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Introduction
Welcome to the AIM Awards Suite of Games, Animation and VFX Skills Qualification
Handbook. This Handbook contains everything you need to know about these
qualifications and is intended for Tutors, Assessors, Internal Verifiers and other staff
involved with the planning, delivery and assessment.
This is a live document and as such will be updated when required. You will be informed via
email when changes are made and it is your responsibility to ensure the most up-to-date
version of the Qualification Handbook is in use.
We also provide Learner Guides for our qualifications. These learner-friendly documents
detail everything your learners will need to know about the qualification they are
undertaking; the content of the qualification, how they will assessed, what the qualification
could lead to and any additional information to help them successfully achieve. These are
available to download on our website (www.aimawards.org.uk) or alternatively contact us to
access these.

About Us
AIM Awards is a national and international Awarding Organisation. We offer a large number
of regulated qualifications at different levels and in a wide range of subject areas, Access to
Higher Education Diplomas and End Point Assessments. Our products are flexible enough
to be delivered in a range of settings, from small providers to large colleges and in the
workplace both nationally and internationally. We pride ourselves on offering the best
possible customer service, and are always on hand to help if you have any questions. Our
organisational structure and business processes enable us to be able to respond quickly to
the needs of customers to develop new products that meet their specific needs.

Back to Contents
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About these Qualifications
The AIM Awards Level 3 Diploma and Level 3 Extended Diploma in Games, Animation and VFX
Skills are employer-led qualifications and have been designed to provide learners with the
broad range of skills to enable them to progress to further study, an Apprenticeship or work in
any one of these three occupational areas. The qualifications are designed to be studied as a
linear 2-year course, with the Diploma studied in Year 1 and the remaining components from
the Extended Diploma studied in Year 2.
The Diploma covers all the fundamental skills, identified by industry employers, required in art,
animation, visual effects, games design, principles of 3D design, maths and product programming
and knowledge of the ecosystem of the industries. The Extended Diploma continues learning to
encompass the development of more sophisticated technical skills, industry working practice, project
and production management including the common practice of Agile and Scrum techniques as
well as the opportunity to research an emerging technology or commercial trend that has current
and/or potential future implications for one or more of the industries. The inclusion of research,
presentation, essay writing and exams as assessment tools ensure that a learner progressing to
degree level courses will be well served with the acquisition of study skills that will support them to
be able to cope with the independent learning that will be required of them at any Higher Education
Institute (HEI). A number of HEIs offering degree courses in Games, Animation and VFX have also
been closely involved in the design of these qualifications and continue to support them through
special Application processes
A clear understanding of how the Games, Animation and VFX Industries work in practice and
experience of working to a specific industry brief in a way that replicates industry methods of
project management will ensure that any learner choosing to progress their learning and career
path through a Higher Level Apprenticeship or a Degree Apprenticeship will be able to start work
immediately without necessarily requiring any industry understanding preparation programme.
Similarly, the necessary understanding and abilities in the basic concepts of art, maths and
programming will be of great support to learners, apprentices and/or new employees whatever their
progression route.
Regular and relatively frequent review dates for these qualifications ensure that they remain
industry current. Industry employers are key stakeholder in the Review process.

Back to Contents
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Qualification Details
Qualification
AIM Awards Level 3 Diploma in Games, Animation and VFX Skills
Assessment
This qualification is assessed through different methods:
• Internally assessed and externally moderated
assessment evidence as set out in the Assessment
Pack in Appendix 2
• An externally set and internally marked Games
Jam assessment
Grading
Geographical Coverage
Operational Start Date
Operational End Date
Certification End Date
Sector
Qualification Number
Learning Aim Reference

Fail, Pass, Merit, Distinction
England
1st September 2015
31st July 2019
31st July 2022
9.3 Media and Communication
601/6427/X
6016427X

Guided Learning Hours (GLH)
Total Qualification Time (TQT)
Learner Age

540
675
16-18; 19+

Back to Contents
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Qualification
AIM Awards Level 3 Extended Diploma in Games, Animation and VFX Skills
Assessment
This qualification is assessed through different
methods:
• Internally assessed and externally moderated
assessment evidence as set out in the Assessment
Pack in Appendix 3

Grading
Geographical Coverage
Operational Start Date
Operational End Date
Certification End Date
Sector
Qualification Number
Learning Aim Reference
Guided Learning Hours (GLH)
Total Qualification Time (TQT)
Learner Age
Rules of Combination

Back to Contents

• An externally set and internally marked Games
Jam assessment
Fail, Pass, Merit, Distinction
England
1st September 2015
31st July 2019
31st July 2022
9.3 Media and Communication
601/6428/1
60164281
1080
1350
16-18; 19+
Learners must achieve all mandatory components at
Level 3 to achieve this qualification. Assessment of this
qualification is through completion of an Assessment
Pack as well as passing an externally set and internally
marked Games Jam assessment.
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Total Qualification Time and Guided Learning Hours
Total Qualification Time (TQT) is the number of notional hours it takes a typical learner to achieve the
full qualification and is made up of two elements:
• the minimum number of Qualification Guided Learning Hours (GLH) - the number of Tutor-led
contact hours
• the number of hours spent on preparation, studying and the assessment that is non-guided
For example, the number of tutor-led contact hours (GLH) for a qualification is 30 and the number
of hours spent by the learner (non-GLH) on preparation, studying and the assessment is 6 hours.
Therefore the Total Qualification Time (TQT) for the qualification is 36 hours.

Progression Opportunities
Learners may progress into Higher Education to any Games, Animation or VFX Degree, a Higher
Level Apprenticeship or into employment.

Entry Guidance
It is recommended that learners have a minimum of Level 2 literacy and numeracy skills or Grade C
GCSE English and Maths, or equivalent.

Qualification Dates
The qualification review date is the date by which we will have carried out a review of the
qualification. We work with sector representatives to make any changes necessary to meet sector
needs and to reflect recent developments. In most cases, we’ll extend the qualification and set a new
review date. If we make a decision to withdraw a qualification, we’ll set an operational end date.
We will post information relating to changes or extensions to qualifications on our website and
centres approved to offer the qualification will be kept updated. The certification end date will be
three years from the operational end date.

Resource Requirements
Please see each component for specific resource requirements..

Back to Contents
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Qualification Structure and Components
This section details the rules of combinations for this qualification. Select the component titles to
view the component details.
Rules of combination for: AIM Awards Level 3 Diploma in Games, Animation and VFX
Skills
Learners must achieve all mandatory components at Level 3 to achieve this qualification.
Assessment of this qualification is through completion of an Assessment Pack as well
as an externally set and internally marked Games Jam Assessment (see Appendix 2 for
Assessment Pack).
Component Code Component Title
Level
GLH
H/507/3221

The Games, Animation and VFX Industries

Three

30

H/507/3218

Maths and Logic Fundamentals for the Games,
Animation and VFX Industries
Fundamental Product Programming Skills

Three

60

Three

60

Three

80

Three

100

Three

100

F/507/3209

Art Fundamentals for the Games, Animation and
VFX Industries
Fundamental Animation Skills for the Games,
Animation and VFX Industries
VFX Fundamentals for the Games, Animation and
VFX Industries
3D Tools: Principles and Practice

Three

80

F/507/3212

Core Principles of Games Design

Three

30

Y/507/3216
T/507/3210
R/507/3215
K/507/3222

Due to the holistic nature of the assessment for this qualification, component certification is not
available.

Back to Contents
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Rules of combination for: AIM Awards Level 3 Extended Diploma in Games, Animation and
VFX Skills
Learners must achieve all mandatory components at Level 3 to achieve this qualification.
Assessment of this qualification is through completion of an Assessment Pack as well as an
externally set and internally marked Games Jam Assessment (see Appendix 3 for Assessment
Pack).
Component Code Component Title
Level
GLH
H/507/3221

The Games, Animation and VFX Industries

Three

30

H/507/3218

Maths and Logic Fundamentals for the Games,
Animation and VFX Industries
Fundamental Product Programming Skills

Three

60

Three

60

Three

80

Three

100

Three

100

F/507/3209

Art Fundamentals for the Games, Animation and VFX
Industries
Fundamental Animation Skills for the Games,
Animation and VFX Industries
VFX Fundamentals for the Games, Animation and VFX
Industries
3D Tools: Principles and Practice

Three

80

F/507/3212

Core Principles of Games Design

Three

30

D/507/3217

Images and Sounds for Imagined Worlds

Three

60

D/507/3220

Story/Playboarding

Three

60

K/507/3219

Production Management for the Games, Animation
and VFX Industries
Business and Common Working Practice in the Games,
Animation and VFX Industries
Emerging Technologies/Trends in the Games,
Animation and VFX Industries
Creative and Technical 3D Modelling

Three

140

Three

140

Three

60

Three

80

Y/507/3216
T/507/3210
R/507/3215
K/507/3222

A/507/3211
L/507/3214
J/507/3213

Due to the holistic nature of the assessment for this qualification, component certification is not
available.
Back to Contents
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Centre Staff Requirements
As an Awarding Organisation, we require that:
Tutors have relevant teaching experience and/or a qualification, and experience and/or a qualification in
the relevant subject area. Suitable teaching qualifications include:
• Level 3 or 4 Preparing to Teach in the Lifelong Learning Sector (PTLLS) or above
• Level 3 Education and Training or above
• Diploma or Certificate in Education
• Bachelors or Masters Degree in Education
Assessors have an assessor qualification or evidence of recent relevant experience. Suitable assessor
qualifications include:
• Level 3 Award in Assessing Competence in the Work Environment
• Level 3 Certificate in Assessing Vocational Achievement
• A1 Assess Candidate Performance using a Range of Methods
• D32 Assess Candidate Performance and D33 Assess Candidate using Differing Sources of Evidence
The holistic assessment methodology of this qualification (see Assessment Packs in Appendices 2 and
3) demands that across the teaching and assessing team, there is a need to combine both technical and
creative expertise as well as the ability to teach maths and programming in an industry context. Staff should
hold appropriate qualifications to teach their subject and demonstrate professional expertise working
in a team that has created animation, interactive, game or visual effect products. Staff should also have
sufficient knowledge of changes in the technology and business trends affecting these industries to develop
their own skill and teaching base accordingly. Please note that there is an additional industry recognised
approval process for these qualifications.
Internal Verifiers (IV) have an internal verification qualification or evidence of recent relevant experience.
Suitable internal verification qualifications include:
• Level 4 Award in Internal Quality Assurance of Assessment Processes and Practice
• Level 4 Certificate in Leading the Internal Quality Assurance of Assessment Processes and Practice
• V1 Conduct Internal Quality Assurance of the Assessment Process
• D34 Internally Verify the Assessment Process
Internal Verifiers should be experienced in assessing teaching of programmes that deliver a broad range
of skills, using a mixed assessment tool methodology and which have a strong industry focus.

Back to Contents
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How are these Qualifications Assessed
To be awarded these qualifications, learners must provide evidence of achievement of all the learning
outcomes for all the components specified in the rules of combination (see Section 2 for rules of
combination). Assessment of these qualifications is through completion of the holistic assessment tasks
that are set out in the Assessment Pack in Appendices 2 and 3, as well as well as an externally set and
internally marked Games Jam assessment for the maths and programming elements of the qualifications.
Set by the centre

AIM Awards Level 3 Diploma in Games, Animation and VFX Skills

Set by AIM Awards

The Assessment Pack in Appendix 2 requires learners to complete the following assessment tasks:
•

Asset Development Portfolio

•

Reflective Blog 1

•

Written Assignment

And an externally set and internally marked Games Jam:
•

Part A – Development (Game Design)

•

Part B – Analysis (Maths/Logic and Product Programming)

The Games Jam externally set tasks must be completed between 1st February and 1st May under
controlled conditions. These externally set assessment tasks will be released to centres on 1st February.
Instructions for the invigilation of controlled assessments are in Appendix 5. Please see pages 18-19 for
details about resits.
Set by the centre

AIM Awards Level 3 Extended Diploma in Games, Animation and VFX Skills
The Assessment Pack in Appendix 3 requires learners to complete the following assessment tasks:
•

Asset Development Portfolio

•

Reflective Blog 1

•

Reflective Blog 2

•

Synoptic Project

•

Showcase Portfolio

•

Written Assignment

•

Research Project
Back to Contents

15

And an externally set and internally marked Games Jam:
Set by the centre

•

Part A – Development (Game Design)

•

Part B – Analysis (Maths/Logic and Product Programming)

Set by AIM Awards

The Games Jam externally set tasks must be completed between 1st February and 1st May under controlled
conditions. These externally set assessment tasks will be released to centres on 1st February. Please see
pages 19-20 for details about resits.
Guidance on our expectations is available in Appendix 1 – A Guide to Assessing AIM Awards
Qualifications.

Methods of Assessment
All assessment tasks are transparent, fair, inclusive, reliable, rigorous, relevant and sufficient and allow
learners to produce work that is authentic. Learners must be assessed in English in England, English or
Welsh in Wales and English or Irish in Northern Ireland.
Asset Development Portfolio
Learners must complete this portfolio to demonstrate the development of their technical skills and
provide evidence of how they have met the technical learning outcomes. The portfolio should be compiled
according to the framework provided in the Assessment Pack.
Externally set and internally marked Games Jam

Set by the centre

For Part A, learners will be expected to create a computer game that meets set rules. The development
of the game is expected to be carried out, in controlled conditions, over 24 hours. Part B is a two hour
controlled assessment Paper and reflects the maths/logic and product programming skills that the learner
has used in creating their game. AIM Awards will provide sample assessment tasks.
Reflective Blogs
Learners must complete word-limited reflective blogs over the duration of the qualification to provide
permanent and reliable records of progress and achievement throughout the learning programme. The
Assessor should compare what the learner has written on the subject with what was actually taught, and
how the learner has demonstrated achievement of the learning outcomes.

Back to Contents
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Research Report
by AIM
The learner must complete assignment tasks set according to the assignment briefs Set
within
theAwards
Assessment
Pack.

Showcase Portfolio
Learners should complete a portfolio of work according to the framework in the Assessment Pack that
builds on their Asset Development Portfolio from Year 1 and is the means by which they show the continual
development and sophistication of their technical skills and provide evidence of how they have met the
learning outcomes identified in the Year 2 components.
Synoptic Project
Learners must complete a project which enables the assessment of learning across the components of
the qualification and provides them with the opportunity to demonstrate the skills and knowledge that
employers across the Games, Animation and VFX Industries have identified as common to them all. The
project should be carried out according to the framework set by AIM Awards. It is expected that the learner
will draw upon evidence from across the qualification to support their activities in the project.
Written Assignment
The learner must complete assignment tasks set according to the assignment briefs within the Assessment
Pack.
Set by the centre

Marking and Grading Tasks
Each assessment task will identify the learning outcomes that it covers. Submissions must evidence
achievement of learning outcomes and Assessors must mark work against them.
For each component, there is a Record of Learner Achievement where Assessors must identify whether
the learning outcomes have been met and sign to confirm the assessment has been achieved.
Summative feedback to learners should be provided with feed-forward guidance for how to complete
future submissions. The completed Records of Learner Achievement must be presented alongside the
learner marked work for internal and external verification.
Each assessment task is graded Pass, Merit or Distinction. In order to achieve a Pass, all of the learning
outcomes for the assessment task must be met at the level described by the Pass criteria. Merit or
Distinction grades are awarded according to the Merit and Distinction Subject Marking Criteria specified
for each assessment task.
As the assessment tasks are holistic and cut across the component content, it is advised that subject
specialist Tutors meet to consider the submissions and agree the grade for each task for each learner
based on the overall nature of the evidence submitted in comparison with the Subject Grading Criteria
set out for that task.
Back to Contents
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Each assessment task carries a weighting towards the qualification grade and some tasks are worth more
than others. For each assessment task, a number of points
to Pass, Merit
and
Distinction
Set byare
the allocated
centre
Set by
AIM
Awards
grades, for example 27, 30 and 33. Once all tasks are achieved, these points must be totalled to arrive at
the overall qualification grade, according to the tables below. A template for recording these grades is
provided at the back of the Assessment Pack.
Overall grade bands: AIM Awards Level 3 Diploma in Games, Animation and VFX Skills
Qualification grade bands:
Minimum points
Maximum points

Pass
180
193

Merit
194
206

Distinction
207
220

Overall grade bands: AIM Awards Level 3 Extended Diploma in Games, Animation and VFX Skills
Qualification grade bands:
Minimum points
Maximum points

Pass
360
386

Merit
387
413

Distinction
414
440

Assessment Regulations
Deadlines
Deadlines for internally marked tasks may be set by the centre and must be clearly communicated to
Set by the
learners on the assessment tasks. A table for this is provided
incentre
the Assessment Packs (Appendices 2 and
3). AIM Awards have set an assessment period for the externally set Games Jam assessment of 1st February
to 1st May. See Section 3.
Late Submissions (for all assessments except the externally set Games Jam)
A late submission is capped at a Pass, unless an extension was agreed as outlined below. All first
submissions must be made before the end of the course.
Extensions (for all assessments except the externally set Games Jam)
Component Tutors may agree an extension period of up to two weeks by negotiation and where genuine
reasons can be evidenced. In exceptional circumstances, the learner may be granted longer than two
weeks to submit however that would need to be supported by the personal Tutor/Course Leader. The
personal Tutor will be notified of extensions and will monitor these in order to ensure that the learner is
coping with the demands of their qualification.

Back to Contents
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Resubmission (for all assessments except the externally set Games Jam)

Set by AIM Awards

A first submission that fails to meet the learning outcomes is returned to the learner (with feedback)
for resubmission. Feedback must relate to the learning outcomes but may not make reference to the
subject marking descriptors. Resubmission should be within a few days (no longer than a week) and
be proportionate to the degree of non-achievement. A timely resubmission that meets all the learning
outcomes is considered for further grading.
Referral (for all assessments except the externally set Games Jam)
A learner whose resubmission (Submission 2) fails to meet all the learning outcomes may request a referral
i.e. the opportunity to make a second resubmission (Submission 3). The request is made of the assessor
and Internal Verifier who collate evidence and subsequently convey the request to the External Verifier
(EV). Even if the assessor and IV believe the situation doesn't warrant a referral, it should still be referred to
the EV for confirmation or challenge. The EV informs the IV and the assessor of the decision. If approved,
conditions of referral are set by the EV and conveyed to the centre. Decisions about referrals made by the
EV must include:
•

whether or not a second resubmission opportunity should be offered

•

the nature and extent of the requirements for second resubmission

•

compliance with the relevant requirements for first resubmissions

Referrals undergo assessment by the Tutor, internal verification
and external verification. If all learning
Set by the centre
outcomes are met, achievement is capped at a Pass. If all learning outcomes are not met the result is a
Fail.
Resits and resubmissions of externally set Games Jam
Deadlines
Deadlines for Part A and B must be set by the centre, within the period 1st February to 1st May and must
be clearly communicated to learners. Due to the nature of this assessment, late submissions are not
allowed.
Failure of Part A
Learners who do not achieve a pass in Part A should not progress to Part B. A first submission that fails to
meet the Part A brief should be returned to the learner (with feedback) for resubmission. Feedback must
relate to the brief. Resubmission should be within a few days (no longer than a week) and be proportionate
to the degree of non-achievement. If the resubmission (Submission 2) fails to meet the Part A brief, the
learners will receive the result of Fail and would have to retake the two components and externally set
assessment in the next series.

Back to Contents
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Failure of Part B
Set byrequest
AIM Awards
Components
Learners who do not achieve a pass in Part B are eligible to take a re-sit. Centres must
the re-sit
externally set assessment from AIM Awards.

Learners who do not achieve a pass in the re-sit will receive the result of fail and would have to retake the
two components and externally set assessment in the next series.

Marking Tasks
Internally assessed learner work
Assessors must mark learner work against the learning outcome of the component to ensure that it is at the
correct level and is sufficient, appropriate, and authentic. Please refer to Appendix 1 for guidance. Centres
must ensure that learner evidence is generated by that learner, i.e. that plagiarism does not occur.
Assessors must judge and mark whether each learning outcome is either achieved or not achieved
using the Record of Learner Achievement forms available within the Assessment Pack in Appendix 2 and
3. Components are achieved when all learning outcomes of that component have been achieved. All
reasonable steps must be taken to avoid any part of the assessment of a learner (including verification)
being undertaken by any person who has a personal interest in the result of the assessment.
Externally set, internally marked Games Jam assessment
Assessors must mark the externally set Games Jam Parts A and B according to the Mark Scheme provided
with the Assessment.
Set by the centre

Back to Contents
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Section Four
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Offering this Qualification
Centres wishing to offer this qualification must be an AIM Awards recognised centre. New centres can apply
to become a centre using the Centre Recognition Application Process on our website (www.aimawards.
org.uk) or by contacting the AIM Awards office. All procedures for the use of this qualification, including
approval, registration of learners, verification and certification will be completed through AIM Awards and
all centres will have an allocated Customer Support Officer to support them.

Approval to Offer the Qualification
Centres wishing to offer this qualification must complete and submit a Qualification Approval Request
on the AIM Awards website. Staff should hold appropriate qualifications to teach their subject and
demonstrate professional expertise working in a team that has created animation, interactive, game or
visual effect products. Please note that there is an additional industry recognised approval process for
these qualifications.

Registration and Certification
Once your centre has approval to offer a qualification, you will be able to register learners via the AIM
Awards Online Portal. You must be registered onto the correct programme via the Portal (a programme is
the centre’s chosen set of components from their approved qualification). Centres should also check that
the correct components are listed.
A Recommendation for the Award of Credit (RAC) form will be produced for each programme once
learners are registered. Centres will be able to download their RAC forms within four weeks of receipt of
correctly submitted registrations. The RAC is used to claim the learners’ achievements at the end of the
course and details must be checked carefully as these will appear on any certificates issued.
Once the RAC has been correctly completed and received by AIM Awards, certificates and a summary
of credit achievement will be produced and issued. Learners that have achieved a qualification will be
issued with a qualification certificate with details of the qualification and components achieved. Learners
that have not achieved a qualification will be issued with a component certificate with details of the
components achieved.

Fees and Charges
Qualification charges are available on our website. Please note that registrations will not be processed if
centre fees have not been paid. Where learners are registered onto the Diploma qualification and move to
the Extended Diploma, the difference in fees plus an administration fee of £14 will be payable by centres.
Where learners are registered on the Extended Diploma and move to, and complete, the Diploma, a refund
is calculated as the difference between the cost of the two qualifications, minus an administration fee of
50% of the difference.
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Appendices and Links

Appendix Title					
1. A Guide to Assessing AIM Awards Qualifications
2. Level 3 Diploma Assessment Pack
3. Level 3 Extended Diploma Assessment Pack
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Like us AIMAwards
Connect with us AIM Awards
Follow us @AIMAwards_

01332 341822

AIM Awards
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