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Course AOS Code  05287  
 

No. of Terms  4 
 

FHEQ Level  Level 7 Masters  
 

QAA Subject 

Benchmark  

Art and Design 

 

Course Credits  180  
 

 

Term Duration  10 Week(s)  

Valid From  September 1st 2018 

Programme Moving Image and Digital Arts  

JACS Code  W280 - Interactive & electronic design  

PSRB  

No PSRB Assigned   

Work placement 

offered 

No  

Collaboration 

No collaboration 

Course Entry 

Requirements 

Applicants will need to demonstrate sufficient prior knowledge and detail 
experience of and/or potential in games design, and/or coding and design 
practice to be able to successfully complete the programme of study. 
Applicants also need to demonstrate a good knowledge of visual culture 
and be able to engage in critical discussion. 

Entry requirements (Home/EU/International) 

Applicants are expected to have an honours degree in a subject such as 
games design, animation, illustration, visual communication or graphic 
design or a closely related area, and present a portfolio of image-led work 
and project proposal.  

The course aims to appeal to art and design graduates who are interested 
in expanding their experience by investigating emerging areas of games 
design practice. However, we will consider applicants who have graduated 
from other related disciplines. 

Coding experience 

Entry onto the course requires that you have some experience of coding. 
This maybe HTML/CSS/JavaScript or others such as actionscript, Java, 
C++ etc. Your level of experience can be quite low, as we will upskill 
applicants where needed, but you need to be comfortable with learning 
code and understand key concepts such as 'for loops' and 'conditional if' 
statements.  

This level of experience would have been gained by studying an 
undergraduate multimedia course in art and design, pre-university 
qualifications in computer science, multimedia and/or web authoring or 
advanced self-taught practice of coding through free services such as 
codecademy.com. 



Alternative entry routes 

We welcome applicants with relevant professional and vocational 
qualifications, or mature students who do not have formal qualifications 
but do have relevant experience in industry. Students applying to this 
course will be expected to demonstrate a specific interest in this area of 
study and should have a commitment to engaging with games design. 
Students applying on the basis of their previous experience or wish to 
enter the course through the Accreditation of Experiential Learning (AEL) 
or Accreditation of Certificated Learning (ACL) processes and will be 
guided by our admissions staff. 

Language requirements (International/EU) 

All classes are conducted in English. If English is not your first language, 
we strongly recommend you let us know your English language test score 
in your application. If you have booked a test or are awaiting your results, 
please indicate this in your application. When asked to upload a CV as 
part of your application, please include any information about your English 
test score. 

 IELTS 6.5 (or equivalent), with no less than 5.5 in each of the four skills. 

You can check you have achieved the correct IELTS level in English on 
the Language Requirements page. 
http://www.arts.ac.uk/lcc/courses/support-for-international-
students/                                        

Deferring an offer:  

Applicants holding an offer for the coming academic year are permitted to 
defer their place to the following academic year, e.g. 2019/20 place 
deferred to 2020/21. International applicants should first meet any offer 
conditions and pay the deposit in order to defer. In all cases, deferred 
places will be held for one year. 

Making a deferred application: 

Home/EU applicants are permitted to make a deferred application, for 
example to the following academic year instead of the next, e.g. to 
2020/21 instead of to 2019/20. Immigration regulations prevent 
International applicants from making a deferred application. 

Selection Criteria Applicants are expected to demonstrate sufficient prior knowledge and 
experience of and/or potential in games design and/or coding and design 
practice to be able to successfully complete the programme of study and 
have an academic or professional background in a relevant subject. 

Candidates also need to demonstrate knowledge of the world of visual culture 

and be able to engage in critical discussion. 

  

 

http://www.arts.ac.uk/lcc/courses/support-for-international-students/
http://www.arts.ac.uk/lcc/courses/support-for-international-students/


 

Introduction to Course 

The Master of Arts course in Games Design is a full-time practice-led course that explores both the 
practice and theory of games design in a critical and experimental context. You will investigate the 
production of game experience in an era with unparalleled opportunities for skilled game designers. 

MA Games Design will enable you to understand and articulate the unique value of game experience 
to an increasingly interested design industry and allow you to understand the value of your game. 
Building on LCC's resources, in digital, time-based and interactive media alongside printmaking, 
graphic design and visual communication, the course encourages experimental and reflective 
practice that echoes the cross media nature of the design, communication and media industries. 

You will critically examine the concept of play to conceptually frame the practice of games design. 
You will produce playable prototype gaming experiences and use games design as a means to test 
critical ideas from broader culture. You will also explore how games design principles are being used 
more generally and how these ideas impact upon our increasingly digital culture. You will graduate 
with a fundamental understanding of what a game is, how one is made, how one can be tested 
conceptually alongside an understanding of games as significant cultural artefacts. 
 
To support the integration of theory and practice practical projects and technical workshops will be 
run in tandem with theoretical and critical seminars in order to support the relationship between 
theoretical and practice based learning key to study at MA level. 

Professional practice is further supported through the development of a portfolio of work and digital 
skills that place you in a position to work as a games designer in both small independent studio 
context and also ensures you can contribute in a larger games production environment. The course 
also supports you in progression to research at MPhil/PhD level. 

The design of the course meets the terms and conditions for the award of the title of Master of Arts in 
Games Design as approved by the University of the Arts London. 

We are committed to teaching, learning and assessment designed to enhance, nurture and recognise 
your employability, individuality and entrepreneurship.  

Enterprise and employability within a creative education in arts, design and media is about the 
integration of practice, behaviours and qualities that enable you to develop and sustain a rewarding 
professional life. 

The curriculum is designed to communicate and open up the possibilities of your own creativity by 
developing your career aspirations and professional awareness for enterprise and employability, 
whether for the creative and cultural sector or beyond. 

Enterprise and employability is about more than getting a job, it is about enabling you to find, make 
and take opportunities and to meet your aspirations in a changing world, whether as a successful 
creative professional, innovator, practitioner, employee and/or entrepreneur in the UK and globally. 



Distinctive Features  

   Distinctive Features  

1  Explore Games in their Broadest Sense: The course considers games from a wide range of 
mediums. Knowledge and experience of games design is applied to tabletop games, digital 
games, social games, installation games and everything in between. The course looks at the 
unique and shared properties of the multifaceted aspects of the subject. 

2  Games as cultural artefacts: The course understands games as an increasingly important part 
of the cultural life of contemporary society. This relatively new appreciation in the canon of 
cultural activity is important, as it is an area where our increasing ‘connectedness’ is being 
harnessed in radical new forms of collective cultural experience. The course provides both a 
practice based and critical framework with which to understand and act in this fast evolving 
cultural arena. 

3  Play: The notions/concepts of goal, challenge and obstacle are critically evaluated and 
assessed when exploring the motive forces of play in game design. This focus means that 
technical experimentation rests on a rigorous design understanding that is unique to games 
design rather than relying on cinematic tropes and/or fantastical narrative conceits. 

4  Critical Gaming: The course explores ideas from critical theory through the practice of games 
design. In practice this means exploring of ideas such as alienation through social technology 
within a game. The wider social and cultural impact of games both as artefacts and tools of 
experience are investigated through this critical framework. 

5  Serious Games: Games have transformed from being only a pastime, which in itself is still an 
important area of study, to having serious applications. This recent change increases their 
industrial relevance. Gamification of tasks, such as training, learning or for the purposes of 
increasing customer interaction or reducing someone’s perception of pain during an operation 
have serious consequences and the ethical issues that need to be considered are explicitly 
explored. 

6  Future leadership of the games industry: The course aspires to create the future leaders of the 
games industry specifically by coupling the rigor of academics study, cultural awareness and 
critical thought with a methodological, technically astute and practice-based design approach. 
This aims to produce practitioners who are able to understand the potential of game 
experience and to become leaders who change the trajectory of the games industry. 

7  Games Design as creative discipline & experimental practice: The course explicitly recognises 
games design as a creative discipline. This is in recognition of that fact that games designers 
have carved out a careers building their own games for a range of platforms, environments and 
user types. The course is also firmly rooted in experimental practice and the course ensures 
that you are equipped with both a technical and critical skillset that allows you to produce a 
broad portfolio of innovative game prototypes. As a games design student at LCC you will also 
be able to take advantage of initiatives such as our games incubator, which see’s students 
provided with funding to take casual games to market quickly upon graduation. 

8  LCC Graduate School: The course is part of the wider LCC graduate community offering 
access to cross disciplinary visiting speaker and Graduate community events in one of the 
largest PG Design and Media departments in Europe. MA Games Design Students are offered 
access to the Graduate School Industry Mentoring Scheme, which encourages and supports 
postgraduate student’s transition from education to industry. The scheme places students and 
graduates (up to one year) of all disciplines with industry professionals to support their 
development as they enter the creative industries. Throughout the year, the Graduate School 
also runs a series of Industry Round Tables, putting students in front of a group of peers and 
professionals to share experiences, explore careers and forge connections 

9  The University of the Arts London and the London College of Communication maintains strong 
industry links and delivers a world-class environment within which to study animation design. 
You can access resources ranging from our Stanley Kubrick archive or our industry standard 
production resources in addition to the largest specialist library within the university. The 
Screen School currently has links with the BBC, Nexus, Sennep, All of Us, IDEO the V&A, 
Creative Review, Game sys, Channel 4, Eye Magazine, Imperial War Museum, Tate, 
Bloomberg, Pentagram, Samsung and is the host of London’s first Maker Faire. It is this 
environment within the Screen School at LCC that distinguishes the course and ensures that 
you will benefit from this long established network and move with confidence into your chosen 
field. 

 

 
 



 

Year 1 

Credits 180 Percentage 
of Scheduled 
Learning 

27 

Exit Awards Postgraduate Certificate (Exit Only) 
Postgraduate Diploma (Exit Only) 

Exit Awards MA Games Design 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 



Aims and Outcomes  
The Aims and Outcomes of this Course are as follows: :  

Aim/Outcome  Description  

Aim  Build your individual capacity to develop as a leader in the field of games 
design by providing you with the opportunity to develop as a professional 
practitioner.  

Aim  Provide you with the opportunity to produce games that use critical ideas to 
develop innovative and culturally astute practice enabling you to use ideas 
emanating from other domains of knowledge in designing game experience.  

Aim  Enable you to produce games designed using processes widely used in 
industry and professional practice by providing you with the opportunity to 
work with a range of media in the production and dissemination of games.  

Aim  Enable you to understand games as cultural artefacts that are at the forefront 
of new and distributed collective experience.  

Aim  Provide you with the opportunity to identify and develop your individual area of 
expertise within the field of games design.  

Aim  Enable you to solve problems with self-direction and originality, in the 
production of experimental games by developing your ability to work with 
game experience in a self-directed and brief-led context.  

Aim  Develop your ability to employ rigour in the analysis, synthesis and evaluation 
of games design theory and practice, through the completion of a major 
project.  

Outcome  Demonstrate an advanced understanding of the field of games design through 
advanced practice. (Subject Knowledge, Experimentation, Technical 
Competence, Communication and Presentation)  

Outcome  Demonstrate an advanced understanding of critical ideas that frame 
experimental games design through visual presentation and written reflection. 
(Research, Analysis, Communication and Presentation)  

Outcome  Address advanced critical perspectives through game prototypes. (Research, 
Analysis, Subject Knowledge, Communication and Presentation, Collaborative 
and / or Independent Professional Working)  

Outcome  Present complex ideas to diverse audiences in the context of professional 
practice. (Communication and Presentation, Personal and Professional 
Development)  

Outcome  Present coherent arguments and advocate for particular game concepts. 
(Personal and Professional Development, Collaborative and / or Independent 
Professional Working)  

Outcome  Use relevant digital and non-digital tools, platforms and processes to produce 
advanced game prototypes at an advanced level. (Experimentation, Technical 
Competence)  

Outcome  Understand the potential of a range of software, media and workshop tools to 
develop complex ideas and deliver game experience at an advanced level. 
(Experimentation, Technical Competence, Communication and Presentation, 
Personal and Professional Development)  

Outcome  Demonstrate an advanced understanding of the value of games design for 
other domains of knowledge and the broader design and media industries. 
(Research, Analysis, Subject Knowledge, Communication and Presentation, 
Personal and Professional Development)  

 

 
 
 
 





 


