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Video Game Art
Concept Art for Gaming 3 – VGA400
COURSE PLAN – Supporting texts or resources
	Week/Hours
	Topic/Chapter
	Concepts Covered
	In Class Lab (equipment needed)

	Week 1
(2 hour lecture and 1 hour lab)
	Discussion of syllabus
Introduction to Concept Art for Gaming 3
	1. Overview of Syllabus
2. What to expect in the next 16 weeks
3. Discuss topics covered 

	In class document

	Week 2/3
(2 hour lecture and 4 hour lab)
	Concept development  and design:

Vehicle sketches
Blueprints and diagrams

Pre-production

	1. Introduction to vehicle development

2. The importance of research and references when creating vehicles
3. Vehicle concept art pipeline
4. Photoshop and pen/tablet tips and tricks

5. Vehicle functionality: making a believable vehicle
	 In class document 

	Week4/5
(2 hour lecture and 4 hour lab)
	Vehicle concept development:
Final production

Post production
	1. Finalizing vehicle concepts 
2. Creating final production quality art assets

3. Discuss and use efficient and appropriate workflow

4. Post production art pipeline


	In class document

	Week 6/7
(2hour lecture and 4 hour lab)
	Characters and accessories concept development:
Pre-production 

Final production
	1. Proper workflow 
2. Art pipeline process of creating characters and accessories
3. Following project guidelines and time restrictions

4. Showing and understanding efficient pre-production workflow
5. Creating character and accessory model sheets

6. Communicate art direction and character design
	In class document

	Week 8/9
(2 hour lecture and 4 hour lab)
	Character and accessory development continued:

Creating marketing  assets

Post production 


	1. Creating final quality concept art 

2. Creating 2D assets for marketing purposes

3. Tips and tricks in creating marketing material 

4. Post production process and workflow 
	In class document

	Week 10/11
(2 hour lecture and 4 hour lab)
	Video game Art portfolio development :
Focusing and developing a portfolio

Concept art process 
	1. Showing the concept art process from start to finish
2. Focus on presenting strength in portfolio

3. Updating concept art for use in portfolio

4. What should be in your portfolio
	In class document

	Week 12/13
(2 hour lecture and 4 hour lab)
	Video game Art portfolio development :

Showing various steps to a concept art pipeline
Understanding what an employer looks for in a video game artist
	1. Creating final production 2D assets

2. Show clear step by step process of creating a final character concept

3. Focusing on certain content to show in a portfolio
	 In class document

	Week 14/15
(2 hour lecture and 4 hour lab)
	Video game Art portfolio development :

Finishing up on concept art for a portfolio

	1. Using existing concepts to create new 2D assets
2. Understand and learning to work around art direction changes

3. Efficiently working within a workflow that allows for art direction changes


	In class document

	Week 16
(1 hour lecture and 2 hour lab)
	Discuss and present final portfolio concept art assets
	1. Student presentations
	In class document


