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Your Learning
Journey.
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Fundamentals & Design

During your year with us, we’ll ensure you develop a solid
foundation in drawing, perspective, digital painting and the use

of 2D and 3D software tools to visualize ideas. You will learn to
develop your conceptual, technical, and academic research skills to
communicate your imagery in a way that conveys the true depth of
an idea. In learning these techniques, we will take you through the
industry standard workflows and processes used to take a project
from start to finish. Creating and designing characters, creatures,
props, assets and environments, you will build an industry-standard
portfolio to take with you on your next steps.

Industry Readiness

All Academy of Digital Arts courses are designed with industry
readiness as a primary focus. On graduating from our Concept Art
course, you'll not only be familiar with the professional environment
into which you'll be heading, you'll also have the skills, confidence,
portfolio and industry contacts to dive into your new career.

Is This Course Right For You?

If you are looking for a hands-on, practical approach to learning
that sees you completing an industry-standard portfolio, then

yes, absolutely, this is the course for you. You will be able to walk
away with a thorough understanding of concept design, and its
application in the wider entertainment design industry. You will

be taught how to research, conceptualise, design and develop
individual items like assets, characters, creatures and environments,
but also work within the context of and manage bigger all-inclusive
campaigns. You will develop a comprehensive understanding

of standard work practices, procedures and the professional
etiquette needed to function as capable, contributing members

of the industry. Our Full-time courses are intensive, project-based
learning experiences that prepare you for the working world. It is a
great opportunity to transition into an agency lifestyle whilst being
mentored and guided into your creative voice.

Virtual or On-Campus Experience

As the world moves into a more hybrid approach, we have been
able to adapt accordingly. Therefore, you can select to study with
us either virtually or join us here on-campus. Our campus provides
all the facilities required to complete this course, however, if you
feel more comfortable studying from home, or you're unable to
make it to our campus, then the distance learning option is for you.
Your virtual study experience will be interactive and engaging. It is
not a self-study option; you are still required to “attend” via video
conference formats. We have all the technology, facilities and
assistance to make sure that this is a seamless, fun and interactive
journey for you. If you plan to join this programme remotely you
will need a home computer capable of running Adobe Photoshop
and 3D modelling software like Blender and a stable internet
connection. We additionally recommend that you have a secondary
screen/monitor to make online attendance more streamlined.

Note* You are required to select 1 study option upfront; either on
campus or virtually, but you will not be bound to this chosen study
option and may elect to move between modes of attendance as
needed.



What You
Will Learn

Fundamentals

You will gain mastery over the fundamentals that allow you
to execute digital designs and bring imaginative projects to
life. Learn how to execute correct perspective and human
anatomy, hone your visual library and drawing skills, and
learn how to navigate the digital painting medium with
confidence. Once you know the basics, level up and bring 3D
tools like Blender into the mix to speed up your processes.

Design

A good design isn’t just a pretty picture; it must serve a
purpose and fulfill its function. Learn how to use principles
of practicality and ergonomics to design assets and vehicles,
convey a character or creature’s personality through shape
language and colour theory, and create environments that
set the scene and mood for any story to take place in. Then,
bring it all together in a campaign that showcases all these
disciplines against the backdrop of your own worldbuilding
and story concepts.

Research

To go from pretty picture to functional design - artists need
to research! Unlock a hunger for knowledge and learn about
all the real-world things that can influence, inspire and

make your designs ‘work’. Costume, architecture, biology,
mechanics... concept artists need to know a little bit about
everything, and we guide you in expanding that knowledge
base! Research historical events to inspire your worldbuilding,
rationalise and explain your designs in interpretable

ways, and generally build essential critical thinking and
communication skills that will benefit you for the rest of your
life.

Industry Readiness

Every assignment you do at ADA will prepare you in some
small or large way for a career. With briefs tailored to industry
expectations, realistic but fast-paced deadlines, overlapping
assignments and directed feedback sessions with your
lecturers, you will learn to accept and implement critique,
manage your time like a pro, and get the job done. All this
builds to the 3rd year industry internships, where you get to
experience hands-on what it is like to be a concept artist for a
studio, so nothing will take you by surprise once you land that
big job.

The Only Limit
is Your Imagination.

The entertainment design
industry is vast and has
many avenues to explore
as a creative. Concept

Art opens the door to any
number of opportunities

in this industry focusing

on pre-production design
work for games, films and
animations. Whether you
choose to specialise in

one field, or work in all

the above, the Academy of
Digital Arts will equip you
with all the conceptual and
technical skills you need to
develop and visualise ideas
for use in any industry.
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YEAR ONE

Curriculum Overview

Module1 Theory & Conceptual Skills

This module is designed to introduce students to concept art and
the entertainment design industry. In this module students will
learn to distinguish between concept art and production art and
gain understanding into how concept art is used in the industry. The
module will lay the foundations for the advanced conceptual skills
students will need later in the programme, as well as broaden their
design thinking through an understanding of narrative and world-
building. They will learn how to interpret a concept art brief, and
how to start thinking and analysing said brief like a concept artist.

Module 2 Perspective

In this module students will develop their understanding of
different perspectives that concept artists are expected to have
mastery of. This includes isometric projections, as well as one-
point-, two-point, and three-point-perspective. An understanding
of perspective is essential for the designs students will develop
throughout the course of the year, and these skills will become
invaluable building blocks for every assignment to come.

Module 3 Drawing & Anatomy

In this module students will get the chance to put their newfound
understanding of perspective to the test. They will gain
understanding into the fundamentals of anatomy, including how
to break complex shapes -like the human body- up into simple
shapes that can be represented in different poses and perspectives
with more ease. Additionally, this module will develop the drawing
skills of students through development of line art skills, that will
allow them to create effective anatomy studies and serve them
throughout the rest of their art careers.

Module 4 Digital Painting

Digital Painting is not only a useful skill for artists but expected

in the concept art industry. In this module students will learn how

to capitalise on the tools that digital painting software offers, and
how to implement these tools in a way that advances their art

and design skills. The module covers the basics of digital painting
and rendering, brushwork, and how to represent forms, textures

and materials effectively. These basics then branch out into more
analytical and specialist areas that will enhance the outcomes of the
design briefs in the upcoming modules.

Module 5 Asset Design

The Asset Design module is the first of the design-orientated
modules of the programme. Here student will get to implement
their hard-earned fundamental skills, as well as advance and
showcase their design capabilities. The asset design module
focuses on the conceptualisation, design and execution of
inanimate objects, ranging from simple handheld devices to
complex vehicle and structure designs. The module aims to
equip students with the skills to be able to execute their ideas as
effectively as possible, these skills include but are not limited to;
designing with silhouettes, photo-bashing, and basic 3D modelling
and frameworks.

Module 6 Character & Creature Design

In this module, students will explore the different techniques and
work processes employed to design visually appealing characters
and creatures for film, game and animation. They explore tools
used for conceptualising, designing and executing both stylised
and realistic characters and creatures, and learn to master shape
language, colour theory and rendering styles that go along with
the design and execution processes.

Module 7 Environment Design

In this module students will walk through the process of designing
environments for the entertainment design industry. This

process starts with thumbnailing, designing with shapes, and 3D
frameworks, and progresses all the way through to complete,
rendered environments. Renders are achieved through combining
photo content, 3D bases, and digital painting skills.

Module 8 Production Art

Production Art touches on the tools needed to create complex,
detailed, high-end renders of complete scenes. Students will use the
knowledge they have gained about characters, environments and
assets, and combine that knowledge into one cohesive illustration.
This illustration will allow them to press their understanding of
composition, lighting and rendering to new hights.

Module 9 Campaign Design

The Campaign Design module combines all the skill taught
throughout the year and requires students to do worldbuilding and
designs for a cohesive campaign. This includes designing characters,
creatures, assets and environments with a cohesive aesthetic and
style, and presenting them as the beginnings of a film, game or
animation project for the entertainment design industry. Here
students get to combine their own creativity, with the high-level skill
they have acquired over the course of the year to create a structured
and complete representation of their skills as concept artists.

Module 10 Business Practice

Here students are equipped with business-orientated skills that
will allow them to conduct themselves as professionals after

the completion of the programme. This includes instruction on
essential skills from setting up and sending quotes and invoices, to
the assembly of a CV and portfolio that showcases their best work
from the year. This portfolio will serve as tool that can be used to
gain potential clients or placement in the industry.



YEAR TWO

Curriculum Overview

Module1 Theory & Conceptual Skills

This module is designed to align students with the concept art
industry. It aims to build understanding of what would be expected
of them as employees or freelancers, and what level of design and
quality of work is expected when applying for their desired positions
in the industry. They will set up personal goals for the year and

develop a deeper understanding of the role they play in the industry.

Additionally, students will expand their conceptual abilities through
learning about worldbuilding, storytelling and small-scale research.
This skill will allow them to reach their set goals and progress their

work to a desired design and conceptual standard.

Module 2 Perspective

In this module students will build on assumed knowledge from

the Higher Certificate in Concept Art and employ both skills

in rendering and design to develop an effective workflow for
executing correct perspective in their design work. This will
incorporate further expansion of perspective theory, including
more in-depth 3D perspective, drawing perspective from life, the
process of using 3D bases to establish perspective, as well as other
organic methods to ensure the students can quickly and effectively
establish correct perspective in their design process without
compromising on their concepts.

Module 3 Drawing & Anatomy

Students will spend time here understanding the logic behind a
visual library and execute that understanding through various
studies aimed at understanding the core of their chosen subject
matter. They will put that newfound understanding, along

with their assumed understanding of human anatomy, to the

test through a character sheet that expects a character to be
represented on-model from a variety of angles, and with different
poses and facial expressions.

Module 4 Digital Painting

In Digital Painting students will deconstruct their understanding

of colour, light, form and materials into their simplest forms, and
then aim to combine that knowledge into a render that has clear
and effective rendering passes represented. From there, this
knowledge will be expanded into advanced material studies, where
the concepts of colour theory are put to the test and students must
consider the impact that environment and surroundings have on
different materials. This is an essential skill when representing a
variety of materials in a rendered design.

Module 5 Asset Design

The Asset Design module is the first of the design-orientated
modules of the 2nd year programme. Here student will combine
their expanded theory knowledge with their additional
fundamental skills to execute functional, logical and practical
assets. Here we encourage students to really consider and
represent the logic behind their assets through representing them
from multiple angles, as well as through exploded views that show
the functionality that underlies the asset.

Module 6 Character & Creature Design

In this module, students will dive into the finer points of character
and creature design. This includes costume designs and historical
contexts for costumes, as well as the basics of biology and ecology
that impact creature designs through speculative evolution. The
aim here is to level up the relatability and logic that fuels design,
as well as encourage an extensive research phase before jumping
into designs. This theory will be backed up by technical training in
areas like creature sculpting and using basic human models as a
basis for character design.

Module 7 Environment Design

In this module students will aim to expand their skill sin
environment designs through the consideration and incorporation
of environmental storytelling, as well as a greater understanding
of creating mood and following through on aesthetics for both
interior and exterior designs. This theory will be backed up by
technical training in 3D software like blender to assist in the
process of creating a 3D basis for environment design work.

Module 8 Visual Development

In this module students will take a step into the earliest phases of
pre-production and explore the beginning forms of entertainment
media visualisations. These will include keyframes, vis-dev sketching,
colour scripting, as well as a basic introduction to storyboarding.
These related fields compliment the concept artist’s skillsets and
add valuable skills to the student’s toolbox that will form the
undergirding framework of their Campaign Design assignments.

Module 9 Campaign Design

The Campaign Design module combines all the skill taught
throughout the year and requires students to do worldbuilding and
designs for a cohesive campaign. This includes designing characters,
creatures, assets and environments with a cohesive aesthetic and
style, and presenting them as the beginnings of a film, game or
animation project for the entertainment design industry. Here
students get to combine their own creativity, with the high-level skill
they have acquired over the course of the year to create a structured
and complete representation of their skills as concept artists.

Module 10 Business Practice

Here students are equipped with business-orientated skills that
will allow them to conduct themselves as professionals after
the completion of the programme. This includes instruction on
essential skills of doing taxes as a sole proprietor in the business
sector, to the assembly of a portfolio that showcases their best
work from the year. This portfolio will serve as tool that can be
used to gain potential clients or placement in the industry.



YEAR THREE

Curriculum Overview

Module1 Practice Based Research

This module is structured to gradually yet effectively build

on student knowledge in the practice of academic writing. An
often-overlooked skill in the field of art, academic research and
writing will equips students with critical, analytical and higher-
level thinking skills that they can apply in broad contexts. This
module will deepen their knowledge in a self-appointed field
of specialisation, as well as equip them with the skills needed
to conduct academic research, which will include information
gathering, analysis and verbalisation of conclusions; all skills they
will be able to rely on in broad contexts.

Module 2 Theory & Conceptual Skills

Concept Artists often need to be self-sufficient, and highly effective
with their conceptualization and idea-creation process. In this
module, students will be instructed in generating conceptual
frameworks as a template for the conceptualization process. This
will allow them to quickly and efficiently generate ideas for their
personal portfolio development and act as a structure for them to
follow when working on concepts with clients.

Module 3 Business Practice

Business intelligence and general knowledge of the industry

and professional conduct is the focus of this module. Students
will learn to draw up well-researched business plans, which will
ultimately allow them to look at the business side of art practice
with an educated and informed eye. They will be able to evaluate
the risk and value of certain financial moves, as well as plan

their business futures with more confidence. This module will
additionally provide the space for students to assemble and tailor
their portfolios to align with their newfound knowledge.

Module 4 Work Integrated Learning Internships

Work Integrated Learning is a module built around sending students
on live, industry internships. These internships will give them a
hands-on introduction to the industry and expectations of concept
artists working at studios in the area. As a precursor, students will

be instructed on conduct and professional practice, which they will
then be expected to apply in a two-week internship stint, which they
will be reviewed on.

Module 5 Applied Concept Design

This module takes up the bulk of the contact time lecturers have
with students, and with good reason. During this timeframe,
students will endeavor to combine skills gained from all the
previous modules by setting self-directed goals aimed at learning
and improving in their chosen area of specialization. They will
conceptualize, design and execute designs based on those goals,
driven to new heights by their improved conceptualization skills,
as well as their developing ability to critically analyze and solve
problems in unfamiliar, but related contexts.

Module 6 Campaign Design

As with the prerequisite programmes, the Campaign Design
module combines all the skill taught throughout the year and
requires students to do worldbuilding and designs for a cohesive
campaign. Here students get to combine their own creativity, with
the high-level skill they have acquired over the course of the year
to create a structured and complete representation of their skills
as concept artists. This iteration of the module will however be put
through the lense of pitching a campaign in industry, and the final
product should be very reminiscent to what would be expected of
a concept artist in a studio pitching for a new title to be developed.



Advantages of
Studying ADA

- We enjoy national and international industry accreditation, so
you can take your credits anywhere with you. An international
network of students and lecturers keeps our finger on the
pulse of global trends. All of our lecturers are industry working
professionals, so we get to keep our students at the forefront of
techniques and technologies that keep evolving in the digital
industry. Our lecturers, being working professionals, bring a level
of contacts and insight to the table - which makes you feel like
you're already in the industry. Project based learning techniques:
The environment we create on campus gives you the chance to
experience what it is to work in an agency. Making you ready for
the working environment from day ONE. Our campus is pretty
special too, in the heart of Cape Town, the creative energy
drives our classes, which remain firmly rooted in international
best practices, preparing our students for a future proof career
anywhere in the world.

Technical
Requirements

All our higher certificate courses are an NQF level 5 course,
therefore, to receive the qualification you will need a Matric with

a Bachelors Pass - The minimum admission requirements for a
Bachelor’s degree programme are a NSC with a minimum of 30%

in the language of learning and teaching of the Higher Education
Institution (HEI), coupled with an achievements rating of 4 (50-59%)
or better in any four (4) NSC subject except Life Orientation.

With the Concept Art course, it is important to note that this is an
art intensive course. A background and portfolio demonstrating
your art skills is important, even if you explore art as a hobby and
not a formal subject.

If you plan to join this programme remotely you will need a
home computer capable of running Adobe Photoshop and 3D
modelling software like Blender and a stable internet connection.
We additionally recommend that you have a secondary screen/
monitor to make online attendance more streamlined.

Important numbers
On Campus or Virtual.

Orientation 11 Feb. 2027

Course Starts 15 Feb. 2027

Length of Course 3 Years

Admin Fee R 1000

Course Fees (2027) BAyearl R 89000
BAyear2 R 109 000 (Admin Fee Included)
BAyear3 R 131000 (Admin Fee Included)

Questions?

Email info@ada.ac.za
Phone +27 21 300 0298

What Next?

Sign up for
Open Day

Visit our campus and meet us in person.
During our Open Days visitors can view our
classrooms, chat to lecturers and students and
get a sense of why our students love studying
with us.

Apply online

Our application process is now fully online.
Visit our website and follow the ‘start my
application’ link to begin your registration
process. Create a profile and complete your
application at your own pace.

Submit with
your *portfolio

Once you have created a profile, you will
be able to upload all your application
requirements and portfolio of work

*(Note that some courses require this whereas
others have it listed as optional). Visit your
profile dashboard to review missing elements.

We can't wait
to meet you

We may request an interview to get to know
you better and shortly after we’ll advise

if you'll be receiving that oh-so important
acceptance letter. Get ready to kickstart your
creative career and join your tribe at the
Academy of Digital Arts!

SIGN UP FOR OPEN DAY REGISTER NOW



https://portal.ada.ac.za/apex/StudentManagerRegistration?_gl=1*f1ggcl*_gcl_aw*R0NMLjE3MjAwODMzMTYuQ2p3S0NBandrSm0wQmhCeEVpd0F3VDFBWExPTDBLdURMb3RNVS12azJwQ1k3b1hjMk5DZURFZDVkQnVJRGFma3dJTE9QMEhhcHA2UGZ4b0NNcmNRQXZEX0J3RQ..*_gcl_au*ODEyODEyMzAzLjE3MTU1ODg1MzU.*_ga*MTkxMDk0OTg2NC4xNzA2NTExMTYx*_ga_PMBK8Z8D5V*MTcyMDA5NzAzNy43My4xLjE3MjAwOTcwNDkuMC4wLjA.
https://www.ada.ac.za/open-day/
https://portal.ada.ac.za/apex/StudentManagerRegistration?_gl=1*1h3wyxm*_gcl_au*ODEyODEyMzAzLjE3MTU1ODg1MzU.*_ga*MTkxMDk0OTg2NC4xNzA2NTExMTYx*_ga_PMBK8Z8D5V*MTcxODk2MjcwMi42OC4xLjE3MTg5NjI4NDkuMC4wLjA.
mailto: info@ada.ac.za
tel:+27 21 300 0298

