
AEA GAMING STUDIO
WHAT WE OFFER:

• IN THEIR FIRST YEAR, STUDENTS LEARN TO DESIGN 2D GAMES THROUGH A CHAPTER-BASED STRUCTURE. EACH CHAPTER
INTRODUCES A NEW CORE FUNCTION, GUIDING STUDENTS TO BUILD A GAME OR SIMULATION USING THAT FEATURE, FROM
IMPORTING ASSETS TO BASIC SCRIPTING. YEAR TWO SHIFTS TO 3D DESIGN, ADDING DEPTH WITH THE Z-AXIS. BY THE
THIRD AND FOURTH YEARS, STUDENTS INDEPENDENTLY OR IN SMALL TEAMS CREATE FULLY FUNCTIONAL 2D OR 3D 
GAMES OR SIMULATIONS.

WHY CHOOSE US?

• OUR CURRICULUM EMPHASIZES SCAFFOLDED LEARNING, PROGRESSING FROM FUNDAMENTAL CONCEPTS TO ADVANCED
TECHNIQUES, ENSURING THOROUGH UNDERSTANDING. WE OFFER THE CHANCE FOR STUDENTS TO BECOME INDUSTRY
CERTIFIED BEFORE GRADUATION, PREPARING THEM FOR HIGHER EDUCATION OR DIRECT ENTRY INTO THE WORKFORCE. 
GRADUATES LEAVE WITH A PROFESSIONAL PORTFOLIO THAT DEMONSTRATES THEIR CAPABILITIES AND READINESS FOR
INDUSTRY OPPORTUNITIES.

OUR ADVANTAGES:

• OUR DEPARTMENT OFFERS MULTIPLE SPECIALIZED PATHWAYS, SUCH AS DIGITAL MUSIC AND CHARACTER DESIGN, 
ALLOWING STUDENTS TO COLLABORATE WITH PEERS FROM OTHER COURSES. THIS FOSTERS A SENSE OF COMMUNITY AND
PROVIDES OPPORTUNITIES TO LEVERAGE THE UNIQUE EXPERTISE OF FELLOW STUDENTS, ENHANCING OVERALL LEARNING
AND PROJECT DEVELOPMENT.



GAME DESIGN CURRICULUM FLOW
Course Title: Game & Simulation Foundations

Course Number: 8208110

Course Credit: 1

Course Description:

This course is designed to provide an introduction to game and simulation concepts and careers, the impact game and simulation has on society and industry, 
and basic game/simulation design concepts such as rule design, play mechanics, and media integration.  This course compares and contrasts games and 
simulations, key development methodologies and tools, careers, and industry-related information.  This course also covers strategies, processes, and 
methods for conceptualizing a game or simulation application; storyboarding techniques; and development tools.

• Hands-on activities using an entry-level game development tool should be integrated into the curriculum. 

Course Title: Game & Simulation Design

Course Number: 8208120

Course Credit: 1

Course Description:

This course covers fundamental principles of designing a game or a simulation application, rules and strategies of play, conditional branching, design and 
development constraints, use of sound and animation, design tools, and implementation issues.  The content includes market research, product design 
documentation, storyboarding, proposal development, and presentation of a project report.  Emphasis is placed on the techniques needed to develop well-
documented, structured game or simulation programs.  Extensive use is made of evaluating and analyzing existing games or simulations. 

• Hands-on activities using an entry-level game development tool should be integrated into the curriculum.  Regardless of topic sequencing, the 
culminating activity is the creation and presentation of a playable game with design documentation.

Year 1

Year 2



GAME DESIGN CURRICULUM FLOW

Course Title:  Game & Simulation Programming

Course Number: 8208330

Course Credit: 1

Course Description:

• This course is focused on students acquiring the appropriate programming skills for rendering a game or simulation product, including program control, 
conditional branching, memory management, score-keeping, timed event strategies and methodologies, and implementation issues.

• Hands-on activities using an entry-level game development tool should be integrated into the curriculum.  Regardless of topic sequencing, the 
culminating activity is the creation and presentation of a playable game with design documentation.

Course Title:  Multi-User Game & Simulation Programming

Course Number: 8208340

Course Credit: 1

Course Description:

• This course is focused on students acquiring the appropriate programming skills for rendering a game or simulation product, including program control, 
conditional branching, score-keeping, timed event strategies and methodologies, and implementation issues specific to multi-user game/simulation 
products.

Hands-on activities using an entry-level game development tool should be integrated into the curriculum.  Regardless of topic sequencing, the culminating 
activity is the creation and presentation of a playable game with design documentation.
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Year 3
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