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Marketing Summary

Games Design owes much to prior and adjacent cultural forms (traditional games, animated film, cinema, certain modes of literary fiction and so forth). Computer games, representing a convergence in both communications and entertainment media, have been singled out as one of the most visible of the new modes of representation to involve what is known as "interactivity".

Emphasis is placed on the design, rather than the technology, of computer games, exploring the notion of play in interactive digital media on all platforms, within a conceptual framework called gaming/playing.

Course content includes game play and genre and relationship to previous forms, interaction, screen design and conventions, narrative and narrative development, characterisation, level design, and their integration within the context of a non-linear game environment. Students will work towards producing working/complete games, online or for CD, and on games concepts for other platforms.

The course is delivered through studio based, student-centred, responsive teaching and learning, comprising skills workshops, studio-based seminars, group and individual critique of work, and group and individual tutorial support. The student will participate in both individual project work, and group projects (conducted in a manner to suit industrial practice). Assessment is on a combination of product, research portfolio, and evaluation, and culminates in a Degree Show exhibition.

We have links with companies who are experienced in various different gaming applications, and who are prepared to act as clients for "live" project work, providing excellent industrial experience for the students. Competitions give valuable experience, and our students have had much success both in the UK and abroad, including a number of nominations for and winners of the top British Interactive Media Association student award, D&AD New Bloods awards, European E-Magiciens award, Europrix UK winner, and recognition in the Computer Arts graduate showcase.

Employers are seeking to recruit those with particular games design oriented knowledge and skills as games designers/developers/directors/producers. Some will be employed to produce online games from concept to completion, others in companies creating pc or console games. Our graduates have found excellent employment with a number of the leading organisations and agencies in the UK, including Lionhead Studio, Evolution Studios, Nephin Games, Swordfish, Team 17, I-play and the BBC.
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Section 1: Basic Programme Data

	This document describes one of the University of Lincoln’s programmes using the protocols required by the UK National Qualifications Framework as defined in the publication QAA guidelines for preparing programme specifications



	Final award(s)
	BA (Hons)

	Programme
	Games Design

	Other exit awards
	Certificate of Higher Education

Diploma of Higher Education

	Other awards using modules from this programme
	
	

	Mode of delivery
	Full time

	UCAS code
	W280


	Awarding body
	University of Lincoln

	Teaching institution
	Hull School of Art and Design, Hull College

	Owning department
	

	Programme leader
	Sarah Humphreys

	Relevant QAA Subject Benchmark Statements
	· Art and Design

· Architecture, Architectural Technology and Landscape Architecture

· Communication, Media, Film and Cultural Studies



	Professional, Statutory or Regulatory Body accreditation
	


	Programme start date
	September 2008 in revalidated format

	Introduction of the programme to be phased?
	Yes


	Document publication date
	July 2008

	

	Revision 1
	July 2010

	

	Revision 2
	July 2011
	

	Revision 3
	
	


	Subsequent minor modifications to modules within this programme

	Module(s)
	Date
	Brief description of change including any affect on other programmes

	Contextual Practice 1-4
	
	Amends to LOs

	Independent Study
	
	Amends to assessment submission

	
	
	

	
	
	

	
	
	


Section 2: Programme Aims and Objectives

2.1 Educational aims of the programme

The general aims of the BA (Hons) Games Design provision are: 
· Provide curricula which develop a range of higher level technical, vocational, academic and transferable skills relevant to individual awards

· Develop independent learners

· Widen participation in the areas of art, design, media communications and related disciplines

· Increase access to higher education from under-represented groups in the local community

· Provide a framework in which employers, partners, stakeholders and providers  can collaborate to develop the curriculum

· Contribute to the skill base of Yorkshire and the Humber and other local economies in the context of the development of the art, design,  and creative industries sectors

· Produce capable and well-rounded graduates who will make a contribution to the labour market needs of the local region and to national economies and have appropriate knowledge and skills to fulfil their aspirations and potential.

Games design owes much to prior and adjacent cultural forms (traditional games, animated film, cinema, certain modes of literary fiction and so forth). Computer games represent a convergence in both communications media, and in different entertainment media. 

Computer games in particular have been singled out as one of the most visible of the new modes of representation to involve what is known as ‘interactivity’ – one of the most widely used terms of media commentary in the last two decades. It is this notion or defining attribute, which is seen as signalling what is different (or special) about games. “Play’ and ‘interaction’ are key words for the course. The course will focus on the design, rather than the technology, of computer games, exploring the notion of play in interactive digital media on all platforms, within a conceptual framework called gaming/playing. 
At Level Four, the curriculum will introduce game play, game genre and relationship to previous forms, interaction, screen design and conventions, narrative and narrative development, characterisation, storyboarding, and their integration within the context of a non-linear game prototype environment. 
At Level Five, students will continue to produce working/complete games, and will work on games concepts/prototypes for a variety of platforms (for example, characterisation, storyboarding and visualisation for a console game, rather than the actual production of that game). Technology may be essential in a successful computer game, but also is immersion through “stage”, character, “plot”, storyline and interaction. The students will undertake activities related to professional practice, and will begin to explore their own particular interest and specialism through self initiated project work.
Level Six comprises a combination of independent practice, and commercially orientated client-led practice. The student will produce a body of work that reflects her/his professional directions and ambitions, demonstrating a high level of personal enquiry, an understanding of design and production, an understanding of the industry, and an understanding of the broader context.

2.2 QAA Subject Benchmark Statement(s)
BA (Hons) Games Design responds to the United Kingdom QAA benchmark statement(s) for 
· Art and Design

· Architecture, Architectural Technology and Landscape Architecture

· Communication, media, film and cultural studies

Appendix II provides a detailed specification of the relationship between this programme's curriculum and the relevant QAA benchmark(s).
Art& Design, etc

http://www.qaa.ac.uk/academicinfrastructure/benchmark/statements/ADHA08.pdf 

Architecture, Architectural Technology and Landscape Architecture

http://www.qaa.ac.uk/academicinfrastructure/benchmark/honours/architecture.pdf
Communications

http://www.qaa.ac.uk/academicinfrastructure/benchmark/honours/communications.pdf 

2.3 Internal contexts

Art and Design education has a long and distinguished history in Hull since the formation of The Regional College of Art was established in 1861. Over this period and up to the present day The School has been through many organisational and location changes and now sits prominently in the city centre at the head of Queens Gardens. Hull College manages Hull School of Art and Design which incorporates programmes across art, design, media and performing arts.

The School has provided an important educational and cultural focus for Hull over this period. It has also produced thousands of graduates many of whom have gone on to become influential thinkers, communicators, teachers and professionals in the life of Hull and beyond. At the cornerstone of its success has been its responsiveness to local and national vocational and academic change, providing opportunities for students to study in a dynamic and supportive school with the development of individual creativity at the heart of its philosophy.

The School is currently at another important point in its evolution as it strives to redefine its role and importance within an ever changing creative landscape. The school is a significant force in meeting the educational and vocational needs of its regional community, which includes establishing itself as an important element in the regeneration of Hull and its capacity to grow and support cultural industries. Critical to this success are curricula which are current, sustainable and which are backed by the creative industries sector. The attraction and retention of graduates in Hull is central to this agenda.

The School is also working to gain recognition on both a national and international stage and recognises the importance of looking beyond the city for the recruitment of excellent staff and students who want to come here to study and work. The development of this programme and its relationship to other HSAD programmes is part of that plan and philosophy.

BA (Hons) Games Design developed originally from the established Interactive Multimedia course, and shares some components of this programme. It has been established as a programme in its own right for a number of years, and has an excellent record of graduates finding employment in the games industry.

Support is given to allow students to develop their own practice and to understand and evaluate the methodological and theoretical questions that inform practice.  Throughout the programme an emphasis is also placed upon skills development, so that students acquire and develop skills of analysis, reasoning and communication essential to practice.
Students receive pastoral and academic support through the Hull College Tutorial System which includes group and individual tutorial entitlements. All students are allocated a named personal tutor. The tutorial process incorporates Personal Development Planning, including individual target setting, planning and progress review.

By developing a curriculum that combines intellectual, aesthetic and creative approaches, and an appreciation of ethical concerns developed through contextual practice and other modules, the programme seeks to encourage interest from a wide spectrum of applicant. Formal education is only the beginning of a process and thus the course seeks to produce a graduate who is:  professionally and personally competent; imaginative; ambitious and versatile and able to initiate change, and to question and challenge orthodoxy.

2.4 External contexts

This programme responds to the needs of its students and local and global community by enabling its graduates to emerge as creative professionals who can apply their thinking, skills and knowledge to subject specific and broader cultural, commercial and social arenas. Graduates will be able to think independently and apply this thinking and practice to external situations which place their work in realistic contexts. The importance of creativity to organisations, individuals and society generally is increasingly recognised by government and industry as both an economic driver and vehicle for social change. Our graduates will be well placed to function effectively in this developing climate. 

There is established demand nationally for Games related courses, and fast and exciting development in the expanding industrial sector, offering excellent vocational opportunity. 

Employers are seeking to recruit those with particular games design oriented knowledge and skills, alongside those with generalist knowledge and skills. Graduates will find employment as games designers/developers/directors/producers, or as researchers, or as educators. Some will be employed for example to produce online games from concept to completion, others graduates will be employed as game designers in companies creating pc or console games.
Links have been established with companies who are experienced in various different gaming applications, and who are prepared to act as clients for “live” project work, providing excellent industrial experience for the students.

Section 3: Programme Outcomes

Hull School of Art and Design programmes utilise a generic set of learning outcomes which reference the QAA subject benchmark statements for Art and Design, Architecture, architectural technology and landscape architecture, and Communication, media, film and cultural studies. Since the programme covered by this document currently falls mainly within the Art and Design subject areas, the phrasing in this document will mainly assume that design includes architectural design, technology includes media technology, and so on.

Refer to Appendix I - Curriculum Map for details of how outcomes are deployed across the programme.

Knowledge and understanding

Upon completion of Level Six (honours) students will be able to:
A1: Demonstrate a high level of critical and intellectual engagement in their practice (AD 3.5, Com 4.1.1) and the capacity to work within their field as a form of academic enquiry (Arch 2.0) thus showing: critical and reflexive evaluation of their own and others’ works and judgements, synthesis of forms, media, materials, technical and cultural processes, and responsiveness to current critical discourses and debates (AD 2.7, 3.8, Arch 1.0, Com 4.1.5 and 7.1.3)

A2: Demonstrate an advanced professional and academic approach to the design process: the capacity to integrate and synthesise a wide variety of forms of inquiry and relevant disciplines (AD 3.11), in the realisation of objects, images, texts or spaces, etc. (AD 3.3).  These might include the conceptual, technical, social, ethical, material or environmental.  Work on projects which match intention, process and outcome (AD 4.3), which evidence a “complex sequence of research, reflection, iteration and integration of subject-based knowledge” (Arch 3.0), and which demonstrate an understanding of the design process as working with “means which are abstracted from the intended final outcome.”(Arch 4.2)

A3: Demonstrate a high level of resourcefulness, imagination, innovation and creativity in the generation of forms and ideas (AD 3.3) and the capacity to address and resolve complex problems, for example material, intellectual, moral, technical, economic, environmental problems in both self-initiated and set projects (AD 4.3)

A4: Demonstrate a well-digested understanding of historical and contemporary issues informing the development of practice and theory in their chosen discipline and of the work of its key practitioners (AD 3.5, 4.3, Arch 5.1.1, Com 3.2.1 - 5)

A5: Effectively communicate with appropriate audiences in terms of responsiveness to the needs and perspectives of users, critics, or sponsoring groups, a dialogue-based approach, and vividly-articulated and professionally-presented representations in a variety of media (Arch 3.1.4, AD 3.10 and 4.4.4, Com 5.5)

A6: Demonstrate research management skills – a broad range of well-developed research skills including the capacity to retrieve, evaluate, manipulate, critically engage with and apply a variety of sources and methods in practical and theoretical work (AD4.6, Com 4.2.3)

A7: Demonstrate a high level of self-motivation, self-reflection and autonomy (Arch 4.2): sustain periods of self-directed study, determine their own learning needs and develop appropriate strategies and skills to support and achieve their academic, personal and career aspirations (AD 4.6)

A8: Apply their knowledge to continuing personal, professional, creative and academic development" (AD 4.1, 4.2)

Cognitive and intellectual skills:

B1: The ability to formulate research questions and employ appropriate methods to address them (Com 4.2.2)

B2: Analytical skills – the ability to analyse complex problems and ambiguous and fluid situations, and use both logical and lateral thinking in their solution (Arch 3.2) 

B3: The ability to engage with major intellectual debates and paradigms within the field (Com 4.1.1) and the readiness to challenge existing approaches (AD 3.8)

B4: Capacities of judgement - an ability to judge and reflect upon designs and products – their own and that of others, integrating a wide range of attributes, contextual considerations (Arch 3.1.2), and relevant intellectual and professional debates (Com 4.1.5)
B5: the ability to generate and sustain programmes of inquiry with practical or theoretical outcomes, applying appropriate methods" (AD 4.6, Com 4.4.2)

Subject-specific skills:

B6: an ability to integrate a wide range of requirements and knowledge from relevant related disciplines in the development and innovative resolution of designs e.g. social, aesthetic, material, environmental and technical (Arch 3.1.1)

B7: an ability to apply perspectives from relevant related disciplines in the realisation of designs (Arch 3.1.1, 3.1.5)
B8: An awareness of the potential of new and developing technologies for their discipline (AD 3.2)

Transferable skills and attributes

On successful completion of Level Six (honours) students will possess general or transferable skills and attributes as listed below:

C1: Self-management - the ability to work independently: to set goals, manage work-loads, meet deadlines and articulate suitable routes for personal development and career progression (AD 4.6).

C2: Reasoned and critical thinking - the ability to analyse information, experiences and creative products within the parameters of taught units, formulate independent judgements about these (AD 4.6) and use the views of others to enhance their own work (AD4.6) .

C3: Interpersonal and social skills - the ability to interact effectively with others, for example through collaboration, collective endeavour and negotiation (AD 4.6).

C4: Communication and presentation skills - the ability to articulate ideas and information comprehensibly in visual, oral and written forms (AD 4.6); the ability to present ideas and work to audiences in a range of situations using appropriate conventions and techniques (Arch 3.1.1) 

C5: The capacity to function autonomously as a self-reflexive practitioner, anticipating and accommodating change, and working flexibly within contexts of ambiguity, uncertainty, and unfamiliarity. (AD 4.6, Arch 3.2, Com 4.4.4, 5.1)
Section 4: Learning, Teaching and Assessment Strategies

4.1 Learning and Teaching Strategy

Design education “is at heart project-oriented.” (Arch 4.0)   

The student “transforms a field of enquiry into a proposition or scheme.” (Arch 4.2)

Art, design, architecture and practically-oriented media education are distinguished by student work on a series of projects with relatively unique visual and material outcomes, involving processes which foster technical, subject-specific and generic skills and their integrated deployment.  Project work occurs in a range of well-equipped studios which “usefully mirrors the context of professional practice.” (AD 5.2)  Learning occurs through investigation, exploration, development, dialogue and self-reflection to combine creativity, judgement and realisation.

Workshops and technical support staff enable the development of varied specialist skills in the handling of media, materials and technologies.  Studio-based projects, tutorials, student presentations and group critiques or reviews enable and mirror the research, development, presentation evaluative processes and stages which occur in professional art and design contexts. Above all, studio-based project work and group critiques are aimed at developing a dialogue-based intellectual working climate and a self-reflexive practitioner.  (Arch 4.2)

Teaching staff maintain the currency and professional orientation of the curriculum through their research, scholarly activity, and professional practice/knowledge (AD 5.1). Their links with local employers are reflected in the client orientated practice elements of the curricula.

The curriculum shapes the progressive development of the creativity of individuals and the acquisition of independent learning skills (AD 5.3) which in levels 2 and 3 include “sustained periods of independent study” (AD 5.5) and significant points of combined self-assessment and integrated skills-development through PDP.  These culminate in forms of evidence of a “body of work” to professional standards such as electronic portfolio, show reel, CD, etc.

Teaching may include significant engagement with a range of computer-aided design software since this is integral not only to design production but its effective presentation. (Arch 4.5)

Historical, theoretical and contextual elements in the curriculum are integrated into practical projects.  They are also taught through a series of “discrete but complementary” units”, delivered through seminars, lectures, workshops and tutorials, since these provide additional means to develop generic skills. (AD 5.4) In addition, history and theory in the form of disciplines such as art, the history of ideas, cultural studies, are deemed essential components of the curriculum and its need to develop “culture-specific skills” and “considered judgements about the spatial, aesthetic, technical and social qualities of a design within the scope and scale of a wider environment.” (Arch 3.1.2) The Communications benchmark also deems “broad knowledge” of the social and political role of communications media and “grounded awareness” of their “historical formation” as “typical strengths”. (Com 7.1.3)

In addition to formally assessed work-based learning and business awareness, informal teaching methods may include site visits, study visits and talks from visiting professionals and scholars. Students are thereby given the opportunities to engage with a variety of perspectives current in their field, and understand the design process and its technical, and wider historical and environmental contexts through witnessing art, artefacts and buildings in situ and in-process.(Arch 4.5)

4.2 Assessment Strategy

The fundamental approach to assessment recognises that the acquisition of knowledge is cumulative, and requires students to demonstrate this at different levels.  Achievement of learning outcomes is facilitated by systems of academic guidance and supervision designed to ensure that a common understanding of progress is achieved and strategies for improvement defined. 

Assessment is not seen as separate from the learning process, as throughout the professional life of the student and practitioner, continuous formative assessment through student/staff contact and peer contact, are integral with the creative process. Throughout all studio practice there are the elements of trial and error, and continuous objective and subjective analysis through debate between individual students, student groups, and staff.

Students receive regular formative feedback, both verbal and written. Individual and group tutorials, considering work in progress, are scheduled on a regular basis. Group critiques are a means of facilitating verbal peer group feedback as well as staff feedback.

Assessment, at the end of a module, is through the completion and submission of a variety of assessment items (for example Games Design productions, related research portfolios, and written work) as appropriate to the learning outcomes of the module. Students experience a variety of assessment methods through which knowledge and skills development are tested. The teaching, learning and assessment strategy aims to facilitate a learning process in which students can develop a range of creative, cognitive, technical and personal skills, knowledge and capabilities appropriate to the subject and future career paths.

The curriculum is designed to encourage independence in learning and the accompanying assessment strategy ensures that students receive appropriate feedback to improve skills, capabilities and awareness of how successfully they have applied an increasingly sophisticated knowledge base to their studies.

Section 5: Programme Structure

The BA (Hons) Games Design adopts the University’s standard model for a 360 credit points, 3  year undergraduate programme. Each level must consist of 120 credit points.
Table 1 Programme structure

	Level 4
Cert. HE
	Contextual Practice One
(15)


	Craft and Media Technologies One
(15)


	Interactive Communication Design
	Introduction to Games Design 

	
	Contextual Practice Two
 (15)

	
Craft and Media Technologies Two 
(15)
	Designing for the User
	Games Design Two

	

	Level 5
Dip HE
	Contextual Practice 3

(15)


	Client Related Practice for Games Design
(30)
	Interactive Environments for Games Design
(15)
	Aspects of Play

(15)

	
	
Contextual Practice 4

(15)


	
	Self initiated project for Games Design
(30)



	
	
	
	
	

	Level 6

	Independent Study

(30)


	Prof
Practice
(15)
	Client Orientated
Practice for Games Design
(30)


	Independent Practice for Games Design
(45)



Table 1 Programme structure
 illustrates the module composition of the BA (Hons) Games Design.

For details of each module contributing to the programme, please consult the individual module specifications.

Section 6: Regulatory Framework

The BA (Hons) Games Design is operated under the policy and regulatory frameworks of the University of Lincoln. The latest versions of all regulations and policies can be found on the Secretariat area of the Portal.
6.1 Admissions

University Regulations (University of Lincoln, current edition)
Admissions Policy (University of Lincoln, current edition)

Accreditation of Prior Learning Policy (University of Lincoln, current edition)

6.2 Assessment
Undergraduate Progression Regulations (University of Lincoln, current edition)
6.3 Progression

Undergraduate Progression Regulations (University of Lincoln, current edition)
6.4 Placement

Placement Policy (University of Lincoln, current edition)
6.5 Study abroad

International Cooperation Policy (University of Lincoln, current edition)
6.6 Student support and guidance
Student Support and Tutoring Policy (University of Lincoln, current edition)
6.7 Off-campus delivery




Academic Partnerships Policy (University of Lincoln, current edition)
6.8 Ethical Issues



Ethical Guidelines (University of Lincoln, current edition)

6.9 Equal Opportunities


Equality and Diversity Policy (University of Lincoln, current edition)
Appendix I - Curriculum Map

This table indicates which modules assume responsibility for delivering (shaded) and assessing (x) particular programme learning outcomes.

	
	

	Level
	Module
	A1
	A2
	A3
	A4
	A5
	A6
	A7
	A8
	
	B1
	B2
	B3
	B4
	B5
	B6
	B7
	B8
	
	C1
	C2
	C3
	C40
	C5

	4/C
	Contextual Practice One
	X
	
	
	
	X
	X
	X
	
	
	X
	
	
	
	
	
	
	
	
	
	X
	
	X
	

	
	Craft and Media Technologies One
	
	
	X
	
	X
	
	
	
	
	
	
	
	
	
	X
	X
	
	
	
	
	
	X
	

	
	Interactive Communication
	X
	X
	
	
	
	X
	
	
	
	
	
	
	X
	
	X
	X
	
	
	
	X
	
	
	

	
	Introduction to Games Design
	X
	X
	
	X
	
	
	
	X
	
	
	
	X
	X
	
	
	
	
	
	
	X
	
	
	X

	
	Contextual Practice Two
	X
	X
	
	
	X
	X
	X
	X
	
	X
	X
	X
	
	
	X
	
	
	
	
	X
	
	X
	X

	
	Craft and Media Technologies Two
	
	X
	X
	X
	
	
	
	X
	
	
	
	
	X
	
	
	
	X
	
	
	X
	
	
	

	
	Designing for the User
	X
	X
	
	X
	
	
	
	X
	
	
	X
	
	X
	
	X
	
	
	
	
	X
	
	X
	

	
	Games Design Two
	X
	X
	X
	
	X
	
	
	
	
	
	
	
	X
	
	X
	X
	
	
	
	X
	
	X
	


	
	

	Level
	Module
	A1
	A2
	A3
	A4
	A5
	A6
	A7
	A8
	
	B1
	B2
	B3
	B4
	B5
	B6
	B7
	B8
	
	C1
	C2
	C3
	C40
	C5

	5/I
	Contextual Practice Three
	X
	
	X
	
	
	X
	X
	X
	
	X
	
	X
	
	X
	
	
	
	
	X
	X
	
	
	X

	
	Interactive Environments for Games Design
	X
	X
	X
	X
	
	
	
	
	
	
	
	X
	X
	
	
	X
	
	
	
	X
	
	
	

	
	Aspects of Play
	X
	X
	
	X
	
	X
	
	
	
	
	
	X
	X
	
	X
	
	
	
	
	X
	
	
	

	
	Client Related Practice for Games
	X
	X
	
	
	
	
	
	
	
	
	X
	
	X
	X
	X
	
	
	
	
	X
	X
	
	X

	
	Contextual Practice Four
	X
	
	
	X
	X
	X
	X
	X
	
	X
	X
	X
	
	X
	
	
	
	
	X
	X
	
	X
	X

	
	Self Initiated Practice for Games Design
	X
	X
	
	
	
	
	X
	
	
	
	
	
	
	
	X
	
	
	
	X
	
	
	
	X


	
	

	Level
	Module
	A1
	A2
	A3
	A4
	A5
	A6
	A7
	A8
	
	B1
	B2
	B3
	B4
	B5
	B6
	B7
	B8
	
	C1
	C2
	C3
	C40
	C5


	6/H
	Independent Study
	X
	
	
	X
	
	X
	X
	
	
	X
	X
	X
	
	X
	
	
	
	
	X
	X
	
	X
	

	
	Professional Practice
	
	X
	X
	
	X
	
	
	X
	
	
	
	
	
	
	
	X
	
	
	X
	X
	X
	X
	X

	
	Client Orinetated Practice for Games Design
	X
	X
	
	
	X
	
	
	X
	
	
	X
	
	X
	
	
	
	
	
	X
	
	X
	
	

	
	Independent Practice for Games Design
	X
	X
	X
	X
	X
	X
	
	
	
	
	
	
	
	
	X
	
	X
	
	X
	
	
	X
	X

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	


X
Appendix II - Assessment Map

This table indicates the modality of module assessment within BA (Hons) Games Design.  Percentages indicate assessment weighting. Shading indicates examination (as opposed to in-course assessment).  Where assessment is group based, the entry is decorated with the letter 'G'.  Those in italics are where the assessment may be spread across a number of weeks, such as presentations.
	
	
	
	Week

	Level
	Semester
	Module
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14

	4
	A
	Contextual Practice One
	
	
	
	
	
	
	
	
	
	
	
	
	
	x

	
	A
	Craft and Media Technologies One
	
	
	
	
	
	
	
	
	
	
	x
	
	
	

	
	A
	Interactive Communication Design
	
	
	
	
	
	F
	
	
	
	
	
	x
	
	

	
	A
	Introduction to Games Design
	
	
	
	
	
	
	F
	
	
	
	
	
	x
	

	
	B
	Contextual Practice Two
	
	
	
	
	
	
	
	
	
	
	
	
	
	x

	
	B
	Craft and Media Technologies Two
	
	
	
	
	
	
	
	
	
	
	x
	
	
	

	
	B
	Designing for the User
	
	
	
	
	
	F
	
	
	
	
	
	x
	
	

	
	B
	Games Design Two
	
	
	
	
	
	
	F
	
	
	
	
	
	x
	


	
	
	
	Week

	Level
	Semester
	Module
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14


	5
	A
	Contextual Practice Three
	
	
	
	
	
	
	
	
	
	
	
	
	
	x

	
	A
	Interactive Environments for Games Design
	
	
	
	
	
	F
	
	
	
	
	
	x
	
	

	
	A
	Aspects of Play
	
	
	
	
	
	
	F
	
	
	
	
	
	x
	

	
	A
	Client Related Practice for Games Design
	
	
	
	
	F
	
	
	
	
	
	F
	
	
	

	
	B
	
	
	
	
	
	F
	
	
	
	
	
	x G
	
	
	

	
	B
	Contextual Practice Four
	
	
	
	
	
	
	
	
	
	
	
	
	
	x

	
	B
	Self initiated Project for Games Design
	
	
	
	
	
	
	
	F
	
	
	
	
	
	x


	
	
	
	Week

	Level
	Semester
	Module
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14

	6
	A
	Independent Study
	
	
	
	
	
	F
	
	
	
	
	
	F
	
	

	
	B
	
	
	
	
	
	
	x
	
	
	
	
	
	
	
	

	
	A
	Client Orientated Practice for Games Design
	
	
	
	
	F
	
	
	
	
	
	F
	
	
	

	
	B
	
	
	
	
	x G
	
	
	
	
	
	
	
	
	
	

	
	A
	Professional Practice
	
	
	
	
	
	
	
	
	
	
	
	F
	
	

	
	B
	
	
	F
	
	
	
	
	
	
	
	
	
	
	
	x G

	
	A
	Independent Practice for Games Design
	
	F
	
	
	F
	
	
	
	
	
	
	
	F
	

	
	
	
	
	
	
	
	
	
	F
	
	
	
	
	
	x
	


Appendix III - Benchmarking Analysis
This table summarises the key features of BA (Hons) Games Design, with the particular aim of demonstrating the mapping between programme learning outcomes and the QAA benchmark statement for the subjects of Art and Design, Architecture, Architectural Technology and Landscape Architecture and Communication, Media, Film and Cultural Studies.

	Programme outcome

	Aspect of the subject benchmark statement addressed


	A1

	AD 2.7, 3.5, 3.8  /  Com 4.1.1, 4.1.5, 7.1.3  /  Arch 1.0, 2.0


	A2

	AD 3.11, 3.3, 4.3  /   Arch 3.0, 4.2


	A3

	AD 3.3, 4.3


	A4

	AD 3.5, 4.3  / Com 3.2.1 – 5  /  Arch 5.1.1


	A5

	AD 3.10, 4.4.4 / Com 5.5 / Arch 3.1.4


	A6

	AD4.6 /  Com 4.2.3


	A7

	AD 4.6 / Arch 4.2


	A8
	AD 4.1, 4.2

		
	B1

	Com 4.2.2


	B2

	Arch 3.2


	B3

	AD 3.8 /  Com 4.1.1


	B4

	Com 4.1.5  /  Arch 3.1.2


	B5

	AD 4.6, Com 4.4.2

	B6

	Arch 3.1.1


	B7

	Arch 3.1.1, 3.1.5


	B8

	AD 3.2


		
	C1

	AD 4.6


	C2

	AD 4.6


	C3

	AD 4.6


	C4

	AD 4.6 / Arch 3.1.1


	C5
	AD 4.6, Arch 3.2, Com 4.4.4, 5.1
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