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Module Aims  
The aim of this module is to introduce students to the fundamentals of game environment 
design and the professional workflows used within the modern industry.  Students will learn to 
develop ideas and designs In response the gameplay and narrative related problems, and 
develop them from the concept stage through to full digital prototype environments and 
narrative content. This design will be developed through a combination of 3D methods, tools 
and technologies that can be aligned directly to industry standard game engine 
environments.  
 

Intended Learning Outcomes 
 
Key skills for employability 
 

KS1 Written, oral and media communication skills 
KS2 Leadership, team working and networking skills 
KS3 Opportunity, creativity and problem solving skills 
KS4 Information technology skills and digital literacy 
KS5 Information management skills 
KS6 Research skills 
KS7 Intercultural and sustainability skills 
KS8 Career management skills 
KS9 Learning to learn (managing personal and professional development, self- 
 management) 
KS10 Numeracy 

 

At the end of this module, students will be able to Key Skills 

1 Identify game engine functionality and tools for game design. 
KS3 KS6 
KS4 KS10 
KS5  

2 Demonstrate key game design principles. 
KS1 KS4 
KS2 KS5 
KS3 KS6 

3 Demonstrate an understanding of 3D environmental design 
workflow 

KS4 KS8 
KS6 KS2 
KS7  

4 Deliver a prototype narrative rich game environment. 
KS4  
KS5  
KS9  

Transferable skills and other attributes 

Students will develop the ability to produce concise designs in response to game industry 
related problems, and then bring those designs to life using modern game production and 
development tools. They will also develop agile management skills through practical 
application. 
 
Derogations  



 

None. 

Assessment:  

Indicative Assessment Tasks:  

Students will produce coursework in response to set assignments that demonstrate the 
student's ability to create, develop, and adapt prototype levels for games based on ideas, 
design and peer review. 
 

Assessment 
number  

Learning 
Outcomes to 
be met 

Type of assessment Weighting 
(%) 

Duration  
(if exam) 

Word count 
(or equivalent if 
appropriate) 

1 1, 2, 3, 4 Coursework 100% NA 4000 

 
Learning and Teaching Strategies: 

 
• Contextual information for this module will be delivered as keynote lectures. 
• Assignments presented to students will be designed to enable students to produce a 

body of work that demonstrates their ability in the production of a ‘Game Environment’ 
for the video game industry.  

• Lectures, workshops and critiques will enable the student to appreciate the 
similarities, divergences and application of creating custom geometry, terrain etc. with 
in-engine tools for different purposes. 

• Tutorial guidance, group critique and student seminars will underpin of the skill 
development and understanding of the student. 

 
Syllabus outline: 
 
Key lectures will examine level design theories and best practices within the Game industry. 
Students will be introduced to the methods used in the development of an environment 
designed for the video game industry. 
 
During the practical based sessions, students will focus on project planning and the process 
of project discussion. Underpinning theory and concepts will be introduced in lectures and 
further reinforced through peer review and group critiques. Projects will be set to challenge 
the students to make use of technical equipment and produce work relevant to their chosen 
theme and style. Students will gain insight and an appreciation of how levels should be 
prepared and presented for the next stage of development. 
 
Key principles of environmental geometry, lighting and narrative will be explored and 
implemented into the ‘grey box’ levels the students produce and design. Throughout the 
module, students will share work and will contribute constructively to feedback upon the work 
of their peers to form a community of practice. To complete this module, students will submit 
a portfolio of work which demonstrates the culmination of their project in response to set 
assignments. In addition to the body of work submitted for assessment, students will be 
expected to design, develop, and present a blocked-out level design. 
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