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SUBJECT:	New Apprenticeable Occupation:  Game Designer

1. Purpose. To inform the staff of OA, State Apprenticeship Agencies (SAA), Registered Apprenticeship program sponsors, and other Registered Apprenticeship partners of the following new apprenticeable occupation:  Game Designer

2. Action Requested. OA staff should familiarize themselves with this bulletin and the attached Work Process Schedule and Related Instruction Outline, as a source for developing apprenticeship standards and/or providing technical assistance.

Game Designer will be added to the List of Occupations Recognized as Apprenticeable by OA located on www.apprenticeship.gov.  A suggested Work Process Schedule and Related Instruction Outline are attached.

3. Summary and Background. 
a. Summary – The occupation Game Designer was submitted by Darold Davis, Principal & CEO, on behalf of Replicant AD, Inc., were processed by Kirk Jefferson and approved by the OA Administrator on October 4, 2023.  

b. Background – 

New/Revised Occupation Background - Under 29 CFR section 29.4, an occupation for a RAP must meet the following criteria to be determined apprenticeable:

a) Involve skills that are customarily learned in a practical way through a structured, systematic program of on-the job supervised learning:
b) Be clearly identified and commonly recognized throughout an industry;
c) Involve the progressive attainment of manual, mechanical, or technical skills and knowledge which, in accordance with the industry standard for the occupation, would require the completion of at least 2,000 hours of on-the-job learning to attain; and
d) Require related instruction to supplement the on-the job learning. 



4. New Apprenticeable Occupation. The occupation Game Designer was submitted for an apprenticeability determination.

Game Designer
O*NET-SOC CODE:  15-1255.01
RAPIDS Code:  3060
Type of Training:  Time-based, Hybrid, Competency-based
[bookmark: _Hlk138331702]Term Length: Time-based 2000, Hybrid 2,000 – 3,000, Competency-based 1 Year

Game Designer perform the following duties: 
· Design levels, missions, and features aligned with the creative and game directions;
· Collaborate with cross-functional teams to integrate game components and features;
· Develop in-engine prototypes and evaluate their performance;
· Create and maintain design documentation that will guide interdependent teams; and
· Test features and monitor post-launch to improve, add, or remove components.

5. Inquiries. If you have any questions, please, contact Kirk Jefferson, Apprenticeship & Training Representative at 202-693-3399.

6. Attachments. 
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Game Designer WPS
[bookmark: _Hlk133915399]WORK PROCESS SCHEDULE

Game Designer

O*NET-SOC CODE: 15-1255.01    RAPIDS CODE:  3060



A. Game Design Analysis								125 Hours

· Analyze a game as a designer, paying attention to the mechanics, dynamics, 

and aesthetics.

· Identify basic game design principles, documenting common 

(visual, audio, interactive, narrative, etc.) choices, styles, and/or aesthetics. 

· Demonstrate the ability to review and summarize contemporary 

video games, examining intent, form, and functionality.

· Distinguish contemporary game genres and platforms.

· Devise systems to organize and illustrate the interactivity and player

 immersion that exist within contemporary video games.

· Reconstruct the rules of contemporary games, in order to improve 

the gameplay experience. 

· Critique contemporary video games, providing adequate arguments

and justification.

· Interpret the role of game narrative and gameplay, evaluating its impact 

on the interactive storytelling environment.



B. Game Design Documents								125 Hours

· Create a game proposal.

· Create and maintain a Game Design Document (GDD). 

· Document all aspects of formal game design, using mock-up 

screenshots, sample menu layouts, gameplay flowcharts, and 

other graphical devices.

· Develop and maintain design level documentation, including 

mechanics, guidelines, and mission outlines.



C. Story and Game Creation								125 Hours

· Deconstruct and review the general principles of storytelling.

· Describe the process of creating characters and designing 

character actions within the storyline. 

· Explain the use of storyboarding in game design.

· Construct a storyboard showing the important transitions and beats.



D. System Dynamics									250 Hours

· Describe the system model as related to game development.

· Create a system model to describe the connections between 

inputs and outputs in a game. 

· Determine supplementary virtual features, such as currency, 

item catalog, menu design, and audio direction. 

· Model the game system entities: game objects, states, 

and processes, structure and behavior.



E. Game Development Tools								125 Hours

· Identify contemporary game development tools.

· Understand basic asset management and the relationships 

between different types of assets used in game development.



F. Game Asset Management								250 Hours

· Implement the fundamental concepts of project management 

within the context of the interactive application and video game 

development process.

· Differentiate between the Concept Document, the Story Treatment, 

and the Game Design Document (GDD).

· Distinguish components of a Work Breakdown Structure (WBS). 

· Create and manage documentation, production schedules, 

prototyping goals, and communication plans in collaboration 

with production staff.



G. Game User Interface Design							250 Hours

· Design engaging and efficient user interfaces for a variety of 

game genres, devices, and platforms.

· Identify and differentiate the types of user interfaces used in 

game design: heads up display (HUD), in-game, settings, menus, . 

· Implement game accessibility guidelines to user interface 

designs across platforms and devices. 



H. Level Design									250 Hours

· Explain the principles of level design.

· Plan and draw maps on paper, collect references, and create

 top down sketches for gameplay. 

· Compare and contrast various game flows.

· Use the fundamentals of level design to critique game levels.

· Communicate level design ideas, concepts, and models in a variety of ways.



I. Prototype Development								250 Hours

· Define prototyping strategy: determine level of fidelity required 

and suitability of prototype for testing.

· Determine technologies required for each game element 

composing the system.

· Construct prototype for verifying system dynamics and to be used 

for validation testing.



J. Game Design Validation								250 Hours

· Create gameplay test plans for internal and external test groups.

· Conduct regular design reviews throughout the game development process.

· Provide test specifications to quality assurance staff.

· Oversee gameplay testing to ensure intended gaming experience 

and game adherence to original vision.



Total Hours: 2000






RELATED INSTRUCTION OUTLINE

Game Designer

O*NET-SOC CODE: 15-1255.01    RAPIDS CODE:  3060



Please provide the Related Instruction Outline to include a list of the anticipated courses, the learning objectives, and the estimated number of hours that each course will last.





		Curriculum

		Hours



		Introduction to Game Systems

		20



		System Design

		20



		Communicating

		20



		Visual Design

		20



		Game Genres

		20



		Core Systems

		20



		Development Process

		20



		Single Player Design

		20



		Technical Design

		20



		Level Design

		20



		Prototyping

		20



		Creating a Prototype

		20



		Total Hours

		240









Training provider : 

CG Spectrum

https://www.cgspectrum.com/courses/introduction-to-game-design#study-options




