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Module aims

This module is designed to introduce evaluation and assessment of current game design
and reflect contemporary industry studies. Using a series of unique coursework challenges,
this module will be to provide an introduction for students wishing to continue studies at
undergraduate level.

The coursework challenges will cover a host of key topics and empower students to engage
with the multidisciplinary nature of the industry and understand the importance of reflective
practice along with the development of key design and technical skills. A key outcome of the
module will be the nurturing of a proactive attitude and a willingness to engage with and
discuss relevant concepts within the context of creating games.

Module Learning Outcomes - at the end of this module, students will be able to:

1 Identify concepts and techniques for the foundations of game design.

2 Relate design decisions to industry development practice.

3 Demonstrate game design ideas through contextualised portfolio work.

Assessment

Indicative Assessment Tasks:

Students will be required to explore effective game design and industry practices by
completing a series of small coursework challenges. Each coursework challenge will run for
a set period of time (for example 2-4 weeks) and will focus on a particular topic area. Some
challenges may build on previous ones or provide the opportunity for students to develop
small project pieces that build on/extend/augment work carried out in other modules on the
programme.

Overall, the module coursework will be broken down into 2-4 challenges based upon both
foundational and contemporary technigues in game development, design and game art.
Final grades will be derived from the number of successfully completed coursework
challenges and their respective cumulative marks.

Assessmen LSRG

Outcomes Type of assessment Weighting (%)
t number

to be met
1 1,2, 3 Coursework 100%
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Derogations
N/A

Learning and Teaching Strategies

In line with the Active Learning Framework, this module will be blended digitally with both a
VLE and online community. Content will be available for students to access synchronously
and asynchronously and may indicatively include first and third-party tutorials and videos,
supporting files, online activities any additional content that supports their learning.

As this module progresses, the strategies will change to best support a diverse learning
environment. Initially, the module will start with a heavier reliance on engaging tutor-led
lectures, demonstrations, and workshops to ensure that the students get the relevant
threshold concepts. As the module continues experiential and peer learning strategies will be
encouraged as the students’ progress with their coursework. Sessions will shift to more
tutorial-based sessions to focus of formative feedback for individual student achievement.

Indicative Syllabus Outline

The bulk of the syllabus will apply to all students, though it may be required to support the
central syllabus with additional content to individual streams. This could indicatively include:

Introduction to Game Design

Introduction to the Games Industry

Engagement in Game Design

Board Game Design

Game design Fundamentals (digital and non-digital)
Core Mechanics in Games

Game Industry Stories

Portfolio Development

Case Studies & Reflections

Indicative Bibliography:

Please note the essential reads and other indicative reading are subject to annual review
and update.

Essential Reads
Macklin, C. (2016), Games, Design and Play: A Detailed Approach to Iterative Game
Design. Addison-Wesley Professional.

Other indicative reading
Roderiguez, A., Bruno, M. (2018), Probability, Decision and Games. Hoboken: Wiley.

Salmond, M & Ambrose. G (2013), Fundamentals of Interactive Design: AVA Publishing.

Schreier, J. (2017), Blood, Sweat, and Pixels: The Triumphant, Turbulent Stories Behind
How Video Games Are Made. Harper Paperbacks.

Wardyga, B., J. (2018), The Video Games Textbook: History « Business * Technology,
Florida: Taylor & Francis.
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