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	PáginaActual: 
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	TitleCourse: Introduction to Videogames programming
	Acronym: UAM02-IVGP
	Degree: Bachelor
	Studies: Computer Engineering 
	Course: 4th course
	ECST: 6
	Institutions: Universidad Autónoma de Madrid (UAM)
	WebSite: ubicamp.ii.uam.es/subjects/videogames
	Duration: 1 semester (14 weeks)
	Name: Gema
	Surname: Bello
	Department: gema.bello@uam.es
	ID: collaborator
	AddTeacher: 
	ECSTHours: 25
	TargetGroup: Bachelor students from ICT studies (mainly engineering and computer science)
	Priority: Students that could prefer to follow the course in Spanish; Students from Engineering or ICT degrees; Students with previous (professional experience) in ICT technologie
	Prerequisites: • Participants should have a sufficient knowledge of the English language that would allow them to follow English speaking classes, discuss, work collaboratively with students from other countries and write correctly in English.• Participants should have experience working with Moodle.• Participants have to be willing to work collaboratively.• Participants should have some knowledge on Programming, Data Structures, Algorithm Design and Software Development Process.
	CourseGoals: • To work cooperatively and to understand the important phases involved in a software development process such as development or documentation tasks.• To integrate and design libraries for the development of a software product.• To learn how to validate and test a software product.• To analyse the overall performance of the designed product and to identify the bottlenecks that affect to the performance.
	Competences: The computing-specific competences acquired by students through the IVGP course is: “Knowledge and application of the tools, and methods, required to design, develop, test and document a software product”.
	Outcornes: • Knowledge concerning the overall software development process and in particular, videogame development.• Ability to design effectively and proficiently a software product, including design, development, validation and documentation phases.• Ability to measure the performance of the system and to identify the different bottlenecks that can get this performance worst.• Good development practices.• Use of some specialized computer applications.• Use of project management, release management, collaborative work tools, etc.
	FormsLearning: Distance learning with synchronous and asynchronous moments.
	Online: Spanish
	Materials: Spanish
	Other: Spanish
	Enrolment: 10th September
	Lecture: 20th December
	Examinators: January & June
	TeachingLearning: This is an eminently practical course. All classes will start with the theoretical block, where the teacher will briefly describe the main theoretical contents necessary for the development of course assessments. Once the theoretical concepts are explained, students must work in small groups to develop their own software product consisting on a videogame.
	Syllabus: T1. INTRODUCTION TO VIDEOGAMES1.1. Videogames as a cultural product.1.2. Videogames platforms and architectures.1.3. The Videogame industry.T2. VIDEOGAMES LOGIC AND ARCHITECTURE 2.1. Software engineering in videogames (patterns and paradigms).2.2. Models and the videogame main program.2.3. Logic Engines.2.4. Videogames data management.2.5. Scripting Languages.T3. 2D AND 3D VIDEOGAMES3.1. Videogames structure.3.2. Tile based engine (perspectives, data structures and visualization algorithms, surfing).3.3. Physics (Concepts, collisions, projectiles, physics engines).3.4. 2D Graphics Programming (Graphic APIs).3.5. 3D Videogames structure.3.6. 3D Graphics Programming.T4. CONTROL DEVICES AND NETWORK GAMES4.1. Control devices.4.2. Communications.T5. ARTIFICIAL INTELLIGENCE 5.1. Artificial intelligence in videogames.5.2. Movement techniques (patterns, path search).5.3. Decision making (finite state machines, rules, decision trees, logic).5.4. Introduction to advanced techniques in AI (learning, evolution, collective behaviour).
	Others: 
	Total: 0.00
	C1: 4.00
	C2: 2.00
	C3: 12.00
	C4: 2.00
	C5: 3.00
	Subtotal1: 0.00
	C6: 18.00
	C7: 4.00
	C8: 
	Subtotal2: 0.00
	CampoDecimal1: 150.00
	CampoDecimal2: 14.00
	CampoDecimal3: 7.00
	CampoDecimal4: 46.00
	CampoDecimal5: 8.00
	CampoDecimal6: 11.00
	CampoDecimal7: 86.00
	CampoDecimal8: 60.00
	CampoDecimal9: 4.00
	CampoDecimal10: 0.00
	CampoDecimal11: 64.00
	Assessment: From 0 to 100. With a grade above 49 the student is approved.Assessment criteria are presented in detail in each task/ activity description.
	Assesmentweightings: The course contains three assessments that compose the final software product. The first assessment represents 20% of the final grade. Assessment #2 represents 35% and Assessment #3, 45%. These assessments could be reports, questionnaires or a programming assessment. 
	References: • Mike McShaffry. Game Coding Complete, Third Edition. Charles River Media. ISBN-13: 978158450680• Jeannie Novak. Game Development Essentials: An Introduction. Delmar Cengage Learning. ISBN-13: 978-1111307653• Troy Dunniway. Game Development Essentials: Gameplay Mechanics. Delmar Cengage Learning. ISBN-13: 978-1418052690• Aaron Reed. Learning XNA 4.0. O’Really pub. ISBN:978-1-449-3946-2
	Remarks: 



