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Cuyahoga Community College
Viewing: VCIM-2401 : Game Design IV-Game Publishing

Board of Trustees:
May 2026

Academic Term:
Fall 2026

Subject Code
VCIM - VC-Interactive Media

Course Number:
2401

Title:
Game Design IV-Game Publishing

Catalog Description:

Develop and refine a body of work focusing on specific role(s) in the game design industry. Develop and promote assets, projects,
portfolio, demo reel, blog and game presentation.

Credit Hour(s):
3

Lecture Hour(s):
1

Lab Hour(s):

5

Requisites

Prerequisite and Corequisite
VCIM-2200 Game Design Ill: Game Design Studio or concurrent enrollment.

Outcomes
Course Outcome(s):
Create digital portfolio for the purpose of promoting a project, securing freelance or full time employment in the game design industry.

Objective(s):

1. Design a portfolio to emphasize one's strengths or area of specialization.
2. Utilize professional methods that promote project strengths.

3. Develop an identity system to brand and represent work.

4. Establish a professional presence via the Internet.

Course Outcome(s):
Successfully present a game project in person or online.

Objective(s):
1. Present a visual portfolio of work consistent with professional standards.
2. Create a professional resume, cover letter, and follow-up letter.
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Methods of Evaluation:
. Written assignments
. Laboratory exercises
. Case studies

. Projects

. Presentations

. Portfolio
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Course Content Outline:
1. Organization of visual content in a game design portfolio
a. Representation of range of game production capabilities
b. Identifying areas of game design specialization
c. Identifying individual career goals and develop an action plan to achieve those goals
d. Tailoring portfolio content to address needs of potential client/employer
e. Editing and sequencing portfolios for maximum visual impact

2. Game promotion methods
a. ldentifying prospective employers/clients/audience

. Introductory letters and follow-up correspondence
. Resume styles

. References, recommendations and reviews

. ldentity package: logo, business card, website

. Other promotional materials and strategies

. Digital download samples

3. Presentation of game project
a. Preparation of content

b. Refinement of existing projects
c. Develop new content to reinforce gaps in content
d. Game presentation strategies and practices

4. The game design product as an ongoing project
a. Short and long term game development goals and maintenance

b. Updating and editing material for intended audience
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Religious Accommodation

Before reviewing the course schedule, students should carefully review the following religious accommodation policy and other
required instructional policies:

Religious Accommodation:

Students seeking an accommodation for absences permitted under Ohio's Testing Your Faith Act must provide the instructor

with written notice of the specific dates for which the student requires an accommodation and must do so not later than fourteen
(14) days after the first day of instruction. Please submit requests for accommodations at this link: https://portal2.tri-c.edu/
ReligiousAccommodation/ Religious Accommodation Form. Students with questions about their religious accommodations under
Ohio's Testing Your Faith Act may contact the College's Office of General Counsel and Legal Services by phone at 216.987.4856 or via
email at legal@tri-c.edu.

Other Required Instructional Policies:
https://www.tri-c.edu/student-resources/curriculum/documents/syllabus-part-b.pdf

Weekly Schedule
Topics

Week 1 GAME DESIGN 4 — Portfolio, Capstone, & Professional Development (16-Week Schedule)
Focus: personal projects, portfolio building, capstone polish, professional readiness.
Self-Assessment & Goal Setting
Review work from GD1-3
Identify gaps and strengths
Declare capstone project concept


https://portal2.tri-c.edu/ReligiousAccommodation/
https://portal2.tri-c.edu/ReligiousAccommodation/
https://www.tri-c.edu/student-resources/curriculum/documents/syllabus-part-b.pdf

Week 2

Week 3

Week 4

Week 5

Week 6

Week 7

Week 8

Week 9

Week 10

Week 11

Week 12

Week 13

Week 14

Week 15

Week 16

The Course Schedule is subject to change due to pedagogical needs, instructor discretion, parts of term, and unexpected events.

Capstone Proposal
One-page pitch
Portfolio objectives
Timeline + milestones

Research + References
Competitive analysis
Styleboards

Technical constraints
Choose tools + pipeline

Prototype Sprint
Build functional proof of concept
Test major assumptions

Project Approval & Scope Lock
Faculty feedback

Lock deliverables

Adjust timeline

Production Sprint |
Begin building core systems or assets
Weekly check-ins

Production Sprint Il
Systems integration
Level/environment work
Early Ul pass

Mid-Term Review
Present progress to panel
Critical feedback
Revision plan

Production Sprint Il
Content build
Lighting, VFX, refinement

Usability + UX Testing
Onboarding evaluation
Adjust Ul and flow

Portfolio Workshop |
Gather work from all semesters
Begin assembling portfolio site or PDF

Production Sprint IV
Polish gameplay
Prepare for Beta

Beta Build + Documentation
Feature complete
Write supporting docs (GDD, case study, etc.)

Portfolio Workshop Il

Case studies

Resume refinement
LinkedIn/ArtStation/Itch.io prep

Final Polish & Presentation Prep
Trailer

Playtest

Capstone deck

Final Capstone Defence & Portfolio Review
Present to faculty panel

Full critique and review

Graduation pathway conversation

Required/Recommended Readings
Instructor-provided materials
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Resources for the Instructor
Rogers, Scott. Level Up!: The Guide to Great Video Game Design. 3rd. Wiley, 2024.

Murray, Jeff. Game Development for iOS with Unity3D. 1st. A K Peters/CRC Press, 2017.

Robert Bryant Keith Giglio. Slay the Dragon: Writing Great Video Games. 1st. Michael Wiese Productions, 2015.

Additional Resources for the Instructor
https://itch.io
https://www.artstation.com
https://sketchfab.com
https://unity3d.com
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