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The course. W

hat does it cover?
Anim

ation and G
am

e is an international and interdisciplina-
ry B

achelor‘s degree program
 w

ith a strong practical focus. 
The and project-based degree program

 is taught in English 
and qualifies students for a career in the international 
gam

es, m
edia and entertainm

ent industry. Students m
ust 

choose betw
een tw

o specializations:

The “Technology” specialization puts a focus on the  
technical developm

ent and production of anim
ations and 

gam
es. It gives a deep insight into the basic concepts and 

m
ethods of m

odern graphics program
m

ing and the creati-
on of art through technology. Students acquire know

ledge 
in gam

e engines, gam
e design, tech art, softw

are archi-
tecture and developm

ent, various program
m

ing languages, 
real-tim

e graphics program
m

ing, key aspects of com
puter 

science, generative AI as w
ell as procedural asset gene-

ration and creative softw
are tools. The “Art and D

esign” 
specialization is centered around the creative developm

ent 
and  technology-based realization of original  and innova-
tive anim

ation and gam
e experiences. It com

bines design 
theories, creative strategies and artistic practices in the 
field of anim

ation and gam
es w

ith digital production m
e-

thods. Students acquire com
petencies in key areas such as: 

anim
ation, gam

e design, narrative design, cinem
atography, 

visual developm
ent, look developm

ent and digital art. 

Practical applications. 
W

hat can I do w
hen I finish the course?

The „Technology“ specialization qualifies the students 
for technical careers in the international entertainm

ent 
or other high-tech industries, e.g. as gam

e or tool pro-
gram

m
ers, gam

e (system
) designers, technical artists or 

technical producers. The „Art and D
esign” specialization 

qualifies for creative careers in the international anim
ation 

and gam
e industry such as digital artist, technical artist, 

gam
e designer, anim

ation artist, narrative designer or 
creative producer. In addition, an advanced M

aster‘s degree 
course in Anim

ation and G
am

e is offered, w
hich qualifies 

students for leading positions in research and the creative 
industries.
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T + AD: Design Theory 1,
2,5 CP

T: Game 
Programming 1,
5 CP

T: Algorithms 
and Data 
Structures for 
Games, 5 CP

AD: Art, 
Animation and 
Creative
Technologies 1,
10 CP

AD: Art, 
Animation and 
Creative
Technologies 2,
10 CP

T: Game 
Programming 2,
5 CP

T + AD: 
Elective, 
5 CP

T + AD: Anima-
tion and Game 
Research 
Project, 
15 CP

Building on 
the Bachelor‘s 
degree, the 
following 
Master‘s degree 
programs are 
offered: 

Animation and 
Game Master 
of Arts 
Consecutive 
Master‘s 
program, 
specializations: 
„Creative 
Direction“ and 
„Technical 
Direction“, 3 or 
4 semesters

Expanded 
Media Master 
of Arts 
Consecutive 
Master‘s 
program, 3 
semesters

T + AD: 
Animation and 
Game Bachelor 
Thesis, 
15 CP

T: AI and 
Behavior 
Programming, 
5 CP

AD: Art, 
Animation and 
Creative 
Technologies 5,
5 CP

T + AD: 
Industrial 
Placement
or
Study Abroad 
Semester, 
30 CP

T: Network 
Programming, 
5 CP

AD: Art, 
Animation and 
Creative
Technologies 3,
5 CP

T + AD: Technical Art 1, 
5 CP

T + AD: Basic Technologies,
5 CP

T + AD: Game Design,
5 CP

T + AD: Sprint Project 1,   
5 CP

T + AD: Introduction to Research 
and Development,   2,5 CP

T + AD: Producing and Production 
Management 1,       2,5 CP

T + AD: Producing and Production 
Management 2,    2,5 CP

T + AD: Sprint Project 2, 
5 CP

T + AD: Producing and Production 
Management 3,       2,5 CP

T + AD: Technical Art 2, 
5 CP

T + AD: 
Research and 
Development
Methods, 
10 CP

T + AD: Design Theory 2,
2,5 CP

T + AD: Animation and Game 
Project 3,
15 CP

T + AD: Animation and Game 
Project 5,
20 CP

T: Graphics 
Programming, 
5 CP

T + AD: 
Animation 
and Game 
Project 6, 
15 CP

T + AD: Elective, 
5 CP

T + AD:  Technical Art Elective, 
5CP

 Animation and Game B.A. Bachelor of Arts   Master of Arts
1. Semester 2. Semester 3. Semester 4. Semester 5. Semester 6. Semester 7. Semester 8.-10. Semester

T = Technology Specialization  I  AD = Art & Design Specialization  CP: The sizes of the modules correspond to an average study and learn effort. For successfully completed modules, 
credit points are awarded – as a general rule 60 CP per year. Colour caption:    Mandatory Modules        Final thesis     Industrial placement      Electives     General  qualifi cation

Noa
Hervorheben
hier feht: "practive oriented", ferne "degree" streichen also sttdessen: "The practice oriented and project based program is taught in English and qualifies students for a career in the international media and entertainment industry 

Noa
Hervorheben
statt "tech art": technical art

Noa
Hervorheben
learning

Noa
Hervorheben
"...and technical art" statt:
"..., look development and digital art." 




