
TRIMESTER 1 - Bachelor & Diploma units 

TRIMESTER 2 - Bachelor & Diploma units 

INTRODUCTION TO GAME STUDIES
 → Contexts 

This unit provides a contextual, historical, and theoretical 
basis for the study of game design. Students will be exposed 
to the various experiences of games, including player 
cultures and politics. Students will also be introduced to 
ways of classifying game types, platforms, and technologies 
to inform game design and practice and will be provided 
with the critical tools to analyse the mechanics, dynamics, 
and aesthetics of games. Students will draw knowledge from 
games they have played and identify historical and cultural 
contexts and game design conventions within them.

FOUNDATIONAL GAME ELEMENTS 
 → Principles

Students will learn foundational elements of game design, 
including the rules and mechanics of play and game design 
tools. Students will explore the ways these elements interact 
across a range of game genres, including tabletop games, 
role-playing games, and puzzles, and provide students with 
an opportunity to explore how play can function as a creative 
art. Students will be introduced to game design terminology 
and processes as they develop an awareness of how to 
design short-form games and will then create their own 
short-form game displaying their understanding of the tools 
and skills learned throughout the unit. 

UX: DESIGNING FOR PLAY
 → Practice

Students will examine how components such as interfaces, 
navigation tools, play difficulty, and ergonomics work to 
enhance the play experience for all types of player abilities. 
Students will consider the role of positive and negative 
reinforcement in the user experience and how this relates 
to game design. Using industry game design software, 
students will design a game prototype and test this using 
game evaluation methods.

CRITICAL THINKING
 → Industry Awareness 

This unit introduces students to critical thinking and 
communications skills. They will learn to activate their critical 
thinking skills by exploring modes of analysis, problem-
solving, reflection, evaluation, and creation. Students will be 
presented with artistic works and industry issues, which they 
must evaluate critically.

GAME CULTURE & COMMUNITIES
 → Contexts 

In this unit, students examine the relationship between 
game cultures, communities, and industries to understand 
how game design exists within broader contexts. This unit 
explores participatory culture and practices related to 
fandom, co-creation, and the sharing of open- source game 
designs. Students will choose an aspect of this culture and 
discuss how players can participate and express themselves 
within games. Students will also analyse games and be 
given the opportunity to reflect on ethical issues in game 
cultures. The aim of this unit is to provide students with an 
awareness of the social responsibility of game design.

INTERACTIVE NARRATIVE DESIGN 
 → Principles

In this unit, students will examine the fundamental principles 
and conventions of story structure that support narrative 
systems for immersive and interactive world-building across 
media. Students will gain an understanding of the dynamics 
between story and plot and the breadth of possible 
approaches to narrative structure and their elements. This 
unit explores the construction of time and space in narratives 
to consider beginnings, endings, and plot organization in 
linear, non-linear, and interactive narratives. Using interactive 
narrative design tools and software, students will pitch an 
interactive narrative game concept and then develop this 
initial concept throughout the unit. 

INTERFACE DESIGN
 → Practice

Students will gain practical experience in interface design as 
they examine various types and scales of interfaces based 
on various output devices, including desktop computers, 
home and handheld consoles, smartphones, and household 
appliances. In this unit, students are encouraged to think 
about the relationships between the interfaces and narratives 
in game design and the immersive player experience. 
Students will focus on design practice within constraints 
for everyday application, considering the implications of 
interface scale and device limitation, with consideration of 
how touch screens, readability, fonts, feel, and input devices 
impact accessibility in the user experience.

CRITICAL SURVEY
 → Industry Awareness 

Students will be presented with a broad survey of the 
game industries and engaged to critically examine industry 
roles, practices, and structures. Presentations by industry 
professionals provide a broad overview of the current and 
future game industry environment. These presentations 
cover various roles and facets within game design, and 
guest speakers will connect with students to share their 
experiences, as well as reflect on the industry at large. This 
comprehensive industry overview is intended to assist 
students in their professional development and aid them in 
obtaining a position as a professional in the gaming industry..

GAME
DESIGN



TRIMESTER 4 - Bachelor only units 

TRIMESTER 5 - Bachelor only units 

CONTEMPORARY ART, DESIGN & CULTURAL HISTORY
 → Contexts 

In this unit, students will learn about art history and major 
artistic trends. They will research and review various 
aspects of design history, theory, and aesthetics. Students 
will examine the historical backgrounds and theoretical 
frameworks that underpin creativity, culture and innovation. 
Students will select a period of history they’re interested in 
and create a presentation that illustrates the influence of this 
period on game design.

WRITING FOR GAMES 2
 → Principles

Students will deepen their knowledge and skills in writing 
for games through a self-devised interactive narrative 
design project where they conceive, pitch, playtest, and 
workshop through peer review. This project will provide 
students with the opportunity to explore their own creative 
interests and consider more complex narrative questions 
related to character personality and psychology, the culture 
and ideology of narrative worlds, and the aesthetics of 
interactivity and audience experience. Industry-standard 
design and screenwriting software will be used to create a 
storyboard that visually communicates their game concept.

CHARACTER DESIGN
 → Practice

Students will gain technical skills with the tools, techniques, 
and technologies of character design, including concept 
art, modelling, rigging, and animation. Students will 
explore the relationship between interactive characters, 
the virtual environment, and the player as it relates to the 
design process. Students will create a character from the 
conceptual stage, initial development and review, and then 
use digital design software to show their finished character 
and how they interact with the world.

CREATIVE INDUSTRIES JOURNALISM
 → Industry Awareness 

This unit will explore a variety of perspectives on the role 
of journalism across the creative industries spectrum and 
the popular entertainment press within the cultural and 
operational contexts. In this unit, students will be introduced 
to the basic skills of news gathering, interviewing and 
critiquing, and will gain a broad knowledge of the field as 
applicable to creative arts and game industry journalism. 
Using these skills, students will review a completed art or 
published game within this unit.

DESIGN LAW, ETHICS & REGULATION
 → Contexts 

Students will explore aspects of design law as it relates 
to design rights, copyright, trademarks, asset protection, 
patents, and product development and consider the 
interactions between design law and intellectual property 
law. This unit will provide students with a practical 
understanding of how to register a design, report an 
infringement using appropriate regulatory processes, and 
negotiate contracting and licensing. Students will also be 
given the opportunity to reflect on the question of moral 
rights in design and consider the ethics of responsibility in 
design practice.

GAME MARKETING: BUSINESS & AUDIENCE
 → Principles

Students will extend their concept development for games 
and consider how their games can be packaged, branded, 
and communicated to an audience. Students will learn how 
to prepare a game treatment and gain experience pitching 
a game concept. They will prepare a press kit for a game 
concept they have created. This unit will also explore the 
various pathways available for game publishing and funding 
based on concept and intended audience.

TRIMESTER 3 - Bachelor & Diploma units 

SERIOUS GAMES
 → Contexts 

Students will learn about the various applications of game 
design beyond entertainment through the practice of serious 
games in this unit. They will explore how games can be 
used as a medium for communicating a message through 
persuasion and rhetoric and evaluate the factors involved 
in representing that message and the purpose of serious 
games. Students will be provided with a range of serious 
game examples that have been used in health, education, 
social activism, and marketing to discuss how games can 
have a positive or negative social impact. Students will use 
this knowledge to create a game proposal addressing a 
social issue they care about.

WRITING FOR GAMES 1
 → Principles

This unit establishes the importance of writing skills within 
game design and will help students develop their knowledge 
and skills in interactive narrative design. Students will explore 
the various aspects of writing involved in game design, such 
as writing cut scenes, narrator writing, dialogue writing for 
playable characters (PC) and non-playable characters (NPC), 
quest writing, puzzle writing, and level writing.

ENVIRONMENT DESIGN
 → Practice

In this unit, students will gain knowledge and skills in the 
tools, technologies, and practices of virtual environment 
design for digital games. Students will explore the 
techniques of environmental storytelling and how spatial 
restriction can impact the play experience based on the 
game genre. This unit provides students with the opportunity 
to produce their own game level and work through the entire 
creative process, from initial stages to a playable game with 
finished environment art.

HUMAN-CENTRED DESIGN
 → Industry Awareness 

This unit focuses on developing critical skills and tools for 
complex problem-solving using a human-centred design 
strategy. Human-centred design (HCD) is a process that 
allows for creative thinking and empathy in the planning and 
problem-solving process and accounts for the people who 
will interact with the designed output. Students will identify 
a current problem or need and will plan a human-centred 
design solution from the human experience perspective.



TRIMESTER 6 - Bachelor only units 

CREATIVE ENTREPRENEURSHIP
 → Contexts 

This unit is about enhancing the skills and knowledge 
most often associated with successful entrepreneurs, 
with emphasis being placed on the skills and knowledge 
required to successfully analyse and plan new businesses. 
Students will draw upon the inspired thought and 
entrepreneurial accomplishments of leaders they admire 
to better understand creative entrepreneurship through an 
investigation of personal profiles and case studies. Students 
will be given the opportunity to finetune their own career 
plans as they progress through the unit and to anticipate 
decision-making and ethical challenges.

GAME DESIGN CAPSTONE DEVELOPMENT
 → Principles & Practice

This unit follows on from the Game Design Capstone 
Development unit and takes the game design project from 
concept to production. Through this process, students will 
use their knowledge and skills developed throughout the 
course to produce a short game of professional quality 
that can be used in their portfolios. Under close guidance, 
students will be expected to plan and follow a production 
schedule and maintain a professional conduct. Students will 
critically reflect on their projects and processes.

INDUSTRY PLACEMENT OR PROFESSIONAL PORTFOLIO
 → Industry Awareness 

This unit is to be completed in the last trimester of every 
student’s academic career at Collarts and aims to build on 
all skills and knowledge previously acquired throughout the 
course. Students must apply for and successfully undertake 
a practical placement to complete this unit or complete a 
portfolio following their previous studies.

GAME DESIGN CAPSTONE DEVELOPMENT
 → Practice

In this unit, students will develop a game design concept 
that they will produce in their Capstone unit in the final 
stage of the course. Students will propose a concept that 
reflects their specific interest in game design and showcases 
their theoretical, technical, and creative knowledge 
of game design acquired in the course. Under close 
guidance, students will develop their concept and plan a 
development and production schedule and will refine this 
through feedback on their process, progress, and creative 
experimentation. Students will conclude this unit with a 
fully developed concept, design plan, and pre-production 
elements ready to produce in the Game Design Capstone 
Project unit.

GROUP PROJECT
 → Industry Awareness 

In this unit, students will work with other degree cohorts 
to plan and execute a collaborative project. The unit is 
designed as preparation for the placement subject to be 
undertaken in the following stage. Students will work with a 
mentor who will provide guidance and advice as students 
propose, plan and execute their projects. Weekly sessions 
will act as production meetings, providing students with 
an opportunity to bring together knowledge and skills from 
other units and their irrespective courses and majors.

TRIMESTER 5 (continued)  - Bachelor only units 


