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DIG 2XXX Intro to Game Design and Development
Email: 
Office Hours:  
COURSE DESCRIPTION
This introductory game design course covers the fundamental principles of creating engaging and interactive games. Students will explore key concepts such as gameplay mechanics, level design, user experience, and narrative development, gaining hands-on experience in designing a basic game. By the end of the course, students will have the skills to conceptualize, create a full game design document, and refine their own game designs using industry-standard tools and techniques.
Prerequisites: Admission into the Game Media or Animation Media major or permission from the instructor.
COURSE OBJECTIVES
By the end of the course, students will: 
· Understand core game design principles and learn the foundational concepts of game design, including gameplay mechanics, player experience, and balancing, to create engaging and fun game experiences.
· Explore narrative and storytelling in games and understand how narrative and storytelling contribute to the overall game design, focusing on integrating story elements with gameplay mechanics.
· Understand player psychology and motivation and explore how player behavior, motivation, and feedback loops influence game design decisions and contribute to a satisfying player experience.
· Collaborate on game design projects and develop teamwork and group communication skills, simulating a real-world game development environment.
· Develop game concepts and practice creating and delivering a simple game pitch, focusing on translating ideas into playable concepts without heavy coding.
Course Modality
This course will be taught as a face-to-face course. Students are expected to attend class in person. There will be no Zoom option for class meetings.  
Required/Recommended Texts 
There are no required texts for this class.
ASSIGNMENTS
· Game Concept and Pitch Assignment – 100 points
Students will create a game concept document, including a brief description of the gameplay mechanics, target audience, and unique selling points. They will also design a simple pitch to present their concept, simulating a real-world pitch to stakeholders or publishers. DUE: Due date

· Basic Game Prototype – 150 points
Using a game design tool (such as Unity or Unreal), students will create a simple, non-programming game prototype that focuses on one or two core gameplay mechanics. The prototype should demonstrate an understanding of gameplay flow and player interaction. DUE: Due date

· Level Design Exercise – 150 points
Students will design a basic level for their game, paying attention to layout, difficulty progression, and player guidance. This assignment will encourage students to create a challenging and engaging environment that aligns with their game’s mechanics. DUE: Due date

· Player Feedback and Iteration – 150 points
Students will review and provide constructive feedback on game mechanics, user experience, and overall enjoyment. They will then use this feedback to refine and improve their own game prototype. DUE: Due date

· Final Project – Complete Game Design Document and Prototype – 150 points
For the final project, students will submit a comprehensive game design document (GDD) for their game concept, including detailed descriptions of gameplay mechanics, level designs, and narrative elements. Along with the document, they will create a fully functional prototype of their game, demonstrating the key mechanics and features developed during the course. The final project will showcase their ability to conceptualize, iterate, and prototype a game from start to finish. DUE: Due date

· Participation – 100 points
Participation includes regular attendance, on-time arrival to class and participation in class discussions.
Maximum Points Possible – 800
Final Grade Scale
All grading will be done on a point system, with a letter grade assigned at the end of the term based on points earned from a total of 550 points. Calculate your final score as follows:
· 94% and higher or 752 points and higher:	A
· 90-93% or 720-751 points: 			A-
· 87-89% or 696-719 points:			B+
· 84-86% or 672-698 points:			B
· 80-83% or 640-671 points: 			B-
· 77-79% or 616-639 points: 			C+
· 70-76% or 560-615 points: 			C
· 65-69% or 520-559 points:			D
· Below 65% or below 520 points: 		F

COURSE POLICIES
Attendance - Your presence in class and your class participation are essential. You will be expected to attend every class with the assigned work completed, and to contribute meaningfully to class discussion. 
Deadlines - Successfully meeting deadlines is an essential part of being a media professional. Therefore, late work will only be accepted in the case of a documented emergency or if circumstances are cleared with me prior to the due date. Late work submitted without prior approval will result in substantial grade reduction. Work submitted more than 2 weeks late will not be accepted.
Academic Misconduct Statement 
Florida International University is a community dedicated to generating and imparting knowledge through excellent teaching and research, the rigorous and respectful exchange of ideas, and community service. All students should respect the right of others to have an equitable opportunity to learn and honestly demonstrate the quality of their learning. Therefore, all students are expected to adhere to a standard of academic conduct, which demonstrates respect for themselves, their fellow students, and the educational mission of the University. All students are deemed by the University to understand that if they are found responsible for academic misconduct, they will be subject to the Academic Misconduct procedures and sanctions, as outlined in the Student Conduct and Honor Code. 
Academic Misconduct includes: 
Cheating 
· The unauthorized use of any materials, information, study aids or assistance from another person on any academic assignment or exercise, unless explicitly authorized by the course Instructor.
· Assisting another student in the unauthorized use of any materials, information, study aids, unless explicitly authorized by the Instructor.
· Having a substitute complete any academic assignment or completing an academic assignment for someone else, either paid or unpaid.
Plagiarism 
· The deliberate use and appropriation of another are work without any indication of the source and the representation of such work as the Student's own.
· Assisting another student in the deliberate use and appropriation of another’s work without any indication of the source and the representation of such work as the student’s own. 
Self-Plagiarism - Students may not use papers or other work that they produced for another class or for work as part of the work in this class.
Factual Errors and Spelling Errors - All student projects must be free of errors of fact. Each grammar, style or spelling error, will result in a 5-point deduction from the project final grade. Factual errors may result in a failing grade on the assignment. Meticulous research, careful copyediting, and a thorough proofreading of final work, will usually catch any errors before the project is submitted for grading. Students who need help writing academic papers may consult the FIU Center for Excellence in Writing over Zoom https://writingcenter.fiu.edu/make-an-appointment/index.html. 
Canvas - This course will utilize Canvas. Students are expected to log in regularly to check grades and access course materials.
Constructive Criticism -In this class, students will be required to present their work to the class and explain their production choices. Students will constructively critique each other's work. 
Inclusivity Statement 
This course will serve to embrace the diversity and inclusivity found within Florida International University. We appreciate and respect diversity, equality, equity, cooperativeness, community, and sustainability within our online courses. We are committed to the ongoing education of our students and their participation within the course regardless of gender, ethnicity, age, sexual orientation, geographical location, religion, and disability. We strive in encouraging collaboration by preparing our students to value the differences in others. At the core of our intentions is the encouragement of acceptance and appreciation of differences within our student population and community. 

CLASS SCHEDULE
This is an outline of our planned schedule. The schedule is subject to change.
Module 1 – Week 1-3
Game Concept and Pitch Assignment
Module 2- Week 4-6
Basic Game Prototype
Module 3 – Week 7-9
Level Design Exercise
Module 4 – Week 10-12
Player Feedback and Iteration
Module 5 – Week 13-15
Final Project


