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Module Aims  

 To extend practice in a variety of 3D Sculpting techniques culminating in design and 
production.  

 To extend technical design skills and practice in relation to the subject matter being 
explored. 

 Demonstrate an understanding of 3D Sculpting work trough’s and purpose in relation 
to the creation of game assets. 

 Develop an understanding of the limitations of real-time hardware and professional 
workflows for games development. 

 
 

Intended Learning Outcomes 

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

1. Demonstrate extended practice in the effective manipulation of 3D Sculptures using 
industry standard techniques.  

2. Demonstrate extended technical skills and design techniques using appropriate 
software in solving communication problems.  

3. Apply critical reasoning to the selection and use of different 3D Sculpting workflows 
and reflect on current industry practice. 

4. Demonstrate extended technical skills and design techniques using appropriate 
software in solving communication problems. 
 

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 
Demonstrate extended practice in the effective manipulation 
of 3D Sculpting using industry standard techniques. 

KS1 KS3 

KS4 
KS6 

KS9 

2 
Demonstrate extended technical skills and design techniques 
using appropriate software in solving communication 
problems. 

KS3 KS4 



 

3 
Apply critical reasoning to the selection and use of different 
3D Sculpting workflows and reflect on current industry 
practice. 

KS2 KS6 

4 
Demonstrate extended technical skills and design techniques 
using appropriate software in solving communication 
problems. 

KS1 KS4 

KS5 KS9 

Transferable skills and other attributes 

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

 Collaborative work, as a team member 
 Planning 
 Writing skills and the ability to critical analyse own work  
 IT skills 
 Communication skills 
 Autonomy  

 

Derogations  

None 

 

 

Assessment:  

Formative assessment will take place during group critiques with student participation and in 
individual tutorials that will take place at the end of the module. Students will be assessed on 
the presentation of concepts, design and production of final work. They will also be expected 
to develop a reflective journal that evidences their research, investigation of ideas and a 
critical evaluation of their work for this module. Assessment will also take into consideration 
their attendance, participation and performance during lectures, seminars, and workshops for 
the overall module. Individual assessments will take place at the end of the module with a 
major review of work at the end of the year. 
 
In assessing the learning outcomes, a variety of factors will be taken into account, these 
include: 
 

 Research and investigation of 3D Sculpting within the Game Art discipline. 
 Conceptual design development. 
 Communication of 3D Sculpting, solutions to a given assignment. 
 The appropriate use of media and techniques.    
 Presentation and evaluation of final piece. 

 

Assessment 
number  

Learning 
Outcomes 
to be met 

Type of assessment 
Weighting 
(%) 

Duration  
(if exam) 

Word count 
(or 
equivalent if 
appropriate) 

1 All (1-4) Coursework 100 N/A N/A 



 

Learning and Teaching Strategies: 

Key lectures will examine 3D Sculpting within the Game industry and character development. 
Students will be introduced to new techniques and challenges using digital processes and 
may interpret their model solutions in a number of directions using a variety of techniques 
and methods. Emphasis will be placed on research and analysis from critical and contextual 
viewpoints. 
 
Students will synthesise subject matter and determine the approach and structure of their 
concepts in answer to assignments. They will consider the relationship between target 
audience/viewer and what is being communicated. Practical studio work will involve both 
design and production through to finished presentation. Students will make formal 
presentations of their work to their tutors and peer group for critical analysis. Emphasis will 
focus on the effectiveness of creating final, game ready models. 
 
Students will be encouraged to discuss the formulation of solutions in dialogue with peers 
and tutors. They will organise and manage their work, developing work schedules and 
documenting work on their reflective journals. 
 
 

Syllabus outline: 

This module broadly introduces students to new and more challenging areas of practice that 
will encourage the utilisation of advancements in new technology in the outcome of their 
work. Outcomes will be differentiated from assignments set within each students design 
results.  
 
Ideas will be explored and developed creatively to produce designs that will demonstrate 
creative thinking as well as extending practice through using advanced software techniques 
in the production process.  
 
Students will investigate current industry workflows and compare their own work, reflecting on 
the results.  
 
Indicative Content: 
 
Exploring 3D Sculpting and extended techniques of production such as: topology, geometry, 
normal map baking, UV mapping and texturing.  Abstracting images, exploring meaning, 
message and narrative forms of communication, consideration of character and environment. 
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