GAME 333 Syllabus*

* This syllabus will be modified as needed to better facilitate class success.

GAME 333 Project and Process 1

            3 Credit Hours

Dakota State University

Academic Term and Year: Fall 2010
Course Meeting Time and Location: 
12:00noon – 12:50pm,Monday, Wednesday, Friday, East Hall 300
2:30pm – 3:50pm, Tuesday, Thursday, Kennedy 123
Instructors: Steve Graham (skg) and Jeff Howard (JH)

Instructor’s Contact Information: Steve Graham
Steve Graham, Ph.D.

Office: East Hall 12







Office Phone---(605) 256-5819

Home Phone---(605) 556-0208 (emergencies only between 10:00 pm and 7:00 am)

Mobile Phone---(605) 480-6603 (best way to reach me)




EMail Address: skg@dsu.edu
skg’s Calendar: http://www.google.com/calendar/embed?src=skudge%40gmail.com&ctz=America/Chicago  
Steve Graham’s Office Hours:

Check my calendar! 

I also expect to be available on game night, at computer club meetings, during help night, during poker league.
· If none of my office hours or these times work, call, email or drop-by and we’ll work out another time convenient for both of us.
· 
At times I will have meetings, travel, etc. that conflict with the schedule above– these should be marked on my calendar:
http://www.google.com/calendar/embed?src=skudge%40gmail.com&ctz=America/Chicago  
· If you don’t find me (skg) – CALL my cell phone 605-480-6603 – I may have stepped away from my office briefly

EMAIL: Unless it is private information, use the discussion group:

http://groups.google.com/group/dsugameprojects
If you feel something should remain private,, send email. Always prefix the subject line with "[GAME333]" -- this allows automatic filtering of emails into class related folders.

Instructor’s contact info: Jeff Howard
Office: Beadle Hall 328

Email address: jeffrey.howard@dsu.edu
Jeff Howard’s schedule:

Office hours (Beadle Hall 328)
MWF 10:00-11:00, 2:00-3:00
TTH 9:00-11:00

GAME-333-D01 Project and Process I, TTH, 02:30PM-03:45PM
GAME-365-D01 Classical Myth and Media, TTH, 11:00AM-12:15PM     
GAME-492-D01 Topics: Magic & Combat Syst, MWF, 11:00AM-11:50AM
GAME-492-D02 Topics: Level Design, MWF, 09:00AM-09:50AM
GS-100-DA06 University Experience, W, 01:00PM-01:50PM
~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
Course Description: Students will work as members of a game production team while studying topics in the game development process. Development methodologies, such as agile methods, will be explored and applied. Students will learn and apply teamwork methods.

Prerequisite: 
Additional course description (optional): 
Course Prerequisites: GAME 222 and admission to the program.
Technology Skills:



 - software/game development skills in one or more programming languages, modeling tools, etc.

 - ability to work with teammates to learn and use other software tools as needed for the development effort.
Description of Instructional Methods: The course will consist overwhelmingly of hands-on student team projects. The internet and various tools will be used to facilitate the exchange of information, including (but not limited to) email, version control, wikis, course websites, and project tracking software. Mastery is based on contributions to team success, primarily through developing elements incorporated in the game under development.
Required Textbook(s) and Other Materials: Other materials may be posted for distribution on WebAdvisor or links provided.

AAD -- The Art of Agile Development: http://jamesshore.com/Agile-Book/ 

Required: at least one copy of AAD per team
Optional:
Online resource as needed.

Nice video introducing XP (Extreme Programming). 


The first 10 minutes are good general intro. 


After that, it will be most useful for programmers – discussing testing.


http://www.youtube.com/watch?v=XP4o0ArkP4s 
Expectations of Students: Treat this class as though you are a new hire at the game company at which you have desperately wanted a job for years
.
1. Work hard to make your team as productive as possible
2. No activity that disrupts other students’ work
Every student is expected to work at least 10 hours per week, totaling 150 hours over the course of the semester. No two consecutive weeks should ever have less than 20 hours of worked combined. In addition, there will be regular meetings: class meetings, team meetings, and role meetings. Attendance and active participation is required. The regular meetings are not included as part of the 10 hours of work required per week. The hours to be worked are full, 60 minute hours, not typical “class” hours of only 50 minutes. Details of responsibilities will vary depending on individual strengths and team needs. Work on the project means work on the project and does not include texting, web surfing, facebook, etc.
Meetings, categories

· Class meetings – required meetings for the entire class, nearest things we will have to lectures
· Role meetings – required meetings for all team members (both teams!) in a particular role (e.g., leader, content, software

, …?)
· Team Meetings – required meetings for all team members
· Standup meetings (near daily), very short meetings (5 minutes)
· Iteration Demos (weekly) – 30 minutes
· Planning Game (weekly) – 30 minutes

· Other meetings – as determined by the teams – when/who as needed
Meetings:

· Monday: class meetings
· Tueday: other meetings
· Wednesday: Iteration Demos (team meetings)

· Thursday: other meetings
· Friday: Role meetings
· MWF – standup team meetings (possibly more frequently)

· Other meetings within teams as needed (release planning, planning game, …)

· 
· 
· 
· 
· 
· 
· 

3. 
4. 
Evaluation Procedures: Evaluation of team success is based on the team’s adherence to the agile process and the polish of the final game. Evaluation of individual contribution based on personal feedback, team feedback, and instructor observations (Individual grades will typically correspond to the evaluation of the  project as a whole).

Reading assignments: as needed
Assignments: Detailed assignments will normally arise from team planning meetings.
Exams: There are none.
Teamwork: Unless specifically stated otherwise, all work is to be done as a team.
Individual Work: as needed, and, if needed, will be explicitly marked as individual.
Submissions: All submissions will be done via svn.dsunix.net. You must keep everything for the course/project under version control.
Grading: 

Grading/Evaluation is overwhelmingly team-based. Your performance is based on your contribution to the success of the team. Your goal in the class is not to be individually brilliant, but to make your team and the team’s process and the team’s project as successful as possible.

Throughout the course, the instructors will evaluate the team’s implementation of the practices described in AAD. Instructors and other judges will evaluate the game projects at the close of each semester, and decide on grades for the project as a whole. “A” would be for excellent/outstanding work. “B” for good work, with lower grades for less than good work.
Excellent work (for this course) means that a team has followed the agile process diligently and effectively.  The team practices XP. An excellent game (for this course) will be highly polished, well-balanced, bug-free, with appropriate utilities (e.g. installer). It will have excellent gameplay, interesting game mechanics, outstanding artwork, engaging sound, clear menus and easily mastered controls, a stunning user interface, and so on. An excellent game (for this course) does not need to have an extensive scope or lengthy game play! An excellent game (ftc)  needs to do just enough to be really interesting – and what it does it needs to do really well.
Once we have established a grade for the project, we will combine input from team members, from individual students, and from our own observations. For most students, the team project grade will be their grade. If any student (based on information from the team, the individual, and the instructors) has contributed significantly more (or significantly less) to the success of the team, then that individual’s grade may be higher (or lower) than the team project grade, however this is the exception and will be rare and may not happen on any given team any given semester
.

Exceptions:There are exceptions to the above – certain activities are required for this class, and failure to perform them will result in lower grades or failure. 

· Each individual is expected to work at least 10 hours/week on the project
.
 
· No two consecutive weeks should total less than 20 hours of work. 
· Each individual is expected to work at least 150 hours over the course of the semester on the project.
· Attendance at team meetings, class meetings, and role meetings is mandatory. Missing meetings is cause for a lower grade or failing the class.
· Two team and one individual presentations will be required each semester.

Schedule:

The following schedules may/will be modified by the teams, as needed (within certain constraints.)
Preproduction: September

· September: (SKG) Agile Development process – multiple meetings
· Sept. 9th: Last day to drop a full semester class and receive 100% refund
· Sept. 14: (JH) Research skills for historical authenticity and aesthetic cohesion
Production: October – January

· Oct: Team presentations

· Oct/Nov: (SKG) additional meetings on process, tools

· Oct. 18: (JH) Speaking Each Others' Language: Inter-disciplinary written communication to promote team-building
· Nov: Individual Presentations
· Nov. 1: (JH) Holistic Design (making game mechanics work together with story, art style, and audio
· Nov. 15: Last day to withdraw from a full semester course or school and receive a grade of “W”
· Dec. 14, 2:10pm: Final Team Presentations
· Dec. 17, 10:10am: Final Team Presentations
Postproduction: February

· Late spring: design proposals for next year’s projects

Process schedule:

· Standup meetings at least every MWF (more is OK)

· Iteraction Demo’s every Wednesday

· This implies 1 week iterations

· Releases:

· October 1

· December 1

· February 1 (should be playable by or before this date)
· April 1

· May XXX – final release (as class project, anyway)

· Presentations (public):

· October (team): Vision, Release Plan, Road Map 

· November (individual): What the heck are you doin?

· December (team): State of the Game Address
· February(team): playable/beta test

· March (individual): What the heck are you doin NOW?

· May (team): Final release presentation & release party
Academic Integrity (AKA cheating and plagiarism): 
Cheating and other forms of academic dishonesty run contrary to the purpose of higher education and will not be tolerated in this course. You are responsible for your own learning. You will not receive credit for work other than your own. Any additional penalties are at the discretion of the instructor and university. All forms of academic dishonesty may result in penalties. Please be advised that, when the instructor suspects plagiarism, the Internet and other standard means of plagiarism detection will be used to resolve the instructor’s concerns. DSU’s policy on academic integrity (DSU Policy 03-22-00) is available online.
ADA Statement:  If you have a documented disability and/or anticipate needing accommodations (e.g., non-standard note taking, extended time on exams or a quiet space for taking exams) in this course, please contact the instructor. Also, please contact Dakota State University’s ADA coordinator, Keith Bundy (located in the Student Development Office in the Trojan Center Underground or via email at Keith.Bundy@dsu.edu or via phone (605-256-5121) as soon as possible. The DSU website containing additional information, along with the form to request accommodations, is available at http://www.departments.dsu.edu/disability_services/. You will need to provide documentation of your disability. The ADA coordinator must confirm the need for accommodations before officially authorizing them.   

Freedom in Learning Statement:  Students are responsible for learning the content of any course of study in which they are enrolled. Under Board of Regents and University policy, student academic performance shall be evaluated solely on an academic basis and students should be free to take reasoned exception to the data or views offered in any course of study.  It has always been the policy of Dakota State University to allow students to appeal the decisions of faculty, administrative, and staff members and the decisions of institutional committees.  Students who believe that an academic evaluation is unrelated to academic standards but is related instead to judgment of their personal opinion or conduct should contact the dean of the college which offers the class to initiate a review of the evaluation.
University Policy Regarding the Use of Tablets in the Classroom:  The Tablet PC platform has been adopted across the DSU campus for all students and faculty, and tablet usage has been integrated into all DSU classes to enhance the learning environment. Tablet usage for course-related activities, note taking, and research is allowed and encouraged by DSU instructors.  However, inappropriate and distracting use will not be tolerated in the classroom.  Instructors set policy for individual classes and are responsible for informing students of class-specific expectations relative to Tablet PC usage. Failure to follow the instructor’s guidelines will hinder academic performance and may lead to disciplinary actions. Continued abuse may lead to increased tablet restrictions for the entire class. 
Because tablet technology is an integral part of this course, it is the student’s responsibility to ensure that his/her Tablet PC is operational prior to the beginning of each class period. 









�Suggested revision for flow : “a new hire at a game company at which you have desperately wanted a job for years”


�Narrative, art, audio, (specifying content sub-groups, unless we want them all to meet together)


�Not sure exactly which/how many role groups we will want – practical limit may just be how many we can manage


Or maybe we go with role meetings bi-weekly so we can support more different roles or …? Exactly which roles we have meetings for may be fluid, more “as needed”.


�Maybe eliminate the reprise and put this list before the days of the week list, so that students know what the types of meetings are (e.g. role meetings) before they see the dates of the meetings.


�Narrative, art, audio, (specifying content sub-groups, unless we want them all to meet together)


�Organizationally, could we put this back with the first expectations list?


�A little unclear.  Does this mean that “evaluation of team success” and “instructor observations” of individual contribution in some way correspond?  If not, in what ways do instructor observations correspond to project evaluation?


�Good clarification.  Some breakdown of grades according to percentages might help make the grades more defensible in case of contestation (e.g. presentation #1 is worth a certain amount, milestone # 2 a certain amount).


�I want to avoid specific percentages – that will lead us into a false precision. Basing evaluations on team performance is a key part of agile development. Giving an individual grade that differs from a team grade should really be an exceptional event – and one where the difference, positive or negative, is quite clear. 


�How will we measure this?  Digital “time card,” or something else?


�I’ve used a “project log” in the past – a spreadsheet for self-reporting time, and may do so again. Ideally, team participants would be sufficiently motivated and mature that it becomes a non-issue. I’m thinking that we’ll start with the log, and then drop it if/as it proves unnecessary.







