
PROJECT-BASED LEARNING FOR:
2D Game Development
Unity Engine
Game Theory
Character & Narrative Exploration
C# Programming
Pixel Art
Music Production & Sound Effects
3D Game Development
Advanced C# Programming
Art & Animation with Blender
Version Control with GitHub
Collaboration & Leadership
Giving & Receiving Feedback
Live Pitching & Presentation
College & Career Preparation

Game Design for STEAM Futures 2025 Impact Report

BUT WHY 
GAME 
DESIGN?
Gaming is a $300B global 

industry, and it’s an entrypoint 

to careers throughout the 

arts and tech space. At Urban 

Arts, students don’t just play 

games—they create them. As 

the nation’s premier nonpro�t 

teaching video game design as 

a pathway to college and career, 

we prepare young people by 

pairing technical training with 

the essential workforce skills of 

collaboration, leadership, and 

design-thinking. Students build 

original work from the ground 

up and develop portfolios 

that colleges and employers 

notice. �e results speak for 

themselves: Urban Arts students 

have earned over $46M in 

scholarships to study STEAM 

and have launched careers at 

Lucas�lm, Unity, Amazon, 

Salesforce, and more.
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Alumni Teaching Assistants (ATAs)
We employ alumni from our intensive 
programs to help teach the next-gen of 
students. As ATAs they receive pre-
professional training, a schedule that 
works for college, a resume building 
block—and a paycheck. Plus, they show 
new cohorts what’s possible.

The most 
useful skill 
you learned at 
Urban Arts? 

“Communicating 
and working 
with others”

The hardest 
part of game 
design? 

“The hardest part 
is starting—and 
having so many 
ideas but so 
little time.”

The best part of 
being an ATA? 

“Getting to help my 
students become 
experts at game 
design gives me a 
huge, unimaginable 
sense of 
accomplishment!”

States partner 
with Urban Arts 
Game Design

OUR CUSTOM AP COMP 
SCI CURRICULUM IS 
ENDORSED BY  
THE COLLEGE BOARD  
& OFFERED FREELY TO 
ELIGIBLE TITLE 1 SCHOOLS 
NATIONALLY.
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“Game design is a perfect 
expression of creativity and 
technology—it’s fun, 
collaborative, technical. And 
it’s underutilized as a tool for 
real learning. No one else is 
focusing on game design the 
way we envisioned, so we 
built a model to do it well 
and make it ours.”—PHILIP 

COURTNEY, CEO, URBAN ARTS
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