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Class Info

Spring 2022, 1/25-5/10
Tuesdays 6PM - 9PM 

In person, Halligan 102

If needed, online via Zoom
3 Credits
Instructor Info

Jason Wiser

JasonWiserArt@gmail.com
Available for an hour after class and daily by email.

TAs: 
Emmeline Meyers 
Finn Tekverk
Lab hours: TBD
Estimated Homework: 

6+ Hours/week to pass.
	COMP 23 GAME DESIGN
“Usually, the best ideas come from having to fix a really hard problem.”
--Jesse Schell
“The great challenge for us today…is to integrate games more closely into our everyday lives, and to embrace them as a platform for collaborating on our most important [personal and] planetary efforts.”

--Jane McGonigal

“What part of my game is fun? Why? 

What would make it more fun?”
--Jesse Schell
Description

Game Development provides a rich opportunity to learn about software development methodologies such as managing teamwork, project scope, and user experience. In this course students will learn to develop fun and meaningful interactive experiences using paper and digital prototyping, including the use of programming, art, and audio production software.

Learning Objective
Upon successful completion of this team-based course students will be able to use computer programs and both paper and computer production pipelines to bring a game from design and planning through production to a final playable product.


These learning objectives will be accomplished by: Weekly team projects in game design and production. In-class and at-home team design, planning, production, reading, research, & writing, including individual and group work. Lecture & Lab.
REQUIRED TEXTS:  Hand-outs supplied by teacher and the following two books:
The Art of Game Design: A Book of Lenses by Jesse Schell 
(need for week1)
Reality is Broken by Jane McGonigal 



(need for week 2)
REQUIRED MATERIALS: Notetaking and Drawing (pens/pencils/pad). 
HARDWARE: Workstation (PC or Mac, ideally with these specs: https://bit.ly/3l7BvzN), digital camera/audio recorder (smartphone acceptable) and 3-button mouse (please have the mouse by week 2). Optional: digital tablet (Wacom Intuos preferred).
SOFTWARE: Unity 2021.1.10 (free: need for week 1), Adobe Photoshop (free in Tufts labs, discounted for students), Blender (free) or Maya (free with .EDU email and proof of enrollment: students.autodesk.com), GitHub Desktop, Audacity, PlayingCards.io.
Grading Policy

30% - Class Participation (attendance, in-class work, and professional manner)

20% - Homeworks, due every class: team and individual submissions.
20% - Final Peer Evaluations (submit by day after Final Presentations)
30% - Final Game Presentations: A final Unity Game Prototype and related marketing materials at end of term are required to pass the course.

EXPECTATIONS: 

WORK:

1. Homework: Team and individual assignments are due every week. Much of the work this term is in teams, and you are all depending on each other to get work done early in the week so you can revise together and integrate into one weekly deliverable! Late work gets less credit: -20%/week. TIME MANAGEMENT: Work 1-3 hours EVERY DAY instead of 10 hours the day before due. Minimum homework hours per week: 6-12
2. Attendance: Every class contains critical information. In case of emergency, email teacher, and make up material. As class participation counts for 30% of the grade, significant absences, tardiness, or leaving early will result in significant grade reduction, and in combination with poor/incomplete work can result in failing the course.

3. SAVE FREQUENTLY! Do NOT open/save files directly from to a portable drive. Copy (move them) to/from the computer hard drive and open there, or risk corruption and slowdown. Please save a copy of all work online (dropbox.com, cubby, etc)
4. Collaboration in Unity: Be careful to work in different Scenes, and use Prefabs to work outside of scenes: The same Unity Scene cannot be edited by multiple people at the same time, as Unity files do not merge. One person at a time “owns” an actual Unity Scene; everyone else makes Packaged Prefabs to send to that one “owner.”

5. Note Taking: Bring a pad to class! Write down all concepts, tools, and procedures. Please ask teacher to further explain or repeat concepts during or after the class.
6. Plagiarism Statement:  Plagiarism is defined here as presenting someone else’s work as your own, in part or as a whole. Students found plagiarizing will be reported. Please make your own visuals and audio. Ask your instructor any questions if unsure.
LAB/CLASS:

1. Students must treat one another with respect in their behavior and project content.

2. Avoid Distractions: Please turn off all websites, turn off sound on all devices, and avoid using any media not directly related to course material.

3. Help Each Other: You are encouraged to help each other both during and after class. Be careful to not talk when teacher is speaking. Credit those who give you support!
4. ONLINE LEARNING EXPECTATIONS: Students will demonstrate active engagement with every class meeting by having video on (using cellphone if needed), participating in group discussions/ exercises, and timely responses to classmates, teacher, and TA.
COMMUNICATION:

1. Communication: Talk with the teacher! Going to be late or absent? Having trouble with a concept, or anything else interfering with your success in class? Ask for help! Teacher can be reached by email every day: JasonWiserArt@gmail.com or in person after class. Teacher typically responds to emails within 24 hours. Do not send large attachments.

2. Accommodations: We are committed to ensuring the full participation of all students in this course. Students with a documented disability needing some accommodation to complete course requirements should inform instructor at the beginning of the course.
GAME DESIGN

PROJECTS EXPLANATION 1 / 2: 

This course covers a software development cycle through design, prototyping, and early production and marketing. 
There is one main Final Project: A digital game prototype created in the free Unity game engine. Content related to the theme of Games For Change is encouraged. The game can utilize 2D or 3D production and interface pipelines.

The first 2 weeks we form teams to design “non-object” games using bodies (if in person) or Zoom (if remote) to explore various mechanics, playtesting, and revision based on user feedback.

Weeks 3 and 4 we form new teams to design tabletop games using PlayingCards.io, employing different methods for approaching interactive design and tools for evaluating design strengths and weaknesses. 
Weeks 5 and 6 we implement a small Unity game inspired by our last tabletop game.
Week #7 we choose our final projects and teams, and then spend a week developing pre-production materials: Design Document, Production Backlog, Initial Schedule/ Roles, Initial Research and Prototype. 
For the remaining six weeks you will be responsible for weekly builds and testing to meet these Development Milestones:

Due Week 9: 
Prototype Race: how much can you get done in one week? Greybox art.
Due Week 10: 
Revised Prototype Draft: Bug fixes, still Greybox art, scratch audio.

Due Week 11: 
Full Playable Prototype, to be evaluated for “User Clarity.” Revised art.
Due Week 12: 
Revised prototypes, to be evaluated for “Fun.” Revised art, audio
Due Week 14: 
Prototype Complete: Multiple levels populated, bugs fixed, full art/audio.
Final Presentations: 
Playable Game & Marketing: Trailer, Website, Press Release, icon, screenshots, creator pics / bios.
GAME DESIGN

PROJECTS EXPLANATION 2 / 2: 

RESEARCH EXPECTATIONS: 
Game Development is a large topic, and every game has unique challenges which will require you to solve problems and research solutions beyond the scope of class lecture. 
Fortunately, there is a LOT of help available:
Unity Tutorials: http://unity3d.com/learn/tutorials/modules
Unity Manual: http://docs.unity3d.com/Manual/
Unity Forums: http://unity3d.com/community: The dev community loves to help!
Additionally, email your teacher every day with questions and attend lab hours. Your instructor TAs will announce lab hours in the first week of class, and will be taking attendance. You are expected to attend at least 4 lab sessions this term. Please contact the teacher if this presents a schedule conflict. Many of these labs will offer specific opportunities to advance your knowledge of the game engine and art programs!
ART/AUDIO EXPECTATIONS: 
This course is primarily about game design and production. Most lessons do not focus on art expression, but some students take this course as an opportunity to explore artistic ideas in interactive environments.
The goal of our art and audio software lessons is for all students to gain basic familiarity with the role of art and audio in production pipelines. 
Instead of realistic character models for your games, which would be time intensive, please explore simpler creative options to bring a unique look and feel to your project. Try scanning found- objects, photography collage, crayons, x-rays, etc. applied to simple boxy models. A strange visual design is a good opportunity for marketing! For music and sound effects, try hitting the black keys on a piano, hum, etc. Get playful! 
TEAM ARTISTS: Submit zero-draft placeholders for all assets the first 2 weeks to support playability. Provide revised assets every week!
THEME: 
A great way to find a ready market for your game is to explore Games For Change. Consider something in your own life, at school, or more broadly that feels broken (causes suffering), and consider games for improving life in those situations. 
See McGonigal reading for more inspiration.
NETWORKING FOR INDUSTRY RESEARCH: 
For extra credit, attend at least 1 event online! http://www.madwomb.com/tutorials/GamesBoston.html
GAME DESIGN

WEEKLY BREAKDOWN: 

WEEK 1 (Jan 25): Intro to Course / Design Method 1: Playful Constraints
HOMEWORK: TEAM 1a: Prepare first game for playtesting.
Individually: Install Unity, get a 3-button mouse. 

Tutorial 1: intro to Unity 2D and C#
Read Schell Art of Game Design Chapter 12 on Game Mechanics (42pp)

WEEK 2 (Feb 1): Unity #1. Design Method 2: Playtesting & Radical Revision
HOMEWORK: TEAM 1b: Radically revise first game for playtesting.
Individually: Tutorial 2: intro to Unity 3D (60 min)
Read Schell Chapter 13 on Game Balance (35pp).

WEEK 3 (Feb 8): PlayingCards.io. Design Method 3: Disruptive Mechanics
HOMEWORK: TEAM 2a: Prepare third game for playtesting: Disruption
Individually: Tutorial 3: intro to 2D Art in Photoshop (60 min)

Explore PlayingCards.io, follow in-game tutorial to create a custom card.
Watch and Complete: Unity Roll-a-Ball or another full Unity Tutorial Sequence
WEEK 4 (Feb 15): Unity #3. Design Method 4: Exploit Existing Systems
HOMEWORK: TEAM 2b: Prepare a “Workplace” Game for playtesting.
Individually: Read McGonigal’s Reality is Broken, P2:Reinventing Reality 100pp
WEEK 5 (Feb 22): Unity #4: Prefabs and 3D. Design Method 5: ARGs
HOMEWORK: TEAM 2c: Create your Workplace game as a Unity Prototype.
Individually: PROGRESS REPORT #1: Typed page on your contributions.
Tutorial 4: intro to 3D Modeling in Bender (40 min)
WEEK 6 (Mar 1): Unity #5. Design Method 6: Brave New (Virtual) Worlds

Unity Practice Day: Introduction to Unity XR, Physics, Builds
HOMEWORK: TEAM 2d: Revise your Workplace Unity Game Prototype.

Individually: PROGRESS REPORT #2: Typed page on your contributions. 
Post a brief description of a final project digital game concept.
FINAL PROJECT TEAMS:

WEEK 7 (Mar 8): Design Method 7: Dynamic Team Creation. Preproduction
HOMEWORK: TEAM 3 (Final!): Meet outside of class to (1) Create Playable Paper Prototypes to test your core mechanics, (2) Draft your Design Doc, (3) Draft a Backlog, and (4) Set up online resources for Source Control (GitHub) and Task Tracking (Trello).
Individually: Read Schell Chapter 8 on Iteration (Prototyping, 23pp).
Record a sound effect relevant to your game.
WEEK 8 (Mar 15): Preproduction: Team Development. Maya Animation Tools. 
HOMEWORK: Teams: Discuss and start a Digital Prototype of your core game.

Individually: PROGRESS REPORT #3: Typed page on your contributions.
Tutorial 5: Audio editing to process recorded sound effects (SFX).
No class Mar 22 for Spring Break

WEEK 9 (Mar 29): Production: Team Development. 
HOMEWORK: Teams: Revise Digital Prototype for playtesting playability. 
Individually: PPR #4: What you agreed to produce, what you completed.
Read Schell Chapter 9 on Players (Audience), 
Research solutions to Unity features (and document in PPR). 
WEEK 10 (Apr 5): Level Design 1: Micro and Macro Pacing
Animation in Unity: Mecanim State Machines. Particles. 
HOMEWORK: Teams: Revise Prototype for Greater Clarity.
Individually: PPR #5: What you took on, what you completed, with screenshots.
Tutorial 6: Design a BLB platformer level to show Micro and Macro pacing.

WEEK 11 (Apr 12): Level Design 2: Rational Game Design, Managing Difficulty
HOMEWORK: Teams: Revise Pitch Prototype for More Fun.
Individually: Mid-Development Team and Self Evaluations (no PPR)
WEEK 12 (Apr 19): Level Design 3: Encounters, Lighting, UI, Game Testing 
HOMEWORK: Teams: Revised Game.
Individually: PPR #6: completed tasks with related screenshots.

WEEK 13 (Apr 26): Marketing #1: Audience, Materials, and Conferences

HOMEWORK: Teams: Revised game, first draft marketing materials.


Individually: PPR #7: completed tasks with related screenshots.
WEEK 14 CLASS-LAB (May 3): Reading Week Support: Send at least 1 team rep!



Marketing #2: Trailers, Websites, and Press Releases
HOMEWORK: Teams: Submit Final Prototypes, revised marketing materials.
Individually: Final Team Peer, Self, and Course Evaluations (no PPR)
WEEK 15 (May 10): Final Presentations
Showcase of your final Games and Materials!
Schedule subject to change per class needs. Please coordinate with teammates AND instructor if absent to confirm assignments.
NOTES:

1. Remember the most critical skill in product design is listening: Listen to your colleagues, your testers, and your own intuition.

2. Email your teacher and TA as soon as you hit any kind of problem, so we can help you find resources for solutions. Your Team depends on you!
3. Every production team needs to regularly assess what parts are critical and what can be cut to meet deadlines. Be brave and cut features!
4. A hard part of being an animator on a game production is to allow your work to be seen before it is “finished,” but that is your job: get a full set of intentionally crappy assets into the game as fast as possible, so you do not delay function testing, so you can be sure of proportions and how elements will interact. Then spend the rest of the available time revising!
GAME DESIGN

PIAZZA POSTS:
Here is the list of everything due on Piazza this term 
NOTE: Group work on games, PPRs, and Peer Evaluation must be posted on time, but tutorials have some flexibility-- get them to us as soon as you can, and ask us for help!

PIAZZA IN GROUPS: (every week)

· One post a week from one team member with your team game information, as described on the course website: http://www.Madwomb.com/tufts 
First four weeks: rules for Zoom and Playingcards.io games.                 Thereafter: Unity game links, design docs, and backlogs.

· Be sure all team members are listed in the post.

· Label as homework for that week: hw1, etc

PIAZZA INDIVIDUALLY:
[A] Tutorial Screenshots showing end-results (label as "Classwork"):

1. Unity Scripting / 2D (post once between week 1-3)

Falling trees: https://bit.ly/3axQOOf
2. Unity 3D (post once between weeks 2-4)

Jason's tutorial https://bit.ly/3mTCqW2 


OR
Unity's Roll-a-Ball https://bit.ly/3iZJdwd
3. Photoshop or other 2D tool (post after in-class demo week 3)

Making a card for Playingcards.io (or any other creation):

https://youtu.be/-D46lZPcfwM 

4. 3D asset in Unity: Blender OR Maya (post after in-class demo week 5)

Blender: Jason lessons 1and 8:  https://bit.ly/3aCooCu
OR Maya: Jason video: https://youtu.be/4aeQMjyd31Y
5. Sound files with Audacity (post after in-class demo week 9)

6. Level Design in Basic Level Builder (post after in-class demo week 10)

[B] Personal Progress Reports and Peer Evaluations (due weeks 6-15)

(due starting week 6. label as homework for that week: hw6, etc)

· Starting week 6, you are expected to post a paragraph each week reporting on your contribution to the team's progress that week, explained here: http://madwomb.com/tutorials/gamedesign/GameDesign_PPRinstructions.doc
· Two times this term instead of a PPR we will ask you to submit Peer / Self Evaluations: halfway through the final project and at the end of term.
· Optional: Industry Event Write-Up. See website for details.
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