Modeling and Simulation Using Games
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By the time a student completes this course, he/she will be able to:

1. Discriminate between modeling and simulation

2. Compare and contrast game and simulation

3. Evaluate a game’s design for level of enjoyment of the player

4. Compare the four classic mixed-motive games (leader, Battle-of-the-Sexes, Chicken, and Prisoner’s Dilemma

5. Create a mechanism for skill balancing using game theory

6. Apply physical models to objects in the game environment

7. Analyze a game for positive and negative feedback mechanisms

8. Create a game with appropriate level designs

9. Create rules and basic strategy for a game

10. Analyze the gameplay of a classic wargame

11. Design an interesting and entertaining game utilizing the wargame design structure

12. Find the shortest path between two locations

13. Create a finite state machine (FSM) to simulate intelligent agent behavior
14. Identify the unique challenges of a turn-based strategy game 

15. Analyze a game to find the story

16. Apply game design principles to create an educational tool

17. Apply numerical models to appropriate to a simulation

18. Apply sports simulation challenges to a game environment

19. Apply game design principles when goal is increased health or fitness rather than better sport skills

20. Employ swarm techniques to the military simulation environment 

21. Identify the multiple objectives of DoD-sponsored simulations

22. Compare and contrast emergence and progression in gameplay

23. Create a virtual world experience to enhance the work or learning environment

24. Create a plan for play-testing your game/simulation

