[image: image1.jpg]The Art Institute
of Phoenix®




Weekly Schedule 
Class: GA310 – Level Design

Instructor: Steve Swink

Version: 1.5
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WEEK ONE
	Intro
	Introduction, course goals, book-keeping

	Period 01: 
	Lab: Roles in Retail Development Game
Lecture:  What is Level Design? 

	Period 02: 
	Lab: Demo ExciteBike Editor, start Excitebike levels

	Assigned:
	3 ExciteBike levels 

	Due:
	Nothing 

	Competencies:
	Introduction to the basic theories and practices of level design, a general grounding in the various facets of retail development. 


	Intro
	Class discussion/review: ExciteBike Levels, the importance of spatial relationships

	Lecture 01: 
	Roles in Retail Development Game

Lab: ExciteBike Peer Review


	Lecture 02: 
	Lecture: Puzzle Games
Create one ChuChuRocket Stage

	Assigned:
	Create 4 ChuChuRocket Stages:

1. Original stage

2. With 1 mouse

3. With no less than 18 mice

4. With two distinct solutions



	Due:
	3 Excitebike Stages

One Excitebike stage



	Competencies:
	Basic understanding of the importance of spatial relationships in level design, how to achieve good spatial relationships with intuition and iteration.  Introduction to level design for puzzle games.   


WEEK TWO
WEEK THREE

	Intro
	Class discussion/review: ChuChuRocket 

	Lecture 01: 
	Roles in Retail Development Game
Lab:  ChuChuRocket Peer review

	Lecture 02: 
	Lab: Play Battle City
Discussion: Cooperative Level Design
Begin Battle City assignment



	Assigned:
	Complete three Battle City levels

Hone your Mario Kart skills

	Due:
	4 ChuChuRocket Puzzle Stages


	Competencies:
	Understanding of Level Design in puzzle games, one of the most basic and important forms of level design.  Hands-on experience creating levels for an existing puzzle mechanic.  


	Intro
	Class discussion/review: Battle City

	Lecture 01: 
	   Lab: Mario Kart Tournament

Exercise: Social Dynamics of Multiplayer      Games? 



	Lecture 02: 
	Lecture: Multiplayer Level Design
Tutorial:  Introduction to Mario Kart track editor

	Assigned:
	Complete  1 Mario Kart Battle Stage  

	Due:
	 Nothing

	Competencies:
	Continued development of understanding of level design as it pertains to Puzzle Games, and further hands-on experience with iterative level design practices.  


WEEK FOUR

WEEK FIVE
	Intro
	Class discussion/review: Mario Kart  Levels

	Lecture 01: 
	Final Roles in Retail Development Game
Discussion: Roles in Retail Development Debriefing and Brainstorming Session for Test
Mario Kart Peer Review 1


	Lecture 02: 
	Continue Peer Reviews
Continue work on Mario Kart Levels

	Assigned:
	Study for Roles in Retail test

	Due:
	Mario Kart Level (for review)

	Competencies:
	Introduction to the basic theories and practices of multiplayer level design. Hands-on experience creating multiplayer levels for one of the greatest multiplayer games of all time, Super Mario Kart.  


WEEK SIX
	Intro
	Class discussion/review: None


	Lecture 01: 
	Roles in Retail Development Test


	Lecture 02: 
	Lecture: Granularity

Introduce  Super Mario World Assignment
Midterm Reviews


	Assigned:
	1 Page: Granularity
Super Mario World 

	Due:
	Final Mario Kart Level

	Competencies:
	Continued hands on experience with testing, polishing, and tweaking multiplayer levels.
Basic understanding of the ‘breadcrumb’ theory of single player level design.  


WEEK SEVEN
	Intro
	Class discussion/review:  Essay Discussion Granularity

	Lecture 01: 
	Lecture: Flow 

Continue work on Super Mario World

	Lecture 02: 
	Lab: THUG Editor 

Discussion:  proper gathering and use of reference materials

	Assigned:
	1 Page: Flow

THUG Level (Lines & Flow, due next week)

	Due:
	Granularity Essay

	Competencies:
	Basic understanding of verb-dense mechanic design and the specific type of Level Design it predicates (iteration-intensive, noun-dense). 

	Intro
	Class discussion/review:  Flow

	Lecture 01: 
	THUG Review 1
Continue work on Super Mario World

Continue work on THUG Levels
Use the LRC to research an IGDA advocacy area of your choice (Quality of Life, Women in Gaming etc…)


	Lecture 02: 
	Lecture: Intuition

 Peer Review Super Mario World
 Continue work on Super Mario World

 Continue Work on THUG Levels

	Assigned:
	THUG Level (15 Gaps)

1 Page: Intuition

	Due:
	THUG Levels (for review)
1 Page: Flow

	Competencies:
	Continued understanding of verb-dense mechanic design and the specific type of Level Design it predicates (iteration-intensive, noun-dense). 


WEEK EIGHT

WEEK NINE
	Intro
	Class discussion/review: Intuition

	Lecture 01: 
	THUG Review 2
Introduce Final Project: Neversoft Test

	Lecture 02: 
	Continue work on THUG Level


	Assigned:
	5 Goals for THUG Level

Neversoft Design Test

	Due:
	   Super Mario World levels


	Competencies:
	Practice interviewing and articulating ideas as pertains to Level Design in a retail context.  


WEEK TEN

	Intro
	Class discussion/review: None

	Lecture 01: 
	THUG Final Review
Continue work on Final Project

	Lecture 02: 
	Continue work on Final Project

	Assigned:
	Final Project complete

	Due:
	THUG Final

	Competencies:
	Create and modeling a level mockup from paper map conception to textured and lit completion.   


WEEK ELEVEN
	Intro
	Class discussion/review: Final projects

	Lecture 01: 
	Final Project Pitches

	Lecture 02: 
	Final Project Pitches

	Assigned:
	None

	Due:
	Final Project

	Competencies:
	Effectively mock up, design, and pitch a level pertaining to a game of your choosing.    


