
CMPM179: Game Design Practicum
(Smart Cities)

Course Syllabus

Instructor:
Dr. Mennatullah Hendawy
Visiting Scholar / Lecturer Computational Media
Email: mhendawy@ucsc.edu
Google scholar: https://scholar.google.com/citations?user=OGPZ4kUAAAAJ&hl=en
Linkedin: https://www.linkedin.com/in/mhendawy/

Description:
The course introduces the topic of smart cities from interdisciplinary and
socio-technical perspectives. Through the course, you will examine how smart cities
emerged with the goal of creating more efficient (and sustainable) cities. We will
cover and discuss case studies from across the world: USA, UAE, Germany, …etc.
and we will open the discussion on the currently growing criticisms against smart
cities and their ethics.

Learning objectives:
The objective of this class is to give students a practical understanding of smart
cities. Specifically, if successful, students will be able to demonstrate:

● Basic knowledge of smart cities :
➢ The digital transformation of cities and smart urban development
➢ Smart cities history
➢ Actors and decision-makers in smart cities
➢ (un) Sustainable smart cities
➢ Smart cities in the global north versus the global south
➢ Smart city ethics and questions of justice
➢ Smart city indexes
➢ Urban AI and use of AI in smart cities

● Be able to apply and differentiate between existing efforts to make cities smart
and the building of totally new smart cities from scratch

● Understand who is involved in, influencing, and influenced by the smart city
industry.

● Explore the smart cities ranking systems

https://scholar.google.com/citations?user=OGPZ4kUAAAAJ&hl=en
https://www.linkedin.com/in/mhendawy/


● Explore the positionality of technology
● Critically think about smart cities from interdisciplinary and social technical

perspectives.
● Analysis of smart cities from across the world (such as LA)
● Get an idea of what the smart city is like / should be like and use it during

game design
● Understand how to use game design to address smart city challenges
● Explore city games such as Sims, Civilization etc
● Explore the practical application of game design in smart cities
● Go in depth about game design with creation and research.
● Learn about smart cities and how knowledge about them can be applied to

game design.

Teaching Method:
Concepts will be disseminated through a combination of lectures and videos, and
some guest speakers will be invited.
Students will be required to read some materials before and/or after class.
Every class session will include in-class exercises and discussions meant to give
students a practical understanding of how the concepts are applied in practice. The
course will also include out-of-class assignments demonstrating knowledge and
understanding of the subject through the analysis of case studies of smart cities
worldwide and topics related to smart cities.
The teaching method in the classroom is discussion based learning, and the
teaching approach is critical pedagogy. Students will be introduced to both in the first
session.

Evaluation:
➔ 25% participation (If not participating - allowing to submit a reflection task

given (please ask in advance) Attendance is collected from the evaluation
form shared at the end of each day

➔ 75%- Assignments and final project

Course Topics
➔ Introduction to smart cities
➔ Hybrid smartness
➔ Types of smart cities and sustainable smart cities, Guest speaker: Eng. MSc.

Lamiaa Ghoz (TU Dresden, Germany)
➔ Urban gamification
➔ Smart city games
➔ Actors of Smart Cities and the role of game designers
➔ Policies and strategies of Smart cities, Guest speaker: Prof. Dr. Christoph

Bieber (Center for Advanced Internet Studies (CAIS) gGmbH, Germany)
➔ AI in smart cities and AI for Urban gamification
➔ Smart city ethics and data ethics
➔ Understanding our positionality and reflecting on it



➔ Positionality of technology
➔ Inclusive game design and serious games
➔ Game design thinking
➔ Smart homes, Guest speaker: Amr Sahlan (Tile Green, Egypt)
➔ Smart city indexes and urban gamification for ranking
➔ IoT in smart cities
➔ Campus resilience, Guest speaker: Rëza Habibi (UCSC, USA)
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Class Conduct
Cell phones and Texts: No use or cell phones, texting is permitted.

Attendance: attendance is required. Absence without a pressing and convincing
excuse will result in 5% deduction form your grade.

Proper use and citation of other’s work: you are encouraged to use resources from
the Internet. All arts, narrative, pieces of writing, and code used from other resources
should be acknowledged and the sources/author should be credited. In particular, for
pieces of writing if paraphrased, proper citations are expected. If you used quotes as
is from a paper or report, please use quotation and proper citation indicating the
page number. Failure to do so will be considered plagiarism, which has severe
repercussion to your grade and your academic standing in the University. As a
student in the University you are expected to be familiar with and abide by University
of California at Santa Cruz’s rules of academic honesty and integrity, including
plagiarism. Full text of UCSC’s Academic Integrity for Graduate Students can be
found online at h ttps://www.ucsc.edu/academics/academic-integrity/
(https://www.ucsc.edu/academics/academic-integrity/) .

DRC: UC Santa Cruz is committed to creating an academic environment that
supports its diverse student body. If you are a student with a disability who requires
accommodations to achieve equal access in this course, please submit your
Accommodation Authorization Letter from the Disability

Resource Center (DRC) to me privately during my office hours or by appointment,
preferably within the first two weeks of the quarter. At this time, I would also like us to
discuss ways we can ensure your full participation in the course. I encourage all
students who may benefit from learning more about DRC services to contact DRC by
phone at 8 31-459-2089 (tel:831-459-2089) or by email at d rc@ucsc.edu
(mailto:drc@ucsc.edu) .

Title IX prohibits gender discrimination, including sexual harassment, domestic and
dating violence, sexual assault, and stalking. If you have experienced sexual
harassment or sexual violence, you can receive confidential support and advocacy at
the Campus Advocacy Resources & Education (CARE) Office by calling (831)
502-2273. In addition, Counseling & Psychological Services (CAPS) can provide
confidential, counseling support, (831) 459-2628. You can also report gender
discrimination directly to the University’s Title IX Office, (831) 459-2462. Reports to
law enforcement can be made to UCPD, (831) 459-2231 ext. 1. For emergencies call
911.


