








TRANSCRIPT OF ACADEMIC RECORD 
Master of Science in Information Technology 

The IT University of Copenhagen hereby confirms that Amanda Natalie Rasmussen has 
successfully completed the following study activities: 

Examination Study Activity 

Date 

2015-01-09 Game Design 

2015-06-23 Game Development 

2015-08-18 30 Game Art 

2015-06-10 From Concept Art to In-Game Graphics 

2016-06-28 Thesis: Larp-/n-A-Box - A  Playcentric Approach to Beginner-Friendly Larp Design 

2016-01-05 Project: DADI U Competence Project 

2016-01-27 Foundations of Play and Games 

2016-01-05 Project: DADIU 1st month 

2016-01-05 Project: DADIU final production 

Total number of credits earned: 120 ECTS-points. Each activity must be passed separately. 

2 years of full time studies. 
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C 15.00 English 

B 15.00 English 

A 7.50 English 
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A 7.50 English 

A 15.00 English 
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Weighted average: 

, The IT University does not 

11.13, calculated as the average of all marks awarded for passed study activities weighted by ECTS credits. 

ays have information on the examination language for examinations passed at other universities. 
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KOMPETENCEPROFIL 
Kompetenceprofil for: 
Uddannelse: 

Amanda Natalie Rasmussen

 Cand.it. i spil 

Formalet med Kandidatuddannelsen i Jnformationsteknologi er pa videnskabeligt grundlag at kvalificere den 
studerende til at identificere, formulere, I0se og reflektere over komplekse informationsteknologiske problemer. 
Kandidaten kan vurdere, anvende og udvikle den underliggende teknologi og de videnskabelige tearier, metoder og 
redskaber, den bygger pa. 
Kandidaten ska) selvst;endigt kunne igangs;ette og gennemf0re fagligt og tv;erfagligt samarbejde samt kunne 
interagere i globale og distribuerede samarbejder, idet den studerende i dialogen inddrager forskningsbaserede 
perspektiver. 
Med udgangspunkt i den studerendes forudgaende bacheloruddannelse ska) uddannelsen kvalificere den studerende 
til at skabe sin egen it-faglige profil samt til selvst;endigt at kunne tage ansvar for egen faglig udvikling og 
specialisering. 

Viden og forstaelse 
Kandidaten har opnaet vi den om og forstaelse af: 
- vcesentlige tearier i forbindelse med forstaelse af medie- og spilteknologi og deres kulturelle og sociale betydning baseret pa
forende international forskning inden for de enkelte omrader
- vcerkt0jer, metoder og teknikker i forbindelse med udvikling af innovativ og kreativ medie- og spilteknologi
- vcerkt0jer, applikationer og tearier i forbindelse med udvikling og programmering af kompleks medie- og spilteknologi

Fcerdigheder 
Kandidaten udvikler f0Igende fcerdigheder: 
- Kandidaten kan identificere og karakterisere en Jang rcekke tearier og teknologier inden for udvikling af medie- og
spilteknologi og l'!lprodukter
- Kandidaten kan se virkningen og betydningen af nyskabelser ind en for me die- og spilteknologi

Kompetencer 
Kandidaten opnar folgende kompetencer: 
- Kandidaten kan designe og udvikle innovative teknologier og koncepter inden for spil baseret pa en videnskabelig analyse
- Kandidaten kan handtere de komplekse og uforudsigelige processer ved udvikling af spil inden for lokale save I som globale
produktionskrav
- Kandidaten kan bygge bro mellem de kreative ideers grcensel0shed og systemkravenes begrcensninger
- Kandidaten kan udvikle produkter, prototyper og tearier, der udnytter og analyserer medie- og spilteknologier fuldt ud
- Kandidaten kan indga i tvcerfagligt samarbejde og i Iokalt og globalt teamwork i forbindelse med design og udvikling af spil

Tillcegskompetencer 
Kandidater inden for de forskellige spor pa uddannelsen Spil har desuden opnaet folgende kompetencer: 
- Design: Kandidaten kan designe og udvikle innovative spil og medier baseret pa videnskabelig forskning
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COMPETENCE PROFILE 
Competence profile for: 
Programme: 

Amanda Natalie Rasmussen, 

Master of Science (MSc) in IT, Games 

The purpose of the Master of Science Programme in Information Technology is to provide students with the scientific 
qualifications to identify, formulate, solve and reflect on complex problems relating to information technology. 
The programme prioritises the student's ability to assess, apply and develop the underlying technology as well as the 
scientific theories, methods and tools upon which it is based. 
The student must have the ability to independently initiate and carry out collaborative work in professional and 
multidisciplinary settings. Furthermore, the student must have the ability to engage in global and distributed interaction, 
drawing on research-based perspectives. 
On the background of the student's preceding bachelor's programme, the programme provides the student with the 
qualifications to define his or her own academic profile within the field of information technology and to take independent 
responsibility for his or her own professional development and specialisation. 

Knowledge and Understanding 
The graduate will develop knowledge and understanding of: 
- Significant theories related to the understanding of media and games technologies and their cultural and social impact,
based on the highest international research within each subject area
- Tools, methods and technologies applicable to the development of innovative and creative media and games technologies
- Tools, applications and theories applicable to the development and programming of complex media and games technologies

Skills 
The graduate will develop the following skills: 
- The graduate can identify and characterize a wide set of theories and technologies for the development of media and games
technologies and products 
- The graduate can recognize the impact and projection of innovation developments in the field of media and games 
technologies

Competences 
The graduate will develop the following competences: 
-The graduate can design and develop innovative technologies and concepts within games based on a scientific
analysis
-The graduate can manage the complex and unpredictable processes of game development within local and global
production requirements
-The graduate can reconcile the limitlessness of creative ideas with the limitations of system requirements
-The graduate can bring about products, prototypes and theories which make appropriate use and analysis of media
and games technologies

-The graduate can collaborate with others in interdisciplinary and varied local and global teams in a game design and
development process

Track Specific Competences 
Additional track specific competences for graduates from Games are: 
- Design track: The graduate can design and develop innovative games and media based on scientific research
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