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Where does the course fit in your curriculum? 
 
It is an honours (4th) year module, core, offered solely to students reading for the award of 
BSc (Honours) Computer Games Development at West Scotland University.  It will be new 
for 2013-14 session.  Students must have taken the 3rd year double project module; this is 
a development project from September to June where they develop a complex game from 
idea (announcement) through pre-alpha (game idea development with followers) to alpha 
(non-commercial release) by interacting with players using social networks (Twitter, 
Facebook, Blogger) to build a following, develop the game idea and get to a stage where the 
game is playable at at least one Level.  (A game level is like a stage play Act or a book 
Chapter.) 
 
There will be around 20 students taking the module which is 1/6th of a degree year study.  
It is planned to offer the module in either term 1 (Sept-Jan) or term 2 (Feb-Jun).  There is a 
debate as to whether it is best, as this new module ends with what is designed to be a 
GO/NOGO decision, to make this end of degree (which might make students act 
precipitately) or 4 months prior to end of degree (which might cause hesitancy). 
 
 
 
What is covered in the course? 
 
The (draft) syllabus has been developed by the module deliverer, who designed the degree 
and several other games degrees from 1996 onwards.  There has been significant input 
from senior Management Science staff at two other universities acting as advisors and 
moderators of the content, approach and assessment.  This process is still ongoing and will 
be finalised by mid-March.   
 
The proposed syllabus covers the following: 
 

 The Computer Games Marketplace: growth and development, specific features, non- 
specific features, emergence, competition, risk, timing; 

 
 Digital Support Media: social networking, monetization, marketing;  

 
 The Game as a Product: ideas generation, evaluation, valuation, emergence, vision, 

strategy, plan; pre-alpha, alpha, beta products;  



 
 The Computer Games Studio: talent, finance, location, management, production 

control; 
 

 External Limiting Factors on Potential Development: IP, corporate governance, 
employment, compliance, planning; 

 
 Available Support: private sector, public sector, networking, products, services. 

 
 

 
What is the format of the course? 
 
Face to face in mixed lectorials; 12 hours of lectorials plus 12 hours of invited speakers from 
enterprise agencies, funders and relevant entrepreneurs; students will work individually but 
in collaborative support groups.  Students will be expected to put in around 100 hours of 
work in interacting physically and virtually with agencies and the public, and in creating 
their submissions. 
 
 
 
How are students assessed? 
 
There will be three assignments to be completed 
 

1.each student will investigate the background to their game idea and its competitive 
and remunerative exemplars by writing a 1,500 word report: “Critically evaluate a 
genre of Computer Game as a financially generative product from the 1990’s to date 
in a global context.” 

 
2. they will also use, record and analyse Social Networks as interaction spaces for idea 

development (this is standard practice in computer games development); this will 
reflect around two month of interaction and will be presented as a report plus 500 
words of separate analysis: “Record and Analyse the process of ideas generation in 
Computer Games with respect to personal, close network and social networked 
commentators.” 

 
3. students will outline a route forward for the creation of a new studio development 

based around the creation of the game idea as a finance generator with timings, 
costing, financial sources, etc.: ”Propose and Detail a workable plan for the creation 
of a Computer Games studio based around a strategy and a product range.” 

 
 
Course textbooks and materials 
 
Extensive use will be made of such Social network spaces as Twitter, Blogger / Wordpress, 
Facebook, crowdfunding sites, etc.   
 



Also materials available from such as SIE, banks, Business Gateway, PSYBT, HIE, etc.   
 
Also online magazines and other entrepreneurial websites.   
 
Specific recommendations are to: 
 
Bannatyne D, 2012. 37 Questions Everyone in Business Needs to Answer. Headline Book 
Publishing. 
 
Berman K, 2008. Financial Intelligence for Entrepreneurs: What You Really Need to Know 
About the Numbers. Harvard Business Press 
 
Bhide AV, 2003. The Origin and Evolution of New Businesses. Oxford University Press 
 
Blank S, 2012. The Startup Owner's Manual: The Step-By-Step Guide for Building a Great 
Company. K & S Ranch  
 
Branson R, 2012. Like a Virgin. Edition. Virgin Hardbacks 
 
Byers T, 2010. Technology Ventures. 3rd Edition. McGraw Hill Higher Education 
 
Clark T, 2012. Business Model You: A One-Page Method For Reinventing Your Career. Wiley. 
 
Gallo C, 2010. The Innovation Secrets of Steve Jobs: Insanely Different Principles for 
Breakthrough Success. McGraw-Hill 
 
Isaacson W, 2011. Steve Jobs: The Exclusive Biography, Little/Brown 
 
Maurya A, 2012. Running Lean: Iterate from Plan A to a Plan That Works. Second Edition. 
O'Reilly Media 
 
Mullins J, 2010. The New Business Road Test: What entrepreneurs and executives should do 
before writing a business plan. 3 Edition. FT Press 
 
Ries E, 2011. Lean Startup. Viking 
 
TalkBusiness Magazine, available from http://talkbusinessmagazine.co.uk/latest- magazine 
 
 
 
Why do you teach the course this way? 
 
We are trying to emulate the process of ideation to product launch of real games studios.  
The module author (Dr John Sutherland) has worked with the computer games industry 
since the late 1980s, has seen many former students succeed (and fail) with start-ups, and 
used to run his own new-start games studio until 2012.   
 



The aim is the get a real-world-esque interface to government agencies, banks, game 
players, etc. using typical communication media.  The overall aim is to academically protect 
the students but also get them to a stage where they could go live as a studio if they 
wished; so, that is, to stop just short of that final decision point.  In doing so the students 
should learn not just formalised Management Science models and language, but also the 
harsh realities, excitement and unpredictabilities of being a new games studio entrepreneur. 
 
 
 
Integration 
 
Students have previously learned a lot about games design and creation and have been 
taught by staff, some of whom have had real world commercial experience.  Having said 
that, if you changed the word ‘game’ in the module title to ‘music’, ‘television’, ‘movies’, 
‘apps development’ or another creative or entertainment industry much of the curriculum 
would probably remain relevant.  Whether it has meaning much beyond 
interactive/entertainment fields isn’t know. 
 
 
 
Other comments  
 
The module author/proposed-deliver is the Editor-in-Chief of The Computer Games Journal 
(which was established by his former games studio) which has a Special Edition on Games 
Entrepreneurship coming out in December.  See twitter.com/compgamejou or 
www.computergamesjournal.com 
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