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Course InformationCourse Information    
Credits: 4.0  
Prerequisites: Game Design I 
Lectures: Tuesday, Thursday 10:00 – 11:50 am. Joel and Dena Gambord Business and 
Information Technology Building - Room 105 

 
 

Course DescriptionCourse Description    
Continues the development of game and interactive design and production through 
collaborative projects with clients. Emphasizes game and interactive design and production 
skills. Addresses project critique and the proper application of basic principles of game and 
interactive design and development.(Prereq: CST 321) 
 

InstructorInstructor  
Name: Katherine (Katie) Green  
 
Email: katgreen@csumb.edu 

 
Office: BIT207  

Office HoursOffice Hours    
Tuesday & Thursday 1 - 3. Please SCHEDULE office hours with me before you come by 
to ensure I will be in my office.  

 

iLearniLearn    
iLearn is an integral part of this course. The most up to date version of the syllabus and 
schedule will be hosted here. All assignments will be turned in through the iLearn 
system. 

NOTE ABOUT POSSIBLE iLEARN DRAMA: Sometimes iLearn makes a 
boo-boo and eats your assignments. Even when it tells you that the assignment 
went through! I will never lower someone's grade due to technical difficulties, but 
it is equally important that you learn the strategy of “doubling up” on important 
submissions: turn in two copies of your work in different formats. This can save 
both me and you a lot of time if something goes wrong.  

An example of this is turning in the assignment using the typical submission form, AND 
offer a google drive link the comments. This only really applies to important 
submissions, but the frank reality is that technology is never 100% bug free, and a rare 
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error could happen to you. This is not required for any iLearn submissions, but it is a 
good idea.  

Important DatesImportant Dates  

You need to keep track of your own schedule. Important school wide dates are available 
here. Be sure to schedule vacation time around these dates if you can. Use your 
sketchbook or a planner or a phone or google calendar or whatever works for you to keep 
track of dates.  

Recommended MaterialsRecommended Materials    
• No materials are required for this course. High-end computers are available in the 

classroom for game development, including VR headsets. However, a personal laptop is a 
very useful and typical tool for this kind of class.  
 

• A three button-mouse is necessary to use Unity and other 3D tools, not a bad idea to get 
one for your laptop.  
 

• Analog prototyping tools, like dice, flash cards, pen and paper, are always useful to have 
on hand for any developer. Some of these will be provided to the class on certain days.  
 

• A physical hard drive (or even a solid state drive) can be useful to speed up the process of 
saving and transferring large amounts of data from different work environments.  
 
CLASS BOOK: A Game Design Vocabulary by Anna Anthrophy and Naomi Clark. A 
free PDF is available on iLearn, but you can also buy the book (it is only $30! If you 
prefer physical books it’s worth it).  
 
NOTE ABOUT LAPTOPS: The lab computers are powerful and, unless you have a 
high-end gaming machine, will run much faster than your laptop. USE THEM. Yes, 
switching work environments is annoying. Yes, the hot-keys and folder navigation for 
mac and windows are not the same. But being flexible in multiple workspaces is an 
important skill that will make you better at finding jobs and at performing them. Take 
advantage of the awesome technology your tuition is providing for you.  

 

Core ConceptsCore Concepts  

This is a practice-based course that will explore game development as a tool for both 
communication and expression. It is assumed that students have a bedrock knowledge of 
game design and the Unity game engine from the start, allowing more time for 
conceptual exploration and creation. The course will have students develop 3 projects 
over the course of the semester, placing practice-based learning at the forefront of the 
class. Discussions of video games as a constantly changing social and cultural 
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phenomenon will be ongoing throughout the class as students consider how their work 
fits into the greater narrative of game development.  

 

Course OutcomesCourse Outcomes    
Upon completion of this course, students should:  

• Be able to engage in critical discussion about video games as an expressive medium, a 
product, and a cultural force.  

• Have furthered their technical development skills as a necessity to create their own 
projects.  

• Have a broadened understanding of what games can be and the types audiences that exist 
for games. 

• Be able to quickly implement a game development cycle in order to reach viable 
gameplay loops quickly and efficiently.  

 
 

Grading PolicyGrading Policy     
  

Projects  
 
You have three major projects. Each one takes place over a 
month, ending in a critique. The final critique grades for 
each project added together constitute your project grade.  
 

60%  
(60 points) 

Assignments  
 
Each week you will be assigned a variety of work to be 
turned in over iLearn. These are the class assignments.  
 

30%  
(10 points) 

Attendance  
 
Your will lose your 10 participation points if you go over 3 
unexcused absences.  
 

10%  
(10 points) 

 

  

Letter GradesLetter Grades 

Grade      
A+ 100 98 
A  97 94 ≥  
A–  93 <  90 ≥  
B+  89 <  87 ≥  
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B  86 <  84 ≥  
B–  83 <  80 ≥  
C+  79 <  76 ≥  
C  76 <  70 ≥  
D 69 <  60 ≥  
F  50 <  0  

 

Assignments: Homework and In-classAssignments: Homework and In-class  
Assignments are an important part of this class. 
 
• IN CLASS: In-class assignments are outlined, completed, and turned in during class. 

This either count towards participation for that, or are opened on iLearn when class 
begins and close at 11:59 pm the same day. These assignment cannot be made up once 
they close. Sometimes, in-class work will be extended into the Homework for that week.  

 
• HOMEWORK: Every week you will be assigned a homework assignment that requires 

you to apply skills covered in class or supplement a lecture. The assignment will open 
after class and close 30 minutes before the next class, giving you a week to complete it. 
You can turn assignments in late with a 10 point deduction for each day late, the next 
“day” starting immediately after the assignment is due. You have a week to turn in late 
assignments after the due date.  
 

• READINGS: Most weeks there will be an assigned readings. These readings are open 
ALL semester, meaning you can complete them all early, but the readings are relevant for 
the week they are assigned and due the next week. You will read the entire class book 
before the semester is over, plus some extra readings. The readings are due like 
Homework, being due 30 minutes before the first class of the NEXT week. You may turn 
in readings in late, but will lose points for each week they are late (10 point deduction for 
each week- meaning lateness is punished less severely for readings than homework).  
 
 

ProjectsProjects    
There are 3 major projects in this class, worth 60% of your grade. Each project is worth 33% 
of the total percentage. The projects are individual. However, if you would like to form a 
team for one or all of the projects, please speak with me and we can work something out.  
 
PROJECT ONE: GAMES AS SYSTEMS:   
The first project focuses on mechanics, and will be an analog (physical) game. The goal of 
this project is to create a game that offers an engaging experience with a solid core gameplay 
loop, with a goal of eliciting certain emotional reactions in players. This game can be made 
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purely in the interest of entertaining the player and holding their attention for a certain period 
of time. 
 
PROJECT TWO : GAMES AS NARRATIVE  
The second project focuses on narrative, and will be a digital game. The goal of this project 
is to create an experience that tells a story or communicates values. The game should be in 
the interest of either the developer expressing themselves or using the format of an 
interactive medium to involve the player in narrative. 
 
PROJECT THREE : GAMES AS A MEDIUM  
The final project will, for most students, probably be an extension of one of the two projects 
that the student is the most interested in pursuing. It should involve digital tools, but can also 
include analog elements. The student is also free to start fresh. This final project can explore 
any element of game design the student is interested in, and can be made for an audience of 
the student’s choosing. 
 
 

Critiques & Playtest daysCritiques & Playtest days    
It is essential that a game developer be open to feedback received in playtests and critiques, 
and use it to improve their work and develop their ideas further. This class will involve 
regular days dedicated to allowing students to get feedback from their peers and the 
instructor. Attendance is very important on these days, especially on project critique days.  
 

Classroom ExpectationsClassroom Expectations    
Students, as adult learners, are responsible for their own learning. In general, the students 
may expect to spend at least 6-8 hours outside of class per week on average. Nobody is 
going to monitor you outside of class, but try to think of these hours as a rough goal. Far 
too little hours and you’ll fall behind, too many and you risk burnout. Instructor reserves 
the right to make copies of any student work for use for SCD web site, Program Review 
or related purposes.  
 

CommunicationCommunication  
Feel free to contact me over email or in my office to work out any concerns you might be 
having with the class. Communication is often the difference between failing and 
passing. Please do not be afraid to speak out if you have concerns about the class, but 
also feel free to contact me for less dire topics.  
 
I will usually reply very quickly, but please allow up to 48 hours for a reply over email, 
especially on the weekends or holidays. If you are falling behind or worried about your 
grade, you should contact me. I will not contact you over grades.  
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Classroom ConductClassroom Conduct     
The CSUMB Mission Statement reads in part:  
  

"To build a multicultural learning community founded on academic 
excellence from which all partners in the educational process emerge 
prepared to contribute productively, responsibly, and ethically to California 
and the global community."  

  
All students are required to show respect to their fellow students and the Instructor. 
Personal attacks, humiliating or degrading comments, verbal or written, are very serious 
matters, and will be treated as such. Don’t be loud and distracting to other students.  
  
Design classes like this one benefit from a sense of community among the students, and I 
encourage you to freely communicate with your peers. Got a question about where a 
menu is in Photoshop? Want some immediate feedback on your photos, but critique isn’t 
until next week? Need some help with an assignment? You can always ask me, sure, but 
sometimes it’s a lot easier and faster to ask a classmate. 

Academic Integrity PolicyAcademic Integrity Policy  
It is important that you understand what constitutes cheating in this class: as long as you                
ARE OPEN ABOUT YOUR SOURCES, it’s almost actively difficult to cheat in this             
class.  
 
Locating and implementing code or other assets (3D models, textures, etc) from the             
internet that you did not make yourself is a legitimate development strategy. Very few              
people can succeed at all elements of game design alone, let alone have time for all of it,                  
and this class involves many individual projects. This means you might need some help              
from others who have willingly shared their work online.  
 
Within academia, you can use any resource you find (even copyrighted ones) like as long               
as you cite it! The trouble arises only when you claim another’s work as your own.  
 
Cheating in this class is means: claiming that you made something when you did not.               
This can include work made by your peers, even work explicitly created by someone else               
for your use. If you use or alter an asset from another source, you should feel both                 
comfortable with, and obliged to, disclose the assets origin. If you feel the need to hide                
your sources, as if this will make you appear a more legitimate creator, ask yourself why                
you feel the need to deceive others in order to bolster your own ego.  
 
Outside of academia the issues of ownership of ideas and virtual data is a huge topic of                 
concern, but inside of academia the focus should be on learning and making. There is no                
need to reinvent the wheel, but there is the need to acknowledge that you did, indeed, not                 
the invent the wheel in the first place.  
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Please see the CSUMB Catalog for more information about academic honesty, 
including consequences of academic dishonesty: 
https://csumb.edu/policy/academic-integrity-policy 

 

AttendanceAttendance    
Students are expected to be regular and punctual in class attendance, as according to the 
University’s attendance policy. You are allowed three absences without any excuse. 
After that, you will be docked 10 percent from your overall grade. An excused 
absence is one that involves a doctor’s note for illness or an exceptional circumstance 
such as a death in the family. 
 
Students are responsible for all materials covered in lectures and class labs. If you don’t 
come to class, you won’t receive the instruction required for completing the assignments, 
which will make it hard to do well in the class overall. Unless you already know the 
material (in which case, why are you here?), you’ll quickly fall behind if you don’t attend 
class, pay attention, ask questions, and take advantage of the classroom community of 
your peers.  

 

Class EtiquetteClass Etiquette    
- If you talk over me during a lecture, I will personally glare at you to express my 

disappointment. But for real- the class is not really that long, give it (and me!) 
your full attention.  

- Don’t take call in the classroom (obviously)  
- Laptops and cell phones are a common sight in the classroom, and mostly I trust 

you not to be playing Fortnite or downvoting posts on the Fortnite Reddit in the 
middle of class, but this example is clearly based on experience so of course I 
don’t fully trust anyone not to use their devices to screw around in class. If you 
can’t stay focused when you use your devices in the classroom, then stop it. Only 
use your devices in the classroom if you are actively using them for work.  

  

Students with DisabilitiesStudents with Disabilities    
Students with disabilities who may need accommodations please contact me as soon as 
possible during office hours. Please check out this webpage for more information.  
 
Center for Student Success (CSS) CSUMB works to make sure that all students are 
succeeding in their courses. To ensure that this takes place, if you are falling behind or 
are missing too many class sessions, I strongly encourage you to schedule an appointment 
with the Center for Student Success to create an Academic Success Plan and get back on 
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track. The CSS offers services such as one-on-one support, peer mentoring, and study 
skills workshops. CSS is located in the Library, 2nd Floor, Suite 2163, 582-3165. 

      Contact SDR 
(831) 582-3672 
Fax: (831) 582-4024 
Student_Disability_Resources@csumb.edu 
Location: Health & Wellness Services 

 
 

Cooperative Learning CenterCooperative Learning Center    
 

CLC is a campus-wide tutoring program, is open to all students and offers peer tutoring 
services and workshops. It seeks to provide high-quality learning assistance in computer 
technology, math, science, writing, languages and study strategies aimed at enhancing 
learning needs at all ability levels. CLC works with students to expand their knowledge 
and abilities by empowering them to become independent learners.  

Contact CLC 
(831) 582-4104 
clc@csumb.edu 
Location: Tanimura & Antle Family Memorial Library, Suite 2125 

 
 

 

A note about mental health and well beingA note about mental health and well being  
 

College can be a very stressful time. While many people have probably told you that 
college should be the best time of your life, it doesn’t always feel that way. 
Undergraduate culture can encourage isolation and normalize intense risk taking 
behavior. The pressure of college makes many students prone to bouts of anxiety and 
depression, and you should not be ashamed if you find that you are struggling with your 
mental and physical health. Caring for yourself is something you have to learn.  

If you are starting to feel like you cannot cope and are falling behind due to stress 
induced ailments, please contact me or the wellness center on campus. This webpage 
provides a list of many support services the campus provides. Communicating your 
struggles is one of the most important parts of working through them, and don’t be afraid 
to seek help.  
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