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Mock Briefs
From the AOI Inside Illustration Creative Practice Course

Go to Inside Illustration page to select the season Course pages which contains videos of all the course sessions.

Editorial
Branding
Illustration for Children
Site Specific
Book Covers
Fashion
Illustration for Gaming

[bookmark: Editorial]Editorial themed briefs:

CURRENT AFFAIRS

Both briefs are likely to require research (which illustrators frequently have to do) to reflect the reality of an editorial commission. There will be plenty of information online on these topics to aid your research. They are broad briefs, allowing you to select an area which you can best respond  to.  Plenty  of  assignments  like  these  come  from  newspapers,  magazines,  (popular)  science  &  technology  publications,  university  journals,  various  specialised  and  business  publications, etc.

Brief 1: ‘Social media’s effect on one’s mental health’ – this topic covers many aspects, including too much screen time, addictiveness, exposure to extreme content (political and social) and lots more. Choose one area to illustrate. 
Size: 1120 x 545px landscape.

Brief 2: ‘Precise medicine (DNA-based personalised medicine)’ – this topic is about medical treatments which are tailored to individuals and has many interesting aspects.
Size: 200 x 250mm


FOOD

Brief 1: For  an  article  in  a  Food  magazine  about  how  to  pair  food  and  wine,  so  for  example  how elements such as the body of the wine will compliment different flavours, and how the wine varieties tend to pair well with ingredients found nearby. This brief includes a half-page opener, and a spot illustration of a wine bottle. 

Half-page size: 210 x 153mm
Spot size (wine bottle template guide on page 2 of this PDF): 52 x 156mm

Brief 2: For an online article in a national newspaper, about how our food contributes to climate change. This article is already uses charts and graphs to illustrate some of the statistics, such as which animal based food contributes the most emissions. 

Size: 1500 x 900px
Full article here (please try not to be influenced by the existing illustration): https://www.theguardian.com/environment/2021/nov/10/nine-charts-why-us-tackle-food-emissions


LIFESTYLE

Brief 1: Respond  to  an  article  that  would  be  published  online  about  ways  to  look  after  your  mental  health  during  burnout.  The  article  shares  advice  about  setting  aside  time  for yourself to go on walks, or incorporating activities that energise you. With this brief you can take an overview approach to illustrating the article, or hone in on specific activities - it’s entirely  up  to  you.  You  can  invent  your  own  activities  that  help  your  mental  health.  
Try  to  convey a restful and holistic mood when you work up your ideas, not just illustrating activities. Consider using tones and textures to help inform your ideas. 
Size: 1120 x 545px landscape.

Brief 2: Illustrate a magazine feature about how keeping a journal whilst travelling can be a great way to enrich your experiences. The article talks about how keeping such a journal can  be  better  than  only  relying  on  photographs,  as  you  can  record  all  your  senses,  not  just  what you see through a camera lens. 
Again, you could think about an overview approach to illustrating the feature, or focus on specific aspects of keeping a journal that resonate with you. The feel and mood of the article is positive, so please keep this in mind.
Size: 200 x 250mm


PORTRAITURE
Brief 1: How to portray older age? It can be tricky! But on the other hand, these faces can be the most interesting of all to draw. Pick a person in the public eye who’s aged 60+ and draw their portrait.
Size: 1120 x 545px landscape.

Brief 2: How  do  you  suggest  a  person’s  work  through  their  portrait?  Draw  a  person  and  keep  the  focus on their likeness, but also find a way to make it clear what they do as a job as part of the portrait.
Size: 200 x 250mm


[bookmark: Branding]Branding themed briefs:

LOGOS 

Brief 1 - Create a logo made up of illustrative elements and text for:
 
A music venue (a jazz club - The Ragtime Hall, or classical music venue - City Concerts

· Create a detailed full colour version of the logo (scales well to a large format)
· Create a simplified one colour version of the logo (clear and readable at a small size)
· Create a set if illustrations to accompany the logo, showing how the illustration style becomes part of the brand. 
· Using mock ups, show how the logo (and accompanying illustrations) will be used across various formats eg. T-shirts or fly posters. 
 
Brief 2 -  Create an advertisement for a trainer, running shoe.

· Create a master composition that combines lettering and illustration in a landscape format. 
· The composition must be created in a way that allows you to rearrange the elements to fit multiple formats. 
· These formats should include a web ad banner, Instagram, Twitter and LinkedIn posts, a 6 sheet and a 12 sheet poster. 
· Use only three colours.


CHARACTERS FOR BRANDING

Recognisable and relatable characters – that will be synonymous with the brand

Brief 1
Create a character that will represent ROBOLAWN - a company selling robotic lawn mowers that intuitively and meticulously cut your lawn to the desired length and pattern.
You could choose either a human or animal or a made up creature. Make a character toolkit with front view and side view. Consider the reasons for why you’ve created the character in the way you have.

Brief 2
Create a character that will represent PLAYTREE - an online toy shop selling toys made from sustainable materials, many of which are made from recycled materials and wooden off-cuts. 
You could choose either a human or animal or a made up creature. Make a character toolkit with front view and side view. Consider the reasons for why you’ve created the character in the way you have.


REPRESENTING PEOPLE IN BRANDING

Brief 1
Create an image for a charity client that emphasises the benefits of exercise and encourages the older demographic 60-85 to exercise to keep healthy and fit. Usage will be on the charity website and printed leaflet cover. 

Image will be landscape (size: 4000 x 3000px) and include at least 4 people with a range of diversity and ages. Some of the characters will have an age-related issue such as mobility/hearing/vision.

Brief 2
To create an image for an organisation that matches refugee individuals/families with families/individuals who can offer space in their homes as temporary accommodation.

Usage will be on the organisation website and printed leaflet cover. 
Image will be landscape (size: 4000 x 3000px) and include at least 4 people with a range of age groups and backgrounds.


FOOD

Brief 1 
To create packaging illustrations for 2 chocolate bars for Melt Chocolates, an artisan producer using coco from independent producers in Cote d’Ivoire.

The bars are aimed at adult consumers and sold in independent grocers and health shops with a £5.50 price point, and each bar has 2 main flavour ingredients:
Rosemary & Spiced Plum

Blackcurrant & Burnt Cinnamon 

The illustrations should reflect the ingredients and include Melt Chocolate name and the 2 main ingredients for each bar as above.

Brief 2
To create a packaging illustration for a new brand of crisps, called Beety, made from UK grown beetroot aimed at children/youth to encourage selection of an alternative to potato crisps.

The crisps have a lower salt level than typical crisps, and are sold in higher end supermarkets and independent shops.

The illustration will cover the entire front of the pack, and need to incorporate the Beety logo and the strap line Hand cooked with UK beetroot


[bookmark: Children]Illustration for Children themed briefs: 

ILLUSTRATING FOR CHILDREN’S ANIMATION

Brief 
Design a pair of characters for an animated show with the working title Opposites.
The environment will be a plain background

The programme will be for the 6+ audience.
All the action will come from the interaction between the two characters.
So, the characters should be bold, expressive, dynamic and playful.

The characters can be animals, people, toys or even just shapes, but one character must be a lot bigger than the other.


ILLUSTRATING PICTURE BOOKS FOR CHILDREN

Brief 1:
Sketch out an animal character for audience 3-5 years.
Introduce your character to your audience over two separate images.
These images could be a sequential narrative: follow on from each other and tell a story across them or they could be two stand-alone images.

Brief 2:
Create a human character, aged around 5 years old.
Draw them displaying three very different emotions.
Consider how their body, as well as their face might convey that emotion.

CREATING YOUR OWN WORLD FOR CHILDREN

Brief 1:
Create a group of shapes, objects or images that can be pieced together to form different robot characters.

Brief 2:
Create a character that could work as a physical object or toy, that when you turn upside down, reveals another character.


[bookmark: Site]Site Specific themed briefs:

WALL MURAL

Brief 1:
Take a photo of a wall in your local area. Mock-up an artwork from your portfolio on the photo.
Adapt your artwork or re-draw it to best suit the wall.

Brief 2:
Take a photo of a wall in your local area to sketch your rough mural design onto. The theme for the mural is connecting with nature.

PUB SIGN

Brief:
Select one of the following pub names and sketch out a pub swing-sign design (hanging sign), including the text. Consider how the illustration relates to the text of the pub name:

Travellers Rest
Cross Keys
The Bird In Hand

EFFECTIVE ENGAGEMENT WITH A TARGET AUDIENCE

Brief 1:
Sketch out a design (for a 2m square space) that will be inside the reception space for a
community centre in a deprived city area.
After getting to know the community and hearing their thoughts, you came up with a series of key words and phrases which the centre and participants wish for you to keep in mind when creating your artwork.

These words are: youth, connection, unity, love, positive change, togetherness and purpose.

Brief 2:
Sketch out a landscape design (5m x 1.5m) for a hospital waiting room.
Your engagement sessions revealed that the waiting room can sometimes be a place of high
anxiety and that having a mural that would make users feel relaxed and peaceful would benefit both patients and staff.

“A sense of calm” was a key phrase.

TACKLING COMPLEX MURAL COMMISSIONS

Brief 1:
Imagine you are creating a large illustrated timeline about the history of technology inventions, everything from the first tools to the invention of space flight, the first sewing machine or Sony Walkman, or AI. Pick a date and an invention to illustrate that might form part of this historical timeline.

At the event you’ll have the opportunity to discuss your ideas with others and get some
feedback so you might want to think about scale and how it might be read and understood
by a visitor. What does it need to say, how can it communicate the story? And how might it
visually connect with events surrounding it? Your audience is wide ranging so imagine a multi-generational family is going to enjoy exploring it.

Brief 2:
Imagine you are producing an illustration within a small room as part of an exhibition where
you have the option of using the wall and the floor and where your illustration can ‘travel’ from across both surfaces. The same family will be using it to help their understanding so...

Pick two dates from a century of your choice when something significant happened, for
example you could pick the great plague of 1665 and the great fire of London the following
year, 1666. Sketch out how you might approach illustrating these two events, as part of a wider historical timeline, and think about how they might interconnect with each other across the two surfaces.
You could think about how the illustration might make use of the two surfaces? Can you connect the two dates in some way?

[bookmark: Bookcovers]Book cover themed briefs:
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EFFECTIVE RESEARCH

Brief 1: 
Redesign an existing non-fiction book cover. This could be a favourite book of yours, or one that covers topics you’ve an interest in. It isn’t necessary to have read the book, as there is rarely the time or expectation to do so when you are commissioned for a cover job. Illustrators use research skills instead. Aim to choose a book that is highly regarded, and a conversation starter if an art director wanted to set up a meeting. 
If you don’t want to do type on your cover rough, it’s fine to leave an appropriate space. 
The cover will be a B-format paperback - 129 x 198mm. 

Brief 2: 
A small educational publisher wants to break into the general interest market by improving the designs of their covers – your task is to get this book looking fresh for the market. 
If you don’t want to do type on your cover rough, it’s fine to leave an appropriate space. Title: Forestology
Subtitle: Reclaiming and rewilding the forests of Earth.

FICTION COVERS

For these briefs, consider either hand-rendering the title typography or choosing a suitable 
typeface. 
Consider colour of your title treatment and how it works with the artwork. You could mock-up your book cover using an online template, or create your own mock-up to help show how it would look when printed. 
If you don’t want to do type on your cover rough, it’s fine to leave an appropriate space. 

Brief 1:
Illustrate the book cover for Agatha Christie’s Murder on the Orient Express. It will be a B-format paperback - 129 x 198mm. 

Brief 2: 
Take an existing image you’ve made and mock this up into a book cover. 

You could invent a book title for your image, or match your image to a published book. You could crop your image, or resize elements within your artwork as you see fit. 

DECORATIVE ILLUSTRATION AND LETTERING

Brief 1: 
Illustrate a cover for a pocket-sized walking guide to a city of your choice. Include a hand lettered title that reads ‘20 walks in (city of your choice)’. The cover will be 105 x 148mm with a 3mm bleed on all sides. 

Brief 2: 
Create a cover for an anthology of nature poetry aimed at 8-12 year olds.
The cover should feature plants and animals from the UK (or your country of choice). 
It can be an illustrated border to go around the title or a full bleed image leaving space for a title. 
It will be a B-format paperback - 129 x 198mm. 

CREATING COVERS WITH IMPACT AND ATMOSPHERE

For either brief, consider where space for the type will go, or design the type yourself. 
The cover will be a B-format paperback - 129 x 198mm. 

Brief 1:
Create a book cover image with strong contrast. 
Include elements of your image emerging from darkness 
Choose a fable or book you know, or invent a title and author, in one of these genres: Thriller, Crime, Fantasy or Adventure 

Brief 2:
Compose a cover with an atypical perspective or viewpoint. 
Choose a fable or book you know, or invent a title and author. 


[bookmark: Fashion]Fashion Illustration themed briefs:

LIVE DRAWING FOR FASHION AND WEDDING EVENTS

Brief 1:
Ask a friend, family member or partner to do some clothed poses for you.
Draw them for 10-15 minutes.
Consider using a limited colour palette and/or limited materials.
Put together an A4 sheet sample of these sketches.

Brief 2:
Alternatively, draw clothed figures in a live environment (e.g. a cafe, bar, park or shopping
centre).
See how quickly you can capture them.
Put together an A4 sheet sample of these sketches.

CELEBRATING INDIVIDUALITY

Brief 1:
Compose an image of a group of diverse people. The image should be in a 2:1 ratio landscape format (e.g. 2000 x 1000px landscape). Pick a theme from the following list for this group to be celebrating: Pride, festive celebration or Valentine’s, and choose a location: on public transport, in a park, in a garden, in a bar.

Brief 2:
Create an advertising illustration for a footwear item of your choice that includes the person/character wearing it. The illustration should be in a 2:1 ratio portrait - e.g. 2000 x 1000px portrait. The footwear should be the focus, but the whole body of the person/character should be visible.

Bonus briefs:
#1: Think of a mood, and translate that into an outfit for a character that feels like a physical manifestation of that mood. It doesn’t have to be yourself, or even a human. Keep in mind the body language, styling and drawing medium, and how they could support/ accentuate the chosen mood. Eg: Ecstatic, or anxious, envious or stuck. The more specific, the better!

#2: Style your Alter Ego. Create an alternative version of you, including garments and accessories that reflect the character. This is as much a fashion/ costuming exercise as it is a character design exercise.

#3: What if a shirt was worn any other way BUT how a shirt is worn? Take an article of clothing, throw the rule book away and find ways in which it can clothe the body. Maybe it is upside down? Maybe it is scaled up 5 times? Maybe it’s a pair of trousers with 7 legs! Marry the familiar with the surreal, and bring it back to the clothed figure.

STYLING YOUR CHARACTERS

Brief 1:
This is an advertising brief to create an illustration promoting an outdoor clothing brand.
Please show a couple in an rugged outdoor environment, with the focus being on the clothing and accessories they are wearing.
Size: 200 x 250mm.

Brief 2:
Create an illustration for an editorial article on the shifting landscape of hats in male fashion.
The article delves into the different types of hats in male fashion over the 10 years. These include, but are not limited to: baseball caps, beanies, bucket hats, trilby and flat caps.
Size: 1120 x 545px landscape.

SHOWCASING PRODUCTS

Brief 1:
An illustration of a wrist watch incorporating gemstones and a seasonal theme - either
autumn or Christmas/winter.
The illustration should also include elements of nature that relate to that season.
Size: 200 x 250mm.

Brief 2:
Create an illustration centred around a perfume bottle.
The perfume has a light, floral fragrance.
Please include illustrated elements on themes around butterflies and hands.
Size: 1120 x 545px landscape.

[bookmark: Gaming]Gaming illustration themed briefs:
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Creating your own game: what to consider 

Brief 1: 
Write a short piece of promotional copy for a video game idea of yours. This should be no more than two sentences and should sum up what your game is. 
Consider what the game genre is (e.g. single player, multiplayer). You could research how other games promote themselves and how their copy is worded. 

{Take this brief further: Create a rough piece of key art that would be used to represent and sell the game.} 

Brief 2: 
Create a mood board of any influences you feel your game idea or game direction resonates with to give others a sense of what you are aiming for. 
This could include other video games, films, animations, cultural references, colour, books or music. 
If you’ve not got a game idea, then the mood board could be a collection of references that you’d like to explore when developing your own ideas. 
Try to narrow down your mood board influences to three key influences that could be descriptive touch-points for what your game is or the direction you’d like to explore further - i.e. my game is a cross between A, B & C. 

{Take this brief further: Sketch out game characters and/or environments influenced by the research and mood boards that you’ve created.} 


Building illustrative worlds 

Brief 1: 
Fill a concept sheet with as many ideas on the theme of: a city sewer environment. 
Consider what era the sewer is from: Victorian, Modern, Ancient, Art deco Etc? 
You’ll find it helpful to initially create a mood board of reference images of the type of sewer you’d like to design. Once you have filled a mood board like this you can pick what works for you. 
Your concepts could be a combination of written and drawn ideas. Try and get as many ideas on this theme onto the sheet as possible. Thumbnail sketches are a helpful way to quickly visualize your ideas. 
You could focus on a particular aspect of the environment to help anchor it. Lighting is a good example, as it would be sparse in a sewer, providing lots of chances for dramatic shot composition. 

{Take this brief further: Repeat this process for a theme specific to your own work. Once you’ve a concept sheet(s), select five of your favourite or strongest scenes and refine these up to final artwork.} 

Brief 2: 
Create sketches of an animal creature(s) (or animal-like) that you might find in a night-time urban setting. 
Research is key, as all creatures come from fusions of animalistic form so you’ll find it useful to create a sheet of reference images of what you’d like to illustrate. 
You could include props or objects that your creature(s) might interact with. 
Your sketches could begin to form a model sheet of different views: Front, back, side + 3⁄4. 

{Take this brief further: Repeat this process for a setting specific to your own work. Once you’ve rough model sheet(s), select your favourite or strongest characters and create refined character profiles, showing how they’d look from various angles and doing different actions.} 

Concept Art: Crafting characters and assets 

With both these briefs, research is important as it will help inform aspects of your character or scene and inspire elements relating to them. You could create a mood board to reference as you develop your sketches. 

Presenter, 2D Concept Artist, Visual Developer, and art director, Ari Cervelló, has provided a PDF with examples showing how the early GRIS game character evolved into a much more simplified form. The PDF also shows some examples of concepts from the ‘red desert’ with ideas related to desert+rocks+wind. Ari has included ideas on how to use references. For example, there’s a reference to a rock-carved sculpture, which inspired the idea of incorporating this type of architecture into the game. 

Brief 1: 
Sketch out a character sheet with a variety of different positions to show how your character moves. 
Poses could include: Running, jumping, ducking, fighting 
Consider what helps identify your character (especially if seen from far away). These could be body shape, clothing, colour or an accessory. 

{Take this brief further: Refine your sketches and produce a full colour sequence of poses.} 

Brief 2: 
Draw x5 (or more) different scenes that feature all three of these components. Your drawings should be done quickly and do not need to include much detail. 
Forest Floor Winter Tree roots 
You could consider: 
The purpose of the scene
The focus of the scene
The mood or message you want to convey Whether anything will be happening in the scene 

{Take this brief further: Select three components that relate to a game idea of your own. Draw x10 different scene variations for these.} 
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