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Welcome to the Swinburne University of Technology SwinGame 08 Competition. This document 
outlines details of this competition, further details are available at the SwinGame website 
www.swingame.com  
 
The Promoter is Swinburne University of Technology John St, Hawthorn VIC 3122 (ABN 13 628 
586 699) and is a declared “community and charitable organisation” under the Gaming Regulation 
Act 2003 (registration no.46359.) 
 
 
Who is eligible to enter? 
The SwinGame 08 Competition is available to Year 11 and 12 students from Secondary Schools 
throughout Australia. Entries can be individual, or in a team of 1 and 3 students. Students in teams 
must attend the same school. 
 
 
When does the competition commence? 
The competition commences on Monday 11 February 2008 and concludes Monday 11 August 
2008. 
 
 
When needs to be done to enter the competition? 
To enter this competition you need to do the following: 
 

1. Register your team. 
�  The competition can be entered individually or in teams of up to three members. 
�  Team details can be altered up to the submission deadline. 
�  See details in “how do I register my team” below. 

 
2. Design and develop the game. 

�  There are several deliverables that you need to develop. See “What needs to be 
delivered” below 

 
3. Submit the deliverable documents and game by 5:30pm on Monday the 11th of August 

2008. 
�  See details in “How are these deliverables submitted” below. 
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How do I register my team? 
Visit www.swingame.com to download the registration form. This form must be completed and 
signed as indicated then posted to the following address. 
 

SwinGame Competition 
Faculty of ICT, Mail H39 
Swinburne University of Technology 
PO Box 218 
Hawthorn, VIC, 3122 

 
There is no restriction on the number of entries by the individual or team. Entries will be deemed to 
be accepted at the time of receipt and not at the time of transmission. Incomplete, inaudible or 
incomprehensible entries will be deemed invalid. No responsibility will be taken for lost, late or 
misdirected entries. 
 
 
What kinds of games can be submitted? 
The SwinGame API is designed to create 2D games including arcade, adventure, sport, and 
others. See the SwinGame web site for some examples and some video of existing games. 
 
 
How will the submissions be judged? 
All submissions will be judged by a panel consisting of industry representatives and staff members 
involved in teaching the Bachelor of Science (Professional Software Development). The 
submissions will be judged on the following criteria, which are listed in order of importance: 
 

1. Game functionality. 
a) General impression of the game execution. 
b) Use of images, music, and sound to create an immersive experience. 
 

2. Software implementation makes appropriate use of programming constructs. 
 

3. Project documentation is well written providing the information required in a fashion that is 
easy to read and understand. 

 
 
What is the judging process? 
Each of the panel members will evaluate the games individually and pick their top entries based on 
the criteria above. The panel will then meet to discuss their selection and agree upon the winners. 
The judge’s decisions will be final. The top submissions will be contacted to ensure that they are 
able to attend Swinburne’s Open Day for the award presentations. 
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The judging panel will decide the 1st, 2nd and 3rd prizes based on the judging criteria. All Judging 
will take place at Swinburne University, Hawthorn Campus. All winners will be notified by telephone 
and their name published at www.swingame.com. 
 
 
What prizes are on offer? 
 

 
$3000 cash for the team or individual student 
 

 
 
 

1st Prize  
SwinGame 08 Trophy for the School 
 

 
2nd Prize 

 
$2000 cash for the team or individual student 
 

 
3rd Prize 

 
$1000 cash for the team or individual student 
 

 
Total Prize pool - $6,000 
 
A cheque will be presented to the winning student/s at Open Day or alternative arrangements will 
be made should the student/s be unable to attend. 
 
Certificates of achievement will be awarded for all high quality submissions. 
 
 
What criteria must be met in order to submit? 

1. A significant portion of the software produced must be the work of the students registered 
in the team. The final submission may contain source code from articles from the 
SwinGame web site, or other resources as long as it is clearly marked in the source code 
and the original author of the work is indicated. 
 

2. Documents written for the submission must be the work of the students registered in the 
team. Teams may seek assistance with the writing of these documents as long as the 
assistance is indicated in an acknowledgements section. 

 
3. Images, music, and sound effects do not need to be original though games which include 

original works produced by team members will be looked upon favourably. 
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4. Prizes will be claimed in person at Swinburne’s Open Day on Sunday, 17 August 2008. If 
winners are unable to attend the Open Day, then prizes will be available for collection at 
Swinburne University of Technology, Hawthorn Campus – Faculty of ICT reception. 

 
 
What needs to be delivered? 
Entries need to include the following: 
 

1. A short document outlining your vision for the game. This document will provide a high 
level outline of your game, and will be used by the judging panel to understand what you 
want to achieve. This must be no longer than one page, and is expected to be only one or 
two paragraphs. 
 

2. A design document showing the structure of your game’s source code. You should include 
an overview of the solution as well as diagrams or text to describe its structure and the 
naming conventions used. The judging panel will use this document when assessing the 
structure of your solution. This document is expected to be around five pages in length, 
though no strict page limit is defined. 
 

3. A short user manual indicating how to play the game. This must provide enough detail to 
enable the judging panel to install and play your game. Keep this document as short as 
possible, though no strict page limit is defined. 
 

4. A working copy of your game, compiled to run on either Windows, Mac OS, or Linux. 
 

5. The source code for your game, and all related material needed to compile your program. 
 

6. A short document listing any copyrighted images, music, and sound effects used. 
 
 
What is the format of these deliverables? 
Please submit the vision statement and design document as PDF documents. Free PDF writers 
such as cutepdf allow you to print documents to PDF format. 
 
The user manual can be submitted either as a PDF, or as a set of web pages (HTML). Other 
creative formats will also be accepted but need to be cleared first, see contact details below. 
 
The game must be submitted as an executable application. Ensure that the game can be executed 
and that it has all of the resources it needs to run.  
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The source code should be submitted with all associated files needed to open and compile your 
game. The exact files will depend upon the programming language and tools being used. The 
following list provides examples: 
 
�  A Delphi solution would include: 

• The Pascal source code (.pas or similar files) 
• The project file (.dpr) 
• All resources (images, sounds, etc) 
• A Pascal solution would include: 

�  The Pascal source code (.pas or similar files) 
• Scripts to compile the program 
• All resources (images, sounds, etc) 

�  A Visual C# solution using Visual C# Express or Visual Studio would include: 
• The C# source code (.cs files) 
• The project and solution files (.csproj and .sln) 
• All resources (images, sounds, etc) 

�  A Visual Basic .NET solution using Visual Basic Express or Visual Studio would include: 
• The Visual Basic source code (.vb files) 
• The project and solution files (.vbproj and .sln) 
• All resources (images, sounds, etc) 

�  A Visual Basic 6 solution would include: 
• The Visual Basic source code (.frm and .bas files) 
• The Visual Basic Project (.vbp file) 
• Scripts to copy game resources 
• All resources (images, sounds, etc) 

 
If you use one of the getting started packs these will provide you with an easy to use structure for 
your solution, and will ensure that the judging panel is able to easily assess your solution. See the 
getting started section below. 
 
 
How are these deliverables submitted? 
You can submit the deliverables in one of two ways: 
 

1. Use http://www.yousendit.com to send a zip compressed file containing all of the required 
deliverables. Send the email to swingame@swin.edu.au ensure that the subject contains 
SwinGame Competition, and the body of the email contains your team name. 
 

 
 
 
 
 



 

 

  
  

SwinGame 08 Competition 
Terms & Conditions Page 6 

2. Send a CD or DVD containing your deliverables to the address below. Ensure that you 
accompany your submission with a letter that contains your team name. 

 
SwinGame Competition 
Faculty of ICT, Mail H39 
Swinburne University of Technology 
PO Box 218 
Hawthorn, VIC, 3122 
 

 
How do I get started? 
Making the game should be exciting, but you’ll want to get started as soon as possible. Use the 
following steps to get started now! 
 

1. Imagine the game you want to develop. We suggest keeping it simple and focusing on 
making it work really well. You can discuss your ideas with us on the SwinGame web site. 
 

2. Get a team together to work on the game. Remember its good if you can cover software 
development as well as resource creation for your images, music, and sound effects. See 
the details on resource usage in “Are there any limitations on resource usage for images, 
music, and sound effects” below. 
 

3. Decide on which language you will use to implement your game. SwinGame is available for 
the following programming languages: 

����  Delphi 
����  Pascal 
����  Visual Basic .NET 
����  Visual C# 
����  Visual Basic 6 

 
4. Download the registration form, complete and send. 
 
5. Download the starting pack for your language from the SwinGame web site. 
 
6. Get to work creating: 

����  Outline the vision for your game. 
����  Experiment with the SwinGame API. 
����  Design and develop your software, images, music, and sound effects. 
����  Use the SwinGame website to get assistance and advice on your game 

development, see what support is available below. 
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What support is available? 
The SwinGame web site contains a number of resources that can help you create an awesome 
game: 

1. Use the articles to get ideas for how to implement certain features in your game. 
2. Use the discussion forums to discuss problems and to get advice. 
3. Watch out for special SwinGame events listed on the SwinGame website. 

 
 
Are there any limitations on resource usage for images, music, and sound effects? 
You can use any images resources as long as you have permission from the copyright owners. 
Original resource creation will be looked on favourably by the judging panel but isn’t required. 
 
 
Use and ownership of games submitted 
Each game submitted for entry remains the property (to the extent of existing copyright in images 
and resources used in the game) of the respective participant or participating team. By submitting 
your game for entry you grant to the Promoter an exclusive, royalty-free, worldwide, perpetual 
license to use the game for promotional and marketing purposes. 
 
The Promoter collects personal information in accordance with Privacy Policy. The Promoter’s 
Privacy Statement can be found at www.swinburne.edu.au/privacy. To facilitate your participation, 
the Promoter may disclose your personal information to other companies associated with this 
promotion. If you do not provide your personal information, the Promoter will not be able to enter 
you into this promotion. 
 
 
Contact Us 
If you have any questions about the SwinGame Competition or the developing games with the 
SwinGame API please use the discussion forums that are available on the SwinGame web site. 
 
Website:   www.swingame.com    
Email:    swingame@swin.edu.au  
 


