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University of Cumbria. Institute of The Arts 
BA (Hons) Illustration Year 3 | ILLU6030 Illustration Practice 
Reassessment Project – Iconics Heroes and Iconic Villains 
Pop Culture entertains us, informs us and 
surrounds us. 
 

In a little over 10 years Marvel movies have taken 

over the global cinematic market. The term 

“cinematic universe” has been born and the word 

“franchise” has entered our shared lexicon. 

 

Companies such as Lego and Funko make literally 

hundreds of millions of pounds from the stylized 

reproduction of existing characters – both old and 

new. 

 

Artists such as Jack Teagle, Nik Holmes 

(Zombiedollars), Scott Campbell and Andrew 

Waugh, in part, sustain their illustration careers 

through their pop culture fandom, by making and 

selling original artwork, prints, t-shirts, badges, 

books etc etc... 

 

  



 
Brief: 
 
Create a series of artworks suitable for a variety of 

outcomes such as digital print, t-shirt, badge etc 

suitable for sale at an event such as a comic-con or 

film festival. 
 

The theme of your art is ‘Iconic Heroes & Iconic 

Villains’. These could be from the world of comics, 

film, TV, literature, music, sport, politics... You 

don’t even need to pick one genre – you could 

quite easily mix up your inspirations. 

 

  



 

Stage 1: Research 
Research a variety of possible subjects. What 

characters appeal to you? What sources are you 

already interested in? Use a layout pad – or similar 

– to keep a log of your thoughts and the things 

you’re looking at. (Remember to draw as well as 

stick examples down). 
 

Research artists and illustrators whose work you 

think falls into the category being discussed here. 

We’ve given you 4 examples, but we’d like you to 

find more – reflect upon their art and think about 

what makes it work? What have they added to an 

otherwise familiar formula? Again, use layout pad 

– or similar. 

 

Total: 6 A3 sheets 

 

 

  



 

Stage 2: Development 

 
Begin to think about not only which characters you 

might be drawn to but also how you intend to 

create a cohesive visual across your work (we 

strongly urge you to use the digital process that 

you’ve been working on). Look at the artists who 

you have researched, and you will see that their 

work has a visual relationship, no matter what 

subject they are referencing. Use a layout pad to 

begin thumbnailing and toying with visual ideas of 

what you might produce. 

 

You should also consider what it is you intend to 

produce? You might produce a series of stand-

alone portraits, but you might decide to produce 

fake comic covers, film posters (perhaps for films 

that don’t exist), a series of collectable cards... 

What the items are is as important as what you 

decide to put on them.  

 

Total: 6 A3 sheets 

 

 

  



 

Stage 3: Outcomes 

 

Create a series of ‘Iconic Heroes & Iconic Villains’ 

artworks (minimum 6) which could be sold at a 

convention or via an online shop of your own (like 

the artists who you’ve researched). 

 

These should have a cohesive visual, making it 

clear that they’ve been produced by the same 

artist and are intended to share a thematic 

relationship. 

 

Your outcomes can be delivered as 

digital/onscreen outcomes. We don’t expect you 

to source printers now that ours are closed – 

though if you feel strongly that you want to deliver 

tangible outcomes, you can.  

 

We would like you to explore a few photoshop 

tutorials in the process of putting this work 

together. Here are a couple of examples: 

 
https://www.creativebloq.com/how-to/use-

textures-in-photoshop 
https://creativepro.com/creating-a-retro-comic-
book-effect-photoshop/ 
https://www.youtube.com/watch?v=Wpc-ttVsOXg 
 
Total: 6 finished artworks (3 heroes & 3 villains) 
 

  

https://www.creativebloq.com/how-to/use-textures-in-photoshop
https://www.creativebloq.com/how-to/use-textures-in-photoshop
https://creativepro.com/creating-a-retro-comic-book-effect-photoshop/
https://creativepro.com/creating-a-retro-comic-book-effect-photoshop/
https://www.youtube.com/watch?v=Wpc-ttVsOXg


 
Deliverables: 
 

1. 6 A3 sheets of research 
(including your own thoughts, notes and 

drawings in addition to any printed 

reference)* 

 

2. 6 A3 sheets of development 
(including your own thoughts, notes and 

drawings in addition to any printed 

reference)* 
 

3. 6 outcomes artworks (minimum) 
 

• Can be delivered as digital pages if 
sourcing print is an issue. Feel free 
to consider photoshop as a ‘layout 
pad’ if need be. 
 
 

Learning outcomes: 
 
i. RESEARCH: Critically establish the demands of a 
brief, identify its design context/audience and 
demonstrate a coherent approach to evaluating 
the problem-solving strategies required in terms of 
research and ideas/conceptual development. 
 
ii. MAP: Demonstrate critical judgement in the 
mapping of ideas/concepts and establish an explicit 
dialogue in expressing/sharing these with an 
external audience. 
 
iii. PRODUCE & PRESENT: Demonstrate critical skills 
in the chosen methods of production and 
presentation. 
 
iv. RESOLVE: Present a final design/illustrative 
resolution that demonstrates ownership of the 
brief in determining an identified understanding of 
the needs of a client/audience/context. 

 
 
 
  


