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You want to learn gamedev?



But…

The Wall

there are barriers to get in



What barriers?
“Extreme
Vetting”
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But, is there another way?
“Extreme
Vetting”
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MOOCs



What is a MOOC?



What is a MOOC?



Credit? Training? Informal Ed?
● Free vs. Certificates
● Credit? Up to the school delivering the content
● Anything from zero credit to grad credit in 

combinations of courses
● edX just started offering a “MicroMasters”
● low-cost entry ramps into post-BA/BS programs



MSU/Coursera Case-Study



Why we MOOC’d?
● Make learning GameDev accessible
● Reach ”non-traditional” students
● Solidify MSU’s “brand” in the field
● Attract students to MSU
● Alternate revenue stream to support 

“internal” initiatives
● If we don’t do it, someone else will



Timeline

Learned of Coursera RFP

Submitted Proposal

Proposal Accepted

Coursera Workshop Course 1 Launch

2015



Timeline

Course 1 Course 2 Course 3 Course 4 Course 5

2015



Our support
● $100K advance (but…)
● Some summer salary for authors
● Some MSU production support

●Primarily video shooting and editing
● Actual cost ~$45K



Revenue Split
100%

50% 50%

MSU Coursera

75% 25%

University Authors

75% 25%

Dept Provost



Course Structure
● 4-week course
● 4-modules per week
● ~1 hour per module
● = ~16 hours per course (+ “homework”)



How we covered “theory”
● Grounded in practice
● Project-based learning
● Mini-Lectures + Readings
● Asynchronous discussions



How we covered “practice”
● Hands-on Unity3D projects

Solar System Roller Madness Box Shooter



How we covered “practice”
● Screencast tutorials



Assessment
● Quizzes
● Peer Evaluations



What is missing?
● Group work!



Course 1 Rollout



Comparison
Live Course Coursera

Years 17 1.5
Courses/year 1 26
Students/offering 40 ~113
Total Students 680 43,330
Course Completers 646 (-34) 4,400 (-38,930)



Course 1 Reach

181 Countries!!!



Course 1 Audience





Course Completions
● ~10% complete course
● ~10% pay



But learners love it!



Lessons Learned
● People want to make games 

EVERYWHERE
● Incubate Course Mentors (TAs)
● Students will still find you and fill 

your inbox. :-)
● Developing an online course front 

loads a great deal of your work



Lessons Learned
● Business timelines are intense
● Business models change often
● As does learning platform / tools



Benefits of MOOCing
● Impacting lives
● Additional revenue 
● Improved our on-campus 

offerings
● Created a “prereq” for our 

program



RIT/edX: Certificate
Focused on career exploration vs. skills 
acquisition









●Game Histories
●Deep Dive
●Just for Fun
●Games in the online collections of The Strong









Faculty Support
● Development: Summer $ or one release
● Delivery: Summer $ or one release
● Revenue Share: % after production costs are 

met 
● Student moderators trained by On-Line 

Learning



Faculty Support
Curriculum and materials development:
Fully supported by 
● On-line Learning
● Teaching and Learning Services.



Production Timeline
Contract with edX signed 10/16, first 
courses due within 12 months.

●RIT had no process or guidelines for MOOC dev and 
3rd party development
●Internal plans completed April/May
●Production of 1st course began 7/25 and it opened on
10/31 J
●Third level

●Fourth level



Delivery Timeline
Courses are accessible for six months
● First five weeks have a high level of instructor 

engagement
●“Pinned” and direct responses to discussion 2/week
●“Here’s what you missed” email end of each week

● Afterwards, Moderation only



Demographics: Numbers



Demographics: Location



Demographics: Age



Demographics: Education



How they liked it



Benefits So Far?
University: 

Marketing, Visibility and Brand. Too early to know if 
there are enrollment bumps, etc.

Academic Unit:
In addition to the above, outreach, additional lecture 
content faculty can draw on or refer back to, possible 
“elective use” if combined with other assignments



Benefits So Far?
Faculty:

●New style of teaching experience
●Learned a lot from international student experiences
●Worked with a great team
●“Inside producer” experiences 



Questions?
We’ll start here and then hit the “Wrap Up 
Room” if there’s still interest.


