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These next studies use 2-point perspective to explore form rotation and depth. | improved my comprehension
of corner orientation and volume consistency throughout space by placing buildings on opposing vanishing
points. I have also included a real-life image of 2-point perspective being used to analyse a building from afar.
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In order to highlight height and scale, these next studies add a third vanishing point. | was able to experiment
with dramatic angles that are frequently utilised in concept art to portray strength or size thank to the usage
of vertical convergence
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‘This final piece blends colour application, lighting and perspective structure. | explored how perspective
drawings might evolve into more refined visualisations appropriate for animated settings by incorporating
illumination and contrast.
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Anatomy Drawing

Through observational art and anatomical dissection, these anatomy studies aim to show human proportion,
structure and form. Character design and animation ideas are supported by the work, which shows a
transition from simple construction to more complex works.
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In order to develop balance and proportion, this study focuses on simpler body construction using
fundamental forms. My ability to accurately construct figures from my imagination was enhanced by the
emphasis on skeleton alignment prior to surface detail.
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The biceps, triceps, extensors and flexors are among the muscle groups in the pictures. Labelling the muscles
enhanced my understanding of how shape varies with movement and reinforced my anatomical knowledge.
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“This study of a hand shows my observational method of drawing the hand, which emphasises proportion,
finger variety and joint location. In addition to highlighting the complex nature of the hand anatomy, working
through the sketch in real time enhanced my accuracy.
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These studies show how I determine precise head proportions from side view and front on. The proper
alignment of the skull structure and positioning of facial characteristics were reinforced by recording the
study.
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This work integrates colour theory with anatomical structure by using colour to construct a head study.
Investigating tonal variance prepared the work for character design contexts and enhanced facial dimension.
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Photo Compositing

This page displays a selection of photo compositing studies I created during the module, showcasing
advancements in both traditional and digital art abilities and inspiration from movies, TV shows and visual
storytelling. Each of these composites were done by randomly generating 3 words from a wheel which
included things like objects, environements and charcaters.

In order to investigate symbolic and emotional contrast, this experimental
composite blends surreal graphic elements with landscape photographs. The 3 words
generated for this image were ‘waterfall', ant” and “Jason Voorhees’. An efficient
application of colour theory is demonstrated by using small amounts of colour to
create impact and emphasis. The piece demonstrates the development of surrealist-
inspired expressive visual design, digital layering and conceptual thinking. The main
inspiration for this piece was old 80s horror movie posters, to follow the Jason
Voorhees aesthetic.
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The 3 words generated for this study were ‘king’, Warehouse’ and zombies’. Using
photobashing and perspective awareness, this image investigates environmental
storytelling. To generate depth and atmosphere, a variety of sources were used and
combined with constant lighting and tone tweaks. Inspired by a visual study based on

animation and film, the work showcases growing abi

ies in composition, colour

grading and narrative-driven setting. For example, inspiration was drawn from the TV
series ‘The Walking Dead". As it fits the zombie requirement, to bring in the tense
and thriller atmosphere.

This was the first example we did for photo compositing, and the requirement was
to put the Duloc castle from ‘Shrek’into a field image. Scale and atmospheric
perspective in a natural setting are examined in this environmental composite. To
achieve spatial realism, colour and depth modifications were used to merge material.
This study shows advancements in composition and environmental storytelling, all
influenced by fantasy and animation art.
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Finally, 4 words were generated for this image, which included ‘wedding’, dog’,
“fridge’ and ‘gun’. This composite combines organised photobashing techniques to
emphasise interior space, symmetry and mood. Colour theory assisted in balancing
warm and cool tones, and perspective alignment and controlled lighting were used

to keep realism. In this study, storytelling is used to create a narrative where the dog
i holding the man at gunpoint while he stands in front of the fridge, scared at his
wedding to protect his food.

This was the first example we did for photo compositing, and the requirement was
to put the Duloc castle from ‘Shrek’into a field image. Scale and atmospheric
perspective in a natural setting are examined in this environmental composite. To
achieve spatial realism, colour and depth modifications were used to merge material.
This study shows advancements in composition and environmental storytelling, all
influenced by fantasy and animation art.
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to keep realism. In this study, storytelling is used to create a narrative where the dog
i holding the man at gunpoint while he stands in front of the fridge, scared at his
wedding to protect his food.
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Because it helps direct player attention, produce visual clarity and set mood, colour theory is a crucial part of game design.
Designers can efficiently use colour to improve gameplay and immersion by having an understanding of the colour wheel
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“The colour red conveys feelings of high energy, danger, passion and urgency. In game designitis used for  Orange conveys feelings of warmth, excitement and friendliness. It is used for things like U highlights,
things like detecting enemies, damage indicators, warnings or power-ups. It's the type of colour that gets  stylised worlds and approachable characters. Because it combines the red energy and yellow's optimism, it
attention creates an inviting and active tone.
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Yellow s a colour that radiates happiness and alertness but also caution. In games, tis normally used asa ~ Green s a colour that feels safe, balanced, and growth-orientated and is the colour of nature. It is used for
colour for collectibles, light sources or for guidance because it is highly visible to the human eye, makingit  health bars, safe zones and natural environments. Because it's associated with nature and easy for the eyes
effective for attracting attention. to process, it creates a calm and stable environment.
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Blue feels calm, trusting, and intelligent, hopeful but also sad. It used for basic things like background,  Purple feels mystical, imaginative and magical and is often associated with fantasy, creativity and luxury. It is
‘water and night scenes but also used for showing lighting and Ui stability. This is because short wavelengths  commonly used for magical elements, rare items, special abilties and otherworldly characters. This is
are soothing, and because biue is a low-light colour, it is soothing and reduces visual strain. because purple s rare in nature and sits between warm and cool colours on the colour wheel, giving it a
sense of balance while stilfeeling unusual and supenatural.
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Bibble’s colour palette in Barbie: Fairytopia is well suited to both his
character and the overall environment of the film. His bright blue and purple
body immediately connects him to the magic and fantasy world, reinforcing

his role as a fairy creature within Fairytopia. The use of the softer pastel
tones helps him feel friendly and non-threatening, supporting his playful and
comedic personality. His colours also allow him to stand out clearly against
the vibrant green and pink hazes of Fairytopia’s environment. His colours
complement the whimsical and magical environment while clearly
‘communicating his character traits and emotional tone.
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This painting’s colour theory relies on a restrained, cool palette dominated by
desaturated blues and blue-greens, which evokes emotional coldness, isolation and
melancholy. This monochromatic approach unifies the image and reinforces the
figure's fragility and despair without distracting the viewer. The guitar's muted warm
browns stand out subtly against the cool surroundings, creating a warm-cool
contrast that symbolically suggests music as the figure's last source of warmth or
meaning. The lack of saturation and strong contrast prevents romanticising the
subject, instead emphasising exhaustion, decay and quiet suffering. The colour
choices are deeply aligned with the emotional tone the image is meant to portray.
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Gesture Drawing

My gesture drawing research, which focuses on movement, weight and line of action from posed and

observed references, is shown on this page. Gesture drawing is crucial in game design for producing
animation and distinct and dynamic character poses.
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https:/www.pexels.com/photofa-woman-holding-out-a-sword- 10651637/ hitps:/www.pexels.com/photofsporty-female-playing-tennis-on-court-5409085/
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Strong lines of action and exaggerated movement derived from posed and observed references demonstrate
‘my grasp of gesture drawing in these pictures. Instead of emphasising detail, the emphasis is on capturing
energy, balance and intent. This is important to game design because it makes character positions and

animations readable and dynamic.

hitpsiJonwnkpexels.comphotoffemale-volleballplayer-servig-n-
indoor-court-20808707]
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In order to convey movement and flow, these sketches emphasise fast and expressive line work. | can quickly
experiment with line work. I can quickly experiment with poses and movements by reducing the figure to a
simple line of action. In game design, this procedure is crucial for effective animation planning and for
producing realistic and organic character movement.
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To help with all my studies throughout this portfolio, I used a lot of help from digital artists and animators,
along with using TV shows and movies to help with creating narrative and storytelling throughout each study.
Some of my inspirations and mood boards for certain studies are displayed here.

Digital Artst Anime Chariie helped me a lot in understanding anatomy. One of his first videos, "How | Draw  Another artist that supported me is Chommang_drawing. He helped my understanding of not only body
Basic Anatomy”, supported me in my studies as | leamt basic anatomy and how proportions affect a body.  proportions but also made drawing hands a lot easier by visualising them as cubes before adding al the
details needed.

Finally, an artst that helped me understand perspective drawing is Stephen Travers Art. He helped my
understanding of perspective drawing in simple terms and then added the details to create intricate
architectural designs.

Some mood boards I've created to colours, tones and environments | usually get drawn to
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Some mood boards I've created to colours, tones and environments | usually get drawn to
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Hi, I'm Séren Williams

This portfolio focuses on observational drawing, visual research and digital development. I have curated a selection of my
strongest practical work produced throughout my Visual Studies module, which shows my progression across traditional and
digital techniques and skills, including perspective drawing, anatomy studies, gesture drawing, colour theory and photo

compositing.
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Perspective

Through structured drawing activities and digital visualisations, this body of work studies concepts of 1-point,
2-point and 3-point perspective. In order to build the abilities necessary for environment design and
animation layout, the studies concentrate on spatial depth, scale and architectural form.
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All orthogonal lines in these 2 examples converge towards a single vanishing point on the horizon line,
demonstrating a controlled 1-point perspective setting. The purpose of the simpler building shapes was to
emphasise alignment, depth and proportion over surface detail.

My comprehension of how perspective directs viewer attention and produces realistic spatial environments
has improved as a result of this activity, which s very important for background and layout in game design.

These next studies use 2-point perspective to explore form rotation and depth. I improved my comprehension

of coner orientation and volume consistency throughout space by placing buildings on opposing vanishing
nointe 1 have alen i
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