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SUBJECT CARD
Name in Polish: :                                Gry komputerowe
Name in English:                                Video games
Main field of study (if applicable):     Computer Science
Specialization (if applicable):              Information System Design
Level and form of studies:                  2nd level, full-time
Kind of subject:                                  obligatory
Subject code                                       INZ2406
Group of courses                                NO
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	Lecture
	Classes
	Laboratory
	Project
	Seminar

	Number of hours of organized classes in University (ZZU)
	30
	
	30
	
	

	Number of hours of total student workload (CNPS)
	60
	
	90
	
	

	Form of crediting
	crediting with grade
	
	crediting with grade
	
	

	For group of courses mark (X) final course
	
	
	
	
	

	Number of ECTS points
	2
	
	3
	
	

	including number of ECTS points for practical (P) classes 
	
	
	3
	
	

	including number of ECTS points for direct teacher-student contact (BK) classes
	1,2
	
	1,8
	
	



	[bookmark: table03]PREREQUISITES RELATING TO KNOWLEDGE, SKILLS AND OTHER COMPETENCES
1. Knowledge of software design.
2. Ability to process multimedia information at basic level.
3. Practical knowledge of basic technologies in online systems.




	[bookmark: table04]SUBJECT OBJECTIVES
C1. To acquaint students with basic issues of designing and developing video games.
C2. To introduce students to the problems of domain integration in video game development workflow.
C3. To provide practical skills of  game design and prototyping using existing components and libraries.
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	SUBJECT LEARNING OUTCOMES
relating to knowledge:
PEK_W01 Basic knowledge about designing and developing video games.
PEK_W02 Knowledge enabling the characterization of domain and roles in video game development process.
PEK_W03 Knowledge about tools for video game design and prototyping.

relating to skills:
PEK_U01 The use of tools for video game design and prototyping for selected platforms.
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	PROGRAM CONTENT

	Lectures
	Number of hours

	Lec 1
	History of video games
	2

	Lec 2
	Video game platforms
	2

	Lec 3
	Video game genres 
	2

	Lec 4
	Domains of video game development
	2

	Lec 5
	Process of video game development 
	2

	Lec 6
	Roles in the process of  development
	2

	Lec 7
	Game localization
	2

	Lec 8
	Level design
	2

	Lec 9
	Level editors
	2

	Lec 10
	Game creation systems
	2

	Lec 11
	Game engines
	2

	Lec 12
	Game hacking and modding
	2

	Lec 13
	Virtual reality
	2

	Lec 14
	AI in video games
	2

	Lec 15
	Video game trends
	2

	
	Total hours
	30
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	Project
	Number of hours

	La1
	Introduction to topics and tools
	2

	La2
	3D object modeling
	2

	La3
	3D object modeling – cont.
	2

	La4
	3D object modeling – cont.
	2

	La5
	3D game prototyping
	2

	La6
	3D game prototyping – cont.
	2

	La7
	3D game prototyping – cont.
	2

	La8
	3D game prototyping – cont.
	2

	La9
	2D game prototyping
	2

	La10
	2D game prototyping – cont.
	2

	La11
	2D game prototyping – cont.
	2

	La12
	HTML game prototyping
	2

	La13
	HTML game prototyping – cont.	
	2

	La14
	HTML game prototyping – cont.	
	2

	La15
	Project presentation
	2

	
	Total hours
	30
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	TEACHING TOOLS USED

	N1. Multimedia presentations and videos introducing and illustrating the subjects presented in the lecture.
N2. Practical introduction to using developer software via remote desktop / projector.
N3. Online learning management system (moodle) for communication and monitoring progress of student learning.



EVALUATION OF SUBJECT LEARNING OUTCOMES ACHIEVEMENT
	[bookmark: table0C]Evaluation (F – forming (during semester), P – concluding (at semester end)
	Educational effect number
	Way of evaluating educational effect achievement

	F1 – progress evaluation after sprint 3
	PEK_U01
PEK_W03
	Individual conversation with project team members.

	C1 – final mark for lecture
	PEK_W01
PEK_W02
PEK_W03
	Multiple choice test

	C2 – final evaluation of the project
	PEK_U01
PEK_W03
	Final mark after the presentation of a finished project.


[bookmark: table0D] 
	[bookmark: _GoBack]PRIMARY AND SECONDARY LITERATURE

	PRIMARY LITERATURE:
[1]  Rollings, Andrew & Morris, Dave:  Game Architecture and Design, New Riders, ISBN-10: 0735713634, ISBN-13: 978-0735713635, 2012
[2]  J. F. DiMarzio: Tworzenie gier na platformę Android 4 (tyt. org.: Practical Android 4 Games Development; tł. Szymon Pietrzak), Helion, 2013
[3]  Gabe Zichermann, Christopher Cunningham : Grywalizacja. Mechanika gry na stronach WWW i w aplikacjach mobilnych (tyt. org.: Gamification by Design: Implementing Game Mechanics in Web and Mobile Apps; tł. Rafał Jońca), Helion, 2012
SECONDARY LITERATURE:
[1]  Adams, Ernest & Rollings, Andrew: Fundamentals of Game Design, Prentice Hall, ISBN-10: 0131687476, ISBN-13: 978-0131687479, 2006
[2]  Rabin, Steve: Introduction to Game Development, Charles River Media. ISBN-10: 1584503777, ISBN-13: 978-1584503774, 2005
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