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Short This course is a study and understanding of game application development which includes understanding, concepts, design and
Course implementation in the field of education. Supporting applications used in the teaching and learning process use Flash, Unity and

Description | Blender.

References | Main :

Chronister, James. 2011. Blender Basics Classroom Tutorial Book 4th Edition
Blackman, Sue. Beginning 3D Game Development with Unity 4 Second Edition. Apress
www.blender.org

http://unity3d.com

www.youtube.com

ogkwhE

Novak, Jeannie. 2012. Game Development Essentials: An Introduction, Third Edition. Delmar, Cengage Learning. USA
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Supporting | Dodik Arwin Dermawan, S.ST., S.T., M.T.
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Help Learning, L .
Final abiliti f i Learning methods, earning
e;c?l ﬁel;lrlrﬂre\; ¢ Bvaluation Student Assignments, materials | Assessment
Week- [ Estimated time] [ :
stage References R ()
(Sub-PO) Indicator Criteria & Form Offline ( Online ( online)
offline )
(1) (2) (3) (4) (5) (6) (7) (8)
1 0%
2 0%
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3 Students are able | 1.Students can | Criteria: Model: 0%
{0 understand explain: 1.Participation = | Problem
platforms and Based
player modes Game 20% ased
application 2.Tasks = 30% Learning
platforms 3.UTS =20% Method:
2.Player modes 4.UAS = 30% 3X50
5.NA = (2xP) Presentation
(3xT)(2xUTS)
(3XUAS))/10
4 Students are able | 1 Students can | Criteria: Model: 0%
{0 understand explain: The 1.Participation = | Problem
goals and genres piain: : p =
purpose of 20% Based_
creating a 2.Tasks = 30% Learning
game 3.UTS = 20% Method:
application 4.UAS = 30% gx 50
2.Types of 5.NA = ((2xP) resentation
genres in (3XT)(2xUTS)
game (3xUAS))/10
applications
5 ft”d%”ts are dable 1.Students can | Criteria: Model: 0%
tﬁeuﬂsgltségpnam explain: 1.Participation = | Problem
of game Player 20% Baseq
applications motivation 2.Tasks = 30% Learning
2.Player 3.UTS = 20% Method:
demographics 4.UAS = 30% 3X50
5.NA = (2xP) Presentation
(3xT)(2XUTS)
(3XUAS))/10
6 SIUd%mS are able| 1 Students can | Criteria: Model: 0%
ts(iol}lg aenrgtand explain: Story 1.Participation = | Problem
character development 20% Baseq
creation 2.Character 2.Tasks = 30% Learning
developmnet 3.UTS = 20% Method:
4.UAS = 30% 3X50
5.NA = ((2xP) Presentation
(3XT)(2XUTS)
(3XUAS))/10
7 Stud%nts aredable Students can Criteria: Model: 0%
to understan explain: 1. o
the making of Making game 1-Paort|0|pat|on = Eroblgm
game rules rules 2. Making 20% ased
game 2.Tasks = 30% Learning
documentation 3.UTS = 20% Method:
4.UAS = 30% 3X50
5.NA = (2xP) Presentation
(3XT)(2xUTS)
(3XUAS))/10
8 St“d%”ts are able| 1 Students can | Criteria: Model: 0%
fg\}é'f dzg;e;\nd explain: 1.Participation = | Problem
structure 20% Based
2.time 2.Tasks = 30% Learning
3.space 3.UTS = 20% Method:
4.UAS = 30% 3X50
5.NA = ((2xP) Presentation
(3XT)(2xUTS)
(3XUAS))/10
9 tSOtud%nts taredable 1.Students can | Criteria: Model: 0%
bl in: 1 icipation = | Problem
interface design explain: -Participation =
9 Interface 20% Baseq
types 2.Tasks = 30% Learning
2.Game 3.UTS = 20% Method:
features 4.UAS = 30% gX 50 ‘
3.Usability 5.NA = ((2xP) resentation
(3XT)(2XUTS)
(3xUAS))/10
10 Students are able |  1.Students can | Criteria: Model: 0%
Eﬁe“?ﬂ?nrgia;‘ﬁd explain: 1.Participation = Problem
types of audio in Sound effect 20% Baseq
game 2.Voiceover 2.Tasks = 30% Learning
applications 3.Music 3.UTS = 20% Method:
4.UAS = 30% 3X50
5.NA = ((2xP) Presentation
(3XT)(2xUTS)

(3xUAS))/10




11 Stud%nts aredable 1.Students can | Criteria: Model: 0%
to understan . it Problem
the role of teams explain: 1.Participation Proble
in developing Company 20% ased
game roles 2.Tasks = 30% Learnlng
applications 2.Team roles 3.UTS =20% Method:
3.Tools 4.UAS = 30% 3X50
5.NA = (2xP) Presentation
(3XT)(2xUTS)
(3XUAS))/10
12 Stud%nts aredable 1.Students can | Criteria: Model: 0%
to understan . it Problem
the stages in explain: 1.Participation Proble
game application Development 20% ased
development phases 2.Tasks = 30% Learnlng
2.Management 3.UTS = 20% Method:
4.UAS = 30% 3X50
5.NA = ((2xP) Presentation
(3XT)(2xUTS)
(3XUAS))/10
13 Stud%ﬂts al'edab|e 1.Students can | Criteria: Model: 0%
to understan - o~ | problem
marketing explan'm. 1.Participation Frople
concepts advertising 20% )
2.public 2.Tasks = 30% Learnmg
relations 3.UTS = 20% Method:
3.promotion 4 .UAS = 30% gx 50 at
4. sales 5.NA = ((2xP) resentation
(3XT)(2XUTS)
(3XUAS))/10
14 Students are able | Students can | Criteria: Model: 0%
to understand explain: 1. Official 1 Participation = Problem
the concept of website 2. Based
i i 20% ase
customer support | Tutorial 3. Social L :
networking 4. 2.Tasks = 30% earning
Blog 3.UTS = 20% Method:
4.UAS = 30% 3X50
5.NA = (2xP) Presentation
(BXT)(2xUTS)
(3xUAS))/10
15 0%
16 0%

Evaluation Percentage Recap: Case Study

No [ Evaluation | Percentage

0%

Notes
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Learning Outcomes of Study Program Graduates (PLO - Study Program) are the abilities possessed by each
Study Program graduate which are the internalization of attitudes, mastery of knowledge and skills according to the
level of their study program obtained through the learning process.

The PLO imposed on courses are several learning outcomes of study program graduates (CPL-Study Program)
which are used for the formation/development of a course consisting of aspects of attitude, general skills, special skills
and knowledge.

Program Objectives (PO) are abilities that are specifically described from the PLO assigned to a course, and are
specific to the study material or learning materials for that course.

Subject Sub-PO (Sub-PO) is a capability that is specifically described from the PO that can be measured or observed
and is the final ability that is planned at each learning stage, and is specific to the learning material of the course.
Indicators for assessing ability in the process and student learning outcomes are specific and measurable
statements that identify the ability or performance of student learning outcomes accompanied by evidence.
Assessment Criteria are benchmarks used as a measure or measure of learning achievement in assessments based
on predetermined indicators. Assessment criteria are guidelines for assessors so that assessments are consistent and
unbiased. Criteria can be quantitative or qualitative.

Forms of assessment: test and non-test.

Forms of learning: Lecture, Response, Tutorial, Seminar or equivalent, Practicum, Studio Practice, Workshop
Practice, Field Practice, Research, Community Service and/or other equivalent forms of learning.

Learning Methods: Small Group Discussion, Role-Play & Simulation, Discovery Learning, Self-Directed Learning,
Cooperative Learning, Collaborative Learning, Contextual Learning, Project Based Learning, and other equivalent
methods.

Learning materials are details or descriptions of study materials which can be presented in the form of several main
points and sub-topics.

The assessment weight is the percentage of assessment of each sub-PO achievement whose size is proportional to
the level of difficulty of achieving that sub-PO, and the total is 100%.

TM=Face to face, PT=Structured assignments, BM=Independent study.
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