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Awarding Body University of the Arts London 

College London College of Communication 

School Screen 

Programme LCC Moving Image and Digital Arts(L060) 

Course AOS Code LCCBAGAAF01 

FHEQ Level Level 6 Degree 

Course Credits 360 

Mode Full Time 

Duration of Course 3 years 

Valid From September 1st 2022 

Course Entry 
Requirements 

Home/EU/International 

The course team welcomes applicants from a broad range of 
backgrounds from all over the world. The course attracts 
students who apply direct from A-level (or equivalent) or 
from Foundation Diploma in Art and Design, or other art or 
design courses, as well as mature students who may have 
previously worked in industry. 

The standard entry requirements for this course are as 
follows: 

96 UCAS tariff points which can be made up of one or a 
combination of the following accepted full level 3 
qualifications: 

• A Levels at Grade C or above 

• Foundation Diploma in Art & Design (Level 3 or 4) 

• Merit, Merit, Merit in BTEC Extended Diploma 

• Merit in UAL Extended Diploma 

• Access to Higher Education Diploma 

• OR equivalent EU/International qualifications, such as 
International Baccalaureate Diploma at 24 points 
minimum  
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And 2 GCSE passes at grade 4 or above (grade A*-C). 

APEL - Accreditation of Prior (Experiential) Learning 

Applicants who do not meet these course entry 
requirements may still be considered in exceptional cases. 
The course team will consider each application that 
demonstrates additional strengths and alternative evidence. 
This might, for example, be demonstrated by: 

• Related academic study or work experience; 

• The quality of the personal statement; 

• A strong academic or other professional reference; 

• A combination of these factors. 

Each application will be considered on its own merit but we 
cannot guarantee an offer in each case. 

English Language Requirements (International/EU) 

If English is not your first language you will be asked to 
provide evidence of your English language ability when you 
enrol. IELTS level 6.0 or above, with at least 5.5 in reading, 
writing, listening and speaking is required for this course.  All 
classes are conducted in English. 

Selection Criteria The portfolio, along with the details on your UCAS 
application (including the academic reference and your 
personal statement) will be assessed against the following 
criteria:  

• Ideas generation: quality of ideas and expression of 
conceptual thinking.  

• Technical skills and experimentation with visual 
creativity: a fundamental understanding of shape, 
form, observation, drawing and colour, utilising a 
range of 2D and 3D media demonstrated through 
design aspects of characters, environments, 
illustrations, vehicles and other game related 
artefacts. 

• Materials and media exploration and 
experimentation: experimentation and testing of 
materials in realisation of concept. 
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• An understanding of the need for a critical and 
analytical approach (through research and practice) 
to this area of study. 

Scheduled Learning and 
Teaching 

Following two years of disruption due to Covid 19 we are 
glad to be returning to normal delivery in 2022/23. This 
means on campus face-to-face activities such as course 
projects, lectures, seminars, and studio work, except for 
courses designed to be delivered online.  
 
Scheduled learning and teaching activity may include 
lectures, seminars, studio and workshop briefings, tutorials, 
external visits and project briefings.  
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Awards and Percentage of Scheduled Learning 
 

Year 1 

Awards Credits 

Certificate of Higher Education (Exit Only)  120  

 

Year 2 

Awards Credits 

Diploma of Higher Education (Exit Only)  240  

 

Year 3 
Awards Credits 

Bachelor of Arts  360  

 

Scheduled Learning Split by Level 

Level 4 28%   

Level 5 25%   

Level 6 18%   

Total Scheduled Learning Split 24%  
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Course Aims and Outcomes 
The Aims and Outcomes of this Course are as follows: 

Aim/Outcome Description  

Aim 
Enable you to develop a strong portfolio that will allow you to progress 
to the Creative Industries or further Postgraduate study. 

Aim 
Develop the communication skills to enable effective team working 
and present game concepts to diverse audiences. 

Aim 

Ensure you have the digital and cross-media production skills necessary 
to cope with the fast pace of technological change in the games 
industry to support continual professional development and to engage 
with the creative industries in experimental and innovative ways. 

Aim 
Develop a professional understanding of the role of a games artist 
through professional research, studio visits, live projects, competitions 
and industry links. 

Aim 

Provide you with the opportunity to produce games artefacts that use 
critical ideas to develop ethical, sustainable and culturally insightful 
practice, understanding the use that games art can have as a vehicle 
for social change and cultural change. 

Outcome 
Analyse the cultural and diverse influences on the development of 
games as a discipline and understand its position within its current 
position. (Enquiry / Knowledge) 

Outcome 
Conduct visual and theoretical research relevant to the design and 
development of games art. (Enquiry, Knowledge) 

Outcome 
Work in creative teams and make a significant contribution to joint 
creative outcomes, accommodating change and uncertainty as part of 
the creative process. (Communication / Process) 

Outcome 

Produce a range of creative work that demonstrates your personal 
development and ability to work to a standard necessary for 
progression to Postgraduate study and/ or employability in the 
Creative Industries. (Process / Realisation / Knowledge) 

Outcome 

Benefit from the critical judgement of others and recognise your 
personal strengths and needs and in response set realistic goals, 
priorities and action plans. (Enquiry/ Knowledge/ Process/ 
Communication) 
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Distinctive Features 

1 

Career-orientated approach within the curriculum - Embracing the LCC practice-
driven ‘physical making’ ethos, the BA Games Art students have the opportunity to 
work alongside games designers, animators, VR (Virtual Reality) artists, 
programmers and audio specialists in small development teams to conceptualise 
and develop computer games. Students learn core skills and principles in game 
concept, asset creation, game prototyping and production to orient them towards 
their specialist skillset. 

2 

Curiosity and experimentation - Students are encouraged to play, experiment and 
learn their craft in a range of games art techniques. This approach is supported by a 
specialist skilled core teaching team who are practitioners working in the creative 
industries, reinforcing the approach of originality and creativity working in harmony 
with technical skills acquisition and software proficiency. 

3 

Engaging with new formats and emerging technologies - The course actively 
encourages students to investigate formats and explore outcomes beyond the 
traditional modes associated with games - such as VR, AR (Augmented Reality), live 
performance, - equipping graduates with the ability to offer multi-disciplinary 
solutions. 

4 

Critical appreciation of audience - Students critically challenge, question and explore 
the relationship with the audience as a key driver to making project work from both 
an academic and a professional context, exploring the potential immersive and 
interactive nature of games art indicative of a repertoire of approaches. ‘Informed 
Practice’ units provide students with the scope to connect theory with their practice 
exploring themes of equality, diversity, exclusivity and inclusivity, sustainability and 
ethics. 

5 

A programme of specialist technical expertise - The course sits within the Moving 
Image and Digital Arts programme, alongside undergraduate and postgraduate 
courses in Animation, Games Design, Virtual Reality, Visual Effects and 3D Computer 
Animation. This community of courses provide Games Art students access to 
industry-leading resources and academic expertise. 
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Course Detail 

BA (Hons) Games Art is a practice-led course that will support you to develop a creative 
skillset relevant to the evolving computer games industry. 

You'll have opportunity to gain industry experience through live briefs or external 
collaborations and have the option to explore further work experience and placements 
through the optional Diploma in Professional Studies (DPS). 

With access to specialist facilities including computer labs, green screen and motion 
capture facilities, you’ll use specialist technologies and software to create 2D and 3D 
computer game characters, environments and artefacts. 

Additionally, you’ll have the opportunity to collaborate with Games Design and Animation 
students to create interactive games and entertainment as well as opportunities to engage 
with industry through live projects, internships and guest speakers. 

What to expect 

You’ll develop a broad range of skills in fields such as research, ideas generation, design, 
modelling, and game engines to underpin your creation of original characters, levels, 
artefacts and environments. 

You will develop essential drawing and design techniques to inform all aspects of your 
subject knowledge and technical expertise. Digital production skills are taught intensively 
from Year 1, recognising industry demands and expected levels of graduate expertise. 

Industry-led and mentored ‘Live’ projects and competitions are delivered in collaboration 
with external partners, enabling you to practice your skills in professional contexts while 
building your portfolio. 

You’ll develop communication, teamwork and project management abilities through 
collaborations across BA (Hons) Games Arts and other closely aligned courses such as BA 
(Hons) Games Design, BA (Hons) Virtual Reality and BA (Hons) Animation. 

You’ll develop a contextual vocabulary and historical knowledge for analysing games as 
art. 

You will build critical skills to articulate meaningful ideas in your practice that promote 
equality, diversity, and inclusivity as well as themes around sustainability and sustainable 
practices. 

https://www.arts.ac.uk/subjects/animation-interactive-film-and-sound/undergraduate/ba-hons-games-design-lcc
https://www.arts.ac.uk/subjects/animation-interactive-film-and-sound/undergraduate/ba-hons-games-design-lcc
https://www.arts.ac.uk/subjects/animation-interactive-film-and-sound/undergraduate/ba-hons-virtual-reality-lcc
https://www.arts.ac.uk/subjects/animation-interactive-film-and-sound/undergraduate/ba-hons-animation-lcc
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Industry experience and opportunities 

You’ll participate in live projects responding to client feedback, developing a professional 
portfolio to launch your career. 

You’ll have the opportunity to undertake the Diploma in Professional Studies (DPS) or the 
UAL Diploma in Creative Computing between Years 2 and 3 to enhance your learning 
experience and employability skills. 

Mode of study 

BA (Hons) Games Art runs for 93 weeks in full-time mode. It is divided into 3 stages over 3 
academic years. Each stage lasts 31 weeks. 

Course Units 

In common with all courses at University of the Arts London, this course is credit rated. 
The course is 3 years, levels 4-6. Each year requires you to achieve 120 credit points. To be 
awarded the BA (Hons) Games Art qualification, you need to accumulate a total of 360 
credits. 

Year 1 

Introduction to Games Art (20 credits) 

This unit introduces you to your course, subject, and effective learning as an 
undergraduate student. It will orientate you to the practices and knowledge-base needed 
to understand your discipline, and help you to develop skills for independent and 
collaborative learning, reflection, and your own self-development. Students come from 
many diverse educational backgrounds, and you’ll have an opportunity to reflect on how 
your own background shapes the way you approach your course. 

Principles of Games Art (40 credits) 

Providing an understanding of narrative design and how the fundamentals of design 
underpin games art, this unit will support you to develop essential skills through a range of 
creative and technical analogue and digital workshops. You’ll use short projects to 
reinforce and embed learning and work collaboratively to maximise the scope of project 
development. The skills and technical aspects you develop will underpin your approach to 
future projects. 

Games Art Pipeline (40 credits) 

https://www.arts.ac.uk/colleges/london-college-of-communication/student-life-at-lcc/diploma-professional-studies
https://www.arts.ac.uk/subjects/creative-computing/undergraduate/ual-creative-computing-institute-diploma
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Building on previous units, you’ll develop your skillset further by experimenting with 
different themes, techniques, skills and formats. Applying artistic rules and theories, you’ll 
put theoretical studies into practice to challenge and advance your ways of working. 

Informed Practice 1 (20 credits) 

This unit will establish and negotiate a project that pushes your critical and creative 
research, writing and exploration, you’ll be introduced to histories, theories and debates 
relating to games, visual and technological cultures, and study examples in broader social, 
historical and cultural contexts to consider the multiplicity of meanings and functions 
assigned to visual culture. 

Year 2 

Professional Practice (20 credits) 

This unit introduces you to the roles and responsibilities of group work, enabling you to 
put personal and professional development principles into practice. 

You’ll have the opportunity to work in multidisciplinary teams with students from other 
courses - and, more widely, with external collaborators – to use subject-specific skills to 
achieve a common goal. This unit can also help prepare you for the Diploma in Professional 
Studies (DPS). 

Visual Immersion (40 credits) 

You’ll be introduced to the defining technical and artistic principles that underpin visual 
immersion, enabling you to better understand the practices and skills needed to create 
professional moving image products. You'll also be encouraged to experiment with a wide 
array of digital production methodologies to develop project work. 

Exploratory Practice (40 credits) 

You’ll produce game-ready artefacts that demonstrate a developing knowledge of your 
specialist practice, and - most importantly - how that practice intersects with other 
mediums. You’ll produce a project that demonstrates your understanding of the broader 
context of your technical specialism. 

Informed Practice 2 (20 credits) 

You’ll develop your broader knowledge and understanding of culture within the video 
games industry alongside wider culture informing your practice. You’ll reflect, analyse and 
contextualise by exploring themes of equality, diversity, inclusivity and sustainability 
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through theoretical investigation, such as the critical evaluation of ethics and violence 
within video games. This unit will prepare you for your extended piece of academic writing 
in Informed Practice 3. 

Year 3 

Final Major Project (60 credits) 

You’ll have the space and direction to produce and negotiate a specialised piece of work 
that supports your future aspirations. You’ll consider your creative route, receive expert 
guidance towards completion of your chosen subject, and have the opportunity to work 
collaboratively with other disciplines. 

Informed Practice 3 (20 credits) 

You’ll submit an academically rigorous piece of work manifesting critical enquiry, 
reflection, analysis and original research. You’ll demonstrate detailed research, apply a 
range of different research methods and methodological approaches, and contextualise 
your work from a historical, socio-political and theoretical perspective, informed by your 
approach to your own creative practice. 

Professional Futures (40 credits) 

You’ll consider your future goals and aspirations and produce content to help propel your 
career forward. Shaping your knowledge of professional standards, you’ll also enhance 
your critical thinking and problem-solving abilities, with a focus on finessing your 
professional, industry-facing portfolio of work. 

Optional Diploma between Years 2 and 3 

Between Years 2 and 3 of your course, you’ll also have the opportunity to undertake one 
of the following qualifications: 

Diploma in Professional Studies (DPS) (Optional) 

An optional, year-long learning opportunity which enables you to develop your 
professional skills by undertaking time out for industry experience. Supported throughout 
the year by academics, you’ll build on the knowledge gained on your course in a range of 
national or international locations, and graduate with an additional qualification of 
Diploma in Professional Studies. 

UAL Diploma in Creative Computing (Optional) 
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Between Years 2 and 3, you can undertake the year-long Diploma in Creative Computing. 
This will develop your skills in creative computing alongside your degree. After successfully 
completing the diploma and your undergraduate degree, you’ll graduate with an enhanced 
degree: BA (Hons) Games Art (with Creative Computing). 

Learning and Teaching Methods 

• Seminars 

• Study visits 

• Personal tutorials 

• Group tutorials 

• Lectures 

• Supervised workshops 

Assessment Methods 

• Supervision 

• Tutorials 

• Peer review  

• Report 

• Presentations 

• Lectures 

• Seminar 

• Workshops supporting individual and group needs 

• Guest lectures 

• Self-assessment document 

• Reflective diary 

Reference Points 

The following reference points were used in designing the 
course:                                                                        

• UAL's Learning, Teaching and Enhancement Strategy 2015-2022 about-the-
exchange/teaching--learning-strategy/ 

• The College and Design School policies and initiatives http://www.arts.ac.uk/lcc/about-
lcc/school-of-design/ 

• FHEQ Level descriptors http://www.qaa.ac.uk/en/Publications/Documents/Framework-
Higher-Education-Qualifications-08.pdf 

• QAA Benchmark statements http://www.qaa.ac.uk/assuring-standards-and-quality/the-
quality-code/subject-benchmark-statements 

• UAL Creative Attributes Framework  http://www.arts.ac.uk/about-ual/teaching-and-

http://www.arts.ac.uk/about-ual/teaching-and-learning/about-the-exchange/teaching--learning-strategy/
http://www.arts.ac.uk/about-ual/teaching-and-learning/about-the-exchange/teaching--learning-strategy/
http://www.arts.ac.uk/lcc/about-lcc/school-of-design/
http://www.arts.ac.uk/lcc/about-lcc/school-of-design/
http://www.qaa.ac.uk/en/Publications/Documents/Framework-Higher-Education-Qualifications-08.pdf
http://www.qaa.ac.uk/en/Publications/Documents/Framework-Higher-Education-Qualifications-08.pdf
http://www.qaa.ac.uk/assuring-standards-and-quality/the-quality-code/subject-benchmark-statements
http://www.qaa.ac.uk/assuring-standards-and-quality/the-quality-code/subject-benchmark-statements
http://www.arts.ac.uk/about-ual/teaching-and-learning/careers-and-employability/creative-attributes-framework/
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learning/careers-and-employability/creative-attributes-framework/ 

 

http://www.arts.ac.uk/about-ual/teaching-and-learning/careers-and-employability/creative-attributes-framework/
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Course Diagram 
  

S = Summative Assessment 
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Block 2  
Introduction to Games Art (20 Credits) S 

  
        Informed Practice 1 (20 Credits) S           

                  

Principles Of Games Art (40 Credits) S   Games Art Pipeline (40 credits) S     

      

Level 5 – Year 2   

Block 1 Block 2 

Visual Immersion (40 Credits) S   Exploratory Practice (40 Credits) S     

      

      

Professional Practices (20 Credits) S 
 

    Informed Practice 2 (20 Credits) S         

              

              

Level 6 – Year 3   

Block 1 Block 2 

Final Major Project (60 Credits) S Final Major Project (60 Credits) Final Major Project (60 Credits) S           

          

          

Informed Practice 3 (40 credits) S     Professional Futures (20 credits) S             
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The University will use all reasonable endeavours to provide the Course and the services described in this 

Output. There may be occasions whereby the University needs to add, remove or alter content in relation 

to your Course as may be appropriate for example the latest requirements of a commissioning or 

accrediting body, or in response to student feedback, or to comply with applicable law or due to 

circumstances beyond its control. The University aim to inform you of any changes as soon as is 

reasonably practicable 

 

© 2022 University of the Arts London 
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