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» & GAM-24/(IS-24 - Video Game Prototyping 5 5 5 1 0
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A SLO 1 Discuss the interact vith games throughourt history. (Active) Zaa
& coursePlanning v 5LO Assessment Term(s):
Approval Date: 04/18/2017
(A= Inactive Date:
Results ~ [l Assessment Methods
& Mapping " ~  Coursework Converted to Rubric Score Assessment Procedure: Students were introduced to the MDA Architecture of Game Design (Mechanics-Dynamics-Aesthetics). Students were assigned a written homewark assignment zaa
requiring them to analyze three i games to explain the inter-relationship of MDA companents of each game. They had 10 days to complete the assignment. Each student respanse was scored on a matrix to rank the individual’s
M osta " mastery of the SLO according to three criteria: Correct, Complete and Coherent:
(Active)
@ Reports v Benchmark: Each student response was scored on @ matrix to rank the individual’'s mastery of the SLO according o three equally-rated criteriz: Correct, Complete and Coherent. An overall score of 75% on the rubric was required to attain SLO mastery.
Notes: John Coverdale
3 Documents v Date Added: 09/17/2013
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+ @ SLO 2 Analyze how technological innavations furthered the use of video games os a platform for artistic expression. (Active) Z@w
» @ $LO 3 Compare and contrast various video games styles and genres throughout ume, (Active) ZEE

+ @ Previous SLO 4 Eveluate historical events that influenced video game development in various cultures around the world. {Inactive) Z@w ;
» @ Previous SLO 5 Compare and contrast various video games styles and genres throughout time. (Inactive) gl
3 Previous SLO 6 Define standard operational video game terminology. (Inactive) Caw
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= @ 5101 Discuss the interaction of society and culture with games throughout history.
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B CoursePlanning v

9| 2017-18 (Fall 2017) || Yes 00/17/2018
. Course Plan 12 f 13 students demonstrated mastery of the SLO with a score of 75% or better. 1 student received a score of 67%. @@
Observations: Scudents knew in advance that this terminology that might appear on the assessment and were provided with  study guide. The exam format did not require any written responses, and the content had been covered in class extensively.
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< v @ 510 2 Analyze how technological innovations furshered the use of video games as a plaform for artistc expression.
+ @ 510 3 Compare and conwrast various video games styles and genres throughout time.,
> @ Previous SLO 4 Evaluate historical events that influenced video game development in various cultures around the world.

+ @ previous 510 5 Compare and contrest various video games styles and genres throughout time.

+ @ Brevious SLO 6 Define standard operational video game terminology.
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