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Curriculum Development Project


The Art of the Pitch: Selling a World Through Visuals
 





Introduction
 

The Art of the Pitch: Selling a World Through Visuals is a 12-week curriculum designed for aspiring illustrators looking to enter the film, television, or gaming Industry through an illustration degree. While the curriculum is mainly based on concepts relevant to film and television production, it remains flexible and inclusive of ideas rooted in game design, allowing students to design their projects to their specific creative interests. The course focuses on the pre-production phase, where illustrators play the crucial role in designing the characters and worlds, visualising stories, and communicating tone and narrative through captivating visual artwork. Central to the course is developing a pitch bible, a professionally structured document that combines narrative and visual elements to present an original film or series concept (Vijendhiran, 2025).  
This curriculum is a studio-based module integrating lectures, workshops, and independent project work. Lessons will be designed to replicate industry environments, encouraging collaborative processes and ongoing development. Students will engage in hands-on activities that mirror real-world workflows, encouraging creative exploration and professional discipline. 
The curriculum will include Adobe Photoshop/InDesign and Procreate workshops to ensure students are experienced with industry-standard tools. These sessions cover beginner to advanced techniques, enabling students to create and manipulate digital illustrations and artwork effectively. By the end of these workshops, students will have developed a solid foundation in digital software, equipping them with the skills necessary to produce professional-quality visual materials for the entertainment industry. 
The curriculum also touches on building a strong social media presence by recognising the pivotal role of digital platforms in today’s creative industry (De La Puente, 2022). ‘Artists use social media platforms for professional opportunities, as a way to socialise with others, and also as a creative space for inspiration, display and conversation’ (De La Puente, p. 9, 2022). Students will learn to display their skills on platforms like Instagram and LinkedIn, engage with online communities, receive feedback, and develop consistent and authentic online branding strategies. By building a social media presence, students will actively market their skills, connect with industry professionals, and adapt to the evolving demands of creative industries. 
Assessment is primarily project-based, focusing on creating a comprehensive pitch bible. This includes character designs, environment concepts (world-building), storyboards, and written synopsis. Students will also participate in peer reviews and present their projects in a simulated industry pitch scenario, developing critical communication skills and receiving constructive feedback to refine their work.  
The course is aimed at final-year BA students at the University of Wales Trinity Saint David (UWTSD). This project will be a central component of their final year portfolio, demonstrating their readiness for professional roles in the entertainment industry. The curriculum emphasises the illustrator's role in pre-production by aligning with industry practices and drawing inspiration from the workflows of studios such as Netflix Animation, Dreamworks, and Microsoft Gaming. This focus supports artistic growth and professional readiness, which will equip students with the skills and experience necessary to thrive in today’s collaborative, media-driven landscape. 
 



Rationale
 

There has been a noticeable shift in illustration students' ambitions in recent years. Many aspiring to move beyond traditional illustration roles in publishing and advertising seek opportunities within the entertainment industry. This trend is supported by broader industry observations (Creative Industries Federation, 2018) and my teaching experience, where most students express a clear interest in visual development roles within the entertainment sector. However, many of these students enter the programme without experience using essential industry–standard software such as Adobe Photoshop or InDesign, highlighting a skills gap that the UWTSD curriculum needs to address. 
As Graham (2022) mentioned, in the film industry, illustrators often work as concept artists, character designers, storyboard artists, or visual development artists, which demand both technical ability and strong narrative intuition. These creatives shape the look and feel of a story long before animation or live-action production begins. ‘Illustrators are an essential part of the film industry. Without them, many films would lack the rich, detailed visuals that we have come to expect from modern cinema’ (Graham, 2022). While skills such as character design, storytelling and world building are typically included in illustration programmes (Burton, 2011), few offer a focused curriculum on the specialised demands of visual development for film, television, and gaming industries. This observation is evident within UWTSD’s current programme offerings (UWTSD, 2024). 
According to the Skills Mismatches in the UK's Creative Industries (2025), essential professional practices, including building pitch bibles, working within collaborative pipelines, and using industry-standard software such as Photoshop, are often underrepresented in undergraduate education. Carey (2025) further emphasises that ‘Creative education and skills provision also need to be more effectively coordinated across education pathways.’ Similarly, Dooley et al. (2024) note that the discourse around ‘skills development’ has fuelled ongoing debate about ‘skills gaps’ within the creative industries. As a result, many graduates are left to independently develop these competencies after completing their studies.  
As creative sectors continue to evolve, they are increasingly influenced by emerging practices, shifting audience behaviours, and advancing digital technologies (Design Council, 2020). Professional illustrators are now expected to respond to platform-specific storytelling formats, fast-paced production workflows, and cross-disciplinary collaboration, often using advanced software and digital tools (Carey, 2025). This calls for illustrators who are skilled visual storytellers and proficient in tools and methods aligned with current industry expectations. However, as previously mentioned, few undergraduate illustration programmes provide a focused curriculum addressing the professional expectations of these industries. For example, while the University of Wales Trinity Saint David’s (UWTSD) BA (Hons) illustration course offers access to digital tools and encourages industry-facing projects, it does not explicitly prepare students for visual development roles in pre-production for film, television, or games. Although narrative and digital illustration modules are included, the primary focus for character design and storyboarding is aimed at publishing for books and graphic novels. The course lacks structured content on pitching processes, concept development pipelines, or screen-specific storytelling formats (UWTSD, 2024). While there are undergraduate degrees within UWTSD specifically focused on gaming and animation, these programmes tend to concentrate on complete production workflows, including modelling, rigging, and animation (UWTSD, A&B, 2025), rather than the pre-production stage, where illustrators typically contribute (Graham, 2022). This curriculum is designed to bridge that gap, focusing on an illustrator's role in pre-production, particularly in concept art, storyboarding, world-building, and pitch bible creation, all essential to communicating ideas visually before production begins (Graham, 2022). 
The Art of the Pitch: Selling a World Through Visuals has been developed in response to the contemporary creative industry’s evolving landscape and the shifting career aspirations of illustration students (Creative Industries Federation, 2018). With the rapid rise of content-driven platforms and an increased demand for compelling visual narratives, illustrators are playing a more central role in pre-production pipelines, particularly in areas such as concept art and world-building using digital mediums, areas traditionally underrepresented in general illustration curricula (Carey, 2025). 
 
With skill deficiencies in a range of areas, including specialist technical and vocational skills, transferrable skills, and particularly advanced digital skills, there is a need for stronger mechanisms for collaboration between schools, higher and further education, institutions, and industry. 
(Carey, P8, 2025) 
 
This module addresses the need for rich visual storytelling in film, television, and gaming. It recognises the industry’s growing expectations for illustrators to produce pitch-ready content that integrates seamlessly with collaborative production environments. As entertainment sectors continue to expand globally, studios require creative professionals who can visualise and communicate complex ideas early in the development process (Creative Industries Federation, 2018). This curriculum prepares students to meet those demands by cultivating creative originality and technical fluency. Through integrated practice in concept design, sequential storytelling, and pitch bible creation, students can navigate interdisciplinary workflows and engage with screen-based storytelling's fast-paced, media-rich environment (Carey, 2025). 
 


Theoretical Underpinning and Teaching Strategies  
 
This curriculum is supported by educational theories that inform its structure and delivery. These theories ensure they meet students' diverse learning needs while aligning with professional practices in the creative industries. The module encourages autonomy, creativity, and real-world application by drawing on constructivist, experimental, and socio-cultural learning theories. 
 
Constructivism advocates student-centred learning in which the teacher serves as a facilitator of the learning process. Thus, constructivism requires a teacher to help students become active participants in their learning and to make meaningful connections between prior knowledge, new knowledge, and the learning processes. 
(Chand, 2023) 
 
Constructivism, as Piaget theorised, suggests that learners construct their understanding through active engagement and social interaction (Hussain, 2012). This approach is central to the module, which emphasises project-based learning and encourages students to take ownership of their ideas and creative decisions. By designing characters, developing storyboards, and creating a pitch bible, students build knowledge by doing, exploring, and reflecting. 
According to McLeod (2025), experimental learning, suggested by Kolb, is another foundational element. Kolb's learning cycle, comprising concrete experience, reflective observation, abstract conceptualisation, and active experimentation, is mirrored in the course design. Students engage in creative tasks (experience), receive peer and tutor feedback (observation), analyse their process and outcomes (conceptualisation), and revise their work or apply learning in subsequent tasks (experimentation) (McLeod, 2025). This cycle promotes more profound understanding and critical reflection, essential for success in the creative industries. 
Vygotsky’s socio-cultural theory also informs the curriculum, particularly the concept of the zone of proximal development (DPD), which highlights the value of guided support, group critiques, peer collaboration, and structured tutor feedback sessions, which all provide the scaffolding necessary for learners to develop beyond their current capabilities (Chand, 2023).   
 
Teachers provide scaffolding to help students acquire knowledge and skills within their reach. In student-centred learning, the responsibility of the learning process is transferred from teachers to students, and learning is assessed through both product and process reflection. 
(Chand, 2023) 
This also supports the inclusivity and differentiation promoted by Further Education Professional Standards (Professional Standards for Further Education Teachers and Work-Based Learning Practitioners in Wales, 2017). ensuring all learners have the opportunity to succeed at their own pace. In addition, the curriculum reflects Bandura’s social learning theory, recognising the role of observation, imitation, and modelling in learning (McLeod, (b), 2025). By analysing professional work and taking part in real-world creative tasks, students observe industry standards and practices and are encouraged to emulate them within their work. 
By integrating these educational theories, the curriculum fosters creativity and industry readiness. It promotes reflective practice, collaboration, and independent learning, all vital to preparing students for professional success in the entertainment industry. 
 
Teaching strategies include:  
 
· Project-based learning through the development of characters, worlds, and pitch bibles. 
· Scaffolded digital workshops using Photoshop, InDesign, and Procreate. 
· Peer feedback sessions and tutor-led critiques to support reflective practice. 
· Group-based practical tasks that simulate industry collaboration. 
· Independent research and sketchbook work to support idea generation. 
· Integration of online platforms for building digital presence and professional visibility. 
· Use of process work and homework to reinforce iterative learning and technical refinement. 
· Tutor led lectures with digital innovation  

Professional Standards 
 
This curriculum has been designed to be closely aligned with the Professional Standards for Further Education Teachers in Wales, ensuring that it supports academic development, professional readiness, inclusivity, and reflective practice (Professional Standards for Further Education Teachers and Work-Based Learning Practitioners in Wales, 2017). By embedding industry-relevant tasks such as pitch bible creation, character design, storyboarding, and digital illustration using software like Photoshop, the module directly supports the FE sector’s commitment to preparing learners for progression into creative employment and higher-level study. 
The curriculum reflects the standard of ‘demonstrating commitment to learners, their learning, safety and wellbeing’ (Professional Standards for Further Education Teachers and Work-Based Learning Practitioners in Wales, 2017) by supporting a range of starting points and progression routes. Students are encouraged to stretch their creative abilities while receiving structured support through tutorials, feedback sessions, and differentiated learning resources. This approach helps create a safe and inclusive environment where learners feel confident taking creative risks and reflecting on their progress. 
In alignment with the standard ‘plan and deliver effective learning, teaching and assessment’ (Professional Standards for Further Education Teachers and Work-Based Learning Practitioners in Wales, 2017), this module uses a variety of teaching strategies, including practical tasks, digital workshops, collaboration, peer reviews, and project-based assessment. These methods are informed by up-to-date industry practices, ensuring learners have the creative and professional tools required in the entertainment industry. Through regular formative feedback and peer reviews, students are supported in evaluating their development and identifying areas for improvement. 
Also promoting the value of ‘diversity, equality of opportunity and inclusion’ (Professional Standards for Further Education Teachers and Work-Based Learning Practitioners in Wales, 2017) by offering accessible content and inclusive teaching strategies. Projects are designed to be culturally open and responsive to students' interests, allowing them to bring their identities and values into their creative work. This supports personal growth and a deeper understanding of collaborative practice within diverse teams. 
The curriculum also fosters ‘positive and collaborative relationships’ (Professional Standards for Further Education Teachers and Work-Based Learning Practitioners in Wales, 2017) by embedding peer feedback and teamwork exercises, preparing students for the collaborative nature of industry environments. It encourages ‘the use of research and evidence to improve practice’ (Professional Standards for Further Education Teachers and Work-Based Learning Practitioners in Wales, 2017), as students are guided to explore concept development, world-building, and character design through reflective enquiry and contextual analysis. 
In keeping with the standard to 'critically reflect on one's values, knowledge and skill’ (Professional Standards for Further Education Teachers and Work-Based Learning Practitioners in Wales, 2017), tutors and learners engage in ongoing critical evaluation of work and teaching strategies. Sustainability and social awareness are also promoted through project themes that encourage learners to address global challenges through visual storytelling, supporting the standard of ‘demonstrating a commitment to sustainability (Professional Standards for Further Education Teachers and Work-Based Learning Practitioners in Wales, 2017). 
Overall, this curriculum reflects the FE sector's aspiration to empower learners, promote professionalism, and respond dynamically to the evolving needs of Wales' creative economy. 
 
 
Inclusion and accessibility strategy 
 
This curriculum is designed to embrace inclusive practice, ensuring that all learners, regardless of background, learning style, or ability, can access, engage with, and succeed in the module. In alignment with the Professional Standards for FE Teachers in Wales, particularly the Standards ‘fostering respect and value for all learners, planning inclusive learning, and creating an inclusive and supportive environment’ (Professional Standards for Further Education Teachers and Work-Based Learning Practitioners in Wales, 2017), the module supports equity and learner diversity by removing barriers to participation. 
A flexible, project-based approach allows students to direct their creative responses, enabling a broad range of cultural perspectives, lived experiences, and skill levels to be celebrated through character and world-building tasks. Differentiated outcomes are encouraged. Students may respond to the brief through film, television, or gaming concepts, allowing personal interest and identity to drive professional engagement. 
 
 
 
Inclusive teaching methods include: 
 
· Using visual, auditory, and written materials to support multiple learning preferences, 'UDL Guideline 1: Provide multiple means of representation' (Cast, 2024). 
· Scaffolded Photoshop workshops to support students with varied levels of digital literacy, ensuring access without assuming prior experience ‘UDL Guideline 5: Provide options for expression and communication’ (Cast, 2024). 
· Opportunities for both independent and collaborative work, acknowledging varied strengths and promoting choice, ‘UDL Guideline 7: Provide options for engagement’ (Cast, 2024) 
· Regular formative feedback and tutorials are needed to ensure timely intervention, reflection, and progress. 'UDL Guideline 8: Foster coping skills and self-assessment' (Cast, 2024). 
 
Assessment strategies also apply Universal Design for learning principles by allowing multiple formats for final submission; students can submit their pitch bible digitally or print, demonstrating learning through their preferred medium while still achieving consistent outcomes. UDL Guideline 4: Provide options for physical action and communication (Cast, 2024). The curriculum fosters an inclusive studio culture that empowers students to contribute creatively and critically while reflecting the entertainment industry's inclusive values and real-world expectations. 
 


Aims and Learning Outcomes
 
 
The Art of the Pitch: Selling a World through Visuals aims to equip final-year illustration students with the creative and professional skills required to contribute to the visual development in the film, television, and gaming industries. The curriculum is structured to build students' confidence and abilities in key areas of pre-production, including character design, world-building, storyboarding, and the creation of pitch bibles. Through practical workshops, guided research, and industry-informed tasks, students will learn how to communicate their ideas clearly and effectively to meet studio expectations (Carey, 2025). 
The module aims to enhance students' readiness for employment in creative media by supporting the development of portfolio-quality work and essential technical skills. This includes experience with industry-standard software like the Adobe suite, including programmes such as Adobe Photoshop, InDesign, and Procreate, alongside guidance on structuring visual narratives for pitching. As students develop their projects, they will gain insight into collaborative production workflows and explore how their illustrative voice fits within a larger studio pipeline. 
The course also introduces professional development practices, including establishing a digital presence, and utilising social media platforms for creative promotion and networking tools expected from emerging illustrators entering the industry. 
 
 By the end of the module, students will be able to: 
 
· Apply advanced illustration techniques to design captivating characters and environments ready for screen media. 
· Produce professional-quality concept artwork using industry-standard software. 
· Create a structured and engaging pitch bible that communicates a straightforward visual narrative. 
· Contribute effectively to pre-production workflows through organised, deliverable artwork. 
· Present and articulate visual concepts confidently to a target audience. 
· Curate artwork towards their final-year portfolio that reflects the expectations of media and entertainment studios. 
· Use social media and digital platforms to promote their work professionally and connect with industry networks. 
 
 
 
Assessment Strategy for the Curriculum
 
 
 
The assessment strategy for this module is designed to encourage students to engage in iterative creative development and produce work that meets industry expectations. Given the focus on visual storytelling and professional communication, assessment will be both formative and summative, providing regular checkpoints for progress and ensuring students receive structured feedback to guide their work. 
 
Formative assessment  
 
Formative assessment will occur throughout the course via peer feedback, informal critiques, one-to-one and tutor-led reviews. This helps students refine their ideas and presentation skills. Encouraging reflective practice and creative risk-taking in a supportive environment. These regular touchpoints foster a collaborative atmosphere where students can confidently test ideas, receive constructive input, and develop their work through iteration. Group critiques and peer-to-peer feedback sessions will build students’ ability to communicate concepts effectively, respond to critique, and evaluate creative decisions. These skills are directly transferable to industry settings.

this transfer of information is not just between teachers and students. Both peer and self-assessment can be important vehicles for providing feedback on students’ existing performance and steps for moving forward.
 (Morris et al., 2021)

One-to-one tutorials offer more personalised guidance, allowing tutors to address individual learning needs and provide tailored advice. This ensures that students with different learning styles and confidence levels are supported throughout their development. The module promotes inclusive learning practices by providing multiple formats for feedback and reflection, and helps students build autonomy in their creative process. The formative assessment strategy aligns with Further Education Professional Standards by promoting reflective practice, learner agency, and collaborative professionalism. These ongoing assessments enhance the quality of students’ final work and develop the behaviours and attitudes necessary for employment and further academic study. 
 
 
 
The summative assessment will focus on: 
 
 
1. Pitch Bible (70%) – Students will develop a comprehensive pitch bible for an original intellectual property intended for a film, television series, or gaming concept. This document will include pre-production materials such as character designs, world-building, props, narrative overview, tone, and mood. The pitch bible should demonstrate conceptual depth and strong visual communication, reflecting the standards studios use in early development stages. 
2. Research and development (20%) – This will document students’ creative process throughout the module. It should include early sketches, design iterations, mood boards, inspiring artists, and draft compositions developed using Photoshop and InDesign. It must also include evidence of professional development activity, such as screenshots of online posts and social media engagement used to build industry presence. These materials should reflect how students experiment, reflect, and refine their visual ideas, while also beginning to build a digital footprint as emerging illustrators.  
3. Final Pitch Presentation (10%)—In week 12, Students will deliver a pitch simulating a professional industry environment. This will be assessed on clarity, engagement, and the ability to communicate core ideas effectively to an audience.


Module Timetable


	Programme Title:

The Art of the Pitch: Selling a World through Visuals.

	Venue:

UWTSD Dynevor Campus
	Lecturer:

Louise Ridley

	Hours per week: 5.5 hours


	Day/Time: Thursday 9:30
	Number of weeks: 12


	Module Aims:
· To equip final-year illustration students with the creative and professional skills necessary for pre-production roles in film, television, and gaming industries. 
· To develop students' abilities in visual storytelling through character design, world-building, storyboarding, and pitch bible creation.
· To enhance students' ability with industry-standard software (e.g., Photoshop) and professional communication, preparing them for collaborative, screen-based workflows and confidence building for pitching ideas.
 

Module Outcomes:
· Create original, visually compelling characters, worlds, and story concepts suitable for film, television, or gaming pitches.
· Assemble a professional standard pitch bible incorporating narrative, visual design, and layout elements.
· Apply industry-standard digital tools (e.g., Photoshop) to develop visual concepts and sequential storytelling assets.
· Present and articulate original ideas confidently in a format appropriate for industry pitches.



	Week Number
	Topic
	Aim and Objectives
	Teaching and learning activities
	Resources required
	Assessment

	1
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9
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11











12





	Introduction to the lesson (The Art of the Pitch: Selling a World Through Visuals)











Character development 










Character development









Kickstarting your online presence and beginner’s Photoshop workshop 






Progression of online presence and Photoshop workshop 







Photoshop workshop









World-building










Photoshop/InDesign workshop 







Writing for the pitch bible 









Pitch bible structure







Assembling and polishing the pitch bible









Final presentations
	Introduce module aims, the role of illustrators in pre-production, and an overview of the pitch bible and other pitching formats. Then, start thinking of ideas for own pitch bible.





Introduce character designs for Pitch bible. Start designing characters for their ideas.






Refine character designs with turnarounds and expressions. Give character's personalities and traits.




Introduction to creating a strong online presence and photoshop beginner's workshop. 





Review of online building and develop Photoshop skills using their character designs – basic skills.




Develop and refine character designs – photoshop advanced skills.






Explore techniques for creating immersive background settings.





Develop worlds through Photoshop/InDesign skills using world-building sketches.



Introduce the structure and components of a pitch bible 
Develop written content: longline, synopsis, character bios, storyboarding.


Developed and refined worlds – advanced skills through Photoshop/InDesign.



Bring visual and written work together using Photoshop techniques or digital tablets and Indesign.





Students pitch their projects.
	Lecture, group discussion, analysing existing pitch bibles, mood board, homework.







Lecture, group discussion, silhouette exercises, group task, rough sketches, homework.



Lecture, Character design sheet development, show and tell, homework.



Lecture, group discussion, digital Brushwork and refine art with Photoshop techniques.


Review of online progression and Finalising and refining digital work, homework.


Brushwork and refine art with Photoshop techniques and homework.




Lecture, Environment sketching, visual research task, homework.




Finalising and refining digital work and homework.




Lecture, writing workshop, writing task, open discussions.





Lecture, breakdown, planning of own pitch bible, and homework.



Lecture, layout workshop, final feedback.







Presentations to peers and tutors.
	PowerPoint presentation, sketchbooks, pencils, digital tablet (optional).











PowerPoint presentation, sketchbook, pencils, digital tablet (optional).







PowerPoint presentation, sketchbook, pencils, digital tablet (optional).






Powerpoint presentation, Photoshop access, digital tablets, sketchbooks.





PowerPoint presentation, photoshop access, digital tablets, sketchbooks.





PowerPoint, Photoshop access, sketchbooks, digital tablets.






PowerPoint, sketchbooks, mood board. Pencils, digital tablets.






Photoshop/Indesign access, sketchbooks, digital tablets.





PowerPoint presentation, sketchbooks, pencils, pens, digital tablets, Photoshop/InDesign access.



Photoshop/Indesign access,
PowerPoint presentation, sketchbooks, pencils, digital tablet.


Photoshop/Indesign access,
PowerPoint presentation, sketchbooks, pencils, pens, digital tablets.





Printed materials or PowerPoint presentations.
	Participate in discussions and design mood boards ideas, one-to-one.








Character design sketches, thumbnails, ideas, one to ones.






Character model sheets, show and tell, one-to-one, Kahoot quiz.



Photoshop observations, Kahoot quiz, one-to-one.






Final digital character piece, one-to-one.







One to ones, Photoshop observations.






One-to-one reviews of work progression.






The final digital piece, one-to-one.





Draft written sections for pitch bible, one-to-one.






One to ones, pitch 
bible progression, Kahoot quiz, Q&A.



Near-final pitch bible draft.









Final assessed pitch bible and presentation.

	Indicative Reading List

· Whitlach, T. (2015). Principles of Creature Design.
· Bancroft, T. (2006). Creating Characters with Personality.
· Glebas, F. (2008). Directing the Story: Professional Storyboarding and Storytelling Techniques.
· Born, J. (2014). Digital Lighting and Rendering.
· Visual Development Artbooks (e.g., The Art of Pixar, The Art of Netflix Animation).
· Hillenburg, S (1996). Spongeboy Pitch Bible 
· Ward, P (2006). Adventure Time Pitch Bible
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(Figure 1, lesson plan for Character Design, L. Ridley)
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(Figure 2, lesson plan for Pitch Bible structure, L. Ridley) 
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(Figure 3, CAST, 2024)
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(Figure 4, UWTSD, level Assessment Form, 2025)
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(Figure 5, UWTSD, level Assessment Form, 2025)
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(Figure 6, UWTSD, level Assessment Form, 2025)
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(Figure 7, UWTSD, level Assessment Form, 2025)
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(Figure 8, UWTSD, level Assessment Form, 2025)
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(Figure 9, UWTSD, level Assessment Form, 2025)
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(Figure 10, UWTSD, level Assessment Form, 2025)
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(Figure 11, UWTSD, level Assessment Form, 2025)
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(Figure 12, UWTSD, level Assessment Form, 2025)
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(Figure 14, Carey, 2024)
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(Figure 15, Carey, 2024)

[image: ]
[image: ](Figure 16, Carey, 2024)
(Figure 17, Carey, 2024)
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(Figure 18 & 19, Carey, 2024)
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(Figure 20, Carey, 2024)
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(Figure 21, Carey, 2024)
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(Figure 23, Carey, 2024)
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(Figure 24, Creative UK, 2018)
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Previous student knowledge required for the session:

* Abasic knowledge of drawing principles (e.g., anatomy, proportion, gesture) but not essential.
e Familiarity with visual storytelling and character archetypes.
e Experience using sketching tools (traditional or digital).

Anticipated difficulties (if applicable):

e Overcomplicating designs without considering readability or silhouette clarity.

e Struggling to convey personality or emotion through visual elements alone.
Limited confidence in presenting or articulating the rationale behind design choices.
Overreliance on cliches or stereotypes when creating character traits.

e Technical issues when using PowerPoint.

Professional Standards (where are these being met within the session)

e | have researched the topic wider to have a deeper understanding of the topic, to enhance
my own practice and continuing professional development.

e | will support and guide learners through the content by asking questions and giving prompts
in addition to guiding them through the task.

e | will use Powerpoint as a media to present this lesson, effectively to enhance the learning
process.

e | have created and planned the learning environment where students are active participants
as individuals and as members of collaborative groups with individual and group activities.

Lesson Detail:

Stage Focus Strategy Time
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design

Character design
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Character design
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Character design
PowerPoint

Character design
PowerPoint

Practical
application

Introduce today's lesson and
what to expect from the
presentation.

Introduction to character design
in entertainment industries,
Q&A session and discussion.

PP 1-5

Examples of various character
designs, films, television,
gaming characters. Q&A session
and discussion.

PP6-15

Basics of how to start designing
characters, artist examples.
PP 16 -17

Dos and don’ts in character

design.

PP 17 -18

Mini task on character shapes.
Students will experiment with
different shape silhouettes to
create unique characters.

5 mins
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Plenary/conclusion

Practical
application

Practical
application

Collaboration task on squiggly

shapes. Students will
experiment with peers creating
different shapes for

experimenting  with  unique
characters.

Students will now apply their
knowledge to create their own
characters.

Positive  reinforcement and
feedback, recap the submission
date and reiterate help and
support.

30 mins

Rest of the
day

Assessment Strategies: when and how are they included within the lesson?

Character designs.

Q&A session during presentation to establish entry behaviour.
Observation & feedback during activities.

Peer critique during mini tasks.

Self reflection — students will be encouraged to reflect on their designs in group
discussion.

One to one discussion throughout the lesson.
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Lesson Plan

Topic: Pitch Bible structure Class: BA llustration year 3

Date: 23/09/2025 Length of lesson: 30 minutes presentation, | Number of students: 15
5 hours practical.

Resources required:

PowerPoint

Pencils

Pens

Sketchbooks

Digital tablets (optional)
Kahoot quiz

Photoshop and InDesign access
Finalised artwork

Aim of Lesson

e To support students in applying key structural elements of a professional pitch bible.
e To refine and digitally present world-building content using Pohotshop and Indesign.
e To prepare polished visual and written materials suitable for inclusion in final pitch presentation.

Learning Outcomes — The Learners Should Be Able To:

e |dentify and apply the essential components of a pitch bible (e.g., synopsis, characters,
environment, tone).

e Develop and enhance visual content using digital tools such as Photoshop and Indesign.

e Assemble content in a clear, consistent layout suitable for industry presentation.

e Demonstrate progression in pitch development through structured feedback and self-
reflection.
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Previous student knowledge required for the session:

e Familiarity with Adobe Photoshop and Indesign basics.

e Completedor in-progress sketches and written concepts from world-building activities.

e Clarity on project theme, tone, and visual direction.

Anticipated difficulties (if applicable):

e Navigating layout tools or resolving technical issues in digital software.
e Translating rough sketches into cohesive digital mockups.
e Making layout decisions that clearly communicate tone and setting.

Professional Standards (where are these being met within the session)

e | have researched the topic wider to have a deeper understanding of the topic, to enhance

my own practice and continuing professional development.

e | will support and guide learners through the content by asking questions and giving prompts

in addition to guiding them through the task.

e | will use Powerpoint as a media to present this lesson, effectively to enhance the learning

process.

e | have created and planned the learning environment where students are active participants
as individuals and as members of collaborative groups with individual and group activities.
This includes the innovation of the Kahoot digital quiz. (Value and promote diversity,

equality of opportunity and inclusion).

Lesson Detail:

Stage Focus Strategy

Time
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day





image9.png
Plenary/conclusion

Positive  reinforcement and
feedback, recap the submission
date and reiterate help and
support.

Assessment Strategies: when and how are they included within the lesson?

e One to one feedback, during digital work sessions to refine visual directionand
layout.

e Peerfeedback session during group sharing to promote collaborative development.

® Progress monitoring against pitch Bible targets for portfolio readiness.

e Kahoot quiz after presentation, recap on previous sessions.

e Q&A session during presentation.





image10.png
D 10f1

Access

Support

Executive Function

The Universal Design for Learning Guidelines

The goal of UDL is learner agency that is purposeful & reflective, resourceful & authentic, strategic & action-oriented.

Design Multiple Means of

Engagement

Design Multiple Means of
Representation

Design Multiple Means of
Action & Expression

Design Options for
Welcoming Interests & Identities

Optimize choice and autonomy (1)

Optimize relevance, value, and authenticity (72
Nurture joy and play 7.)

Address biases, threats, and distractions (74)

Design Options for
Sustaining Effort & Persistence

Clarify the meaning and purpose of goals (1)
Optimize challenge and support (62)

Foster collaboration, interdependence, and collective.
learning (83)

Foster belonging and community (64)

Offer action-oriented feedback (8

Design Options for
Emotional Capacity

Recognize expectations, beliefs, and motivations (9.1)
Develop awareness of self and others (9.2)

Promote individual and collective reflection (5.3)
Cultivate empathy and restorative practices (9.4)

() CAST Until learning has no limits

Design Options for
Perception

Support opportunities to customize the display of
information (1)

Support multiple ways to perceive information (12)
Represent a diversity of perspectives and identities in
authentic ways (1)

Design Options for
Language & Symbols )

Clarify vocabulary, symbols, and language structures 21)
Support decoding of text, mathematical notation, and
symbols 22)

Cultivate understanding and respect across languages
and dialects 23)

Address biases in the use of language and symbols (2.4
llustrate through multiple media 25)

Design Options for
Building Knowledge 5

Connect prior knowledge to new learning (3.1)

Highlight and explore patterns, critical features, big ideas,
and relationships (22)

Cultivate multiple ways of knowing and making meaning (1.3)
Maximize transfer and generalization (3.4)

Design Options for

Interaction

Vary and honor the methods for response, navigation,
and movement (4.1)

Optimize access to accessible materials and assistive and
accessible technologies and tools (42)

Design Options for

Expression & Communication s

« Use multiple media for communication (s.1)

« Use multiple tools for construction, composition, and
creativity (52)

Build fluencies with graduated support for practice and
performance (s.3)

Address biases related to modes of expression and
communication (5.4

Design Options for

Strategy Development ¢

* Set meaningful goals (6.1)

« Anticipate and plan for challenges (62

Organize information and resources (63)
o Enhance capacity for monitoring progress (6.4

Challenge exclusionary practices (65

udlguidelines.cast.org © CAST, Inc. 2024
Suggested Citation: CAST (2024). Universal Design for Learning Guidelines version 3.0 [graphic organizer]. Lynnfield, MA: Author.




image11.png
Prifysgol Cymru
Y Drindod Dewi Sant

University of Wales

Trinity Saint David

APPENDIX GA36a

LEVEL 4 ASSESSMENT SPECIFICATION

Student name:

| Student ID number: |

Programme: BA lllustration
Module: Independent Project
Module code: ADVA1111 Contribution ~ to | 4500,
Overall Module
Assessment (%):
Lecturer: Louise Ridley Internal Verifier: Louise Ridley
Assignment Title: [[he Art of the Pitch: Sellinga | worg  count  (or | NA
World Through Visuals equivalent):
Submission 08.09. 2025 Return date of | Nolaterthan
deadline: provisional marks 08.10.2025
& written feedback: o
S All written assessments, where practical and possible, must be submitted via
b Turnitin unless otherwise instructed by the Lecturer. (Please DO NOT put this
method: PR . iy e y
assessment specification into Turnitin or it will match many similarities with
other students’ submissions.)
Alternative submission method (if applicable):
Late submission of the assessment will result in a late penalty mark.
Penalties for late submission: Up to one week late, maximum mark of 40%.
Over one week late, 0%. Only the Extenuating Circumstances Panel may
approve a change to submission dates.
Academic Academic honesty is required. In the main body of your submission, you must
honesty / give credit to authors on whose research and ideas your work is based. Append
referencing: to your submission a reference list that indicates the books, articles, etc. that

you have used, cited or quoted in order to complete this assessment.
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Module Learning Outcomes
(from module syllabus)
Upon the successful completion of this module, the student should be able to demonstrate the ability to:

* Apply advanced illustration techniques to design captivating characters and environment
ready for screen media.

* Produce professional-quality concept artwork using industry-standard software.

« Create a structured and engaging pitch bible that communicates a straightforward visual
narrative.

« Contribute effectively to pre-production workflows through organised, deliverable artwork.

* Present and articulate visual concepts confidently to a target audience.

« Curate artwork towards their final-year portfolio that reflects the expectations of media and
entertainment studios.

* Use social media and digital platforms to promote their work professionally and connect with
industry networks.

TASK DESCRIPTION

The Art of the Pitch: Selling a World through Visuals aims to equip final-year illustration students with the
creative and professional skills required to contribute to the visual development process in the film, television,
and gaming industries. The curriculum is structured to build students' confidence and abilities in key areas of
pre-production, including character design, world-building, storyboarding, and the creation of pitch bibles.
Through practical workshops, guided research, and industry-informed tasks.

Studio Tasks-Subject to change
leek 1
Introduction to the lesson (The Art of the Pitch: Selling a World Through Visuals)

leek 2
[Character development

leek 3
[Character development

jeek 4
IKickstarting your online presence and beginner’s Photoshop workshop

eek5
IProgression of online
fpresence and Photoshop

jorkshop

eek 6
Photoshop Workshop

leek 7
[World-building

leek 8
IPhotoshop/InDesign

jorkshop

leek 9

riting for the pitch bible

leek 10
[Pitch bible structure
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Guidance

INDICATIVE CONTENT

* Character Design Workshops — Focused sessions exploring anatomy, shape, language,
silhouette, personality, and genre-specific design for screen media.

* World-building and Environmental Design — Visual development of believable settings
through mood boards, thumbnails, and iterative sketching.

= Pitch Bible Creation — Structuring and developing a professional — standard pitch bible,
including narrative summaries, tone, visual style, and supporting artwork.

= Sequential Storytelling — Storyboarding techniques and visual storytelling principles used
in pitching and pre-production pipelines.

« Professional Practice and Digital Presence — Guidance on curating a professional online
presence, posting work-in-progress, and using digital platforms for promotion and
networking.

* Industry Simulation — Similated critique sessions and final pitch presentations reflecting
real-world development environments and feedback processes.

Overall Work Required
Throughout this module, you will develop a comprehensive Pitch Bible for an original
intellectual property intended for film, television, or gaming. Your work should demonstrate a

strong visual narrative, professional presentation, and industry awareness.

The portfolio of work will typically include conceptual development and visual research
presented through ongoing sketchbook work, digital experimentation, and development
worksheets. You will be expected to document your process through mood boards,
thumbnails, character iterations, and environment sketches. Research, experimentation, and

reflection are key components of your submission.

A PowerPoint presentation or similar programme will be produced to showcase research and
visual development, and final printed Pitch Bible should be professionally formatted and bound
or presented digitally through InDesign. In addition, selected outcomes will be curated into a

Page 4 of 12
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or presented digitally through InDesign. In addition, selected outcomes will be curated into a
mock online example of work, simulating a digital professional presence. All work must be
clearly labelled and submitted in a structured presentation format, as this forms a key

assessed element.

Please refer to Moodle for weekly briefs, workshop details, and submission guidance.

Page 5 of 12
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GUIDANCE FOR STUDENTS IN THE COMPLETION
OF TASKS

NOTE: The guidance offered below is linked to the five generic assessment criteria overleaf.

Engagement with Literature Skills (Marks Available: 15 out of 100)

1.

Your work must be informed and supported by scholarly material that is relevant to and focused on the
task(s) set. You should provide evidence that you have accessed an appropriate range of sources,
which may be academic, governmental and industrial; these sources may include academic journal
articles, textbooks, current news articles, organisational documents, and websites. You should consider
the credibility of your sources; academic journals are normally highly credible sources while websites
require careful consideration/selection and should be used sparingly. Any sources you use should be
current and up-to-date, mostly published within the last five years or so, though seminal/important works
in the field may be older. You must provide evidence of your research/own reading throughout your work,
using a suitable referencing system, including in-text citations in the main body of your work and a
reference list at the end of your work.

Guidance specific to this assessment:

Research. What/who has influenced your work. Your research may range from text-based resources
such as books, magazines, websites to visual imagery and the development of practical processes. As
this is a practical module the emphasis will be on the range and quality of research and not your
referencing abilities. However, annotation, indication and credit should be given to design content that
you have used that s not of your own creation. Also be sure to identify content that is of your own creation.
(Content will usually consist of texts, images, photographs, illustrations, and drawn elements etc.)

2. Knowledge and Understanding Skills (Marks Available: 20 out of 100)

At level 4, you should be able to demonstrate knowledge of the underlying concepts and principles
associated with your area(s) of study. Knowledge relates to the facts, information and skills you have
acquired through your learning. You demonstrate your understanding by interpreting the meaning of the
facts and information (knowledge). This means that you need to select and include in your work the
concepts, techniques, models, theories, etc. appropriate to the task(s) set. You should be able to explain
the theories, concepts, etc. to show your understanding. Your mark/grade will also depend upon the
extent to which you demonstrate your knowledge and understanding.

Guidance specific to this assessment:

Your knowledge and understanding of Pitch Bible presentation. Evidence of thumbnail sketches and
conceptual development of ideas and how these have been applied to you project work.

Page 6 of 12
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3. Cognitive and Intellectual Skills (Marks Available: 20 out of 100)

You should be able to present, evaluate and interpret qualitative and quantitative data, in order to develop
lines of argument and make sound judgements in accordance with basic theories and concepts of your
subject(s) of study. You should be able to evaluate the appropriateness of different approaches to solving
problems related to your area(s) of study and/or work. Your work must contain evidence of logical,
analytical thinking. For example, to examine and break information down into parts, make inferences,
compile, compare and contrast information. This means not just describing what! But also justifying:
Why? How? When? Who? Where? At what cost? You should provide justification for your arguments
and judgements using evidence that you have reflected upon the ideas of others within the subject area
and that you are able to make sound judgements and arguments using data and concepts. Where
relevant, alternative solutions and recommendations may be proposed.

Guidance specific to this assessment:
Reflect on how your work is developing by keeping notes and annotating in your visual diary/sketchbook.
Test your practice, reflect again, making changes as you go and evaluate at the conclusion

4. Practical Skills (Marks Available: 30 out of 100)

At level 4, you should be able to apply the basic underlying concepts and principles to evaluate and
interpret these within the context of your area of study. You should be able to demonstrate how the
subject-related concepts and ideas relate to real world situations and/or a particular context. How do
they work in practice? You will deploy models, methods, techniques, and/or theories, in that context, to
assess current situations, perhaps to formulate plans or solutions to solve problems, or to create
artefacts. This is likely to involve, for instance, the use of real world artefacts, examples and cases, the
application of a model within an organisation and/or benchmarking one theory or organisation against
others based on stated criteria.

Guidance specific to this assessment:

Experimentation within your portfolio of work. To complete your project work you may have used a variety
of creative techniques. Effective use of digital media in the production of artwork Consideration should
be given to the production of the final outcome and the manner in which your work is to be presented.

5. Transferable Skills for Life and Professional Practice (Marks Available: 15 out of 100)
Your work must provide evidence of the qualities and transferable skills necessary for employment
requiring the exercise of some personal responsibility. This includes demonstrating that you can
communicate the results of your study/work accurately and reliably, and with structured and coherent
arguments; that you can initiate and complete tasks and procedures, whether individually and/or
collaboratively; fluency of expression; clarity and effectiveness in presentation and organisation. Work
should be coherent and well-structured in presentation and organisation.

Guidance specific to this assessment:

Personal time management and project management including meeting deadlines presenting and
labelling your work. A Professional attitude to your work and your personal development, continuous
dialogue with staff, personal project management and time keeping

That you are prepared to engage in the classroom environment and that you are ready to learn. That you
are able to show evidence of self-directed study beyond the time tabled sessions of the module.

Page 7 of 12
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. STUDENT FEEDBACK FORM

This section details the extent to which the assessment criteria are demonstrated by you, which in turn determines
your mark. The marks available for each category of skill are shown. Lecturers will use the space provided to
comment on the achievement of the task(s), including those areas in which you have performed well and areas that
would benefit from development/improvement.

¥ ] 3
Generic Assessment Criteria 'E 2 E 11
=9 =z
©
1. Engagement with Literature Skills
15
2. Knowledge and Understanding Skills
20
3. Cognitive and Intellectual Skills
20
4. Practical Application Skills
30
5. Transferable Skills for Life and Professional Practice
15
Late Submission Penalties (tick if appropriate)
Up to 1 week late (40% Max) %
Over 1 week late (0%)

Assessment Mark (Assessment marks are subject to ratification at the Exam Board. These comments and marks are to give feedback on
module work and are for guidance only until they are confirmed.)
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GENERIC ASSESSMENT CRITERIA

Level 4

In accordance with the Framework for Higher Education Qualifications, at the end of Level 4 students will be expected to have demonstrated knowledge of
the basic underlying concepts and principles of a subject, and an ability to evaluate and interpret these within the context of that area of study. They should
be able to present, evaluate and interpret qualitative and quantitative data in order to develop lines of argument and make sound judgements in accordance
with basic theories and concepts of their subject(s) of study. They will have learned how to evaluate different approaches to solving problems, and will be
able to communicate the results of their study/work accurately and reliably, and with structured and coherent arguments. They will be able to undertake further
training and develop new skills within a structured and managed environment and will have the qualities and transferable skills necessary for employment
requiring the exercise of some personal responsibility.
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The intensity and impact of skills deficiencies in the creative industries vs all industries, 2022

Skills deficiencies are already acting as a significant obstacle for creative businesses
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Figure 3.2: Main causes of hard-to-fill vacancies in the creative industries vs all industries, 2022 (%
hard-to-fill vacancies)
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Figure 3.4: Skills found difficult to obtain from applicants in the creative industries vs all
industries, 2022 (% employers with a skills shortage vacancy citing a deficiency in this area)
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Figure 3.5: Implications of skills shortage vacancies in the creative industries vs all industries,
2022 (% employers with skills shortage vacancies)
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Figure 3.6: Response to skills shortage vacancies in the creative industries vs all industries, 2022
(% employers with skills shortage vacancies)
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Figure 4.2: Main causes of skills gaps in the creative industries vs all industries, 2022 (% employers
with skills gaps)
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Figure 4.1: Incidence of skills gaps over time, 2017, 2019, 2022
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Figure 4.3: Skills in need of improvement among the existing workforce in the creative industries
vs all industries, 2022 (% employers with skills gaps)
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Figure 4.4: Implications of skills gaps in the creative industries vs all industries, 2022 (% employers
with skills gaps)
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Figure 5.3: Skills that will need developing in the year ahead in the creative industries vs all

industries, 2022
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Figure 5.6: Sources of training and advice in the creative industries vs all industries, 2022
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Lesson Plan

Topic: Character Design Class: BA llustration year 3

Date: 06/09/2025 Length of lesson: 30 minutes presentation, | Number of students: 15

5 hours practical.

Resources required:

PowerPoint

A3 paper

Pencils

Pens

Sketchbooks

Digital tablets (optional)

Aim of Lesson

To develop students’ ability to visually express personality, emotion, and narrative role through
character design.

To build students’ confidence in communicating character ideas visually and verbally, with attention
to audience and genre.

To encourage students to experiment with different methods of designing characters.

Learning Outcomes — The Learners Should Be Able To:

Design a character concept that visually communicates personality, emotion, and narrative role.
Explain and justify their design decisions in relation to genre, audience, and story context.

Explore and apply different techniques (e.g. Shape language, exaggeration, gesture) in character
development.

Present their character concept with clarity and confidence during peer discussion or critique.
Incorporate constructive feedback to refine their design approach.





