      Course Outline for Introduction to Video Game Design - Pertinent Elements
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The Basic Sequence of Game Design



Develop the idea for the game



Construct storyboards and sketches



Develop main characters and action



List the details of the game and the game universe



Create the design document



manipulate a 3D game software package
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The Basics for Game Developers



Research the field of games on the market and take a new perspective


to develop a game



View films and videos to get ideas for games



Examine any sport and create a futuristic video game version



Develop dreams and nightmares into a video game
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Application of the Basics for Game Developers



Create and outline of your intended storyline



Develop a storyboard with indicating levels within the game



Create a story frame for each level of the game



Write a paragraph or two explaining each frame.
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Considering Details



What can characters do



Who is the hero



How many enemies will the hero fight



What kind of weapons are available



How many levels does the game contain


How does the player get rejuvenated or regain power



Can more than one play



What is view



What kind of sound track



What are the personalities of the main characters



What vivid description will define each character
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The Design Document



Records your ideas in a format that resembles a movie script



Allows for editing your and checking your logic before actual design 


begins on the computer



Gives a clear view of your game universe in writing



Becomes a collection of information when writing proposals for sale of 


the game
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Graphics Programming



3D Mathematics



The transformation and lighting pipeline



Initializing  Direct3D



Vertex and index buffers



Single and multi texture effects



Camera management systems



Compressed textures



Texturing and the texture blending cascade



Alpha blending
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Graphics Programming Software



The D3DX Mesh Containers



Progressive meshes



Scene Hierarchies



Keyframe animation



Index/non index vertex binding



Skeletal animation



Tree animation and rendering



X files



Motion blending



Quadtree, Octrees and kD-Trees



Binary space partitioning trees and potential visibility sets
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Physics for Game Developers



The principles of Newtonian physics



Simulating gravity



Simulating friction



Modeling acceleration and velocity



Trajectories



Collision and detection response



Animation technique
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Evaluation - Including but not limited to:



Tests and quizzes



Essays



Individual research



Portfolios



Group projects



laboratory experiments



Art projects



Performance tasks



Article reviews



Terminology exams

