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Video Game Programming and Design I & II
Advisory Minutes

	Date:
	   May 4, 2011

	Time:
	   3:00  p.m.

	Location:
	   Weber Institute of Applied Sciences & Technology

	

	Industry Members Present:

	Name
	Business/Organization/Other
	Position/Title

	Eddie Seijas
	Electronics Arts
	Quality Assurance Tester

	Moises Diaz
	The Virus Animation Studio
	Animator

	Leroy Isbell
	3D Masters
	IT Professional/Graphics Programmer

	Angel Alvarez
	Electronic Arts
	

	Education Members Present:

	Name
	School/Educational Program
	Position/Title

	Brian Wright
	Weber Institute
	Teacher


  1.
MEETING CALLED TO ORDER

The meeting was called to order by Course Facilitator, Brian Wright at 3:00 p.m.
  2.

INTRODUCTION OF ADVISORY COMMITTEE MEMBERS
All Advisory Committee members present were introduced by Mr. Wright.
  3.


SELECTION OF CHAIRPERSON
​​​​

Brian Wright volunteered to serve as Course Facilitator and Chairperson.  
4. SELECTION OF MINUTE TAKER
Brian Wright volunteered to take minutes for this Advisory Committee meeting.
  5.


PURPOSE OF THE MEETING


Brian Wright, Chairperson, explained that the main function of the Advisory Committee is to provide up-to-date information on current business industry trends and technologies related to this course.  The Advisory Committee also provides recommendations for the continued development and improvement of the course in the career-technical area.

Today’s meeting is specifically to review the curriculum of the new Video Game Programming and Design I & II program with the industry members to assure its relevance in the work place.

  6.
APPROVAL OF MINUTES

The minutes of the Advisory Committee meeting of May 20, 2010 were reviewed.  A motion was then made to approve the minutes as presented.


Motion:   
Loroy Isbell


Second:  
Moises Diaz


Outcome: 
Unanimously approved.

  7.
COURSE CURRICULUM REVIEW 

The committee reviewed the program outline and each module was briefly described by Mr. Wright.  The program and academy structure which incorporates the core subjects with integrated projects and a writing component which emphasizes structure and grammar.  Student achievement is assessed both in written and practical formats where students are given on opportunity to demonstrate their comprehension of the material in a more realistic “real world” way.  
Section 4:  Course Description:  No change
Section 5:  Course Prerequisites:   None
Section 6:  Course Hours of Instruction: 

540 Hours
Mr. Wright reported on the efficacy of the course and let the committee know that he was happy with the progress of the class and he is impressed with their comprehension of the C++ programming language.  Mr. Diaz asked about the specific game engine that was going to be used in the program.  Mr. Wright stated that he would like to include the “Dark GDK” but the documentation on it is limited at this time. However, there is plenty of documentation on “Unity” and it uses the C++ language and DirectX graphics and can be used to make games for handheld devices, which makes it a more attractive option at this time.  Mr. Isbell commented that use of the DirectX API’s may get a little overwhelming for high school students and Mr. Wright agreed.  Mr. Wright then stated that the goal of his program was to get the students comfortable with the software’s processes enough so that they understand what’s happening with the graphics behind the scenes when using the various game engines.  Mr. Wright also stated that the lab activities using the DirectX API’s are not overwhelming in size to allow the students to focus on the key points.  Mr. Diaz agreed that small sized activities would be appropriate for high school students.  Mr. Isbell stated that the mathematics component of the program may be difficult to grasp by some students who are at lower math levels.  Mr. Wright agreed and stated that “when students get to the portion of the program which integrates the math components, they will be seniors and should have the ability to understand the material, plus it’s an opportunity to apply math concepts in a practical way which is relevant to their interests.  This could be motivation for them to learn concepts they were previously uncomfortable with or just unmotivated for”.  Mr. Wright also added that he is working closely with an on-site math teacher to help him cover these topics effectively.

Section 7:  Course Revision Date:   

5-4-11 

Section 8:  Course Outline: 

a. Career Preparation Standards/SCANS – No Change

b. Content Area Skills 

Module I
C++ Programming Module 1

1.
C++ Syntax/Structure

2. Functions

3. Object Oriented Programming

Module II
C++ Programming Module 2

1. Templates, Exception Handling and Numbers

2. Win32 Programming I

3. Win 32 Programming 2

Module III
Graphics 1

1. Sprite Animation

2. Mathematic Foundation

Module IV
Graphics 2

1. Direct X Graphics Fundamentals

2. Primitive Rendering

3. Graphic Style/Perspective

4. Texture Mapping

Module V
Integrating with the Game Engine

1. Graphics Programming with C++ and the GDK

2. Variables, Colors and Calculations

3. Void Functions

4. Working with Images

5. Control Structures

6. The Game Loop and Animation

7. Value-Returning Functions and Mouse Input

8. Arrays and Text Processing

9. Working with Files

c. Expected Student Proficiencies 
Upon completion of this course, students will be able to:

· Write programs using proper C++ syntax

· Use operators, conditionals, loops and arrays in programs

· Implement functions

· Create references and pointers

· Develop new classes and variables

· Overload operators

· Use C++ templates

· Diagnose errors and exception handling

· Differentiate between computer number systems

· Create Windows based programs

· Use the Windows GDI (Graphics Device Interface)

· Design 2D computer animations

· Become familiar with the fundamental mathematics involved in developing 3D games

· Draw 3D graphics using DirectX Graphics

d. Industry/Licensing



Not approved to issue at this time.
Section 9:  Additional Recommended/Optional Items: 
A.
Articulation                                      None

B.
Academic Credit                              None
C.
Instructional Strategies   no change
    D.
Instructional Material  no change
· Textbooks and Course Material:  no change
· Equipment:  No change.
E.
Certificates
None
8.
COURSE OUTLINE AND HOURS OF INSTRUCTION PER UNIT REVIEW No Changes 
9. CLASSROOM/JOB PLACEMENT ASSISTANCE 
Mr. Seijas stated that “employee candidates with these skills would have a leg up over their competition”.  Mr. Isbell stated “the exposure students in this program receive to the various programs and programming languages will make them attractive for positions in the gaming industry, as well as countless other positions involving computer technology”.  The committee concluded that individuals with these skills would be eligible for employment with their companies.

10.
SUGGESTIONS AND RECOMMENDATIONS: 
11.
CURRICULUM APPROVAL AND APPROVAL TO CONTINUE THE PROGRAM


A motion was made to approve the curriculum as presented with the above changes or recommendations.  


Motion:   
Loroy Isbell

Second:  
Moises Diaz

Outcome: 
Unanimously approved.

12.
NEXT MEETING DATE

Date for the next meeting will be at the County Office of Education Annual ROP advisory meeting scheduled for January 2012.
13. EXPRESSIONS OF APPRECIATION 
Brian Wright Course Facilitator and Chairperson expressed his appreciation to the Advisory Committee members for their attendance and participation.

14.
ADJOURNMENT


The Advisory Committee meeting adjourned at 4:00 p.m.

Minutes Taker: 

Brian Wright
E-mail Address of Minutes Taker      
bwright@stockton.k12.ca.us

Telephone number of Minutes Taker 
(209) 933-7330
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