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ASSIGNMENT DESCRIPTION 
 

Learning Outcomes 
Module Learning Outcomes being Assessed: 

1. Externalise, evidence and appraise the practices of visual studies.  
 

2. Independently generate and evaluate new and innovative stylistic methods in the creation of conceptual design work. 
 

 
 

Task 
 
For the assessment of this module students will work as individuals and implement appropriate design and artwork 
techniques for the concept of proposed environment and character designs. Each student will be assigned to an idea / 
primary theme with which to design their environments and characters around. 
 

Each student will work to produce a comprehensive and coherent series of environment and character artworks that will 
detail the idea and style; this will be accomplished through the appropriate use of physical and digital artwork tools and 
techniques.  
 
At the conclusion of the project each student will have designed and created three environment assets and three character 
heads, along with the supporting preproduction materials (drawings, concepts and designs). 
 
The assignment will complete with each student demonstrating their artwork and completed assets to the assessing 
lecturers. 
 
In completing the assignment each student should be able to generate and/or demonstrate the following: 

 Form, function and modularity 

 Composition and framing conventions 

 Formal aspects e.g. rhythm, proportion, pace, temporality, line, value and texture 

 Colour theory, typography, perspective and grids 

 Exploration of impression as an interpretive response to stimuli 

 Affordance, accessibility and Golden Ratio 

 Analysis of character construction, with anatomical, proportional and stylistic considerations 

 Animation, movement / motion, character exercises  

 Matte Painting & Background imaging 

 Professional design methods / techniques  

 Observational analysis / timing through drawing and photography 

 Sculpting and 3D modelling methods 

 3D painting principles. 

 

 

 

 

 

 
 



Guidance for Students in the Completion of Tasks 
 

Ideas: 

In the development of ideas and material you should embrace as many sources of inspiration as possible and not simply limit 

yourself to a google image search or the video games within your idea’s genre; embrace music, architecture, natural history 

and art galleries (this is not an exhaustive list) as these can make excellent sources of inspiration and help evolve and generate 

ideas. Try to think laterally when struggling and remove yourself from your comfort zone. 

Demonstrations: 

Each student should arrive for the demonstrations with every piece of material that they have created over the semester for 

this project. The material should be organised in a manner which makes it readily available for demonstration when prompted. 

You are being assessed for the preproduction material as well as the final 3D assets. 

Technical: 

Each student maintain an archive of work on a specified drive. 

Other: 

Each student on the production teams will contribute an equal amount of work throughout the assignment.  

 
 

Assessment & Feedback 
 
Individual Demonstration (5 min per student) (50%)  

Preproduction material (50%) 

Demonstrations from each student on the work completed will be given at the submission date.  

 

Marking and weighting: 

2. Development                                   - 50% 

 Ideas and work are clearly iterated. 
 A realistic schedule has been drawn up. 

 The work produced is of a professional standard. 

 Problems found and solved are clearly documented. 

 There is evidence of creative experimentation. 
 
3. Technical Skill                                  - 50% 

 Assets completed are of a professional standard. 

 Player interaction implementations are of sound base and functional. 

 Problems found and solved are clearly documented. 

 The implementation and problem solving process is well documented. 
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4. Subject 
Knowledge 
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MODULE LEARNING OUTCOMES 
 

Upon the successful completion of this module, students should be able to demonstrate the ability to: 

1. Externalise, evidence and appraise the practices of visual studies.  

2. Independently generate and evaluate new and innovative stylistic methods in the creation of conceptual design work. 

COMMON ASSESSMENT AND MARKING CRITERIA 
ASSESSMENT CRITERIA OUTRIGHT 

FAIL MARGINAL FAIL SATISFACTORY GOOD VERY GOOD EXCEPTIONAL 

0-34% 35-39% 40-49% 50-59% 60-69% 70-79% 80-100% 
1. Research & Analysis 
Systematic exploration 
and selection of 
sources; effective 
interpretation and 
evaluation of findings. 

Limited or no 
material 
presented with 
limited or no 
evidence of 
critical enquiry. 

Material presented 
indicates a basic 
degree of insight 
and is of limited 
relevance to the 
task.  

Material presented 
is adequate and 
relevant 
demonstrating the 
application of 
standard research 
techniques. 

Material presented 
shows a good range 
of sources, is well 
organised and 
interpreted in a 
manner relevant to 
the task. 

Connections have 
been made 
between sources 
and qualitative 
judgements have 
been made in the 
interpretation of 
these findings. 

Research is 
extensive, well 
documented and 
critically evaluated 
with new personal 
judgements made 
and applied. 

Research and 
exploration is 
impressive both in 
extent and depth and 
the level of 
interpretation and 
critical insight is highly 
advanced. 

2. Development 
Formulation of 
innovative and effective 
concepts through 
appropriate application 
of problem solving, 
creative 
experimentation and 
testing methods. 

Limited or no 
engagement 
with the 
practical and 
creative 
processes of 
ideation. 

Basic proposals 
have been made 
but limited in 
scope and lacking 
in considered and 
focused 
development 
processes. 

Proposals are 
adequate and are 
delivered within a 
familiar and well 
established 
framework of 
methods. 

Proposed concepts 
are formulated with a 
good degree of detail 
through the use of a 
variety of systematic 
and exploratory 
methods. 

Concepts display 
innovative ideas 
within 
established 
territories, which 
are well resolved 
through sound 
practical and 
creative 
processes. 

Proposals respond 
effectively to 
unfamiliar or new 
conceptual 
territories and 
expand perceptions 
of process and/or 
product. 

Proposals both 
challenge and extend 
the conceptual territory 
and set new 
benchmarks for 
innovation and 
effectiveness within the 
field. 

3. Technical Skill 
Effective utilisation of 
appropriate materials, 
tools and techniques 
and the level of skill 
demonstrated in their 
application to the 
realisation process. 

Limited or no 
awareness and 
utilisation of 
tools and 
techniques are 
demonstrated. 

Rudimentary 
processes may 
have been applied 
but without 
consideration and 
competence. 

Skills 
demonstrated 
display adequate 
awareness and 
appropriate 
application of 
standard materials 
and methods. 

Controlled application 
of a range of 
materials and 
methods with good 
standards of finishing 
evident. 

Communication 
of intent is fully 
executed 
demonstrating 
diversity of 
process and 
effective 
technique. 

Extensive and highly 
advanced technical 
skills in established 
processes 
demonstrating 
sensitivity and 
excellence in idea 
realisation. 

Outstanding levels of 
technical skill in all 
aspects of the 
realisation process 
demonstrating the 
assimilation and 
development of cutting 
edge processes and 
techniques. 

4. Subject Knowledge 
Understanding and 
application of concepts 
and underlying 
principles associated 
with the discipline and 
the specific context of 
study. 

Unable to grasp 
or communicate 
key principles or 
knowledge. 

Limited 
understanding and 
communication of 
key principles or 
knowledge. 

Evidence of basic 
understanding of 
the relevant 
concepts and 
underlying 
principles. 

Knowledge is accurate 
and effectively 
applied in relation to 
the specific context. 

Knowledge is 
extensive and the 
understanding of 
the context 
exhibits 
awareness of the 
breadth and 
depth of 
established 
views. 

Knowledge has 
been assimilated 
and individual and 
personal 
perspectives have 
been formulated 
and debated with 
effectiveness. 

Discipline and context 
specific knowledge are 
substantive and a 
highly advanced 
synthesis of these 
elements creates new 
or expanded 
perspectives. 

5. Presentation & 
Communication 
Clarity and effectiveness 
in the deployment of 
appropriate media to 
communicate a 
message relevant to 
specialist and non-
specialist audiences. 

Appropriate 
media for 
communication 
have not been 
identified or 
applied 
effectively. 

Limited awareness 
of the audience 
and a lack of clarity 
and organisation 
are demonstrated. 

Basic awareness of 
the audience and 
clarity of message 
is demonstrated in 
deployment of 
standard 
communication 
forms. 

Selection and 
application of media 
and conventions show 
good understanding 
of the audience and 
context. 

Communication 
media have been 
selected and 
deployed to 
maximise impact 
for the selected 
audience and 
context. 

Individual stylistic 
approaches have 
been implemented 
to communicate to 
a diverse range of 
audiences in a 
highly compelling 
and effective way. 

Presentation and 
communication 
methods employed are 
not only highly 
individual, compelling 
and effective but also 
combine media in an 
innovative way. 

6. Personal Learning & 
Development            
Personal responsibility 
demonstrated in 
managing own learning 
through programme 
engagement, self-
directed study and 
reflective practice. 

Little or no 
responsibility 
taken for own 
learning 
demonstrated by 
poor attendance, 
engagement and 
reflection.  

Inconsistency in 
programme 
engagement and 
poor awareness of 
personal learning 
and development 
needs. 

Evidence of some 
reflective practice 
contributing to 
appropriate effort 
and engagement 
to further personal 
development. 

Evidence of regular 
reflective practice and 
awareness of 
individual strengths 
and weaknesses 
demonstrable in core 
learning and self-
directed study. 

Reflective 
practice and 
individual 
development is 
extended beyond 
core learning, is 
well managed 
and documented. 

Full responsibility 
for own learning 
and development is 
evidenced in detail 
demonstrating 
critical appraisal of 
purpose, progress 
and future 
direction. 

Outstanding level of 
engagement with all 
elements of the 
programme enhanced 
by the personal drive 
and passion to extend 
learning beyond 
established parameters 
and into new domains. 

7. Professional Practice 
Demonstrates those 
attributes expected in 
professional practice 
including individual 
initiative, project 
management, 
collaborative working 
and inter-personal skills. 

No 
demonstrable 
understanding of 
professional 
expectations and 
does not work 
effectively as an 
individual or 
with others. 

Poor level of 
productivity as an 
individual or in a 
collaborative 
context, 
ineffective 
management and 
little 
understanding of 
professional life. 

Demonstrates 
awareness of the 
relevant attributes 
for professional 
practice and 
delivers work to 
the minimum 
requirements as an 
individual and/or 
in collaboration.  

Works to the relevant 
standards and meets 
most requirements as 
stipulated in both 
individual and team 
working scenarios. 

Meets most or all 
of the relevant 
standards and in 
some areas 
exceeds the 
requirements as 
stipulated, taking 
control of some 
aspects of project 
management. 

Often works above 
the relevant 
standards and 
exceeds the 
requirements as a 
team member, 
leader or individual 
in a variety of 
working scenarios 

Always works well 
above the relevant 
standards and 
demonstrates 
outstanding individual 
and collaborative 
professional attributes 
in every working 
scenario encountered. 

 
 


