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The aim of my individual work is to evolve a set of game analysis tools by surveying literature, conducting game reviews and producing a game concept. The single question I hope to answer is, what makes a good game? Additional consideration will be given to how learning theory is used within games and how game design might be used to evolve learning theory. Out of this course I will be fluent in game design analysis and have developed my own tools for discussing and designing games.
Reader
· Rouse, Richard III. Game Design Theory and Practice. 2005
Selected Readings from
· Gee, James Paul. What Video Games have to Teach us about Learning and Literacy. 2003
· Juul, Jasper. Half Real. MIT Press 2005. http://www.half-real.net/
· Salen, Katie and Zimmerman, Eric. Rules of Play. 2003

· Salen, Katie and Zimmerman, Eric. The Game Design Reader. A Rules of Play Anthology. 2005
In addition, I will include articles and conference proceedings from FuturePlay 2005, Serious Games Conference 2005, GDC 2005, and mobygames.com.
Games
The following games* will be reviewed  in this course: 

	The Warriors
	God of War
	Prince of Persia

	Incredibles: Rise of the Underminer
	Shrek 2
	Shrek Superslam

	Ratchet and Clank 
	Jak & Daxter 1, 2, 3
	Hulk

	Shadow of the Colussus
	Gauntlet
	Lego Star Wars

	Zelda
	Conker
	Madagascar

	Pitfall
	Xmen Legends
	Pyschonauts

	Dynasty Warriors 3 and 4
	Halo 2
	Munch’s Oddysee

	Tak 3 and 4
	Spyro
	Half Life2

	More…
	
	


· Available through a variety of sources Shaba, Green Library, Internet, Friends and  Personal Collection
Projects and assignments

The assignments consist of three short papers, weekly blog assignments and an optional game concept.

1. Final - Game Concept – Collaboration in a multiplayer.Using principles gleaned in this course, design a game concept that could be standalone or a mini-game within a larger game. Keep in mind issues of balance, engagement and motivation March 16 10:00am
2. Midterm Paper: Competition. How does layout indicate progression. 5-7 pg  Check out collaboration (30%) Feb 15 2:30pm
3. Short Paper 1: Camera as it relates to multiplay.  What types of cameras are used in these games.
Guantlet – started as an arcade game with interesting camera restriction, communication - 10 things I learn 1page bullet points (5%) Feb 22
4. Short Paper 2: Enemies.  How do enemies change per level – (5%) Feb 29 


5. Optional. Complete a literature review document. Understand how experts and academics classify and analyze games. Summarize these writings.
6. Optional Maintain a weekly blog of game reviews – play games in the above list. Experience at least 1-2 levels within each game reviewing the gameplay and user experience. The blog will be available at http://ldt.stanford.edu/~inokon
Grading Basis: Letter
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