
Cover 



Lampiran 

 



 



 



Rps 

Name of Study Program Visual Communication Design 

Course Name Animation and Digital Game 

Code DV184606 

Semester 6 

credits 3 / 4,8 ECTS 

Lecturer  Didit Prasetyi 

 

Study Materials 
animation video production and digital game production 

Program Learning 

Outcome (PLO) 

P.1 theoretical concepts about design (Design Theory) in general and at least one 

theoretical concept of visual communication design (Ecoological Theory, 

Constructivism, Semiotics, Gestalt Theory, Cognitive Theory, or Huxley-

lester Model) in depth; 

P.5 concepts, principles, methods and techniques of color application, 

composition (nirmana), design processes, photography and computer 

graphics; 

P.8 general concepts, principles and techniques of effective communication; 

P.9 factual knowledge about the types and regulations of broadcasting, 

journalism and Electronic Information and Transactions, the latest 

technological developments in the field of visual communication design; 

KK.

1 

able to create printed and digital visual communication design works that 

have added value and aesthetics to overcome identity, mass communication 

and competition problems faced by stakeholders without causing public 

unrest and disturbing environmental sustainability; 

KK.

4 

able to communicate alternative prototypes of visual communication design 

solutions independently or in groups in verbal, graphic, written and 

communicative models using manual or digital techniques based on a fixed 

choice of communication rules; And 

KK.

5 

able to start an independent business in the visual communications sector 

COURSE LEARNING 

OUTCOME (CLO) 

M1 Students are able to explain digital game platforms 

M2 Students are able to design digital game scenarios 

M3 Students are able to design digital game interface designs 

M4 Students are able to design digital game user experiences 

M5 Students are able to model characters and digital game environments 

M6 Students are able to create character animations 

M7 Students are able to design object-oriented programs for games 

M8 Students are able to create digital game simulation products 

 

 

Wee

k 

Lesson 

Learning 

Outcome (LLO) 

Comprehensive 

Coverage of 

Learning 

Materials 

Learni

ng 

Metho

ds 

Estimat

ed 

Time 

Studen

t 

Learni

ng 

Experi

ence 

Criteria and 

Indicator 

Evaluation 

Weig

ht 

[%] 

1-2 

Students are able 

to explain digital 

game platforms 

Exposure of 

existing game 

platforms on the 

market, analysis of 

platform 

characteristics, use 

of game production 

engines 

Face to 

face 

Assista

nce 

Self-

Study 

TM = 

480 

BT = 

192 

BM = 

288 

Studyin

g 

Discuss

ion 

Practica

l 

assign

ments 

Students are able to 

identify various 

types of digital 

game platforms. 

 

Assignments: 

review reference 

books, look for real 

examples in 

articles or game 

5% 



products on the 

market, write 

papers about game 

platforms 

according to your 

interests 

3-4 

Students are able 

to design digital 

game scenarios 

Exposure to various 

game scenarios, use 

of immersiveness 

for digital games 

Face to 

face 

Assista

nce 

Self-

Study 

TM = 

480 

BT = 

192 

BM = 

288 

Studyin

g 

Discuss

ion 

Practica

l 

assign

ments 

Students are able to 

design digital game 

scenarios for the 

targeted segment 

 

Assignment: create 

a game scenario by 

taking one of the 

desired platforms, 

present a mind map 

and make a game 

scenario report 

10% 

5-6 

Students are able 

to design digital 

game interface 

designs 

Exposure to various 

human and 

computer dialogues, 

use of icons and 

symbols in games 

Face to 

face 

Assista

nce 

Self-

Study 

TM = 

480 

BT = 

192 

BM = 

288 

Studyin

g 

Discuss

ion 

Practica

l 

assign

ments 

Students are able to 

design digital game 

interface designs 

that suit the game 

segment 

 

Assignment: 

design a dummy 

game interface 

5% 

7-8 

Students are able 

to design digital 

game user 

experiences 

Analyze game 

products with the 

highest ratings in 

the market place, 

review the 

experience scheme 

based on 

ergonomics, visual 

form and story 

narrative 

Face to 

face 

Assista

nce 

Self-

Study 

TM = 

480 

BT = 

192 

BM = 

288 

Studyin

g 

Discuss

ion 

Practica

l 

assign

ments 

Students are able to 

design user 

experiences for 

digital game 

products 

 

Assignment: 

design a dummy 

and test it on 

segments and 

process feedback 

from testing 

10% 

9-10 

Students are able 

to model 

characters and 

digital game 

environments 

Exposure to 

character design, 

environmental 

design and visual 

style 

Face to 

face 

assistan

ce 

Self-

Study 

TM = 

480 

BT = 

192 

BM = 

288 

Studyin

g 

Discuss

ion 

Practica

l 

assign

ments 

Students are able to 

model characters 

and virtual 

environments of 

digital games 

 

Assignments: 

create manual 

sketches of game 

characters and 

environments, 

create digital 

versions of game 

characters and 

environments 

10% 



11-

12 

Students are able 

to create 

character 

animations 

The use of sprites 

for character 

animation, the use 

of computer 

graphics to create 

character animation 

Face to 

face 

Assista

nce 

Self-

Study 

TM = 

480 

BT = 

192 

BM = 

288 

Studyin

g 

Discuss

ion 

Practica

l 

assign

ments 

Students are able to 

create character 

animations in the 

game 

 

Assignment: create 

character 

movement 

animations from 

idle movements, 

moving and 

performing 

movements 

according to the 

proposed scenario 

 

20% 

13-

14 

Students are able 

to design object-

oriented 

programs for 

games 

Basic programming 

language structure, 

program 

engineering to 

create digital games 

using already 

created assets 

Face to 

face 

assistan

ce 

Self-

Study 

TM = 

480 

BT = 

192 

BM = 

288 

Studyin

g 

Discuss

ion 

Practica

l 

assign

ments 

Students are able to 

assemble programs 

to make objects in 

digital games 

function according 

to plan 

 

Assignments: 

compose scripts, 

utilize tools and 

applications to 

create demos or 

digital game 

simulations 

20% 

15-

16 

Students are able 

to create digital 

game simulation 

products 

Utilization of 

publicly licensed 

software to create 

simulation products 

Face to 

face 

Assista

nce 

Self-

Study 

TM = 

480 

BT = 

192 

BM = 

288 

Studyin

g 

Discuss

ion 

Practica

l 

assign

ments 

Students are able to 

create digital game 

simulation 

products 

 

Assignment: 

render, create a 

demo or simulation 

application to be 

tested on users 

20% 
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