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Level 3 Extended Diploma Unit
22: Developing Computer Games
- A Deep Dive

Aspiring game developers often find their path illuminated by
qualifications like the Level 3 Extended Diploma in Creative Media
Production. Unit 22, specifically focused on *developing computer games*,
is a cornerstone of this program, providing students with a robust
foundation in game design principles, programming, and development
pipelines. This article explores the intricacies of this crucial unit, delving
into its key aspects and highlighting its value for future game
professionals. We'll cover key areas like game design document
creation, game engine proficiency, and programming for games.

Understanding the Scope of Unit 22:
Developing Computer Games

This unit goes beyond simple game playing; it’s a deep dive into the entire
game development lifecycle. Students learn to conceptualize, design, and
program interactive game experiences. The curriculum often involves
working with various game engines, such as Unity or Unreal Engine,
allowing students to bring their creative visions to life. The emphasis is on
practical application, fostering problem-solving skills and a collaborative
approach often necessary within a game development team. Key elements
explored usually include:

¢ Game Design Document (GDD) creation: Learning to structure a
comprehensive GDD is critical. This involves defining game
mechanics, target audience, story narrative (if applicable), art style,
and technical specifications. A well-crafted GDD acts as a blueprint
throughout the entire development process.

e Game engine utilization: Proficiency in at least one game engine is
paramount. This involves learning the engine's interface,
understanding its capabilities, and utilizing its tools effectively.
Students often learn to implement game logic, integrate assets (like
3D models and sounds), and optimize performance.



¢ Programming for games: A foundational understanding of
programming is crucial. This unit usually covers scripting languages
commonly used in game development, allowing students to create
interactive elements, implement game mechanics, and manage game
logic. Languages such as C#, C++, or Lua are frequently taught.

e Testing and iteration: Developing a game is an iterative process.
Students learn the importance of testing, debugging, and refining
their game based on feedback and playtesting. This section
emphasizes quality assurance and the iterative nature of game
development.

e Asset creation and management: Understanding the process of
acquiring or creating assets (images, sounds, 3D models) and
effectively managing them within the game engine is a key aspect of
this unit. This may involve collaborating with artists and sound
designers.

Benefits of Completing Unit 22: Developing
Computer Games

The benefits of successfully completing this unit extend far beyond a
qualification on a CV. It provides students with invaluable skills directly
transferable to the games industry. These include:

e Enhanced technical skills: Mastery of game engines and
programming languages is a highly sought-after skillset in the games
industry.

e Improved problem-solving abilities: Game development often
involves overcoming complex technical challenges. This unit hones
these problem-solving skills through practical application.

¢ Portfolio development: The completed game project serves as a
tangible demonstration of the student's skills, significantly
enhancing their portfolio for future job applications.

e Teamwork and collaboration: Many projects involve group work,
fostering essential teamwork and communication skills, which are
vital in professional game development studios.

e Understanding the game development lifecycle: Students gain a
holistic understanding of the entire process, from initial concept to
final release. This comprehensive knowledge prepares them for
various roles within the industry.

Practical Implementation and Assessment
Strategies

The assessment of Unit 22 typically involves a substantial project - the
development of a complete computer game. This project allows students to
apply their learned skills and demonstrate their understanding of the
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entire development process. The assessment often considers several key
aspects:

¢ Functionality: Does the game work as intended? Are all the game
mechanics implemented correctly?

e Design: Is the game well-designed? Is the user interface intuitive? Is
the gameplay engaging and fun?

e Code quality: Is the code well-structured, efficient, and easy to
understand?

e Presentation: Is the game presented professionally? Is the game
design document clear and comprehensive?

e Testing and debugging: Has the game been thoroughly tested?
Have bugs been identified and resolved effectively?

Game Engine Selection and Programming
Languages

The choice of game engine and programming language often depends on
the specific curriculum and instructor preferences. Popular choices
include:

e Unity: A cross-platform game engine known for its ease of use and
extensive community support. It commonly uses C# for scripting.

e Unreal Engine: A powerful engine renowned for its high-fidelity
graphics capabilities. It primarily uses C++ for scripting. This
provides a steeper learning curve but rewards users with advanced
features and optimization.

e GameMaker Studio 2: A more user-friendly option, particularly
suitable for 2D game development. It uses its own GML (GameMaker
Language).

The selection impacts the complexity of the project and the overall
learning experience.

Conclusion: Preparing for a Career in Game
Development

Unit 22: Developing Computer Games is a significant step towards a
career in the exciting and demanding field of game development. By
mastering the concepts and skills covered in this unit, students gain a
competitive edge, developing a strong foundation in game design,
programming, and the entire development lifecycle. The practical
experience gained through the final project is invaluable, providing a
portfolio piece and demonstrating a mastery of crucial industry skills. The
unit fosters not just technical abilities, but also collaborative skills and a
deep understanding of the iterative nature of bringing a game from
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concept to reality.

Frequently Asked Questions (FAQ)

Q1: What prior knowledge is required for Unit 22?

Al: A basic understanding of computer literacy and potentially some
programming experience is beneficial, although not always strictly
required. Many courses provide introductory material to bridge any skill

gaps.
Q2: What kind of games can be developed within this unit?

A2: The scope is broad, ranging from simple 2D games to more complex
3D projects. The complexity depends on the student's skill level and the
time allocated for the project. Examples might include simple arcade
games, puzzle games, or even small-scale role-playing games.

Q3: What software is typically used in this unit?

A3: This varies, but popular choices include game engines like Unity and
Unreal Engine, alongside various 3D modeling and image editing software.

Q4: Is group work involved in the unit?

A4: Many courses incorporate group projects to simulate real-world game
development team dynamics. This allows students to learn collaboration,
communication, and task management skills.

Q5: What are the career prospects after completing this unit?

A5: While this unit alone might not qualify you for senior roles, it forms a
solid foundation for careers as Junior Game Developers, Game
Programmers, or Game Designers. It provides a demonstrable skillset that
is highly sought after by the industry.

Q6: Can I use my own game idea for the final project?

AG6: Often, you can, but it's usually subject to instructor approval and may
need to align with the unit's learning objectives.

Q7: What if I struggle with the programming aspect?

A7: Most courses provide support and guidance. Instructors and teaching
assistants are typically available to help students overcome challenges.
Online resources and community forums also offer valuable assistance.

Q8: Are there any industry-standard methodologies taught in this
unit?
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A8: Yes, many courses incorporate industry-standard development
methodologies such as Agile or Waterfall, providing practical experience
with project management techniques.

Level 3 Extended Diploma Unit 22:
Developing Computer Games - A Deep Dive

This piece explores the intricacies of Level 3 Extended Diploma Unit 22:
Developing Computer Games. This unit is a key stepping stone for aspiring
game developers, providing a in-depth introduction to the sophisticated
world of game development. We'll investigate the key components of the
course's program, highlighting practical applications and strategies for
success.

Understanding the Foundations: Core Concepts and Skills

Unit 22 typically addresses a broad range of topics, all fundamental for
creating successful computer games. These include game planning
principles, programming fundamentals (often using a language like C#,
C++, Java, or Lua), art generation, sound integration, and game testing.

Students master how to formulate a game idea, transform that idea into a
viable game document, and then execute that blueprint using appropriate
programming techniques. This often requires interacting in crews,
reflecting the collaborative nature of the professional game industry.

Practical Application and Project Work:

A significant portion of Unit 22 concentrates on practical application
through project work. Students are usually assigned with building a
complete game, or a substantial section thereof, utilizing the
understanding they have learned throughout the unit. This project
operates as a final evaluation, demonstrating their competence in all
features of game creation.

Specific Skill Development:

The course delves into precise abilities fundamental for game creation.
These include:

e Game Design Documentation: Learning to develop clear, concise,
and comprehensive game blueprints, containing game regulations,
level layout, story narrative, and persona creation.

¢ Programming for Games: Constructing game logic using pertinent
development codes. This commonly involves interacting with varied
game platforms, such as Unity or Unreal Engine.
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e Game Art and Animation: Developing or incorporating pictorial
materials to improve the game's aesthetic. This might demand using
visual programs.

¢ Sound Design and Music Integration: Developing and combining
aural components and scores to generate absorbing game sessions.

e Game Testing and Iteration: Conducting in-depth game
verification, detecting glitches, and iterating the game design based
on feedback.

Benefits and Implementation Strategies:

Completing Unit 22 provides students with a powerful foundation in game
creation, opening doors to advanced training or entry-level positions in the
sector. Successful achievement requires resolve, continuous work, and a
inclination to acquire new methods. Effective execution techniques involve
active involvement in sessions, self-reliant exploration, and seeking
feedback from lecturers and peers.

Conclusion:

Level 3 Extended Diploma Unit 22: Developing Computer Games offers a
precious and fulfilling chance for future game developers. By developing
the essential principles and practical techniques encompassed in this unit,
students can establish a strong foundation for a prosperous career in the
dynamic world of game production.

Frequently Asked Questions (FAQs):

1. What software or tools are typically used in this unit? Common
tools comprise game engines like Unity or Unreal Engine, along with
various visual design programs and development environments.

2. What level of prior programming knowledge is required? While
some prior knowledge is helpful, it's not usually necessary. The module
often initiates with the essentials.

3. What type of projects are typically undertaken? Projects can extend
from simple 2D games to more advanced 3D games, hinging on the
specifics of the syllabus.

4. What career paths can this qualification lead to? This credential
can unlock doors to careers as game programmers, game designers, game
artists, or other linked roles within the area.
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