Project One

Part 1
Present in class on 2/10

Part 2
Present in class on 2/17

Part 3
Present in class on 2/24

Part 4
Present in class on 3/3

Part 5
Present in class on 3/12
The goal of this project is to design, develop, playtest, and refine a digital game in five and a half weeks. You will work on a small, interdisciplinary team of game developers. By putting effort into this project, you will improve your skills in:
· Teamwork and communication

· Disciplinary expertise (programming, art, game design, production, audio, etc.)
· Scheduling and project management

· Playtesting

· Refining a final product
When showing your game to the class each week, you must provide a URL where your game can be played. Anything on the website will be considered, including instructions for the game, story, and anything else you put there. Anything you send in an e-mail or PowerPoint will not be considered. Put it on the webpage! All previous versions of the game should remain accessible on the website, so by the end of the project, you will have at least five versions of your game available online.
Part 1
In a short presentation (~5 minutes), share your planned schedule and scope of the game. In addition, provide a URL to the class that includes your game. The experience will obviously still be rough because you will have only had one week to work on it. We will review each game in class and provide feedback.

Part 2
Before class, send a message to the course email list with the URL for your game. The website should include the following information:

· A playable version of your game

· A short gameplay video (30 – 60 seconds) for people who are too busy to play the game

· At least one screenshot for people who are too busy to watch the video

· Credits (who is on your team)

· Links to any other relevant information you want to share (nothing is required here, but it might be nice to link to a design document, concept art, Trello, etc.)

Playtest your game outside class at least 2 times by this deadline. Your game will obviously still be early in development. We will review each game in class and provide feedback.

Part 3

Before class, send a message to the course email list with the URL for your game. The website should include everything from Part 2, plus new versions of the actual game, the gameplay video, and the screenshots. Thus, visitors to your website will easily be able to see the progress you’ve made in a mere week. Clearly separate your work from Part 2 and Part 3.

Playtest your game outside class at least 5 times by this deadline. Your game should start to be more polished, since you will be half way through development. We will review each game in class and provide feedback.

Part 4
Before class, send a message to the course email list with the URL for your game. The website should include everything from the previous parts, plus new versions of the actual game, the gameplay video, and the screenshots. Clearly separate your work from Part 2, 3 and 4.

Playtest your game outside class at least 15 times by this deadline. Collect reasonable survey data from your playtesters and analyze it. Besides the normal, weekly demo, you will also present an analysis of your playtest results. Your presentation should include a description of the results, your analysis of those results, and a plan for the final week. It would be reasonable to put this playtest analysis on your website as well. You should be mostly done with the project and focused on addressing your playtest feedback!

Part 5 (Final)
Provide a website that includes the following:

· Your game.

· A short gameplay video (30 – 60 seconds) for people who are too busy to play the game

· At least one screenshot for people who are too busy to watch the video

· All previous game versions, gameplay videos, and screenshots, clearly labeled so website visitors can see your progress over time.

· The full names and roles of your team members (and optionally contact info).

· A list of the Top 5 things your team did well and the Top 5 things your team could improve. Imagine you could go back in time to the beginning of the project and give your team advice, what you would tell your team?

· Anything else you deem relevant to your project.

Also, provide Ira with a 8.5” x 11” flier for your game, suitable for printing in color and displaying proudly. I will be printing a variety of game fliers and posting them near my office so prospective students can have a better sense of game development at Hampshire.

Note that all work in this class, including this project, is governed by the IP Policy posted on the course website.

Teams
Mages Beat-'em-up

Konstantin (Art, Game Design)

Charles (Programming)

Connor (Programming, Game Design, QA)

Kwasi (Game Design)

Lucy (Production, Art)

Sean (Game Design)

Olivia 75% (Audio)

State School, Oculus

Eva (Programming)

Aida (Programming)

Chandra (Production)

Hannah (Game Design, Programming)

Jesse (Art, Audio)

May (Game Design)

Fred 75% (Audio, Game Design)

Moshe & Ketzl

Noah (Art, Game Design)

Alison (Programming)

Michael (Art)

Sam G (Programming)

Wesley (Production, Game Design)

Fred 25% (Audio)

Theory Fighter

Adam (Game Design, Programming)

Adriane (Programming)

Aislynn (Art)

Paulina (Art)

Sam R (Programming)

Olivia 25% (Audio)
Original assignment designed by Professor Ira Fay.
