Course Outline

CIS 192—Intro to Gaming Aug 04
Central Carolina Community College

Course Description

This course provides an opportunity to explore areas of current interest in specific program or discipline.   Upon completion, students should be able to demonstrate an understanding of the specific area of study.   The area of study in this case is Gaming.  Our goal is that students understand how the gaming industry works, and that they understand the process of designing a game.
Rationale:

 SEQ CHAPTER \h \r 1Students should take this course if they have the goal of completing a certificate in Game Programming and Design.
Expected Student Outcomes:

Upon completion of this course, students should be able to

· Create the basic design of a computer game

· Create a Game Treatment document for a computer game
· Design a non-computer game

· Understand the roles of participants in the computer game industry

· Understand the fiscal and other practical constraints that affect the computer game industry

· Understand the nature of non-computer game industries

Responsibilities of the Instructor and the Student
The instructor can expect the student to…
· Conduct themselves in a professional manner with generally accepted standards of scholarship and morality.
· Attend every scheduled class unless an acceptable reason is given.
· Be on time for every class unless an acceptable reason is given.

· Complete all assignments following the timetable required.
· Back up his work on floppy disk, USB drive, or other media!
The student can expect the instructor to…

· Attend every scheduled class

· Be on time for every class

· Be prepared to teach every class

· Return all graded assignments within a week

Course Prerequisite(s):
None.
Course Credit Hours:
2 hours credit (SHC) and 2 hours of contact

Required Textbook(s):
 SEQ CHAPTER \h \r 1 SEQ CHAPTER \h \r 1 Andrew Rollings and Ernest Adams on Game Design

by Andrew Rollings, Ernest Adams.  Paperback: 648 pages ; Publisher: New Riders Games; 1st edition (May 5, 2003) ISBN: 1592730019
Break Into The Game Industry: How to Get A Job Making Video Games by Ernest Adams   Paperback: 352 pages ; Publisher: McGraw-Hill Osborne Media; (May 19, 2003)  ISBN: 0072226609
Note:
For all course policies and procedures, see attached course notes.
Course Content
I. The nature of the computer game industry
A. Engineering
B. High risks, high budgets
C. Supply and demand in job offerings

D. Types of computer games

E. Working in the industry

F. Getting a job

II. Game design
A. Audience and objectives
B. What makes a game “fun”

C. The process of design

D. The importance of testing
E. Design a video game (write a game treatment)

F. Design a non-video game (produce a prototype)
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