Syllabus
Course title 
Game Design
Course duration 
7 weeks
Materials for the class
Textbook
· Scott Rogers, Level Up! The Guide to Great Video Game Design, 2nd edition, Wiley, 2014. 
Hardware
· Each student will need access to a PC.  
· The class may need access to game consoles (e.g. PlayStation 4, Xbox One, Switch, or Wii U) to play and study certain games. 
Video games
The students will need access to video games for playing and studying.
· Games for studying level design, gameplay, and game mechanics:  
· Crypt of the Necrodancer PC, 
· Super Mario Bros (Wii), New Super Mario Bros. (Wii U), or Super Mario Galaxy (Wii or Wii U)

· Games for studying storytelling and character development: 
· Gone Home (Windows, Mac) 
· The Walking Dead game (Windows, Mac, PlayStation 3, 4, Xbox One, Android, iOS, etc.), 
· Analogue: A Hate Story (Windows, Mac)

· Games for studying game world design, visual design, and sound design. Here are some examples: 
· Spelunky (Windows, Mac) 
· Legend of Zelda: Breath of the Wild (Nintendo Switch, Wii U), 
· Call of Duty WWII (Playstation 4, Xbox One, Windows), 
· Half-Life 2 (Windows, Xbox 360, PlayStation 3)  
Course description
In this class, the students will learn the basics of game design and development. 
Game Design
Students will focus on the three main components of game design: story, presentation, and gameplay. 
· Story
· Students will learn the basics of how to write a game story. The topics may include the following:
· How to write the beginning, middle, and the end of a story?
· How to divide a story into levels?
· How to use cut-scenes? 
· How to design a character? How to define the character’s personality and back story? How to use visual design and voice design to reveal character traits?
· Study games such as Analogue and The Walking Dead to see how stories are used in games.
· Presentation
· Students will learn how to design game worlds. The topics may include: 
· How does a player navigate a game world? 
· What are different ways to interact with game worlds? 
· How is time handled in games? 
· Study sound effects and music in games. 
· Study games such as Dwarf Fortress, Legend of Zelda, or Half-Life. 

· Gameplay
· Students will learn how to design challenges and rewards. The topics may include: 
· How to adjust the difficulty of different challenges by adjusting the intrinsic difficulty and time pressure (e.g. in sports games)?
· What are the common game mechanics (e.g. turns, power-up)?
· What are some of the game balancing techniques (e.g. NFL draft, NBA draft, dice throwing). 
· Study games such as Super Mario Odyssey, Monopoly, etc. 
Students will learn these topics through lectures, group discussions, and game reviews. 
Game Development
Students will learn to build a simple 2D game using the software GameMaker. They will follow the tutorials on the GameMaker web site. 
Outcome
By the end of the class, the students will have achieved the following: 
1. The students will have learned the basic principles and process of game design and development. 
2. The students will have created a set of design documents for a game that is ready to be developed. The game design documents will demonstrate the students’ creativity and their skills in reasoning, critical thinking, and writing. 
3. The students will have developed a simple game using GameMaker. This project will demonstrate the students’ skill in game development and/or programming. 
4. The students will have written several game review reports. They will demonstrate the students’ skills in critical thinking and writing. 
Group discussions (or homework assignments)
Students will study three video games and have group discussions. An alternative is to have individual homework assignments.)
· Game world analysis. Play a game such as NBA 2K18, Legend of Zelda: Breath of the Wild, Call of Duty: WWII, or Half-Life 2 and discuss the design of the game world. 

· Game story analysis. Play a game such as Analogue, or The Walking Dead and have a group discussion. Select a character in this game and discuss the character development techniques in this game. 

· Gameplay analysis. Study a level in a game such as Time Fcuk or Super Mario Bros and discuss the challenges and rewards in this game.
Projects
Project 1
· Students will work in teams to design a simple video game. The game design documents may include the following
· Title
· Logo
· Genre
· Key ideas
· Unique selling points
· Target ESRB rating
· Target audience
· Platform
· Story
· Main characters
· Game world design
· Challenges and rewards
· Level progression
· Marketing strategy

Project 2
· The students will learn to build a paper prototype of a conceptual videogame or a functional boardgame.
· Students can optionally make a game in GameMaker. They may use the drag and drop feature in GameMaker (no coding) to create a game or they can use the GameMaker’s programming language GML to write a game. 

Schedule
	Week
	Topic
	Homework and projects
	Textbook chapter

	1
	· What is game? 
· The game design process
· Game design documents
· The stories behind some of the famous games.
· Introduction to language, verbs and objects
	Project 1 requirements are posted. 

Project teams are formed. Students start to reverse engineer a GDD.

	Levels 1, 2, and 4

	2
	· Rules in Scenes, Chance, Creating Choices
· How to write a game story?
· How to develop game characters?
· Pattern Recognition, Authored Stories and Open Stories
	Reverse engineer GDD complete, begin own GDD
Discuss verbs 

	Levels 3 and 5

	3
	· Recurring motifs, designs, character  
· camera / control / music
· How to make a game world
	Begin paper prototyping
Activity - Level Editor for Knytt Stories
	Levels 6, 7, 15

	4
	· adversary design, obstacles, motivation
· finding the fun, rewards and resistance
	Complete GDD
Continue Paper Prototyping
Discuss visual overlays, design new visuals for common boardgame
	Levels 10 and 11

	5
	· Discussion on game mechanics
· Explore resistance and flow
	Discussion: Game making and world flows
Activity: Hard games, easy games
	Levels 12 and 13

	6
	· Storytelling and Worlds
	Group discussion: gameplay
Activity: TTRPG
	Levels 9 and 16

	7
	· Playtests
· Project presentations
	Students playtest each other’s games (project 1). 

Students submit project 2. 

Students present project 1. 
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