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ARTS UNIVERSITY BOURNEMOUTH
COURSE SPECIFICATION

The Course Specification provides a summary of the main features of the BA (Hons) Games
Narrative course and the learning outcomes that a ‘typical’ student might reasonably be
expected to achieve and demonstrate if they pass the course.

Further detailed information on the learning outcomes, content and teaching and learning
methods of each unit may be found in the Unit Descriptors, which forms part of the Course
Handbook.

Key Course Information

Final Award BA (Hons)

Course Title Games Narrative

Award Title BA (Hons) Games Narrative

Teaching institution Arts University Bournemouth

Awarding Institution Arts University Bournemouth

Offered in the School of Arts and Communication

Professional accreditation None

Length of course / mode of study 3 years full-time

Level of final award (in FHEQ) Level 6

Subject benchmark statement Art and Design / Business and
Management

UCAS code

Language of study English

External Examiner for course: To be confirmed

Please note that it is not appropriate for students to contact external examiners directly

Date of Validation Feb 2025

Date of most recent review 2025

Date course specification written/revised Feb 2025

Course Description

The BA (Hons) Games Narrative is a dynamic and future-focused course designed to equip
aspiring narrative designers, writers, and storytellers with the creative, technical, and critical
skills to craft immersive, interactive, and compelling stories for the gaming industry.

Combining creative innovation with industry-relevant knowledge, this program prepares
graduates to shape the future of narrative design, ensuring their stories not only entertain but
also provoke thought, evoke emotion, and inspire change.

Central to the course is the exploration of ‘Meaningful Games,’ a concept that highlights the
transformative potential of games to address societal issues, challenge perceptions, and
resonate deeply with players. Students will learn how to infuse their narratives with purpose,
creating engaging experiences that go beyond mere entertainment. Whether tackling themes
of identity, diversity, or ethics, students will gain the skills to design narratives that are
inclusive and impactful.



The course emphasizes narrative design, player agency, and game mechanics, teaching
students how to integrate storytelling into gameplay effectively. Through a hands-on and
collaborative approach, students will develop their skills in character development, world-
building, and thematic exploration, exploring how these elements combine to create
memorable player experiences. Shared units with the BA Games Art and Design and BA
Business of Games courses, such as Storytelling Through Games and Gender, Identity,
and Values, encourage interdisciplinary collaboration, offering students insights into the
broader game development process.

The curriculum evolves progressively across three years, starting with introductory
storytelling principles and advancing toward complex, industry-ready narrative designs.

In Year 1, students explore the basics of narrative structures, storytelling techniques, and
their applications in games. They will explore how to create immersive characters and
worlds, laying the groundwork for their future projects.

Year 2 introduces critical themes of representation, branching narratives, and player
decision-making, alongside self-directed projects that allow students to apply their learning to
original narrative designs.

In Year 3, students tackle advanced narrative techniques such as transmedia storytelling and
complete a capstone Final Major Project that showcases their mastery of game narrative
design.

Throughout the course, students will use cutting-edge tools and technologies, including Al, to
stay at the forefront of the industry. They will have access to state-of-the-art resources, such
as game development suites and collaborative spaces, fostering a creative environment that
mirrors professional game studios. Industry engagement is a key feature of the program, with
opportunities to network with professionals, attend guest lectures, and receive feedback on
their work.

Graduates of the BA (Hons) Games Narrative course will leave with a comprehensive
portfolio that demonstrates their ability to craft innovative and adaptive narratives across
genres and platforms. They will be well-prepared for roles such as Narrative Designer,
Scriptwriter, Transmedia Storyteller, or Al Games Prompter in the gaming and wider
creative industries. By blending creativity, technical proficiency, and critical insight, this
course empowers students to push the boundaries of game storytelling and make their mark
in a rapidly evolving field.

Distinctive features of the course

Distinctive Features of the BA (Hons) Games Narrative Course

Emphasis on Meaningful Games: Focus on crafting narratives that address societal issues
and inspire change, going beyond entertainment to create impactful stories.

Interdisciplinary Collaboration: Shared units with BA Games Art and Design and BA
Business of Games promote teamwork across disciplines, integrating narrative with
gameplay and design.

Cutting-Edge Technology: Explore emerging tools like Al and transmedia storytelling to
stay ahead of industry trends and create innovative, immersive narratives.

Industry-Ready Skills: Gain practical experience through Launchpad, industry networking,
and portfolio development, preparing for roles like Narrative Designer and Game Writer.



EDI and Gender Focus: Learn to design inclusive narratives, tackling themes like gender,
identity, and ethics to resonate with diverse audiences.

Course Industry Patron Scheme: All courses at AUB are connected formally with an
industry Patron, an industry practitioner or business that acts as a critical friend to the course
and course team. Many courses work with several industry partners, but the more formal
Industry Patron connection offers the opportunity to collaborate and maintain close relations
with industry / business. This is a unique concept that ensures AUB courses are industry
relevant and maintain current practices while providing further opportunities for students to
engage with industry practitioners.

AUB Strategic vision

The BA (Hons) Games Narrative course aligns with the university's strategic vision in
several ways:

Innovation: This course addresses the growing demand for innovative storytelling in games,
incorporating emerging technologies such as Al and transmedia storytelling. By staying at
the forefront of industry trends, it supports the university’s goal to offer relevant and forward-
thinking programs in the creative education sector.

Collaboration: The course fosters interdisciplinary collaboration, with shared units and
projects involving Games Art and Design and Business of Games. This integrated
approach creates a culture of teamwork and exchange among students, enhancing their
learning experience and preparing them for collaborative industry environments.

Internationalisation:

With its focus on globally relevant themes and the universal appeal of storytelling, the course
is designed to attract international students. It contributes to the university's
internationalisation and diversification objectives by appealing to a wide range of learners
eager to develop their skills in narrative design within a global context.

Optional Placement Year

The optional Placement Year offers students the opportunity to:

e Get under the skin of an industry, organisation, and role to assist them with making
better-informed decisions about their future career prospects.

o Undertake a placement, which ensures students can take personal responsibility for
tasks, duties, and projects within a real-world work setting.

e Develop and recognise their own work ethic and powers of critical reflection.

¢ Build high-level transferable skills and enhance professional competencies in the
workplace.

The Placement Year will be recognised on the degree transcript. As students will remain a
registered student for the duration of the Placement Year, they will retain access to all
university support services. Students will be allocated a Placement Tutor who will maintain
regular remote contact with them. Placements often lead to a permanent role on graduation,
providing a greater chance of success for graduates of this course.

Course Aims

o Course Aims for BA (Hons) Games Narrative

o Equip students with essential narrative design and storytelling skills for the gaming
industry:

Students will develop expertise in crafting compelling, interactive, and immersive
stories that enhance gameplay and player engagement.



o Provide in-depth knowledge of narrative techniques, player agency, and emerging
technologies: The course explores advanced storytelling methods, branching
narratives, and tools such as Al, preparing students to stay at the forefront of industry
trends.

o Foster creativity and innovation to develop impactful and meaningful game narratives:
Students will learn to design stories that challenge perceptions, address societal
issues, and resonate with diverse audiences.

o Encourage interdisciplinary collaboration to integrate narrative with gameplay and
design:
Shared projects with Games Art and Design and Business of Games students allow for
a holistic understanding of how storytelling complements other aspects of game
development.

o Prepare graduates for diverse career pathways in the gaming and creative industries:
By combining theoretical insights with practical experience, students are equipped for
roles such as Narrative Designer, Game Writer, and Transmedia Storyteller in both
indie and AAA sectors.

Course Qutcomes

This course enables students to demonstrate subject knowledge and understanding,
intellectual and academic skills, practical subject skills, key skills and attributes, and
professional and transferable skills.

The outcomes that students will have demonstrated upon completion of the BA (Hons)
Games Narrative are as follows:

Expertise in Narrative Design:
Graduates will demonstrate expertise in crafting immersive, interactive narratives, integrating
storytelling seamlessly with gameplay mechanics and player agency.

Advanced Storytelling Techniques:
Students will develop skills in world-building, character development, branching narratives,
and transmedia storytelling, ensuring adaptability across genres and platforms.

Critical Understanding of Representation:
Graduates will be able to analyse and create inclusive narratives, addressing themes such
as gender, identity, and values, while applying ethical storytelling practices.

Proficiency in Emerging Technologies:
Students will utilize tools such as Al and explore innovative approaches to storytelling,
preparing them to engage with cutting-edge industry practices.

Career-Ready Skills and Industry Knowledge:

Graduates will leave with a comprehensive portfolio showcasing their narrative expertise,
equipping them for roles such as Narrative Designer, Game Writer, or Transmedia
Storyteller.

Collaborative and Interdisciplinary Insight:

Through shared projects with Games Art and Design and Business of Games, graduates
will understand how storytelling integrates with other creative and technical disciplines in
game development.



Problem-Solving and Independent Thinking:

Students will be able to conceive, develop, and execute original narrative projects, critically
reflecting on their creative decisions and adapting to challenges in a professional
environment.

Reference Points

UK Quality Code for higher education, including:

o Subject Benchmark Statement: Art and Design
o Framework for Higher Education Qualifications (FHEQ)
o AUB LTAF and Undergraduate Assessment Regulations

Learning, Teaching, and Assessment Strategies

The BA (Hons) Games Narrative employs a range of innovative and dynamic learning,
teaching, and assessment strategies designed to prepare students for the fast-evolving
gaming and creative industries. Teaching methods blend traditional lectures, interactive
workshops, and hands-on storytelling projects, allowing students to develop both theoretical
understanding and practical narrative design skills. Collaboration is integral to the course,
with shared units and group projects involving students from Games Art and

Design and Business of Games. This interdisciplinary approach provides a comprehensive
understanding of the interconnected roles within game development, fostering a culture of
teamwork and holistic problem-solving.

Active, student-centred learning is emphasized throughout the program. Students engage
with case studies, narrative design challenges, and problem-based learning exercises,
tackling real-world scenarios faced by narrative designers. For example, units like Gender,
Identity, and Values and Advanced Narrative Techniques require students to apply
theoretical concepts to practical storytelling tasks, such as creating branching narratives or
designing transmedia story arcs. Industry guest lectures, workshops, and feedback sessions
provide insights into current trends, professional practices, and cutting-edge tools, enhancing
the learning experience with real-world relevance.

Assessment strategies are tailored to the needs of a narrative-focused program, blending
creative and academic rigor. Students are assessed through a mix of narrative projects,
written analyses, presentations, and collaborative tasks. For instance, the Final Major
Project in Year 3 requires students to develop a comprehensive game narrative, integrating
skills learned across all units and presenting a polished portfolio piece. Formative
assessments, such as progress reviews, peer critiques, and reflective journaling, provide
students with ongoing feedback and opportunities to refine their work, ensuring professional-
level outcomes. Group projects further emphasize teamwork, reflecting the collaborative
nature of the gaming and creative industries.

Digital tools and technologies play a central role in teaching and assessment, ensuring
students are equipped with industry-standard practices. Platforms for interactive storytelling,
Al-driven narrative design, and game development software are integrated into the
curriculum, providing hands-on experience with emerging technologies. Reflective journals
and digital portfolios encourage students to critically evaluate their creative processes,
develop self-awareness, and document their progression.

By combining innovative teaching methods with practical, applied assessments, the BA
(Hons) Games Narrative ensures that graduates possess not only the knowledge but also
the skills and confidence to excel in roles such as Narrative Designer, Game Writer, and
Transmedia Storyteller. This approach fosters independent thinking, creativity, and
adaptability—qualities essential for success in a rapidly evolving industry.



Student Engagement

Enhanced Learning through Collaboration: The course prioritizes teamwork through
group projects and interdisciplinary activities, fostering cooperative learning and creative
engagement. Students collaborate with peers from Games Art and Design and Business
of Games, gaining diverse perspectives that enrich their understanding of storytelling’s role
within the broader game development process.

Co-Design of Learning: Students actively shape their educational experience by engaging
in activities such as creating narrative-driven projects, exploring ethical storytelling, and
experimenting with innovative storytelling techniques. This participatory approach ensures
their learning journey is both personalized and aligned with their creative and professional
aspirations.

Building a Professional Portfolio: Practical projects and progressive assessments are
designed to help students develop a compelling portfolio that demonstrates their narrative
design skills and creative problem-solving abilities. The Final Major Project and reflective
journal in the final year emphasize individual storytelling styles while aligning with career
ambitions in roles like Narrative Designer or Game Writer.

Real-World Applications and Networking: Engagement with industry professionals, guest
speakers, and live narrative briefs provides students with hands-on experience and insights

into professional practices. These opportunities not only enhance their learning but also help
them build valuable industry connections and prepare for careers in the creative and gaming
industries.

Assessment

Each unit is assessed separately, and the assessment forms part of the unit. Assessment
both provides a measure of student achievement, and also provides students with regular
feedback on how their learning is developing.

For every unit of a course, we will inform students of what they are expected to learn; what
they need to submit; how their work will be assessed; and the deadline for presenting work
for assessment.

A minimum of one unit at Level 4 will be assessed on a pass/fail basis, with written feedback
but no numerical grade. All other units will be given a percentage mark.

Students will receive a final mark for each unit in the form of a percentage, which will be
recorded on a formal record of achievement (transcript). Each component of assessment is
graded using a notched marking scale, whereby only certain marks are used within each
grade. The only marks available within any ten-point band are *2, *5 and *8 (e.g. 62, 65, 68).
These marks correspond to a low, mid, and high level of achievement within each grade
band.

All learning outcomes must be passed to successfully complete the unit.

On successful completion of an Honours degree course, students will be awarded a degree
classification based on their unit marks. The final classification is determined using all unit
marks at Levels 5 and 6.

If a student has joined Level 6 through either the Recognition of Prior Learning (RPL) route
or having completed a Foundation Degree (FdA), the final classification is determined using
only unit marks at Level 6.



For further information on assessment, progression, awards, and classifications, please visit
https://aub.ac.uk/requlations

Course Structure

All students are registered for the award of BA (Hons); however, exit awards are available if
a student leaves the course early, having successfully completed one or two levels. If
students successfully complete a level of the course, they will automatically be entitled to
progress to the next level.

For the award of a Certificate of Higher Education (CertHE), students must have achieved a
minimum of 120 credits at Level 4. This qualification may be awarded if a student leaves the
University following successful completion of the first year of the course.

For the award of a Diploma of Higher Education (DipHE), students must have achieved a
minimum of 240 credits of which a minimum of 120 must be at Level 5. This qualification
may be awarded if a student leaves the University following successful completion of the
second year of the course.

For the award of a BA (Hons) a student must have achieved a minimum of 360 credits of
which a minimum of 240 must be at Level 5 or above, of which a minimum of 120 credits
must be at Level 6. This qualification will be awarded upon successful completion of the
course.

A BA without Honours may be awarded if a student achieves 300 credits, at least 180 of
which are at Level 5 or above, and at least 60 of which are at Level 6.

Core Values and Skills

In developing courses, the University aims to create a curriculum that reflects its values and
ethos. It should prepare students for the future not only in enabling them to have a
successful career, but also empower students with the knowledge, skills and passion to have
a positive impact on the world and be an agent for change. AUB has drawn from the United
Nations Sustainable Development Goals (SDGs) (https://sdgs.un.org/goals) which have
informed our values of Equality, Diversity and Inclusion as well as our Graduate Attributes.

Equity, Diversity, and Inclusion (EDI)

“We are better for our diversity. We are enriched by the depth of respect we have for each
other and the strength of our relationships with our people, our places and the planet.
Through our commitment to working with those who are different to us, or challenge us, we
grow stronger together, creating new synergies, global connections and sustainable futures.”
(AUB Strategy 2030)

As an organisation we have moral, social and legal obligations to fulfil in terms of EDI, and in
doing so our commitment is to put EDI at the heart of every area of activity. It is not covered
as a separate, stand-alone section, rather it forms an integral part of the curriculum,
throughout your study here.

Graduate Attributes (GA)
Over recent years, there has been an increasing pace of change, technological, social,
environmental. This has been further impacted by the world-wide pandemic effecting

significant change in the global economy and the employment market.

In this context, the University has recognised the importance of developing AUB graduates
who have the attributes to be able to build their career, adapting to different circumstances


https://aub.ac.uk/regulations
https://sdgs.un.org/goals

and embracing changes. A suite of attributes have been defined that we feel are particularly
appropriate to the creative courses that we deliver and to AUB’s core values; during your
course, both curricular and extra-curricular activities will give you the opportunity to prepare
for your working career.

The course will introduce students to topics which are integrated with the curriculum at every
stage of learning. This will allow the student to structure their career development journey
through levels 4-6 of the degree course and consider the following stages: Self Awareness,
Opportunity Awareness, Decision Making and Transitioning into Work. These align to the
AUB Career Readiness stages: Explore, Focus, Engage and Achieve.

In practice, this means that each unit of the course, at each Level, will include elements of
career development and these will be shown explicitly in unit descriptors and outline
syllabuses. Whilst students engage with these as they go through each unit, they will all
come together in the final unit at each Level. Such an approach is designed to support
students in the next steps they take after graduation, in whatever direction those may be, and
is fundamental to degree studies.

Students will also have the option, between Level 5 (Year 2) and Level 6 (Year 3) of
undertaking an extended period of work experience. The course team will be able to discuss
this at the appropriate time.

Maintaining Health and Wellbeing

Throughout the course students are encouraged to reflect on their own health and wellbeing,
and to develop themselves as a healthy creative practitioner. Students will consider how to
develop study and work strategies and habits which maintain and promote their own
wellbeing, and to manage their professional activities in a way which safeguards their mental
and physical health.

Course staff have designed the course in order that, as far as is reasonably possible, health
and wellbeing are promoted. Therefore, it is vital students maintain constructive
communication with their colleagues and their staff throughout their time on this course.

Course Content

The BA (Hons) Games Narrative equips students with the skills to create compelling,
immersive, and interactive stories for the gaming industry. The course combines creative
storytelling techniques with technical expertise, exploring how narrative design enhances
gameplay and player engagement. Students delve into key areas such as world-building,
character development, ethical storytelling, and the integration of narrative with game
mechanics. Throughout the program, they also examine themes of diversity, inclusivity, and
societal impact within games while gaining practical experience through interdisciplinary
projects and real-world applications.

With a focus on innovative technologies like Al and transmedia storytelling, the course
prepares graduates to adapt to evolving trends and challenges in both indie and AAA game
development. By the end of their studies, students will have developed a professional
portfolio and a capstone narrative design project, positioning them for roles in game
development studios, writing teams, or transmedia ventures.

Level 4
Introduction to Game Narratives:

This foundational unit introduces students to the principles of storytelling in games, including
narrative structures, interactive elements, and the relationship between story and gameplay.



Students explore how to craft engaging stories that enhance the player experience and
experiment with tools like Al to create dynamic narratives.

Character Development and World-Building:

Students learn to design compelling characters and immersive worlds, exploring how these
elements drive narratives and player engagement. The unit emphasizes creativity and
collaboration, equipping students to create believable characters and richly detailed settings.

Storytelling Through Games (Narrative):

A shared unit with Games Art and Design, this unit explores narrative mechanics in game
design, focusing on Meaningful Games. Students examine branching storylines, dialogue
systems, and ethical storytelling while collaborating on interdisciplinary projects.

Level 5

Gender, Identity, and Values (Narrative):

This shared unit examines representation, inclusivity, and ethics in game narratives.
Students analyze how gender and identity influence storytelling and explore techniques to
create narratives that reflect diverse perspectives. By the end, students apply these insights
to their own projects.

Self-Initiated Narrative Project:

Students propose, design, and develop their own narrative project, integrating story and
gameplay mechanics. This unit encourages independent thinking and creative
experimentation, with a focus on refining storytelling techniques and understanding player
engagement.

Launchpad (Narrative):

A year-long shared unit with Games Art and Design and Business of Games, this unit
prepares students for careers by focusing on professional portfolios, collaboration skills, and
industry knowledge. Topics include intellectual property, networking, and career development
strategies.

Level 6

Advanced Narrative Techniques:

This unit explores advanced storytelling concepts such as transmedia storytelling, where
narratives unfold across games, films, and other platforms. Students also examine complex
world-building and narrative structures, pushing the boundaries of traditional storytelling.

Industry Report:

Students conduct research into how narrative design is utilized within the gaming industry,
exploring trends, roles, and career opportunities. This report develops critical thinking and
professional insight, preparing students to position themselves within the field.

Final Major Project:

The capstone unit allows students to develop a comprehensive narrative design project,
showcasing their mastery of storytelling, gameplay integration, and creative innovation. The
project reflects their personal style and career ambitions, serving as a standout piece in their
professional portfolio.

Reflective Journal:

Running alongside the Final Major Project, this unit encourages students to critically analyse
their creative processes, evaluate narrative decisions, and document their growth as
narrative designers.



Specialist resources:

* Hi-spec professional level hardware/software.
* Excellently resourced library
» Specialist arts institute campus

Course Units

Unit code Unit title Credit
weighting
Level 4
GNA401 Introduction to Game Narratives 40 credits
GNA402 Character Development & World-Building 40 credits
GNA403 Storytelling Through Games 40 credits
Level 5
GNA501 Gender, Identity, and Values (Narrative) 40 credits
GNA502 Launchpad: (Narrative) 40 credits
GNA503 Self-Initiated Project 40 credits
Level 6
GNAG601 Advanced Narrative Techniques 20 credits
GNAG602 Industry Report 20 credits
GNA603 Final Major Project 60 credits
GNA604 Reflective Journal 20 credits




Course Diagram

This diagram shows the proposed start/end dates for each unit and shows teaching weeks only; holiday periods are not included.
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Level 6
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GNAG602 Industry Report
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GNAG604 Reflective Journal
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(weeks 11-28)
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