GA491R2 Game Art Senior Project

Syllabus v5.1


	GA491 Game Art Senior Project


Instructor







Course Dates

Eve Fisher






May 27 – July 29, 2009
Classroom Hours






Office Hours

Mon, Wed & Fri  8:00-noon



After class or by appointment
Course Description

This course allows students to develop a game software product. Under direct supervision of a faculty member the student will plan, write documentation for, and implement a gaming software product. The student may choose the language and support technology for product development along with documented justification. Upon completion of this course, the student should demonstrate a working version of the software, complete with requirements, design, test, and user documentation.
Course Outcomes
The course outcomes are the goals of instruction. These outcomes identify the knowledge, skills, and attitudes a student should have upon completing this course.
Upon completion of this course, students should be able to: 

Knowledge

· Examine the components of a portfolio for use in pursuing a career in Game Art Design.

· Identify how art assets may be implemented into a final game product.

· Recognize the characteristics of a good or bad demo reel based on individual skills and desired position. 
Skills

· Develop a production plan for a game art project.
· Research various career opportunities within the game art industry, and examine the specifics behind various jobs.
· Develop and present a polished, creative game art portfolio project that demonstrates skill, professionalism, and expertise.

· Demonstrate the ability to produce high quality artwork that can be applied to a game software product.
Attitudes

· Appreciate the specific skill sets that apply to various career opportunities within the game art industry.

· Value the importance of self promotion when pursuing a career in Game Art Design or other related design and art fields.  

Course Prerequisites

GA300, GA301, GA445, GA461
Class Breakdown

Lecture Hours:
32
Lab Hours: 

76


Total Hours: 

108
Credit Hours

CO/IL/GA = 7.0 Credit Hours  

CA/VA = 6.5 Credit Hours 

TX = 6.5 Credit Hours 

Course Texts 
NA
Teaching Strategies 

The teaching strategies for this course include facilitated discussion (with visuals as needed), demonstration, class discussion, hands-on guided practice, and feedback.

Texas only: The maximum student-instructor ratio in a lecture setting is 30 to 1.  In a laboratory setting, the maximum student-instructor ratio is 20 to 1. 

Grading

Key Graded Assignment: Portfolio Project Production Plan*

10%
Key Graded Assignment: Portfolio Project

60%
In-Class Activities
20%

Attendance and Participation
10%
* Indicates that this Key Graded Assignment has a research component.
It is recommended that students keep all Key Graded Assignments to use in their portfolio.
At the end of each course, each student is assigned a final grade as follows:

	Grade
	Quality Points
	Point Range
	Interpretation

	A 
	4.0
	93-100
	Excellent

	A- 
	3.7
	90-92
	

	B+ 
	3.3
	87-89
	

	B 
	3.0
	83-86
	Above average

	B- 
	2.7
	80-82
	

	C+ 
	2.3
	77-79
	

	C 
	2.0
	73-76
	Average

	C- 
	1.7
	70-72
	

	D+ 
	1.3
	66-69
	

	D 
	1.0
	60-65
	Below average

	F 
	0.0
	59 & below
	Failure

	I 
	0.0
	
	Incomplete


Course Completion Requirements
Students must achieve a passing grade of D or above by completing all required examinations, submitting all required lab exercises and projects, and meeting the standards of the school attendance policy.

Attendance and Classroom Policies

Students are expected to adhere to the attendance and tardiness policies stated in the current catalog.  

Course Topics

<Instructors: Using the topic list below, create a week-by-week outline of the class that includes: 

- Topic(s)
- Reading 

- Assignments 

- Library research (indicate by typing ** next to the topic)
DELETE THESE INSTRUCTIONS BEFORE DISTRIBUTING TO STUDENTS>
· Game Artist roles and industry job opportunities

· Planning portfolio development

· Demo reel formatting options

· Audio options for demo reel

· Collecting and organizing materials

· Digitizing traditional work

· Self promotion/marketing

** = library research
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