
Applied Coding for Game Designers 
GAME140-K01 – Spring 2024 Mason Korea G313 

 

Instructor:   John P. Doran 

Email:    jdoran6@gmu.edu 

Class meetings:  Friday: 09:00AM to 11:40 AM (In-Person) 

Office:    #G551 

Office Hours:   Tuesday & Thursday:  10:15 AM -11:45 PM 

Or by appointment*  

* Tue., and Fri. are best for appointments. The best way to reach the instructor is via email. 

Mason Game Design Mission Statement 
The Mission of the Computer Game Design Program at George Mason University is to prepare students 

for employment and further study in the computer game design and development field, doing so with a 

curriculum designed to reflect the gaming industry’s demand for an academically rigorous technical 

program coupled with an understanding of the artistic and creative elements of the evolving field of 

study. 

Catalog Description 
This class covers basic programming concepts, data structures, and techniques specifically relevant to 

game design. The techniques covered in this class will provide a fundamental understanding of 

programming with regards to game design that is independent of any particular engine or toolset. 

 

Course Overview 
In this course, you will learn the fundamental techniques necessary to build basic text-based and 2D 

games using C/C++ without relying on a game engine. Through this process, you will learn how to 

organize game-relevant data and break-down game designs into logical, implementable chunks. This 

course serves as an introduction to programming techniques that can be applied across a variety of 

toolsets used in game development. 

  



Student Learning Objectives 
Upon completion of this course, students will: 

• Recognize and use fundamental programming concepts in C/C++ 

• Use the Visual Studio debugger to debug errors in their programs 

• Decompose game feature specifications into implementable rules 

• Devise code and data structures suitable for implementing simple game rules 

• Use basic object-oriented programming techniques to improve code reusability 

• Use simple vector arithmetic to implement game object behaviors 

 

Required Texts 
There’s no required text for this course. Necessary materials will be distributed online if applicable. 

Required Software 
Students will be required to have access to the following software in order to complete the required 

assignments: 

● Windows 7+ (I will be using Windows 11) 

● Visual Studio Community 2017+ (preferably 2022) 

In addition, students will need access and ability to produce 2D game art on a suitable graphics program 

like Adobe Photoshop / Illustrator. The usage of this software will not be specifically covered in-class. 

Course Structure 
This course is structured around seven units of varying lengths each culminating in the submission of a 
programming project.  Recorded lessons provide foundational concepts and guide you through the 
completion of much of the project for the unit. 

You are expected to complete and turn-in your project at the end of a Unit before moving to the next 
Unit. You should proceed through the Units (projects) in order as the later projects build on the skills 
practiced in the previous projects. 

The Units / projects that make up this course are: 

Unit 1: Self-Intro and Visual Studio Orientation (1 week) 

You will setup your development environment and introduce yourself with a very simple 
program 

Unit 1.5: Fundamentals of Computer Programming (1 week) 

You will apply concepts learned to create a turn-based digital game. 

Unit 2: Text Battle (1 week) 

You will implement a simple RPG-like turn-based battle using console (text) output 



Unit 3: Text Adventure (2 weeks) 

You will create a text-based adventure game where a player moves between rooms and 
interacts using text commands 

Unit 4: ASCII Dungeon (3 weeks) 

You will create a text-based dungeon made up of virtual rooms filled with interactive objects 
represented with ASCII symbols 

Unit 5: Intro to SDL (2 weeks) 

You will create a simple animation using sprites and the Simple DirectMedia Layer (SDL) 

Unit 6: 2D Sprite Dungeon Game (4 weeks) 

You will create a 2D sprite-based dungeon game where a player moves around and interacts 
with objects in real-time 

Types of Coursework 
There are two major types of work that you will do in this course: Lessons and Activities, and Projects. 

Lessons and Activities 
Each Unit is made up of multiple lessons. A lesson will generally have some lecture material (like 
a video) as well as a short, graded activity (like a quiz) related to the lesson material. You are 
expected to complete all the graded lesson activities in this course. 

Projects 
These are major programming projects that you will be completing during this course. Each 
Project corresponds to a Unit of this course and most take multiple weeks to complete. You will 
be expected to complete a Unit's Project before proceeding to the next Unit. 

Multiple Attempts and Late Submission Policy 

For Graded Lesson Activities 
In general, I will accept multiple submissions for activities (such as quizzes) that are embedded 
in lessons. I will use the latest attempt for calculating your grade.  So, if you were to take a quiz 
and miss a question, by all means, TAKE IT AGAIN to improve your grade!  

While graded lesson activities don't have specific deadlines, I recommend you do them as soon 
as you encounter them. It's possible to leave until the end of the course, but they tend to pile up 
quickly and you'd only be hurting yourself in the process. 

For Projects 
Unlike graded lesson activities, projects have set deadlines defined in the class schedule.   

Projects include reach-goals to allow the student to demonstrate deeper understanding of 
concepts.  While late submissions will be accepted, no credit for reach-goals will be given for 
projects submitted after the deadline.  You should only attempt reach-goals if you complete the 
core requirements of a project early. 

Students are highly encouraged to complete projects, and the entire course, early. 

No submissions for any project will be accepted after Saturday June 3. 



Grading & Assessment Overview 

Your grade will be based on weighted categories: 

5% Self-Intro Project 

10% Magic Numbers Project 

10% Text Battle Project 

10% Text Adventure Project 

15% ASCII Dungeon Project 

5% Intro to SDL Project 

20% 2D Dungeon Project 

15% Quizzes & Graded Lesson Activities 

10%  Class Participation 

Projects are graded on a 

combination of technical and 

creative competence. 

Letter grades are assigned 

according to the following scale: 

A: 90% - 100% 

B: 80% - 90% 

C: 70% - 80% 

D: 60% - 70% 

F: 0% - 60% 

  



 

POLICIES AND IMPORTANT INFORMATION 

 

Communication and Privacy 
Students must use their MasonLIVE or gmu.edu email accounts to receive important University 

information, including messages related to this class. See http://masonlive.gmu.edu for more 

information. 

Incomplete Grades 
As per GMU policy for Incompletes:  https://registrar.gmu.edu/topics/incomplete  

“A student who is passing a course may be unable to complete scheduled coursework due to a 

cause beyond reasonable control. In such a case, the instructor may assign a temporary grade 

of incomplete (IN).” 

Please do not request an Incomplete if you do not have a passing grade, do not have a cause beyond 

reasonable control for not being able to complete upcoming work, or in hopes of completing 

coursework that is past due. 

Students with Disabilities 
If you are a student with a disability and you need academic accommodations, please see me and 

contact the Office for Disability Services (ODS) at 993-2474, http://ds.gmu.edu. All academic 

accommodations must be arranged through the ODS. 

Honor Code 
George Mason University has an Honor Code that requires all members of this community to maintain 

the highest standards of academic honesty and integrity. Cheating, plagiarism, lying, and stealing are all 

prohibited. All violations of the Honor Code will be reported to the Honor Committee. 

See more information at https://oai.gmu.edu/mason-honor-code/full-honor-code-document  

Use of AI 
Any material generated by an artificial intelligence (AI) generation tool (such as ChatGPT or 

StableDiffusion) is not accepted in this class as “the student’s own work,” and so will be considered 

similarly to text published on paper or online or text composed or significantly edited/altered by 

another person. The use of such text/images/etc. without proper attribution is a violation of academic 

integrity.  

Assisting Other Students 
In this course, we encourage you to help your fellow students, but you are not obligated to. If someone 

asks you for help troubleshooting a problem, you can help them or direct them to ask the instructor. 

Game development is a collaborative activity, and helping fellow students troubleshoot their problems 

http://masonlive.gmu.edu/
https://registrar.gmu.edu/topics/incomplete
http://ds.gmu.edu/
https://oai.gmu.edu/mason-honor-code/full-honor-code-document


can improve your own programming abilities. If you like helping other students but are worried that 

your help is crossing the line into cheating, you can reach out to your instructor for clarification. 

University Catalog 
Students are to be aware of the policies listed in the University Catalog: http://catalog.gmu.edu . 

University dates concerning withdrawal are not negotiable by the professor. 

Additional Resources 
GMU Student information and resources: http://www.gmu.edu/mlstudents/ 

The University Libraries maintain info guides for various majors. You can find links to various game 

design resources on the Computer Game Art & Design info guide: http://infoguides.gmu.edu/games 

If you are a student with a disability and you need academic accommodations, please see me and 

contact the Disability Resource Center (DRC) at 703-993-2474. All academic accommodations must be 

arranged through that office. Students must inform the instructor at the beginning of the semester, and 

the specific accommodation will be arranged through the Disability Resource Center. 

Disclaimer 
In this class, I reserve the right to show a broad range of course materials, some of which assume the 

audience to be adults in age and demeanor. Should you at any time in the course of the class feel 

offended by something you have seen or heard, we would appreciate you staying to be part of a 

dialogue. If you feel that you cannot stay, remove yourself from the classroom as discreetly as possible. 

You may be asked to report on your response. 

Course Schedule 
Please refer to the class Blackboard for the course schedule as well as important dates, such as 

assignment due dates. 

 

http://catalog.gmu.edu/
http://www.gmu.edu/mlstudents/
http://infoguides.gmu.edu/games

