
1 

 

 

 
 

                                              
Game Design Syllabus 

CHS Business/JVS/Family Consumer Science Department 
 

Contact Information: Parents may contact me by phone, email or 
visiting the school.  

Teacher:  Mr. Brian Lewis 
Email Address: brian.lewis@ccsd.us  

Phone Number: (740) 702-2287 ext. 16238 
Online: http://www.ccsd.us/1/Home 

 
CCSD Vision Statement: The Chillicothe City School District will 

provide tomorrow’s leaders with a high quality education by 

developing high expectations and positive personal relationships 
among students, staff, and community members. 

 
CCSD Mission Statement: The Chillicothe City School District 

empowers students to learn, to lead, and to serve. 
 

Course Description and Prerequisite(s) from Course Handbook:  
Game Design - 419 

State Course #: 145090 
Technology/Business Elective  Grade Levels: 10-12 

Graded: Conventionally   Credit: 1 
Prerequisite: Successful completion of Information Technology and 

Web Design or instructor approval. 
This course will prepare students to design and program games 

using commercial and open source programs and applications. 

Students will learn industry standard programming language 
constructs to write programs that integrate classes, class methods, 

and class instances. Students will learn input method handling, 
animation, collision detection, game physics and basic artificial 

intelligence. 
Students will have the opportunity to be a part of a Career Tech 

Student Organization (Business Professionals of America) as part of 
this course. Students who choose to be a part of the program’s 

respective Career Tech Student Organization will have opportunities to 
be student officers, attend leadership activities, and participate in 

various leadership and skill competitions. Students who wish to be a 
part of the program’s respective Career Tech Student Organization will 

be required to pay the dues associated with the organization prior to 
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participation in activities outside the normal classroom. $40.00 for 

BPA Membership. 
 

Learning Targets per Unit: Defined below for clarity are the Unit 
Titles, Big Ideas of every Unit taught during this course, and the 

Essential Questions to be answered to better understand the Big 
Ideas. A student’s ability to grasp and answer the Essential Questions 

will define whether or not he or she adequately learns and can apply 
the skills found in Big Ideas.  This will ultimately define whether or not 

a student scores well on assessments given for this course. (Teacher 
Note: The Ainsworth Model suggests 1-3 Big Ideas for each Unit and 

1-3 essential questions per Big Idea. Each Unit will vary.)  
 1st or 3rd Quarter  

o Unit I Title: Design Fundamentals 
 Big Idea #1:  I can explain the practical elements of 

game design and how it relates to society. 

 Essential Question #1: What is a game? 

 Essential Question #2: What industries might 

someone find games in and how would those 
industries use them? 

 Essential Question #3: How could game design 

relate and translate to careers outside of the 
video game industry? 

 Big Idea #2:  I can develop a design document and 
explain the sections within it. 

 Essential Question #1: What is a living document 
and why would a design document be considered 

one? 

 Essential Question #2: What sections should be 

included in a design document? 

 Essential Question #3: Under what conditions 
might a section be omitted from a design 

document? 
 Big Idea #3:  I can create a proposal that accounts for 

the product specifications and programming lifecycle. 
 Essential Question #1: Why might you create a 

prototype early in the project before any of the 
elements are polished?  

 Essential Question #2: Describe feature creep and 

why it is dangerous. 

 Essential Question #3: Under what circumstances 

is a project considered completed?  
o Unit II Title: Media Assets 
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 Big Idea #1:  I can create 2D images for use within 

various forms of interactive media. 
 Essential Question #1: What is the difference 

between raster art and vector art? 

 Essential Question #2: What is the difference 

between a texture map and a normal map? 

 Essential Question #3: Why is it important to be 
selective when choosing an image resolution? 

 Big Idea #2:  I can create and animate 3D models. 
 Essential Question #1: Describe three common 

modifiers used when box modeling. 

 Essential Question #2: How do you apply a 

texture to an object? 

 Essential Question #3: Describe the difference 
between rigged animation and target morph 

animation as well as what conditions each is well 
suited for. 

 Big Idea #3:  I can design and record audio clips for 
inclusion in interactive media. 

 Essential Question #1: What type of audio clips 
might be included in a game? 

 Essential Question #2: What might make getting 
quality audio clips difficult? 

 Essential Question #3: What are some sources 

where you can get audio if you cannot make your 
own? 

o Unit III Title: Strategy Games 
 Big Idea #1:  I can create a mouse driven user 

interface. 
 Essential Question #1: What is the difference 

between OnClick and MouseUp? 

 Essential Question #2: Describe the process to 
cause a mouse cursor to change depending on 

conditional situations. 

 Essential Question #3: How do you allow a player 

to select multiple objects with the mouse? 

 Big Idea #2:  I can use event triggers to alter 
variables in order to track statistics. 

 Essential Question #1: How do you increase or 
decrease a player’s score? 

 Essential Question #2: How is keeping score 
similar to tracking the health of entities in the 

game? 
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 Essential Question #3: Describe how you could 

create an in-game currency to perform actions. 
 Big Idea #3:  I can create collision and navigational 

meshes to allow entities to move around a virtual 
environment. 

 Essential Question #1: Describe the process of 
generating a collision mesh. 

 Essential Question #2: What is the process for 
creating a collision mesh? 

 Essential Question #3: When and why might it be 

a good idea to manually create a collision mesh 
instead of letting the engine create it? 

 2nd or 4th Quarter  
o Unit IV Title: Arcade Games 

 Big Idea #1: I can create multiple control schemes 
that support various devices. 

 Essential Question #1: What are some common 
user interface devices? 

 Essential Question #2: Explain how you 
distinguish between multiple user inputs from 

devices on the same computer. 

 Essential Question #3: Why might you decide to 
make an action use a combination of buttons 

rather than assign a single button to it? 
 Big Idea #2:  I can apply and manipulate the physics 

that apply to the objects in a virtual world. 

 Essential Question #1: How can an object be 
made to push or pull on another object? 

 Essential Question #2: What is the law of 

conservation of momentum and why does it 
matter in games? 

 Essential Question #3: Describe how to make an 

object bounce. 
 Big Idea #3:  I can devise and implement a system for 

multiple players to join and reenter a game. 
 Essential Question #1: What are some good 

practices to follow when creating a respawn 
system? 

 Essential Question #2: Explain why a game might 

limit the number of players in it? 

 Essential Question #3: Why is it important to 

match players based on latency levels? 
o Unit V Title: Story Driven Games 
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 Big Idea #1:  I can develop a compelling and 

immersive simulated environment. 
 Essential Question #1: What is storyboarding and 

why should you do it with a story driven game? 
 Essential Question #2: How do you design and set 

environmental effects such as particle generators? 
 Essential Question #3: How does an engine like 

Unity use attachments to customize characters? 
 Big Idea #2:  I can program a method of tracking 

achievements and in-game items. 
 Essential Question #1: Why might a Boolean 

function be suitable for tracking inventory? 
 Essential Question #2: How are achievements and 

in-game inventory related? 
 Essential Question #3:  How do you use an array 

to determine item drops? 

 Big Idea #3:  I can read or write information to files to 
allow sessions to be interrupted. 

 Essential Question #1:  What is the process used 
for creating saved games? 

 Essential Question #2: Why might a game only 
allow saving in preset locations and times? 

 Essential Question #3: How does a single player 
save game differ from a player’s saved data in a 

multiplayer game? 
o Unit VI Title: Post Production 

 Big Idea #1:  I can compile code to allow my 
programs to exist across multiple platforms. 

 Essential Question #1: Why should a developer 
consider a cross-platform release? 

 Essential Question #2: What are some of the 

difficulties faced when multiplayer games release 
cross-platform? 

 Essential Question #3: Describe the process of 
compiling the program to a target platform. 

 Big Idea #2:  I can run user experience and 
benchmarking tests to determine market viability. 

 Essential Question #1: What is the benefit of 
benchmark testing? 

 Essential Question #2: What is the main purpose 
of beta testing a product? 

 Essential Question #3: At what point does a 
product leave beta and what phase of 

development does it go into? 
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 Big Idea #3:  I can troubleshoot bugs and create 

patches to solve issues that arise post production. 
 Essential Question #1: How does SVN software 

help facilitate bug tracking and patch 
development? 

 Essential Question #2: What methods are usually 
used to deliver patches and what are their 

benefits? 
 Essential Question #3: Why might one player 

experience a bug but another player never come 
across it? 

 END OF COURSE EXAM 
 

Course Materials: 
Google Chromebook 

Textbook: TBD 

Supplemental Textbook(s):  
Electronic Resources: 

 https://unity3d.com/learn 
 https://msdn.microsoft.com/en-

us/library/aa288436(v=vs.71).aspx 
 

Course Expectations:   
 Students are expected to complete class assignments on time. 

 Students should put forth their best effort and nothing less. 
 Students are expected to be respectful to each other and the 

instructor. 
 Some units require an extra degree of safety precautions for 

both the equipment and students.  All students are expected to 
follow all precautions without fail. 

 Students are encouraged to ask relevant questions and bring up 

related topics of interest. 
 

Grading:  
Unit Exams          50%  

Assessments (e.g.,  Quizzes, Essays, Labs, and Projects)   30%  
Class work/Homework         20%  

 End of Course Exam is 20% of a student’s final grade.  
 

Grading Scale: 
The grading scale for Chillicothe High School can be found in the 

student handbook or online at 
http://www.chillicothe.k12.oh.us/1/Content2/studenthandboook 

 

https://unity3d.com/learn
https://msdn.microsoft.com/en-us/library/aa288436(v=vs.71).aspx
https://msdn.microsoft.com/en-us/library/aa288436(v=vs.71).aspx
http://www.chillicothe.k12.oh.us/1/Content2/studenthandboook
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Late Work: Late work will be subject to the board adopted policy on 

assignments that are turned in late (to be reviewed in class). 
 Regardless of the absence type (excused or unexcused) students 

will be expected to make up the work and be held accountable 
for learning all material they missed.  

 Any student who is absent from school (excused or unexcused) 
will have one (1) additional day for every day they missed, to 

make up their work for full credit (100%).  
 Any student who exceeds the allotted time to turn in an 

assignment for full credit, can still turn in late work for partial 
credit. Any student who turns in work, up to 1 week late, must 

at least be given the opportunity to earn 75% on the assignment 
they turn in.  

 Any student who exceeds the allotted time to turn in an 
assignment for full credit can still turn in late work for partial 

credit. Any student who turns in work up, to 2 weeks late, must 

at least be given the opportunity to earn 60% on the assignment 
they turn in.  

 The end of the 9 weeks is the cut off point for teachers to accept 
late work from students for full or partial credit, unless the 

teacher decides to give the student an incomplete for the 9 
weeks due to extenuating circumstances.  

 
CHS TENTATIVE Course Schedule  

This is an overview of what will be covered in this course at CHS for 
this school year. Although, I would like to follow this plan verbatim this 

years’ tentative schedule is subject to change (at the teachers’ 
discretion).  

1st or 3rd 9 Weeks:  
Week 1: Beginning of the Year Pre-Assessment Exam  

Unit I Title:  Design Fundamentals 

Week 1-2: Design Documents 
 Formative Assessment  

Week 3: First steps 
 Formative Assessment  

 Unit I Summative Assessment  
Unit II Title:  Media Assets 

Week 4: 2D Media 
 Formative Assessment  

Week 5-6: 3D Media and Audio 
 Formative Assessment  

 Unit II Summative Assessment  
Unit III Title:  Strategy Games 

Week 7: Mouse Interface 



8 

 

 Formative Assessment  

Weeks 7-8: Score 
 Formative Assessment  

Weeks 8-9: Basic Physics 
 Unit III Summative Assessment  

2nd or 4th 9 Weeks:  
Unit IV Title:  Arcade Games 

Week 1: User Input Devices 
Week 1-2: Advanced Game Physics 

 Formative Assessment  
Week 2-3: Multiplayer Support 

 Formative Assessment  
 Unit IV Summative Assessment 

Unit V Title:  Story Driven Games 
Week 4: Story and Character Development 

 Formative Assessment  

Week 5: Inventories and Flags 
 Formative Assessment  

Week 6: Save/Load Functions 
 Unit V Summative Assessment 

Unit VI Title:  Post Production 
Week 7: Cross platform deployment  

 Formative Assessment  
Week 8: Bug Hunting 

 Formative Assessment  
Week 9: Review 

 Unit VI Summative Assessment 
END OF COURSE EXAM  

 
Performance Based Section:  Writing 

Assignments/Exams/Presentations/Technology  

One or more of the End of Unit Exams may be Performance Based. 
According to the Ohio Department of Education, “Performance Based 

Assessments (PBA) provides authentic ways for students to 
demonstrate and apply their understanding of the content and skills 

within the standards. The performance based assessments will provide 
formative and summative information to inform instructional decision-

making and help students move forward on their trajectory of 
learning.” Some examples of Performance Based Assessments include 

but are not limited to portfolios, experiments, group projects, 
demonstrations, essays, and presentations. 
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CHS Game Design Course Syllabus 

 
After you have reviewed the preceding packet of information with your 

parent(s) or guardian(s), please sign this sheet and return it to me so 
that I can verify you understand what I expect out of each and every 

one of my students. 
 

Student Name (please print):  
______________________________________________ 

 
Student Signature:  

______________________________________________________ 
 

Parent/Guardian Name (please print):  
_______________________________________ 

 

Parent/Guardian Signature:  

_______________________________________________ 

Date:  
________________________________________________________ 


