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Course Description 

  

 Catalog Description: 

This course explores the design and development of mobile video games using 

Unity 3d as a development environment. In the process of building a marketable 

end product, this course will cover all of the information needed to create a fully 

featured game in Unity 3d. Topics will include level building, physics, character 

control, visual effects, sound, and much more.   

  

Course Rationale:  

Game Development is both a fun and practical application of many of the 

programming skills learned in other COSC courses. Currently there is no course 

available at Towson that covers game development specifically. Furthermore 

Unity 3d is a very powerful development environment that is used by many large 

companies around the world. Currently there are no courses in the COSC catalog 

that involve the use of a powerful tool like Unity, instead generally restricting 

students to standard all-purpose IDEs. 
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 Course Objectives / Goals: 

Completion of the final project will result in a BETA of the game that will be 

released on the Android Marketplace. Once the game is submitted and approved it 

will be available to download from the Google Play Store. 

  

Learning Outcomes: 

This course is designed to meet the following Honors College goals:  

1) Operate from an interdisciplinary perspective: Game Development 

brings together many disciplines including art, sound, coding, and 

creative writing. To complete this project I will need to incorporate 

assets from all of these disciplines and bring them together in one 

seamless product. Furthermore it’s important to give equal emphasis to 

all aspects of the project whether it’s the storyline or the gameplay or 

the look and feel; making sure that all aspects mesh together 

seamlessly to generate a great user experience. 

2) Develop knowledge of primary literature: Literature for this course will 

include a textbook on the Unity 3d software, the unity developer 

community, and various other sources of information. These materials 

will be vital to acquiring the knowledge I will need to develop the 

game I want to make. 

3) Develop a historical perspective: Game Development has a rich history 

that is important to understanding the market today. My project will 

incorporate elements of classic 2d sidescroller games but from a 

modern perspective, keeping in mind the current market and 

requirements of the mobile platform. It’s also important to understand 

how indie development fits into the market and how that came to be.  

 4) Develop an understanding of diversity: The mobile gaming market is 

very diverse; especially when considering the type of gamers that you 

want your game to be accessible too. There are hardcore gamers and 

more casual gamers. When developing my project I will have to make 

sure that it caters to both of these groups. This will be accomplished by 

presenting various stages of the project to my peers and using their 

feedback to make it more accessible. 

5) Analyze topics as they pertain to the individual apart from, and as a part 

of, the community: Like all areas of programming, indie game 

development is very reliant upon a community of developers. I will be 

very reliant on knowledge gained from the community of Unity users 

and will look for ways that I can give back by sharing my own 

findings with others. Additionally this project will (at least initially) 

rely heavily on the open source community for art and sound assets. 
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Assignments and Evaluations of learning outcomes: 
The course will consist of both a final deliverable project as well as written 

progress updates in the form of a developer diary.  

 

The diary will contain a discussion of the concepts I have gone over and the 

progress I make on the project itself be it story development, level building, added 

features, or ideas and concepts in general. 

 

The final project will be an android game utilizing many of the techniques learned 

throughout the course. The game will have multiple levels and puzzle types as 

well as an engaging story. It will implement several mechanics and visual effects. 

The game will employ a unique control mechanism ideal for simple touch screen 

gameplay. Rather than relying on virtual buttons/joysticks that are prevalent but 

inadequate on the platform the game will require only simple taps. This is 

accomplished by taking direct control of the character away from the user; who 

instead controls the gameplay by just casting spells. 

  

Students who participate in HONR 379 must also share their academic processes, 

challenges, methodologies, and results in a public forum.  Students may choose to 

present their work at a conference (such as Towson’s Student Research and 

Scholarship Expo), in another class (provided that the professor agrees), or in a 

colloquium/symposium arranged by the Honors College.  

  

Grading (provided ONLY as an example of a grading rubric). 
 
 Excellent – A  Good – B  Acceptable – C  Unacceptable (D/F)  

Literature 

Review  

Reference materials are 

thoroughly understood and 

utilized for the project.  

Reference materials 

are understand and 

used for the project.  

Reference 

materials are 

somewhat 

understood and 

used for the 

project. 

Reference materials are not 

understood and/or used for the 

project.  

Design  Design is clearly thought out 

and described using 

appropriate terminology and 

graphical description and 

reference to best practices.  

Elements of design are 

discussed using 

appropriate technology 

and graphical tools (if 

necessary).  

Clear evidence of 

design is 

presented.  

System design is unclear, 

inappropriate or undocumented.  

Implement

ation  

Most or all of the 

deliverables in the web 

application are implemented 

and working correctly. If 

technical difficulties prevent 

completion of all of the 

deliverables, relevant issues 

are discussed in the report.  

Most (more than 75%) 

of the deliverables are 

functional.  

High-priority 

deliverables are 

functional, and 

remaining 

implementation 

shows evidence 

of substantial 

development 

The implementation is largely 

incomplete or non-functional.  
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effort.  

Report  A clearly-written report that 

discusses the design, 

requirements, and 

architecture in detail as well 

as the ethical implications of 

the application.  

The report provides 

some discussion the 

design, requirements, 

implementation and 

ethical issues of the 

application.  

The report 

discusses the 

major highlights 

of the application.  

The report is unclear or 

incomplete, fails to communicate 

the fundamental components of 

the application or contains 

plagiarized material.  

Presentatio

n  

The presentation is clear, 

informative, completed 

within the stated time limits, 

and includes a working 

demonstration of the 

implementation.  

The presentation 

explains the project 

and demonstrates 

completed 

functionality.  

The presentation 

is adequate and 

minimally 

informative. 

Presentation is unclear, 

uninformative or under prepared.  

 

Course Policies 
The course will employ a one-on-one format.  Individual meetings will be 

scheduled with the instructor in order to check the progress of the readings and 

provide continued feedback and restructuring if necessary. 

  

All students are subject to the Student Academic Integrity Policy, available at 

http://www.towson.edu/provost/resources/studentacademic.asp.  Cheating and 

plagiarism in any form are unacceptable and one or more of the following 

penalties will be enforced: 1) a grade reduction; 2) failure of exam in question; 3) 

failure of the course; 4) more severe disciplinary action by university authorities. 

  

Any student who has a disability and who seeks reasonable accommodation, 

please direct your request as soon as possible through Disability Support Services, 

AD 232. 

  

The HONR 379 option may be repeated for credit with a new topic, but students 

may only earn up to 6 units toward Honors College course requirements. 

 

Course Outline:  day-to-day or week-to-week schedule   

This is a rough estimate of the schedule. Many topics will likely take less time 

than anticipated and conversely many will take more time. This schedule will be 

followed as closely as possible but will be adapted based on circumstance. 

  

Week 1 Feb 4th: Story development. 

Week 2 Feb 11th: Design Theory and Planning. This will include things such as 

paper prototyping and level design documents. 

Week 3 Feb 18th: Assembling assets, importing textures, creating prefabs, and 

building levels within the design view. 

Week 4 Feb 25th: Implementation: apply previously learned concepts and make 

significant progress on the project itself. 

Week 5 March 4th: Scripting. Scripting basics. How to write character and state 

http://www.towson.edu/provost/resources/studentacademic.asp
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controller scripts. 

Week 6 March 11th: Implementation: Apply scripting lessons to implement 

basic character script and controls for the game. 

Week 7 March 18th: Triggers and Environment Interactions 

Week 8 March 25th: Implementation: Create triggers and environment 

interactions to implement some of the core mechanics of the game 

Week 9 April 1st:  Enemy AI scripting 

Week 10 April 8th: Implementation: Apply lessons on AI to create levels with 

AI controlled adversaries. 

Week 11 April 15th: Continue development of the game, adding new levels and 

features. 

Week 12 April 22nd: Continue development of the game, adding new levels and 

features. 

Week 13 April 29th: Continue development of the game, adding new levels and 

features. 

Week 14 May 6th: Final testing and preparation for presentation 

 

Possible additional topics: If time permits, additional topics will be covered 

including but not limited to particle systems, GUI design and scripting, and 

audio/music 

 

NOTE: although these optional topics may not be covered in detail, these 

elements will still be included in the final project to a certain extend in order for 

the final product to be considered complete and of adequate quality.  
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