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Interested in game design but worried that you are not strong in programming? This course does not
start by asking you to write lots of code. It starts from game design and creative production:
characters, stories, scenes, Ul, 3D models, animation, music, and sound, helping you turn ideas into
visible work step by step.

You will learn how to plan a game: what the theme is, how the gameplay works, what the characters
look like, what players see on screen, how the interface is arranged, and how the overall style is
created. You will also explore 3D modelling, animation, character design, Game Ul, game music and
sound design, digital image and video editing, building your portfolio along the way.

This course is suitable for students who enjoy creating visuals, stories, characters, and interactive
ideas. Through on-campus project practice, you will experience a simplified production workflow,
collaborate in teams, complete creative work, and present your outcomes. The focus is design
thinking, creative expression, and portfolio building, not training you to become a pure programmer.

IEEAIE? | Who Is This For?

!ll]ilnin)}?iﬁﬂj FARBEX, T2EEABHETIE. BRGREER. XBIRFIR. FBERS58FY, B
218 “NRERRR, BREXFH. 7 BL, FRERERNRESEM.

MRREREE. RITAE., BHME. HEWR. 3DRE, FRTEEGRSERAF, EXBLECETER
w2, WRAKED. FRE EITHRERT. ISSHEIIERE, TREG—FERERERFR.

REGREHFH, RREMER, FSREEBEMEE, RRRESXRRE.

If you play games and notice more than just winning, such as whether the characters look good,
whether the visuals feel right, whether the menu is smooth, or whether the music fits the mood, and
you often think, “If | designed this, | would do it this way,” then this course may feel like it is talking
about you.

If you enjoy drawing, character design, storytelling, short videos, 3D models, or you often have game
ideas in your head but worry that programming is not your strength, that is okay. This course focuses
on game design, creative production, and portfolio building, not turning you into a programmer from
day one.

As long as you are willing to create, improve your work, and slowly turn your ideas into something
visible, this is a suitable path for you.
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Plan game concepts, world settings, character backgrounds, gameplay flow, and basic game design
documentation
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Design characters, visual styles, 2D assets, game interfaces, menus, HUDs, and interactive screens
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Use 3D modelling and animation techniques to produce characters, objects, environments, and
presentation visuals
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Learn basic game scripting, interactive logic, player experience design, and prototype planning
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Use Generative Al, royalty-free resources, and audio tools to create game music, sound effects,
and creative content
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Use image and video editing tools to prepare portfolios, promotional materials, and project
showcases
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Develop teamwork, task execution, prOJect presentation, and professional communication through
on-campus Workplace learning projects
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3D Modelling (1)
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Animation Techniques (1)
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3D Modelling (2)
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Animation Techniques (2)
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Character Design
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Game Ul Design
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Scripting & Design for Digital Games
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Game Music and Sound Design

#U4EENE | Supporting Core Courses

- BFE S SHRITH
E-Commerce & Digital Marketing
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Digital Image and Video Editing
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Practical ICT Skills
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Generative Al Tools
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Presentation Skills
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Work-based Soft Skills
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Workplace English Communication (1)
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Workplace English Communication (2)
ML | In-School Internship
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Workplace Learning (In-School Internship)

* Please note that the modules listed are indicative and may be subject to change.
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100% Assignment and Practical Exercises. The course
offers both the theory (20%) and practice (80%)
of Digital Game Design skills, with a focus on the
practical application of these skills in the workplace.

Teamwork is encouraged and students learn to work in
groups or individual to complete their projects.
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Diploma awarded by West College Scotland, UK
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The game and digital media industries need more than
programmers. They also need people who can design
experiences, produce visual assets, plan interaction,
and turn ideas into presentable work. Advertising,
education, events, exhibitions, multimedia production,
and interactive content projects also value game
design and digital content production skills.

Graduates will be equipped with entry-level skills in
digital game design, 3D modelling, animation,
character design, game Ul, interactive media, and basic
scripting. They may enter game production, creative
media, multimedia production, interactive content, or
related support roles, or continue further studies in
game development, software engineering, multimedia
technology, or creative digital media.

Common Job Roles

Graduates may pursue careers as Junior Game
Designer, Game Production Assistant, 3D Modelling
Assistant, Junior Animator, Character Design Assistant,
Game Ul Design Assistant, Multimedia Production
Assistant, Interactive Media Assistant, and Game
Testing Assistant.
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You don’t need to be good at programming - game design and creativity matter more.

| 017-394 0668 | 010-907 5842 03-8737 8770 | 03-8737 9292

(DEPARTMENT OF INNOVATION AND TECHNOLOGY) (GENERAL LINE)

o B5-B7, Block B, Jalan TKS 1, Taman Kajang Sentral, 43000 Kajang, Selangor. P enrolment@neivce.edu.my
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