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Module Aims  

 
 To enable students to effectively manage their time in achieving their objectives 

during studio and workshop practice. 
 To produce a self-initiated body of work which confirms a critical understanding of 

advanced concepts and ideas. 
 Consolidate and extend creative practice into new areas that demand advanced skills 

and inventive application of a range of abilities. 
 To confirm the location of their practice within a theoretical and critical context, identify 

an intended audience and equate this to relevant and appropriate presentation skills. 
 To develop communication skills and professional practice to a high level. 
 To prepare students with a substantive body of work that can be showcased for 

exhibition and / or competition. 
 

 

Intended Learning Outcomes 

 
At the end of this module, students will be able to: 
 

1. Independently manage an extensive work programme, plan their time effectively and 
meet the requirements of deadlines. 

2. Produce work that is informed by, and contextualised within, relevant theoretical 
issues and debates.   

3. Develop substantive and detailed knowledge and understanding in game art relevant 
to their chosen career direction. 

4. Develop and realise distinctive and creative work through to completed artwork and/or 
final production within game art.  

5. Consolidate professional practice, communication skills, design and production 
processes with due regard the industry.  

6. Produce work showing competence in final design and production methods, 
culminating in the presentation and showcasing of their work for exhibition or 
competition festivals.  
 

 
Key skills for employability 
 

KS1 Written, oral and media communication skills 
KS2 Leadership, team working and networking skills 
KS3 Opportunity, creativity and problem solving skills 
KS4 Information technology skills and digital literacy 
KS5 Information management skills 
KS6 Research skills 
KS7 Intercultural and sustainability skills 
KS8 Career management skills 
KS9 Learning to learn (managing personal and professional development, self- 
 management) 
KS10 Numeracy 

 



 

At the end of this module, students will be able to Key Skills 

1 
Independently manage an extensive work programme, plan 
their time effectively and meet the requirements of deadlines. 

KS2 KS3 

KS6 KS9 

2 
Produce work that is informed by, and contextualised within, 
relevant theoretical issues and debates. 

KS3 
KS6 

KS9 

3 
Develop substantive and detailed knowledge and 
understanding in game art, relevant to their chosen career 
direction. 

KS5 KS6 

KS8 KS9 

4 
Develop and realise distinctive and creative work through to 
completed artwork and/or final production within game art. 

KS1 KS4 

KS5 KS7 

KS8 KS9 

5 
Consolidate professional practice, communication skills, 
design and production processes with due regard to the 
industry. 

KS1 KS3 

KS4 KS5 

KS7 KS8 

6 

Produce work showing competence in final design and 
production methods, culminating in the presentation and 
showcasing of their work for exhibition or competition 
festivals. 

KS2 KS3 

KS7 
KS8 

KS9 

Transferable skills and other attributes 

 
Skills and attributes which may be developed, but are not necessarily assessed as part of the 
module include: 

 Written, oral and media communication skills 
 Leadership, team working and networking skills 
 Opportunity, creativity and problem solving skills 
 Information technology skills and digital literacy 
 Information management skills 
 Research skills 
 Intercultural and sustainability skills 
 Career management skills 
 Learning to learn (managing personal and professional development, self-

management) 
 Numeracy 

 
 

Derogations  

None 

  



 

Assessment:  

 
After a written proposal, which builds upon their experience of Negotiated Study 1, has been 
discussed and agreed as viable, the student will agree a series of assessment criteria with 
the responsible tutor and progress to the design and production stages. Students will be 
continually monitored and advised on their progress; the tutor will advise on comprehensive 
relevant research. There will be tutorial contact to resolve conceptual, technical or practical 
difficulties and establish clearly defined objectives. Critical group discussion and formative 
assessment will take place during the module. The completed work will be summatively 
assessed at the end of trimester.  
 
Students will be required to present reflective visual research journals, written and collected 
supporting research material and preparatory work which demonstrate considered 
conceptual and design development. A written commentary should provide evidence of 
critical analysis and the ability to identify areas for further development.   
 
The student will be expected to have fulfilled the criteria agreed at the inception of the 
module and produce satisfactory final solutions, either in the form of finished artwork, design 
solutions or final show reels completed by the stated deadline. Written and / or oral 
evaluation of the project will be presented at the end of the module. 
 
Assessment Criteria: 
 
In assessing the learning outcomes, a variety of factors will be taken into account, these 
include: 
 
Theoretical Knowledge: Evidence of the ability to use and evaluate knowledge and to 
articulate a theoretical position through previous research and analysis. 
 
Conceptual Ability & Research: Evidence of the ability to independently plan and produce 
a body of work through the various stages from inception to completion which 
comprehensively demonstrates their creative and conceptual ability. 
 
Design Development and Subject skills: Apply creative thinking effectively to problem 
solving in specific vocational areas within their programme of study with due regard to the 
constraints of time, cost, commercial requirements and other considerations. 
 
Practical Skills/Use of Media & Techniques: Expression through an advanced 
understanding of appropriate practices, processes and techniques. Evidence of an 
awareness, understanding and ownership of their subject and relationship to the industry. 
 
Professional Practice: Evidence of the ability to show a progression in professional practice 
with regard to attitude, self-management and personal development. Students will show that 
they can work independently, set goals, manage workloads and meet deadlines, identify 
strengths and needs and respond positively to the judgements of others. 
 
In addition to the above assessment criteria students are expected to further demonstrate 
professional levels of achievement and competence in aesthetic technical and presentation 
skills. Students will also be required to demonstrate self-reflective and evaluative practice 
throughout their final trimester. This will be evidenced by an evaluative statement written at 
the conclusion of the module and presented at assessment. 
 



 

Assessme
nt number  

Learning 
Outcomes 
to be met 

Type of assessment 
Weighting 
(%) 

Duration  
(if exam) 

Word count 
(or 
equivalent if 
appropriate) 

1 All (1-6) Coursework 100 N/A N/A 

 

Learning and Teaching Strategies: 

Key lectures by programme staff will analyse and explore different areas of design practice. 
Themed seminars, (in conjunction with Contextual Studies 2), will consider social, ethical and 
cultural issues within current practice that will encourage group debate.  
 
Students will develop personal research for their work and explore design solutions in a 
variety of directions using appropriate media and methods. Emphasis will be placed on 
research and analysis from critical and contextual viewpoints. Tutorial support and guidance 
will be provided on a regular basis to allow negotiation and monitoring through design and 
production of work. 
 
Students will select the subject matter and determine the approach and structure of their 
concepts and design practice appropriate to their direction of study. They will consider the 
relationship between target audience/viewer and what is being communicated.  
 
Practical studio work will involve design and production of assignments within their chosen 
area of study. Students will make formal presentations of their work to their tutors and peer 
group for critical analysis. This will be completed in stages at specified points during the 
design and production of assignments. 
 
 

Syllabus outline: 

The ability to synthesise the various elements which make up the ‘design process’ and to 
respond appropriately and creatively is essential in preparing for life as a professional 
designer / creative practitioner outside the support of education. Students will in negotiation, 
plan, implement and bring to a conclusion, a body of work in their specialist area of game art. 
They will set their own aims and objectives and will prioritise their learning development 
according to their own aspirations. A clear and logical progression will be required throughout 
the negotiated study period. The quintessential theme to be communicated by the 
responsible tutors is that a negotiated study module celebrates the learner’s achievements 
and learning during undergraduate study. Where it is relevant desirable and appropriate, 
students will be encouraged to undertake work experience, commissions or other external 
activities compatible with their established working process within the module structure.   
 
This 40 credit Negotiated Study module may stand either as an individual body of work which 
has been developed from start through to conclusion, or as a clearly identified part of an 
ongoing project extending over two trimesters culminating in a major piece of work. 
This is more common, for example, in the creation of a playable level where the first 
negotiated study would include all research and design development, whilst the second 
negotiated study would involve the process of production through to post production. 
 
This flexible structure enables a student to organise a relevant and individual programme of 
work that may include a client commission as well as individual development and research 
which ultimately leads to the presentation of a major piece of work for the final year end 
exhibition. 



 

 
The activity during a negotiated study module will be determined by the participating student 
in liaison with their tutor and cannot be detailed herein, however, the module will include: 

 A proposal of work based on suitable research that is frankly discussed, written and 
presented to a module leader. 

 The student setting projects with achievable objectives within the time allowed and 
available resources. 

 The development of an advanced visual awareness, a personal visual language and 
the expression of individual creative concerns. 

 A period of consolidating skills and personal creativity employed in a programme of 
self-determined work, allowing the student to concentrate on a specialist area. 

 Raising the student’s awareness with regard to the current role of contemporary 
practice which may include live or simulated live briefs. 

 An evaluation report which will be produced as the module nears completion. 
 
Students will be encouraged to liaise with industry and may make industrial visits and / or 
undertake live briefs if they are appropriate and relevant.  
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