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Course Title 
BSc (Hons) Games Development (with Professional 
Placement) 

Awarding Bodies University of Suffolk 

Level of Award1 FHEQ Level 6 

Professional, Statutory 
and Regulatory Bodies 
Recognition   None 

 Credit Structure2 

480 Credits 
Level 4: 120 Credits 
Level 5: 120 Credits plus 120 placement credits* 
Level 6: 120 Credits 
 
*For an award ówith Professional Placement,ô 120 placement 
credits are also required 

Mode of Attendance Full-time  

Standard Length of 
Course3 4 years full-time 

Intended Award 

BSc (Hons) Games Development (with Professional 
Placement) 
BSc (Hons) Games Development (Design) (with Professional 
Placement) 
BSc (Hons) Games Development (Programming) (with 
Professional Placement) 

Named Exit Awards 

DipHE Games Development 
DipHE Games Development (with Professional Placement) 
CertHE Games Development 

Entry Requirements4 

Typical Offer: 112 

https://www.qaa.ac.uk/docs/qaa/quality-code/qualifications-frameworks.pdf
https://www.qaa.ac.uk/docs/qaa/quality-code/qualifications-frameworks.pdf
https://www.qaa.ac.uk/quality-code/higher-education-credit-framework-for-england
https://www.qaa.ac.uk/quality-code/higher-education-credit-framework-for-england
/sites/default/files/Framework-and-Regulations-for-Undergraduate-Awards.pdf
/sites/default/files/Framework-and-Regulations-for-Undergraduate-Awards.pdf
/sites/default/files/Admissions-Policy.pdf
/content/disclosure-and-barring-service-dbs
/sites/default/files/Admissions-Policy.pdf
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7. Revise designs in an iterative way based on feedback from multiple sources and to 
accurately document and audit this process.  
 

8. Critically reflect on, evaluate and communicate to diverse audiences, in a variety of formats, 
work undertaken. 
 

9. Produce work independently and act proactively to achieve high quality outcomes.   
 

10. Demonstrate advanced understanding of appropriate project management methods through 
sustained practical application. 

 
Course Design 

The design of this course has been guided by the following Competency Frameworks: 
 

• QAA Subject Benchmark for Computing (2022); 

• International Games Developers Association ï Games Design, Development 
and Studies; 

• ScreenSkills Undergraduate Course Accreditation Guidelines for Computer Games. 
 

Course Structure 

The BSc (Hons) Games Development with Professional Placement comprises modules at levels 
4, 5 and 6. 
 

Module Specifications for each of these modules are included within the course handbook, 
available to students on-line at the beginning of each academic year. 
 

  Module  Credits  Module Type7  

Level 4  

  Mathematics, Algorithms and Data Structures  20  O  

  Games Studies  20  R  

  Introduction to Programming  20  O  

  Design Methods 1  20  O  

  Introduction to Game Development  20  R  

  Game Jams  20  R  

  Introduction to Non-Digital Game Design  20  O  

  Group Project  20  R  

Level 5  

  Game Engine Development  20  O  

  Tools Programming  20  O  

  Artificial Intelligence  20  O  

  Programming for Graphics  20  O  

  Managing Games Production  20  M  

  Advanced Design Methods  20  O  

  Digital Scripting for Games  20  O  

  Games Research Methods  20  M  
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