IS 50B
Game Programming
Syllabus

[image: image1.jpg]



Fall 2015
Instructor:

Everett M. Sandoval, MBA

 Game Programming
Instructor Information

Office: 

BUS 48B

Phone extension: 
3267

Office Hours: 
9:30 am -10:30 am Monday, Wednesday and Friday
E-mail address: 
esandov@comcast.net  or everett.sandoval@reedleycollege.edu
Web Site: 

http://home.comcast.net/~esandov
Text: 
FLASH GAMES: Building Interactive Entertainment with ActionScript 3.0, Jeff and Steve Fulton
Purpose
This course is designed to continue student’s game programming development utilizing Adobe Flash application. Students will plan, design, implement and maintain games focused on game framework design for stand-alone computer systems or on the Internet.
Course Objectives:

Demonstrate the required phases to successful game programming.

Use flow charts to plan the layout of a game program.

Utilize the major components of Adobe Flash application interface.

Create, program, and test computer games using Adobe (once Macromedia) Flash and its ActionScripts

Publish the game to be used either on the Internet or on a PC.

OUTLINE:

· Introduction to Programming

· Concepts of Game Programming
· Introduction to Flash Professional 
· Basic ActionScript 3.0
· Basic Game Framework

· Defining Global Static Variables
· Creating and Working with Classes
· Tile Sheets in XML

· Sprites
· Blitting
· Using Artificial Intelligence  (AI)
Tentative Assignments:  

Assignments will be from the tutorials in the text and from lectures.

Tutorials will be completed and turned in one week after they are assigned.  Lecture assignments will be done in class.

Quizzes:

There will be both scheduled tests and unannounced (pop) quizzes during this course. 

Grading:
(Tentative)

Tests
25 Points each x 8
= 
200 pts

Lab Assignments
10 Points each x 20 = 
  200 pts

Lecture Assignments
10 Points each x 10
= 
100 pts

Project
150 Points
= 
  150 pts

650 pts

Grade Distribution:

Grade


Percentage of Total Points

A
90% or more

B
80%

C
70%

D
60%

F
59% or less

Attendance:

Students should consider classes to be their jobs and grades to be their merit pay. Employees who do not show up for work do not get paid. Work schedules, other courses, job interviews, personal problems, and student activities are not acceptable excuses for missing class. Please do not make counseling appointments during class time. Those are activities/commitments you must learn to manage on your off time.

Other

The textbook is mandatory and must be brought to class each session.

A USB Storage (1 GB) is required and needed for lab assignments.

No food or liquids in the lab at any time.

Students requiring assistance for a disability should talk with a Disabled Student Service’s counselor or speak to the instructor for guidance. 

Cheating, including plagiarism will not be tolerated. A student will not receive any credit for a quiz or any assignment if in the opinion of the instructor the individual cheated,

Refer to the college catalog for additional guidelines

Drop date: 16 October 2014
TENTATIVE COURSE SCHEDULE

	Week
	Chapter
	Assignments

	1
	Introduction to Programming 
	

	
	Introduction to Game Programming
	

	2
	Test 1
	Introduction Lectures

	
	Second Game Theory
	Read Chapter 1

	
	
	Lab - Chapter 1

	3
	
	Lab – Chapter 1

	
	
	Lab – Chapter 1

	4
	Test 2
	Ch. 1 

	
	Basic Game Framework
	Read Chapter 2

	
	Basic Game Framework (cont.)
	Lab – Chapter 2

	5
	State Machines
	Lab – Chapter 2

	
	Class Imports
	Lab – Chapter 2

	
	Class Imports (cont.)
	Lab – Chapter 2

	6
	Test 3
	Ch. 2

	
	Creating Super Click
	Read Chapter 3

	
	Super Click Project
	Lab – Chapter 3

	
	Super Click Project (cont.)
	Lab – Chapter 3

	7
	Super Click Project (cont.)
	Lab – Chapter 3

	
	Super Click Project (cont.)
	Lab – Chapter 3

	8
	Test 4
	Ch.  3

	
	Creating Flak Cannon
	Read Chapter 4

	
	Flak Cannon Project
	Lab – Chapter 4

	
	Flak Cannon Project
	Lab – Chapter 4

	9
	Flak Cannon Project
	Lab – Chapter 4

	
	Flak Cannon Project
	Lab – Chapter 4

	10
	Test 5
	Ch. 4

	
	Creating No Tanks
	Read Chapter 5

	
	No Tanks Project
	Lab - Chapter 5

	
	No Tanks Project
	Lab - Chapter 5

	11
	No Tanks Project
	Lab - Chapter 5

	
	No Tanks Project
	Lab - Chapter 5

	12
	No Tanks Project
	Lab - Chapter 5

	
	Test 6
	Ch. 5

	13
	Blit Scrolling
	Read Chapter 10

	
	Blit Scrolling
	Lab - Chapter 10

	
	Blit Scrolling
	Lab - Chapter 10

	14
	Blit Scrolling
	Lab - Chapter 10

	
	Blit Scrolling
	Lab - Chapter 10

	15
	Blit Scrolling
	Lab - Chapter 10

	
	Blit Scrolling
	Lab - Chapter 10

	16
	Group Project
	

	17
	Group Project
	

	
	
	

	18
	Final
	


Game Programming Project
This project requires students to form up into programming teams (no more than four students per team) and design a typical game that can come from one of the below categories: TBA
Teams will have until the end of the semester to complete and turn-in their game. However, there are dead lines that each must meet to ensure the team is progressing well.  Each dead line met will enhance the each student’s grade, by receiving extra credit.  Those teams who do not meet a deadline will not receive any extra credit. Below are the following Dead Lines: 
	Week
	Day
	Task
	Extra Credit

	1
	Thursday
	Form Teams & Submit Team Names 
	5 pts

	2
	Thursday
	Choose a Team Leader
	5 pts

	4
	Thursday
	Select Game & submit the game overall concept. 
	5 pts

	6
	Thursday
	Create a Flow Chart or Psuedocode of the game structure
	10 pts

	9
	Thursday
	Progress Check – Show Fla. File
	5 pts


The overall project is worth 150 points towards your grade.  Use your time wisely and make sure everyone contributes to the project.
