Intro to Games Development

o’Lecture |

Topics covered this week:

* Module Overview (a.k.a the boring bit)

* Some other stuff — what, where, why, when, who?

* Practical Session

© Derek Stobbs 2009
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Module Overview
Contacts

- Module Co-ordinator

- DrJohn N Sutherland (E260)

- 078822265 69 in emergency
- Paisley Campus Lecturer

- Derek Stobbs (E260)

- 07725266 901 in emergency

Module Overview
Notes, etc.

- Lecture slides, practical exercises, assessments etc.

- Last years notes and useful info

- West of Scotland Gamers social networking site



mailto:John.Sutherland@uws.ac.uk
mailto:Derek.Stobbs@uws.ac.uk
http://www.wosgamers.co.uk/projects/show/intro2gd
http://jnsak.wikispaces.org/intro2cgd
http://jnsak.wikispaces.org/gamedesign
http://wosgamers.ning.com/

Module Overview
Effort expected

Each 20 point module requires about 200 hours of effort,
including the allocated contact hours; for this module ...
B 12 Lectures [24 hours]
B 12 Practical sessions [36 hours]
B Coursework [48 Hours]
B Independent study and revision [92 hours]

- This equates to about 40 hours total per week for the 3
modules or 13.33 hours per module per week (over |5

weeks)
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Module Overview
Rules

- Attendance will be monitored!
‘B You must attend all lectures
‘B You must attend all practical sessions

‘B Failure to do so (without good reason) will first result in a
warning being given, and may result in you being removed from

module registration!!
- Weekly homework will be given

If you don’t want to listen, don’t disrupt others!

Module Overview
Assessment Schedule

- There is no exam, assessment is |00% practical
‘B A short games design document (40%)
‘B A Short video game (40%)
‘B Presentation to Govan HS pupils (20%)
- Assessments will be individually based if using Scratch,

or in small groups if using Python/Pygame




Module Overview
Marking Scheme

A 70% — 100% Commercial quality
Bl 60% — 69%  What was asked for
B2 50%—59% A few flaws
G 40% — 49%  Acceptable

D 30%—39% Needs more work
E 20%—29% Needs restarted
7 0-19%  No significant effort
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So what’s it all about?

- Video games

- Latest technologies L)

- Learning about programming using Scratch or
Python/Pygame

‘BSequence programming — animation

‘BEvent programming — game code

BComplete Game

What'’s the point?

- Become video games-aware
- Become new technology-aware
- Become technology users-aware

- Separate personal experience from wider public

experiences

A .‘.\1_"" )

- Engage with the uses and abuses of info technologies




How do we do this?
Lectures

- Current game topical stuff
- Lecturer drones on for a while  istse
- Students wake up

- Post-lecture optional chat
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How do we do this?
Practical Sessions

- All timings are approximate 4
- Week | — Getting started with Scratch or Python/Pygame

- Weeks 2-5 — Sprites, animation, controls,and other game

mechanics
- Weeks 6-9 — Designing a game
- Weeks 10-13 — Creating the game you have designed

- Post it on your public web-space

Scratch

- US Government funded
- Aim: to teach programming in a funway

- Free to download and use

- Not commercial

- Runs on MS, Mac, & Linux

-




Python and Pygame
- A*“real” textual programming &
language
- Very flexible
- Free to download and use
- Can produce commercial
quality applications

- Runs on MS, Mac & Linux
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IT :The bits [ 2
o

-+
- Hardware — console, cabling, nunchuck, ... e ' {

Some more stuff ... >

- Software — game, printer driver, ...
- Firmware — software-in-hardware — e.g. CD Player
- Data — high scores, phone numbers, ...

- Developers — programmers, artists, engineers, ...

- Users — people with access to money!

Making Money

- Sony PlayStation 3
‘B Lose ~£100 per console sold

‘B Charge £30-£45 per game

- Nokia phone
‘B Lose ~£100-£300 per phone given away
‘B Charge £35 a month to use it

- Apple MacBook laptop

‘B Charge full price up-front




People in Games Techs

- Programmers — write software ‘

- Designers — create workable ideas

- Artists — create pretty things

- Testers — check it works (a.k.a. QA)

- Project managers (a.k.a. producers) — keep it on time & in
budget - @, Py

- Players — are always right ...
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Background Material

Textbooks aren’t much use
Buy & read Edge every month
Register with

Play games!

Watch people playing games

Read storybooks

Scratch Programming for teens

Hello World!

Where to now!?
This week’s practical session

- Introduction to Scratch: See what you can do

- Introduction to Python and Pygame:Is this for you?

- Homework Task: Set-up development environment at
home or on your laptop

- Optional Homework Task: If you intend to use Python
and Pygame, you need to prove that you are capable of

doing so



http://www.gamasutra.com/
http://jnsak.wikispaces.com/gamedesign

