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	Unit 69: The purpose of this assessment is to introduce to the students an understanding of the uses of concept art in the computer games industry as well as assess the development of their skills when drawing concept artwork.

The concept artist role is one of the most creative and important roles within a development team as it allows the designer to begin to visualise the final product before a computer is switched on. The artist is responsible for planting the seed of imagination and will explore styles, colour, genre, age groups, design, fashion, film, art, literature and any other area, which can influence the creation of artwork for a computer game.

Therefore the concept artist requires the basic ability to draw. They must be able to draw from observation as well as using reference material and be inquisitive about how things look and function. You will analyse, dissect and measure a wide range of objects, people and architecture using a variety of drawing methods.


	Scenario: You are an independent/freelance Video Game Concept Artist. You have been asked to write an article for a new Digital games development magazine discussing the purpose of Concept Art within the games industry and afar.  As a freelance artist you have also been asked to share your own ideas for a future computer game including concept art that surrounds your thoughts on characters, environments and objects.  What with this being a professional magazine that will be viewed online by the public, it is important to take note of how you shall present your work to a near professional standard. 

	Assessment and grading criteria

	To achieve a pass grade the evidence must show that the learner is able to:
	To achieve a merit grade the evidence must show that, in addition to the pass criteria, the learner is able to:
	To achieve a distinction grade the evidence must show that, in addition to the pass and merit criteria, the learner is able to:

	P1 describe the purpose of concept art for games with some appropriate use of subject terminology
	M1 explain the purpose of concept art for games with reference to detailed illustrative examples and with generally correct use of subject terminology
	D1 critically evaluate the purpose of concept art for games with supporting arguments and elucidated examples and consistently using subject terminology correctly requirements for a specific media production

	P2 apply different drawing media and techniques to produce alternative representations, working within appropriate conventions and with some assistance [CT; SM]

 
	M2 apply different drawing media and techniques competently to produce alternative representations, showing some imagination and with only occasional assistance
	D2 apply different drawing media and techniques to near-professional standards to produce alternative representations, showing creativity and flair and working independently to professional expectations

	P3 draw anatomy, environment and object concept artwork for computer games showing a basic standard of drawing skill, working within appropriate conventions and with some assistance [CT; SM; RL]
	M3 draw anatomy, environment and object concept artwork for computer games to a good standard, showing some imagination and with only occasional assistance
	D3 draw anatomy, environment and object concept artwork for computer games to near-professional standards, showing creativity and flair and working independently to professional expectations

	P4 lay out concept artwork for computer games to a basic standard with some assistance. [CT; SM]
	M4 lay out concept artwork for computer games to a good standard with only occasional assistance.
	D4 lay out concept artwork for computer games to near-professional standards working independently to professional expectations.





	
Task 1 
A new magazine for games development has been launched and the first issue will discuss the purpose of
concept art. This will help you demonstrate understanding of concept art and how it is used to visualise
ideas.

You will need to:

Research and discuss the use of concept art in games
Research different concept art examples for the article
Write the article, commenting on styles and purpose of examples you have provided.
Lay the article out effectively with example images.

Task Summary:

An introduction to the purpose of concept art in games using the correct terminology Using different research methods to discuss the use of concept art in games.

Research for examples of different concept art for the article

When writing the article comment on the styles of the examples you have provided and their purpose in the stages of the concept.

Lay out the written article effectively and professionally using either Word or Publisher with example images
Reference all images and sources.

EVIDENCE: A Magazine Article. Images and short Picture & Profile of the Artist


P1, M1, D1 
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Task 2 
Working for a games development studio, you are required to produce a sketchbook to demonstrate a
Competent level of drawing skills from observation, shading techniques, perspective, construction lines, lighting
form and texture showing a process of investigation, using a variety of media listed below.

You need to draw:
1. A life study (physical characteristics e.g. (human, animal etc.). 
2. Natural form (pattern, texture, form e.g. (plants, caves, rocks etc.).
3. Architectural drawing (exterior and interior perspectives, plans and elevations e.g. (buildings,
structures etc.).

Annotate and comment on each drawing tool and techniques and if the process worked, its limitations,
suitability for the study, industry etc.

This will build into a development portfolio of artwork and demonstrate your art skills and observational
knowledge, shading techniques, perspective, construction lines, lighting, form and texture.

Assignment 2 tasks: 
Experiment with several Drawing methods, both traditional and contemporary ie:
Digital/Pencil/Marker Pen/Pastels

Life study (physical characteristics e.g. human animal etc.).
Natural form (pattern, texture, form e.g. (plants, caves, rocks etc.)
Architectural drawings (exterior and interior perspectives, plans and elevations e.g.
buildings, structures etc.)
Annotate and comment on each drawing tool and techniques, did the process work? What was its limitations and how did you get over these?

P2, M2, D2, 
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Task 3 & 4
Working for a games development studio, you are required to visualise ideas and produce concept artwork for
a new game design. The images you produce will show conceptualisation skills via concept art layouts of three
different designs and compliment it with annotations and a written piece to demonstrate that you understand
the concept art process and its importance to game development.

Each concept design will show the evolution of an idea, from the first rough sketches and idea development,
through to tonal shading, colour, detailing and then final artwork. Showing images from different poses and
positions including any alternative versions of the subject.

You are now required to dedicate several pages to designing and conceptualising one of each
of the following:
1 .Anatomy: Male or female lead character for an action/adventure game. Assessed in Unit 78 Digital
Graphics.
2. Environment: A historically set fortress or a sci-fi space station
3. Object: A modern tank / armoured vehicle or a flying vehicle/aircraft.

For each one you need to show sketches and ideas stages from initial drawings to the final fully realised vision.
Include any research and/or reference images you used to help you design the subject.

Final Artwork: Look at presentation and how to display work for a professional presentation.

Assignment 3 task: 
Produce research sketches relating to the character, environment and vehicle and they will
include:

Research: Reference gathering, using source and gathered material. Use the library, internet, magazines etc. Look at the concept artists production processes, purposes of illustrations, e.g. key moments, storyboards, cut away drawings, marketing etc.
Concept sketches and reference images annotated (Environment, Vehicle, Character)
Final artwork (Environment, Vehicle, Character)
Montages created (Environment, Vehicle, Character)
Final artwork evaluated
Final Artwork: Look at presentation and how to display work for a professional presentation.

EVIDENCE: Finished Concept Art and presentation of final pieces

P3, M3, D3
P4/M4/D4
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	Criteria reference
	To achieve the criteria the evidence must show that the learner is able to:
	
	Task no.
	
	Evidence

	P1
	Describe the purpose of concept art for games with some appropriate use of subject terminology
	
	1
	
	Magazine Article

	M1
	Explain the purpose of concept art for games with reference to detailed illustrative examples and with generally correct use of subject terminology
	
	1
	
	Magazine Article

	D1
	Critically evaluate the purpose of concept art for games with supporting arguments and elucidated examples and consistently using subject terminology correctly
	
	1
	
	Magazine Article

	P2
	apply different drawing media and techniques to produce alternative representations, working within appropriate conventions and with some assistance [CT; SM
	
	2
	
	portfolio

	M2
	apply different drawing media and techniques competently to produce alternative representations, showing some imagination and with only occasional assistance
	
	2
	
	portfolio

	D2
	Apply different drawing media and techniques to near-professional standards to produce alternative representations, showing creativity and flair and working independently to professional expectations
	
	2
	
	portfolio

	P3
	draw anatomy, environment and object concept artwork for computer games showing a basic standard of drawing skill, working within appropriate conventions and with some assistance [CT; SM; RL]
	
	3
	
	Final artwork

	M3
	draw anatomy, environment and object concept artwork for computer games to a good standard, showing some imagination and with only occasional assistance
	
	3
	
	Final artwork

	D3
	Draw anatomy, environment and object concept artwork for computer games to near-professional standards, showing creativity and flair and working independently to professional expectations
	
	3
	
	Final artwork

	P4
	lay out concept artwork for computer games to a basic standard with some assistance. [CT; SM]
	
	3
	
	Presentation

	M4
	lay out concept artwork for computer games to a good standard with only occasional assistance.
	
	3
	
	Presentation

	D3
	Layout computer artwork for computer games to near-professional standards working independently to professional expectations.
	
	3
	
	Presentation



