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At its October 28, 2025 meeting, the Committee on Curriculum voted to send the following 
recommendation to President Mangino: 

NEW EXPERIMENTAL COURSE (No Senate vote needed) 

DEPARTMENT: ENGINEERING TECHNOLOGY 

Departmental approval date: October 20, 2025 

ET 601 AI Game Design  
2 Lecture Hours, 2 Lab Hours, 3 Credits 
Prerequisite: ET502 or ET574 
Co-requisite: None 

Course description for college catalog: 
This course introduces designing the intelligence behind computer games, empowering beginner and 
intermediate students to build nine iconic 2D games using Python and Pygame, enhanced by AI tools, 
debugging platforms, and generative AI for assets. Students will master the fundamentals of designing, 
programming, and troubleshooting game behavior, including game loops, collision detection, sprite 
rendering, and unique mechanics like grid-based logic, real-time movement, and match-3 puzzles, while 
learning to document and critique their designs. By the end, students will create a portfolio of fully 
functional games, gaining a deep understanding of game design principles and hands-on experience 
using AI to streamline coding and design. 

Rationale: 
AI skills in programming are in high demand in our software Technology curricula and of great 
interest to our students. Crafting Classic Games with AI and Python course is needed and desired 
because it bridges the gap between traditional game development and cutting-edge AI 
technologies, equipping students with in-demand skills for creating engaging 2D games. As the 
gaming industry increasingly integrates AI for procedural content generation, intelligent game 
mechanics, and streamlined development, this course empowers students to harness tools and 
generative AI to design, program, and troubleshoot games. It addresses the growing demand for 
programmers who can combine creative game design with AI-driven efficiency, offering hands-on 
experience in Python and Pygame to build a portfolio of nine classic games. By teaching students to 
document and critique their designs, the course fosters critical thinking and professional skills, 
making it highly desirable for aspiring game developers and tech enthusiasts eager to innovate in a 
competitive, AI-enhanced field. By offering this experimental course we will be able to academically 
support students with an introduction to this timely topic. 
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