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Syllabus First Generation_ A Video Game

I. Overview

This directed study class has three components: 
1) To develop a game in an interdisciplinary team 
2) Produce a unity-based game-prototype 
3) Contribute to the documentation and dissemination of the design process

This production-oriented class aims to produce an interdisciplinary project entitled: First 6eneration. The purpose of this project is to develop a mobile game that

1) enables high school students to imagine their first year in college (=starting point) with all associated challenges and opportunities (=game obstacles). 
2) creates a future utopian college model more inclusive of first generation college students, of a diverse student body, and inspiring for all members of the academic community (=game objective). This way, the players built the university of their dreams, and hopefully their and our future.

The game should also serve as a digital playground for higher education nation-wide, to create new pedagogical concepts, foster dialogical teaching, and become a platform for online learning courses. Massive Open Online Courses (MOOCs) are currently offered as online videos, yet in the near future the game may allow students and faculty to interact and study within the game narrative. This First 6eneration project has three components: 

1) Designing and prototyping of a mobile game to critically interrogate higher education institutions and to foster cooperation between students, faculty, and the communities for the Cal State LA campus.
2) Engage in public discourse and community engagement through the app (ready for download)
3) Pushing for the idea of creative and social entrepreneurship; the game should intersect with social media links, and be embedded in a non-for-profit business plan. 

The game should emphasize on design and aesthetics, as well as on story design and interactivity. The app should allow easy access to the game world, so playing the game doesn’t require special gaming skills, training, or prerequisite knowledge. The game mechanics should challenge the players imaginative and intellectual skills. 

II. Student Learning Outcomes 
	
Upon completion of this course, student(s) will be able to: 
· Design user-oriented narrative
· Experiment with the process of spatial story design
· Analyze the difference between linear and interactive storytelling, and develop a critical apparatus to understand the politics of interactive storytelling
· Understand the game design and implementation process (Unity)
· Come to a critical understanding as to the relevance and importance of collaboration, teamwork, and design thinking
· Position their practice within the game design business and civic entrepreneurship

III. Weekly Breakdown

Module I: Intro

1. Week 	Intro											
2. Week 	Case Studies							
3. Week 	Techniques of VR storytelling					
4. Week	Interactive Storytelling	

Module II: Ideation

5. Week	Ideation
6. Week	Makers’ Lab	I 						
7. Week	Makers’ Lab	II						
8. Week 	Makers’ Lab	III			

Module III: Game Design
					
9. Week	Player Story vs Game Story
10. Week	Spatial Story Design
11. Week	Makers’ Lab	I 						
12. Week	Makers’ Lab	II						
13. Week 	Makers’ Lab	III					
14. Week	 Final presentation							



IV. References 

1. Adams, E.: Three Problems For Interactive Storytellers, In: gamasutra.com, http://www.gamasutra.com/view/feature/3414/the_designers_note%20book_three_.php
2. Bakhtin, Mikhail M.: Forms of Time and the Chronotope in the Novel. In: The Dialogic Imagination: Four Essays. M. Holquist (ed), p. 84-258, Austin: University of Texas Press, Slavic Series, (1981)
3. [bookmark: 4]Costikyan, G.: Where Stories End and Games Begin. In: Game Developer, September 2000, pp. 44-53, (2000)
4. Davis, Nicholas, Alexander Zook, Brian O’Neill, Brandon Headrick, Mark Riedl, Ashton Grosz, and Michael Nitsche: Creativity Support for Novice Digital Filmmaking, http://homes.lmc.gatech.edu/~nitsche/download/Davis_CreativitySupport_13.pdf
5. Eskelinen, Markku, The Gaming Situation, http://www.gamestudies.org/0101/eskelinen/
6. Foucault, Michel: Des Espaces Autres (Of Other Spaces: Utopias and Heterotopias), In: Architecture, Mouvement, Continuité, no. 5 (October 1984): 46–49; translated by Jay Miskowiec, In Diacritics 16, no. 1 pg.9. (Spring, 1986)
7. Freyermuth, Gundolf: Game Studies: An Introduction, Transcript 2016 
8. Heise, David R.: Understanding Social Interaction With Affect Control Theory, In: New Directions in Sociological Theory, Joseph Berger and Morris Zelditch (Eds.),  Chapter 2, Rowman and Littlefield (2002)
9. Jenkins, H.: Game Design as Narrative Architecture. In: Wardrip-Fruin, N., Harrigan, P. (eds.) First Person: New Media as Story, Performance, and Game, pp. 118–130. MIT Press, Cambridge (2004)
10. Juul, J.: A Clash Between Games and Narrative. Version 0.99, April 17th, 2001. https://www.jesperjuul.net/thesis/ 
–––– Games Telling Stories?, Game Studies, http://www.gamestudies.org/0101/juul-gts/
11. Lotman, Yuri: Universe of the Mind: A Semiotic Theory of Culture, trans. Shukman A. Bloomington, pg.121–214. Indiana University Press (1990)
12. Lotman, Yuri: The Structure of the Artistic Text, translated from the Russian by Ronald Vroon, pg. 233. University of Michigan, (1971, [1977]) https://www.scribd.com/doc/246258795/Lotman-Juri-The-Structure-of-the-Artistic-Text-pdf
13. Meyer, Sylke Rene: The Politics of Narrative, AND publishing, London 2014 
––––– Right, Left, High, Low: Narrative Strategies for Non–linear Storytelling, In ‘Interactive Storytelling, Volume 10045’, Springer International Publishing, 2016, pp. 325-335
14. Murray, Janet: Hamlet on the Holodeck: The Future of Narrative in Cyberspace, part II, http://www.altx.com/ebr/ebr7/7murray/7mur2.htm
15. Ryan, Marie-Laure: On Defining Narrative Media, http://www.imageandnarrative.be/inarchive/mediumtheory/marielaureryan.htm




4

