Reading/journaling assigned Sept. 21, 2005 due Sept. 29.

1. OK.  This week REALLY read and work through chapters 3 – 5 and 17 of Rhodes….. find the book by whatever means.

2. The site http://www.macromedia.com/resources/techniques/ is a on online tutorial on production management.  Go through this site!

3. You might want to take a look at Section II, chapter 9 – 15 of “Game Architecture and Design: A New Edition”,  Rollings & MOris, Ne Riders Press.  This book will be left in the IM Workroom “Library” (4th floor of Holman) aka the IM office.  The “lecture for 9-21 is based heavily on this work.

Journal questions:  

1. Summarize your perspective on game project management in a paragraph.  What do you think are critical aspects. (Write no more than half a page).

2. The Macromedia site on production management focuses on web development. Characterize how this approach differs or is similar to game development.

3. Code slogging:  how easy/hard was it to get through the games in the Rhodes book?  How do you think studying those games helps you think about project management?

4. In class we (should have) created an initial project timeline for the Spring semester based on the assumption that a completed design document would be available.  Comment on your faith that the time line can be met.  Note that we will revisit this question at least twice more during the semester.

5. In class we (should have) pitched story lines.  Make a case for why your story is the best from the perspective of project management. Pick some one else’s story line and make a case for why theirs is best.

6. Identify a role for yourself in the production of the design document.  Is this the same role you identified at the beginning of the semester?  Explain why you have or have not changed roles.

