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	Module Title
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	Module Code
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	CREDIT

VALUE
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	Module Delivery
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	date 
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Relationship with other Modules

	Co-requisites


	None
	Pre-requisites
	None
	Excluded Combinations
	None


Module Aims

	1. To explore and evaluate a variety of traditional and computer games.

2. To raise an awareness of commercial practices in software development.

3. To create and evaluate entertainment material.

4. To develop an understanding of the social and legal context of entertainment computing.

5. Enable students to explore the field of entertainment computing by immersion in a creative environment.


MODULE Content

	For a large number of people the home PC is primarily an entertainment platform. A major way in which students experience computer software is in the guise of entertainment, e.g. music, computer games, videos, etc. Digital and computing devices come in a variety of forms:  home PC, consoles, mobile phones, PDAs, etc. Entertainment computing is a growing area.

This module considers a broad range of computer entertainment concepts. The material is presented in three related threads: computer games, the creation and use of entertainment material and entertainment and society.

The first thread explores and evaluates a variety of traditional and computer games to investigate what makes a game interesting and successful. This will involve playing, investigating, discussing and evaluating games. The evaluation of games will serve to draw out general principles of entertainment such as structure and play. Games production will be used to explore the commercial realities of entertainment computing.

The second thread concentrates on the creation and use of entertainment material. It is important to explore the materials used to create works of entertainment. This thread also allows the students to examine questions of design and HCI, as well as technical issues such as different file formats.

The last thread will consider the interconnection between entertainment and society. Students will examine ways in which people are using communications and entertainment technology to develop new forms of community. The module uses entertainment computing to explore the concept of ownership in the context of digital reproduction and the issues this raises for the legal system and for society at large. Discussion and impartial criticism are a key part of this module.  Students will be expected to present their ideas, to reflect on their work, to analyse others’ ideas critically, and to modify their ideas after discussion.


	Computer Games

Commercial realities:

· The Computer Games Industry

· The Entertainment Industry

· Contracts

· Finances

· Copyright

Computer Games Evaluation:

· Game mechanics

· Gameplay

· Game Structure

· Story

The Creation and Use of Entertainment Material

Usability and Inclusivity:

· Basic principles

· Produce and evaluate a simple user interface, e.g. a simple website or game

· Traditional software

· Dynamic software

· Accessibility

Visual Material in Entertainment computing:

· 2D Artwork concepts & practice

· 3D Artwork concepts & practice

Sound:

· Music and sound creation

· Dramatic use of sound

· Formats

· MIDI files

Video:

· Video creation

· Formats (media players, codecs, recording media)

Entertainment and Society

Web & Communications:

· Social interaction and online communities (e.g. chat rooms, YouTube, MySpace, Bulletin boards, forums, user communities, Blogs, online gaming, VoIP, virtual realities, web cams, instant messaging)

· Advertising, shopping

· Email

· Censorship

Ownership in the Age of Digital  Reproduction:

· P2P

· File sharing

· Ethics/legal issues

· Digital downloads

· Content Protection (Digital Rights Management)




Learning Outcomes

	On successful completion of this module a student will be able to:

	1.
	Evaluate game ideas through investigation, play and experience.



	2.
	Discuss the commercial realities of entertainment software. 



	3.
	Create entertainment material using a variety of computer applications.



	4.
	Design and evaluate the interface to a computer application using appropriate criteria.



	5.
	Discuss the major formats of entertainment media.



	6.
	Discuss the legal and social implications of entertainment computing.




Teaching and Learning Strategy

	There will be an emphasis on project work. Several project briefs will be used to establish a task to be undertaken by the student. The module is supported by lectures, practical demonstrations, lab classes and tutorials. Students are encouraged to use entertainment software and to analyse and discuss their tensions and attractions. Tutors will foster group debate about students’ findings and encourage them to share experience with others in the group. Students will also have the opportunity to create material using a variety of packages, such as 3DStudioMax and Cakewalk. Finally, students are expected to be able to participate in mature debate, supporting their argument with personal and independent evidence.


INDICATIVE Class Contact

	Lecture- 1 hour weekly (total 24 hours), Tutorial- 2 hours weekly (total 48 hours)


INDICATIVE Assessment

	Number of Assignments
	Assessment
	Weighting %
	Type/Duration/

Wordcount (indicative only)
	Learning Outcomes being assessed

	1
	Portfolio
	100%
	3 pieces of work
	1, 2, 3, 4, 5, 6


Module Pass Requirements

	To pass the module, the student must achieve an overall weighted average of at least 40%.


Bibliography and Learning Support Material

	Support Material

On-line lecture notes, tutorial worksheets and practical exercises

Recommended Books, Journals and Web Sites

Crawford, C.,  (1982), The Art Of Computer Game Design, www.vancouver.wsu.edu/fac/peabody/game-book/Coverpage.html (Accessed February 2007)

www.gamasutra.com
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