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ATEC 4367: Rapid Prototyping for Digital Games 
Monday, 7:00 – 9:45 PM 


ATEC 1.202


Spring 2012
Instructors: Jacob Naasz





Office Hours: ATEC 1.908, by appointment only
Email: jcn042000@utdallas.edu or jacob,naasz@gmail.com

Blog: rapidstateofmind.wordpress.com



COURSE DESCRIPTION
This course explores the theory and practice of rapid prototyping for digital games by creating small, agile prototypes in a short amount of time. Students in this course will design, create, and playtest small digital games using a variety of tools available online. The course focuses on examining both successes and failures and teaches students how to use those experiences to create better games in the future. Course culminates in the presentation of a redesigned game and pitch document and a postmortem for an original digital game of the student’s creation. 
Recommended text: 
Challenges for Game Designers, Brenda Brathwaite and Ian Schreiber
COURSE REQUIREMENTS/EVALUATION CRITERIA 
Students are expected to complete all readings and assignments and to engage in class discussion. Students will create a game design portfolio as their major project in this course, including two “Hello World” game prototypes, eight game prototypes, and a final project which will consist of a reworked prototype of one game of their choosing along with a pitch document and a postmortem which they will present to the class. Students are also expected to offer constructive criticism and feedback on the work of their fellow students. 
GRADING
50%
Digital Prototypes: two hello world prototypes, eight game prototypes
30% 
Final Project: final project milestones, redesigned game prototype, pitch document, postmortem 
10%
Failure Analysis Paper
10%

Participation
Late Work
Work is considered late at 7:00PM the day it is due. Once late, students will have a week to complete the assignment to receive partial credit (50%). After a week, students will receive a 0 for the assignment unless otherwise discussed with the professor. Assignments students receive a 0 on cannot be used for the final project.
COURSE SYLLABUS
All readings should be completed by the date listed. This syllabus is subject to change at the discretion of the instructor (all changes will be furnished to students in writing). Lecture topics will be adjusted according to class needs.
Jan. 23
Introduction to the course and suggested tools. 
Review of basic game design principles. 
Handout: How to Prototype A Game In 7 Days
Jan. 30

Discuss How to Prototype A Game In 7 Days. 
More time != better games. 

Handout: Visualizing the Creative Process


DUE: “Hello World” Game 1
Feb. 6
Discuss Visualizing the Creative Process. 

How to criticize without being an a$$hole.
Failure and why it’s good for you.
DUE: “Hello World” Game 2

Feb. 13
Discuss first prototype experience
Handout: Finishing a Game
DUE: Prototype 1
Feb. 20
Discuss Finishing a Game handout

Game literacy and the hurdles of getting mom to play games
DUE: Prototype 2
Feb. 27
Defining My Place in the Industry - What I want to do
Handout: 24 Indie Rules
DUE: Prototype 3
Mar. 5
What is good about your bad idea (and how to make it better)

Discuss 24 Indie Rules
DUE: Prototype 4
DUE: Failure Analysis Paper
Mar. 12

NO CLASS DUE TO SPRING BREAK
Mar. 19
Pitching Games not ideas
DUE: Prototype 5
Mar. 26
Discuss scope of a project and what is reasonable to achieve
DUE: Prototype 6
Apr. 2

Energizing your pitch.


DUE: Prototype 7
Apr. 9
How my game is different from X, Y or Z

DUE: Prototype 8
 
Apr. 16

Introduce redesign process. 


Begin Redesigning Prototype
Apr. 23

Final Project Milestone 1

Apr. 30
Final Project Milestone 2
May. 7
 
Final exam day


DUE: 3 Minute Pitch, Redesigned Prototype, Post Mortem
Information on university policies and procedures:  http://go.utdallas.edu/syllabus-policies 
