
Introduction to Computer Games Course Overview

Course Overview

The Introduction to Computer Games course is designed for students aged 13-15 years old, aiming to
provide a comprehensive understanding of the subject, including its history, genres, design principles,
and social implications. This course will equip students with the knowledge and skills necessary to
define key terms related to computer games, identify different genres of games, and analyze the impact
of computer games on society.

Course Objectives

Define key terms related to computer games, such as game mechanics, game genres, and game
development.

Identify and describe different genres of games, including action, adventure, role-playing, strategy, and
simulation.

Analyze the impact of computer games on society, including social, cultural, and economic aspects.

Demonstrate an understanding of the subject through interactive quizzes and class discussions.
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Course Structure

The course will be structured into the following units:

Unit 1: Introduction to Computer Games

Unit 2: History of Computer Games

Unit 3: Game Design Principles

Unit 4: Social Implications of Computer Games

Unit 5: Game Development and Careers

Unit 1: Introduction to Computer Games

Topic: Introduction to Computer Games

Learning Objectives:

Define key terms related to computer games

Identify game genres

Activities:

Interactive quiz

Group discussion
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Unit 2: History of Computer Games

Topic: History of Computer Games

Learning Objectives:

Describe the evolution of computer games

Activities:

Multimedia presentation

Class discussion

Unit 3: Game Design Principles

Topic: Game Design Principles

Learning Objectives:

Apply game design principles to simple games

Activities:

Game development simulation

Group work

Unit 4: Social Implications of Computer Games

Topic: Social Implications of Computer Games

Learning Objectives:

Analyze the impact of computer games on society

Activities:

Group discussion

Debate

Multimedia integration

Unit 5: Game Development and Careers



Topic: Game Development and Careers

Learning Objectives:

Explore career opportunities in game development

Activities:

Guest lecture

Group discussion

Game development simulation
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Lesson Plan

Lesson 1: Introduction to Computer Games

Introduction (10 minutes): Introduce the course and its objectives, discuss the importance of computer
games in modern society

Direct Instruction (20 minutes): Define key terms related to computer games, discuss the different
genres of games

Guided Practice (20 minutes): Interactive quiz to test students' understanding of key terms and
concepts, group discussion on the importance of computer games

Independent Practice (20 minutes): Students will work on a simple game development project to apply
game design principles

Lesson 2: History of Computer Games

Introduction (10 minutes): Review the key terms and concepts from Lesson 1, introduce the history of
computer games

Direct Instruction (20 minutes): Multimedia presentation on the evolution of computer games, class
discussion on the impact of computer games on society

Guided Practice (20 minutes): Group discussion on the significance of computer games in different
decades, students will work on a timeline of the history of computer games

Independent Practice (20 minutes): Students will research and write a short essay on the impact of
computer games on society
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Lesson 3: Game Design Principles

Introduction (10 minutes): Review the history of computer games, introduce game design principles

Direct Instruction (20 minutes): Discuss game design principles and mechanics, introduce game
development simulations

Guided Practice (20 minutes): Game development simulation, group work on designing a simple game

Independent Practice (20 minutes): Students will work on a game development project to apply game
design principles

Lesson 4: Social Implications of Computer Games

Introduction (10 minutes): Review game design principles, introduce the social implications of computer
games

Direct Instruction (20 minutes): Discuss the impact of computer games on society, introduce multimedia
integration

Guided Practice (20 minutes): Group discussion on the social implications of computer games, debate
on the impact of computer games on society

Independent Practice (20 minutes): Students will research and write a short essay on the social
implications of computer games

Lesson 5: Game Development and Careers

Introduction (10 minutes): Review the social implications of computer games, introduce game
development and careers

Direct Instruction (20 minutes): Guest lecture on career opportunities in game development, group
discussion on game development and careers

Guided Practice (20 minutes): Game development simulation, group work on designing a game

Independent Practice (20 minutes): Students will work on a game development project to apply game
design principles
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Assessment Opportunities

Quizzes and tests to assess students' knowledge and understanding of key terms and concepts

Class discussions and participation to assess students' understanding of the subject

Game development projects to assess students' ability to apply game design principles

Reflective journals to assess students' learning and progress

Differentiation Strategies

Learning centers: students will have access to different learning centers, each with a unique activity or
resource

Tiered assignments: assignments will be tiered to cater to different learning levels

Technology integration: technology will be used to support learning, including text-to-speech software
and multimedia resources
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Conclusion

The Introduction to Computer Games course is designed to provide students with a comprehensive
understanding of the subject, including its history, genres, design principles, and social implications.

The course will be structured into five units, each with specific learning objectives and activities.

Assessment opportunities will be provided throughout the course to evaluate student understanding
and progress.

Differentiation strategies will be employed to cater to diverse learning needs, and time management
considerations will be taken into account to ensure efficient use of classroom time.

Student engagement factors will be incorporated to enhance student participation and motivation.



Game Development Process

The game development process involves several stages, including concept development, pre-production,
production, testing, and deployment. Concept development involves brainstorming and defining the game's core
mechanics, art style, and overall vision. Pre-production involves creating a detailed project plan, setting up the
development team, and preparing the necessary resources. Production involves creating the game's assets,
implementing gameplay mechanics, and testing the game. Testing involves identifying and fixing bugs,
balancing gameplay, and ensuring the game meets the desired quality standards. Deployment involves
releasing the game to the public, marketing, and maintaining the game post-launch.

Example: Game Development Pipeline

A game development pipeline typically consists of the following stages: concept development, pre-production,
production, testing, and deployment. Each stage has its own set of tasks, milestones, and deliverables. For
example, during the concept development stage, the team will create a written concept document, develop a
prototype, and create a project schedule. During the production stage, the team will create the game's assets,
implement gameplay mechanics, and test the game.

Game Design Principles

Game design principles are the fundamental rules and guidelines that govern the design of a game. These
principles include game mechanics, level design, user interface, and user experience. Game mechanics refer to
the rules and systems that govern gameplay, such as movement, combat, and puzzle-solving. Level design
refers to the creation of individual levels or missions within a game, including the layout, challenges, and
objectives. User interface refers to the visual and interactive elements that allow players to interact with the
game, such as menus, buttons, and controls. User experience refers to the overall feeling and satisfaction that
players experience while playing the game.

Case Study: Game Design Principles in Action

The game "Portal" is a great example of game design principles in action. The game's mechanics, such as the
portal gun and gravity, are simple yet challenging to master. The level design is carefully crafted to introduce
new challenges and concepts gradually, with a clear progression of difficulty. The user interface is intuitive and
easy to use, with a minimalistic design that doesn't distract from the gameplay. The user experience is highly
engaging and satisfying, with a strong focus on exploration, puzzle-solving, and player progression.

Game Development Tools and Software

Game development tools and software are essential for creating and developing games. These tools include
game engines, level editors, 3D modeling software, and programming languages. Game engines, such as Unity
and Unreal Engine, provide a framework for building games, including physics, graphics, and sound. Level
editors, such as Tiled and LevelEditor, allow designers to create and edit individual levels or missions. 3D
modeling software, such as Blender and Maya, allow artists to create 3D models and animations. Programming
languages, such as C++ and Java, are used to write the code that brings the game to life.

Example: Game Development Tools and Software

The game "Minecraft" was built using the Java programming language and the LWJGL library. The game's
engine was custom-built by the developer, Markus "Notch" Persson. The game's 3D models and animations
were created using a combination of Blender and Maya. The game's levels were created using a custom-built
level editor. The game's user interface and user experience were designed using a combination of Java and
XML.

Game Development Careers

Game development careers are diverse and rewarding, with a wide range of roles and specialties. These
careers include game designer, game artist, game programmer, level designer, and game tester. Game
designers are responsible for creating the game's mechanics, levels, and user interface. Game artists are
responsible for creating the game's 3D models, animations, and textures. Game programmers are responsible



for writing the code that brings the game to life. Level designers are responsible for creating individual levels or
missions within a game. Game testers are responsible for identifying and reporting bugs and issues.

Case Study: Game Development Careers in Action

The game "The Last of Us" is a great example of game development careers in action. The game's designer,
Neil Druckmann, was responsible for creating the game's mechanics, levels, and user interface. The game's
artists, including the concept artist and the 3D modeler, were responsible for creating the game's 3D models,
animations, and textures. The game's programmers, including the lead programmer and the AI programmer,
were responsible for writing the code that brought the game to life. The game's level designers were responsible
for creating individual levels or missions within the game. The game's testers were responsible for identifying
and reporting bugs and issues.

Game Development Industry Trends

Game development industry trends are constantly evolving, with new technologies, platforms, and business
models emerging all the time. These trends include the rise of indie games, the growth of mobile gaming, the
increasing importance of virtual reality and augmented reality, and the shift towards games-as-a-service. Indie
games, such as "Minecraft" and "Braid", have become increasingly popular in recent years, with many indie
developers achieving significant commercial success. Mobile gaming, including games such as "Clash of Clans"
and "Pokémon Go", has become a major sector of the game development industry. Virtual reality and
augmented reality, including technologies such as Oculus Rift and HTC Vive, are becoming increasingly
important, with many developers creating VR and AR experiences. Games-as-a-service, including games such
as "World of Warcraft" and "Destiny 2", have become a popular business model, with many developers creating
games that are designed to be played over a long period of time, with regular updates and new content.

Example: Game Development Industry Trends

The game "PlayerUnknown's Battlegrounds" is a great example of game development industry trends in action.
The game was developed by an indie developer, Bluehole, and became a massive commercial success, with
millions of players worldwide. The game is available on multiple platforms, including PC, Xbox, and mobile, and
has become a major player in the battle royale genre. The game's developer has also embraced the games-as-
a-service model, with regular updates and new content added to the game on a regular basis.

Game Development Ethics and Responsibility

Game development ethics and responsibility are essential considerations for game developers, with many
games having a significant impact on players and society. These considerations include the depiction of
violence, the representation of diversity, and the potential for addiction. Game developers have a responsibility
to ensure that their games are safe and enjoyable for players, and that they do not promote harmful or negative
behaviors. Game developers must also consider the potential impact of their games on society, including the
potential for games to influence player behavior and attitudes.

Case Study: Game Development Ethics and Responsibility

The game "This War of Mine" is a great example of game development ethics and responsibility in action. The
game's developer, 11 bit studios, made a conscious decision to depict the realities of war in a realistic and
respectful way, without glorifying or trivializing violence. The game's developer also worked with charities and
organizations to raise awareness and funds for victims of war. The game's developer took a responsible
approach to game development, considering the potential impact of the game on players and society, and
ensuring that the game was safe and enjoyable for players.
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Course Overview

The Introduction to Computer Games course is designed for students aged 13-15 years old, aiming to
provide a comprehensive understanding of the subject, including its history, genres, design principles,
and social implications. This course will equip students with the knowledge and skills necessary to
define key terms related to computer games, identify different genres of games, and analyze the impact
of computer games on society.

Course Objectives

Define key terms related to computer games, such as game mechanics, game genres, and game
development.

Identify and describe different genres of games, including action, adventure, role-playing, strategy, and
simulation.

Analyze the impact of computer games on society, including social, cultural, and economic aspects.

Demonstrate an understanding of the subject through interactive quizzes and class discussions.
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Course Structure

The course will be structured into the following units:

Unit 1: Introduction to Computer Games

Unit 2: History of Computer Games

Unit 3: Game Design Principles

Unit 4: Social Implications of Computer Games

Unit 5: Game Development and Careers

Unit 1: Introduction to Computer Games

Topic: Introduction to Computer Games

Learning Objectives:

Define key terms related to computer games

Identify game genres

Activities:

Interactive quiz

Group discussion
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Unit 2: History of Computer Games

Topic: History of Computer Games

Learning Objectives:

Describe the evolution of computer games

Activities:

Multimedia presentation

Class discussion

Unit 3: Game Design Principles

Topic: Game Design Principles

Learning Objectives:

Apply game design principles to simple games

Activities:

Game development simulation

Group work

Unit 4: Social Implications of Computer Games

Topic: Social Implications of Computer Games

Learning Objectives:

Analyze the impact of computer games on society

Activities:

Group discussion

Debate

Multimedia integration

Unit 5: Game Development and Careers



Topic: Game Development and Careers

Learning Objectives:

Explore career opportunities in game development

Activities:

Guest lecture

Group discussion

Game development simulation
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Lesson Plan

Lesson 1: Introduction to Computer Games

Introduction (10 minutes): Introduce the course and its objectives, discuss the importance of computer
games in modern society

Direct Instruction (20 minutes): Define key terms related to computer games, discuss the different
genres of games

Guided Practice (20 minutes): Interactive quiz to test students' understanding of key terms and
concepts, group discussion on the importance of computer games

Independent Practice (20 minutes): Students will work on a simple game development project to apply
game design principles

Lesson 2: History of Computer Games

Introduction (10 minutes): Review the key terms and concepts from Lesson 1, introduce the history of
computer games

Direct Instruction (20 minutes): Multimedia presentation on the evolution of computer games, class
discussion on the impact of computer games on society

Guided Practice (20 minutes): Group discussion on the significance of computer games in different
decades, students will work on a timeline of the history of computer games

Independent Practice (20 minutes): Students will research and write a short essay on the impact of
computer games on society
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Lesson 3: Game Design Principles

Introduction (10 minutes): Review the history of computer games, introduce game design principles

Direct Instruction (20 minutes): Discuss game design principles and mechanics, introduce game
development simulations

Guided Practice (20 minutes): Game development simulation, group work on designing a simple game

Independent Practice (20 minutes): Students will work on a game development project to apply game
design principles

Lesson 4: Social Implications of Computer Games

Introduction (10 minutes): Review game design principles, introduce the social implications of computer
games

Direct Instruction (20 minutes): Discuss the impact of computer games on society, introduce multimedia
integration

Guided Practice (20 minutes): Group discussion on the social implications of computer games, debate
on the impact of computer games on society

Independent Practice (20 minutes): Students will research and write a short essay on the social
implications of computer games

Lesson 5: Game Development and Careers

Introduction (10 minutes): Review the social implications of computer games, introduce game
development and careers

Direct Instruction (20 minutes): Guest lecture on career opportunities in game development, group
discussion on game development and careers

Guided Practice (20 minutes): Game development simulation, group work on designing a game

Independent Practice (20 minutes): Students will work on a game development project to apply game
design principles



Introduction to Computer Games Course Overview

Assessment Opportunities

Quizzes and tests to assess students' knowledge and understanding of key terms and concepts

Class discussions and participation to assess students' understanding of the subject

Game development projects to assess students' ability to apply game design principles

Reflective journals to assess students' learning and progress

Differentiation Strategies

Learning centers: students will have access to different learning centers, each with a unique activity or
resource

Tiered assignments: assignments will be tiered to cater to different learning levels

Technology integration: technology will be used to support learning, including text-to-speech software
and multimedia resources
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Conclusion

The Introduction to Computer Games course is designed to provide students with a comprehensive
understanding of the subject, including its history, genres, design principles, and social implications.

The course will be structured into five units, each with specific learning objectives and activities.

Assessment opportunities will be provided throughout the course to evaluate student understanding
and progress.

Differentiation strategies will be employed to cater to diverse learning needs, and time management
considerations will be taken into account to ensure efficient use of classroom time.

Student engagement factors will be incorporated to enhance student participation and motivation.


