
Video Game Development and Design ( VGDA/VDVA/VDEA)  
Associate in Science Degree  

(For students entering their program  
April 2019 – 201930 or later)

 The Video Game Development and Design program has two degree tracks: Game Development . Graduates will be prepared for entry-level positions in a variety of digital, desktop 
production environments.  
  
Through a combination of theoretical lessons, hands-on workplace-relevant laboratory experiences 
and small class sizes led by experienced instructors, the program emphasizes the application of 
lessons and knowledge to the design and development process of creating games and simulations.  
  
As students prepare for the exciting fields of game development and simulation, they will learn how to 
design games, will be introduced to the game development process, will hone people skills and 
communications skills through team-based projects and presentations, will master coding languages 
such as C++, and will learn the use of industry-standard software packages. An important component 
of the curriculum is building a portfolio that will include the 2D games developed by students. 
Graduates from this program will be eligible for entry-level positions such as junior game designer, 
quality assurance engineer, and junior programmer. This program also prepares students to further 
their education in NEIT's bachelor’s degree programs in Game Development and Simulation 
Programming or Business Management.  
 

Video Game Design   
The associate degree program in Video Game Design (VDEA) will prepare students for entry-level 
careers in game design, animation and visualization as well as for entry-level positions in a variety of 
digital media production environments. 
 
Through a combination of theoretical lessons, hands-on workplace-relevant laboratory experiences 
and small class sizes led by experienced instructors, the program emphasizes the application of 
lessons and knowledge to the design and development process of creating games 5.-8j
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Video Game Design  (VDEA) Curriculum   
 

 

 

 

 

 

Term I 
Course No. Course Title C L T 
GDS 111 HTML and JavaScript 2 4 4 
GDS 114 GDS
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Legend  
C = Number of lecture hours per week  
L = Number of laboratory hours per week  
T = Total Quarter Credit Hours where each lecture hour per week is one credit, ever
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Degree Progress Checklist  
Game Development and Simulation Programming  (VDVA) Track  

 
Check off each completed course. 

Program  Requirements  
 

T1 GDS 111 _____ 

 GDS 114 _____ 

  GDS 115 _____ 

    

T2 GDS 110 _____ 

 GDS 125 _____ 
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Degree Progress Checklist  
Video Game Design  (VDEA) Track  

 Check off each completed course. 
Program  Requirements  

 
T1 GDS 111 _____ 

 GDS 114 _____ 

 GDS 115 _____ 

    

T2 GDS 110 _____ 

 GDS 125 _____ 

 GDS 128 _____ 

    

T3 GDS 121 _____ 

 GDS 137 _____ 

 VGD 133 
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Course Descriptions  
 
GDS 110 Introduction to Game Programming  
2 Class Hours 4 Lab Hours 4 Quarter Credit Hours 
C++ will be used as the vehicle to introduce flowcharting, control structures, calculations, interactive 
programming techniques, functions, and array processing. Students will learn to write programs that 
implement techniques and theory necessary for basic game development. Laboratory projects will grow in 
complexity as students gain hands-on experience. Both personal and gaming applications will be 
provided. 
 
GDS 111 HTML and JavaScript  
2 Class Hours 4 Lab Hours 4 Quarter Credit Hours 
In this course, students will gain an introduction to Internet technologies and basic programming logic 
through the study of HTML 5, XHTML, Cascading Style Sheets, and JavaScript. File organization and 
implementation of web graphics will be stressed throughout this course. 
 
GDS 114 Introduction to G ame Development   
2 Class Hours 2 Lab Hours 3 Quarter Credit Hours 
This course is an overview of the game development industry. Students will learn what is involved in 
developing a professional game from start to finish. Topics include the game development life cycle, 
developing a budget and game specification documents. Students will also be exposed to important 
physics, math and artificial intelligence concepts relevant to game development.  
 
GDS 115 Digital Graphics for Gaming  
2 Class Hours 2 Lab Hours 3 Quarter Credit Hours  
Students will develop a working knowledge of how 2D images are manipulated on the desktop, using 
Adobe Photoshop. Topics consist of image creat
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students with a basic understanding of the establishment of the Nazi Party and its attitudes, beliefs, and 
laws that were put into action during this time period. Students will compare the Holocaust to current 
genocidal acts in the world today, including the effects of genocide on society. 
 
 
Humanities (Humanities Core)  
 
HU 208 Rap/Rock and Poetry  
4 Class Hours 4 Quarter Credit Hours 
Core Fulfillment: Both Communications Core and Humanities Core  
Prerequisite: EN 100 
What do Eminem, Tupac, Bob Marley, Bob Dylan and WB Yeats have in common? All five wordsmiths 
are poets who use rhyme, rhythm, figurative language and poetic structure to craft language. In this 
course, students will explore poetic devices and important global themes through examination of poetry, 
written by Nobel Prize and Grammy Award winning writers. Focusing on aspects of poetic form will build 
students’ understanding of and appreciation for the power of language.  
 
HU 211 Introduction  to Film  
4 Class Hours 4 Quarter Credit Hours  
Prerequisite: EN 100  
The focus of the course will be on what goes into the reading and analysis of a film. Film is comprised of 
several arts – and the objective of this course is to learn to appreciate films and to see them as important 
social documents that tell us much about ourselves and our world. 
 
HU 212 Documentary Film  
4 Class Hours 4 Quarter Credit Hours  
Prerequisite: EN 100 
This course will expose students to the techniques and artistry of making interesting non-fiction films. 
Students will view and analyze significant documentary films and become familiar with the work of 
important filmmakers. 
 
HU 215 Popular Culture  
4 Class Hours 4 Quarter Credit Hours  
This course will analyze cultural expressions of intellectual and social trends since 1950. Students will 
investigate literature, comics, movies, television, music, advertising, painting, computer games, and the 
Internet to probe the forces that shape our world. In this course, students will identify and evaluate the 
popular entertainment we consume and ask how our choices define us and shape our values. 
Understanding our values and culture enables us to understand why we buy what we buy, why we do 
what we do, and why we think the way we do.  
 
HU 216 Music and the Media 
4 Class Hours 4 Quarter Credit Hours 
Prerequisite: EN 100 
This course 



Video Game Development and Design ( VGDA/VDVA/VDEA)  
Associate in Science Degree  

(For students entering their program  
April 2019 – 201930 or later) 

 
 

  (Rev. 12/1/2020 SJC) Page 20 
 

HU 240 Graphic Design in the 20th Century  
4 Class Hours 4 Quarter Credit Hours 
Prerequisite: EN 100 
Throughout history, artists and designers have created visual works that help to define historical eras. In 
this course, students will examine and analyze the most prominent design styles of the past one hundred 
years. They will learn the defining features and major proponents of each style as well as how each style 
fits within its historical context. They will then use the knowledge gained to produce designs that respond 
to past styles in an engaged, knowledgeable way. Course performance will be evaluated on student effort 
and growth as opposed to artistic talent.  
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addressed in class discussions and video presentations including, but not limited to art, education, film (in 
particular animé), food, literature, music, sports, and technology. Japanese technological invention and 
know-how, as well as the unique challenges of doing business with the Japanese will be studied. 
Japanese guest speakers will be invited to share their expertise and experiences. 
 
 
Mathemati cs (Math/Science Core)  
 
MA 100 Introduction to College Ma th with Lab  
2 Class Hours 4 Lab Hours 4 Quarter Credit Hours 
Prerequisite: Placement exam 
Topics to be covered in this lab-based introductory algebra course include operations with signed 
numbers, rules for exponents, polynomial operations, solutions to linear equations in one variable, and 
several applications important to various programs. 
 
MA 105 Basic College Math with Lab  
4 Class Hours 2 Lab Hours 5 Quarter Credit Hours 
Prerequisite: Placement exam 
Topics to be covered in this lab-based introductory algebra course include operations with signed 
numbers, rules for exponents, polynomial operations, solutions to linear equations in one variable, and 
several applications important to various programs. 
 
MA 109 Math for Life Science  
4 Class Hours 4 Quarter Credit Hours 
This course is designed to assist in the understanding of the proper techniques needed to perform 
accurate dosage calculations; vital signs in order to ensure patient safety. This course will focus on 
developing the mathematical skills, critical thinking and quantitative reasoning methods needed to apply 
medical language and systems of measurement to 
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PS 202 Psychology of Healthcare  
4 Class Hours 4 Credit Hours  
Prerequisite: EN 100 
This course addresses the human element of clinical competence in providing health care. Students will 
explore the psychodynamics of interactions between health care workers and patients, the psychological 
influences of illness and pain, the psychosocial factors that impact one’s effectiveness as a health care 
team member, the impact of families on a patient’s treatment plan, the role of body image in patient 
responsiveness to treatment, and a variety of other psychosocial factors that influence health care 
delivery.  
 
PS 203 Psycholog y of Happiness  
4 Class Hours 4 Credit Hours  
This course will explore the psychological principles associated with the experience, feelings and 
thoughts of happiness. Students will be exposed to a variety of research investigations that have studied 
different variables that impact happiness. Some of the subtopics discussed in this course include ways to 
define and measure happiness, differences and similarities in happiness across cultures, happiness and 
money, and ways to increase happiness. 
 
PS 210 Human Relations in the Workplace  
4 Class Hours 4 Quarter Credit Hours  
Major skill areas covered in the course include making a good impression with your employer, managing 
conflict with difficult coworkers, working on a team with diverse groups of people, providing exceptional 
customer service, and managing on-the-job stressors. This course provides a set of practical human 
relations techniques t
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Question s & Answers  
 
1. When do my classes meet?  
Day Classes: Technical classes normally meet for at least three hours a day for up to five days a week. 
Classes normally begin in the early morning (7:45 a.m.), late morning (usually 11:25 a.m.), or mid-
afternoon. The time slot for your program may vary from term to term. 
 
Evening Classes: Technical classes meet on the average of three nights a week, although there may be 
times when they will meet four nights a week. Classes normally begin at 5:45 p.m. 
 
In addition, to achieve your associate degree, you will take a total of approximately eight liberal arts 
courses, which will be scheduled around your technical schedule over the course of your entire program. 
Each liberal arts course meets approximately four hours per week. Liberal arts courses are offered days, 
evenings, and Saturdays. 
 
At the beginning of each term you will receive a detailed schedule giving the exact time and location of all 
your classes. The College requires that all students be prepared to take classes and receive services at 
any of NEIT’s locations where the appropriate classes and services are offered.  
 
When a regularly scheduled class falls on a day which is an NEIT observed holiday (Columbus Day, 
Veterans Day, Martin Luther King, Jr. Day, and Memorial Day), an alternate class will be scheduled as a 
make up for that class. The make up class may fall on a Friday. It is the student’s responsibility to take 
note of when and where classes are offered. 
 
2. How large will my classes be?  
The average size for a class is about 20 to 25 students; however, larger and smaller classes occur from 
time to time. 
 
3. How much time will I sp end in lab?  
Almost half of your technical courses consist of laboratory work. In order for you to get the most out of 
your laboratory experiences, you will first receive a thorough explanation of the theory behind your lab 
work. 
 
4. Where do my classes meet?  
Students should be prepared to attend classes at any of NEIT’s classroom facilities: either at the Post 
Road, Access Road, or East Greenwich campus. 
 
5. I have not earned my high school diploma or GED: can I enroll in an  Associate Degree 
Program?  
A candidate for admission to an associate degree program must have a high school diploma, have 
earned a recognized equivalency diploma (GED), or meet the federal home school requirements.  
 
6. How long should it take me to comple te my program?  
To complete your degree requirements in the shortest possible time, you should take the courses outlined 
in the prescribed curriculum. For a typical six-term curriculum, a student may complete the requirements 
in as little as 18 months. 
 
To complete all your degree requirements in the shortest time, you should take at least one liberal arts 
course each term. Students who need more time to complete their curriculum may postpone some of the 
liberal arts courses until after the completion of the technical requirements. Students are provided up to 
two additional terms of study to complete the liberal arts requirements without any additional tuition 
assessment fee. During these additional terms of study, students are required to pay all applicable fees. 
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Students may also elect to complete some of their liberal arts requirements during Intersession, a five-
week term scheduled between Spring and Summer Quarters. Students will not be assessed any 
additional tuition for liberal arts courses taken during the Intersession but may be ass
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Remember, students who withdraw and re-enter, one time only, pay the tuition rate that was in effect for 
them at the time of their last day of attendance for up to one year from their last day of attendance. 
Second re-entries and beyond pay the tuition rate in effect at the time they re-enter. The most economical 
way for you to complete your college degree is to begin your program now and continue your studies 
straight 
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Technical Standards  

 
These technical standards set forth by the Game Development and Simulation Programming department establish 
the essential qualifications considered necessary for students admitted to the program. The successful student must 
possess the following skills and abilities or be able to demonstrate they can complete the requirements of the 
program with or without reasonable accommodation, using some other combination of skills and abilities. 
 
Cognitive Ability   

• Good reasoning and critical thinking skills. 
• Ability to learn, remember and recall detailed information and to use it for problem solving.  
• Ability to deal with materials and problems such as organizing or reorganizing information. 
• Ability to use abstractions in specific concrete situations. 
• Ability to separate complex information into its component parts. 
• Ability to perform tasks by observing demonstrations. 
• Ability to perform tasks by following written instructions. 
• Ability to perform tasks following verbal instructions. 
• Possession of basic keyboarding skills and knowledge of computer programs. 

 
Communications Skills  

• Ability to speak in understandable E
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