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Aims of Module
The aim of this module is to provide students with a comprehensive understanding of quality assurance
processes and techniques specifically tailored to the game development industry. Through theoretical
exploration and hands-on application, students will gain the knowledge and skills necessary to effectively ensure
the quality, functionality, and user experience of games.

Learning Outcomes for Module
On completion of this module, students are expected to be able to:

1 Distinguish quality assurance methodologies unique to the game development process.

2 Undertake diverse testing protocols, including functionality, compatibility, performance, and user
experience testing.

3 Arrange detailed test plans, test cases, and comprehensive reports to track and communicate testing
progress and outcomes.

4 Rate user experience aspects, including gameplay mechanics, controls, and overall immersion, to enhance
player satisfaction.

Indicative Module Content
Human factors and user requirements, design culture and technology, user centred design, accessibility and
compensatory strategies, social, political and economic factors, current professional practice in design.

Module Delivery
Key concepts are introduced and illustrated through lectures and practical labs. Through a combination of
theory, practical exercises, and collaborative projects, students will gain the expertise necessary to excel in the
field of quality assurance for games.



Indicative Student Workload Full Time Part Time

Contact Hours 30 N/A 
Non-Contact Hours 120 N/A 
Placement/Work-Based Learning Experience [Notional] Hours N/A N/A 
TOTAL 150 N/A 
Actual Placement hours for professional, statutory or regulatory body     

ASSESSMENT PLAN
If a major/minor model is used and box is ticked, % weightings below are indicative only.

Component 1
Type: Coursework Weighting: 100% Outcomes Assessed: 1, 2, 3, 4 
Description: This coursework involves students using UCD techniques to design a real application.

MODULE PERFORMANCE DESCRIPTOR
Explanatory Text
The calculation of the overall grade for this module is based on 100% weighing of C1. An overall minimum grade
D is required to pass the module. 

Module Grade Minimum Requirements to achieve Module Grade:
A The student needs to achieve an A in C1. 
B The student needs to achieve an B in C1. 
C The student needs to achieve an C in C1. 
D The student needs to achieve an D in C1. 
E The student needs to achieve an E in C1. 
F The student needs to achieve an F in C1. 

NS Non-submission of work by published deadline or non-attendance for examination

Module Requirements
Prerequisites for Module None.
Corequisites for module None.
Precluded Modules None.
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