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CIS 262 Computer Information Systems 3

COURSE NAME/NUMBER FACULTY/DEPARTMENT UFV CREDITS
Web-Based Computer Game Development

COURSE DESCRIPTIVE TITLE

CALENDAR DESCRIPTION:

This course will introduce students to the techniques used in developing computer games that are intended to be
played over a web-browser. These online games differ from most computer games in that they compensate for the lack
of advanced technical features (such as realistic graphics) with greater attention to storytelling and reader interaction. At
the end of the course, the students will be able to create a simple yet engaging game themselves or a more complex
game with the assistance of others.

PREREQUISITES: COMP 150 or COMP 152, or programming experience with instructor permission.
COREQUISITES:
PRE or COREQUISITES:

SYNONYMOUS COURSE(S): SERVICE COURSE TO: (department/program)
(&) Replaces:

(b) Cross-listed with:

(c) Cannot take: for further credit.

TOTAL HOURS PER TERM: 45 TRAINING DAY-BASED INSTRUCTION:

STRUCTURE OF HOURS: Length of course:

Lectures: 45 Hrs Hours per day:

Seminar: Hrs

Laboratory: Hrs OTHER:

Field experience: Hrs Maximum enrolment: 23

Student directed learning: Hrs Expected frequency of course offerings: Every semester

Other (specify): Hrs (every semester, annually, every other year, etc.)

WILL TRANSFER CREDIT BE REQUESTED? (lower-level courses only) X Yes [ 1No
WILL TRANSFER CREDIT BE REQUESTED? (upper-level requested by department) [ Yes [ 1No
TRANSFER CREDIT EXISTS IN BCCAT TRANSFER GUIDE: [ Yes > No

Course designer(s): Stephan Bohm

Department Head: Dan Harris Date approved: March 16, 2012
Supporting area consultation (Pre-UEC) Date of meeting: March 30, 2012
Curriculum Committee chair: David Fenske Date approved: May 18, 2012
Dean/Associate VP: Ora Steyn Date approved: June 1, 2012

Undergraduate Program Advisory Committee (UEC) approval Date of meeting: June 22, 2012
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LEARNING OUTCOMES:

Upon successful completion of this course, students will be able to:
e Analyze the needs of different audiences by age, occupation, education, etc.
Give examples of the kinds of math needed by game developers.
Explain how game physics can be represented in a game.
lllustrate how a 3D world can be well described in a 2D environment.
Describe how computer games that are hosted on a web server can run under the control of a client web
browser.
e Design and program simple yet engaging games for the web.

METHODS: (Guest lecturers, presentations, online instruction, field trips, etc.)

CIS 262 is a lab-based course based on case studies and development practice. The course will be delivered in lecture-
lab format with numerous demonstrations. The lab portion will give students and the instructor the ability to view and
interact with current projects.

METHODS OF OBTAINING PRIOR LEARNING ASSESSMENT RECOGNITION (PLAR):

[] Examination(s) X Portfolio assessment X Interview(s)
] Other (specify):
1 PLAR cannot be awarded for this course for the following reason(s):

TEXTBOOKS, REFERENCES, MATERIALS:
[Textbook selection varies by instructor. An example of texts for this course might be:]

ActionScript 3.0 Game Programming University, 2/E, Gary Rosenzweig, Que Publishing, 2011

SUPPLIES / MATERIALS:

None

STUDENT EVALUATION:
[An example of student evaluation for this course might be:]

Evaluation will be based on a number of small assignments and a major project. No exams.

COURSE CONTENT:
[Course content varies by instructor. An example of course content might be:]

Web technology for games

Understanding the audience

Game Basics: Scoring, Difficulty Levels, Length of Play
Game Math: Trigonometry and Analytic Geometry
Game Physics: Newton's Laws, Gravity, Friction
Collisions: Detection and Reactions

Tile-Based Worlds

Isometric Worlds

Level Editing

Game Sound

Multiplayer
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