	Faculty
	Electrical Engineering and Computer Science

	Course Title
	Game Design SYLLABUS

	Number of ECTS credits
	6 ETCS

	Hours per week (SWS)
	2 lecture + 2 laboratory + 1 supplementary exercise

	Semester
	Bachelor / summer term

	Course objective
	The main game design methods are developed “top down” – from the first idea, game classification, plot design, look-and-feel, audio visual elements, interaction design, story telling

mechanisms etc. down to typical software architectures and finally the object level design.

	Prerequisites/Course Policies
	OOP (in any language), at least some basic knowledge in Java, experiences in gaming (different genres please).

You possibly may know that from other lessons: As a member of a learning community instructors and students agree to a tacit social contract. That contract ensures that all participants will attend every class meeting, engage one another in an informed and spirited manner, and complete all assigned responsibilities on time. In other words, attendance and participation, assignments, project and exams are your assigned responsibility.

	Recommended reading
	1. Rollings, Morris, Game Design and Architecture, (Coriolis)

2. Salen, Zimmerman, Rules of Play – Game Design Fundamentals, (MIT Press)

3. Brackeen, Developing Games in Java, (New Riders)

4. www.gamasutra.com – endless resources and articles

5. www.gamestudies.org – int. Journal of Computer Game Research

	Teaching methods
	Lecture, lab work, group work

	Assessment methods
	There will be 3 students presentations. The first two can be performed in 1-2-student groups. The last one (2 day Workshop) in 4-student groups. The content and form of the presentations are object of grading.

Course grades will be based on your performance on the exams, assignments and project.

Workshop: 60%

Pattern: 10%

Analysis: 30%

I reserve the right to adjust these weights as necessary during the term.

	Language of instruction
	English

	Name of lecturer
	Prof. Dr. Helmut Eirund

	Email
	Helmut.Eirund@hs-bremen.de

	Link
	

	Course content
	The main game design methods are developed “top down” – from the first idea, game classification, plot design, look-and-feel, audio visual elements, interaction design, story telling

mechanisms etc. down to typical software architectures and finally the object level design (but we will not implement the final concepts – this is left to further lessons...). Most steps are reflected with popular games (feel free to bring in your favorites!). Game Design has a lot of interdisciplinary aspects – you should be open to this.


