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Modalidade de ensino

Presencial diurno

Docente Responsavel Helder Aniceto Amadeu de Sousa Daniel
DOCENTE TIPO DE AULA TURMAS TOTAL HORAS DE CONTACTO (*)
Helder Aniceto Amadeu de Sousa Daniel PL, T T1; PL1 28T, 28PL
* Para turmas lecionadas conjuntamente, apenas é contabilizada a carga horaria de uma delas.
ANO | PERIODO DE FUNCIONAMENTO* HORAS DE CONTACTO HORAS TOTAIS DE TRABALHO ECTS
1° S2 28T; 28PL 156 6

* A-Anual;S-Semestral;Q-Quadrimestral; T-Trimestral

Precedéncias

Sem precedéncias

Conhecimentos Prévios recomendados

Programacéao orientada por objetos
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Objetivos de aprendizagem (conhecimentos, aptidées e competéncias)

Conhecer a histéria e evolucédo da tecnologia de jogos digitais. Saber classificar diferentes tipos jogos.
I ntroducdo de netodol ogi as ageis no projeto e desenvol vinento de jogos digitais.

Utilizacdo de frameworks de npdel acdo e desenvol vi mento de j ogos.

A arte do storytelling, tornando o jogo apel ativo pel o conteudo.

Desenho de jogo orientado para o storytelling.

Experi éncia de utilizacdo, boas praticas no projeto da interagdo como utilizador e inplenentacdo da interface de utilizador.

Desenvol vinento da | 6gi ca de jogo, bots, jogadores artificiais, comrecurso a nmetodol ogias de inteligéncia artificial.

Contelidos programaticos

Histéria e evolucéo dos jogos digitais e tecnologia de suporte
Classificagéo de jogos digitais

Plataformas de jogos digitais

Game engines e frameworks

Metodologias de desenvolvimento de jogos
Modelacéo

Storytelling

Interag&o com o jogador

Desenvolvimento da l6gica do jogo
Mecanica de jogo

Jogadores artificiais simples e inteligentes
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Metodologias de ensino (avaliacdo incluida)

Nas aulas tedricas os contetidos séo apresentados e discutidos. Na componente pratica sdo desenvolvidos e aplicados esses
conhecimentos, em tutoriais e também mini projetos, sendo este Ultimos apresentados e avaliados.

A classificacao final da unidade curricular consiste na média ponderada da avaliacdo de cada um dos mini projetos, incluindo a sua
apresentacao e discussao.

Obtém-se aprovacéo se a classificacao final for maior ou igual a 9,5 valores, na escala [0, 20] valores.

Bibliografia principal

Jesse Schell (2015). The Art of Game Design: A book of lenses, 2nd Edition. CRC Press.

Raph Koster (2014). A theory of fun for game design 2 nd eq, O?Reilly Media, Inc.

Scott Rodgers (2010). Level Up! The Guide to Great Video Game Design. Wiley.

Richard Rouse Il (2004). Game Design: Theory and Practice, 2nd Edition. Wordware Publishing, Inc.

Ernest Adams and Joris Dormans (2012). Game Mechanics, Advanced Game Design. New Riders Games.
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Academic Year

2022-23

Course unit

DIGITAL GAMES DESIGN

Courses

INFORMATICS ENGINEERING (*)
Common Branch

(*) Optional course unit for this course

Faculty / School

FACULTY OF SCIENCES AND TECHNOLOGY

Main Scientific Area

CIENCIA DE COMPUTADORES

Acronym

CNAEF code (3 digits)

48.1

Contribution to Sustainable
Development Goals - SGD
(Designate up to 3 objectives)

4,8,10

Language of instruction
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Teaching/Learning modality

Presential
Coordinating teacher Helder Aniceto Amadeu de Sousa Daniel
Teaching staff Type Classes Hours (*)
Helder Aniceto Amadeu de Sousa Daniel PL; T T1;, PL1 28T; 28PL
* For classes taught jointly, it is only accounted the workload of one.
Contact hours T P PL TC S E oT o Total
28 o 28 o |8 0 0 [0 | [156

T - Theoretical; TP - Theoretical and practical ; PL - Practical and laboratorial; TC - Field Work; S - Seminar; E - Training; OT -

Tutorial; O - Other

Pre-requisites

no pre-requisites

Prior knowledge and skills

Object oriented programming
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The students intended learning outcomes (knowledge, skills and competences)

Have a base knowledge of the history and evolution of digital
games? technology. Understand how to classify digital games.

Introduce agile development methodology to the design and
develop digital games.

Understand how to use frameworks for game modelling and
development.

The art of storytelling, making a game contents appealing.

User experience: good practices to design user interaction and
the user interface.

Game logic development, bots, artificial players, using artificial
intelligence methodologies.
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Syllabus

History and evolution of digital games and supporting technology
Digital game?s classification
Gaming platforms

Game engines and frameworks
Game development process
Modelling

Storytelling

Player interaction

Game logic development
Game mechanics

Artificial players, dummy and intelligent

Teaching methodologies (including evaluation)

The course contents are presented and discussed in the lectures. In the laboratory classes, the skills learned are developed further and also

applied in the development of mini projects which will be presented and object of assessment.

The final grade of this course is obtained by the weighted average of the assessment of each of the mini-projects, including its presentation

and discussion.

Students get approval if final grade >= 9.5 (rounded to 10), within grade range: [0, 20] values.
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Main Bibliography

Jesse Schell (2015). The Art of Game Design: A book of lenses, 2nd Edition. CRC Press.

Raph Koster (2014). A theory of fun for game design 2 nd eq, O?Reilly Media, Inc.

Scott Rodgers (2010). Level Up! The Guide to Great Video Game Design. Wiley.

Richard Rouse Il (2004). Game Design: Theory and Practice, 2nd Edition. Wordware Publishing, Inc.

Ernest Adams and Joris Dormans (2012). Game Mechanics, Advanced Game Design. New Riders Games.
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