4002-792-01

Game Industry Development Process

Fall 20081 Course Midterm

Rules of the game:  This midterm is a take-home, open book, open Internet exam.  You may use any resource you’d like to answer these questions, but you may not discuss the questions or your answers with your classmates.  You may ask general questions about the following problems of other professors in the GDD program, but you may not ask anyone to review your answers or as specific “how to” kinds of questions.

Method of testing: Your answers are expected to go beyond situated knowledge – I want to see you apply the knowledge you’ve learned to these problems.  Expect a certain degree of synthesis (according to Bloom: taking two pieces of knowledge and combining them in a creative way, or using existing knowledge to derive new knowledge). In other words, don’t just look up an answer – go past that to find the solution.  Fair warning: pat or less-than-meaningful answers will not be graded positively.

Submit your answers in the myCourses dropbox by 9:59am on Friday 10/17.  Create a MS Word document viewable in Office 2007 or 2003 (note that ONLY these two forms are acceptable) that contains both the questions and your answers.  Cite your sources.  My advice is to get started immediately and work a little bit every day – this exam should not be short and you will benefit from extra time thinking about these questions and time to think about your answers and revisit them.

1. In class, we discussed the typical game development lifecycle model.  Explain this model to me in your own words and then, pretending you are the GM of an independent game studio, tell me how you would implement this model in your studio.  Also explain how you would structure your development teams to accommodate your model and maximize development efficiency.  Justify you thoughts.

2. Follow the mind map method of brainstorming we discussed in class to create a designer’s focus (and all the sub-components specified).  Use the words: shark, and asphalt.  Based on your idea, write a one sheet for the game using the template provided previously.

3. In class, we discussed several points about what every game must do, what a game design must do according to Rouse, what players expect from a game, and a few game survival checks.  Explain how these concepts are inter-related. Combine these topics into a design rubric you can apply to game designs to “test” the design prior to implementing it.

4. Using my interaction hierarchy, critically evaluate your favorite game in terms of interaction, engagement and immersion (3 evaluations here).  Why is the game fun, and why is it your favorite game?  Provide an example of another game in the same genre that you don’t like as well, do the same critical evaluation and answer the same questions about fun and why the game isn’t your favorite.

5. Again assuming you are in a leadership role at an independent game studio, come up with a set of standards and policies designed to maximize production efficiency.  Include justification of what you need and don’t need standards or policies for, and why the policies and standards you do believe are necessary will be helpful.

6. Convince me that by working on the game rather than my game I will still have the opportunity to do insanely creative and fun work.  Will I still have an impact on the game that will eventually be released?  Can I make any game better, including ones I don’t like and wouldn’t play?  Explain with a hypothetical situation.

