. Today’s games are often developed by teams of 50 to 200 on schedules from 2 to 3
years with budgets of $10M to $20M. The large publishers drive the game development funding and
schedules. Consequently, it is critical that personnel in the industry communicate and collaborate
effectively.

This drove the certificate requirements definition. Students are required to successfully complete courses
in four categories:

1.

The base industry courses: Video Games Industry, Business of Video Games and Video Games
Development.
a. Students will understand what drives the industry, why games are developed, what is needed for
success and how to get from idea to delivery.
The course specialization courses: Video Game Programming, Video Game Art, Video Game Design
and Video Game Production.
a. Students will understand the requirements, objectives, limitations and goals of the different
disciplines in a studio. This is essential for communication and collaboration.
b. Students in these core courses will be cross-discipline in order to build an understanding and
appreciation of how different discipline teams collaborate and contribute to the final product.
The five specialization electives.
a. Students will develop skills in the discipline in which the student will seek employment.
Non-specialization electives
a. These are different per discipline, but will give you a deeper understanding of what other
disciplines do and how they function. The goal is to help you understand how to work with
others on the team and to get the ‘big picture.’
Capstone Project
a. This multi-person team project will simulate the real video game development environment.
Students will develop a concept, turn it into a design, implement the programming and art
required and produce it on the committed schedule. Go/no go milestones and final “publisher”
acceptance reviews will mimic the industry. The students will have a deliverable for their
portfolio that can be used for employment purposes.
Throughout the program each course will focus on knowledge transfer, skill building and teamwork.
There will be a heavy emphasis on projects that will broaden and deepen each student’s portfolio
development. Portfolios are critical to demonstrating an individual’s capabilities. Some projects will
individual, many will be team based. How much a student gets out of each course will largely be
determined by how much the students puts into the course. Video game development is highly
complex, difficult work. The courses are designed to prepare students for that environment. So, come
expecting to work hard.

The program is designed to reinforce key concepts such as teamwork, collaboration, and cooperation
across all disciplines in the games development and management process. Many concepts are repeated
throughout the program because they are extremely important to successful game development.

Instructor Contact Information:
Sheri Graner Ray
sheri@sirenia.com

512.219.0839



