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Problem? 
Graduates were struggling to break into the industry. Computer 
Science degrees are often cited as a key requirement and often 
preferred to more targeted Games Programming courses. 

Students increasingly required to display knowledge beyond programming 
through developing complete games. Course didn’t give the time to 
develop a portfolio before course completion 



“Portfolios of your past work and projects are an essential 
requirement, otherwise you will find it incredibly difficult to 

get a job within the games industry.”  Game Recruiter 



Goals 
Modernise course to target industry standard technologies. Teach industry 
practice and tools. Expanded materials to cover a wider range of development 
techniques. 

Showcase full development process. Give students the tools to develop a portfolio 
quality app. Create creative common art assets for program sessions 



Progress 
 Consulted industry contacts 
 Developed learning outcomes 
 Developed game framework based on LOs. 
 Help student Video Game Society (game jams, industry sponsorship, knowledge base). 
 Produce materials (graphics, animations, code, …) 
 







LO 
• Implement a computer game using industry-standard techniques.  
• Apply a knowledge of C++ syntax in the construction of a games application 
• Formulate and use 3-D matrices for standard transformations and projections. 
• Perform collision detection calculations with circles and squares. 
• Fundamental game engine architecture and game loops 
• Introduction to Game AI (Pathfinding and decision making) 
• Particle effects and procedural content generation 
• Memory and memory management in C++ 

 

Materials 
• Companion document deployed as PDFs linked to web resources  
• Content available through Game Development Society 
• Fully commented code samples 
• Video examples  
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