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APPLICATION FORM

ACCREDITATION OF COMPUTER GAMES courses

Art Path: Digital Art Courses

This application form should be completed after you have read the Computer Games Accreditation Guidelines and Application Guidance.  This application form gives us the information about your institution and the course for which you are applying for accreditation.  We will assess your application using the information you provide in the form and during the accreditation visit.

Skillset has identified three main areas on which computer games courses may focus. 

· Art Path: Digital Art


· Design Path: Computer Games Design

· Technical Path: Programming For Computer Games

It is not anticipated that a single course could cover more than one area satisfactorily. This application form is designed for courses focusing on Digital Art.

The application form can be completed by hand or electronically.  The completed application with the evidence specified for initial inclusion (see evidence guidance document) should be sent to:

Approvals Co-ordinator
Skillset

Focus Point

21 Caledonian Road

London N1 9GB 

For further information on the accreditation process and any advice on completing the application, please contact the Approvals Co-ordinator on 020 7713 9800 or by email approvals@skillset.org
About your Institution

1.
Name of Institution

	     


2.
Full Address 

	     


3.
Full Postcode  (Please provide the full, correct postcode as we need it to process your application.)

	     


4.
Website Address    

	     


Please give the following details for the main contact person.  (This will be the person who we contact regarding your application.)

5.
Course Contact Name

	     


6.
Course Contact’s Job Title/Role    

	     


7.
Contact’s Address if different to the organisation’s address. 

(You may wish to give an alternative address for correspondence during the summer period if the main contact is not contactable at the institution’s address during this time.)    

	     



8.
Telephone Number (please include area code)/Mobile Number

	     


9.
Email Address

	     


10.
Fax Number

	     


11.
Please describe any particular communication needs that you or your main contact person may have.  (For example, communication by textphone, materials in large print etc.)

	     


12.
Are you a Registered Charity?
Yes
 FORMCHECKBOX 

No
 FORMCHECKBOX 

Are you registered for VAT? 
Yes
 FORMCHECKBOX 

No
 FORMCHECKBOX 

The Course
13.
Course Title

	     


14.
Course Level    

	     


15.
Duration of Course    

	     


16.
Date Course First Offered

	     


17.
Number of times course has been run (ie course cohorts recruited)

	     


18.
Is the course full or part time?  Please also tell us how many study hours the course consists of.

	     


19.
 Who attends your course?  Please supply data on the recruitment profile of the course telling us about the students for the next academic year, those who attended the course the last time you ran it and an average for students over the past 3 years or period of time you have run the course for (whichever is the longer).

	Period over which data is averaged


	     

	
	
	Column One
	Column Two
	Column Three

	
	
	Next year’s course
	Current year’s course
	Average over past 3 years or more

	Participants
	No. of participants
	     
	     
	     

	
	
	
	
	

	Ethnicity
	Mixed
	     
	     
	     

	
	Asian or Asian British
	     
	     
	     

	
	Black or Black British
	     
	     
	     

	
	Chinese
	     
	     
	     

	
	White
	     
	     
	     

	
	Other (please specify)
	     
	     
	     

	
	
	
	
	

	Gender
	Male
	     
	     
	     

	
	Female
	     
	     
	     


20. How do you propose to market and promote your course?

	     


21. What procedures and criteria do you use/intend to use for recruiting and selecting students and how do you ensure equal opportunities?

	     


22. What are your targets for recruiting students from a diverse range of backgrounds and how will you ensure you reach these targets, for example through targeted marketing and promotional activity?    
	     


23. Do you have any bursary schemes or financial hardship support programmes already in place for students attending your course?  
	     


24.
How many students have left the course part way through study in past years? Please also tell us the reasons students have given for dropping out of the course.

	Last year
	     

	Previous year
	     

	Preceding year
	     


25. What have been the past outcomes of the course, i.e. student destinations?  
	     


26. What has been industry’s reaction to the course? For example, graduate take up and any involvement in tuition?

	     


27. How do you support students in finding employment opportunities after 

completing the course?    
	     




28. Please outline any course development plans in no more than 50 words. If your application is successful this will be the wording we use to describe your activity in publications and on our website.
	     


29. What benefits will this course development bring to your course and students? 

	     


ACCREDITATION CRITERIA: NOTES
The application is divided into six sections, reflecting the six sections of the Computer Games Art Path: Digital Art Accreditation Criteria. These are:

I
Observational Drawing

II
Visual Invention and Visual Communication

III
2D Digital Art

IV
CGI 3D Modelling

V
CGI Texturing

VI
CGI Rendering And Lighting

In each of these six sections the accreditation criteria are divided into four parts, as outlined below. You are asked to comment briefly on your ability to match each of the components of the criteria. Your comments should describe how well your course meets the requirements of the criteria, and any specific features of your course that may be of special significance. The following is a brief summary of the four areas, please refer to the Accreditation Guidelines for a detailed explanation of what is required:

1.
Learning Outcomes

Products – the outcomes of students’ learning that can normally be shown to potential employers in a portfolio as physical evidence of a students’ potential.

Performance characteristics – these describe the standard of performance expected in the Products

Other outcomes – these are the aspects of a students’ learning which will probably need to be assessed other than through Products in portfolios. 

Your comments on each of these areas should indicate the extent to which your course delivers these learning outcomes to the standards described.

2.
Course Requirements

This describes what Skillset expects courses to cover in order to deliver the learning outcomes prescribed. Where there any significant variations, your comments should indicate how any planned developments might overcome these now and in the longer term. 

3.
Resources

This describes the physical resources providers should have available to enable them to deliver the learning outcomes described. Where there are any significant variations, your comments should indicate how these might be overcome now and in the longer term. 

4.
Staffing

This describes the characteristics of the staffing of courses, especially the industrial experience and involvement of staff, to enable courses to deliver the learning outcomes described. Again, where there are any significant variations, your comments should indicate how these might be overcome now and in the longer term.
Evidence

You are also asked to include a reference to the evidence available to support your application, as described in the Accreditation Guidelines. You are advised to number each item of evidence sequentially, and attach an index identifying the various items. Please note: you need to include examples of the evidence that has been identified as in the Guidelines.

I. OBSERVATIONAL DRAWING
	 1. LEARNING OUTCOMES  

1.1. Product

The students should compile portfolios of work undertaken in this part of the course. These portfolios could be the original drawings and sketches or could be in a digital form with scanned artwork.

1.2. Performance Characteristics

The students' portfolios should demonstrate that they have the ability to observe a subject and draw a representation of that subject. The portfolios should demonstrate:

· good draughtsmanship in life drawing (of  human, animal and still-life) subjects from a variety of different angles and in a range of poses, in relation to
· composition
· perspective
· anatomy
· volume 
· proportion
· strong drawing skills, perspective and technical proficiency in layouts
1.3. Other Outcomes

Students should learn to receive feedback. In peer review sessions the students should become skilled at giving precise, well-expressed critical feedback to others.
	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required
I. OBSERVATIONAL DRAWING
	2. COURSE REQUIREMENTS
The course is primarily practical and should include:

· Progressive exercises

· Observation

· Closely monitored studio sessions with tutors
· Still life

· Life drawing

The course should be practice-based, providing regular opportunity for students to develop and practice their skills.

They should be engaged in exercises to progressively develop draughtsmanship and observational skills.

They should receive regular feedback on technical execution and methods of analytical observation. The review process is an essential part of developing these skills.
	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



 Please refer to the Accreditation Guidelines for a detailed explanation of what is required
I. OBSERVATIONAL DRAWING
	3. RESOURCES 

During classes, students should have sufficient studio space to be able to work in comfort, using a variety of media.
	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



	4. TEACHING
Teaching staff trained in drawing skills.

A tutor should be on hand to offer immediate feedback, suggestions and accurate knowledgeable and detailed criticism for each piece of work produced by students.
	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required
	1. LEARNING OUTCOMES  

1.1. Product

The students should compile portfolios of work undertaken in this part of the course. These portfolios could be the original drawings and sketches or photographs - or could be in a digital form with scanned artwork.  The portfolios should show the development of the concept from inception to final production work

Suggested example work:

· Character design including face, pose and expressions. Work should show collected reference material and intermediate stages. Final outcome should include illustrations for modelling

· Vehicle design

· Environment/level design - taking an idea from concept to production paintings. Project could use mood board - using found materials and original materials to establish tone

1.2. Performance Characteristics

Students should be assessed on the quality of their technical draughtsmanship. 

They should be expected to work to a quality target to fit a limited timeframe.

Their work should demonstrate ability to create designs which: 

· Comply with and respond to a written design brief

· Show originality and invention 

· Use of colour and composition to influence tone and direct the viewer's eye

· Demonstrate high quality of technical execution for the final images which should communicate a visual target for others

· Meet a rigorously enforced time deadline

1.3. Other Outcomes

The students should become familiar with the notion of cost. In evolving a design idea, it is cheaper to throw away quick sketches, than it is to throw away meticulously detailed paintings. Once again, a review culture should be enforced, allowing work to be produced, displayed and critiqued in cycles.
	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



II. VISUAL INVENTION AND VISUAL COMMUNICATION 

Please refer to the Accreditation Guidelines for a detailed explanation of what is required
II. VISUAL INVENTION AND VISUAL COMMUNICATION 
	2. COURSE REQUIREMENTS

The course should provide exercises for the students to originate visual ideas and develop them through a series of drawings. 

Exercises should be given which progressively develop the students’ ability to originate and develop visual concepts. 

Course content should include:

· Composition

· Originating ideas

· Finding images

· Re-using images

· Compiling visual reference

· Using colour 

· The economics of art
· Inexpensive rough work - versus completed works
· Why inexpensive sketches are produced prior to completed work
· Workflow
· The role of storyboarding in translating a narrative script into a film
· Preparing forensic drawings to assist the modelling process

· Found Images and mood boards

· Photography

· Film language

	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required
II. VISUAL INVENTION AND VISUAL COMMUNICATION 
	3. RESOURCES

Students should be introduced to standard reference works on:

· Film and game concept art
· Facial expressions

· Storyboarding

· Costume character design
· Access to internet & electronic sources of imagery (both moving and static)
Sufficient studio space to be able to work in comfort using a variety of media.  Where digital art is used, access to workstations running industry standard software and equipped with graphics tablets (A5 or larger), scanners, printers and digital cameras should be available.


	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



	4. TEACHING  

The course should be practice based.

Feedback and review sessions should be included where students are given opportunity to give and receive criticism.


	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required
III. 2D DIGITAL ART

	1. LEARNING OUTCOMES  

1.1. Product

The students should compile portfolios of digital artwork created during this part of the course.  This work should be presented in an appropriate form, for instance a CD or DVD. The portfolio should wherever possible include source images, and layered files as well as the final image.

1.2. Performance Characteristics

Students’ work should include demonstration of an advanced understanding of:

· Cleaning up and colouring a pencil drawing

· Combining (compositing) photographic images 

· Combining and manipulating photographic and art elements

· Undertake paintings digitally 

1.3. Other Outcomes

The students should come to understand how digital tools can be used to speed up the production process and offer the artist the ability to make rapid changes inexpensively.
	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required
III. 2D DIGITAL ART

	2. COURSE REQUIREMENTS  

The course should include teaching of the following theoretical topics:

· Understanding digital representation of an image as an array of pixels

· Representing colour in the digital realm - RGB and CMYK

· Representing transparency (the alpha channel)

· The idea of dynamic range

· Resizing and cropping

· Image shape/ aspect ration & non-square pixels

· File formats (lossy and lossless)

· Understanding the construction of an image from layers

· Understanding of different combining modes: alpha blending, additive blending

· The concept and use of filters: blur/sharpen levels

· Tools for artistic manipulation of images. For example:
Brushes

Cloning

Selecting

Tinting

The practical part of the course should give the student practical experience in creating artwork using 2D digital methods.


	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required
III. 2D DIGITAL ART

	3. RESOURCES

Students should have access to a workstation suite which provides workstations running industry standard software (Photoshop etc) and equipped with graphics tablets (A5 or larger), scanners, digital cameras and printers.


	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



	4. TEACHING 
The course should be practice-based.

Feedback and review sessions should be included where students are given opportunity to give and receive criticism.


	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required
IV. CGI: 3D MODELLING

	1. LEARNING OUTCOMES 

1.1. Product
The students should compile portfolios of 3D digital artwork created during in this part of the course. This work should be presented in an appropriate form, for instance a CD or DVD. 

The portfolios should wherever possible show the construction of the model and should include model files along with renders of the final image. Turntable animations of models are an excellent way of presenting this work. Showing wire-frame and shaded versions is also recommended. Statistics such as polygon count should be displayed. Course products in the form of models exported to an actual 3D game engine are strongly recommended.

1.2. Performance Characteristics

The work produced for the portfolios should demonstrate:

· The ability to model from reference drawings
· The ability to create work to a high technical standard, meet production targets and create a clean mesh
· Use different modelling techniques as applicable to games technology: 

· Low polygon models
· High resolution models
· Subdivision surfaces

Examples include:

· Modelling  a character mesh working from a 2D design

· Modelling a real-life vehicle keeping to a low polygon budget
· Modelling a human face attempting realism and a likeness

· Creating an environment working from maps or photographs

· Modelling technical geometry from blueprint

· Modelling exercises should avoid cartoon or fantastical subjects
1.3. Other Outcomes

Complexity in modelling projects can rapidly become untidy or unmanageable. Students ability to employ strategies to simplify their work, wherever possible, should also be assessed.
	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required
IV. CGI: 3D MODELLING

	2. COURSE REQUIREMENTS  

The course should be present a brief theoretical introduction to the subject followed by exercises in creating models using an industry standard modelling package.

The theoretical component should introduce:

· Definition of terminology 

· Vertices 

· Edges

· Polygons and polygon limits
· Understand the technical limitations of a package

· Understand the importance of a consistent scale

· Understand primitives

· "Clean" modelling practices

· Shortcuts and optimisations in modelling and working to the right level of detail relevant to camera placement

· The practical component should allow students to work with modelling operations,

· Creating primitives

· Scaling

· Extrusion

· Bevelling

· Smoothing and hard edges

· Distortion

· Dragging

· Selection

· Smoothing

· Readying the models for export to a 3D engine
	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required
IV. CGI: 3D MODELLING

	3. RESOURCES 

Courses must have adequate space to provide workstation suites with sufficient workstations to allow students to work comfortably in 3D modelling without them needing to compete with each other. Computers should be pre-loaded with at least one contemporary software package allowing for the production of 3D models.

There should be sufficient computing power available for allowing reasonable opportunity to render the meshes.

Students must have ready access to technical support for all equipment used in the production processes. Courses should have sufficient technical staff to provide such support and keep all equipment in good working order. In the case of software, technical staff should normally have attended a professional training course in the use of such software. Except in the case of serious equipment failure or breakdown, students should expect technical problems to be resolved on the same day. In the case of software packages, students should have ready access to technical and instructional manuals. 

Other resources including:

· Reference works 

· Reference books on vehicles/buildings/animals

· Photo library

· Internet

· Digital cameras & scanners
should be available to the students.
	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required
IV. CGI:  3D MODELLING

	4. TEACHING 
The course should be practice based.

Feedback and review sessions should be included where students are given opportunity to give and receive criticism.


	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required
V. CGI TEXTURING

	1. LEARNING OUTCOMES 

1.1. Product
As with modelling, the students should compile portfolios of 3D digital artwork created during in the modelling aspect of the course but should show: 

· the models textured using techniques learned in this part of the course

· the raw textures
1.2. Performance Characteristics

The work contained in the portfolios should demonstrate practical application of the course material below:
· The ability to create custom textures from scratch

· The ability to create custom texture derived from photographs
· The ability to apply the textures to models
· The ability to optimise the texture usage mindful of memory issues
1.3. Other Outcomes

Assessment procedures should also enable students to demonstrate that they understand how this work relates to other aspects of the modelling processes.


	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required

V. CGI TEXTURING
	2. COURSE REQUIREMENTS

The course should provide the students with a theoretical introduction to the subject and follow through with a series of practical exercises designed to advance knowledge and skills in creating textures and applying them to geometry.
2.1. Theoretical Component

· The use of colour 2D digital images being applied to models
· Different mapping strategies

· Planar projection mapping

· UV mapping

· Camera projective mapping

· Use of maps (normal and bump maps); concepts for control of parameters e.g. polygon complexity
· Luminosity, shadow and occlusion mapping

· Specular/glossiness mapping

· Bump, normal and displacement mapping

· Procedural texturing

· Understand choices of texture size - costs and benefits

· Technical limitations on texture sizes

2.2. Practical Component

· Creating and applying a planar colour map

· UV coordinates and wrapping a map to a surface
· Creating maps from photographs

· Other map types: specularity maps, luminosity/ shadow maps. Bump and displacement maps 

2.3. Other Options
Aspiring technical artists may also wish to learn about writing SHADER CODE
	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required

V. CGI TEXTURING

	3. RESOURCES 

Courses must have adequate space to provide workstation suites with sufficient workstations to allow students to work comfortably in 3D modelling without them needing to compete with each other. Computers should be pre-loaded with at least one industry standard software package (e.g. Maya, 3-D Studio Max) allowing for the production of 3D models. The use of A5 (or larger) graphics tablets is strongly recommended.

There should be sufficient computing power available for allowing reasonable opportunity to render the meshes.

Students must have ready access to technical support for all equipment used in the production processes. Courses should have sufficient technical staff to provide such support and keep all equipment in good working order. In the case of software, technical staff should normally have attended a professional training course in the use of such software. Except in the case of serious equipment failure or breakdown, students should expect technical problems to be resolved on the same day. In the case of software packages, students should have ready access to technical and instructional manuals. 


	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required
V. CGI TEXTURING

	4. TEACHING 
The course should be practice based.

Feedback and review sessions should be included where students are given opportunity to give and receive criticism.


	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required
VI. CGI RENDERING AND LIGHTING

	1. LEARNING OUTCOMES  

1.1. Product
The students should compile portfolios of rendered 3D digital artwork (where possible demonstrating both low polygon graphics for real time rendering and a high end pre-rendered piece) for created during in this part of the course. This work should be presented in an appropriate form, for instance a CD or DVD. 

The portfolio should wherever possible show the construction of the scene and should include model files along with renders of the final image, for example:

· Vehicles 

· Environments 

· Characters 

1.2. Performance Characteristics
The renders produced by the students be produced to a high technical standard utilising the techniques from the course.

Students should be aiming to achieve:
· Visual realism - by using lighting, and detail
· Mood - by using colour and texture

Specific features of the final images that are sought include:

· Vehicles - accuracy and surfacing

· Environments - concentrating on mood and detail

· Characters - focusing on expression and characterization

A common error in this type of work is to do too much or make the work too complicated.

The students should experiment with methods to minimise the amount of work by exploiting 2D tricks and simplifications to get the desired result with the minimal amount of work.

	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required 

VI. CGI RENDERING AND LIGHTING
	2. COURSE REQUIREMENTS  

The course should provide the student with a theoretical introduction to the subject and follow through with a series of practical exercises designed to advance knowledge and skills in creating textures and applying them to geometry.

Theoretical

· The rendering pipeline

· Lighting and shadow casting

· Specular and diffuse lighting

· Rendering an animation to show the model 

· Radiosity & global Illumination

· High dynamic range lighting

Practical

· Real-time versus conventional rendering differences


	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required

VI. CGI RENDERING AND LIGHTING
	3. RESOURCES 

Courses must have adequate space to provide workstation suites with sufficient workstations to allow students to work comfortably in 3D modelling without them needing to compete with each other. Computers should be pre-loaded with at least one contemporary software package allowing for the production of 3D models.

There should be sufficient computing power available for allowing reasonable opportunity to render the meshes.

Students must have ready access to technical support for all equipment used in the production processes. Courses should have sufficient technical staff to provide such support and keep all equipment in good working order. In the case of software, technical staff should normally have attended a professional training course in the use of such software. Except in the case of serious equipment failure or breakdown, students should expect technical problems to be resolved on the same day. In the case of software packages, students should have ready access to technical and instructional manuals. 


	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required
VI. CGI RENDERING AND LIGHTING
	4. TEACHING 
The course should be practice based.

Feedback and review sessions should be included where students are given opportunity to give and receive criticism.


	Brief narrative/descriptor:

     
List of relevant evidence (with reference number if applicable):

     



Please refer to the Accreditation Guidelines for a detailed explanation of what is required
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	Also available in large print, Braille, audiotape and PC formatted disc formats
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	Also available in large print, Braille, audiotape and PC formatted disc formats
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