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assessment

Learning outcomes

Course independant learning outcomes

LOL A Level 1. The student can plan, implement, monitor and

manage process based projects, using industry standard

methodologies in a simple, structured context.

LOL B Level 1. The student is aware of the impact their solutions

might have and can articulate them in their process.

LOL C Level 1. The student can reproduce appropriate technical

solutions and can elaborate under guidance simple digital

prototypes.

LOL D Level 1. The student acquires knowledge of creating and

iterating technical solutions.

LOL E Level 1. The student can choose appropriate technical

solutions to complex problems, constructs these solutions and can

alter and differentiate these using identified improvements.

LOL F Level 1. The student is able to name their own strengths, can

formulate learning goals and takes appropriate action to fulfil

learning goals through an iterative process.

Content

Content

In Project 2D Game Development, students will work in teams to

create a digital game solution that will be played during the following

year's CMGT Introduction Week by the incoming first-year students.

Student teams will work following the Agile Scrum method to develop

a working digital game prototype in GameMaker. Building on the

intercultural communicative competence (ICC) that still takes centre

stage, the student will consider accessibility and inclusivity (Ethics)

when making design choices for their digital game.

Design Constraints

The game must be digital.

The game must be made in GameMaker.

The game must be freestanding and playable during Introduction

Week the following year.

 

In solving this design brief, student teams are supported by project

coaches and a series of workshops and learning streams, including

Design Ethics, 2D Programming, 2D Art Tools, and Agile SCRUM.

 

Students are expected to put in the necessary hours and effort to

complete a working, iterated prototype of their game and to have

tested their prototype with fellow students and experts.

 

Assessment

The course is assessed by a demonstration, where the prototype is

shown to and playable by teachers and students; by a development

portfolio, assembled over the duration of the course, in which the

student provides evidence of what they have done and what they

have learned; and a Criterium Based Interview (CBI) where students

are interviewed about the contents of the development portfolio.

 

Included in programme(s)

Creative Media & Game Technologies

School(s)

Arts, Design & Built Environment
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