		January 2015
		(OLD)
CURRICULAR PROPOSAL COVER SHEET

Course Proposal (Non-General Education)
(Note: This form must be printed on blue paper when submitted for approval.)


	Department: Mathematics and Computer Science
[bookmark: Text14]Contact Name: Dan Bennett	
Contact Phone: 732-1177	
Email Address: dbennett@edinboro.edu

	|X|Revision of an Existing Course

Existing Course Prefix & Number: CSCI 485

Existing Course Title: Senior Project in Game Development

If changed:
    
    New Course Prefix & Number:
   
    New Course Title: Capstone Project in Game Development
    
    New Title Abbreviation (20 character limit): Cap. Proj. Game Dev.
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EDINBORO UNIVERSITY OF PENNSYLVANIA
Department of Mathematics and Computer Science

Capstone Project in Game Development

CSCI 485	         3 Credit Hours

Catalog Description:

[bookmark: _Hlk37485021]This capstone course is designed to allow students to integrate the design, development and implementation concepts addressed within the game development curriculum into a functional software system.  Students will work in groups to design and implement a computer game contemporary software development practices.  Prerequisite: CSCI340, STAT300, ENGL203 and CSCI408 or CSCI440.  Must have earned a “C-” or better in all prerequisite course(s).

Course Outline

I. Game Design
A. Game Mechanics
B. Game Story
C. Game Aesthetics
D. Game Technology

II. Game Implementation
A. Game world creation/integration
B. Character creation/integration
C. Non-interactive sequence creation/integration
D. Sound creation/integration
E. Dialog creation/integration
F. AI creation/integration
G. Game object creation/integration
H. User Interface creation/integration
I. Data storage and organization


Course Objectives:

	Objectives
	Assessments
	

	1. Students explain the legal and or security issues and responsibilities involved in video game development.
	A. Students will research a legal or security issue involved with video games and or their development and write a report on their findings.
	Exams, quizzes, homework, presentations, essays, class participation, or projects.

	2. Students produce readable and understandable documents.
	A. Students will prepare a document reflecting their experiences with respect to the game developed.
	Exams, quizzes, homework, presentations, essays, class participation, or projects.

	3. Students, as members of a group, implement significant parts of a game system.
	A. Students will implement the static and dynamic assets, the user interface, the required data structures and the necessary AI to achieve intelligent non-player characters.
	Exams, quizzes, homework, presentations, essays, class participation, or projects.

	4. Students design, compose, and effectively deliver professional presentations.
	A. Students will formally present their project proposals. 
B. Students will critique other students’ presentations.
	Exams, quizzes, homework, presentations, essays, class participation, or projects.



BIBLIOGRAPHY

Chandler, Heather M., Game Production Handbook, 3rd ed., Charles River Media, 2013

Cohen, D. S. & Sergio A. Bustamante II, Producing Games: From Business and Budgets to Creativity and Design, Focal Press, 2009

Dragonov, Dimitar, Freemium Mobile Games: Design & Monetization, CreateSPace Independent Publishing Platform, 2014

Dreskin, Joel, A Practical Guide to Indie Game Marketing, Focal Press, 2015

El-Nasr, Magy Seif, Anders Drachen, and Alessandro Canossa, Game Analytics: Maximizing the Value of Player Data, Springer, 2013

Fields, Tim, Mobile & Social Game Design: Monetization Methods and Mechanics, 2nd ed., CRC Press, 2014

Hill-Whittall, Richard, The Indie Game Developer Handbook, Focal Press, 2015

Levy, Luis & Jeannie Novak, Game Development Essentials: Game QA & Testing, Course Technology, 2009

Marolf, Gerald, Advergaming and In-Game Advertising: An Approach to the next Generation of Advertising, AVAkademikerverlag, 2012

Spaulding, Seth II, Team Leadership in the Game Industry, Course Technology, 2008

Zackariasson, Peter and Mikolaj Dymek, Video Game MarketingL A student textbook, Routledge, 2016
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EDINBORO UNIVERSITY OF PENNSYLVANIA
Department of Mathematics and Computer Science

Senior Project in Game Development

CSCI 485	         3 Credit Hours

Catalog Description:

This capstone course is designed to allow students to integrate the design, development and implementation concepts addressed within the game development curriculum into a functional software system.  Students will work in groups to conceptualize a computer game, generate the design to include both technical and creative aspects, and begin implementation.  Prerequisite:  CSCI 440, MATH 300 and ART 348.  Must have earned a “C” or better in all prerequisite course(s).

Course Outline

I.	Game Conceptualization

II.	Technical Design

III.	Creative Design

IV.	Building a prototype

V.	Testing the prototype

VI.	Identifying deliverables

VII.	Marketing the product


Course Objectives:

At the conclusion of the course, the student should be able to:
	
1.	Understand the various roles of the team members involved in the development of a computer game
2.	Document the major development phases involved in the production of a computer game
3.	Develop a simple marketing plan
4.	Recognize the differences in the technical and creative design of a computer game
5.	Apply a variety of tools to assist in the development of a computer game




Course Assessments:

Assessment of objectives will be done through the creation, implementation and documentation of a computer game.
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Media, Charles River. Ai Game Programming Wisdom 3. Charles River Media, 2006.

Meigs, Tom.  Ultimate Game Design:  Building Game Worlds.  McGraw-Hill Osborne Media, 2003.

Miles, Rob. Microsoft XNA Game Studio 2.0: Learn Programming Now. Microsoft Press, 2008.

Perry, Jim. Essential XNA Game Studio 2.0 Programming . Wordware Publishing, 2008.

Rabin, Steve (editor).  Introduction to Game Development.  Charles River Media, Inc., 2005.

Rabin, Steve. AI Game Programming Wisdom 4. Charles River Media, 2008.

Rollings, Andrew & Dave Morris.  Game Architecture and Design.  New Riders Publishing, 2004.

Rouse III, Richard.  Game Design Theory and Practice, 2nd Edition.  Wordware Publishing, 2005.

Salen, Katie & Eric Zimmerman.  Rules of Play:  Game Design Fundamentals.  MIT Press, 2003.

Salen, Katie & Eric Zimmerman.  The Game Design Reader:  A Rules of Play Anthology.  MIT Press, 2005.

Sherrod, Allen. Ultimate Game Programming With DirectX. Charles River Media, 2006.
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