CS181: Women in Game Programming, Fall 2015
Mondays and Wednesdays 1pm – 2:20pm, ASH 126
Professor: Ira Fay, (413) 559-6844, ASH 216, ifay@hampshire.edu
Office Hours: By appointment via http://ifay.youcanbook.me.

TAs: Jen Maxwell, Isaiah Mann

TA Office Hours: ASH 126

Saturday: 1pm - 3pm (Jen)

Sunday: 1pm - 2pm (Jen), 4pm - 5pm (Isaiah)

Tuesday: 6pm - 8pm (Isaiah)
Course Website

All course materials will be here: http://irafay.com/classes/CS181
Course Email Lists
CS181@lists.hampshire.edu to contact everyone, and CS181tas@lists.hampshire.edu to contact only the TAs and Ira. We will use the lists for communicating useful information throughout the course, and students are encouraged to use it as well. All members of the class must be subscribed to the main list.

Course Goals
In this course, you will learn, practice, and develop many skills, including:

· Creating step-by-step instructions to solve computational challenges.

· Writing mathematical expressions in at least one programming language.

· Writing conditional expressions in at least one programming language.

· Writing simple iterative statements in at least one programming language.

· Writing simple non-recursive functions in at least one programming language.

· Using simple data structures in at least one programming language.

· Understanding and employing good programming practices, such as comments,
self-documenting code, and style.

· Understanding and employing object oriented programming concepts.

· Working in teams with other programmers.

· Understanding programming in the context of game development.
· Critiquing code and discussing it with other programmers.

And, we will do all of that in an environment that is particularly welcoming to self-identified women, while addressing the current gender imbalances in the professional world of game development! The course will also include guest interviews with notable women in game programming.
Required Materials

Access to a computer with Unity. We will use version 5.1.3. Bring your own laptop, or use one in the lab. Get Unity for free here: https://unity3d.com/get-unity/download/archive
Additional Resources

On the course website (http://irafay.com/classes/CS181), there is a Useful Links section.

Your TAs will also be quite helpful!
Game Related Books that are Awesome

“The Art of Game Design: A Book of Lenses,” by Jesse Schell

“Challenges for Game Designers,” by Brenda Brathwaite and Ian Schreiber
“You,” by Austin Grossman
“Ready Player One,” by Ernest Cline
“Reality is Broken,” by Jane McGonigal

Class Etiquette and Attendance
Though programming is sometimes solitary, game development happens collaboratively. If you miss class, you will be depriving your classmates of your creative ideas and feedback. Please attend every class on time and ready to contribute. Everyone will be expected to share ideas thoughtfully, respectfully, and honestly.
Time Commitment Expectations
As with most things, the more time you put into this course, the more you will get out of it. I expect you to spend at least seven hours per week (on average) doing activities outside of class time, including projects, playtesting, reading, and anything else related to game development.

How to get an Evaluation for this Course

1) Write a self-evaluation.

2) Commit at least seven hours per week (plus class time) to the course.

3) Complete all the projects on time, putting forth your best effort.

4) Miss 2 or fewer classes, and participate fully while in class (listen carefully, stay focused on the task at hand, share thoughtful ideas, etc.)

a. If you are excessively or repeatedly late or distracted, it will be impossible to participate fully in the class session, and I will count it as an absence.

If you are falling behind and would still like to pass (or get an incomplete), then you must communicate with me ASAP. If you have any questions, contact me.

Evaluation Criteria
Students will be evaluated in consideration of the following items:

· Projects

· Peer feedback

· Attendance and class participation

· Time commitment and communication

· Self-evaluations

Projects
The course will include three major projects, some individual and some in small teams. All projects will be posted in the Projects section on the course website.

Bonus Information
I’ve included the most important bonus information on the course website (http://irafay.com/classes/CS181), including things like a game jam, game gatherings, an awesome arcade, a word game, and useful email lists to connect you to the game development community.

E-mail Professionalism
There are certain standards for professional e-mails, and e-mail (not Facebook) is currently a primary mode of communication in the work place. We will practice sending professional e-mails in this class. Guidelines include:

· Relevant subject line

· Some greeting (Dear Ira, Hello Professor, etc.)

· Some message body, even if it’s only one line

· Some closing, with your name (Sincerely, Greg)

· No spelling or grammar errors (run spell check, proof read before sending)

Response Time

E-mail and office hours are the best way to reach me, and I will respond to all e-mails within 48 hours, except over holidays.
Saving Trees
Whenever possible, please submit assignments to me in digital format via e-mail.

File Backups
Since you do lots of digital work, I strongly recommend a file backup system. There are many free options, including Dropbox and Google Docs. Use something and avoid tragedy.

Area of Study
This course will satisfy distribution requirements for either Mind, Brain, and Information or Arts, Design, and Media.

Cumulative Skills
The work in this course will help you develop your cumulative skills in Independent Work.

Center for Academic Support and Advising (CASA)
CASA is an incredible resource available to you. If you would like additional support, contact CASA here: https://www.hampshire.edu/casa. If you are a student with disabilities, please contact Disabilities Services, accessibility@hampshire.edu, (413) 559-5498,

https://www.hampshire.edu/casa/information-for-students-with-disabilities. 

Plagiarism and Integrity
Here are some things that are totally OK to do:

1) Talk with another person and discuss ideas.

2) Playtest games together and share feedback.

Here are things that are bad to do:

1) Send a copy of your work to someone else for them to copy or modify.

2) Use what someone else wrote or said without quoting them nor attributing it to them. If you have any doubt, just quote and mention them.

If you're wondering if you can hand in joint-work instead of individual work, feel free to ask me in advance. If you do joint-work, give credit to your teammate(s).
Don’t lie, don’t cheat, and treat each other and me with respect. If you have questions, ask me. If you make a mistake, tell me. You can read Hampshire's official policy on Plagiarism here: https://handbook.hampshire.edu/node/87
E-mail Lists

Listed in the Bonus Info on the course website, but the most important one to know is:

http://lists.hampshire.edu/mailman/listinfo/gamedevelopment
Game Jam

Listed in the Bonus Info section on the course website.

Game Gatherings
Listed in the Bonus Info section on the course website.

Game Analysis: D&D Miniatures (DDM) League

Listed in the Bonus Info section on the course website.

Game Library

Listed in the Bonus Info section on the course website.

The Quarters
Listed in the Bonus Info section on the course website.

Word Snack

Listed in the Bonus Info section on the course website.

Game Stores

Listed in the Bonus Info section on the course website.

Special Thanks
Thank you to the following professors who helped me with this syllabus:

Christian Duncan

Salman Hameed

Ruth Kaplan

Eitan Mendelowitz
Lee Spector

Laura Wenk

(See how I did that? So easy! You can do it too.)
Class Schedule (subject to change)
	Date
	In Class
	Start
	Due

	9/9
	Course intro, Name games
	Project 1
	

	9/14
	Rosh Hashana – No Ira, lab time
	
	 Project 1 – Part 1

	9/16
	Math vs. Programming, publishing from Unity, webpages, GitHub
	
	

	9/21
	Alice Ching, Update() loop, Time.time
	
	Project 1 – Part 2

	9/23
	No Class – Yom Kippur
	
	

	9/28
	Rachelle Davis, good programming practices
	
	

	9/30
	Josie Nutter, mathematical expressions 
	
	Project 1 – Part 3

	10/5
	Katie Correll, conditional expressions 
	Self-Review
	

	10/7
	Project 1 walkthrough, debugging techniques
	Project 2
	Project 1 – Final, Self-Review

	10/12
	No Class – October Break
	
	

	10/14
	Iterative statements: for, while
	
	

	10/19
	Functions
	
	Project 2 – Part 1

	10/21
	Jess Loeb, Functions: arguments
	
	

	10/26
	Ana Balliache, Cupcake Lab
	
	Project 2 – Part 2

	10/28
	Data structures: Arrays
	
	

	11/2
	Lilian Yoho, Multi-dimensional arrays
	
	Project 2 – Part 3

	11/4
	Code Critiques
	
	

	11/9
	Working in teams
	Project 3
	Project 2 – Final

	11/11
	Good programming practices revisited
	
	

	11/16
	Goksu Ugur, User input/output (I/O)
	
	Project 3 – Part 1

	11/18
	Object Oriented programming
	
	

	11/23
	Programming in the games industry
	
	Project 3 – Part 2

	11/25
	No Class – Thanksgiving
	
	

	11/30
	Coroutines, lab work time
	
	

	12/2
	Code critiques, lab work time
	
	Project 3 – Part 3

	12/7
	Lab work time
	Self-Review
	

	12/9
	Final project demo
	
	Project 3 – Final, Self-Review


Note: The Pioneer Valley Game Developers are hosting a game jam on September 26-27 at TopatoCon. Everyone in this class is strongly encouraged to attend. See the course website for more information.
Secret Quests:
Attend at least 1 Game Gathering
Attend a Game Jam

Attend office hours at least once

Attend TA lab hours at least once

Attend every class
Turn in every project on time

Read a recommended book and e-mail Ira your thoughts
Find these secret quests e-mail Ira that you found them
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