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Degree: Videogame Creation and Narration

Field of Knowledge: Social and Legal Science

Faculty/School: Communication Science

Course: CREATION OF PROTOTYPES AND SALES PRESENTATIONS

Type: Compulsory ECTS credits: 6

Year: 4 Code: 4680

Teaching period: Eighth semester

Area: Company

Module: Organisation and Production of Videogames

Teaching type: Classroom-based

Language: Spanish

Total number of student
study hours:

150

SUBJECT DESCRIPTION

La asignatura esta dividida en dos bloques relacionados, ambos necesarios e imprescindibles de cara a mostrar

nuestros proyectos tanto al público como a posibles inversores.

En Creación de prototipos desarrollamos cuales son los objetivos que un buen prototipo debe cumplir a nivel

técnico y artístico, así como la forma de alcanzarlos.
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En Presentaciones comerciales tratamos las técnicas que nos llevan a realizar una buena presentación de

nuestro proyecto, para que conecte, impacte

SKILLS

Basic Skills

Students must have demonstrated knowledge and understanding in an area of study that is founded on general

secondary education. Moreover, the area of study is typically at a level that includes certain aspects implying

knowledge at the forefront of its field of study, albeit supported by advanced textbooks

Students must be able to apply their knowledge to their work or vocation in a professional manner and possess

skills that can typically be demonstrated by coming up with and sustaining arguments and solving problems within

their field of study

Students must have the ability to gather and interpret relevant data (usually within their field of study) in order to

make judgments that include reflections on pertinent social, scientific or ethical issues

Students must be able to convey information, ideas, problems and solutions to both an expert and non-expert

audience

Students must have developed the learning skills needed to undertake further study with a high degree of

independence

General Skills

Capacity to sum up and interrelate the knowledge acquired during the degree with a view to apply it to a specific

project in a documented, consistent manner.

Capacity to form part of a multidisciplinary group with common objectives while fostering analysis and pooling

different approaches.

Specific skills

Capacity to develop game systems prototypes and the methods for their commercial presentation.

DISTRIBUTION OF WORK TIME

CLASSROOM-BASED ACTIVITY INDEPENDENT STUDY/OUT-OF-CLASSROOM
ACTIVITY

60   hours 90   hours

Page 2


