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This course develops fundamental skills in production and project management for 
interactive games. This course will explore the process of game production through 
designing, scheduling and creating an original playable prototype in a 3D game engine. 
Students will design independently and as part of a team. 

IV. MAJOR LEARNING OUTCOMES 
Upon completion of this course a student will be able to: 

A. Analyze how an industry-standard 3D grune engine works 
B. Plan, schedule, acquire and integrate all the necessary elements to produce a 

functioning game and game level 
C. Manage the production process, including deadlines 
D. Define his/her role in a game production work environment 
E. Produce a game in a team enviromnent 

V. CONTENT 
A. 3D game engine overview 

CCSF, V1SUal Media Design, VMD 182: Game Production Workflow, February 2015, Page 1 of3 



1. Examine basic interface within the application 
2. Set up a project 
3. Evaluate lighting and particle effects 
4. Identify basic graphical user interface features 
5. Analyze behavior of assets and collision detection 
6. Evaluate basic scripting actions 

B. Prototype Creation 
1. Create an individual concept and game 

a. Formulate a 2D or 3D game concept 
b. Create a design document 
c. Develop a production schedule 
d. Acquire assets 
e. Employ engine to create a game "demo" or prototype 

2. Create a concept and game in a collaborate team 
a. Build a team of between two and five students 
b. Define individual skills 
c. Designate responsibilities and roles in the team 
d. Generate collaborative design documents for a complete game level 
e. Develop written production schedule with deadlines and deliverables 
f Acquire assets 

1. Text (narrative, expository, dramatic) 
2. Graphics (illustrations, photographs) 
3. Sound (music, voice talent) 
4. Animation 
5. Video (e.g. 'cut scenes') 

g. Employ gaming engine to create complex playable level 
1. Integrate assets 
2. Iterate design 
3. Program assets 
4. Communicate and troubleshoot issues 

h. Apply methods of quality control and evaluation 
1. Testing methodology 
2. Evaluation criteria 
3. Critique/Feedback strategies 

VI. INSTRUCTIONAL METHODOLOGY 
A. Assignments 

I. In-class assignments and class presentations, including such exercises as: 
a. Creating a design document, production schedule, storyboards, budget, 

programming draft and game prototypes 
b. Practical tutorials to learn game engine 
c. Production of game 
d. Written and verbal critiques of classmates' projects 
e. Mid-term presentation of project 
f Final presentation of project 

2. Out-of-class assignments, including: 
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a. Written essays from research about games 
b. Development of assets including text, graphics, sound and animation and video 

for game prototype 
c. Production of game 
d. Written self and group evaluation 

B. Evaluation 
1. Written assignments, such as design document, storyboards, budget, production 

schedule, project specification documents and team- and self-evaluation. 
2. Practical assignments, such as asset creation, level prototype and game engine 

assignments 
3. Class participation in discussion and critiques on topics such as game concepts 

and level design 
4. Individual and group projects such as creating design documents, game characters 

and levels 
5. Midterm project presentation on topics such as creating 2D and 3D game concepts 
6. Final interactive game project 
7. Teammate feedback/evaluation on final project 

C. Textbook and online documentation: 
1. Galuzin, Alex. Preproduction Blueprint: How to Plan Your Level Designs and 
Game Environments, worldofleveldesign.com (no publishing date provided). 
2. Unity game-level software documentation, found at docs.unity3d.comlManual. 

VII. TITLE 5 CLASSIFICATION 
CREDITINON-DEGREE APPLICABLE (meets all standards of Title 5. Section 55002(b». 
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