Game Design Graduation Requirements


Graduation Requirements

So, you want to graduate as a Game Designer from the AI-GAD program? Okay, there will be no demo reels for you as your Senior Project and graduation requirement ‘exit strategy.’ Instead, you’ll be working the Game Design Portfolio checklist below:
· At least 12 quality Inception Documents.

· Your body of Inception Documents have no more than 3 from any one game category (e.g., FPS, RPG, RTS, fighting, casual, word, etc.) and must have at least 6 different categories represented. 
· You should also deliver a body of Inception Documents that meet the following quotas:
1. ESRB Ratings: approximately 5 or 6 E or E10; 3 or 4 E10 or T; no more than 3 rated M or AO.

2. Project Size: approximately 5 or 6 envisioned as ‘small budget’ ($1M or less); 3 or 4 as ‘average budget’ ($1M to $2M); no more than 3 as ‘big budget’ (>$2M, such as an MMO or other vast/complex/bleeding edge technology or expensively licensed game).
· At least 3 quality Concept Documents from the above selection of Inception Documents.

· Your body of Concept Documents should represent at least two different game categories and budget sizes. 
· At least 1 analog Game Prototype from the above selection of Concept Documents.

· After nailing down the core mechanics and drafting a set of rules, spend a little time upgrading the physical presentation (i.e., graphics and component quality) so that it appears compelling to look at and play.

· At least 1 digital Game Prototype from the above selection of Concept Documents. This must be a different game then the analog Game Prototype.

· Use whatever software or game engine that you feel most comfortable with / is most appropriate. A hands-on playable experience of the game’s core mechanics specific to your design concept is essential. This Game Prototype should include at least one level / 5 minutes of representative gameplay experience for the user.
· At least 1 complete and comprehensive Game Design Document from any of the above selection of Concept Documents (including one that you may have done a Game Prototype for).
· In addition to the core Game Design Document, you should include important supporting materials (i.e., ‘offshoot documents’) for the game’s design (designed levels/missions/scenarios, background fiction/history, character bios, etc.). 
· Also include pre-production supporting materials, if you can create them, such as an estimated Schedule, Budget, Art Style Guide, Marketing Plan, and Technical Design Document for making the game based upon your Game Design Document.
Note that while the quantity of a student’s Game Design portfolio work is good, bit improving its quality is better. Students should primarily focus on the quality of each piece in their portfolio.
Each student should make a personal, comprehensive Game Design Graduation Portfolio Project Plan (i.e., ‘homework schedule’) at the outset of Senior Project Planning. This Project Plan’s time span should cover all of their Senior Project classes and show exactly what work needs to be done, by when, and with sufficient task granularity so that it lists clearly defined, measurable in-class and homework goals for each week (including the breaks between quarters). This Project Plan should be updated by the student before class each week (with tasks marked as competed, in-progress, or not yet begun), brought to class every week, and inspected by/discussed with the instructor (as ‘Game Producer’) to validate that things are going according to plan and offer help and suggestions where they’re not.
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