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2004/2005: Software Engineering @ UC Riverside

A preface. . .

Taught Software Engineering three times before
Always using a standard text books
Always boring and (relatively) useless

Knew I was leaving UC Riverside /
, Nothing to lose! ,

Complete overhaul of Software Engineering course
(eventually) no text books whatsoever
switched from RUP-ish to XP, teams of 5–7 (“large”)
recruited “fake” clients for those teams (some industry)
used arcade games as projects since I wanted to have fun

Outcomes?
students did an amazing amount of work in 8 weeks

e.g. distributed multi-player bomberman clone with demo recording

students learned a lot more about team work, planning, etc.
(almost) everybody had a blast with final presentations
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2007/2008: Johns Hopkins Gaming Lab

2007: Call for Proposals from Center for Educational Resources

“. . . ideas for interdisciplinary courses. . . ”

Game development one of the most interdisciplinary fields
Nobody else at JHU was/is doing anything in gaming /
I actually got funded! , (economy still okay then)

2008: Starting the lab, planning the course, . . .

Lots of (internal) activity to find interested people

I cannot possibly teach a complete gaming course myself
Never met/worked with so many people in so little time!

Who exactly?

People in CS, including some I didn’t know existed ,
Other departments @ JHU, even snuck into English Department (gasp!)
Local (and not so local) companies, including many game studios
The Peabody Institute @ JHU (music, composition, etc.)
Maryland Institute College of Art (no visual arts program @ JHU)
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Spring 2009: Introduction to Video Game Design

Course Factoids

40 students, 10 teams of 4 students each

20 “techie types” who would do mostly programming
20 “artist types” who would do mostly assets and story
huge entry hurdles, including huge survey used to form the teams

Course Structure

3 weekly “lectures,” wide range of topics, lots of guest speakers
1 weekly “lab,” wide range of topics, lots of guests as well
techies had to learn artsy stuff, artists had to learn techie stuff
each team had a mentor from industry they met (roughly) once a week

Grade Items

some short assignments, but mostly semester project: Make a game!
three presentations/submissions of their project: alpha, beta, gold
peer reviews, also three times during the semester
no exams ,
no constraints , /
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Evaluation

What rocked?

Very intense, realistic team experience across disciplines

something ABET wants but not too many schools I know actually have

(Mostly) very nice games, including some excellent ones

Industry mentors and guest speakers very popular with students

What sucked?

no constraints on projects meant students “wasted” some time

students felt that lectures/labs and projects didn’t mesh well

economy crashed (later for gaming than the rest, but it did)

some mentors/guest speakers never showed up again /
however, this was a very “realistic” experience as well ,

students wanted more peer reviews, presentations, feedback

amazing to see students ask for more grade items. . .
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Why bring this to OOPSLA?

Educator’s Symposium had an “Industry Complaints” session ,

I don’t know of a better interdisciplinary team experience than this
All teams had to fight with “balls of mud” in terms of APIs and engines

“Scripting Languages” are a big topic here this year

Plenty of game engines use Lua or Python or . . . for game play
programming
Some gaming companies come up with novel language technology
(Tim Sweeney’s POPL 2006 keynote)

Parallelism is a big topic here this year

Most gaming companies are faced with similar problems on current
machines/consoles
Some have even abandoned object technology in engine code to avoid
expensive redirections, something you may want to work on. . .

Nobody else seems to talk about gaming here. . . /

U.S. box office sales in 2008: $9.79 billion
U.S. game software sales in 2008: $11.7 billion
We should all take gaming seriously!
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Parallelism is a big topic here this year
Most gaming companies are faced with similar problems on current
machines/consoles
Some have even abandoned object technology in engine code to avoid
expensive redirections, something you may want to work on. . .

Nobody else seems to talk about gaming here. . . /
U.S. box office sales in 2008: $9.79 billion

U.S. game software sales in 2008: $11.7 billion
We should all take gaming seriously!
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More Information

Where can I find out more?

Johns Hopkins Gaming Lab @ https://gaming.jhu.edu/
(including a short documentary film about the course)

Michael Reese, Joan Freedman, Peter H. Fröhlich. Playing
Together: Establishing an Interdisciplinary, Interinstitutional
Gaming Initiative. Proceedings of the New Media Consortium
Annual Conference, June 2009.

Thanks to. . .

Center for Educational Resources @ JHU (my sponsor)

Digital Media Center @ JHU (my lab space)

Scott Smith, Chair @ CS @ JHU (for letting me go wild)

Big Huge Games, Day 1 Studios, Firaxis, NVIDIA, Breakaway Games,
MICA, Peabody, all my guest speakers, . . .

and you for showing up to this Lightning Talk ,
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Together: Establishing an Interdisciplinary, Interinstitutional
Gaming Initiative. Proceedings of the New Media Consortium
Annual Conference, June 2009.

Thanks to. . .

Center for Educational Resources @ JHU (my sponsor)

Digital Media Center @ JHU (my lab space)

Scott Smith, Chair @ CS @ JHU (for letting me go wild)

Big Huge Games, Day 1 Studios, Firaxis, NVIDIA, Breakaway Games,
MICA, Peabody, all my guest speakers, . . .

and you for showing up to this Lightning Talk ,
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Thank you!

Any questions? :-)
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