USC School of Cinematic Arts, CTIN 489 (Section 18405), Spring 2025

Intermediate Game Design and Production

Instructor: Student Assistant:
Robyn To Krishna Shetty
rto@usc.edu khshetty@usc.edu
Will respond to emails within 2 business days | Office Hours: 4PM, every Wednesday

Meeting Information

Room: SCI L113

Times: Monday / Thursday 7pm to 8:50pm
Units: 4.0

Prerequisites: CTIN 488

Course Description

Intermediate Game Design and Production (known as "Intermediate") is the studio course that
bridges the gap between introductory and advanced game design at USC. You will experience
the full game development cycle—ideation, preproduction, production, and
postproduction—over a condensed 17-week format.

In this class, you will:
e Work in a team of 2 for 80% of the semester
e Take a single game from ideation through prototype to a polished intermediate project

You will learn and practice skills in concept ideation, digital prototyping, interface design,
usability testing, communication, teamwork, project planning, version control, healthy
development practices, and Unity development.

You're encouraged to take risks and explore new design ideas beyond the examples of existing
video game genres. At the same time, you also must complete a fully realized game,
considering the course timeline and available resources. The focus is on quality over quantity,
with a strong emphasis on feedback. You’re expected to actively participate by providing
high-quality feedback to peers.

You may collaborate with outside musicians, sound designers, voice actors, and artists to
enhance your game, but you and your teammate are responsible for all game design and
programming. Proper credit must be given to all contributors.

Note: This is a design course, not an engineering course. You are expected to independently
learn the necessary software, coding, and project structure, but I'm here to help with any
challenges.

- Robyn


mailto:rto@usc.edu
mailto:khshetty@usc.edu

Required Reading

The required book for this semester is:

A Playful Production Process: For Game Designers (and Everyone)
By Richard Lemarchand, MIT Press, 2021.

Available for free from this Library Link (Click EBSCOhost Ebooks)

Supplementary materials listed in the syllabus will be available on the web, as handouts in class
or as digital files on the course website.

Specific readings cited below may be subject to change as the semester progresses.

Grading Rubric

Percentage of Corresponding oy
Available Points Grade Grade Description
93 A Work of excellent quality.
Work of excellent quality in most aspects of the
90 A- . . : . .
assignment; high quality work in the remainder.
87 B+ Work of high quality in all or most aspects of the
assignment.
83 B Work of good quality.
80 B- Work of satisfactory quality.
Work of satisfactory quality in most of the
77 C+ assignment, with the remainder being somewhat
substandard.
Work of fair quality. Minimum passing grade for
73 C :
credit.
Work of lower than fair quality. Failing grade for
70 C- .
credit.
60 D Little evidence of learning. Poor performance in all
aspects of the assignment.
0 F Complete absence of evidence of learning.



https://www.amazon.com/Playful-Production-Process-Designers-Everyone/dp/0262045516/ref=sr_1_1?keywords=a+playful+production+process+for+game+designers+and+everyone&qid=1672779556&sprefix=playful+production%2Caps%2C448&sr=8-1
https://uosc.primo.exlibrisgroup.com/discovery/fulldisplay?docid=alma991043510163403731&context=PC&vid=01USC_INST:01USC&lang=en&search_scope=MyInst_and_CI&adaptor=Primo%20Central&tab=Everything&mode=Basic
https://uosc.primo.exlibrisgroup.com/view/action/uresolver.do?operation=resolveService&package_service_id=47236285460003731&institutionId=3731&customerId=3730&VE=true

Grading

See Grading Details here. Subject to change as semester goes on with at least 1 week notice.

Assignment Points Toward Grade

Ideation Milestone 20 points
Pre-Production Milestone 30 points
Production Milestone 50 points
Post Production Milestone 60 points
Finals 20 points
In Class Work & Participation 20 points
Total 200 points

Assignment Descriptions and Turning In Assignments
Detailed descriptions of each assignment will be provided at least one week prior to the
assignment deadline here in the syllabus. You are responsible for reading and understanding

See Submission instructions here

Course Content Summary
This course is organized into four phases, which mirrors the four project phases outlined in
Richard Lemarchand’s A Playful Production Process: For Game Designers (and Everyone):
1. ldeation
2. Preproduction
3. Full Production
4. Postproduction

Ideation | Weeks 1-3

Ideation is the most open phase of development where you have freedom to explore. You'll
generate ideas and deliver a prototype each week to help you narrow in on your game.

By the end of this phase, your team will have a set of project goals that will guide you through
the rest of development.

Communication at this point will transition to Discord.

Week 1

Monday, Jan 13, 2025 Thursday, Jan 16, 2025



https://docs.google.com/document/d/1hhHImIiUAM9z_I_Cu8MZwgfwTOkAqpY6CxabL87TEL8/edit?tab=t.0
https://docs.google.com/document/d/1JAx8Zq9G5-WibZHrsVq2Smp8wx2g2C2Xs9HIoPX3Nn8/edit?usp=sharing

Class

e Introduction, Course Overview, Expectations
e Shifting Gears: Ideation

e “Introducing Myself’ Presentations

Class

e “Introducing Myself” Presentations (cont'd)
e Playtesting

e Juice it or Lose It

Readings
e Catastrophic Prototyping and Other Stories

Readings

e PPP, chapters 1-5

e Optional: How Fear Chokes Creativity and What
to Do About It - Creativity Workshop

Practical Assignments Due

e |ntroducing Myself and Class Goals
e Complete Basic Information Survey

Practical Assignments Due

e Brainstorm (individual)

e Week 1 Prototype (Individual)
e Dev Blog Week 1 (Individual)

e Partner Requests Deadline (optional)

Week 2

Monday, Jan 20, 2025

Thursday, January 23th, 2025

No Class - MLK Day

Class

e Communication: Feedback
e Project Goals

e Playtesting

e Partner Assignments

No readings for class

Readings
PPP, chapters 6, 7, 12

e Catastrophic Prototyping and Other Stories

Practical Assignments Due

e Week 2 Prototype (Individual)
e Dev Blog Week 2 (Individual)

Week 3

Monday, January 27, 2025

Thursday, January 30, 2025

Class
e Project Goals
e The Three C'’s

Class
e Method
o Playtest



https://youtu.be/Fy0aCDmgnxg
http://www.levitylab.com/blog/2011/01/catastrophic-prototyping-and-other-stories/
https://creativityworkshop.com/articles/fearchokes
https://creativityworkshop.com/articles/fearchokes
https://docs.google.com/document/d/1FBSGI1VK9CyzLK5ZI2IM9404W3_pScVpzjbcB21g8gM/edit?usp=drive_link
https://forms.gle/aE92W22DBWW6tX1S9
https://docs.google.com/document/d/1BlT0w8Lyglqj04gpe7R3zr5vHQ7w7Ljx0QlB5En4Vek/edit?usp=sharing
https://docs.google.com/document/d/1m3jI7hfGoRbtRzX-waBZiRCM0-o_Rt6NwDT77O2gReM/edit?tab=t.0
https://docs.google.com/document/d/1gjrqjznwdS9QurHeSVD67OOt8cp_T1qO05YtPSHVWKY/edit?tab=t.0
http://www.levitylab.com/blog/2011/01/catastrophic-prototyping-and-other-stories/
https://docs.google.com/document/d/1PI8cbZ6bU8BtCVxrVhRoiRpWc6Fz19izU05-2wocyic/edit?tab=t.0

Readings
e PPP, chapters 8, 9
D.I.C.E Summit 2002 - Mark Cerny

No readings for class

Practical Assignments

e Purchase a headphone splitter
e Purchase a headphone cable extension

e Team-Member Character Sheet

e Back of the Envelope
e |deas

Practical Assignments Due

e \Week 3 Prototype (Individual)

e Dev Blog Week 3 (Individual)

e Project Goals Statement (Team)

Preproduction | Weeks 4 - 6

Preproduction is the most important phase of game development. You'll take the project goals
generated during ideation to narrow your focus, answer tough questions, and create several

deliverables that will guide you through the rest of development.

By the end of this phase, you’ll have a vertical slice (with a beautiful corner) that

demonstrates what kind of game you’re making and what it will look like; you'll have a game
design macro that provides a 10,000-foot view of your project from start to finish; and you'll
have a schedule in the form of a burndown chart to help you track your progress through the

rest of development.

Week 4

Monday, Feb 3, 2025

Thursday, Feb 6, 2025

Class
e Concentric Development
e Vertical Slice

Class
e Playtest
e Perforce

Readings
e Perforce and Unity by Peter Brinson
e Perforce Startup Guide
e PPP, chapters 10, 11, 13

No readings for class

Practical Assignments
e The Basic Pitch
e Audio Guidelines
e Audio Asset List

Practical Assignments Due

o Week 4 Build (Team)

e Week 4 Dev Blog (Team)

e Revised Project Goals Statement

Week 5

Monday, February 10, 2025

Thursday February 13, 2025

Class

Class



https://youtu.be/QOAW9ioWAvE
https://www.amazon.com/s?k=headphones+splitter
https://www.amazon.com/s?k=headphones+extension+cable
https://docs.google.com/document/d/14Pq0CoxT5RwAFJr4tXM1dWaUxySFJ72mJiIwDx36_So/edit?usp=drive_link
https://docs.google.com/document/d/1jaGNMhi-nFqPBPbDWJXzQILzdGrajoLxVEKuOIRP6cA/edit?tab=t.0
https://docs.google.com/document/d/17fg3U6-8VQv5vi-82OVI19cafKef1kKxVfI-k8x5hSA/edit?usp=drive_link
https://docs.google.com/document/d/1Bv7G_2JXDs_V9AbdrfqpxISeKe-81R0dD124X9upkxY/edit?usp=drive_link
https://docs.google.com/document/d/1gMpSoJSQQRGZ6jiePhzfvfqzm76N-uJvnmMgK1brmAQ/edit?usp=drive_link
https://vimeo.com/showcase/9184022/video/605302677
https://docs.google.com/document/d/1FI6gnAXBkAngrRQnCbdk7iQw4PyEvDt03hcqWxHqK6Y/edit?usp=sharing
https://docs.google.com/document/d/1vlQtwNqyoeashw38l-n5pDZi23cSEO7kPvnUdviamM8/edit?usp=sharing
https://docs.google.com/document/d/1rdm36j2CG42HJUx_0BO-jXp09O-8cnO2a1citNg9_dU/edit?tab=t.0
https://docs.google.com/spreadsheets/d/1f2O0Nwsut1XewuZZgWPRWbKgqrIzQGXhE2Pef_tN91E/edit?usp=drive_link
https://docs.google.com/document/d/1gXSNxe5V6_rB33DSJhrtdtvgvSJYQN8yIQT9K0PwYOQ/edit?usp=drive_link
https://docs.google.com/document/d/1AVcriHh2zAOothHonwxjE-Pn4S7_ZMoVZ7ae-m79Ja4/edit?usp=drive_link

e Game Design Macros e Playtest
e Beautiful Corners e Narrative - Show vs Tell
e Creating Narrative Through Juice

Readings

e PPP, chapters 17, 18 No readings for class

Practical Assignments

e Week 5 Build (Team)

e Week 5 Dev Blog (Team)
e Game Design Macro

No assignments due

Week 6
Monday, February 17, 2025 Thursday February 20, 2025
e No Class - President’s Day Class
e Juice #2

e Game Design Macro review
e Burndown Charts
e Playtest

No readings for class Readings
e PPP, Chapters 14, 19, 21

No assignments due Practical Assignments
e Week 6 Vertical Slice Build
e Week 6 Dev Blog (Team)

Full Production | Weeks 7-12

Full production is the longest phase of development. You’ll execute on your schedule generated
during preproduction.

You will achieve two milestones: the alpha milestone (“feature complete” and “sequence
complete”) and the beta milestone (“content complete”). Along the way, you’ll run two formal
playtests and collect metrics from your game to measure how successful your game is at
reaching your project goals.

Week 7

Monday, February 25, 2025 Thursday February 27, 2025



https://docs.google.com/document/d/1Eg9FZba5Benm-ycdBxWfJp1U5CNeLYgudx5QdGi5qNE/edit?usp=drive_link
https://docs.google.com/document/d/1VJIZubBKn6rNyC9JUclPaXdY9YyvIBI7ajSDvN3ZtWo/edit?usp=drive_link
https://docs.google.com/document/d/1gDVAnkLE45v1Vd9tIZt-6oblD4tSEpoZXuGG9RjCj8g/edit?usp=drive_link

Class

e Brain Trusts (Vertical Slice)
e Against Crunch
e Burndown Chart review

Class

e \ertical Slice milestone reviews
e The Alpha Milestone

e Playtest?

No readings for class

Readings
e PPP, Chapters 12, 28

Practical Assignments

Revised Game Design Macro
Burndown Chart

Practical Assignments

e Vertical Slice Slide Deck
e Week 7 Build

e Audio Guidelines

e Week 7 Dev Blog (Team)

Week 8

Monday, March 3, 2025

Thursday, March 6, 2026

Class
[ ]

Vertical Slice milestone reviews (cont’d)

Class

e Standups

e Playtest

e Types of Testing
e Game Metrics

e Scoping

Readings
o PPP, chapters 29, 34

Readings

e PPP, chapters 23, 26, 27
e |t's Not Just Standing Up
e No More Heroes

No assignments due

Practical Assignments
e Week 8 Build
e Week 8 Dev Blog (Team)

Week 9

Monday, March 10, 2025

Thursday, March 13, 2025

Class No Class
e Preparing for a Formal Playtest
e Running a Formal Playtest
Readings No readings for class

e PPP, chapters 24, 25



https://docs.google.com/document/d/1IWXFo3QZ1yjoB4Ue0qNgRLKxmOSqJ2gurHXBEbyyU-4/edit?usp=sharing
https://docs.google.com/document/d/1jgeoxuNfiZYL71Hv2WMpWKtYSk4DsQmqBupCZkLXTew/edit?usp=sharing
https://docs.google.com/document/d/16ik2iRLNhgO-neY0-hPeYuAKGnQ4yiXXl_Z3awJCufg/edit?usp=drive_link
https://docs.google.com/document/d/1aNZmRbxEvgRaZ7Xki8aHGq1JHre_UWQ9OWeRW_KQW8U/edit?usp=drive_link
https://martinfowler.com/articles/itsNotJustStandingUp.html
https://youtu.be/yLsDZWPkTxI
https://docs.google.com/document/d/1MRUI4zn5R4LO9GoBdray9EJdJDguGI-F6cDs7F4MSQw/edit?usp=drive_link

Practical Assignments Practical Assignments
e Determine how long your game is o Week 9 Buil
e |nvite 2 people to the Playtest e Week 9 Dev Blog (Team)
e Telemetry
Week 10

Monday, March 17th, 2025

Thursday, March 20, 2025

e No Class - Spring Break

e No Class - Spring Break

e No readings for class

e No readings for class

e No assignments due

e No assignments due

Week 11

Monday, March 24th, 2025

Thursday, March 27, 2025

Class
e Standup
e Playtest 1 Telemetry
e Brain Trusts (Alpha)

Class (Online)
e Formal Playtest

Readings
e PPP, chapter 31

No readings for class

Practical Assignments
e Alpha Build

Practical Assignments
e Alpha Dev Blog (Team)

e Alpha Playtest Exit Interview e Alpha Playtest
e Alpha Playtest Script
e Alpha Playtest Survey

Week 12

Monday, March 31, 2025

Thursday, April 3, 2025

Class
e Alpha milestone reviews

Class
e Alpha milestone reviews

No readings for class

No readings for class

Practical Assignments
e Alpha Slide Deck

e Alpha Playtest Telemetry



https://docs.google.com/document/d/12PzNWJxQpDsUbdEM_rpvKJZwhCM6pViWcB_HItcvMlk/edit?usp=drive_link
https://docs.google.com/document/d/1UgVbPCEJmFSCO4Dx-0_BwwpKf87qZNHEv2kK-9-YwYE/edit?usp=drive_link
https://docs.google.com/document/d/1tEOpHS07AIktts0P1_Nmu73gJEyocCfE_0rJEq7-wDI/edit?usp=drive_link
https://docs.google.com/document/d/1-KdHujbgr0V9iPVbKqJS16cTI4-XJ1xSdZ-5WrJ7fj8/edit?usp=drive_link
https://docs.google.com/document/d/1XMqSQsaJMT_8POyt0-O9g_dD_5w4SWfloPBo4VKu4pM/edit?usp=sharing
https://docs.google.com/document/d/14ma7Z5sxjCrQ7VI2FxYRvFPwAlX9uJRValEcCFIqC_A/edit?usp=sharing
https://docs.google.com/document/d/1kbcCXLO5Pv9gartyX5o0o-aNguBi-jbtW-vpZB7h1Wk/edit?usp=sharing
https://docs.google.com/document/d/1aJ4V4O6Mfud9lTbS2EaKc-_UtA4Evpr4eOPIqGZ5Zm0/edit?usp=drive_link
https://docs.google.com/document/d/1rH8PyyfdozgJFW9BVPQ1KhmBHTvkj3v2myccmH4b9Ic/edit?usp=sharing
https://docs.google.com/document/d/1FLpw07srg5xeiJmI-Hv7gZVEQ-WNH4_YI3SoBr-KkGY/edit?usp=sharing
https://docs.google.com/document/d/1gZlflNNBS4qPgH6NXwTRtLJ_yO9LjEh9W1W_1poyJ6M/edit?usp=drive_link

e Playtest Invitations

Postproduction | Weeks 12-15

Postproduction is the phase of development where you tie up loose ends, fix bugs, add polish,
and stabilize your game. An important part of every project is to reflect on what you learned,
what you’d do differently, and plan for the future.

Week 13
Monday, April 7, 2025 Thursday, April 10, 2025
Class Class
e Standup e [n-Class Playtest
e Beta Playtest Telemetry
e Beta Slide Deck
e Shifting Gears - Postproduction
e Playtest
e Understanding Playtesting Feedback
Readings :
PPP, chapter 32, 33 No readings for class
Practical Assignments Practical Assignments
e Beta Playtest Exit Interview o Week 13 Build
e Beta Playtest Script e Week 13 Dev Blog (Team)
e Beta Playtest Survey e Upload your build to the playtest builds folder
Week 14
Monday, April 14, 2025 Thursday April 17, 2025
Class Class
e Formal Playtest e Beta Milestone Reviews

No readings for class No readings for class
Practical Assignments Practical Assignments
e Beta Playtest Build e Week 14 Dev Blog (Team)

e Beta Slide Deck
e Beta Playtest Telemetry



https://docs.google.com/spreadsheets/d/1F5Kt6cxYCPI3V6W6qXolel5ToK5b1ZRB63-dBOtQBlQ/edit?usp=sharing
https://docs.google.com/document/d/1EKFIi094clFQohl7vyA1erWRitxQMHlfuZIgkDje3GM/edit?usp=sharing
https://docs.google.com/document/d/1bev_Bt0vLi32SCYOA6pBPnUJ19OSKfZMkhtcFen_rvg/edit?usp=sharing
https://docs.google.com/document/d/1AT7ucaaTaW-Bf_YdroMmiKC2YKTE0ooE9cLGvQocyi0/edit?usp=sharing
https://docs.google.com/document/d/13yMXBuhq1ZtPiRIYVjJHGx1m4QbvNtMI_wzrt9nG05E/edit?usp=sharing
https://drive.google.com/drive/folders/1636T_iv492U1PS8yUDnAspBuYK23huKt?usp=drive_link
https://docs.google.com/document/d/1pFGor_nRe_JsXX9_UdTDjX_0Oshhre9MSUElpfGWvpw/edit?usp=sharing
https://docs.google.com/document/d/1BzH9y7PIjwfZmzq78wPKhcYpEVLD-QC7xn27_tnNvvY/edit?usp=sharing

Week 15

Monday, April 21, 2025 Thursday, April 24, 2025
Class Class
°? e Playtesting

e Polish and Final Juice

o No readings for class No readings for class

No assignments due Practical Assignments
e Week 15 Build
e Week 15 Dev Blog

Week 16
Monday, April 28, 2025 Thursday, May 1, 2025
Class Class
e Release Candidate milestone review e Release Candidate milestone review (cont'd)
e Final e Evaluations
Readings .
e PPP, chapter 36 No readings for class
Practical Assignments Practical Assignments
e Release Candidate Slide Deck e Week 15 Release Candidate Build

Finals | Weeks 17-18

After a project ships, teams go into “maintenance”, or in many cases (especially mobile games),
“LiveOps” (Live Operations). However, this doesn’t apply to us, so finals week it is!

Week 17

Monday, May 5, 2025 Thursday, May 8, 2025

No Class - Study Days

Week 18

Monday, May 12, 2025 Thursday, May 15, 2025

Practical Assignments

e Final (Postmortem) No Class



https://docs.google.com/document/d/1nauHyXEXogIhWl-BC7KBD9O5H42GKnJ41fy-Qglc2sE/edit?usp=sharing
https://docs.google.com/document/d/1VvFqYjuEvjjurWCyO4diugJZW0lGy27hZxurimjUPnU/edit?usp=sharing
https://docs.google.com/document/d/1zM3waoZ1QP1zGSzBtvjbSUkezl21ZK5oWHg3gTDPBFk/edit?usp=sharing
https://docs.google.com/document/d/1MHNFmW2yOMJQSh-Hyy9EFz_qA1gGXfTOWzhb7LlJbeI/edit?usp=sharing

e The Trailer

Additional Class Policies

Attendance Policy

Punctual attendance at all classes is mandatory. Students arriving more than five minutes late
to three classes, more than ten minutes late to a single class, or leaving early, will be marked as
having an absence from class, unless prior permission has been obtained from the instructor.
The following guidelines are from the Interactive Media & Games Division handbook regarding
absences and grading and apply to all students.

Guidelines for absences affecting grading
e Two absences: lowers grade one full grade point (for example, from A to B)
e Three absences: lowers grade two full grade points
e Four or more absences: request to withdraw from course (instructor’s discretion)

Additionally, we may ask you to withdraw if your total absences become excessive.

However, these guidelines may be altered in respect of absences that are for iliness, family
emergencies, and (with advance notice) commitments related to a scholarship you are
receiving, e.g. for a varsity sport or commitments related to your professional practice, such as
to attend a festival where you are showing a game or a conference where you are speaking. You
must contact us as soon as possible regarding your absence. Generally, we will expect to hear
from you before class; in exigent circumstances | would expect to hear from you within 24
hours. If we do not hear from you in a timely fashion, you may forfeit your option to make up
what you have missed.

All that said:

1. If you are sick, stay home. You need to be healthy to learn, and so do your classmates
(and instructor).

2. We do not distinguish between mental health and physical health. If you cannot
complete an assignment on time or come to class because of mental health issues, you
must contact us promptly, just as with physical health problems. See the Support
Systems section below for additional information.


https://docs.google.com/document/d/1PkxABGumOqwCylA7jFrhbW8BJoWEddkuodH24ipXfO4/edit?usp=sharing

Contact your instructor as soon as possible when one of these circumstances arises (ideally
before class, but within 24 hours for exigent circumstances). Being a team-based class, it’s also
expected that you communicate your absences with your partner.

Students can make up absences by completely the Absence assignments which are found here:
Absence Assignments / Make Up

Generative Al Usage

The use of large language model (LLM) tools such as ChatGPT to complete written
assignments and exercises in this class is not permitted. However, LLMs including ChatGPT are
permitted to assist with the creation of game code. If you have any questions about this, please
consult the instructor.

Some instructors allow the use of generative Al image generation tools such as Midjourney,
Stable Diffusion, and DALL-E to create images for presentations and concept visualization.
Please ask your instructor for permission if you wish to use such tools, and it hasn’t already
been given.

Al is a tool, but one that you need to acknowledge using. Please include a paragraph at the
end of any assignment that uses Al explaining how (and why) you used Al and
indicate/specify the prompts you used to obtain the results and what prompts you used
to get the results. Failure to do so is a violation of academic integrity policies.

Social Media Usage in Class

Social media use (including text messaging, Internet messaging, email) is not permitted in class
unless explicitly permitted by the instructors. A 0.5% grade reduction will result from each
occurrence of a student found using social media in class.

Late Assignment Submissions and Incompletes

The only acceptable excuses for missing an assignment deadline or taking an incomplete
course are personal illness or a family emergency. Students must inform the instructors before
the assignment due date and present verifiable evidence in order for a deadline extension to be
granted. Students who wish to take incompletes must also present documentation of the
problem to the instructor before final grades are due.

For assignments turned in after the assignment deadline without prior permission from the
instructor, a penalty will be imposed equal to 10% of the total available points for the
assignment, for each day or part of a day that the assignment is late, up to a maximum of seven
days.


https://docs.google.com/document/d/14GCeqPmkEhDQTg6qy2-EXvYat54RDfpnMItWEePdjLs/edit?usp=drive_link

Disruptive Student Behavior

Behavior that persistently or grossly interferes with classroom activities is considered disruptive
behavior and may be subject to disciplinary action. Such behavior inhibits other students' ability
to learn and an instructor's ability to teach. A student responsible for disruptive behavior may be
required to leave class pending discussion and resolution of the problem and may be reported
to the Office of Student Judicial Affairs for disciplinary action.

Syllabus Updates

This syllabus is liable to change up to the beginning of class and possibly over the semester.
Please check the posted syllabus regularly, and note all changes that are shared by the
instructor in class.

Academic Conduct and Support Systems

Academic Conduct

Plagiarism — presenting someone else’s ideas as your own, either verbatim or recast in your
own words — is a serious academic offense with serious consequences, up to and including
expulsion from the program and the university. Please familiarize yourself with the discussion of
plagiarism in SCampus in Part B, Section 11, Behavior Violating University Standards. Other
forms of academic dishonesty are equally unacceptable. See additional information in SCampus
and university policies on scientific misconduct.

Discrimination, sexual assault, and harassment are not tolerated by the university. You are
encouraged to report any incidents to the Office for Equity, Equal Opportunity, and Title IX or to
the Department of Public Safety. This is important for the safety of the whole USC community.
Another member of the university community — such as a friend, classmate, advisor, or faculty
member — can help initiate the report, or can initiate the report on behalf of another person.
Relationship and Sexual Violence Prevention and Services (RSVP, formerly known as the
Center for Women and Men) provides 24/7 confidential support.

Support Systems

A number of USC’s schools provide support for students who need help with scholarly writing.
Check with your advisor or program staff to find out more. Students whose primary language is
not English should check with the American Language Institute, which sponsors courses and
workshops specifically for international graduate students. The Office of Student Accessibility
Services provides certification for students with disabilities and helps arrange the relevant
accommodations. If an officially declared emergency makes travel to campus infeasible, USC
Emergency Information will provide safety and other updates, including ways in which
instruction will be continued by means of Blackboard, teleconferencing, and other technology.



https://policy.usc.edu/scampus-part-b/
https://policy.usc.edu/research-and-scholarship-misconduct/
https://eeotix.usc.edu/
https://dps.usc.edu/contact/report/
https://sites.google.com/usc.edu/rsvpclientservices/
https://ali.usc.edu/
https://osas.usc.edu/
https://osas.usc.edu/
https://emergency.usc.edu/
https://emergency.usc.edu/
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