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FALL’07 SYLLABUS

CS480 Computer Game Design 

cs481 Games Design Syllabus.doc
P. Masters 
1/16/07
	Instructor

· Paul Masters

· 30 Kiefer Hall

· pmasters@chaminade.edu 

· Office: 739-8550  Home: 922-5258
	Class Time & Place and Other Meetings
· Class Time: 
MWF 10-10:50 am  
            
Room H203, Henry Hall

· Office hrs: 
MWF 11-1:00
· Other: 
Drop-in, by appointment, or catch me around campus


Catalogue Description 

Computer games have become important in computers and entertainment with potential in education, training, and social interaction. This course studies game characteristics and the design process. Attention will be given to designing meaningful games. Participants will be encouraged to design games incorporating the content of their majors -- designing games that require increasing knowledge and skills to “win” the game. Participants will “invent” a game and then carry it through the course ultimately producing a complete game design document. Course is available to all majors. Prerequisites: Junior or Senior status. Major declared.

General Purpose of the Course

This purpose of this class is to create a new game concept then prepare design documents that communicate the nature and details of the game. This document will be the type of document that executives at computer game companies expect to see when deciding whether to finance and support a new game. (Note that this type of design document is the same type of document executives expect to see for any project, product, or program in any industry.) 
Required Text and Readings
Introduction to The Game Industry
Moore & Sward
© 2007 | Prentice Hall | Paper; 500 | Instock 
ISBN-10: 0131687433 | ISBN-13: 9780131687431  $77.33
Other required readings will be handed out in class. You are responsible for maintaining your reading and writing files.

Learning Outcomes
Students will know how to:

1. Brainstorm to create game (or other topic) ideas

2. Outline and prepare design documents: concept document, pitch paper, game proposal, Technical Design Document, Art Design Document, Game Design Document (primary course deliverable), preliminary schedules and budgets

3. Discuss games suitability (industry standards) and Marianist/Chaminade mission and values

4. Analyze games in terms of genre, gameplay, and other characteristics
5. Discuss the history, present, and future of games for entertainment and for more serious purposes
6. Define the team needed for game production

7. Describe a marketing plan

Preliminary Assignment and Project Description
At the end of the class you will have a 40-50 page game design document. We will prepare this document throughout the semester. 
· Be prepared to produce about 3-5 pages of edited material per week. 
· Maintain a notebook of papers which will become the game design document.
· You must get your papers edited by another student.

· Lots of reading both text, papers, and articles.

· Literature survey – find other books and literature on games. Present to class.
· Late assignments will be penalized approximately 10%/week

Atmosphere

· Don't be shy -- Get in the game – Participate -- Design is a team effort

· Get help: talk to your classmates and teacher -- Help your classmates

Grading

	POINTS
	

	30
	Game Design Document

	30
	Other Assignments and Projects

	20
	Attendance, Preparation, & Participation

	20
	2 Exams (open book open note) and possible quizzes 

	(25)
	Negative points for using computer in class, not following instructions, disrupting class, breaking rules, copying homework, coming to class late, consistently late homework, etc.


	A
	90-100
	Outstanding scholarship and intellectual initiative.

	B
	80-90
	Excellent, consistent quality.

	C
	70-80
	Satisfactory competence in course work.

	D
	55-70
	Lowest passing grade. Not acceptable.

	F
	< 55
	Unsatisfactory. No credit.

	I
	--
	Grade deferred because work not completed due to circumstances beyond student’s control. Student and instructor must agree on plan to complete work.


Requirements: How to Succeed

· TIME-ON-TASK: Spend 6-9+ hours per week outside class on readings and assignments

· Attend class & participate -- Come to class prepared -- Read material before class
· Don't try to cram – you’ll get a bad grade in this class.
· Get in the game, be serious, success is an objective – WORK HARD

Using Your Own Computer

· Campus and lab computers will suffice for most activities, but, many games will not run on those computers

· Using your own computer is recommended for games 

· Class presentations must be stored on H:\ drive. You must be able to move files back and forth between you campus H:\ drive and your computer’s C:\ drive.

· You can use a MAC but understand extra challenges for you will emerge.
Collaboration Policy

1. Teamwork is an important skill. You are encouraged to collaborate on assignments. Discussions with fellow students and friends are encouraged. If you have questions, ask friends, tutors, or teachers. 

2. Study groups encouraged but you must turn in separate solutions. Names of collaborators should appear on submissions. You must reach your own understanding of the problem and do your own assignment. 

3. Do not, under any circumstances, copy another person's work. This is a violation of academic integrity. Turn in the same homework as someone else, copy it, nearly copy it, etc. and get negative homework points and possible serious problems.

Reminders of University-Wide Policies

The following policies are summarized from the Student Handbook. 

1. Attendance

· Students are expected to attend all classes. I must report any absence of two weeks or more to the Associate Provost and the Registrar. You should notify me when extended illness, athletics, or other circumstances prevent you from attending a class. You must make arrangements to complete missed assignments. Notification may be done by calling me, or via e-mail. Depending on circumstances I may modify deadlines. 

· Anyone who stops attending class without officially withdrawing may receive a failing grade.

· Students with three or more un-excused absences may loose one letter grade.

2. Classroom Deportment

· Be punctual; un-excused tardiness will be considered an absence.

· No pets are allowed in class. Exceptions will be made in the case of seeing-eye dog.

· Radios, tape decks, headsets, televisions, and other personal audiovisual equipment not pertinent to the class are prohibited. Turn off beepers and cell phones during class.

· And finally, I expect you to follow the University's "dress code" requiring footwear and appropriate shirts to be worn during all class.

3. Academic Honesty

Students are responsible for promoting academic honesty at Chaminade by not participating in or facilitating others' participation in any act of academic dishonesty, and by reporting incidences of academic dishonesty (such as theft of tests, records, and other confidential materials, altering grades, and/or plagiarism) to their instructors.
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