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AIM(S)
· To provide a requisite understanding of the key principles and techniques of game development for web and mobile devices. Students will be taught the technologies and techniques required to develop applications for mobile devices using mobile software frameworks and game platforms.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:

1. Evaluate the principles, concepts, techniques and technologies used in the development of web and/or mobile games using mobile frameworks and game engines.
2. Select and deploy appropriate methods and techniques in the development of web and/or mobile games.

INDICATIVE CONTENT
· Architecture and game development using mobile frameworks e.g. Android, iOS, etc, Android NDK, etc.
· Developing mobile games produced using a game engine e.g. Unity
· Mobile programming languages, concepts and techniques e.g. Java, Objective C, C++, etc
· Scripting for mobile devices
· Mobile cross platform development and testing for mobile devices
· Performance limitations and enhancements
· Web development techniques for mobile devices
· Mobile game development techniques e.g. 3D graphics, sound, touch screens, etc.

LEARNING AND TEACHING STRATEGY
Essential concepts and principles will be delivered formally in lectures supported by concurrent practical laboratory exercises, which will allow students to deploy appropriate theory, practices and tools. Seminars will be punctuated with examples designed to underpin the ideas and techniques introduced, reducing the conceptual leap from theory to practice.



The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%




ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 – Coursework -50%
This will require the student to implement a game or component part of a game, using web or mobile technologies.  

Exemplar:  ‘Develop a Pacman game using the Android mobile development framework’

Assessment Component 2 – Coursework -50%
This will require the student to develop mobile game using a suitable mobile game engine.

Exemplar:  ‘Develop a Unity based Pacman game’

Assessment Summary
	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%
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