CS327: Interdisciplinary Game Studio, Fall 2017
Mondays and Wednesdays 10:30am – 11:50am, ASH 112
Fridays 1pm – 4pm, ASH 126 (lab)

NOTE: There is a lot of information in this document! Please read it closely and ask questions when you have them. By enrolling in the course, you are agreeing to the requirements and expectations described here.
Professor: Ira Fay, (413) 559-6844, ASH 216, ifay@hampshire.edu
Office Hours: By appointment via http://ifay.youcanbook.me.
Course Website

All course materials will be here: http://irafay.com/classes/CS327
Course Communication
We will use Slack (Hampshire Game Dev) for all course communication. All members of the class must be a member of the appropriate slack channels, and check Slack regularly.

Sign up here, then click "Channels" on the left nav and choose #cs327.

Course Description

Students will design, develop, and publish a digital game in a single semester under the leadership and guidance of Professor Fay. Though the professor will provide team leadership and game direction, the students will be the ones creating the game, including game design, concept art, storyboards, modeling, rigging, animation, shading, lighting, compositing, game programming, tool programming, project management, audio design, marketing, and publishing. We will develop the game using Unity and ideally publish to the Apple App store, the Android Marketplace, and possibly more platforms as well. We will make a free game, and release all assets and code generated in the class to the public domain. Students are expected to be skilled in at least one discipline relevant to game development, listed above. Prerequisite: At least two semesters of course work in a discipline or disciplines related to game development (programming, art, design, audio, management, etc.).
Course Goals
We are aiming to publish an outstanding free-to-play game by the end of the semester. But the real learning goals of the course lie in the intense cross-discipline collaboration among specialists to make that game a reality. We therefore aim for the students in the class to:

1. Be appropriately placed into a role that gives them the opportunity to advance their skills and knowledge in their selected area(s) of expertise.
2. Be encouraged and supported to do their best work in those area(s).
3. Interact frequently and constructively with the other class members, and by so doing, learn about new areas and teach others about their own areas.
4. Learn the general processes and procedures underlying modern digital game development, and in particular understand why their contributions are relevant and how they will be used.
5. Learn how to be a positive, contributing member of a creative team.
6. Help create positive press for Hampshire College and the people and programs involved in this project.
7. And, ideally, have fun while doing so!

Skills and Knowledge
In this course, you will learn, practice, and develop many skills, including:

· Teamwork

· Communication (written, verbal, aural, visual)

· Giving useful feedback

· Receiving and filtering feedback

· Role-specific skills (programming, 3D art, 2D art, audio, production)

· Being resourceful and problem solving

· Public speaking

· Facilitating collaboration
· Using a variety of industry standard software tools (Maya, Unity, etc.)
Structure of Class Meetings

The majority of classes will be structured as follows: Roughly half of class time (~40 minutes) will be comprised of one or more group presentations where a subset of our development team (say, the UI designers) will present their work to the class as a whole for feedback. These group presentations will also include regular game demos, during which the entire class will see and ideally interact with the latest build of our in-progress game. The other half of each class (~40 minutes) will allow for group meeting time and one-on-one conversations between individual team members and the project leaders. Throughout the course, each student will have multiple opportunities to meet one-on-one with the project leaders in this way. We will employ frequent surveys to ensure this class structure serves the course goals, and will change it as needed.

Required Materials

Access to a computer with Unity. We will use version 2017.1.1. Bring your own laptop, or use one in the lab. Download Unity for free here: https://store.unity.com
Strongly Recommended Materials

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

Additional Resources
On the course website (http://irafay.com/classes/CS327), there is a Useful Links section. Check it out!

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 ten hours per week (on average) doing activities outside of class time, including projects, playtesting, reading, and anything else related to game development.

Evaluation Criteria
Evaluations/grades will address a student's overall engagement with the course throughout the term, as determined by factors such as the quality and creativity of assignment work, class participation, teamwork, personal growth, and effort.

Feel free to contact me if you want additional feedback on your performance in the course so far. To get an evaluation/passing grade for this course, you must:

1) Successfully complete your PROJECT WORK.
High-quality project work is expected from every student. Students who turn in poor-quality work will be warned once, and if a second task is turned in at an unacceptable quality, the student will not receive an evaluation in the course.

In this highly-collaborative class, one student’s finished work is the starting point for another student’s work. As a result, students are expected to hand in their work on time and following the proper protocols so their work is available to the rest of the team.

Every task should have a specific deadline, and if you don’t know how and where to hand off your work, ensure you ask your team lead, producer, and/or instructor. Lateness and/or failure to hand in work properly are grounds for not receiving an evaluation. Furthermore, any critical-path work that remains incomplete for too long (as determined by the instructors) will be assigned to another student.

2) Maintain excellent ATTENDANCE.

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. Since game development draws on personal experiences, all of you will be expected to critique ideas thoughtfully, respectfully, and honestly.
Students with more than two absences (or repeatedly late) will not get an evaluation for the course. 
3) PARTICIPATE actively as a part of the team.

You are expected to engage actively in the work of the class, in the classroom, during lab time, and electronically via Slack or other digital means. This can take the form of listening carefully, staying focused on the task at hand, sharing thoughtful ideas, etc. Effort and resourcefulness are also major components of participation.

4) Provide written FEEDBACK to the instructors when requested.

We are planning to survey the class at multiple points during the term and also will expect each student to write a SELF-EVALUATION at the end of the semester.
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.

Game Credits

Please refer to the Intellectual Property (IP) Agreement for this course.
Bonus Information
I’ve included the most important bonus information on the course website (http://irafay.com/classes/CS327). There is a growing game development community in the Five College area, and you are a part of it! You can be as connected to it as you’d like.
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. I will strive to be on Slack regularly as well.
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
Because this is an upper level course, it doesn’t count toward distribution requirements by default. If you need it to count for some reason, it would be reasonable to include 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/oars/office-of-accessibility-resources-and-services.
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

These are listed in the Bonus Info on the course website, but the most important one to know is: http://lists.hampshire.edu/mailman/listinfo/gamedevelopment
Special Thanks
Thank you to the following professors who helped me with this syllabus:

Chris Perry

Ruth Kaplan

Lee Spector

Laura Wenk

Class Schedule (subject to change)
Google Doc here
Secret Quests:
Attend at least 1 Game Gathering, or other outside-of-class game event
Attend a Game Jam

Attend office hours at least once

Attend every class
Turn in every project on time

Read Art of Game Design and send Ira your thoughts
Find these secret quests and e-mail Ira that you found them
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