Programme specification 

(Notes on how to complete this template are provide in Annexe 3)

[bookmark: _Int_FDZpRUex]	1. Overview/ factual information
	Programme/award title(s)
	Foundation Degree in Game Art, Design and Development

	Teaching Institution
	Belfast Metropolitan College 

	Awarding Institution
	The Open University (OU)

	Date of first OU validation
	13th March 2024

	Date of latest OU (re)validation
	N/A

	Next revalidation
	13th March 2029

	Credit points for the award
	240 points

	UCAS Code
	

	HECoS Code
	

	[bookmark: _Int_1rxYexDN]LDCS Code (FE Colleges)
	

	Programme start date and cycle of starts if appropriate.
	September 2024

	Underpinning QAA subject benchmark(s)
	QAA Subject Benchmark statements for Communications, media, film & Cultural Studies (2024)

	Other external and internal reference points used to inform programme outcomes.
For apprenticeships, the standard or framework against which it will be delivered. 
	

	Professional/statutory recognition
	 

	For apprenticeships fully or partially integrated Assessment. 
	

	Mode(s) of Study (PT, FT, DL,
Mix of DL & Face-to-Face)
Apprenticeship
	Full time - Face to Face




	Duration of the programme for each mode of study
	Full time- 2 years


	Dual accreditation (if applicable)
	

	Date of production/revision of this specification
	24/4/2024



	Please note: This specification provides a concise summary of the key features of the programme and the learning outcomes that a typical student might be expected to achieve and demonstrate if s/he takes full advantage of the learning opportunities that are provided. 
More detailed information on the learning outcomes, content, and teaching, learning and assessment methods of each module can be found in student module guide(s) and the students handbook. 
The accuracy of the information contained in this document is reviewed by the University and may be verified by the Quality Assurance Agency for Higher Education.


	2.1 Educational aims and objectives

	The proposed rationale of the programme is to:

1. Equip Learners with the skills and knowledge relevant for employment in the Gaming Industry. With an emphasis on Game Art, Design, and Development, the course aims to instil capabilities in game design, asset and environment creation, game animation, and game mechanics within a rapidly progressing sector that addresses both traditional and emerging game development methods.
2. To support the participation of learners from a range of disciplines to equip them with the knowledge and skills to enter employment where data is used to shape organisational growth and sustainability.
3. To provide a sustainable pipeline of new talent for employers currently experiencing skills deficit in the ever growing areas of Game Art, Game Design and Game Development.
4. To provide an opportunity for learners to progress to a range of bachelor’s degree (Hons) programmes.
To provide an opportunity for learners to experience and apply the knowledge and transferable skills in the workplace.

Target Audience:

The target audience is learners who have recently completed BTEC Level 3 Extended Diplomas, A Levels or equivalent.

These learners may wish to undertake a programme of study that combines Game Art, Game Design and Game Development. The learners will learn all these skills in a subject area that they enjoy.

Structure:

· The FD in Game Art, Design and Development will be structured in a way that supports transfer of academic knowledge and understanding and that this integrates with and supports the development of, vocational skills and competencies, whilst ensuring academic rigour. 

· The structure of the Programme will take account of external reference points such as Frameworks for Higher Educational Qualifications, Professional Body accreditation schemes.
 
· The programme will ensure that the Work Based Learning (WBL) is relevant and contextualised within the scope of the employer's need in this area to promote and ensure the availability of a pipeline of talent. WBL will also be structured to support the enhancement of relevant transferable skills needed for employment in this sector. Cognisance will also be given to ensuring the Programme is representing opportunities for employment across small and medium sized enterprises and self-employment. 
 
· WBL will be supported to enable learners to take on an appropriate role(s) within the workplace, giving them the opportunity to learn and apply the skills and knowledge they have acquired as an integrated element of the course. Whilst WBL will be supported and encouraged through a range of media including part time work, integrated work placements and real work environments, it will be defined clearly within the context where the WBL should lead to the identification and achievement of defined and related learning outcomes for the learner.
 
· The structure of the FD in Game Art, Design and Development will have at its core, an integrated approach to demonstration of characteristics that include employer involvement; accessibility; articulation and progression, flexibility and partnerships with industry.

· The learners will take part in extracurricular competitions/initiatives outside of the classroom including those offered by Epic Games and The Rookies, as well as those through Northern Ireland Screen/Department for the Economy.

Progression Pathways

It is felt the FD in Game Art, Design and Development provides learners with options for progression to a range of other providers/courses. 



Context


Reports from Statista have shown the global gaming market has achieved double-digit growth year on year. It is expected that the revenue in the Video Games market projected to reach US$334.00bn in 2023, surpassing the combined revenues of the film and music industries, it is also expected to show an annual growth rate (CAGR 2023-2027) of 8.74%, resulting in a projected market volume of US$467.00bn by 2027. This immense growth signifies a high demand for professionals in Game Art, Design, and Development.

[image: Global gaming industry revenues are expected to exceed $320 billion by 2026.]

At a UK level the video game consumer market in 2022 was valued at £7.05 billion and employed approximately 47 thousand people generating £2.88 billion pounds to the GDP.

Locally, Northern Ireland has seen one of the biggest increases in employment in the UK video games development sector, according to TIGA research. From December 2021 to April 2023, the number of staff working in video games in Northern Ireland grew by around 33.5% and the region now accounts for 0.7% of the UK games development workforce. Initiatives such as the Northern Ireland Screen Pixel Mill incubator have also been established to help further growth. 
[image: ]

Creative industries focused on Game Engine/Development skills such as Virtual Production are also a core area for development in the Northern Ireland Department for Economy “10x Economy” strategy. The areas of Game Development and Virtual Production have also been clearly identified for 2022-2026 through the NI Screen Strategy “Stories, Skills and Sustainability”.
[image: ]


As a whole Support for the Department for Communities (DfC) estimates the number of people in creative employment in 2019 in Northern Ireland at 29,000 or 3.4 per cent of the local workforce. This is expected to increase through 2026-28
https://www.communities-ni.gov.uk/system/files/publications/communities/creative-industries-economic-estimates-2021.pdf

[image: ]
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Other areas that help address the context of such a course would include:

· Within the game sector platforms such as Steam, Epic Games Store, and itch.io have democratised the distribution of games, allowing small teams or even individual developers to reach global audiences easily. This foundation degree will equip aspiring developers with the skills to conceptualise, design, and launch their own indie projects.

· Technologies like AR, VR, and cloud gaming have become more mainstream, thus providing opportunities for developers who understand these platforms and can design games tailored for them. Students will get to experience such technology on this Foundation Degree.

· Beyond traditional game development roles, potential graduates could find opportunities in sectors such as Virtual production for film and TV, serious gaming (games designed for education or training), gamification (applying game principles in non-game contexts), all of which are witnessing a surge in demand.

· The games sector is increasingly collaborating with other industries such as film, music, and fashion. Games like Fortnite have hosted virtual concerts and film previews, highlighting the convergence of entertainment mediums and hence the need for multifaceted professionals.
The predominant aim of the Foundation Degree in Game Art, Design and Development course is to devise a coherent yet flexible undergraduate programme of study which will immerse and engage learners in an academically challenging and stimulating educational experience and produce dynamic graduates who are intellectually competent and vocationally prepared to build and develop professional careers in the Games Industry. 
The emphasis is on equipping learners with the ability, skills and knowledge to successfully expand their creativity and develop careers within this sector. The FD programme is regarded as a natural progression route for students completing the BTEC Level 3 Game Development or the Level 3 eSports/VFX/Animation/Film courses.
The Foundation Degree course will focus on developing knowledge of the field (content) while giving the learners the opportunities to apply their learning in practical contexts (experience) while enhancing their learning through problem solving approaches (challenging and authentic tasks). The learning approaches will consider the diverse backgrounds of learners, nurturing them through Level 4 and 5 while developing them into independent learners and critical divergent thinkers ready for employment or post graduate study.
The Foundation Degree programme looks to support the vision of Belfast Met learners by challenging current processes and practices and exploring new concepts. Our learners must be encouraged to adopt a critical approach and challenge conventional thinking about the Gaming sector. 
One such evolving and expanding concept is emerging technology and this is embedded within the overall context of the programme to reflect the ongoing developments. Learners will be encouraged to apply creative thinking, solve problems, address solutions and apply strategies to identify issues. 
The teaching and learning strategies have been formulated based on research and professional experience and practice. Teaching and learning are conducted through tutor led lectures and workshops, learner led workshops, seminars, practical sessions (in modern PC Workstation classrooms), independent research and study, set individual and teamwork tasks, discussions and debates, individual and team presentations, invited industry and external speakers/stakeholders. Assessment is through a variety of assignment strategies (in various forms such as written, oral, video, observation) and research projects with end products and results. Transferable skills gained include presentation, research and communication and a deeper academic understanding of the requirements of the games sector. Learning will be facilitated in a range of ways such as:
· Interaction with experienced and accomplished lecturers who will contextualise learning relevant to the Games Industry.
· Experiential industry visits. 
· Hands on practical experience with industry standard equipment.
· Interaction with a range of external speakers. 
· Working alone as a self-motivated and independent learner to accomplish learning tasks and assignments. 
· Working as a team member to achieve a range of learning tasks and assignments.
· Taking part in local, national, and international competitions. 
Learners will have to demonstrate and apply their knowledge and understanding to a range of learning outcomes specific to each learning module providing transferable skills needed for lifelong learning. The learning modules aggregate to fulfil the programme learning outcomes. Learners will be able to graduate from the programme upon the achievement of these outcomes.
Aims
The Foundation Degree in Game Art, Design and Development programme aims have been developed with the learner in mind to: 
· Demonstrate knowledge and understanding of a range of topics related to the Game Art, Design and Development specialising in content and production. 
· Appreciate the importance of both theory and practice for effective results. 
· Develop critical thinking in practical and technical skills to encourage creativity and innovation. 
· Develop academic writing and thinking skills. 
· Stimulate the development of students’ technical and industry skills and apply this to broader business activities and the role of the entrepreneur. 
· Apply research methods, analysis and critical interpretation of data collected and use of proper technologies and techniques specific to Gaming practices and present in a more constructive and influential manner. 
· Partake in local, national and international competitions to develop teamwork and industry knowledge. 
· Demonstrate a range of transferable employability and lifelong learning skills, including the use of self-reflection, self-appraisal, and independent approaches to learning as reflective practice for continuous professional development and career progression. 
· Develop management and business skills relevant to the industry. 
· Effectively use a range of communication skills for different purposes, including the effective use of ICT. 
· Build confidence in learners presenting and professionally discussing work. 
· Utilise enhanced employability skills in developing a career in the Games Industry.






	2.2 Relationship to other programmes and awards

(Where the award is part of a hierarchy of awards/programmes, this section describes the articulation between them, opportunities for progression upon completion of the programme, and arrangements for bridging modules or induction)


	
Belfast Met is the largest and longest established further and higher education college in Northern Ireland. We offer a broad range of innovative high quality, economically relevant provision. Our modern, award-winning estate spans the length and breadth of the city of Belfast. Our Vision is to be a world class college that nurtures the talent and ambition of the City of Belfast and beyond.
Our mission is to make a fundamental impact on the economic and social success of the City of Belfast and beyond by equipping its people, employers and communities with the education and skills for work. Belfast Met has a diverse range of Higher Education (HE) programmes and is committed to excellence in this area in its curriculum strategy. The HE provisions at Belfast Met is at credit Level 4 i.e., Higher National Certificate (HNC), Level 5 Higher National Diploma (HND) and Foundation Degree level. Belfast Met also offers BSc (Hons) and full Honours Degree programmes. These partner programmes are with our prestigious partner Universities like the Open University. Higher Education at Belfast Met is aligned to the Framework for Higher Education Qualifications (FHEQ) of the Quality Assurance Agency (QAA). This Framework is an integral part of quality assurance in HE. Belfast Met uses this framework in its planning, delivery, and monitoring of all its HE programmes.

The Foundation Degree seeks to develop a range of intellectual, cognitive, practical and transferable skills. These are introduced across the programme and are developed both between and across each level. The programme has been designed in a way to provide learners with the opportunity to enhance their knowledge and skills at each level and within modules taught at each level. The programme and module design are based on research against similar programmes, benchmarking, the input of industry representatives and the views of students and alumni.
At Level 4 learners will undertake four compulsory modules:
· Assets 1 
· Pipeline 1 
· Assets 2 
· Pipeline 2 
At level 5 learners will undertake four compulsory modules:
· Assets 3 
· Pipeline 3 
· Advanced Production Techniques
· Work Based Learning
Upon successful completion of Level 4 and Level 5 modules, students will have attained the following: 
· Certificate in Higher Education in Game Art, Design and Development (Level 4)
· Foundation Degree in Game Art, Design and Development (Level 5)
The programme will prepare learners to work in many creative industries covering a wide range of jobs within the Gaming, Virtual Production and potentially Animation sectors. 










	2.3 For Foundation Degrees, please list where the 60-credit work-related learning takes place. For apprenticeships, an articulation of how the work based learning and academic content are organised with the award. 

	
The work-based learning element.
The programme will ensure that the Work based learning (WBL) is relevant and contextualised within the scope of the employer need in this area to promote and ensure the availability of a pipeline of talent. WBL will also be structured to support the enhancement of relevant transferable skills needed for employment in this sector. Cognisance will also be given to ensuring the Programme is representing opportunities for employment across small and medium sized enterprises and self-employment. 

WBL will be supported to enable learners to take on appropriate role(s) within the workplace, giving them the opportunity to learn and apply the skills and knowledge they have acquired as an integrated element of the course. Whilst WBL will be supported and encouraged through a range of media including part time work, integrated work placements and real work environments, it will be defined clearly within the context where the WBL should lead to the identification and achievement of defined and related learning outcomes for the learner.


The structure of the Foundation Degree in Game Art, Design and Development will have at its core, an integrated approach to demonstration of characteristics that include employer involvement; accessibility; articulation and progression, flexibility and partnerships with industry.  

The College has a Work Based Learning pack to support students on placements (where applicable). The Work based Project will be college and employer driven and provide the student with the opportunity to apply the knowledge and skills acquired during year one of the programme to undertake a project. Guidance to employers, students and assessors regarding appropriate roles and responsibilities is provided along with documentation templates for the monitoring/assessment process. In cases where a student is an employee of the company, the module may be completed in the student’s workplace or part of it may be designed to include components of their current working activities. The College will follow the Quality Code guidance:
https://www.qaa.ac.uk/en/quality-code/advice-and-guidance/work-based-learning

This is course/module specific.

The College will ensure employer involvement in the monitoring of progress by following the Quality Code, Advice and Guidance Theme ‘Monitoring and Evaluation’
https://www.qaa.ac.uk/en/quality-code/advice-and-guidance/monitoring-and-evaluation

  





	2.4 List of all exit awards


	
Certificate in Higher Education (Cert HE) upon successful completion of 120 credits at Level 4.
Foundation Degree (FD) upon successful completion of 240 credits at Level 5.
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3.  Programme structure and learning outcomes
(The structure for any part-time delivery should be presented separately in this section.) 


	Programme Structure - LEVEL 4

	Compulsory modules
	Credit points
	Optional modules
	Credit points
	Is module compensatable?
	Year/Semester runs in

	Assets 1 
	30
	
	
	No
	1/1

	Pipeline 1 
	30
	
	
	No
	1/1

	Assets 2 
	30
	
	
	No
	1/2

	Pipeline 2 
	30
	
	
	No
	1/2

	
	
	
	
	
	

	
	
	
	
	
	




Intended learning outcomes at Level 4 are listed below:

	Learning Outcomes – LEVEL 4

	[bookmark: _heading=h.30j0zll]3A. Knowledge and understanding

	Learning outcomes:
	Learning and teaching strategy/ assessment methods

	A1: Identify and demonstrate knowledge of key theories, concepts, and principles of digital content creation specifically tailored for the Game Art, Design, and Development industry.

A2: Understand and articulate the impact of emerging technologies and developments in the gaming industry, including their influence on game design, development, and player experience.

A3: Exhibit an understanding of the social, cultural, ethical, and legal considerations in game development, along with an awareness of environmental sustainability practices within the industry.

A4: Demonstrate comprehensive knowledge of project planning, management, and implementation processes specific to game development projects, including team collaboration and agile methodologies.
	· Teaching and Learning Methods: Lectures, tutor directed tutorials, supervised practical sessions, student led seminars and use of the College’s Virtual Learning Environment.
· Assessment Methods: Coursework related to assignments, case studies and projects, open book assessments, presentations, practical observation and project reports.




	[bookmark: _heading=h.1fob9te]3B. Cognitive skills

	Learning outcomes:
	Learning and teaching strategy/ assessment methods

	B1: Apply relevant theories, principles, and concepts to practical scenarios in Game Art, Design, and Development, demonstrating an ability to adapt and innovate in various game development contexts.

B2: Employ fundamental management principles and practices within the context of game development projects, including resource management, team coordination, and project lifecycle management.

B3: Utilise a range of study skills and research methodologies to interpret data and conduct independent research, demonstrating proficiency in analysing trends, player behaviour, and market dynamics in the gaming industry.

B4: Identify and analyse key issues and challenges within the Game Art, Design, and Development industry, including technological advancements, market shifts, and evolving player expectations.
	Learning and Teaching Methods: 
Learners are challenged to develop their cognitive skills by developing arguments, strategies and hypotheses based upon their research. They will explore diverse topics and develop a critical analysis of their findings. 
 
Intellectual qualities are developed through lectures, seminars, tutorials, coursework, assignments, experimental work and projects. 
 
Students will be presented with briefs (both live and simulated) that utilises Project Based Learning, a student-centred pedagogy.
 
At Level 4, students will be introduced to fundamental practices across the industry that they will further build on and analyse at Level 5.  
 
Assessment Methods: 
Learners will be assessed on their ability to critique and evaluate research. They will develop their knowledge using independent thinking skills and produce recommendations based upon and justified through supporting literature. 
 
The assessment focuses on the coursework submissions, class tests, end of semester presentations/examinations, essays, and project reports. Some of these skills are assessed in formal presentations. 
  
Assessment strategies offer students clear guidance concerning future development. Self reflection and peer evaluation constitute an important part of formative assessment.




	3C. Practical and professional skills

	Learning outcomes:
	Learning and teaching strategy/ assessment methods

	C1: Undertake practical tasks using advanced technical skills and methodologies, working independently to meet specific requirements in game art, design, and development projects.

C2: Exhibit practical and professional skills in game development, adhering to safe working practices, industry-standard procedures, 
and relevant legislation, including intellectual property and digital rights management.

C3: Conduct independent research pertinent to game development, effectively communicating findings through various mediums, including design documents, presentations, and digital portfolios.

C4: Design, plan, and produce engaging and innovative game content, demonstrating versatility across different genres and platforms within the gaming industry.
	· Teaching and Learning Methods: Lectures, tutor directed tutorials, student led seminars, supervised practical sessions and self directed learning employing and use of the College’s Virtual Learning Environment.
· Assessment Methods: Coursework related to assignments, case studies and projects, written unseen examinations, open book assessments, presentations, practical examination/observation and project reports.
· Application of hardware and software in an industry context.
· Guest speakers/workshops to reflect on industry standards, procedures, best practice and current trends.
· Use of project based module and case studies to build on knowledge and apply theoretical concepts and practical skills to real life situations.




	3D. Key/transferable skills

	Learning outcomes:
	Learning and teaching strategy/ assessment methods

	D1: Develop and demonstrate effective written and oral communication skills, including numerical proficiency and the adept use of information technology, tailored for the game development context.

D2: Apply strong organisational skills, encompassing task and time management as well as problem-solving abilities, both independently and collaboratively within game development teams.

D3: Cultivate the ability for self-appraisal and reflective practice, using feedback and self-evaluation to continuously improve performance in game design and development processes.

D4: Exhibit personal and interpersonal competencies, including efficient planning, organising, time management, and teamwork, essential for successful collaboration in game development projects.


	Learning and Teaching Methods: 
Transferable and fundamental skills are delivered throughout the course, i.e., lectures, coursework assignments. The teaching and learning of ICT skills will be within the course structure. Workshops include demonstrations such as ICT skills, PowerPoint and other I.T. applications, presentations, and library research skills. Other learning and teaching methodologies include team teaching, demonstration, and peer learning. 
 
Workshops with lecturing staff and visiting professionals will support learners with research, academic writing and referencing throughout the year. Teaching and learning will be contextualised with social, ethical and legal relevance to the industry. Collaboration and communication techniques will be utilised through all learning and teaching activities, group discussions and simulations, project based learning activities, report writing and blended and virtual learning platforms.
 
Over the course of the programme, learners are provided with essential information which they must then research, analyse and interpret. Learners will undertake further independent reading to broaden the understanding of specific problems and design principles. This is designed to stretch and challenge learners and develop their ability at Level 4 as preparation for Level 5. Creative thinking and critical analysis are engendered in every aspect of the programme and will be further fostered and encouraged through lecturer mentoring weekly. Discussion and critiques support the development of problem resolution at a higher intellectual level. 
 
Assessment Methods: 
Learners will develop subject knowledge from data examination and enhance their understanding of assessments. Throughout the programme learners will develop digital literacy by completing assessments and presentations using suitable methods. 
 
The testing of learner knowledge is principally through coursework assignments, reports, online assessment, experimental reports, and class tests. Assessment of teamwork is through submission of teamwork tasks, student/peer and self assessment and oral presentations. 
 
Assessment strategies offer students clear guidance regarding future development. Self reflection and peer evaluation constitute an essential part of formative assessment.



Exit Award: Certificate in Higher Education in Game Art, Design and Development (Cert HE)


	Programme Structure - LEVEL 5

	Compulsory modules
	Credit points
	Optional modules
	Credit points
	Is module compensatable?
	Semester runs in

	Assets 3 
	30
	
	
	No
	2/1

	Pipeline 3 
	20
	
	
	Yes
	2/1

	Advanced Production Techniques
	30
	
	
	No
	2/2

	Work Based Learning
	40
	
	
	No
	2/1, 2/2



Intended learning outcomes at Level 5 are listed below:

	Learning Outcomes – LEVEL 5

	3A. Knowledge and understanding

	Learning outcomes:
	Learning and teaching strategy/ assessment methods

	A1: Critically evaluate theories, concepts, and principles of digital content creation, with a specific focus on advanced techniques and methodologies used in game art, design, and development.

A2: Apply and understand the processes and procedures for effective planning and skill development within the context of digital game production, emphasising project management and resource allocation.

A3: Demonstrate in-depth knowledge of content creation within digital game production pipelines, including an understanding of various stages from concept to final product.

A4: Develop and refine digital working practices using a comprehensive range of practical and managerial skills, integrating advanced knowledge and techniques required for specialised roles within a game production pipeline.
	· Teaching and Learning Methods: Lectures, tutor directed tutorials, supervised practical sessions, student led seminars and use of the College’s Virtual Learning Environment.
· Assessment Methods: Coursework related to assignments, case studies and projects, written unseen examinations, open book assessments, presentations, practical examination/observation and project reports.




	3B. Cognitive skills

	Learning outcomes:
	Learning and teaching strategy/ assessment methods

	B1: Apply critical thinking to analyse a range of relevant theories, principles, and concepts, specifically within the context of the digital game production pipeline, to identify and solve complex problems.

B2: Develop the ability to conduct reasoned analysis of current practices in the game development sector, using this insight to propose and initiate improvements and innovations.

B3: Skilfully locate, extract, and analyse data from a variety of sources, demonstrating proficiency in the critical evaluation of information and adherence to academic standards for acknowledgment and referencing.

B4: Develop the capacity for critical self-assessment and reflection on personal performance, incorporating peer feedback and providing constructive critiques, to enhance both individual and collaborative game development projects.

	Learning and Teaching Methods:
These intellectual cognitive skills are developed through lectures, seminars, tutorials or practical based activities, independent project work and work-based learning activities. 
As with Level 4, students will be presented with briefs; however, at Level 5, project-based Learning will move to more complex industry defined problems, forcing the students to develop their critical thinking, creativity and communication skills. 
At Level 5, WBL will guide the students to develop more critical awareness, enabling students to formulate ideas and confidently research and experiment to strengthen their outcomes.

Assessment Methods: 
The formative and summative assessment focuses on coursework submissions, essays and project reports. Other assessment evidence may be generated using Project management software/Logbooks / Diary / Digital Diary, Reflective Journals, A/V evidence and completed products. 
Assessment strategies offer students clear guidance regarding future development. Self-reflection and peer evaluation constitute an important part of formative assessment. 
Where students solve real life problems, cognitive skills are assessed via pitching and presenting ideas and peer feedback.



	3C. Practical and professional skills

	Learning outcomes:
	Learning and teaching strategy/ assessment methods

	C1: Plan, design, and execute practical activities using advanced techniques and procedures that are specifically tailored to the digital game production industry pipeline, ensuring high-quality outcomes in line with industry standards.

C2: Demonstrate practical and professional skills within a team environment, adapting to and developing new skills and workflows essential for efficient operation within a digital game production pipeline.

C3: Plan, design, and create diverse game assets using appropriate media and digital formats, showcasing proficiency in various software and tools integral to game development.

C4: Employ creative and innovative solutions to complete projects that are relevant to the industry, utilising contemporary techniques and production workflows to achieve professional-level results.

	· Teaching and Learning Methods: Lectures, tutor directed tutorials, student led seminars, supervised practical sessions and self-directed learning employing study packs and use of the College’s Virtual Learning Environment.
· Assessment Methods: Coursework related to assignments, case studies and projects, written unseen examinations, open book assessments, presentations, practical examination/observation and project reports.
· Application and use of online virtual labs that enable students to construct real life scenarios to experiment and test out practical approaches to simulate remote working practises.
· Site visits to organisations and companies to reflect on industry standards, procedures, best practice and current trends.
· Use of project-based modules and case studies to build on knowledge and apply theoretical concepts and practical skills to real life situations.




	3D. Key/transferable skills

	Learning outcomes:
	Learning and teaching strategy/ assessment methods

	D1: Identify and address key challenges in game development by selecting appropriate tools and methods, applying advanced numeracy and literacy skills, along with information and data analysis, to devise effective solutions.

D2: Engage effectively within a team setting, exchanging information and ideas, and adapting responses as needed to foster professional working relationships and efficient game production workflows.

D3: Demonstrate advanced personal and interpersonal skills, including effective planning, organising, and management, taking responsibility for contributing to the timely completion of projects, whether working independently or as part of a team.

D4: Critically evaluate personal strengths and weaknesses, question established opinions, and develop independent criteria and judgment, particularly in the context of game design and development processes.


	Learning and Teaching Methods: 
Key/transferable skills will be developed through lectures, seminars and tutorials. This also includes ICT skills, information management, library research skills and preparation for placement activities. All transferable skills apply to theoretical disciplines, practical and work-based activities. Other learning and teaching methodologies include team teaching, demonstration and peer learning. 
Learners will be provided with key information which they will research, analyse and interpret, then seek out further reading where they must independently broaden their understanding of specific problems and creative design principles. The fundamental design of the programme is to stretch learners, develop their skills at Level 5 as preparation for Level 6.
Work Based Learning at Level 5 enables students to work in industry (or simulated) contexts, driving them to become effective in their time management, taking responsibility for their work and managing working with others in a professional environment. 
Creative thinking and critical analysis are applied to all aspects of the programme and will be further fostered and encouraged through lecturer mentoring weekly. Discussion and critiques support the development of problem resolution at a higher intellectual level. At Level 5, students are encouraged to develop their self-reflection and set targets with the tutor, reflecting on feedback and responding to this.

Assessment Methods: 
Formative and summative assessments will be shown through coursework submissions, essays and project reports. Other assessment evidence may be generated using Logbooks / Diary / Digital Diary, Reflective Journals, A/V evidence and completed products, peer and supervisory review/evaluation.







	
4. Distinctive features of the programme structure
· Where applicable, this section provides details on distinctive features such as:
· [bookmark: _Int_6HfZBO4t]where in the structure above a professional/placement year fits in and how it may affect progression
· any restrictions regarding the availability of elective modules 
· where in the programme structure students must make a choice of pathway/route
· Additional considerations for apprenticeships:
· how the delivery of the academic award fits in with the wider apprenticeship
· the integration of the ‘on the job’ and ‘off the job’ training
· how the academic award fits within the assessment of the apprenticeship



	
This programme will facilitate the opportunity for successful progression from Level 3 Game Development, eSports, Visual Effects, IT, Film, Art or Animation. The FD Programme is subject to prominent levels of employer engagement in areas such as curriculum and module design. Employer engagement will be encouraged throughout the programme in curriculum development, evaluation and self-sourced placements on an ongoing basis. The course programme is designed to provide a high-quality academic experience for students and enables student achievement and reliable assessment.
[bookmark: _Int_UfVrl33W]This programme of study will offer clear routes that facilitate opportunities for successful progression from relevant BTEC and A Level qualifications. 
Learners will engage and develop skills for personal and professional development. This is embedded throughout the programme modules and the Work Based Learning module (WBL) in semester 1 of year 2. 
Personal development planning is embedded into tutorial sessions, whereby learners will engage in activities to allow them to complete their course and progress into employment or level 6 education. This includes career planning, job searching, applications and interview techniques. 
Access to a strong teaching team with a range of industry experience, academic and professional qualifications supporting high quality teaching and learning. Continuing professional development of staff responsible for learning and teaching is paramount to the ongoing progression of students. The College is committed to continuous staff training through staff contracts, the lecturers into industry initiative, training needs and staff development seminars. The College’s online learning platform is used extensively to deliver and support learning.
 
Learners will have the opportunity to engage in research in areas of their choice. The added value of such an approach is to ensure the relevance of the programme requirements to the Games Industry. Side by side with the academic development of learners, the programme looks to develop the learner’s key skills profile. The importance of such personal, transferable skills in graduates is widely recognised.






	
5. Support for students and their learning. 
(For apprenticeships this should include details of how student learning is supported in the workplace)


	
The department for Learner Success sits alongside the five curriculum schools and the department for Curriculum Operations and Planning Services (COPS) as part of the remit of the Director of Curriculum.
 
The Department’s primary role is to enable learners to succeed at Belfast Metropolitan College. This is done by providing effective operational and support services via our Student Services teams and our Student Support teams.
 
The Student Services function is made up of the Admissions, Examinations Services and Library and Information Services teams.
 
The Student Support function is made up of the Careers and Employability, Inclusive Learning, Student Funding, Students’ Union and Student Wellbeing teams.
As well as supporting our students, the Department also provides related support to staff throughout the College.
 
 
The College offers a wide range of student support services. These include:
 
·      The Careers and Employability service.
·      The Inclusive Learning service.
·      The Student Finance Service.
·      Students’ Union.
·      The Faith Room.
·      Centre for Student Wellbeing.
·      Safeguarding Services; and
·      Administration Services.
 
 
Further details can be accessed through the College website and the College Student Activities and Advice section on Canvas (VLE (Virtual Learning Environment)).
 
College Student Activities and Advice notifications are also displayed at Campus reception and in the Student Union in every campus.
  
As part of a NI College Approach, BMC has invested and rolled out EBS as a data and performance dashboard; this is a software tool which consolidates relevant data from multiple sources into a single application and presents data through graphics and dashboards. The system is now firmly embedded to ensure the availability of data right down to team level to aid quality improvement, to improve data and its reporting across the College and underpin the performance review process. Live student attendance reports are available to be able to identify students at risk and trigger support interventions as well as course retention, achievement and success rates.
 
These approaches to evaluate performance, support and monitor learners have contributed to the sustained year on year sustainability in college’s student success rates.
 
The College has a Work Based Learning pack to support students on placements (where applicable). The Work based Project will be college and employer driven and provide the student with the opportunity to apply the knowledge and skills acquired during year one of the programme to undertake a project. Guidance to employers, students and assessors regarding appropriate roles and responsibilities is provided along with documentation templates for the monitoring/assessment process. In cases where a student is an employee of the company, the module may be completed in the student’s workplace or part of it may be designed to include components of their current working activities. The College will follow the Quality Code guidance:
https://www.qaa.ac.uk/en/quality-code/advice-and-guidance/work-based-learning

This is course/module specific.

The College will ensure employer involvement in the monitoring of progress by following the Quality Code, Advice and Guidance Theme ‘Monitoring and Evaluation’
https://www.qaa.ac.uk/en/quality-code/advice-and-guidance/monitoring-and-evaluation

In addition, Higher Level Apprentices will have a college mentor who will liaise with their workplace mentor to monitor progress and to offer support.






	
6. Criteria for admission
(For apprenticeships this should include details of how the criteria will be used with employers who will be recruiting apprentices.)


	Students who wish to gain admission to first year of the Foundation Degree. 
Applicants must have reached the age of 18 years on admission. 
 
GCSE English & Maths Grade C or equivalent.
 
64 tariff points has been set for this programme of study and is reflective of the number of tariff points required for similar Level 5 programmes across the 6 colleges within the FE Sector in Northern Ireland. 
  
[bookmark: _Int_rgxSwM4S]Applicants who do not hold any formal Level 3/4 qualifications but hold significant and relevant Industrial experience may gain admission through experiential learning and should request the College APEL procedure.

Students may gain admission through Recognised Prior Learning.
[bookmark: _Int_FaQY7Oux]RPL is the process by which the College can identify, assess and certify an applicant’s past educational and vocational achievements. Applicants wishing to be considered for APL for a particular program for the purpose of admission or credit must bring this to the attention of the course director at the application and interview stage. Applicants wishing to be considered for direct entry into a level above or five would normally only be credited a maximum of 240 credits. 
APEL is where applicants can gain admission to a program based on their experiential learning. At the application stage applicants should inform the admissions staff and the relevant course director of their intention to apply for APEL. APEL can only be used for admission purposes and not to gain credit or exemptions.

International Students
An international student is defined as a student who requires a Tier 4 (student) visa to study in the UK. Such applicants may or may not be living overseas at the time of making their course application. International applicants should apply via the usual route for full time undergraduates, All International students must meet the College general entry requirements and academic qualifications requirements of the course. In addition, international students must have the required level of English Language IELTS academic 6.0.
All international qualifications will be checked for academic comparability using the online UKNaric qualifications database. The Admissions team has access to UKNaric training materials and guidance on the evaluation and verification of international qualifications.






	
7. Language of study 


	
English only.




	
8. Information about non-OU standard assessment regulations (including PSRB requirements)


	
Modules will be assessed by a mix of continuous assessment, coursework and group work. Within the Work based learning module there will be a final year project that will be assessed through a portfolio of evidence based on their work placement experience. This module will be 40 credits.
 
In each module students will be required to complete several coursework assignments. Assignments will assess knowledge and understanding; cognitive skills; practical and professional skills and key/transferable skills. 

The Foundation Degree in Game Art, Design and Development is a mixture of coursework, practical exercises and group work. The aims and learning outcomes of the programmes are achieved through the application of a variety of learning and teaching methods across the modules. The range of modules allows a varied and interesting mix of methods to be used to enhance knowledge and understanding as well as allowing students to practice and develop their professional and transferable skills. A variety of teaching methods and learning environments are utilised within the programme to provide an optimal framework for study, the development of skills and expertise, the production of coursework, work ready skills and preparations for examinations. Assessment is provided in both formative and summative formats. 

Students’ experiences on their course should be such as to meet the aims of the course in developing their facility for critical thinking, problem solving, professional attitudes and the capacity for sustained independent work. 

In each taught module the relative weighting assigned to all assessment constructs is specified. Assignments will take the form of case studies, practical activities and/or research, video records and observations. 

Staff members provide prompt and detailed feedback to all students within 15 working days. The Course Director and Team currently monitor the assessment burden on students in each year and act where necessary. The staggering of submissions is considered essential in determining student workload is as balanced as possible throughout the semester. It is also hoped that the indirect impact of which is that marking and feedback workload for the teaching is also addressed in increments. 

Assessment strategies will be closely related to the aims and learning outcomes of individual modules, but similar types of strategies are assessed and given feedback by standard methods to promote consistency across modules. Central to any assessment strategy is the need to assess whether learning outcomes have been met by candidates in relation to not only the course aims and objectives but also as a form of feedback to students in terms of their learning progression. It is in furthering this clarity that feedback sheets (included in the assessment details and brief), contain a marking scheme with detailed reference to the learning outcomes also stated on the Cover Sheets.

Students will be provided with comprehensive information at the start of each module detailing assessment schedules throughout. Individual Assessment Specifications clearly articulate requirements (including submission and return deadlines) and a marking scheme will be provided.

A comprehensive range of assessment strategies will be employed by the course team, involving both individual and group work. These are essential to assess students’ skills of report writing and incorporates the understanding and development of academic skills in helping students to appreciate a range of presentation media and appreciate where and how best to apply these media. Coursework is also a vehicle with which to allow students to illustrate academic rigour in research and referencing. Students are made aware of the concepts of intellectual property and plagiarism. Coursework can be presented in a variety of assessment methods such as:

· Group Based/individual work
· Practical Exercises
· Project Reports
· Observations
· Portfolios of evidence
· Recordings
All coursework material is both internally and externally moderated prior to it being made accessible to students. Also following its marking, cross marking is accepted as essential before summative feedback is delivered to the students to ensure adequate validity, reliability and fairness. 
 
The following outlines those regulations specific to the programme:
· Pass mark for the module shall be 40%. 
· [bookmark: _Int_ISD4n0AX]One module has the ability to use compensation.

Summary of assessment requirements
The Programme adopts in full the Awarding Body Academic Principles and Regulations. Students will be provided with a copy of the Student Assessment Regulations at the point of registration for their programme. 

Internal Verification/External Verification

· Internal Verification of Assessment
In Belfast Metropolitan College, Internal Verification is one of the key Quality Assurance processes used to ensure consistency, transparency, validity and reliability of assessment design, grading and marking. All assessed work submitted will be sampled by an internally allocated verifier in accordance with College’s standard Operating Procedures, with no confirmation of criteria achieved reported to students until this has been completed.

Internal Verification Process

In line with Open University Handbook for validated awards and Open University regulations:
OU Handbook for Validated Awards | Validation Partnerships (open.ac.uk)

OU Validation Regulations Single Awards (belfastmet.ac.uk)

Each module has an identified Internal Verifier.

The process at level 4-7 is monitored and overseen by External Examiners.

The College employs a three-tier system of internal assessment quality control which includes:
· Assessment validation carried out by module Internal Verifier.
· Internal verification of assessment decisions by module Internal Verifier; and
· Assessment sampling by External Examiners. 

Every student will have their assessed work, including the assessment decision sampled at some stage during the programme; Belfast Met considers assessment validation and internal verification of assessment decisions to be the cornerstones of the assessment Quality Assurance process. All assessment briefs are validated by an Internal Verifier prior to use and a sample of ALL assessments submitted will have the assessment decisions internally verified, prior to feedback to the students. 

· External Examination / Verification
The programme is externally verified by an External Examiner (EE) appointed by the Open University. This will be a subject specialist who will ensure that the student work meets the Academic Standard. This external appointee will visit annually to carry out this verification.


Assessment Principles 
The Programme adopts in full the Awarding Body Academic Principles and Regulations. Students will be directed to the location of the Student Assessment Regulations at the point of registration for their programme. 









	
9. For apprenticeships in England End Point Assessment (EPA). 
(Summary of the approved assessment plan and how the academic award fits within this and the EPA)

	
Not Applicable. 






	
10. Methods for evaluating and improving the quality and standards of teaching and learning.

	
The Programme is managed and operated in accordance with College and Open University regulations and procedures. This will include representation and input from employers who will contribute to curriculum development and review. Reports will be made to the College’s Quality Department (and the Awarding Body) which will take appropriate action including reviews and audits to continually enhance the programme. 

College standard mechanisms for review and evaluation of teaching, learning and assessment of the curriculum and outcome standards include: -
· Formal cycle of student engagement and feedback to include Module Evaluations, Course Evaluations and Staff Student Consultative Committees.
· Annual Programme Review.
· External Examiners visits.
· College internal quality assurance arrangements including internal auditing of programme management.
· External quality assurance arrangements.
· Staff Appraisal; and
· Staff development including scholarly activity.

The committees with responsibility for monitoring, evaluating and improving quality include;
· Internally
· The Centre for Curriculum Quality Assurance and Performance Development.
· HE Coordinators Forum.
· HE Quality Forum.
· Monthly Performance review Process; and
· Management through the Appraisal Process.
· Externally
· External Examiners; and
· The Quality Assurance Agency.

Mechanisms for gaining student feedback on the quality of their learning experience include: -
· Formal cycle of student engagement and feedback to include Module Evaluations, Course Evaluations and Staff Student Consultative Committees.
· Weekly personal tutor review of student progress/e-ILP (Individual Learning Plan); and
Supervised Work based learning visits and reports – where applicable.







	
10. Changes made to the programme since last (re)validation

	

Not applicable
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[bookmark: _heading=h.3znysh7]Annexe 1 - Curriculum map A5, A6, B5 B6, B7, B8, C5, C6, C7, C8, D5, D6, D7 NOT APPLICABLE
This table indicates which study units assume responsibility for delivering (shaded) and assessing (✔) programme learning outcomes.

	 
	 
	Programme outcomes 

	Level 
	Study module/unit 
	A1 
	A2 
	A3 
	A4 
	B1 
	B2 
	B3 
	B4 
	C1 
	C2 
	C3 
	C4 
	D1 
	D2 
	D3 
	D4 

	4 
	Assets 1  
	
	✔
	✔
	
	
	✔
	
	✔
	✔
	
	✔
	
	✔
	
	
	✔

	
	Pipeline 1  
	✔
	
	
	✔
	
	✔
	✔
	✔
	
	✔
	✔
	✔
	
	✔
	✔
	

	
	Assets 2  
	
	✔
	✔
	
	✔
	✔
	
	
	✔
	
	✔
	
	✔
	
	
	✔

	
	Pipeline 2  
	✔
	
	
	✔
	
	✔
	✔
	✔
	
	✔
	✔
	✔
	
	✔
	✔
	











	 
	 
	Programme outcomes 

	Level 
	Study module/unit 
	A1 
	A2 
	A3 
	A4 
	B1 
	B2 
	B3 
	B4 
	C1 
	C2 
	C3 
	C4 
	D1 
	D2 
	D3 
	D4 

	5
	Assets 3 
	
	✔
	✔
	
	✔
	✔
	✔
	
	✔
	✔
	✔
	
	✔
	
	
	✔

	
	Pipeline 3  
	✔
	
	
	✔
	✔
	
	✔
	✔
	
	✔
	
	✔
	
	✔
	✔
	

	
	Advanced Production Techniques  
	
	✔
	✔
	
	✔
	✔
	✔
	
	✔
	✔
	✔
	
	✔
	
	
	✔

	
	Work Based Learning  
	✔
	
	
	✔
	✔
	
	✔
	✔
	✔
	✔
	✔
	✔
	
	✔
	✔
	✔







[bookmark: _heading=h.2et92p0]
Annexe 2: Notes on completing programme specification templates


1 - This programme specification should be mapped against the learning outcomes detailed in module specifications.

2 – The expectations regarding student achievement and attributes described by the learning outcome in section 3 must be appropriate to the level of the award within the QAA frameworks for HE qualifications: http://www.qaa.ac.uk/AssuringStandardsAndQuality/Pages/default.aspx 

3 – Learning outcomes must also reflect the detailed statements of graduate attributes set out in QAA subject benchmark statements that are relevant to the programme/award: http://www.qaa.ac.uk/AssuringStandardsAndQuality/subject-guidance/Pages/Subject-benchmark-statements.aspx 

4 – In section 3, the learning and teaching methods deployed should enable the achievement of the full range of intended learning outcomes. Similarly, the choice of assessment methods in section 3 should enable students to demonstrate the achievement of related learning outcomes. Overall, assessment should cover the full range of learning outcomes.

5 - Where the programme contains validated exit awards (e.g., CertHE, DipHE, PGDip), learning outcomes must be clearly specified for each award.

6 - For programmes with distinctive study routes or pathways the specific rationale and learning outcomes for each route must be provided.

7 – Validated programmes delivered in languages other than English must have programme specifications both in English and the language of delivery.



image1.png
Total global video games revenue, by segment (US$bn)
Social/casual gaming PC games Console games
M Integrated video games advertising

257.1
257
2142
196.9  semmm— 369
162.4 352
139.2 337

Py R—— S

28.9
27.3

2017 2018 2019 2020 2021 2022 2028

Note: 2021 is the latest available data. 2022-2026 values are forecasts.
Source: PwC's Global Entertainment & Media Outlook 2022-2026, Omdia

2784  wm—
404

386

2024 2025

2026




image2.jpeg
£1.98bn-47%
Digital console.

£1.43bn +1%
Mobile games

UK CONSUMER GAMES
MARKET VALUATION ™~

£489m -4.3%
Boxed games

£660m +2.2%
Digital PC

Market Shars of
f— Uk-made gamas.




image3.png
10X ECONOMY A SUMMARY OF THE ECONOMIC VISION FOR A DECADE OF INNOVATION '

There are a set of technologies that will shape the future,
and Northern Ireland has established real strength in a
selection of these technologies. These technologies can
come together to form ‘clusters’ and this combination
generates increased innovation, higher levels of
competitiveness and helps businesses diversify into
new markets. Our five priority clusters set out below
relate to areas where we have seen the emergence
of significant capability and capacity with the
potential to drive the economy forward.

New &
Emerging
Technologies

These technologies and clusters form the

foundation of building a 10x Economy for the

future. Understanding how these strengths can be
developed, translate to benefits in the wider economy,
the skills required for them to grow, how all our people
can participate in the transformational change emerging
from these areas, and how the ecosystem can support this
transformation are core challenges in making this happen.
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. Gross Value Added (GVA)1 for the creative industries was £1,311 million in 2019,
representing 3.1% of Northern Ireland’s total GVA.

. In absolute terms, GVA for the creative industries increased by 12% between
2018 and 2019 (£1,170 million to £1,311 million), compared to a 2.7% increase
for total GVA. Overall, GVA for the creative industries has generally increased
over the trend period from 2010 to 2019.
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. In 2019, employment in the creative industries accounted for 29,000 jobs,
representing 3.4% of total employment in Northern Ireland. This proportion of all
jobs has remained steady at around 3% since 2012, with a peak of 4% in 2011
and 2018.
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