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Overview

The Department of Computer Sciences was established in 1978 and started offering a B.Sc. degree
in Computer Science in 1980. At the beginning of the academic year 2002/2003 the Faculty of
Information Technology and Computer Sciences was established, and the Department of Computer
Science was moved to this new faculty. The curriculum has been modified accordingly to keep pace
with changes and developments taking place locally and internationally in order to raise the level of
academic graduates and to provide them with the skills and techniques that qualify them to be
competitive in the market. The department of Computer Science offers two master’s programs: the
mater’s program in Computer science that was established in 2000 and the master’s program in
Artificial Intelligence that was established in 2019. Both master’s programs were designed to
provide advanced theoretical and technical skills.

Vision and Mission

Vision Deliver leading and entrepreneur educational program in Computer Science area that is
recognized locally, regionally and globally.
Mission Providing students with the necessary skills, knowledge, and competences to solve
complex computing problems using distinguished teaching and learning process.
Program Objective
1 Be successfully employed, pursue a graduate degree, or continue their professional

education.

Apply their skills in clear communication and demonstrate professional attitudes and ethics
2 to be identified as a valuable member in the organization and demonstrate adaptability,
responsibility, and leadership.

Demonstrate an understanding of the context and broader impacts of technology in their

3 organization and have the ability to adapt to a rapidly changing environment.
Program Learning Outcomes PLOs
PLO1 Analyze a complex computing problem and to apply principles of computing
and other relevant disciplines to identify solutions.
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PLO2

Design, implement, and evaluate a computing-based solution to meet a given
set of computing requirements in the context of computer science.

PLO3

Communicate effectively in a variety of professional contexts.

PLO4

Recognize professional responsibilities and make informed judgments in
computing practice based on legal and ethical principles.

PLO5

Function effectively as a member or leader of a team engaged in activities
appropriate to computer science.

PLO6

Apply computer science theory and software development fundamentals to
produce computing-based solutions.

PLO7

Demonstrate an understanding of computing principles in the areas of
programming, data structures, architecture, systems, graphics, and artificial
intelligence and how they relate to digital reality and computer game design
and development.

PLO8

Utilize mathematics and science in digital reality and game development

PLO9

Apply principles of digital reality and game design and development to generate
a portfolio showcasing their successful industrial experience, research, and/or
creative works
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Credit hours to obtain a degree in Information Technology and Computer Sciences in a
specialization of Computer Science

Credit Hours

Compulsory Elective Total
University Requirements 15 12 27
Faculty Requirements 19 0 19
Department Requirements 73 15 88
Total 107 27 134
First: University Compulsory Courses (15) Credit Hours
Number of Credit Hours .
Course Code Course Course Name Pr? .
No. Theoretical | Practical Total requisite
HUM 117 P|oneer|'ng and 1 0 1 .
Creativity
HUM 118 Leaders.hlp and 1 0 1
Society
HUM 119 Life Skills 1 0 1 ---
Communication
HUM 120 Skills (English 3 0 3 ELO99
Language)
Communication
HUM 121 Skills (Arabic 3 0 3 ---
Language)
PS 102 Political 3 0 3
Sciences
MILT 100A Military 3 0 3
Sciences
English
EL 099 Language — Remedial 0 0 -
Remedial
Arabic
AL 099 Language — Remedial 0 0 -
Remedial
comP 099 | Computerskdlls | g edial 0 0
— Remedial
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Second: University Elective Courses (12) Credit Hours

Course Course Number of Credit Hours Pre-
Course Name -
Code No. Theoretical | Practical | Total | requisite
HUM 101 Basic of Mass 3 0 3
Communication
HUM 102 Citizenship and Allegiance 3 0 3 ---
HUM 103 IsIamllc.: .Inte.IIect & 3 0 3 .
Civilization
HUM 104 Arts and Behaviours 3 0 3 ---
HUM 105 Jordan Confcr!t?utlf)n to 3 0 3 .
Human Civilization
HUM 106 Introduction to Human 3 0 3 N
Cultural Studies
HUM 107 Human Rights 3 0 3 ---
HUM 108 Thinking Skills 3 0 3 -
HUM 109 Islamic Systems 3 0 3 -
HUM 110 The Culture of T(?unsm 3 0 3 .
and Hospitality
HUM 111 History of Jerusalem 3 0 3 -
HUM 112 Geography of Jordan 3 0 3 -
HUM 113 Islamic IjZdu.cat|onaI 3 0 3 .
Thinking
HUM 114 Good Govern.ance and 3 0 3 N
Integrity
HUM 115 Legal Education 3 0 3 -
HUM 116 Ancient writings of Jordan 3 0 3 ---
HUM 122 Economy and Society 3 0 3 -
HUM 123 Performing Arts 3 0 3 ---
scl 101 Environment & Public 3 0 3 .
Health
SCI 103 Physical Education for All 3 0 3 ---
Scl 104 Effective Communlcatlon 3 0 3 .
Skills
SCI 105 Renewed Energy 3 0 3 -
SCI 106 Management and Society 3 0 3 -
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SCI 107 Scientific Research 3 0 3
SCI 110 Develgpment and 3 0 3
environment
SCI 111 Principle of Ep|dem|ology 3 0 3 .
and Community Immunity
Third: Faculty Compulsory Courses (19) Credit Hours
Number of Credit Hours
Course Code Course No. | Course Name Pre-requisite
Theoretical | Practical Total
Programming
CS 111 in a Selected 3 0 3
Language
CS Programming
111L in a Selected 0 3 1 Cs111
Language Lab
MATH 101 Calculus 1 3 0 3
Introduction
CIS 120 to Information 3 0 3
Systems
Database CS 210 AND
cls 260 Systems 3 0 3 CIS 120
Introduction
STAT 111 to Probability 3 0 3
(1)
Web
Application
BIT 381 3 0 3 CIS 260
Development
(1)
Fourth: Department Compulsory Courses (73) Credit Hours
Number of Credit Hours .
Course Code Course Course Name Pr? .
No. Theoretical | Practical Total requisite
CS Operating 3 0 3
130 Systems Cs111
Fundamentals
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CS 142 Discrete MATH 101
Structures
CS 210 ObJect-Orler\ted cS111
Programming
S I
CS111L
(Lab) >
CS 753 Data Structures CS 210
And Algorithms
Multimedia CIS 120 AND
= 281 Systems CS 210
Cs 310 Advancefi CS 210
Programming
CS Smart Phones CS 130 AND
411 Apps CS 310
Development
CS 432 Computer CS 225
Architecture
CIS 214 Visual CIS 120 AND
Programming CS 210
DRG 501 Game Méth and MATH 101
Physics
DRG 202 2D Modeling DRG 201
and Animation
DRG Introduction to
210 game CS 210
Development
DRG 302 3D Modeling DRG 202
and Animation
DRG 310 Advanced Game DRG 210
Development
DRG Design and
350 Development of DRG 302
Virtual Reality
DRG 352 App'llcatlonst of DRG 350
Digital Reality
DRG 360 Games Audio DRG 202
and Effects
DRG 410 Ul/UX Design DRG 202
DRG 420 Al for Games DRG 310
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DRG 430 Sthr.yteIImg for 3 0 3 DRG 350
Digital Reality
DRG Game 3 0 3
440 Enhancement DRG 310
and
Optimization
DRG Haptics for 3 0 3
450 Digital Reality DRG 350
DRG Grduation 0 0 0 Successfully
499-A Project | complete 90
Hrs.
DRG 499-B Grdgatlon 3 0 3 CS 499A
Project Il
MATH NUMERICAL 3 0 3
322 ANALYSIS CS 142

Fifth: Department Elective Courses (9) Credit Hours

Number of Credit Hours

Course Code Course Course Name Pre-requisite
No. Theoretical | Practical Total
DRG 330 Game 3 0 3 DRG 310
Marketing
DRG 380 Game Déta 3 0 3 DRG 310
Analysis
DRG Game 3 3
460 Mechanics and 0 DRG 310
Pattern
DRG Special Topics 3 3 Successfully
492 in Game 0 complete 90
Development Hrs.
DRG Special Topics 3 3 Successfully
493 in Digital 0 complete 90
Reality Hrs.
Training 3 3 --
DRG 497 Certificate 0
Practical 3 3 Successfully
DRG 498 Training 0 complete 90
Hrs.
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(*) Equivalent to an accredited international certificate in one of the fields of specialization approved by the
department according to special foundations.

Sixth: Department Elective Courses (6) Credit Hours

Course Number of Credit Hours Pre-
Course Code Course Name . .
No. Theoretical | Practical Total requisite
Cs 351 Problem Solving 3 0 3 CS253
CS 480 Image Processing 3 0 3 Cs:éig)oR
CIS 476A Data Mining 3 0 3 CIS 260
DA 350 Machine CS376 OR
Learning and 3 0 3 DRGA20
Neural Networks
BIT 222 Entrepreneurship 3 0 3 cIS 120
inlT
CYS 230 Principles in 3 0 3
Cyber Security

Program Learning Outcomes

Students in the Digital Reality and Game Development are prepared to attain the program educational

objectives by the time they graduate based on the following student outcomes.
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Mapping Matrix between DRG program courses and learning outcomes

(1) Analyze a complex computing problem and to apply principles of computing and
other relevant disciplines to identify solutions.

(2) Design, implement, and evaluate a computing-based solution to meet a given set of
computing requirements in the context of computer science.

(3) Communicate effectively in a variety of professional contexts.

(4) Recognize professional responsibilities and make informed judgments in computing
practice based on legal and ethical principles.

(5) Function effectively as a member or leader of a team engaged in activities
appropriate to computer science.

(6) Apply computer science theory and software development fundamentals to produce
computing-based solutions.

(7) Demonstrate an understanding of computing principles in the areas of programming,
data structures, architecture, systems, graphics, and artificial intelligence and how
they relate to digital reality and computer game design and development.

(8) Utilize mathematics and science in digital reality and game development

(9) Apply principles of digital reality and game design and development to generate a
portfolio showcasing their successful industrial experience, research, and/or creative
works

Code Course Name (1) (2) | 3) | (4 | 5) | (6) | (7) | (8) | (9)
s 111 PROGRAMMING IN A SELECTED X X X
LANGUAG
PROGRAMMING IN A SELECTED
111L
© LANGUAG Lab X X X
CS 130 OPERATING SYSTEM X X
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CS 142 DISCRETE STRUCTURES X
CS 210 OBIJECT-ORIENTED PROGRAMMING X X
OBIJECT-ORIENTED PROGRAMMING
CS 210L X
LAB
DATA STR
Cs 253 STRUCTURES AND X X X
ALGORITHMS
CS 281 MULTIMEDIA SYSTEMS X X X
CS 310 ADVANCED PROGRAMMING X X
SMART PHONES APPLICATIONS
CS411 X X
DEVELOPMENT
CS 432 COMPUTER ARCHITECTURE X X
Cis214 VISUAL PROGRAMMING X
DRG201 GAME MATH AND PHYSICS X
DRG202 2D MODELING AND ANIMATION X X
INTROD
DRG210 ODUCTION TO GAME X X
DEVELOPMENT
DRG302 3D MODELING AND ANIMATION X X
DRG310 ADVANCED GAME DEVELOPMENT X X
DESI
DRG350 SIGN AND DEVELOPMENT OF X X
VIRTUAL REALITY
DRG352 APPLICATIONS OF DIGITAL REALITY X
DRG360 GAMES AUDIO AND EFFECTS X
DRG410 Ul/UX DESIGN X X
DRG420 Al FOR GAMES X
DRG430 STORYTELLING FOR DIGITAL REALITY X
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DRG440 GAME ENHANCEMENT AND X
OPTIMIZATION
DRG450 HAPTICS FOR DIGITAL REALITY X
DRG499-A GRDUATION PROJECT | X X
DRG499-B GRDUATION PROJECT I X X
DRG330 GAME MARKETING X
DRG380 GAME DATA ANALYSIS X | X
DRG460 GAME MECHANICS AND PATTERN X | X
DRG492 SPECIAL TOPICS IN GAME X
DEVELOPMENT
DRG493 SPECIAL TOPICS IN DIGITAL REALITY X
INTROD
CIS120 ODUCTION TO INFORMATION X
SYSTEMS AND PROGRAMMING
CIS260 DATABASE SYSTEMS X X
STAT111 PRINCIPLES OF PROBABILITY X
BIT381 WEB APPLICATIONS DEVELOPMENT X X
MATH 101 CALCULUS 1 X
NUMERICAL ANALYSIS
MATH 322 X
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DRG 201: Math and Physics for Gaming

The objective of this course is to provide students
with fundamental mathematical concepts and
algorithms for computer animation and scientific
data visualization. Topics to be covered include
functions, polynomials, basic trigonometry, analytic
geometry, vectors, matrices, complex numbers, set
theory, quaternions, laws of motion, physics of
body mechanics, linear physics.

CLOs:

1. Explain a comprehensive introduction to
vectors, geometry, features of trigonometry,
and matrix algebra and their associated
operations.

2. Define Cartesian coordinates, axial systems,
the distance between two points in space,
and the area of simple 2D shapes.

3. Show how matrices are used to scale,
translate, reflect, shear and rotate 2D shapes
and 3D objects.

4. Utilize geometric transforms to positioning
and manipulate objects in 2D and 3D space.

5. lllustrate the construction of the various
matrices and recognize the role of each matrix
element.

6. Explain the foundations of curves and surface
patches.

7. Apply object-modeling methods including the
relevant mathematical techniques using
mathematical software.

8. Demonstrating skills in group working, time
management, and organizational skills.
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DRG 202: Modeling and Animation 2D

The objective of this course is to provide students
with theoretical and practical training on how to
create believable characters and gestures in
addition to animating them digitally. Topics to be

a4 AS jadial) o g )l 9 Aadail) :DRG 202
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covered include character design and layout, level
design, concepts of design, special effects, motion
graphics, principles of animation, acting techniques,
lip sync, advanced walk/run/jump cycles, rigging 2D
character using bones, forward kinematics, inverse
kinematics, morphing, soft-body dynamics, cloth
and clothing, special effects (smoke, fire, fog),
texturing, dynamics and particle effects, swappable
parts, and cycling animations.

CLOs:

1. Identify and apply the different animation
principles and techniques.

2. Have a clear understanding of timing and
motion.

3. Apply various animation techniques into real-
time problems.

4. Describe characteristics of well-designed and
executed animation.

5. Use industry standard tools to design 2D
animations.
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DRG 210: Introduction to Game Development

The objective of this course is to provide students
with the foundational knowledge in the video game
development process. Topics to be covered include
game design, gameplay development, gameplay
mechanics, game assets, game engine scripting,
game engine data structures, event driven, data
driven programming and basic game related
graphics and Al concepts. Students will learn how to
make a simple game from scratch.

CLOs:

ity ghail dadia :DRG 210
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1. Identify and demonstrate the fundamental skills
and concepts in game design and development.

2. Define, design, and produce game assets for a
game project.

3. Efficiently complete game projects within
deadlines.

4. Collaborate within a team environment.

dall) ppanali (B dpla) apliall g ) jlgeal) gl g yaai 1
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DRG 302: Modeling and Animation 3D

The objective of this course is to provide students
with comprehensive skills required to create 3D
scenes for animation. Topics to be covered include

3D modeling, animating, texturing, lighting,
rendering, creating 3D content for games, surfacing,
special  effects, cinematic, visual effects,

visualizations, concept art, forensic animation, and
character rigging that can be used in various
applications.

CLOs:

1. Identify and apply principles of design and

modeling.

Independently solve modeling problems.

3. Produce and integrate art assets based on
current industry trends and practices.

4. Design art assets that reflect personality,
atmosphere, and emaotional tone.

5. Collaborate within a team environment.

N
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DRG 310: Advanced Game development

The objective of this course is to provide students
with the necessary skills to create complex games.
Topics to be covered include scriptable objects,
dynamic asset loading, using MBAAS software and
custom render pipelines. Students continue to dive
deeper into Unity and C#, using Singletons,
Coroutines, Dictionaries, Stacks, events, networking
& serializing. They will create small games in class
and customize them with their own features.
Students will create custom systems for Ul
management, path finding, and object pooling.
Students will learn how to make complex game
worlds.

CLOs:

1. Create procedural game worlds.

dasiiad) dall) gkl :DRG 310
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2. Define and program the behavior of an artificial B dadd ) 3 ga g Ay ey ) S £LAT),3
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3. Create visual effects and complex digital | clbudi aladiuly ddgila & g Banx Balaa lall jghi 5
materials. Aadiia

4. Generate and edit 3D models in code.

Develop new and unfamiliar complex games

using advanced techniques.

o
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DRG 350: Design & Development of Digital Reality

The objective of this course is to provide students
with the skills associated with designing and
developing software for VR (Virtual Reality), MR
(Mixed Reality) and AR (Augmented Reality)
platforms. Putting emphasis on production
workflow, students will learn how to import 3D
models into Unity3D and apply simple game
mechanics. Topics to be covered include principles
of digital reality (DR), components of DR systems,
produce human-centered virtual reality (VR) or
augmented reality (AR) experiences using different
VR headsets, accessories, and equipment. Building
an AR experience, identifying different types of AR
experiences; understanding what makes AR feel
“real”; interacting with virtual objects.

CLOs:

1. Differentiate between Virtual, Mixed and
Augmented Reality platforms.

2. ldentify appropriate design methodologies for
immersive technology development, especially
from a physiological perspective.

3. Demonstrate foundational literacy
engine use.

4. Effectively categorize the benefits/shortcomings
of available immersive technology platforms.

in game
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DRG 352: Applications of Digital Reality

The objective of this course is to provide students
with  more technical mental models of XR
technologies and the tools to approach DR
development with confidence. Topics to be covered
include how to design and develop XR applications,
how to discuss the emerging key issues in the
landscape of XR, how to bring XR into instructional
settings, what recommend AR or VR technologies
for a set of given scenarios, what differentiate AR,
VR, and MR and how they each work and what they
each can be used for. Finally, students will design

8l a8l gl il :DRG 352
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and develop their own XR applications.

CLOs:

1. Understand how the design of VR technology
relates to human perception and cognition.

2. Discuss applications of VR to the conduct of
scientific research, training, and industrial
design.

3. Gain first-hand experience with using virtual
environment  technology, including 3D
rendering software, tracking hardware, and
input/output functions for capturing user data.

4. Learn the fundamental aspects of designing and
implementing rigorous empirical experiments
using VR.

5. Learn about multimodal virtual displays for
conveying and presenting information and
techniques for evaluating good and bad virtual
interfaces.
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DRG 360: Sound Design and Effects for Games

The objective of this course is to provide students
with the foundational skills involved in the
incorporation of sound effects and music for
interactive video games. The course will survey
current industry practices, and students will gain
knowledge of a variety of approaches to audio
creation, editing and integration into video games.
Topics to be covered include music, dialogue and
voice, ambience and effects, history of sound in
games, composition, effects creation, mixing,
production, sourcing and clearance, delivery,
management, and quality assurance, complete
readings and listening/viewings, and perform
practical exercises that promote investigative
learning and research.

CLOs:

il &l figall g & guall azaali :DRG 360
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1. Record, edit, process, and mix all sound | 4ajas Weiadlaay W oty Cigall palic s Joaud,]

elements in an interactive game environment. Aol el Ay B
2. Collaborate effectively in creative teams. Aoy (@8 B Allady ¢ glat) 2
3. Design and implement effective project-based Lol e Aailal) Alladl) 5 10 34 azanai.3

management. i gually A gal) candl) Gal Allad ) Sl gk 4
4. Develop effective strategies for realizing el S gual) as ) il g A4 pall Eilaal) Qs 5

sound-guided gameplay. plaill g & gual) jualic g Aasay Alo s dabiif aracai 6
5. Analyze visual events and provide convincing

sound support.
6. Design simple interactive systems that integrate

audio and control elements.
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DRG 410: Ul/UX Design

The objective of this course is to provide students
with the key concepts, techniques, and tools for
crafting user-friendly digital products. One must
understand current industry trends and design
methods to have a successful career in Ul UX
design. Topics to be covered include Introduction to
Ul/UX, User Interface Patterns, Visual Hierarchy and
Layout, Visual Design, Accessibility, User Research,
Usability Testing and Evaluation, Interaction Design,
Mobile and Responsive Design, Content Strategy,
User-Centered Design, Information Architecture,
Data-Driven Design, Ul UX Tools, Cognitive
Psychology in Design, Cross-Platform Design,
Industry Trends and Case Studies, Ethics and Privacy
in Design.

CLOs:

1. Understand the definition, difference, and
similarities of user experience and usability and
apply these to design, research, and testing
practices in field of interaction design for
digital interfaces.

2. Apply behavioral economics principles to user-
centered design and research.

3. Analyze and evaluate the difference between
gualitative and quantitative research methods as
they relate to user experience and usability
testing for concept validation.

4. Conduct ethnographic research to produce user
profiles.

5. Create a functional, interactive prototype.

6. Apply the basics of test design, including user
consent, safety, ethics, and privacy concerns.

7. Conduct effective usability and user experience
test sessions.

8. Generate usability
assessment reports.

and user experience
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DRG 420: Al for Games

The objective of this course is to provide students

Gl e lhaY) £S3) :DRG 420
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with both traditional and modern artificial | qlali asasai & dasiieial) daaldl g LadEll) LelihaY)

intelligence (Al) techniques that are used in the
design of computer games. Topics to be covered
include techniques for game playing, Al behavior in
games, design of Al agents, create targeted
experiences for players, path planning techniques
and actions, advanced game Al.

CLOs:

1. Develop software code for a range of artificial
intelligence techniques used in traditional and
modern computer games.

2. Describe the performance of artificial
intelligence techniques used in traditional and
modern computer games.

3. Choose, develop, explain, and defend the use of
artificial intelligence techniques for solving
game design problems.

4. Evaluate the relative benefits and drawbacks of
different artificial intelligence techniques that
can be used to solve computer game design
problems.

5. ldentify and examine state-of-the-art artificial
intelligence techniques from industry and
academia to solve computer game design
problems.
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DRG 430: Storytelling for Digital Reality

The objective of this course is to provide students
with skills necessary to tell stories interactively
using 360-degree video and computer-generated
scenes that subjects experience through leading
virtual reality headsets. Through specialized study
and topic engagement, students develop an
understanding of storytelling which combines new
technology with the fundamentals of journalism
production. Topics to be covered include virtual
reality and history, 360° journalism, editing
practices, equipment and specifics, shooting and
planning in 360°, ethics and technology,

(28l 2815l paualll 449 :DRG 430
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troubleshooting with VR.
CLOs:

1. Produce a series of cohesive storyboards
from a script.

2. Recognize and define common storyboard
terminology.

3. Apply basic drawing techniques to create
legible storyboards.

4. Create and output a simple animatic from
scratch.

5. Identify and state common preproduction
workflow.

6. Demonstrating skills in group working, time
management, and organizational skills.
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DRG 440: Game Performance and Optimization

The objective of this course is to provide students
with design techniques and tools to enhance game
performance and optimization such as quality,
usability, performance, and game enjoyment.

CLOs:

1. Recognize, formulate, and solve linear
programming problems.

2. Understand the simplex method for linear
programming and gaming.

3. Learn nonlinear programming with constraints
and no constraints in gaming.

4. Understand multi-objective optimization and be
able to generate Pareto.

5. Be able to model complex systems using
surrogate modeling and design space reduction
techniques in gaming.

6. Be able to apply numerical packages to solve
optimization problems in gaming.

Lgaa g 42lll ¢131 :DRG 440
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DRG 440: Habtic for Digital Reality

The objective of this course is to provide students
with the technologies that recreate the feeling of
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touch or how the object reacts when interacting in
a virtual environment. Topics to be covered
include human haptic sensing and control, design of
haptic interfaces, teleoperation, modeling of virtual
environments, control and stability issues, and
haptic rendering.

CLOs:

1. Obtaining skills and knowledge of how to use
haptic devices and systems.

2. Learn how to develop immersive
interfaces with haptic feedback.

3. Learn how to design psychophysical and haptic
interface experiments using sensing and
control.

4. Build haptic technology combining with or
without computer graphics.

user
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DRG 330: Game Marketing and Gain Money

The objective of this course is to provide students
with techniques to increase price realization and
maximize profits. Students will leave the
Specialization with a portfolio-building presentation
that demonstrates your ability to price strategically.
Topics to be covered include basic techniques of
economics to knowledge of customer segments,
willingness to pay, pricing strategy, analysis of
market prices, share, and industry dynamics

CLOs:

1. Understand the basic process of marketing
games and how a game's various features,
strengths and weaknesses can be used to create
a good sale pitch.

2. ldentifying the target audience for their game
and adapting the marketing strategy to reach
them.

3. Construct a marketing plan and marketing
calendar suitable for the development and
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publication of an indie game. oadl)
Demonstrate effective communication with the | e« Jalaill g &agl) Ao sl Lall) clagae ilila) apds, 7
press and produce content for various social Al ity
media channels. e ) i) AdSy ) ggandl W pdiy laly) anaii 8
Develop an online presence of both the game Ay dala

and the development team.

Develop and execute a marketing plan and
marketing calendar leading up to the
publication of a game.

Assess the sales potential of a game based on
research and analysis of the current game
market.

Present and publish games to an audience and
how to own games onto a digital platform.
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DRG 380: Game Analytics

The objective of this course is to provide students
with the analyst tools provided by the game system
to analyze player behavior and optimize their
experience.

Topics to be covered include Key metrics, traffic
analysis, retention and onboarding, main analytics
methods such as events and funnels, segmentation,
A/B  testing, monetization  analysis,  data
visualization, specifics of game analytics such as
cross-platform analytics, analysis of promotional
activities and game changes, how to measure
effectiveness of game versions, revenue forecast,
push notifications, churn rate and its prediction.

CLOs:

1. Record, edit, process, and mix all sound
elements in an interactive game environment.

2. Design and implement effective project-based
management.

3. Develop effective strategies for
sound-guided gameplay.

4. Analyze visual events and provide convincing
sound support.

5. Design simple interactive systems that integrate
audio and control elements.

6. Collaborate effectively in creative teams.

realizing
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DRG 460: Game Mechanics and Pattern

The objective of this course is to provide students
with skills used to describe how players interact
with rules, and as more formal properties of a game
such as game goals, player actions and strategies,
and game states. Topics to be covered include main
elements of game mechanics, game design
patterns, game system, game document, game
state, game techniques, game testing, and
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Aol araaill Llas sl o) )
1. Develop game projects using professional | ¥aals sWadd) dilisiuly LAY clds el .3
gaming software. ‘ . Aol
Demonstrate proper design process procedures. Sladd) apadl (8 dadlal) Clalad¥) Al 0 4
3. Demonstrate proper testing and troubleshooting | S#bsalls Slsalizall g sl dualdd) calll (salsa Gakai .5
techniques. il £ g el Ao
Examine current trends in game design.

Apply gaming principles of narrative,
dynamics, and mechanics to a final project.

N
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