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The Computer Games Industry is an exciting field, currently 
outselling the film industry worldwide. Computer Game 
development is innovative and exciting from a technological and 
creative perspective, providing career opportunities for 
imaginative, logical, and energetic students. Graduates will have 
the satisfaction of seeing their work being enjoyed by a global 
audience. You will learn the art and science of computer games 
programming and design. 

This programme will equip you with the skills and technological 
ability to develop both Computer Game and computer graphic 
related systems. You will study Computer Science, with special 
emphasis on topics relevant to Game Design such as software 
development, mobile devices, computer graphics and artificial 
intelligence. You will also study topics relevant to development of 
a game concept to the final “shooting script” (prior to 
programming). 

The key aims of this programme are to provide you with: 

• Knowledge of the various programming languages and 
related platforms. 

• Skills in System Analysis, and integration of software 
components. 

• Expertise in areas such as the human computer interface 
and artificial intelligence which will enable you to develop 
software for an array of computer graphics and computer 
games domains. 

This programme requires three years of study in addition to 
the one year for LM121. 
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B.Sc. in Computer Games Development 

Year 2 - Semester 1 
Module Description 

CS4013 Object Oriented Development 

This module will provide students with the skills, 
knowledge and abilities to identify, design, code and 
construct systems using inheritance hierarchies, 
encapsulation and polymorphism to solve specified 
programming problems. 

CS4075 Computer Games Programming: 
Tools and Techniques 

This module will increase a student's competence in the 
area of computer games development with the focus on 
programming activities. It will introduce all the elements 
constituting computer games and familiarize the student 
with existing libraries providing the required functionality. 

CS4123 Information Modelling and 
Specification   

This module serves to introduce the concepts that will be 
developed later on in the Systems Analysis & Design and 
Database Systems modules. Focusing on data 
Modelling, relational database languages and a formal 
specification notation, students are introduced to an 
integrated systematic approach linking system 
specification and implementation. 

MA4413 Statistics for Computing 

To introduce the student to probabilistic ideas through 
the medium of information theory. Students will use the 
concepts of random variables and probability distribution 
to problem solving; apply information theory to solve 
problems in data compression and transmission; and 
perform hypothesis tests for a variety of statistical 
problems. 

CS4023 Operating Systems 

This module will provide students with an understanding 
of the logical structure of, and facilities provided by a 
modern OS as well as the concepts of processes, 
threads and multithreading. Students will be provided 
with practical experience of mechanisms to overcome 
problems that arise when processes collaborate 

Year 2 – Semester 2 
Module Description 

CS4084 Mobile Application Development 

The module will focus on the tools and environments that 
exist to help developers create real-world applications 
that run on wireless and mobile devices. A strong 
emphasis will be placed on providing students with 



 

  

hands-on experience in the programming and testing of 
applications for mobile devices. 

CS4004 Software Testing and Inspection 

This module will introduce students to software testing 
and inspection such that when given a specification and 
an implementation of a program, the student would be 
able to write the tests, run them, and report on the errors 
found. 

CS4815 Computer Graphics 

This module will introduce students to the properties of 
various interactive graphics systems, input and output 
devices, and graphic libraries. Students will use a 
graphics library to draw and manipulate 2D and 3D 
images and understand the issues that arise in the 
creation, storage and display of graphic images. 

CS4416 Database Systems 

Databases, particularly relational databases and 
database management systems (DBMSs) are central in 
the design and development of modern information 
systems. Understanding of their structure and skills in 
their application are fundamental aspects of a proper 
foundation in any domain of software development. 

EE4013 Computer Networks 

This module will introduce students to the role of 
networking in relation to information sharing and 
information distribution, in particular how information is 
encoded, transmitted, and decoded at the physical level. 



 

B.Sc. in Computer Games Development 

 

 

Year 3 - Semester 1 
Module Description 

CS4006 Intelligent Systems 

This module will introduce students to areas of artificial 
intelligence that are applicable to a variety of real world 
problems, for example, heuristic search processes, 
knowledge representation and production inference 
mechanisms, reasoning and behaviour, supervised and 
unsupervised learning and evolutionary principals. 

CS4115 Data Structures and Algorithms 

This module aims to provide a uniform theoretical 
treatment of the data structures and algorithms used in 
systems and applications programming. This module 
includes a practical component to reinforce learning and 
to encourage students in the practical use of theoretical 
material. 

CS4125 Systems Analysis and Design   

The development of large-scale complex software-based 
systems proceeds from analysis through design and 
implementation to system verification and validation. This 
module covers the analysis and design phases of the 
software development cycle with particular emphasis on 
the use of object-oriented approaches to specification. 

CS4076 Event Driven Programming 

This module will introduce students to event-driven 
programming where a strong emphasis will be placed on 
practical application in at least two high level 
development environments. In addition, students will be 
introduced to multiprocessor support for event-driven 
programs and shown how to improve event processing 
performance through parallel event transformation. 

EE4023 Distributed Systems 

This module will provide students with experience of 
inter-process communication in a distributed environment 
and introduce students to the issues involved in 
designing and constructing distributed computer 
systems, in particular timing, naming and replication. 
 



 

  

Year 3 – Semester 2 
Module Description 

Co-Op 

An integral part of the course is the Cooperative 
Education period, during which the student will spend 
eight months (i.e. includes the Summer of Year 2) 
working in a course-related job in a business or industrial 
environment outside the University. The applied nature of 
this work placement complements the academic 
dimension of the course. 
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Year 4 - Semester 1 
Module Description 

CS4197 Computer Games Development 
Project 1 

The rationale for this module, and the succeeding 
module (CS4198), is to allow students, through the 
medium of undertaking a substantial individual project, to 
integrate and apply their previous learning and to deepen 
their knowledge of some particular application or 
research area relevant to the course. 

CS4057 Machine Learning and AI for 
Games 

This module will provide students with an overview of the 
applications of Artificial Intelligence and Machine 
Learning methods to Games and Game Development. 
Students will compare the notion of 'game A1' with 
'mainstream A1' and examine a number of advanced 
concepts in Machine Learning and Artificial Intelligence 

CS4067 Writing Games Analysis 

This module aims to define the art and practice of writing 
computer games. Students discover how to analyse 
Games Discourse and are introduced to Wittgensteinian 
definitions of language-games as a tool for 
understanding and critiquing formal descriptions of 
language, thought and the process of story creation and 
revelation. 

CS4085 Computer Graphics II: Tools and 
Techniques 

Increase competence of students in the area of modern 
real-time computer graphics. This includes usage of 
Content Creation Suites, 3D Engines and combining 
available tools into a working tool chain. This is a follow 
on module to CS4815 which introduces more advanced 
graphics techniques and special effects. 

CS4227 Software Design and Architecture 

The objectives of this module are to equip students with 
the fundamental knowledge and techniques necessary to 
design quality software at the object and component 
level. 
 
 



 
 

Year 4 – Semester 2 
Module Description 

CS4198 Computer Games Development 
Project 2 

The rationale for this module, and the preceding module 
(CS4197), is to allow students, through the medium of 
undertaking a substantial individual project, to integrate 
and apply their previous learning and to deepen their 
knowledge of some particular application or research 
area relevant to the course. 

CS4157 Software Quality 

To provide an understanding of the processes and 
techniques used to develop and maintain quality software 
with particular emphasis on devising test cases to verify 
requirements, applying and interpreting software metrics, 
and defending the concepts of product and process 
quality. 

CS4457 Project Management and Practice   

To examine the processes by which the development of 
computer-based information systems is managed, and 
the considerations needed for successful implementation 
of such systems. 

CS4826 Human Computer Interaction 

The module will provide a broad introduction to a variety 
of topics concerning user interface design, usability 
studies, integrating human factors in software 
development and social and organisational factors 
involved in implementing systems. It will examine 
guidelines and standards, as well as emerging interaction 
paradigms. 


