
CMPS 427
VIDEO GAME DESIGN & DEVELOPMENT

SPRING 2011

Instructor: Name: Jim Etheredge
Office: Oliver Hall Room 219
E-mail: jne1390@louisiana.edu 
Web Page: http://www.ucs.louisiana.edu/~jne1390/
Phone: 482-6609
Office Hrs: See my web site

Objective:

To gain an understanding of the fundamental concepts of video game design & development. 
These concepts include large scale game design , the use of a commercial grade graphics 
engine, and programming issues unique to video games.

Learning Outcomes     of this Course  :

Upon successful completion of this course, students will have the ability to:

• Work in a large group to design and develop a non-trivial 3D video game
• Develop and implement a leadership hierarchy within the group
• Analyze and present to the class periodic individual and group status reports on the 

progress of the project
• Work effectively in conjunction with group members from other disciplines (Visual Arts, 

Music, Creative Writing, etc.)
• Develop and implement procedures necessary to integrate components of the project 

produced by disparate software tools (game engines, 3D modeling tools, sound editors, etc.)
• Analyze the strengths and weaknesses of software tools relative to the requirements of the 

project
• Evaluate honestly and fairly the commitment and productivity of all members of the group 
• Define and maintain a development timeline for the project
• Coordinate the creation of a substantial presentation of the status and features of the final 

product to classmates other interested individuals

Texts:

Required: Pro Ogre 3D Programming
(for CMPS majors) by Gregory Junker

APRESS.  ISBN 1-59059-710-9.

Recommended: Discover the Game with Alias
(for Visual Arts majors) by Kondo, Ormand, and Beaudoin

Maya Press.  ISBN 1-897177-10-0.

Software: Ogre 3D 1.6.5
Download at www.ogre3d.org

Maya 2010 in the CMPS Game lab

References: Ogre – Tutorials at www.ogre3d.org/wiki/index.php/Ogre_Tutorials

mailto:jne1390@louisiana.edu
http://www.ogre3d.org/wiki/index.php/Ogre_Tutorials
http://www.ogre3d.org/


I’ve got over 100 gaming books. Please feel free to come by and 
check them out (both figuratively and literally).

Topics Covered: ð  Video Game Design & Development
ð  Ogre (Object-Oriented Graphics Engine)
ð  3D Modeling using Maya
ð  Use of motion capture data for animation
ð  Use of version control for project management

Grading:

Your grade in the course will be based on:
• Completion of assignments.
• Final product produced by your development team.
• Your contribution to the project.
• Class attendance. Any unexcused absence or tardiness will 

reduce your grade in the class by up to one half of a letter 
grade.

• Project group peer evaluations.
• Use of Trac and Subversion.

Policies:

ð There will be penalties for missing group meetings and/or 
assignments.   

ð It is your responsibility to see that your assignments are 
graded and recorded. 

ð Incompletes are given only in the event of extreme 
extenuating circumstances.

ð The use of any material of a profane, sexual, or violent 
nature (as determined my ME) will be dealt with harshly. 
The minimum penalty is a zero on the 
assignment/program and the offense could result in an F in 
the course.


	VIDEO GAME DESIGN & DEVELOPMENT
	Maya 2010 in the CMPS Game lab
	I’ve got over 100 gaming books. Please feel free to come by and check them out (both figuratively and literally).


