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Description (%) Duration
Portfolio AS1 Digital Portfolio 80.0
Report AS2 Written Report (500 words) 20.0
Aims

1. Produce a preproduction document.

2. Develop 3D model and textures for games.

3. Create an environment with interactive content functioning as a game level.
4. Evaluate an existing virtual space.
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Learning Outcomes

After completing the module the student should be able to:

1 Research and design from a diverse area of reference.

2 Consider the discipline of working within the confines of a game engine.

3 Examine production pipeline for architectural structures to populate a 3D
environment.

4 Record interactive elements and document playability.

Learning Outcomes of Assessments

The assessment item list is assessed via the learning outcomes listed:

Digital Portfolio 1 2 3
Written report (500 4
words)

Outline Syllabus

Within this module you will explore the processes and technical aspects of game
level design, and the visualisation of an environment. You will need to conceptualise,
plan and block-out your design.

The implementation of textured assets will form the architectural features and will
add authenticity and originality to the blocked-out area. Blocked out areas, textures
and assets will strictly be built to the power of 2. The level will show an
understanding of flow and movement through simple game environment.

To assist in understanding concepts of level creation the student will evaluate by
dissecting the elements features and aesthetics of a pre-existing commercial games
level.

Learning Activities

A short series of lectures and demonstrations will explain the methodology and
procedure towards learning the digital and creative process needed to complete this
task. Workshop sessions will develop your knowledge and skills and tutorials will
help inculcate new methodologies and concepts into your practice.
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Notes

The module will introduce level creation theory and build production techniques.
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