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Introduction
This programme module may be delivered as a standalone module leading to certification in a FETAC minor award. It may also be delivered as part of an overall validated programme leading to a Level 5 FETAC Certificate. 
The teacher/tutor should familiarise themselves with the information contained in [Named Provider’s] programme descriptor for the relevant validated programme prior to delivering this programme module.

The programme module is structured as follows:

	1. Title of Programme Module

	2. FETAC Component Title and Code

	3. Duration in hours

	4. Credit Value of FETAC Component

	5. Status

	6. Special Requirements

	7. Aim of the Programme Module

	8. Objectives of the Programme Module

	9. Learning Outcomes

	10. Indicative Content

	11. Assessment

a. Assessment Technique(s)

b. Mapping of Learning Outcomes to Assessment Technique(s)

c. Guidelines for Assessment Activities

	12. Grading

	13. Learner Marking Sheet(s), including Assessment Criteria



Integrated Delivery and Assessment

The teacher/tutor is encouraged to integrate the delivery of content where an overlap between content of this programme module and one or more other programme modules is identified. This programme module will facilitate the learner to develop the academic and vocational language, literacy and numeracy skills relevant to the themes and content of the module. 
Likewise the teacher/tutor is encouraged to integrate assessment where there is an opportunity to facilitate a learner to produce one piece of assessment evidence which demonstrates the learning outcomes from more than one programme module. The integration of the delivery and assessment of level 5 Communications and level 5 Mathematics modules with that of other level 5 modules is specifically encouraged, as appropriate. 
Indicative Content
The indicative content in Section 10 does not cover all teaching possibilities. The teacher/tutor is encouraged to be creative in devising and implementing other approaches, as appropriate. The use of examples is there to provide suggestions. The teacher/tutor is free to use other examples, as appropriate. The indicative content ensures all learning outcomes are addressed but it may not follow the same sequence as that in which the learning outcomes are listed in Section 9. It is the teacher’s/tutor’s responsibility to ensure that all learning outcomes are included in the delivery of this programme module.
	1. Title of Programme Module

Games Analysis Design


	2. Component Name and Code 

Games Analysis & Design 5N1651


	3. Duration in Hours

150


	4. Credit Value

15 


	5. Status
This programme module may be compulsory or optional within the context of the validated programme. Please refer to the relevant programme descriptor, Section 9 Programme Structure


	6. Special Requirements

None 



	7. Aim of the Programme Module

This programme module aims to offer a practical introduction to central topics related to Entertainment-Media Technology. It establishes a foundation in the areas of videogame design, the related industry, and software tools, within an historical context. The module enables learners to identify the role of the developer in the production process, and to diversify the production team, and the roles required; as the entertainment industry continues to grow exponentially.



	8. Objectives of the Programme Module

· To develop an understanding of the features and limitations of technology used in games software development

· To foster a critical understanding of the theory and practice of game design within the context of the modern Entertainment Industry
· To facilitate the learner integrating theoretical knowledge of Games Analysis & Design into practical processes

· To enable the completion of tasks relevant to industry standard requirements

· To create an awareness of skills applicable to games software development

· To assist the learner to develop the academic and vocational language, literacy and numeracy skills related to Games Analysis & Design through the medium of the indicative content 

· To enable the learner to take responsibility for his/her own learning.





9. Learning Outcomes of Level 5 Games Analysis & Design 5N1651
Learners will be able to:
1. Analyse game structure and produce plans and logs for edit

2. Explore the technological components of a game

3. Identify level structures and genres in games

4. Examine the publishing process and the roles of the games development team to include design, technical, programming, art and audio-visual production

5. Examine the minimum hardware requirements for computer game product development

6. Explore the key developments of the ludology time line

7. Recognise the role of quality assurance and localisation in the game development process

8. Implement troubleshooting techniques when using game development software

9. Configure the equipment required to perform the software specific task

10. Develop graphics as animations, backgrounds and Interfaces

11. Implement physics effects and particle systems

12. Complete the key elements of development in the production of a game title

13. Utilise entertainment media technologies to include game engines, game development software libraries, artificial Intelligence and physics engines

14. Produce design document paperwork using game design terminology

15. Conceive game progression challenges appropriate to game style and genre

16. Produce content using two dimensional (2D) and three dimensional (3D) game editing to include characters creation, control, environment, background definitions, transitions, camera and lighting settings

17. Use social networking tools and applications for team game development projects

	10. Indicative Content 

This section provides suggestions for programme content but is not intended to be prescriptive. The programme module can be delivered through classroom based learning activities, group discussions, one-to-one tutorials, field trips, case studies, role play and other suitable activities, as appropriate.



	The delivery of this module requires a dual layered approach: theory classes followed by practical tutorials and laboratory time. The first two sections will be mainly delivered through classroom based learning activities; the third requires a dedicated computer lab. 



	Section 1 : Ludology


	· Outcomes 1, 3, 6, 14, 15 
An introduction to the brief history of videogames development (the ludology timeline) will be complemented by analysis of key design implications and established practices, introducing game-play challenges, level design, game genres and design documentation. The vocabulary and terminology of videogame design are explored.



	Section 2: Industry & Technology


	· Outcomes 2, 4, 5, 7, 17

Video games design is intrinsically linked to software development and its supporting industry. 

· The key technological components of a videogame will be examined, including the concept of a Game-Engine, its constituent modules, and the rendering pipeline paradigm.

An exploration of the game development industry requires analysis of the composition of a development team and the organizational context in which it might operates

· To include the roles of designers, technicians, programmers, artists and audio-visual production experts
· The supporting framework and the role of producers as mediators between departments and in dealing with publishers
· The financing channels available to AAA games development, and Indie development
· The role of Quality Assurance and Localization.
· The role of Social Networking tools in aiding team game development projects


	Section 3: Tools


	· Outcomes 8, 9, 10, 11, 12, 13, 16

Video Games Design requires development tools for implementation. Practice in the form of tutorial classes and lab time on relevant game engine software tools is required. The correct configuration of software applications can be complemented with the production of Video Game Prototypes including:

· Audio visual assets

· Levels (In-door and out-door)

· Environments (Terrain, Background, Skybox)

· Cameras and lights

·  Interfaces

·  Particle Systems 

· Dynamic Objects capable of physics effects.

A demonstration of game related Artificial Intelligence on game characters is advisable, alongside the correct configuration of the main character and primary game mechanics for the player, to achieve a sense of game progression.




11. Assessment
11a.
Assessment Techniques

Skills Demonstration
30%

Examination

30%
Assignment

40%

11b.
Mapping of Learning Outcomes to Assessment Techniques
In order to ensure that the learner is facilitated to demonstrate the achievement of all learning outcomes from the component specification; each learning outcome is mapped to an assessment technique(s). This mapping should not restrict an assessor from taking an integrated approach to assessment.
Examine the minimum hardware requirements for computer game product development


	Learning Outcome
	Assessment Technique

	1. Analyse game structure and produce plans and logs for edit
	Skills Demonstration

	2. Develop graphics as animations, backgrounds and Interfaces
	Skills Demonstration

	3. Produce design document paperwork using game design terminology
	Skills Demonstration

	4. Conceive game progression challenges appropriate to game style and genre
	Skills Demonstration

	5. Use social networking tools and applications for team game development projects
	Skills Demonstration

	6. Explore the technological components of a game
	Examination

	7. Examine the publishing process and the roles of the games development team to include design, technical, programming, art and audio-visual production
	Examination

	8. Examine the minimum hardware requirements for computer game product development
	Examination

	9. Explore the key developments of the ludology time line
	Examination

	10. Recognise the role of quality assurance and localisation in the game development process
	Examination

	11. Identify level structures and genres in games
	Assignment

	12. Implement troubleshooting techniques when using game development software
	Assignment

	13. Configure the equipment required to perform the software specific task
	Assignment

	14. Implement physics effects and particle systems
	Assignment

	15. Complete the key elements of development in the production of a game title
	Assignment

	16. Utilise entertainment media technologies to include game engines, game development software libraries, artificial Intelligence and physics engines
	Assignment

	17. Produce content using two dimensional (2D) and three dimensional (3D) game editing to include characters creation, control, environment, background definitions, transitions, camera and lighting settings
	Assignment


11c.  
Guidelines for Assessment Activities

The assessor is required to devise assessment briefs and marking schemes and an examination paper with marking schemes and outline solutions for the Skills Demonstration, Assignment and Examination. In devising the assessment briefs, care should be taken to ensure that the learner is given the opportunity to show evidence of achievement of ALL the learning outcomes. 
Assessment briefs may be designed to allow the learner to make use of a wide range of media in presenting assessment evidence, as appropriate. Quality assured procedures must be in place to ensure the reliability of learner evidence.

	Skills Demonstration 


	30%

	3 weeks (15 hours)


	Scenario

Showcase an innovative piece of game-play component to be used in a digital game title. Introduce the game environment and its genre; the functionality, game-play challenges and purpose of the object; produce a visual representation of the object, as standalone design sheet and embedded in the chosen environment. The result should be presented for discussion on an online social network.

Briefing

· Task 1 Outline the game-play functionality of the object

· Task 2 Introduce the game environment 

· Task 3 Design a graphical representation of the chosen object

· Task 4 Produce the design sheet, and a game-play image.

Evidence Required and Outcomes Activities

1. Analyse game structure and produce plans and logs for edit 

10. Develop graphics as animations, backgrounds and Interfaces
14. Produce design document paperwork using game design terminology
15. Conceive game progression challenges appropriate to game style and genre
· Design and Environment Document: design process, functionality and game environment 

· Design Sheet: Frames on single page with relevant details outlined and design notes

· Game-play Visualization Sheet: Background image can be stock image from games or other media, with component embedded showcasing game-play.

17. Use social networking tools and applications for team game development projects
· Extracts of online social Network engagement in main document

Suggestions

· The report should be printed and presented with a cover sheet. Sketches and research images may be included in the report

· The game component and game-play sheets should be printed on appropriate paper and presented online.



	Examination


	30%

	3 Hours


	The Candidate will be presented with an examination brief which they must read, understand and answer on provided examination booklet. They will be presented with a number of short questions, and will be required to answer six, and a number of essay questions, of which they must answer one.

The main areas to explore are outlined in the outcomes to be assessed, and can be briefly summarized as Game History, Technology and Industry.

Outcomes Assessed:

2. Explore the technological components of a game
4. Examine the publishing process and the roles of the games development team to include design, technical, programming, art and audio-visual production
5. Examine the minimum hardware requirements for computer game product development
6. Explore the key developments of the ludology time line
7. Recognise the role of quality assurance and localisation in the game development process


	Assignment

	40%

	6 Weeks (30 Hours)


	Scenario



Design a game prototype, on provided software. Using the available library, custom objects, and stock material, design a level, using some outdoor and indoor settings. Light the areas, place some custom made entities, implement player controls and an avatar representation; hint at possible game-play ideas and level navigation.

Briefing

· Task 1 Decide on a setting for your game, try to be coherent in your design

· Task 2 Outline the level layout. Add terrain, buildings, some props and lights

· Task 3 Add a character entity for the player, attempt some scripted game-play

· Task 4 Test playability; add some details (decor entities, audio, placeholder characters)

· Task 5 Build with appropriate parameters (Sky box, ambience light, global effects).

Evidence Required and Outcomes Activities 

3. Identify level structures and genres in games
8. Implement troubleshooting techniques when using game development software
9. Configure the equipment required to perform the software specific task
11. Implement physics effects and particle systems
12. Complete the key elements of development in the production of a game title
13. Utilise entertainment media technologies to include game engines, game development software libraries, artificial Intelligence and physics engines
16. Produce content using two dimensional (2D) and three dimensional (3D) game editing to include characters creation, control, environment, background definitions, transitions, camera and lighting settings
· Game Build working correctly on provided equipment, showcasing environment, level structure, character control and game-play elements.

Suggestions

· Test the level with low textures and quick light maps first, increase detail after

· Don’t overcrowd the game space, or have it too sparse, keep an eye on scale issues.


12. Grading

Distinction: 
80% - 100% 

Merit:

65% - 79%

Pass: 

50% - 64%

Unsuccessful:
0% - 49%

At levels 4, 5 and 6 major and minor awards will be graded. The grade achieved for the major award will be determined by the grades achieved in the minor awards.

	Games Analysis Design
5N1651

	Learner Marking Sheet

Skills Demonstration

30%


Learner’s Name: ________________________________

Learner’s PPSN: ________________

	Assessment Criteria


	MaximumMark
	LearnerMark

	· Function and characteristics of the component.

· Game environment, genre and game-play.

	5

5
	

	· Technical Design Print, with focus on the components functionality

· Environment Print with embedded component showcasing game-play 
· Online discussion and quality of finished product


	8

8

4
	

	Total Mark

	30
	



Assessor’s Signature: 


_________________________

Date: ___________________

External Authenticator’s Signature: 
_________________________

Date: ___________________

	Games Analysis & Design 
5N1651

	Learner Marking Sheet

Examination
30%


Learner’s Name: ________________________________

Learner’s PPSN: ________________

	Assessment Criteria


	MaximumMark
	LearnerMark

	Section A: short answer questions, (3 marks each)

(Indicate questions answered)

Question No.:*   __________

                              __________

                              __________

                              __________
                              __________

                              __________

                                                            
	3

3

3

3

3

3
	

	
Subtotal

	18
	

	Section B: essay questions
(Indicate questions answered)

Question No.:*   __________

                                                            
	12

	

	
Subtotal

	12
	

	Total Mark

	30
	


Assessor’s Signature: 


_________________________

Date: ___________________

External Authenticator’s Signature: 
_________________________

Date: ___________________
	Games Analysis & Design
5N1651

	Learner Marking Sheet

Assignment

40%


Learner’s Name: ________________________________

Learner’s PPSN: ________________

	Assessment Criteria


	MaximumMark
	LearnerMark

	· Clear identification of equipment requirements

· Correct set up and operation of equipment

· Clear and logical progression of research
	8


	

	· Gathering appropriate assets

· Quality of level layout

· Appropriate authoring and placing of entities
	10
	

	· Camera and Lighting setting

· Use of particles/physics effects

· Environment setup (fog/skybox/terrain)
	8
	

	· Player Character implementation
· Interactive elements, game-play 
· Final product exported to suitable files 
	8
	

	· Quality of finished product


	6
	

	Total Mark

	40
	



Assessor’s Signature: 


_________________________

Date: ___________________

External Authenticator’s Signature: 
_________________________

Date: ___________________

Games Analysis & Design 5N1651 
May 2012/June 2012

14

