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VoCATS

Course Blueprint/ Syllabus

Christopherd.herman@cms.k12.nc.us
Game Art and Design:

Game Art and Design is a course that builds off of the Pre-requisite of Sci-Vis 1. Scientific & Technical Visualization (Sci-Vis) is a CTE Technology Education curriculum. The purpose of Sci-Vis is to take complex problems and explain the problems using 2D and 3D visuals. In this course students will learn the basics in Microsoft Office as well as industry leading software programs such as Adobe Suites (Illustrator, Photoshop) and Autodesk 3D Studio Max. 3DS max is used by Pixar/Disney animations, Dreamworks animations, Sony Animations, as well as Video Game developers such as Activision, Ubisoft, EA. Students will also have the opportunity to create their own Card, Board and electronic game. Students will learn how to problem solve, math concepts, reading and writing directions as well as the philosophies of Games. 

Recommended Hours of Instruction: 180
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	1
	2
	3
	4
	5
	6
	7
	8
	9

	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	Unit 1: Understand basic history of game design
	7%
	

	1K

4J

6J
	4

	
	
	1,3A/H2
3B/H2
3C/H1

7A/H1,2
12D/H6

12E/H4
	4
	Recall the general history and development of gaming, non-electronic and electronic
	3%
	A1

	
	
	
	
	
	
	Explain how technology and ethics have affected game development

	2%
	B2

	
	
	
	
	
	
	Summarize the current state and future trends in game development
	2%
	B2

	
	
	
	
	
	
	
	
	

	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	Unit 2: Analyze job readiness in the game industry
	9%
	

	3J
12L
2EE
	4

	
	
	2B/H6

7B/H2

9A/H4

9B/H4

11C/H4
	4

	Recognize the skills necessary to work in the game industry
	2%
	A1

	
	
	
	
	
	
	Analyze team structure in game design
	3%
	B4

	
	
	
	
	
	
	Execute the documents necessary to enter the game industry
	4%
	C3

	
	
	
	
	
	
	
	
	

	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	Unit 3: Apply  game culture and game play 
	20%
	

	6J
17L
17N
17Q
	4

	
	
	12B/H1
12B/H4
12B/H9
12D/H8
	4


	Recognize social game interaction
	3%
	A1

	
	
	
	
	
	
	Summarize formal game elements
	7%
	B2

	
	
	
	
	
	
	Categorize game theory and genres
	5%
	B2

	
	
	
	
	
	
	Execute sample games from selected  genres
	5%
	C3

	
	
	
	
	
	
	
	
	

	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	Unit 4: Produce Game prototypes
	11%
	

	8H
12L
11Q
11R
	4

	
	
	2B/H1

3A/H1

3B/H1-3,4,5,6

3C/H6** (BSL)
	4

	Exampling game conceptualization including brain storming, sketching, and storyboarding.
	4%
	B2

	
	
	
	
	
	
	Execute a game design document 
	2%
	C3

	
	
	
	
	
	
	Create an original board game 
	3%
	C6

	
	
	
	
	
	
	Evaluate the board game design using game design parameters
	2%
	C5

	
	
	
	
	
	
	
	
	


	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	Unit 5: Create 3D assets used in games
	23%
	

	11O
11O
11Q
	4
	
	
	8E/H1
8E/H2
8E/H3
11B/H2
	4
	Execute 3D modeling including polygonal modeling
	10%
	C3

	
	
	
	
	
	
	Execute  3D textures and maps
	5%
	C3

	
	
	
	
	
	
	Produce two related game levels and a 3D character 
	8%
	C6

	
	
	
	
	
	
	
	
	

	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	Unit 6: Apply 2D game design
	16%
	

	11P
	4

	
	
	1A/H3bc
2A/H1
3A/H3b
3A/H4
8E/H1
	4
	Recognize a basic 2D game engine interface and correct terminology
	4%
	A1

	
	
	
	
	
	
	Illustrate 2D game sprites, actions, events, and sounds
	4%
	B2

	
	
	
	
	
	
	Execute 2D games that represent different genres
	5%
	C3

	
	
	
	
	
	
	Illustrate 2D game levels
	3%
	B2

	
	
	
	
	
	
	
	
	

	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	Unit 7: Create 2D games
	14%
	

	8H
12L
11Q
11R
	4

	
	
	2B/H1
3A/H1
3B/H1-3,4,5,6
3C/H6** (BSL)
2B/H1
	4
	Summarize the development process of 2D game design
	2%
	B2

	
	
	
	
	
	
	Produce original 2D backgrounds and sprites 
	2%
	C6

	
	
	
	
	
	
	Produce an original 2D game using existing game theory and design 
	8%
	C6

	
	
	
	
	
	
	Critique 2D games 
	2%
	C5

	
	
	
	
	
	
	
	
	


Grading Procedures:

Students will have the opportunity to retake or hand in a grade up until the end of the marking period. There will be a final EOC exam in the class which is administered through North Carolina and cannot be retaken.


Grading will be broken into three categories:



*Tests/Quizzes and Project assignments = 70%

*Cornell Notes and Participation= 15% (Cornell notes may be used on all quizzes as open notebook quizzes However they cannot be used during final exam, midterm or unit Tests)



*Class room assignments=15%

Letter grades are based off of the West Mecklenburg High School standards which are:



A=93-100



B=85-92




C=77-84



D=70-76




F= 0-70

Requirements for Game Art and Design:

Students must have taken the pre-requisite of Sci-Vis 1. Students must have a 4GB or higher flash drive (Check Wal-Mart or Office Depot/Max usually you can get one for $5-15$), Pair of Headphones (Marshalls and TJ Max you can pick them up for $5) Students will also need a basic folder for this class. I will also be giving out bonus points to students that bring in extra class supplies such as: A complete deck of cards, used or new Board Games, used video game systems, dice, poker chips, etc. 

Classroom Rules:

No food or drinks allowed by the computers, No hats or objects on your head, headphones are only use for watching tutorials and during work time


Before asking for Mr. Herman’s help, ask yourself or others


Be prompt, be prepared and strive to do your best


Be respectful to all others in the classroom


Be respectful to the classroom (example computer and other devices)

Computer Rules:


The computer is a privilege not a right! If a student misbehaves on the computer (example playing games or other online activities), there will be serious consequences. One strike is a warning, two strikes will be finishing the project on pencil and paper and third strike is a call home or email. If a student breaks the computer intentionally they are required to purchase a new computer which is approximately $2,450.

Parents or a Guardian involvement:


In order to keep you informed on what your child is doing in my class I’m asking for your email address. Your email address will keep you notified of your student’s behavior and academic progress. During each five week I do hand your student a progress report they are expected to have you sign the progress report for a grade. I will also give your child’s average in an email every five weeks. I encourage Parent/guardian’s involvement so never feel burden on sending me an email. 

So please after you have finished reading this syllabus please email me with your child’s name and any questions or concerns you have with my class.  My email address again is christopherd.herman@cms.k12.nc.us 

If you do not have access to the internet or an email please give me your contact phone number on the next page. If you have access to the internet and do not have an email address, there are many free email address out there I would recommend Yahoo.

Please sign and give me your contact information if you understand the basic rules and grading procedures that are set by Mr. Herman This will be your Students First Grade :


Students Name:_______________________________ Students Signature: _______________________Date:________

Parent/Guardian Name:_________________________ Parents Signature: _________________________Date:_______

Parent contact email preferred:






Parent contact phone number:
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