


Video Game Design
INTRODUCTION
In 2008 the International Game Developers Association was able to create a curriculum framework for the study of games and game development.  According to this document, “…this framework proposes a set of Core Topics—a list of general areas relevant to the construction of a game-related curriculum.” This framework lists and explains these core topics within their document that can be found at http://www.igda.org/. 
Business Teachers Association of NYS (BTANYS) has taken this curriculum framework another step to create a one-half unit or one-unit Business Education course called, “Video Game Design” that may be used within the business program with the approval of the local school district.  Our attempt is to give you a starting point in developing your own course.  Adjust this guide to fit you and your students’ needs.  
The most successful programs integrate actual game making (programming or object-oriented programming) with business and marketing concepts.  Others offer one-half unit in business concepts backed with one-half unit of game development. Another format to consider is a team-teaching model with the Computer Science Department.  Whatever the case, we are sure this will be a popular and exciting course for your business program. Although this guide is developed for the high school level, modifications may be made to fit into the middle level as well.  
This guide is not all inclusive but a beginning of what is an interesting and dynamic field of study for you and your students.  A lesson plan template located in the “members only” section at http://www.btanys.org will give you opportunity to share successful lesson plans.  

	Units of Study
	Topics Covered
	Objectives
	Suggested Activities

	Unit 1: 
Critical Game Studies:  Criticism, analysis, and history of electronic and non-electronic games
	History of the Gaming Industry

· Mainframe

· Arcade

· Home computers

· Online gaming

· Handheld games

· Mobile gaming

· Consoles


	· Define how gaming has evolved through changing technology in the development of platforms.
· Identify the major platforms on the market today.

· Analyze the components and characteristics of the industry leading consoles and market trends.

· Identify the pros and cons of each platform from the player’s and developer’s viewpoint.
	· DVDs on history – “Video Games – Behind the Fun” by History Channel  or “Game On” from CNBC
-History of Video Games - http://video.google.com/videoplay?docid=3637639460474263178#

-Evolution of Gaming – http://www.youtube.com/watch?v=_9ZMFQC9d8o 
· Critical analysis of various game platforms

· Survey of student body of popularity of various game platforms 

· Creation of Venn diagram of platform pros and cons
· Demonstration of early board games/toys (non-electronic) that developed into video games



	Suggested Assessments: 

· Timeline of the development of gaming from videos shown 

· Internet search:  Analysis of video game platforms

· Venn diagram of pros and cons of platforms

· Survey results of platform use and organize in spreadsheets/graph
· Classroom demonstration of games/toys that developed in electronic format



	National/State Standards:

·  


	Units of Study
	Topics Covered
	Objectives
	Suggested Activities

	Unit 2: 

Games and Society:   Understanding how games reflect and affect individuals and groups

	Genres

· Action

· Simulations

· Role Playing

· Strategy

· Educational/Edutainment

· Training

· Sports

· Puzzle

· Online

· Casual

Social aspects of gaming:  Demographics, culture of gaming and psychological aspects


	· Categorize games into industry-defined genres.

· Analyze the aspects of a game that defines its genre.

· Understand basic vocabulary for discussing games and play.

· Identify addiction of gaming, rewards and penalties, and gaming culture.
	· Genres Project – Create a flyer that describes this genre and shows examples

· After group research, students will create presentations to share information about each genre:  history, goals, target market and any change in society that occurred before or after development of a particular genre/game

· Genres Bingo

· Student-created crossword, word search or Jeopardy game

· Have students search and demonstrate computer games from the various genres

http://www.1980-games.com/us/

· Students will use industry sponsored journals for article review of physiological issues in gaming industry


	Suggested Assessments: 

· Flyer showing various genres
· Presentation of research
· Sharing and completing student created vocabulary games

· Demonstration of computer games

· Article review

	National/State Standards:

· 


	Units of Study
	Topics Covered
	Objectives
	Suggested Activities

	Unit 3: 

Legal Aspects of Games:  Social and governmental forces that impact game industry

Economics of Game Industry:  Supply and demand and economic forces that affect the industry
	Industry Trends and Issues

· Ethics

· Violence

· Piracy

· Regulation

· Licensing

· Global Market

Economy and Video Gaming


	· Understand the industry rating system and the characteristics of a game that define its rating.

· Discuss/debate the reasons behind the need for the rating system.

· Research state and national laws affecting the industry.

· Understand the basic concept of supply and demand and the gaming industry.


	· Research project on the new and pending laws

· Debate on the pros/cons of the rating system

· Create an ESRB (Entertainment Software Ratings Board) brochure for parents
· Provide articles discussing the latest sales figures and availability of “hottest” video games on the market.  Discuss the relationship of price determination and current state of economy.

	Suggested Assessments:

· Research project 

· Debate
· Parent Brochure

· Article review

	National/State Standards:

· 


	Units of Study
	Topics Covered
	Objectives
	Suggested Activities

	Unit 4: 
Game Design: Principles and methodologies behind the rules and play of games

Visual Design: Designing, creating, and analyzing the visual components of games

Audio Design : Designing and creating sound and sound environments

Interactive Storytelling:

Traditional storytelling and the challenges of interactive design
	Game Design and Development

· Storytelling

· Gameplay

· Conflicts

· Settings

· Characters

· Art/Animation

· Audio

· Testing

· Milestones

· Design Document

· Technical Documents

· Theme/Color
· 2D vs. 3D visual design


	· Develop a game design document, including all of the essential elements.

· Create original animation or favorite story in video format using essential elements.
· Create animated objects through object-oriented programming.

· Understand differences between 2D and 3D visual graphics.

	· Game review – After reading and sharing current game reviews, critique all aspects of a favorite game from an end user perspective.  Write a review in newspaper or magazine format

· Animate an original story or favorite storybook including appropriate visual design and audio using video programming and a storyboard (Movie Maker)

· Use beginning animation object-oriented programming (Alice) to create stories/simulations within Alice World after creating a storyboard
· Students will create a basic game that includes rules, dynamics, play mechanics, goals, conflict and theme/color (Game Maker) after creating a storyboard
· DVDs, films, or video clips:  3D and 2D clips

	Suggested Assessments:

· Game review

· Animation of original story or favorite storybook in video format

· Creation of basic Alice World or animated story

· Basic game creation

· Critique of 3D and 2D clips

	National/State Standards:

· 


	Units of Study
	Topics Covered
	Objectives
	Suggested Activities

	Unit 5: 
Careers in the Game Industry: Understanding career options in the game industry
	Development Team

· Designer

· Programmers

· Art/Animation

· Audio

· Production

· Quality Assurance

College Programs  


	· Explain the various career options available within the industry.

· Analyze the employment outlook within the industry.

· Establish the relationship between the development team members when working on a design project. 

· Research the educational requirements of Game Design programs at various colleges.
	· Create a brochure that describes one of the careers available in the industry, related college majors and colleges offering those programs.  Students should also research current job openings in game development companies for insight
· Field trip to closest game development company or class visit from a developer or  Skype the expert into the classroom
· Continue with animation in object-orientated programming to create a “Career World” for original characters as they “work” in their chosen field
· Field Trip – to a local college offering those programs or guest speaker or Skype class interview with professor in the field of video game design
· Internet research project on colleges and their programs


	Suggested Assessments:

· Brochure

· Written assessment from field trip
· Creation and demonstration of “Career World”
· Interview questions

· College research project

	National/State Standards:

·  


	Units of Study
	Topics Covered
	Objectives
	Suggested Activities

	Unit 6: 
Game Management: Practical challenges of managing the development of games

Game Marketing and Distribution:  Market and industry trends, advertising, packaging and distribution of games
	 Publisher

· Marketing

· Producer

· Licensor

· Quality Assurance

Channels of Distribution


	· Outline the responsibilities of a publisher in the launch of a new video game. 

· Examine and determine appropriate advertising, packaging and distribution of video games.
	· Research major publishers and their games
· Guest speaker – Retail manager from the local electronic store
· After students create their first simulation or world, students will create prototype of packaging, create advertisement and describe distribution of original game


	Suggested Assessments:

· Research project
· Simulation, advertisement and prototype of game packaging

	National/State Standards:

· 


	Units of Study
	Topics Covered
	Objectives
	Suggested Activities

	Unit 7:  
Game Programming – Aspects of traditional computer science – the code of gaming
	Programming

· Game Maker

· Games Factory

· RPG Maker

· Alice

Types of video games
	· Understand and implement the game programming concepts of spatial design, task design, design integration, control events, rules, testing and documentation and their relationship to each other.
· Describe the concept of object-oriented programming or other major programming languages used in video game creation (Java, C++, etc.).
· Relate the study of algorithms to video game design. 

· Understand the creation and design of games through bottom-up versus top-down design.
· Distinguish between “fun” games and serious games (educational, training, therapeutic, etc.).

	· Create simple games to introduce programming concepts and team design
· Design and create a world or game demonstrating their knowledge of algorithms and bottom-up design
· Create an example of a “fun” game and a serious game by creating a game or create an animated world
· Analyze video games and define the “fun” factor or the “serious” factor of each
· Final Project:

Present a game idea and develop the game in GameMaker.  If possible work with a test group during its development or testing phase.  Present the idea and game prototype to class (“investors”)

	Suggested Assessments:

· Create a game with peer review
· Evaluation of the game as an educational or training tool

	National/State Standards:

· 


Suggested Resources

	 www.theesa.com
	www.nintendo.com

	www.thegamereveiws.com
	www.gamershell.com

	www.1up.com
	www.xbox.com

	www.pbs.org/kcts/videogamerevolution/
	www.playstation.com

	www.ESRB.com
	www.games.rit.edu

	www.gameprof.com
	www.texasgames.net

	www.ea.com
	www.yoyogames.com (Gamemaker)

	www.igda.com
	www.alice.org

	www.Gamespot.com
	www.make-video-games.com

	www.gamasutra.com
	www.pbskids.org

	www.cdga.org
	www.nick.com

	www.ign.com
	www.gamepro.com

	“The Game Maker’s Apprentice” by Habgood and Overmars, Apress Publishers, 2006
	“Game Plan: The Insider's Guide to Breaking In and Succeeding in the Computer and Video Game Business” by Gershenfeld, Loparco & Barajas, St. Martin's Griffin, 2003

	“Get in the Game:  Careers in the Game Industry” by Marc Mencher, New Riders Games, 2002
	Game Developer Magazine (subscription), US Business Media

	“Game Developers Market Guide” by Bob Bates, Course Technology PTR, 2003
	“Basic Game Design & Creation for Fun & Learning” by Swamy & Swamy, Thompson Learning/Charles River Media, 2006

	“Alice 2.0 Introductory Concepts and Techniques” by Shelly Cashman Herbert, Course Technology, 2007
	“Learning to Program with Alice” by Wanda Dann, Stephen Cooper, Randy Pausch, Prentice Hall, 2008
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