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Curricular Unit Design of Digital Games

Regent Francisco dos Santos Rebelo

Learning Outcomes
- Understand and identify the taxonomy of digital games.
- Mastering and implementing the steps of the development of user-centric
digital games.

Syllabus

1 Introduction to the design of digital games:
-  Types  of  games  (fantasy,  science  fiction,  season  or  contextual)
architecture;
-  Types  of  games  (action,  strategy,  role-playing,  sports,  simulation,
adventure, casual, educational).

. 2 Graphics 3D Modeling:
- Practice with a graphical editor - Blender 3D
- Prototyping 3D with Blender.

. 3 Development and evaluation of games:
- Heuristics for evaluating digital games;
- Development of narratives;
- Development of scenarios;
- Development of flows;
- Development of interfaces;
- Practice with UNITY 3D software;
- Prototyping of digital games with 3D UNITY.
- Iterative Evaluation of digital games.
- Presentation and discussion of the work developed by the students.

Evaluation Another to provide during classes.
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