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SECTION A - General
A1
A2

Study-unit Code
Study-unit Title

A3

Level

IDG5160
Designing Gameworlds

UG
PG

A4
A5

ECTS Credits (min. 4 ECTS for
UG courses and min. 5 ECTS
for PG courses)
Study-unit Type

A6

Period of Study

A7
A8
A9
A10

No of occurrences in same
semester
Department Offering Unit
Faculty Responsible
Availability to Visiting Students

A11
A12

Estimated Student Numbers
Maximum class size

□ 00
□ 05
✔

□ 01
□ 06

□ 02

□ 03

□ 04

5

Project and Seminar

□ Sem 1
□ YR
✔

□ Sem 2
□ SP

Institute of Digital Games
Antonios Liapis

□ Yes
✔

□ No

8
12

SECTION B - Rationale
B1

Is this a (please tick as appropriate):

□ New Study-unit
□ Change to an existing Study✔

Prototyping for Game Designers

unit
B2

Rationale for new unit or changes to existing unit
There is a lack of gameworld design preparation work in the current M.Sc. in Digital
Games, whereas "Prototyping for Game Designers" as taught in past years is
overlapping (in part) with "Game Development" which is a similarly hands-on course
on digital game creation. Moreover, in the past two years it has been evident that
"Prototyping for Game Designers" was overly reliant on commercial tools for game
development; this caused issues as software changed, skyrocketed in price, stopped
backwards compatibility, and became completely discontinued. However, "Designing
Gameworlds" will largely retain the format and assessment methods of the previous
unit. Moreover, practices and skills developed in "Prototyping for Game Designers"
will also be taught and fostered in "Designing Gameworlds" as the course will also
feature hands-on development using state-of-the-art game engines.

B3

From which academic year will this unit become available/change?
The unit will start at the academic year 2019-2020. It is a Fall semester unit.

B4

Withdrawals (new study-units only)
If this study-unit is replacing an existing one which will not be offered again, please
identify the existing study-unit here.
IDG5102: Prototyping for Game Designers

B5

By which Departmental or Faculty Committee has this study-unit been approved?
Department:

Institute of Digital Games

Minuted Decision & Date:

23/Oct/2018

SECTION C - Study-unit details
C1

Name and status of
Antonios Liapis (Lecturer)
Coordinating Lecturer
Co-lecturer/s (if any) and status

C2

Is this study-unit compulsory for any programme of studies? (If in the affirmative,
please list all programmes for which this study-unit is compulsory)
M.Sc. Digital Games

Is this study-unit offered as an elective in any programme of studies? (If in the
affirmative, please list all known programmes in which this study-unit features as an
elective)

C3
C4
C5
C6

n/a
Pre-Requisite qualifications
n/a
Pre-Requisite Study-units
n/a
Co-Requisite Study-units
Description of this Study-unit
Most games are built upon the spatial navigation of gameworlds (or levels) which
determine how the player can progress from one point in the game to another. A
game’s tone is often set by its gameworld(s) and the challenges it poses. Like realworld architecture, level design must take into account both visual impact and
functional affordances of the artifacts it creates. Designers of gameworlds must
anticipate players' diverse personas and the emotions elicited through level design.

C6
(cont.)

C7

C8

The course will cover the following topics:
-- architecture and city planning theory, and how they are applied to level design
-- persona theory, and how it can be used to create personalized level designs
-- the emotions elicited within game levels based on environmental psychology,
color psychology and cognitive psychology in general
-- connections between game mechanics and game levels
-- connections between narrative and game levels
-- gameworlds in non-digital media: tabletop games and augmented reality games
-- case studies of different game level designs
-- hands-on tutorials on designing levels using paper, 2D or 3D editing software
-- hands-on tutorials on designing levels using game engines

Study-unit Aims
The aims of this study-unit are:
-- to develop the ability to critically analyze the design patterns of game levels.
-- to develop the skillset to create game levels, in 2D or 3D.
-- to draw clearer connections between game mechanics, narrative, and level design.

Learning Outcomes

1. Knowledge & Understanding: By the end of the study-unit the student will be

able to:
-- Identify the design patterns of game levels, and how they affect the gameplay.
-- Identify personas and formalize their playstyles and gameplay priorities.
-- Understand the impact of both visual design (e.g. color choices) and architecture
in players' perception, navigation and gameplay.

2. Skills (including transferable [generic] skills): By the end of the study-unit the
student will be able to:
-- Design levels which are appropriate for one or more personas.
-- Design maps and visualizations of levels with 2D or 3D editing software.
-- Craft a prototype gameworld using a state-of-the-art game engine.

C9

Teaching and Learning Methods
Method
Fieldwork
Independent Study
Lectures

Number of Sessions

Duration hours each

C9
(cont.)

Performance
Placement
Practical Study-unit
Practicum
Project
Seminar
Dissertation
Tutorials
Independent online learning
Group Learning
Other (please specify)
Total learning hours

C10

3
3

9

27

Method of Assessment (when the assessment of a study-unit comprises two or more
components, the % weighting for each component is to be clearly indicated)
Method

Assignment
Analysis Task
Case Study (take home)
Case Study (exam conditions)
Clinical Assessment
Clinical Report
Classwork
Competencies
Dissertation
Essay
Examination
Oral and Written Exercises
Oral Examination
Objective Structured Clinical
Examination (FHS only)
Seminar Paper
Placement
Fieldwork
Logbook
Long Essay
Portfolio
Practical
Presentation
Project
Reflective Diary
Report
Research Paper
Thesis
Transcription
Workbook
Workshop
Other (please specify)

Duration in hours or
length in words (as
applicable)

Percentage Wtg

20 hours

20%

80 hours

60%

2000 words

20%

C11

Main Text/s and any supplementary readings (please indicate whether these items

are available at the Library or otherwise, against each entry as applicable):

Mandatory Texts:
Totten, C. W. (2014). An Architectural Approach to Level Design. CRC Press.
Lynch, K. (1964). The Image of the City. MIT Press.
Supplementary Texts:
Arnheim, R. (2004). Art and Visual Perception. University of California Press.
Gage, J. (2000). Colour and Meaning: Art, Science and Symbolism. University of
California Press.
Ramachandran, V. S., & Hirstein, W. (1999). The science of art: A neurological theory
of aesthetic experience. Journal of Consciousness Studies 6 (6-7),15-41
Tychsen, A., & Canossa, A. (2008). Defining Personas in Games Using Metrics. In
Proceedings of the 2008 Conference on Future Play: Research, Play, Share.
Bartle, R. (1996). Hearts, Clubs, Diamonds, Spades: players who suit MUDs. Journal
of MUD research 1 (1).
Hullet K. (2010). Design Patterns in FPS levels. In Proceedings of the Fifth
International Conference on the Foundations of Digital Games.
Järvinen, A. (2002). Gran Stylissimo: The Audiovisual Elements and Styles in
Computer and Video Games. In Proceedings of Computer Games and Digital
Cultures Conference.
Niedenthal, S. (2009). Patterns of obscurity: Gothic setting and light in Resident Evil 4
and Silent Hill 2. In B. Perron (Ed.), Horror Video Games: Essays on the Fusion of
Fear and Play, (pp. 168-180). McFarland.
El-Nasr, M. S., Niedenthal, S., Knez, I., Almeida, P., Zupko, J. (2007). Dynamic
Lighting for Tension in Games. Game Studies 7 (1).

