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COURSE DESCRIPTION

I. Catalog Description

CS 4700   Game Development (3)

Overview of game development processes. Game programming topics including: languages and architectures, mathematics, collision detection, physics, graphics, animation, artificial intelligence (AI), and audio.

Pre-requisite(s):  CS 2400 with a grade of C or better, or consent of instructor


II. Expected Outcomes

On successful completion of this course, students will be able to:
· Complete a term-length software programming project
· Work in teams
· Construct a game from conception to end product
· Gain experience in the essential game development elements and processes
· Compare and contrast the roles of the various departments in a game company

Outcomes of this course will build student capacity in each of the following areas as defined by programmatic objectives for the computer science major.
· P-SLO 1:   An ability to apply knowledge of computing and mathematics appropriate to the discipline.
· P-SLO 3:   An ability to design, implement, and evaluate a computer-based system, process, component, or program to meet desired needs.
· P-SLO 4:   An ability to function effectively on teams to accomplish a common goal.
· P-SLO 6:   An ability to communicate effectively with a range of audiences.
· P-SLO 9:   An ability to use current techniques, skills, and tools necessary for computing practice.
· P-SLO 11: An ability to apply design and development principles in the construction of software systems of varying complexity.


III. Instructional Materials

Texts may vary with instructor and over time. Examples of possible texts include:
Introduction to Game Development, edited by Steve Rabin, ISBN 9780840031037. 2005. Concept Media.  Students will also be assigned readings from the Internet.


IV. Minimum Student Material

Textbook, Class handouts and web resources


V. Minimum College Facilities

Computer facility, network connection, and other programming related tools such as servers that support computer programming, classroom with a projection system


VI. Course Outline

· Game Studio teamwork principles
· Game project planning 
· Game requirements planning 
· Game software design methods 
· Game coding methods 
· Software testing methods 
· Documentation and presentation 
· Game usability 
· Game mathematics 
· Game development processes 
· Graphics 
· AI Game 
· Collision Detection 
· Animation 



VII. Instructional Methods

· Lecture
· Problem-solving
· Discussion
· Group activities
· Project-based learning
· Programming projects


VIII. Evaluation of Outcomes

A. Student Assessment
Completion of weekly milestones, Group participation, Final game. 

B. [bookmark: _GoBack]Meaningful Writing Assignment
Students shall provide report of how the game development process was achieved via various milestones as well document the software developed for the game.

C. A Matrix of Course Student Learning Outcomes vs Methods of Assessment
If the course is being evaluated for accreditation purposes, approved department accreditation assessment tools will additionally be utilized. 

	Course Learning Outcomes
	Methods of Assessment

	
	Weekly Milestones
	Group Participation
	Final Game

	Complete a term-length software programming project
	x
	x
	x

	Work in teams
	x
	x
	x

	Construct a game from conception to end product
	x
	x
	x

	Gain experience in the essential game development elements and processes
	x
	x
	x

	Compare and contrast the roles of the various departments in a game company
	x
	x
	x



