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l Game Design and Digital Arts Program

Our program’s goal is to prepare students for
job positions and/or higher institutions of
learning in the areas of video game design,

multimedia arts, animation, and other design

positions.
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' Students will gain valuable experience

with the following software systems:

» Unity and Unreal Game Engine

» Autodesk Maya and Blender

» Adobe Photoshop, Adobe
lllustrator, Adobe Animate, and
Adobe Premiere



Benefits of the program

» Meets category F of the A-G Cal-state & UC requirements

» Learn industry standard software for game development

> Project-based and hands-on learning

» Preparing students for college and careers G Requirements

iversity of California - California State

.....




Sonora’'s Game Design Pathway

Freshman/Sophomore (Year 1)
1. Semester 1: Unity 2D Kit
and Adobe Photoshop
a. Major Project: Design
a 2D RPG
2. Semester 2: Adobe
[llustrator and Adobe
Animate
a. Major Project: Design
a 2D Platformer
Game

Sophomore/Junior (Year 2)

1.

Junior/Senior

Semester 1: Unity 3D Kit

(Year 3 and optional Year 4)

and Game Engine 1.

a. Major Project:
Design a 3D Castle
RPG
Semester 2: Modeling
non-organic assets in
\EVE]

a. Major Project: 2.

Design their own
Car/Cart

Semester 1: Modeling
organic assets in
\EVE]

a. Major Project:
Model self and
integrate into a
3D RPG Game

Semester 2: Full Scale
Game in Unity with
sound, user interface,
voice over, menus, and
credits

a. Major Project:
Personal Choice



Students Get Hands-0n Experience With Industry Technology
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Student Work Product (Year 1)

Build your own RPG level in Unity
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Student Work Product (Year 1)
Create Caricatures




Student Work Product (Year 1)
Design your own nameplate

Students learn Photoshop interface as well as layer effects and composition.
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Student Work Product (Year 1)
Learn Animation Principles

Students learn animation
concepts such as
squashing and stretching,
Momentum,

Anticipation,

Timing, &

Exaggeration.




Student Work Product (Year 1)
Create Compositions

Ah, just another boring day at

school...




l Year 1 - Create a TV Box in Adobe Premiere Pro


https://docs.google.com/file/d/10D8fkK-ka_67wd2T3rddlInNU8ZsPrxS/preview

Student Work Product (Year 1)

Learn to lllustrate with Vectors
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Student Work Product (Year 1)
Animate a vectorized Bitmoji

Students learn the Adobe Animate and Adobe Illustrator interfaces. They learn skills such as
vectorizing images, layer composition, forward and inverse kinematics, and animation tweening
curves.



Year |
Create Your Own Voice-Sync Animated Bitmoji



https://docs.google.com/file/d/1XacV9PfiOb_9shE6nze3OdcBYQ_S1gz-/preview

Year 2
Create Your Own 2D RPG
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https://docs.google.com/file/d/1UeEwMIuXb3KOm3O3cvtwQgEN1kt4KLsj/preview

Year 3 - 3D Printing and Slicing
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Year 2

Particle Effects in Unity
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https://docs.google.com/file/d/1XSKigYvY-GcQyWn42lGalgGy6-JEeDXA/preview

Year 2 - 3D Modeling the Zelda Mastersword
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Year 3 - Modeling, Rigging, and Animating Humanoids
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Year 3 - Modeling a Truck and a Car

2D Pan/Zoom : persp




Non IB Candidates

IB Candidates

e Sign up for Intro. To Game Design for your
sophomore year during your freshman year

9th: Intro. To Comp Sci. or Painting and Drawing
(recommended but not required)

10th: Intro. To Game Design

11th: Intermediate Game Design

12th: Advance Game Design

e Sign up for Intro. To Game Design today with
your counselor

9th: Intro. To Game Design

10th: Intermediate Game Design

11th: No room in schedule due to IB/AP
requirements

12th: Advance Game Design







l Useful Links and Contact Info.

Email: snquyen@fjuhsd.org
On-Site: 562-266-2102, Room 304
Google: 714-660-3370



mailto:SNguyen@fjuhsd.org

