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My Courses - Spring 2022
● Games II - Implementation (TCNJ)
● Web I (TCNJ)
● Internet Tools and Techniques (MCCC)

http://matthewjdimatteo.com/portfolio/syllabi/IMM%20460-01%20Games%20II_%20Implementation%20-%202022%20Spring%20Course%20Syllabus.pdf
http://matthewjdimatteo.com/portfolio/syllabi/AAV%20255-02_%20Web%20I%20-%202022%20Spring%20Course%20Syllabus.pdf
http://matthewjdimatteo.com/portfolio/syllabi/DMA%20144-040%20Syllabus%20Spring%202022.pdf


My Previous Courses (TCNJ)
● Game Studies and Design (Fall 2020, 2021)
● The Legend of Zelda as a Case Study in Game 

Design (Self-Proposed Mini Course, Spring 
2020)

● Introduction to Digital Media (Fall 2015-2021)
● Games I - Design and Architecture (Fall 2014)

http://matthewjdimatteo.com/portfolio/syllabi/IMM%20270-02%20Fall%202021%20Course%20Syllabus.pdf
http://matthewjdimatteo.com/portfolio/syllabi/IMM_271_06_Spring_2020_Syllabus.pdf
http://matthewjdimatteo.com/portfolio/syllabi/IMM_271_06_Spring_2020_Syllabus.pdf
http://matthewjdimatteo.com/portfolio/syllabi/IMM%20110-03%20Fall%202021%20Syllabus.pdf
http://matthewjdimatteo.com/portfolio/syllabi/IMM_460_CSC_465_Spring_2015_Syllabus.pdf


My Responsibilities
● Creation of syllabus, schedule, lessons, 

supporting materials for each course
● Leading class discussions; lectures and demos
● Construction of annotated slideshows, coding 

examples, other resources
● Regular communication with students outside 

of class
● Maintaining grades, attendance, other records



My Courses



My Courses
Fall 2014 - Games I: Design and Architecture (TCNJ)

● My first teaching experience
● Led group of 19 students
● Lectures and discussions on formal 

elements, ideation, physical and digital 
prototyping and playtesting, cultural 
impact and broader meaning of games

http://matthewjdimatteo.com/portfolio/syllabi/IMM_360_CSC_365_Fall_2014_Syllabus.pdf
https://www.gamedesignworkshop.com/


My Courses
Fall 2014 - Games I: Design and Architecture (TCNJ)

● Students were divided into 
four small teams and worked 
toward creating a digital 
game prototype

http://matthewjdimatteo.com/portfolio/syllabi/IMM_360_CSC_365_Fall_2014_Syllabus.pdf


My Courses
Fall 2014 - Games I: Design and Architecture (TCNJ)

● Emphasis on physical prototyping, playtesting

http://matthewjdimatteo.com/portfolio/syllabi/IMM_360_CSC_365_Fall_2014_Syllabus.pdf


My Courses
Spring 2015 - Games II: Implementation (TCNJ)

● Students built upon their digital 
prototypes from the fall to 
create a complete digital game

● Emphasis on team dynamics, 
conflict resolution, project 
management

http://matthewjdimatteo.com/portfolio/syllabi/IMM_460_CSC_465_Spring_2015_Syllabus.pdf


My Courses
Fall 2015-2021: Introduction to Digital Media (TCNJ)

● Introduces students to a wide array of software 
for graphic design, audio and video production

http://matthewjdimatteo.com/portfolio/syllabi/IMM%20110-03%20Fall%202021%20Syllabus.pdf
https://www.adobe.com/products/photoshop.html
https://www.adobe.com/products/illustrator.html
https://www.adobe.com/products/xd.html
https://www.adobe.com/products/premiere.html
https://www.adobe.com/products/aftereffects.html
https://www.adobe.com/products/audition.html


My Courses
Fall 2015-2021: Introduction to Digital Media (TCNJ)

● I take a project-based approach to this course
● Students complete small creative projects in 

each area and compile a personal portfolio

http://matthewjdimatteo.com/portfolio/syllabi/IMM%20110-03%20Fall%202021%20Syllabus.pdf
https://www.adobe.com/products/photoshop.html
https://www.adobe.com/products/illustrator.html
https://www.adobe.com/products/xd.html
https://www.adobe.com/products/premiere.html
https://www.adobe.com/products/aftereffects.html
https://www.adobe.com/products/audition.html


My Courses
Fall 2015-2021: Introduction to Digital Media (TCNJ)

● Many students have passed their Sophomore 
Review on the strength of the portfolios they 
created in this class

http://matthewjdimatteo.com/portfolio/syllabi/IMM%20110-03%20Fall%202021%20Syllabus.pdf
https://dct.tcnj.edu/resources/sophomore-review/
https://dct.tcnj.edu/resources/sophomore-review/
https://www.adobe.com/products/photoshop.html
https://www.adobe.com/products/illustrator.html
https://www.adobe.com/products/xd.html
https://www.adobe.com/products/premiere.html
https://www.adobe.com/products/aftereffects.html
https://www.adobe.com/products/audition.html


My Courses
Spring 2020 - The Legend of Zelda as a Case 
Study in Game Design (Self-Proposed Mini Course)

● Focused on a widely renowned franchise to 
understand the ingredients of successful (and 
unsuccessful) installments in the series

http://matthewjdimatteo.com/portfolio/syllabi/IMM_271_06_Spring_2020_Syllabus.pdf
http://matthewjdimatteo.com/portfolio/syllabi/IMM_271_06_Spring_2020_Syllabus.pdf
https://en.wikipedia.org/wiki/The_Legend_of_Zelda


My Courses
Spring 2020 - The Legend of Zelda as a Case 
Study in Game Design (Self-Proposed Mini Course)

● Students generated original game concepts 
based on the techniques discussed in class

http://matthewjdimatteo.com/portfolio/syllabi/IMM_271_06_Spring_2020_Syllabus.pdf
http://matthewjdimatteo.com/portfolio/syllabi/IMM_271_06_Spring_2020_Syllabus.pdf
https://en.wikipedia.org/wiki/The_Legend_of_Zelda


My Courses
Fall 2020, 2021: Game Studies and Design

● Students study formal elements, ideation, and 
physical and digital prototyping and playtesting

http://matthewjdimatteo.com/portfolio/syllabi/IMM%20270-02%20Fall%202021%20Course%20Syllabus.pdf
https://www.gamedesignworkshop.com/


My Courses
Fall 2020, 2021: Game Studies and Design (TCNJ)

● Course work consists of four “design challenges” 
(small prototyping projects based on a prompt) 
and written work including reviews of games and 
students’ reflections on their own projects

http://matthewjdimatteo.com/portfolio/syllabi/IMM%20270-02%20Fall%202021%20Course%20Syllabus.pdf
https://medium.com/tcnj-imm-game-studies-2020-fall


My Courses
Fall 2020, 2021: Game Studies and Design (TCNJ)

● Students spend approx. 3 weeks each devising 4 
small prototypes (physical or digital) on a prompt

http://matthewjdimatteo.com/portfolio/syllabi/IMM%20270-02%20Fall%202021%20Course%20Syllabus.pdf


My Courses
Fall 2020, 2021: Game Studies and Design (TCNJ)

● Students write brief reviews of games they’ve 
played and reflections on design challenges 
they’ve completed, posting to medium.com

http://matthewjdimatteo.com/portfolio/syllabi/IMM%20270-02%20Fall%202021%20Course%20Syllabus.pdf
https://medium.com/tcnj-imm-game-studies-2020-fall/xenoblade-chronicles-a-definitive-rpg-e6d907b7ef09?source=collection_home---6------5-----------------------
https://medium.com/tcnj-imm-game-studies-2020-fall/squares-another-review-a601e348bfd9?source=collection_home---6------7-----------------------
https://medium.com/tcnj-imm-game-studies-2020-fall
https://medium.com/tcnj-imm-game-studies-2020-fall/xenoblade-chronicles-a-definitive-rpg-e6d907b7ef09?source=collection_home---6------5-----------------------
https://medium.com/tcnj-imm-game-studies-2020-fall/squares-another-review-a601e348bfd9?source=collection_home---6------7-----------------------


My Courses
Spring 2022 - Web I (TCNJ)

● I’ve worked as a part-time web developer since 
2014 and am teaching a class this semester 
introducing students to HTML, CSS, JavaScript, 
and concepts related to domains and web 
hosting

http://matthewjdimatteo.com/portfolio/syllabi/AAV%20255-02_%20Web%20I%20-%202022%20Spring%20Course%20Syllabus.pdf
http://matthewjdimatteo.com/resume.php
https://codepen.io/matthewdimatteo/pen/vYprjPd


My Courses
Spring 2022 - Internet Tools & Techniques (MCCC)

● This spring, I’ve been teaching a class through 
Mercer County Community College in addition to 
my work at TCNJ

● This course introduces students to digital media 
and programming skills for analyzing and 
creating websites

http://matthewjdimatteo.com/portfolio/syllabi/DMA%20144-040%20Syllabus%20Spring%202022.pdf
https://www.mccc.edu/catalog/dma_aas.shtml
https://dct.tcnj.edu/


My Courses
Spring 2022 - Internet Tools & Techniques (MCCC)

● Teaching at a community college has given me 
an expanded perspective on engaging students

● Everyone has a different background - some 
have worked professionally in design, others are 
working to pay for classes - everyone is unique 
and requires a unique approach to working with 
them

http://matthewjdimatteo.com/portfolio/syllabi/DMA%20144-040%20Syllabus%20Spring%202022.pdf


My Courses
Spring 2022 - Games II: Implementation (TCNJ)

● I’m teaching this course again this semester, but with a 
few differences from the Spring 2015 course

● I created 4 interdisciplinary teams of 5 students each, 
balancing roles such as art, programming, and sound

● Students are being graded based on self-assessments, 
which are discussed in 1-on-1 meetings with me 4 times 
during the semester

http://matthewjdimatteo.com/portfolio/syllabi/IMM%20460-01%20Games%20II_%20Implementation%20-%202022%20Spring%20Course%20Syllabus.pdf
http://matthewjdimatteo.com/portfolio/syllabi/IMM_460_CSC_465_Spring_2015_Syllabus.pdf
https://tcnj.instructure.com/files/130550364/download?download_frd=1
https://tcnj.instructure.com/files/130550363/download?download_frd=1


Games II Team Formation



My Courses
Spring 2022 - Games II: Implementation (TCNJ)

● In teams, students generated ideas and chose 
one concept to develop this semester

● Weekly classes consist of meetings and 
discussions with each team, playtesting, and 
workshops

http://matthewjdimatteo.com/portfolio/syllabi/IMM%20460-01%20Games%20II_%20Implementation%20-%202022%20Spring%20Course%20Syllabus.pdf


My Courses
Spring 2022 - Games II: Implementation (TCNJ)

● The semester is structured with four milestones 
reflecting the stages of development: 
conceptualization, pre-production, production, 
and quality assurance

● Each milestone culminates in a formal playtest

http://matthewjdimatteo.com/portfolio/syllabi/IMM%20460-01%20Games%20II_%20Implementation%20-%202022%20Spring%20Course%20Syllabus.pdf
https://tcnj.instructure.com/files/130914451/download?download_frd=1


My Courses
Spring 2022 - Games II: Implementation (TCNJ)

● Following milestone playtests, I meet with each 
student 1-on-1 to discuss their self-assessment

● Anonymous peer feedback is also collected
● These meetings are a chance for me to gauge each 

student’s progress through learning and 
contributions - I also discuss and resolve conflicts or 
concerns that arise

http://matthewjdimatteo.com/portfolio/syllabi/IMM%20460-01%20Games%20II_%20Implementation%20-%202022%20Spring%20Course%20Syllabus.pdf


My Scholarly Work



My Scholarly Work
● I’m overseeing the production of four student game projects
● My role is analogous to producer or project manager
● I meet with each team regularly to:

○ Discuss progress
○ Facilitate discussion between team members
○ Resolve conflicts
○ Prioritize the most essential tasks
○ Offer suggestions
○ Playtest
○ Debug

I also monitor Discord and Google Drive regularly to see how 
students are communicating and organizing their projects



My Scholarly Work
● Unfortunately, my role as adjunct has not 

provided me with the staff and resources to 
pursue many projects outside of class

● Having the resources to work with students 
toward creative projects is one of the things I 
would look forward to most as part of a full-time 
station



My Scholarly Work
● Currently, my creative energies are being 

directed toward a series of fantasy novels

http://matthewjdimatteo.com/projects/home
http://matthewjdimatteo.com/projects/home


My Scholarly Work
● I’ve completed and edited manuscripts for the first 

two entries in the series, with the third in progress

http://matthewjdimatteo.com/projects/home


My Scholarly Work
● The narrative aspect of games is one of the things 

that compelled me to study them
● Level design, being able to create worlds, and the 

power to tell interactive stories are my passions and 
key areas of interest



My Scholarly Work
● I do have many ideas for 

projects I would like to pursue 
with the resources available to 
a full-time faculty member

● At the top of that list is an 
expansion of my medium.com 
experiment for the Game 
Studies and Design course

https://medium.com/tcnj-imm-game-studies-2020-fall
http://matthewjdimatteo.com/portfolio/syllabi/IMM%20270-02%20Fall%202021%20Course%20Syllabus.pdf
http://matthewjdimatteo.com/portfolio/syllabi/IMM%20270-02%20Fall%202021%20Course%20Syllabus.pdf


My Scholarly Work
● I’ve used medium.com as a 

platform for students to 
publish their game reviews 
and reflections on their own 
prototype projects

● However, the scope of this 
project was limited, as only 
members of the class had 
access to the publication

https://medium.com/tcnj-imm-game-studies-2020-fall
https://medium.com/tcnj-imm-game-studies-2020-fall/moonlighter-b2ef7826eef5
https://medium.com/tcnj-imm-game-studies-2020-fall/game-design-reflection-obey-playable-prototype-version-3e12d250c37b
https://medium.com/tcnj-imm-game-studies-2020-fall/game-design-reflection-obey-playable-prototype-version-3e12d250c37b


My Scholarly Work
● I’d like to explore the construction of a 

student-powered platform for academic game 
reviews

● In my work as a web developer, I’ve built an 
online database to catalog and publish reviews 
of children’s media for Children’s Technology 
Review, a small publication in Flemington, NJ

https://reviews.childrenstech.com/ctr/home.php
https://reviews.childrenstech.com/ctr/home.php
https://reviews.childrenstech.com/ctr/home.php


My Scholarly Work
● I would like to build a 

large-scale database of 
academic reviews of 
current releases in 
gaming, powered by 
student insights

In my work as a web developer, I’ve built 
an online database to catalog and 
publish reviews of children’s media for 
Children’s Technology Review, a small 
publication in Flemington, NJ

https://reviews.childrenstech.com/ctr/home.php
https://reviews.childrenstech.com/ctr/home.php
https://reviews.childrenstech.com/ctr/home.php


My Scholarly Work
● This content would transcend 

consumer sites like Polygon, 
IGN, Kotaku, etc.

● Games would be 
deconstructed from a formal 
elements perspective, with 
students analyzing what 
makes them successful or 
unsuccessful

In my work as a web developer, I’ve built 
an online database to catalog and 
publish reviews of children’s media for 
Children’s Technology Review, a small 
publication in Flemington, NJ

https://reviews.childrenstech.com/ctr/home.php
https://reviews.childrenstech.com/ctr/home.php
https://reviews.childrenstech.com/ctr/home.php


My Scholarly Work
● Students could receive 

course credit, authorship for 
their published reviews

In my work as a web developer, I’ve built 
an online database to catalog and 
publish reviews of children’s media for 
Children’s Technology Review, a small 
publication in Flemington, NJ

https://reviews.childrenstech.com/ctr/home.php
https://reviews.childrenstech.com/ctr/home.php
https://reviews.childrenstech.com/ctr/home.php


My Scholarly Work
Other goals:

● Explore multiplayer cooperative (and other 
untapped areas)

● Tying music (mood) to gameplay
● Expand on the mini-course concept—focus on 

particular games as case studies
● Explore the potential of games as art



My Teaching Philosophy



My Teaching Philosophy
My teaching philosophy is twofold:

● Regarding course work and goals
● Regarding interaction with students



My Teaching Philosophy
Regarding interaction with students

● I communicate regularly with students outside 
of class, providing timely email reminders with 
slides and relevant materials for each lesson

● Particularly since the pandemic began, this has 
been instrumental in keeping students on task



My Teaching Philosophy
Regarding interaction with students

● I monitor my email and Discord constantly so as to 
remain available to answer student questions and 
help with assignments where necessary

● Students have expressed their appreciation for this 
type of support



My Teaching Philosophy
Regarding interaction with students

● My contact information is always available at 
the beginning of my course syllabi, and I’ll 
meet with students remotely or in person to 
address questions or concerns outside of class

http://matthewjdimatteo.com/portfolio/syllabi/DMA%20144-040%20Syllabus%20Spring%202022.pdf
http://matthewjdimatteo.com/portfolio/syllabi/IMM%20460-01%20Games%20II_%20Implementation%20-%202022%20Spring%20Course%20Syllabus.pdf


My Teaching Philosophy
Regarding interaction with students

● I’ll communicate with individual students via 
email to remind them about late/missing work

● I’ll provide multiple reminders throughout the 
semester, giving the students every 
opportunity to complete assignments



My Teaching Philosophy
Regarding interaction with students

● Finally, I generally just try to be a friend to my 
students, someone they can feel is on their 
side and wants them to succeed

● I aim to be part of my students’ support 
network, and am sensitive to issues such as 
stress and mental health



Regarding 
Course Work and Goals



My Teaching Philosophy
Regarding course work and goals

● The courses I teach are mainly project-oriented
● These projects are often creative endeavors that 

students can feel proud of when complete
● Students gain valuable knowledge and skills 

through this type of work, have fun expressing 
themselves creatively, and bolster their portfolio



My Teaching Philosophy
Regarding course work and goals

● Since the process of completing these projects 
is so valuable in multiple ways, I try to 
emphasize the value of the work itself over the 
importance of the grade

● What does this mean?



My Teaching Philosophy
Emphasizing the value of the work itself over the 
importance of the grade

● Assignments are constructed to allow students 
to have fun creating something in addition to 
learning the necessary skills



My Teaching Philosophy
Emphasizing the value of the work itself over the 
importance of the grade

● Grading criteria reflect the thoroughness of the 
work in addition to demonstration of the 
material covered



My Teaching Philosophy
Emphasizing the value of the work itself over the 
importance of the grade

● I’ll allow flexibility on deadlines (within reason) 
so that students can give their work the 
attention it deserves

● Many students have expressed appreciation 
for this, as they’ve been able to create projects 
they are truly proud of



Questions?



Thank you for 
your time and attention!


