IST439: Game Development II:  3D Games 
Course Syllabus – Spring 2012, TR 9:30 AM – 10:45 AM, Prichard 200
	Instructor
	:  Brian M. Morgan

	Office
	:  Morrow 111

	Phone Number 
	:  (304) 696-6469

	Fax Number
	:  (304) 696-6533

	Office Hours
	:  MWF: 8:30a – 9:00a
   MWF: 10:00a – 11:00a
   MW: 1:00p – 2:30p
   TR: 8:30a – 9:45a
   Other times by appointment ONLY
   If you need to find me, follow me on Twitter as I will update my 
   whereabouts this semester: http://www.twitter.com/brianmmorgan/ 

	E-Mail
	:  brian.morgan@marshall.edu 



Textbook:   
There will be no required textbooks for the course.  However, we will be concentrating heavily in C++. 
Computer Requirements:
Supplemental materials can be found contained within the Blackboard Learning environment (http://www.marshall.edu/muonline/). I will be sending class announcements, updates, etc. using Blackboard or your MU-provided e-mail address.  Access to a web browser is required (Internet Explorer 8.0 or higher or FireFox 8.0 or higher) and Adobe Acrobat Reader (available for download free from Marshall University’s Computing Services download page).  You will also be working in a Virtual Machine environment this semester so that you can administer your own “lab machine” for setting up your project from scratch.
Course Description:
Covers state of the art techniques for computer game design and development with an emphasis on the 3D graphics and interaction through practical, example driven approaches of game development.
Credit:
The course is three (3) credit hours. It includes minimal classroom lectures and various programming projects, presentations, and write-ups assigned as homework projects. Students will participate in various aspects of projects that illustrate the implementation of concepts in advanced gaming applications.  
Pre/co-requisites:
IST236 – Data Structures
Desired Objectives/Outcomes:
By the end of this course, you should be able to:
· Demonstrate advanced programming skills using Microsoft C++, including the ability to modify existing game scripting code and a game engine written in C++
· Understand how to organize and develop a game through all phases of the game development process by studying in-depth an existing open source game
· Demonstrate the ability to use various tools and software packages to modify and create objects for a game
· Demonstrate a programming and practical knowledge for gaming with 3D graphics, 3D cameras, and effects
· Demonstrate the ability to configure a programming environment for open source development
Instruction method:
There will be 2.5 contact hours of classroom lecture, Q/A, and hands-on practice per week.  Projects covering major topics are part of the course with lectures kept to a bare minimum.  Content from each of the topics/chapters covered will be enforced through projects and examinations.   Students may work on their assignments/projects in University computing facilities or from home with an Internet connection.  This course will also be unique in the fact that you, the student, will help determine the direction of the course.
Evaluation method:
Evaluation of student's performance will be based on the quality of their performance on homework assignments and projects as well as presentations.  
Grading Policy:
	Programming Environment Setup and Configuration 
	10%

	Aircraft Organization Write-Up
	10%

	Aircraft Creation Presentation
	10%

	Aircraft Development
	30%

	Simple How-To on Playing the game with an F16
	10%

	Configuration on new Simulator Hardware
	10%

	Microsoft Flight Simulator vs. FlightGear Write-Up
	5%

	Airport Development
	15%



Assessment of Projects:
The grading of all homework assignments and projects will take into account:
1. Although the most important attribute of a program is correctness, grading will take into consideration such items as time and coding efficiency, documentation, etc. 
2. Although interactions with other students are encouraged, you must compose your own answers, unless otherwise noted.  
Individuals who utilize other people’s thoughts or ideas must provide appropriate references to said resources.  Failure to provide such documentation will result in a failing grade for the assignment, and may result in a failing grade for the course.
Final letter grades are determined based on the following grading scale:
	90-100% 
	 A

	80-89%
	 B

	70-79% 
	 C

	60-69%
	 D

	Below 60 
	 F


The instructor reserves the right to change these values depending on the overall class performance and/or extenuating circumstances.   
Policy Statement:
My Academic Dishonesty Policy
Academic Dishonesty is defined as any act of a dishonorable nature which gives the student engaged in it an unfair advantage over others engaged in the same or similar course of study and which, if known to the classroom instructor in such course of study, would be prohibited. Academic Dishonesty will not be tolerated as these actions are fundamentally opposed to "assuring the integrity of the curriculum through the maintenance of rigorous standards and high expectations for student learning and performance" as described in Marshall University's Statement of Philosophy.
If you are found cheating on projects or plagiarizing answers from the Internet or other sources (among other things), there will be no second chance.  Your penalty is that you will receive a failing grade for the course.  In those cases in which the offense is particularly flagrant or where there are other aggravating circumstances, additional, non-academic, sanctions may be pursued through the Office of Judicial Affairs.  Notice of an act of academic dishonesty will be reported to the Department Chair, Dean of the College of Science, and to the Office of Academic Affairs.  Please refer to the Marshall University Undergraduate Catalog for a full definition of academic dishonesty.
Assignments:  The course includes a number of assignments/projects.  All assignments are due BY THE BEGINNING OF CLASS on their due date and must be submitted through the Blackboard Assignments tool.  NO LATE ASSIGNMENTS WILL BE ACCEPTED.   Please do not procrastinate in working on your assignments or trying to submit at the last second through Blackboard as many others have done in the past.  If you wait until the last night to start on the project or the last minute to try to submit, most likely, you will fail.
Exams: There are NO EXAMS this semester.  This is a project/presentation course.
Attendance Statement:
As with previous semesters, I am NOT making class attendance mandatory.  However, I will keep a record of who is attending and who is not.  If you miss class, it is your responsibility to catch up on material missed, and it will not be the responsibility of the instructor to catch you up on material missed during office hours, or re-lecture to you.   
Withdrawal Policy:
The University withdrawal policy is followed in this course. The last day to drop an individual course for the Spring Semester is March 16, 2012.   
University Holidays:
The class is officially dismissed on the following dates: 
 	Spring Break			March 20, 2012
 					March 22, 2012
Topics and Methodology:
The following outline delineates the tentative class schedule with topics to be addressed during the course.  Please note this is a tentative schedule and it may change upon class progress: 
	January 10
	Overview of course and syllabus, introduction to Blackboard, virtualization discussion

	January 12
	Detailed discussion about the course and components, Q&A

	January 17
	TBD

	January 19
	TBD

	January 24
	TBD
Simple How-To on Playing the game with an F16

	January 26
	TBD

	January 31
	TBD

	February 2
	TBD
Aircraft Organization Write-Up

	February 7
	TBD

	February 9
	TBD

	February 14
	TBD

	February 16
	TBD

	February 21
	TBD
Programming Environment Setup and Configuration Due

	February 23
	TBD

	February 28
	TBD

	March 1
	TBD

	March 6
	Aircraft Creation Presentation

	March 8
	TBD

	March 13
	TBD

	March 15
	[bookmark: _GoBack]TBD
Airport Development Due

	March 27
	TBD

	March 29
	TBD

	April 3
	TBD

	April 5
	TBD

	April 10
	TBD
Configuration on new Simulator Hardware Due

	April 12
	TBD

	April 17
	TBD
Aircraft Development Project Due

	April 19
	TBD

	April 24
	TBD
Microsoft Flight Simulator vs. FlightGear Write-Up Due

	April 26
	TBD

	April 27
	TBD


For each topic discussed in the textbook, specific experiences of other students and the instructor will be discussed to enhance the characteristics involved.  Hands-on projects for the course will be based on either real-world or fictitious requirements/needs.  Additional material may also be covered in the class. 
Every student is responsible for all material presented in class, including lectures, notes, and handouts.  In case you are not present for a class, it is your responsibility to contact the instructor and receive information about the material presented in that class.  Class attendance is very important.   
Effort Required:
As a 400-level course, this course is an advanced course and will require you to research and read outside of class and the required class readings.  Q&A is HIGHLY encouraged.  For every one hour in class, the student is expected to put in an effort of at least 3 hours outside the class for studying and project work.  Because of background and preparedness, some students may have to put in additional effort.   PLEASE DO NOT PROCRASTINATE.  Procrastination and the placing of blame on other factors than yourself has become a very large problem.  Prioritize, schedule, and take responsibility for your actions and you should do very well in this class.
Communication: 
The Discussion and Mail tools within Blackboard will be used to make any general announcements, last minute changes, etc.  It is mandatory that you monitor your Blackboard course messages at least once a day. 
Note about cell phones in class: 
In compliance with Marshall University’s cell phone policy, please set your cell phone ringer to "Vibrate Only" mode (or turn it off) before you enter the classroom. If I hear it ring in class, I get to answer it -> no exceptions.
