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[bookmark: _Toc96504281]Overview of the proposal
This section provides an overview of each award/programme title and its associated intermediate and exit awards.  

	Awarding Institution/Body:		
	University of Wales Trinity Saint David
	University of Wales Trinity Saint David

	PSRB(s) associated with final award:
	None
	None

	Other accreditation:
	None
	None

	Teaching Institution:		
	University of Wales Trinity Saint David 
	University of Wales Trinity Saint David 

	Award Title:				
	BA Bachelor of Arts	BA Bachelor of Arts
	Programme title/name:
	Animation and VFX 
	Computer Games Design

	Intermediate Award 1 (enrolable awards):			
	Higher National Diploma	Higher National Diploma
	
	If programme title differs to the main award, specify
………………………….
	If programme title differs to the main award, specify
………………………….

	Intermediate Award 2 (enrolable awards):			
	Higher National Certificate	Higher National Certificate
	
	If programme title differs to the main award, specify
………………………….
	If programme title differs to the main award, specify
………………………….

	Intermediate Award 3 (enrolable awards):			
	Choose an item.	Choose an item.
	
	If programme title differs to the main award, specify
………………………….
	If programme title differs to the main award, specify
………………………….

	Exit Award 1 (awarded on early exit of main programme):			
	Diploma of Higher Education	Diploma of Higher Education
	
	If programme title differs to the main award, specify
………………………….
	If programme title differs to the main award, specify
………………………….

	Exit Award 2 (awarded on early exit of main programme):			
	Certificate of Higher Education	Certificate of Higher Education
	
	If programme title differs to the main award, specify
………………………….
	If programme title differs to the main award, specify
………………………….

	Exit Award 3 (awarded on early exit of main programme):			
	Choose an item.	Choose an item.
	
	If programme title differs to the main award, specify
………………………….
	If programme title differs to the main award, specify
………………………….

	Programme JACS or HECoS Code:		
	100366
	100366

	Mode of attendance:
(tick all that apply)
	☒	Full-time
	☒	Full-time

	
	☒	Part-time
	☒	Part-time

	Mode of study:
(tick all that apply)
	☒	On-campus
	☒	On-campus

	
	☐	Online/distance learning
	☐	Online

	
	☒	Blended (a mix of on-campus and online study) 
	☒	Blended (a mix of on-campus and online study) 

	
	☐	Other (specify)
…………………..
	☐	Other (specify)
…………………..

	Duration: 
	☒	Standard (AQH 6.3.2) 
	☒	Standard 
(AQH 6.3.2) 

	
	☐	Non-standard (specify)
……………………
	☐	Non-standard (specify)
……………………

	Location(s) of delivery: 		
	IQ, Swansea
	IQ, Swansea

	Language of delivery: 
(tick all that apply)
	☒	English
	☒	English

	
	☐	Welsh
	☐	Welsh

	
	☒	English and Welsh (bilingually)
	☒	English and Welsh (bilingually)

	
	☐	Other (specify)
……………..
	☐	Other (specify)
…………………

	QAA Subject Benchmarking Statement(s):
	
QAA Subject Benchmarks for Art and Design, December 2019
https://www.qaa.ac.uk/docs/qaa/subject-benchmark-statements/sbs-art-and-design-17.pdf?sfvrsn=71eef781_16
QAA Communication, Media, Film and Cultural Studies October 2019

QAA Computing 2019 https://www.qaa.ac.uk/docs/qaa/subject-benchmark-statements/subject-benchmark-statement-computing.pdf?sfvrsn=ef2c881_4

	QAA Subject Benchmarks for Art and Design, December 2019
https://www.qaa.ac.uk/docs/qaa/subject-benchmark-statements/sbs-art-and-design-17.pdf?sfvrsn=71eef781_16
QAA Computing 2019
https://www.qaa.ac.uk/docs/qaa/subject-benchmark-statements/subject-benchmark-statement-computing.pdf?sfvrsn=ef2c881_4

	Other external benchmarks:
	· QAA The Frameworks for Higher Education Qualifications of UK Degree-Awarding Bodies November 2014
· QAA Education for Sustainable Development: Guidance for UK Higher Education Providers June 2014
· QAA Enterprise and Entrepreneurship Education: Guidance for UK Higher Education Providers January 2018
· Well-being of Future Generations (Wales) Act 2015
	· QAA The Frameworks for Higher Education Qualifications of UK Degree-Awarding Bodies November 2014
· QAA Education for Sustainable Development: Guidance for UK Higher Education Providers June 2014
· QAA Enterprise and Entrepreneurship Education: Guidance for UK Higher Education Providers January 2018
· Well-being of Future Generations (Wales) Act 2015
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Each of the BA programmes detailed below, are also offered as both HNC and HND equivalents. 
For the HNC programmes, only the Level 4 modules are studied while for the HND programmes both the Level 4 and 5 modules are studied.

	
	
	
	
	
	
	
	Animation and VFX
	Computer Games Design
	

	JACS/ HECoS code and HESA Cost Centre
	Module
Code
1. Specify language of delivery if not English.
2. Specify mode of study if modules are not all the same mode.

	Module Title
	New
or Existing (Revised) (ER) (list old module code)
or
Existing (Format updated)
(EF)
or
Existing (Unchanged)
(EU)
	Credits
	Level
	Assessment summary
	Module status
CP = Component Pass
CR = Core CM = Compulsory O = Optional
	Module status
CP = Component Pass
CR = Core CM = Compulsory O = Optional
	Is module shared with other programmes not included in this document? Y/N
If Y, specify

	100366 - 121
	ACCA4027
	Contemporary Challenges: Making a Difference
	EU
	20
	4
	Component 1 – 50% Coursework ePortfolio equivalent 2,000 words
Component 2 – 50% Practical Group Presentation with supporting material 
2 minutes / 1,000 words per person
	CM
	CM
	

	100366 - 121
	ACCA4032
	Environment Design
	NEW
	20
	4
	Component 1 – 100% Practical Live Group Presentation - 10 minutes per person
	CM
	CM
	

	100366 - 121
	ACCA4033 (formerly M4X02039)
	Game Design and History
	ER
	20
	4
	Component 1 – 50% Coursework Written Report 2,000 words
Component 2 -50% Coursework Written Report – Game Design Document 2,000 words
	
	CM
	Y, BSc Computing (Games Development)

	100366 - 121
	ADGD4005
	Introduction to Character Animation
	ER
(Revalidation Date Only)
	20
	4
	Component 1 – 100% Coursework
Portfolio 3-4 elements and 5-minute Presentation - 4,000 words equivalent
	CM
	CM
	Y, BSc Computing (Games Development)

	100366 - 121
	ACCA4034
	Introduction to Virtual Production
	NEW
	20
	4
	Component 1 – 70% Coursework  VFX-based VP production & presentation 12 minutes
Component 2 – 30%
Coursework Production Tracking – 1,000 words
	CM
	
	

	100366 - 121
	ACCA4025
	Learning in the Digital Era
	EU
	20
	4
	Component 1 – 50% Coursework ePortfolio equivalent 2,000 words
Component 2 – 50% Practical 
3-minute Video and supporting materials
	CM
	CM
	Y, Computing Portfolio

	100366 - 121
	ACCA4035
	Visual Studies
	NEW
	20
	4
	Component 1 – 50% Coursework Portfolio 2,000 words
Component 2 – 50% Practical
10-minute Presentation
	CM
	CM
	

	100366 - 121
	ACCA5038
	Advanced Character Animation
	NEW
	20
	5
	Component 1 – 100% Coursework 20-30 secs of Animations, equivalent 5,000 words
	CM
	CM
	

	100366 - 121
	ACCA5039
	Body Mechanics and Creature Animation
	NEW
	20
	5
	Component 1 – 100% Coursework Portfolio equivalent 5,000 words
	CM
	
	

	100366 - 121
	ACCA5035
	Changemakers: Building your Personal Brand for Sustainable Employment
	EU
	20
	5
	Component 1 – 50% Coursework:
Online Portfolio 2,000 words
Component 2 – 50% Coursework Assignment 2,000 words
	CM
	CM
	Y, Computing Portfolio (London + CSG)

	100366 - 121
	ACCA5033
	Changemakers: Creativity and Value Creation
	EU
	20
	5
	Component 1 – 50% Coursework:
Online Portfolio 2,000 words
Component 2 – 50% Coursework Assignment 2,000 words
	CM
	CM
	Y, Computing Portfolio

	100366 - 121
	ACCA5040
	Game Theory and Design
	NEW
	20
	5
	Component 1 – 50% Practical
Group Presentation 10 mins per person
Component 2 – 50% Coursework
Written Assignment 2,500 words
	
	CM
	

	100366 - 121
	ACCA5028
	Indie Game Development
	EU
	20
	5
	Component 1 – 100%
Coursework Portfolio - 6-8 elements
	
	CM
	Y, BSc Computing (Games Development)

	100366 - 121
	ACCA5041
	Level Design and Development
	NEW
	20
	5
	Component 1 – 50% Practical Presentation 10 mins per person
Component 2 – 50% Coursework
Written Report 2,000 words
	
	CM
	

	100366 - 121
	ACCA5042
	Virtual Production Design
	NEW
	20
	5
	Component 1 – 70% Coursework Planning and realisation of VFX Shot & presentation 12 minutes
Component 2 – 30%
Coursework Production Tracking 1,500 words
	CM
	
	

	100366 - 121
	ACCA5043
	Visual Effects
	NEW
	20
	5
	Component 1 – 80%
Practical Presentation 15-20 mins
Component 2 – 20% Coursework Production Diary – 1,000 words
	CM
	
	

	100366 - 121
	ACCA6031
	Advanced Character Performance
	NEW
	20
	6
	Component 1 – 30% Practical Presentation 5 minutes
Component 2 – 70% Coursework Portfolio – equivalent 3,000 words
	CM
	CM
	

	100366 - 121
	ACCA6032
	Advanced Lighting and Rendering
	NEW
	20
	6
	Component 1 – 70% Coursework Portfolio 3,000 words equivalent
Component 2 – 30%
Coursework Blog/Report 1,000 words
	CM
	
	

	100366 - 121
	ACCB6019
	Emerging Trends
	EU
	20
	6
	Component 1 – 100% Coursework Portfolio – 4,000 words equivalent
	CM
	CM
	Y, Computing Portfolio

	100366 - 121
	ACCA6020
	Independent Project
	EU
	40
	6
	Component 1 – 100% Coursework Portfolio -10,000 words equivalent
	CM
	CM
	Y, Computing Portfolio

	100366 - 121
	ACCA6033
	Personal Portfolio Development
	NEW
	20
	6
	Component 1 – 100% Coursework Portfolio -5,000 words equivalent
	CM
	CM
	

	100366 - 121
	ACCA6034 (formerly M6X01111)
	User Experience Design
	ER
	20
	6
	Component 1 – 50% Coursework 2,500 words equivalent
Component 2 – 50% Coursework 2,500 words equivalent
	
	CM
	



EU – Existing Unchanged (no changes made, date remains as per last validation)
ER – Existing Revised (date to be changed to this point of validation, new code to be allocated if it meets the criteria defined in Appendix PV9, if so, note the existing module code in brackets e.g. ABCD1234 (formerly ABCD1000)
EF – Existing Format updated only (no changes made other than to place an existing module on the current module template – date remains as per last validation unless it is 5 years old, and this is the official revalidation point)

[bookmark: _Toc96504283]Archiving of Modules
Can any existing modules be deleted and archived as a result of this proposal? YES ☒ / NO ☐
If YES, please list the relevant modules below and indicate when each existing module may be archived (if a module is being revised for the following year, you may need to keep the current version live until the end of the academic year, while students remain in the system):
	Module Code
	Module Title
	Date to be archived (MM/YYYY)*

	M4X02039
	Games Design & History
	09/2022

	M4X01897
	Visual Studies for Film and Digital Media
	09/2022

	M4X02046
	3D Production Design and Animation
	09/2022

	M4X01557
	Creative Practice 1 
	09/2022

	M4X01558
	Creative Practice 2
	09/2022

	M4X02041
	Environment and Level Design
	09/2022

	M5X02042
	The Game Designer's Context
	09/2022

	M5X02043
	Game Design and Asset Creation 1
	09/2022

	M5X02044
	Game Design and Asset Creation 2
	09/2022

	M6X01898
	SFDM Major Project Stage 1
	09/2022

	M6X02045
	Game Design and Critical Analysis
	09/2022

	ADFA6001
	Critical Review
	09/2023

	M5X01568
	Creative Practice 3
	09/2022

	M5X01569
	Creative Practice 4
	09/2022

	M5X02050
	Art Direction for the Animated Short
	09/2022

	M5X02051
	3D Filmmaking
	09/2022

	M5X02049
	3D Character and Creature Animation
	09/2022

	M7X01587
	Creative Enterprise & Practice
	09/2022

	M7X01588
	Creative Venture 1: Development
	09/2022

	M7X01589
	Creative Enterprise 2: Realisation
	09/2022

	M6X02056
	Advanced Character Animation
	09/2023




[bookmark: _Toc96504284]Transition Arrangements for Students 

Please provide an explanation of the transition arrangements for each level of the programme for each cohort (including dates of transition):


NEW STUDENTS 

	New students
	Intake month and year i.e. when the programme will be introduced
	Notes/explanation
If the programme has more than one intake annually, please explain the arrangements for each intake

	Level 4 FT
	Sep 2022
	New level 4 students will be enrolled on the new versions of each programme of study.

	Level 4 PT
	Sep 2022
	New level 4 students will be enrolled on the new versions of each programme of study.




CURRENT STUDENTS

If current students are to be transitioned to the proposed programme, please provide an explanation of the transition arrangements for each level of the programme for each cohort (including dates of transition).

Please tick to confirm:

	☒
	Mapping of module equivalency has taken place (i.e. that the modules already undertaken taken by the student are equivalent to the learning that they would have undertaken in the proposed programme)

	☒
	Students will be informed/consulted about any material changes to the programme and their written consent to transition will be obtained.




	Current students and direct entry
	Month and year i.e. when the students will transition from the current version of the programme to the proposed version
	Notes/explanation
If the programme has more than one intake annually, please explain the arrangements for each intake

	Level 4 PT
	Sep 2022
	There are no PT students currently enrolled at level 4

	Level 5 FT
	Sep 2022
	There are sufficient similarities between the current and proposed scheme to allow level 5 students to transition to the proposed scheme immediately.  Written consent will be obtained.  

	Level 5 PT
	Sep 2022

	There are no PT students currently enrolled at level 4

	Level 6 FT
	Sep 2022

	There are sufficient similarities between the current and proposed scheme to allow level 6 students to transition to the proposed scheme immediately.  Written consent will be obtained.  

	Level 6 PT
	Sep 2022

	There are no PT students currently enrolled at level 5

	Level 7 FT
	Sep 2022

	Current L7 students will graduate before this change comes into force in Sep 2022. Should there be any repeat year students they will remain on the current version until the end of their studies. 

	Level 7 PT
	Sep 2022

	There are no PT students currently enrolled



[bookmark: _Toc96504285]Programme 1: Animation and VFX
[bookmark: _Toc96504286]Programme Structure
	Programme duration :
	Standard, three academic years of full-time study for BA, two years FT for HND and 1 year FT for HNC.
For part-time study, 60 credits per year, typically a HNC is attained after 2 years of study, a HND after 4 years of study and a BA (Hons) after 6 years.

	Mode of study/delivery:
	There are two modes of study:

1. On-campus
2. Blended (a mix of on-campus and online modules)

	Pattern of attendance (Full-time and/or part- time):
	Full-time and part-time

	Credits and levels:
	120-credits per level (levels 4, 5 and 6). 

BA: 360-credits in total.
DipHE/HND: 240 credits in total
CertHE/HNC: 120 credits in total

	Pattern of delivery:
	Two semesters per academic year. Full-time students study 60-credits worth of modules per semester during the daytime.  Part-time students study 60-credits worth of modules per year in filling with FT students. Within a semester, the modules run in parallel with each other.  

	Intake points and instances of module delivery:
	Full-time intakes in September and February.  The February cohort joins the September cohort at the mid-semester point and receives the modules for that level as they are delivered. Part-time intake can similarly join in September or February. Each module is, therefore, delivered once annually.

	Module size:
	All modules are of 20-credits except the 40-credit Independent Project at level 6.

	Balance of component pass, core, compulsory and optional modules:
	All modules are compulsory.

	Pre-requisite modules (please state module codes for the module and its pre-requisite):  
	There are no pre-requisite modules in the programme.  All modules are independent of others – though of course each level of study provides general underpinning for subsequent modules.


, 

TYPICAL DELIVERY PLAN 

The tables below indicate the typical delivery schedules for the programme for each pattern of attendance.  The team reserves the right to re-organise the delivery of modules per semester, in accord with resource availability and student requests (which will be accommodated where feasible). 

(Note: HND students will study Year 1 and Year 2 modules, and HNC students will study Year 1 modules as outlined below.)

Full-time study
	Module Code 
	Module Title 
	Module type (Component Pass, Core, Compulsory, Optional) 
	Credits

	Year 1 
	Level 4
	Semester 1
	Sept. to Feb.

	ACCA4025
	Learning in the Digital Era
	Compulsory
	20

	ACCA4035
	Visual Studies
	Compulsory
	20

	ACCA4034
	Introduction to Virtual Production
	Compulsory
	20

	Year 1 
	Level 4
	Semester 2
	Feb. to May 

	ACCA4027
	Contemporary Challenges: Making a Difference
	Compulsory
	20

	ADGD4005
	Introduction to Character Animation
	Compulsory
	20

	ACCA4032
	Environment Design 
	Compulsory
	20

	Year 2 
	Level 5
	Semester 1
	Sept. to Feb.

	ACCA5033
	Changemakers: Creativity and Value Creation
	Compulsory
	20

	ACCA5038
	Advanced Character Animation
	Compulsory
	20

	ACCA5043
	Visual Effects
	Compulsory
	20

	Year 2 
	Level 5
	Semester 2
	Feb. to May

	ACCA5035
	Changemakers: Building your Personal Brand for Sustainable Employment
	Compulsory
	20

	ACCA5042
	Virtual Production Design
	Compulsory
	20

	ACCA5039
	Body Mechanics and Creature Animation
	Compulsory
	20

	Year 3 
	Level 6
	Semester 1
	Sept. to Feb.

	ACCA6020
	Independent Project
	Compulsory
	20

	ACCB6019
	Emerging Trends
	Compulsory
	20

	ACCA6031
	Advanced Character Performance
	Compulsory
	20

	Year 3 
	Level 6
	Semester 2
	Feb. to May

	ACCA6020
	Independent Project (continued)
	Compulsory
	20

	ACCA6032
	Advanced Lighting and Rendering
	Compulsory
	20

	ACCA6033
	Personal Portfolio Development
	Compulsory
	20





Part-time study
	Module Code
	Module Title
	Module type (Component Pass, Core, Compulsory, Optional)
	Credits

	Year 1 
	Level 4
	Semester 1
	Sept. to Feb.

	ACCA4025
	Learning in the Digital Era
	Compulsory
	20

	ACCA4035
	Visual Studies
	Compulsory
	20

	Year 1 
	Level 4
	Semester 2
	Feb. to May 

	ACCA4032
	Environment Design 
	Compulsory
	20

	Year 2 
	Level 4
	Semester 1
	Sept. to Feb.

	ACCA4034
	Introduction to Virtual Production
	Compulsory
	20

	Year 2 
	Level 4
	Semester 2
	Feb. to May

	ACCA4027
	Contemporary Challenges: Making a Difference
	Compulsory
	20

	ADGD4005
	Introduction to Character Animation
	Compulsory
	20

	Year 3 
	Level 5
	Semester 1
	Sept. to Feb.

	ACCA5033
	Changemakers: Creativity and Value Creation
	Compulsory
	20

	ACCA5038
	Advanced Character Animation
	Compulsory
	20

	Year 3 
	Level 5
	Semester 2
	Feb. to May

	ACCA5042
	Virtual Production Design
	Compulsory
	20

	Year 4
	Level 5
	Semester 1
	Sept. to Feb.

	ACCA5043
	Visual Effects
	Compulsory
	20

	Year 4
	Level 5
	Semester 2
	Feb. to May

	ACCA5039
	Body Mechanics and Creature Animation
	Compulsory
	20

	ACCA5035
	Changemakers: Building your Personal Brand for Sustainable Employment
	Compulsory
	20

	Year 5
	Level 6
	Semester 1
	Sept. to Feb.

	ACCB6019
	Emerging Trends
	Compulsory
	20

	ACCA6031
	Advanced Character Performance
	Compulsory
	20

	Year 5
	Level 6
	Semester 2
	Feb. to May

	ACCA6032
	Advanced Lighting and Rendering
	Compulsory
	20

	Year 6
	Level 6
	Semester 1
	Sept. to Feb.

	ACCA6020
	Independent Project
	Compulsory
	20

	Year 6
	Level 6
	Semester 2
	Feb. to May

	ACCA6020
	Independent Project (continued)
	Compulsory
	20

	ACCA6033
	Personal Portfolio Development
	Compulsory
	20
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	The programme has the following general educational and specific aims:

· To allow students the opportunity to explore contemporary opportunities creatively and imaginatively in computer animation that informs the social and cultural context in which they communicate. 
· To develop the student’s practical and intellectual capabilities regarding the complete production cycle of digital animation artefacts and to be able to manage that process effectively. 
· To produce honours-worthy graduates with key artistic and technical animation skills - at BA level - related to the production of a wide variety of classical, traditional, and digital animation outputs or artefacts. 
· To develop a range of transferable skills such as the ability to work independently and with initiative, the ability to manage time and project development processes and the ability to work effectively to create their own identity and teamwork strengths. 
· To develop a range of personal and professional skills that will enable the student to gain employment or allow them to enhance employment opportunities.

[bookmark: _Toc96504288]Programme Learning Outcomes 
Main Award: BA Animation and VFX


Knowledge and understanding (KU)

	KU1
	Demonstrate a systematic understanding of animation concepts and principles  

	KU2
	Demonstrate a systematic understanding of the film-making process and the integration of VFX technology 

	KU3
	Demonstrate a comprehensive understanding of roles associated with a production team for advanced CGI.

	KU4
	Understand the creative process, the language of design and the production pipeline associated with the animation workflow



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Cognitive (thinking) skills (CS) 

	CS1
	Apply established techniques of analysis and enquiry in the stages of animation production.

	CS2
	Critically analyse, evaluate, and deploy a range of classical and digital principles and techniques to produce an animation for a target audience.

	CS3
	Appreciate the visual impact and emotional context of animation artifacts and the emotional response of an audience.

	CS4
	Initiate, plan, devise, manage and critically evaluate animations in terms of quality, conventions, and industry practices, formulate independent solutions to problems.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Practical skills (PS)

	PS1
	Design and create animation elements suitable for inclusion in a computer animated production(s), based on clear, coherent, and applied knowledge of the subject.

	PS2
	Deploy effective tools and techniques in the construction of digitally crafted animations and visual effects

	PS3
	Develop their own artistic style in the design of animation/VFX artefacts to entertain and engage an audience.

	PS4
	Demonstrate effective use of a tool chain within a production pipeline with an emphasis on how the components fit within the whole of a professional animation environment.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Key skills (KS) 

	KS1
	Manage their own independent learning and apply methods and techniques to consolidate and extend their knowledge.

	KS2
	Demonstrate academic rigour appropriate to Honours level in animation and VFX production in the creation of artefacts.

	KS3
	Exercise personal responsibility and initiative within decision-making and provide solutions for a wide variety of audiences.

	KS4
	Work under guidance and as a member of a team.

	KS5
	Interact and communicate with a range of audiences in a succinct manner



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)
	

Intermediate/Exit Awards

Intermediate/Exit Award 1: HND/DipHE Animation and VFX

Knowledge and understanding (KU)

	KU1
	Demonstrate an understanding of animation concepts and principles  

	KU2
	Demonstrate an understanding of the film-making process and the integration of VFX technology 

	KU3
	Demonstrate an understanding of roles associated with a production team for  CGI.

	KU4
	Understand the creative process, the language of design and the production pipeline associated with the animation workflow



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Cognitive (thinking) skills (CS) 

	CS1
	Apply established techniques of analysis and enquiry in the stages of animation production.

	CS2
	Evaluate and deploy a range of classical and digital principles and techniques to produce an animation for a target audience.

	CS3
	Appreciate the visual impact and emotional context of animation artifacts and the emotional response of an audience.

	CS4
	Initiate, plan, devise, manage and evaluate animations in terms of quality, conventions, and industry practices, formulate solutions to problems.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Practical skills (PS)

	PS1
	Design and create animation elements suitable for inclusion in a computer animated production(s), based on clear, coherent, and applied knowledge of the subject.

	PS2
	Deploy effective tools and techniques in the construction of digitally crafted animations and visual effects

	PS3
	Develop their own artistic style in the design of animation/VFX artefacts to entertain and engage an audience.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Key skills (KS) 

	KS1
	Demonstrate appropriate academic rigour in animation and VFX production in the creation of artefacts.

	KS2
	Exercise personal responsibility and initiative within decision-making and provide solutions for a wide variety of audiences.

	KS3
	Work under guidance and as a member of a team.

	KS4
	Interact and communicate with a range of audiences in a succinct manner



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)




Intermediate/Exit Award 2: HNC/CertHE Animation and VFX
[bookmark: _Toc527725057][bookmark: _Toc527731486]

Knowledge and understanding (KU)

	KU1
	Demonstrate an understanding of animation concepts and principles  

	KU2
	Demonstrate an understanding of the film-making process and the integration of VFX technology 

	KU3
	Demonstrate an understanding of roles associated with a production team for  CGI.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Cognitive (thinking) skills (CS) 

	CS1
	Deploy a range of classical and digital principles and techniques to produce an animation for a target audience.

	CS2
	Appreciate the visual impact and emotional context of animation artifacts and the emotional response of an audience.

	CS3
	Initiate, plan, devise, and manage animations in terms of quality, conventions, and industry practices, formulate solutions to well-defined problems.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Practical skills (PS)

	PS1
	Design and create animation elements suitable for inclusion in a computer animated production(s), based on clear, coherent, and applied knowledge of the subject.

	PS2
	Deploy effective tools and techniques in the construction of digitally crafted animations and visual effects

	PS3
	Develop animation/VFX artefacts to entertain and engage an audience.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Key skills (KS) 

	KS1
	Demonstrate appropriate academic rigour in animation and VFX production in the creation of artefacts.

	KS2
	Demonstrate an ability to design a solution for a specific audience.

	KS3
	Show an ability to work under guidance.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


[bookmark: _Toc96504289]Programme 2: Computer Games Design
[bookmark: _Toc96504290]Programme Structure
	Programme duration :
	Standard, three academic years of full-time study for BA, two years FT for HND and 1 year FT for HNC.
For part-time study, 60 credits per year, typically a HNC is attained after 2 years of study, a HND after 4 years of study and a BA (Hons) after 6 years.

	Mode of study/delivery:
	There are two modes of study:

1. On campus
2. Blended (a mix of on-campus and online modules)

	Pattern of attendance (Full-time and/or part- time):
	Full-time and part-time

	Credits and levels:
	120-credits per level (levels 4, 5 and 6). 

BA: 360-credits in total.
DipHE/HND: 240-credits in total
CertHE/HNC: 120-credits in total


	Pattern of delivery:
	Two semesters per academic year. Full-time students study 60-credits worth of modules per semester during the daytime.  Part-time students study 60-credits worth of modules per year in filling with FT students. Within a semester, the modules run in parallel with each other.  

	Intake points and instances of module delivery:
	Full-time intakes in September and February.  The February cohort joins the September cohort at the mid-semester point and receives the modules for that level as they are delivered. Part-time intake can similarly join in September or February. Each module is, therefore, delivered once annually.

	Module size:
	All modules are of 20-credits except the 40-credit Independent Project at level 6

	Balance of component pass, core, compulsory and optional modules:
	All modules are compulsory.  

	Pre-requisite modules (please state module codes for the module and its pre-requisite):  
	There are no pre-requisite modules in the programme.  All modules are independent of others – though of course each level of study provides general underpinning for subsequent modules.


, 



TYPICAL DELIVERY PLAN 

The tables below indicate the typical delivery schedules for the programme for each pattern of attendance.  The team reserves the right to re-organise the delivery of modules per semester, in accordance with resource availability and student requests (which will be accommodated where feasible). 

(Note: HND students will study Year 1 and Year 2 modules, and HNC students will study Year 1 modules as outlined below.)


Full-time study
	Module Code
	Module Title
	Module type (Component Pass, Core, Compulsory, Optional)
	Credits

	Year 1 
	Level 4
	Semester 1
	Sept. to Feb.

	ACCA4025
	Learning in the Digital Era
	Compulsory
	20

	ACCA4035
	Visual Studies
	Compulsory
	20

	ACCA4033
	Game Design and History
	Compulsory
	20

	Year 1 
	Level 4
	Semester 2
	Feb. to May 

	ACCA4027
	Contemporary Challenges: Making a Difference
	Compulsory
	20

	ADGD4005
	Introduction to Character Animation
	Compulsory
	20

	ACCA4032
	Environment Design
	Compulsory
	20

	Year 2 
	Level 5
	Semester 1
	Sept. to Feb.

	ACCA5033
	Changemakers: Creativity and Value Creation
	Compulsory
	20

	ACCA5038
	Advanced Character Animation
	Compulsory
	20

	ACCA5040
	Game Theory and Design
	Compulsory
	20

	Year 2 
	Level 5
	Semester 2
	Feb. to May

	ACCA5035
	Changemakers: Building your Personal Brand for Sustainable Employment
	Compulsory
	20

	ACCA5041
	Level Design and Development
	Compulsory
	20

	ACCA5028
	Indie Game Development
	Compulsory
	20

	Year 3 
	Level 6
	Semester 1
	Sept. to Feb.

	ACCA6020
	Independent Project
	Compulsory
	20

	ACCB6019
	Emerging Trends
	Compulsory
	20

	ACCA6031
	Advanced Character Performance
	Compulsory
	20

	Year 3 
	Level 6
	Semester 2
	Feb. to May

	ACCA6020
	Independent Project (continued)
	Compulsory
	20

	ACCA6034
	User Experience Design
	Compulsory
	20

	ACCA6033
	Personal Portfolio Development
	Compulsory
	20






Part-time study
	Module Code
	Module Title
	Module type (component pass, core, compulsory, optional)
	Credits

	Year 1 
	Level 4
	Semester 1
	Sept. to Feb.

	ACCA4025
	Learning in the Digital Era
	Compulsory
	20

	ACCA4035
	Visual Studies
	Compulsory
	20

	Year 1 
	Level 4
	Semester 2
	Feb. to May 

	ACCA4032
	Environment Design
	Compulsory
	20

	Year 2 
	Level 4
	Semester 1
	Sept. to Feb.

	ACCA4033
	Game Design and History
	Compulsory
	20

	Year 2 
	Level 4
	Semester 2
	Feb. to May

	ACCA4027
	Contemporary Challenges: Making A Difference
	Compulsory
	20

	ADGD4005
	Introduction to Character Animation
	Compulsory
	20

	Year 3 
	Level 5
	Semester 1
	Sept. to Feb.

	ACCA5033
	Changemakers: Creativity & Value Creation
	Compulsory
	20

	ACCA5038
	Advanced Character Animation
	Compulsory
	20

	Year 3 
	Level 5
	Semester 2
	Feb. to May

	ACCA5041
	Level Design and Development
	Compulsory
	20

	Year 4 
	Level 5
	Semester 1
	Sept. to Feb.

	ACCA5040
	Game Theory and Design
	Compulsory
	20

	Year 4 
	Level 5
	Semester 2
	Feb. to May

	ACCA5035
	Changemakers: Building your Personal Brand for Sustainable Employment
	Compulsory
	20

	ACCA5028
	Indie Game Development
	Compulsory
	20

	Year 5 
	Level 6
	Semester 1
	Sept. to Feb.

	ACCB6019
	Emerging Trends
	Compulsory
	20

	ACCA6031
	Advanced Character Performance
	Compulsory
	20

	Year 5 
	Level 6
	Semester 2
	Feb. to May

	ACCA6034
	User Experience Design
	Compulsory
	20

	Year 6 
	Level 6
	Semester 1
	Sept. to Feb.

	ACCA6020
	Independent Project 
	Compulsory
	20

	Year 6 
	Level 6
	Semester 2
	Feb. to May

	ACCA6020
	Independent Project (continued)
	Compulsory
	20

	ACCA6033
	Personal Portfolio Development
	Compulsory
	20





[bookmark: _Toc96504291]Programme Aims 
	The programme has the following general educational and specific aims:

· To allow students the opportunity to creatively and imaginatively explore contemporary opportunities in games design.
· To develop students’ practical and intellectual capabilities in regard to the complete production cycle of media artefacts and to be able to manage that process effectively.
· To produce graduates with key technical skills related to the production of a wide variety of Game Design outputs or artefacts.
· To produce graduates who understand the social and cultural contexts in which they work.
· To develop a comprehensive understanding of the creative, critical, analytical and interpretive skills necessary for the design and implementation of computer games, as individuals and members of teams.
· To encourage individual development, creative ability and self-identity.
· To develop a range of personal and professional skills that will enable the student to gain employment or allow them to enhance employment opportunities.

[bookmark: _Toc96504292]Programme Learning Outcomes 

Main Award: BA Computer Games Design 


Knowledge and understanding (KU)

	KU1
	Demonstrate a systematic understanding of game design concepts and principles  

	KU2
	Demonstrate a comprehensive understanding of roles associated with a games development team.

	KU3
	Understand the creative process, the language of design and the production pipeline associated with the computer games development workflow



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)

Cognitive (thinking) skills (CS) 

	CS1
	Apply established techniques of analysis and enquiry in the stages of games  production, modelling and level design.

	CS2
	Critically analyse, evaluate, and deploy a range of digital principles and techniques to produce games assets and levels for a target audience.

	CS3
	Appreciate the visual impact and emotional context of a game and the emotional response of an audience.

	CS4
	Initiate, plan, devise, design and critically evaluate games in terms of playability, style, mechanics and industry best practices, formulating independent solutions to problems.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)

Practical skills (PS)

	PS1
	Design and create games assets suitable for inclusion in games production(s), based on clear, coherent, and applied knowledge of the subject.

	PS2
	Deploy tools and techniques in the construction of interactive games and related assets

	PS3
	Develop their own design aesthetic in the creation of games to entertain and engage an audience.

	PS4
	Demonstrate effective use of a tool chain within a games production pipeline with an emphasis on how the components fit within the whole of a professional game development environment.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Key skills (KS) 

	KS1
	Manage their own independent learning and apply methods and techniques to consolidate and extend their knowledge.

	KS2
	Demonstrate academic rigour appropriate to Honours level in games production and the creation of games assets.

	KS3
	Exercise personal responsibility and initiative within decision-making and provide solutions for a wide variety of audiences.

	KS4
	Work under guidance and as a member of a team.

	KS5
	Interact and communicate with a range of audiences in a succinct manner



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)

	
Intermediate/Exit Awards
Intermediate/Exit Award 1: HND/DipHE Computer Games Design


Knowledge and understanding (KU)

	KU1
	Demonstrate an understanding of game design concepts and principles  

	KU2
	Demonstrate an understanding of roles associated with a games development team.

	KU3
	Understand the creative process, the language of design and the production pipeline associated with the computer games development workflow



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Cognitive (thinking) skills (CS) 

	CS1
	Apply established techniques of analysis and enquiry in the stages of games  production, modelling and level design.

	CS2
	Evaluate and deploy a range of digital principles and techniques to produce games assets and levels for a target audience.

	CS3
	Appreciate the visual impact and emotional context of a game and the emotional response of an audience.

	CS4
	Initiate, plan, devise and design games in terms of playability, style, mechanics and industry best practices, formulating solutions to problems.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Practical skills (PS)

	PS1
	Design and create games assets suitable for inclusion in games production(s), based on clear, coherent, and applied knowledge of the subject.

	PS2
	Deploy tools and techniques in the construction of interactive games and related assets

	PS3
	Develop their own design aesthetic in the creation of games entertain and engage an audience.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Key skills (KS) 

	KS1
	Demonstrate appropriate academic rigour in games production and the creation of games assets.

	KS2
	Exercise personal responsibility and initiative within decision-making and provide solutions for a wide variety of audiences.

	KS3
	Work under guidance and as a member of a team.

	KS4
	Interact and communicate with a range of audiences in a succinct manner



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Intermediate/Exit Award 2: HNC/CertHE Computer Games Design


Knowledge and understanding (KU)

	KU1
	Demonstrate an understanding of game design concepts and principles  

	KU2
	Demonstrate an understanding of roles associated with a games development team.

	KU3
	Understand the creative process associated with the computer games development industry.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)



Cognitive (thinking) skills (CS) 

	CS1
	Deploy a range of digital principles and techniques to produce games assets and levels for a target audience.

	CS2
	Appreciate the visual impact and emotional context of a game and the emotional response of an audience.

	CS3
	Initiate, plan, devise and design games in terms of playability, style, mechanics and industry best practices, formulating solutions to well-defined problems.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Practical skills (PS)

	PS1
	Design and create games assets suitable for inclusion in games production(s)

	PS2
	Deploy tools and techniques in the construction of interactive games and related assets

	PS3
	Develop games/games assets to entertain and engage an audience.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Key skills (KS) 

	KS1
	Demonstrate an ability for games production and the creation of games assets.

	KS2
	Develop games/games assets for specific audiences.

	KS3
	Show an ability to work under guidance.



Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)
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	Module Code
	ACCA4027

	Title
	Contemporary Challenges: Making a Difference

	Date
	25/06/2020
	Level
	4
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To develop student’s awareness and appreciation of contemporary challenges relevant to the discipline facing individuals, organisations, communities and society, from a local, national and global perspective.
· To develop creative problem-solvers through the application of knowledge to real-world problems. 

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Identify and evaluate historical and contemporary issues and their impact on today's global society.  
· Apply appropriate collaborative working practices to manage conflict and support effective decision making.
· Implement Design Thinking techniques to investigate problems in order to generate and evaluate solutions.

INDICATIVE CONTENT
· Visions of the Future including digital transformation 4.0.
· How history, legislation and policy shape the world we live.  
· Contemporary global issues, e.g. responsible stewardship, diversity, inclusion, ethics, culture and intercultural awareness.
· ‘Wicked problems’: the challenge of difficult or impossible problems where the affecting variables are not known or quantifiable. 
· Design Thinking to investigate, define, propose and evaluate problem solutions.  
· Recognising and overcoming cognitive bias. 
· Decision making frameworks and techniques.  
· Recognising individual differences and the role of emotional intelligence in the management of conflict. 
· The role of diplomacy, persuasion and negotiation in effective collaboration. 
· The significance of interdisciplinary thinking in finding effective solutions to problems.    
· The role of ethics in identifying solutions. 
· Collective decision-making. 
· The power of raising awareness

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT
1. 
Assessment Component 1

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	E-Portfolio
	Equivalent to 2,000 words
	50%




Assessment Component 2

	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Group Presentation with supporting material
	Each individual in the group to contribute 2 minutes to the presentation and each individual to contribute 1,000 words to the supporting materials (max 6 in a group)
	50%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%





INDICATIVE READING LIST

This will be guided by the student’s subject area.

	Module Code
	ACCA4027

	Module Title
	Contemporary Challenges: Making a Difference

	Classification
	Reading List entry
	Electronic*

	Essential
	Siebel, T. M. (2019) Digital Transformation: Survive and Thrive in an Era Of Mass Extinction. New York: Rosetta Books.
	☒

	Essential
	Stickdorn, M. and Schneider, J. (2011) This is Service Design Thinking: Basics, Tools, Cases. The Netherlands: BIS Publishers
	☐

	Essential
	Echavarria, M. (2015). Enabling Collaboration. New York: LID Editorial.
	☐

	Essential
	Well-being of Future Generations (Wales) Act 2015 (Online). Available at http://www.legislation.gov.uk/anaw/2015/2/contents/enacted 
	☒

	Further
	Fisher, R., Ury, W.L. and Patton, B. (2011) Getting to Yes: Negotiating Agreement Without Giving In. 3rd ed. New York: Penguin.
	☐

	Further
	Harari, Y. N. (2018) 21 Lessons for the 21st Century. London: Jonathan Cape
	☐







	Module Code
	ACCA4032

	Title
	Environment Design

	Date
	08/12/2021

	Level
	4
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To introduce students to 3D computer modelling techniques, using industry-standard software packages and/or specific development tools for the intention of creating small digital environments. 
· To introduce the students to set dressing, framing, composition and creation of convincing and plausible environments for 3D virtual settings / locations.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Apply appropriate 3D modelling and surface shading techniques in relation to environment design/creation.
· Demonstrate an understanding of set design, layout and construction in relation to a proposed idea.

INDICATIVE CONTENT
· 3D modelling and surface shading for interior and exterior environments
· Digital paint over and concept techniques
· UV unwrapping methods for organic and inorganic environmental geometry
· Researching/Modelling props with stylised aesthetics
· Assembling a scene that conveys a theme and/or atmosphere by utilising and applying composition, colour and lighting techniques

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%





ASSESSMENT

Assessment Component 1

	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Live Group Presentation
	10 min per person
	100%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	

	Practical
	100%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA4032

	Module Title
	Environment Design

	Classification
	Reading List entry
	Electronic*

	Essential
	Clarke, M. J. and Wang, C. (2020) Indie Games in the Digital Age. London: Bloomsbury Academic.
	

	Essential
	Cabera, C. and Urschel, J. (2014) Digital Painting Techniques: Volume 6. 3DTotal Publishing.
	☒

	Essential
	Georgina, S. (2012) Designing for Screen: Production Design And Art Direction Explained. Marlborough: The Crowood Press Ltd
	☐

	Essential
	Rogers, S. (2014) Level Up! The Guide to Great Video Game Design. London: Wiley
	☒

	Further
	Reed, A. (2019) Adventure Games: Playing The Outsider. London: Bloomsbury Academic.
	☐

	Further
	Perron, B. (2018) The World of Scary Video Games. London: Bloomsbury Academic.
	☐

	Further
	Voorhees, G., Call, J. and Whitlock, K. (2012) Guns, Grenades and Grunts: First-Person Shooter Games. London: Bloomsbury Academic.
	☐


	Further
	Voorhees, G., Call, J. and Whitlock, K. (2012) Dungeons, Dragons and Digital Denizens: The Digital Role-Playing Game. London: Bloomsbury Academic.
	☐


	Further
	Bim, J. (2013) Digital Lighting And Rendering. London: New Riders.
	☒

	Further
	Kremers, R. (2009) Level Design: Concept, Theory, and Practice. London: A K Peters/CRC Press.
	☐

	Further
	Winslow, C. (2006) The Handbook Of Set Design. Marlborough: The Crowood Press Ltd.
	☐

	Further
	http://gamasutra.com/ 
	☒

	Further
	https://www.youtube.com/user/3DBuzz 
	☒

	Further
	http://www.develop-online.net/ 
	☐




	Module Code
	ACCA4033

	Title
	Game Design and History

	Date
	08/12/2021

	Level
	4
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To provide a historical overview and critique of the evolution of the computer and video games industry, issues of game quality, the social impact of games, demographics, and industry structure.
· Students will also be introduced to the principles and techniques of game design theory and the established frameworks of games development methodologies.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Demonstrate a fundamental understanding of and reflection on the historical evolution of the games industry.
· Practically apply the theoretical content of the module to develop a Game Design Document to a professional level that will be used for future game development.

INDICATIVE CONTENT
· Historical overview of games and the games business (Embryonic era, early home consoles, home computers, 8-bit, 16-bit, 32-bit, 64-bit, 128-bit, current generation)
· The role and impact of amusement arcades • Game platforms (e.g. traditional games, arcade games, portable games, internet games, multi-player games)
· Game design methodology and construction of a games design document
· Game taxonomies
· Play mechanics
· Player expectations
· Structure and responsibilities of a games development team

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%





ASSESSMENT

Assessment Component 1

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Written report
	2,000 words
	50%




Assessment Component 2

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Written report
	2,000 words (Game Design Document)
	50%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA4033

	Module Title
	Game Design and History

	Classification
	Reading List entry
	Electronic*

	Essential
	Leaver, T. and Wilson, M. (2016) Social, Casual and Mobile Games: The Changing Gaming Landscape. Bloomsbury Academic.
	☐

	Essential
	Donovan, T. (2010), Replay: The History of Video Games, Yellow Ant Media Ltd.
	☐

	Essential
	Wade, A. (2016), Playback – A Genealogy of 1980s British Videogames. London: Bloomsbury Academic.
	☐

	Essential
	Fullerton, T., Swain, C. and Hoffman, S. (2004), Game Design Workshop: Designing, Prototyping and Playtesting Games, San Francisco: CMP Books.
	☐

	Essential
	Herman, L. (1997) Phoenix: The Fall and Rise of Videogames, Union, NJ: Rolenta Press.
	☐

	Essential
	Kent, S. (2001) The Ultimate History of Video Games, New York: Three Rivers Press.
	☐

	Essential
	Rogers, S. (2010), Level Up! The Guide to Great Video Game Design, Chichester: Wiley
	☐

	Further
	Adams, E. and Rollings, A. (2007), Game Design and Development. Fundamentals of Game Design, Upper Saddle River, NJ: Pearson Education Inc.
	☐

	Further
	De Winter, J. (2015). Shigeru Mijamoto: Super Mario Bros., Donkey Kong, The Legend of Zelda. Bloomsbury Academic.
	☐


	Further
	Crawford, C. (2003), Chris Crawford on Game Design, Indiana: New Riders Publishing.
	☐

	Further
	McGonigal, J. (2012), Reality Is Broken: Why Games Make Us Better and How They Can Change the World, London: Vintage.
	☐

	Further
	Wolf, M. (Ed.) (2008), The Video Game Explosion: A History from PONG to PlayStation and Beyond, London: Greenwood.
	☐

	Further
	Asakura, R. (2000), Revolutionaries at Sony, New York: McGraw-Hill.
	☐

	Further
	Ashcraft, B. and Snow, J. (2008), Arcade Mania, Tokyo: Kodansha.
	☐

	Further
	Kushner, D. (2004), Masters of DOOM: How Two Guys Created an Empire and Transformed Pop Culture, London: Piatkus.
	☐

	Further
	Pettus, S. (2012), Service Games: The Rise and Fall of Sega, CreateSpace Independent Publishing.
	☐

	Further
	Salen, K. and Zimmerman, E. (2004), Rules of Play: Game Design Fundamentals, London: MIT.
	☐

	Further
	Sheff, D. (1999), Game Over: How Nintendo Conquered the World, Connecticut: GamePress.
	☐

	Further
	Schell, J. (2008), The Art of Game Design: A Book of Lenses, London: Morgan Kaufmann.
	☐

	Further
	Takahashi, D. (2002), Opening the Xbox. Inside Microsoft’s Plan to Unleash an Entertainment Revolution, California: Prima Publishing.
	☐

	Further
	EDGE, Bath: Future Publishing.
	☒

	Further
	Games and Culture, Thousand Oaks, CA.; London: Sage Publications.
	☐

	Further
	MCV: The Interactive Entertainment Weekly, Hertfordshire, Intent Media.
	☐

	Further
	Game Developer https://www.gamedeveloper.com/ 
	☒

	Further
	Polygon https://www.polygon.com/ 
	☒






	Module Code
	ADGD4005

	Title
	Introduction to Character Animation

	Date
	08/12/2021
	Level
	4
	Credits
	20 credits

	Pre-Requisites
	None




AIM(S)
· To provide the student with an understanding of animation principles and concepts within classical and digital animation techniques and how to communicate these effectively in a portfolio of motion studies.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Understand the stages in presenting concepts of motion, performance, gesture and body mechanics to an audience and/or via player input notions;
· Demonstrate a range of approaches (traditionally and digitally) in capturing style, movement and setting within early stages of learning character animation.

INDICATIVE CONTENT
· Observational analysis and recording of motion (life drawing, photography, film etc)
· Principles of Animation/Character Animation (e.g. pose to pose, slow-in, slow-out, etc.)
· Production based progression techniques (reference, thumbnails, storyboards, animatic, layout, etc.)
· Traditional drawn animation methods (e.g. via the production studio system roles)
· Model sheets and expression sheets
· An appreciation of forces and Newton’s laws of motion
· An adoption of displaying weight and force and gravity – and how they influence performance/styles of character
· Introduction to animated cycles 
· 2D & 3D computer animation approaches
· Timing for animation; screen/interactive timing
· Body mechanics, and animated turntables/moves in 3D space
· Key poses/gestures and acting/staging ideas




Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐	Written exam
	
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio
	3-4 elements eg creating animation material, methodology/process, short 5 mins (per person)  presentation (equivalent to 4000 words)
	100%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ADGD4005

	Module Title
	Introduction to Character Animation

	Classification
	Reading List entry
	Electronic*

	Essential
	Roberts, S. (2004) Character Animation in 3D: Use Traditional Drawing Techniques to Produce Stunning CGI Animation London: Focal Press
	☐

	Essential
	Johnson, O. and Thomas, F. (1995)  The Illusion Of Life: Disney Animation London: Hyperion Press
	☐

	Essential
	Williams, R. (2002) The Animator's Survival Kit: A Manual Of Methods, Principles and Formulas for Classical, Computer, Games, Stop Motion and Internet Animators  London: Faber & Faber
	☐

	Further
	Cooper, J. (2019) Game Anim: Video Game
Animation Explained London: A.K. Peters/CRC Press
	☒

	Further
	Kerlow, I. V. (2009) The Art of 3D Computer
Animation and Effects London: John Wiley & Sons
	☐

	Further
	Hooks, E. (2003) Acting For Animators: A Complete
Guide to Performance Animation London: Heinemann
	☐

	Further
	Lasseter, J. (1987) Principles Of Traditional Animation Applied To 3D Computer Animation, Computer Graphics, Pp. 35-44, 21:4, July 1987 (SIGGRAPH 87)
	☒

	Further
	Living Lines Library
https://livlily.blogspot.com/
	☒

	Further
	Animation World Network
https://www.awn.com/
	☒

	Further
	KUNDERT-GIBBS, J. (2009) Action! Acting 
Lessons for CG Animators London: John Wiley & Sons
	☐




	Module Code
	ACCA4034

	Title
	Introduction to Virtual Production

	Date
	08/12/2021

	Level
	4
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To develop an understanding of digital filmmaking techniques and realtime rendering technologies in the production of shots, scenes and VFX
· To enable students to construct a production-based pipeline that allows for expansion of look development areas and cinematography 

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Demonstrate effective decision-making and techniques in the construction and execution of digital visual artefacts in a production context
· Manipulate rendering technologies and studio-based methods in a live action vfx compositing context

INDICATIVE CONTENT
· The art of film and animation
· Historical overviews on the arrival of on-set virtual production
· Analysis of studio roles, personnel and crews
· Traditional studio and real-world camera movements
· Film language, terms and composition
· Virtual development within the context of a sequential narratives
· Pitchvis, previs and techvis
· Identification of components and assets in film production scene developments
· Construction and implementation of 3D assets
· Integration of digital assets and fx within live action
· 3D workflows for look development and lighting
· Fully animated virtual production and alternatives
· Real-time physics, forces and forms
· Unreal engine and real-time vfx/animation production 
· Asset tracking and management
· Virtual locations and environment constructions
· Iterative development and transitions on shots
· Compositing techniques
· Procedures in animation for creature fx in live action and cinematography
· Resolution, quality and exporting

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	VFX-based VP production & presentation
	12 mins
	70%




Assessment Component 2

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Production Tracking
	1,000 words
	30%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%





INDICATIVE READING LIST

	Module Code
	ACCA4034

	Module Title
	Introduction to Virtual Production

	Classification
	Reading List entry
	Electronic*

	Essential
	Murdock, K. (2020) Autodesk Maya 2020, London: SDC Publications.
	☐

	Essential
	Jones, S. (2018) Mechanical Creations in 3D: A Practical Look into Complex and Technical Setups for Animation & VFX, London: Chapman & Hall
	

	Essential
	Shannon, T. (2017) Unreal Engine 4 for Design Visualization: Developing Stunning Interactive Visualizations, Animations, and Renderings, London: Pearson Education (US).
	☐

	Essential
	Gauthier, J-M. (2005) Building Interactive Worlds in 3D: Virtual Sets and Pre-visualization for Games, Film and the Web, London: Routledge
	☐

	Further
	Tickoo, S. (2020) Pixologic ZBrush 2020: A Comprehensive Guide, CADCIM Technologies.
	☐

	Further
	Williams, E. (2021) Virtual Reality Cinema: Narrative Tips and Techniques London: Routledge
	☐

	Further
	Falconer, D. (2017) Middle-Earth: From Script to Screen: Building the World of The Lord of the Rings and The Hobbit, London: Harper Collins
	☐

	Further
	Doyle, B. F. (2019) Understanding Design in Film Production: Using Art, Light and Locations to Tell Your Story, London: Routledge
	☐

	Further
	Dunlop, R. (2014) Production Pipeline Fundamentals for Film and Games, London: Routledge
	☐

	Further
	Home Page - The Art of VFX
	☒

	Further
	VFXWorld Magazine | Animation World Network (awn.com)
	☒

	Further
	Art of LED Wall Virtual Production, Part One: ‘Lessons from the Mandalorian’ – fxguide
	☒

	Further
	RealTime Conference: The World’s Premiere Event for Real-Time Technologies
	☒





	Module Code
	ACCA4025

	Title
	Learning in the Digital Era

	Date
	25/06/2020
	Level
	4
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To develop students’ skills for independent study and life-long learning, which will form the foundations for successful completion of their degree programme and support future employment opportunities. 

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Demonstrate the foundational skills required to be a resilient and healthy independent learner.
· Practise the principles of learning agility 
· Use suitable technology to support and enhance their learning experience within the discipline area

INDICATIVE CONTENT
· Time management, reading, writing, referencing and plagiarism, searching for and evaluating sources of information, working online. 
· Critical thinking: issues concerning knowledge, belief, and doubt.
· Critical writing: synthesis, paraphrasing and creating an informed argument, avoiding plagiarism.
· Reflection and self-reflection.
· Identity and sense of place; including values, culture and intercultural awareness, heritage, diversity and inclusion and multilingualism. 
· Skills for a range of assessment modes, including blogs, vlogs, video, presentations, performances, posters, exams and written coursework. 
· Skills and attitudes which underpin resilience, health, wellbeing and learning agility; the role of spirit, mind, emotions and body.
· Physical literacy: Consideration of the role of physical activity to the support of physical, mental health, well-being and resilience.      
· Digital literacy: using appropriate technology; staying safe online, cyber security, digital identity.
· Team working.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	E-portfolio
	Equivalent to 2,000 words
	50%




Assessment Component 2

	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Video and Supporting Materials
	Individual 3-minute video which incorporates supporting materials
	50%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%



INDICATIVE READING LIST

This will be guided by the student’s subject area.

	Module Code
	ACCA4025

	Module Title
	Learning in the Digital Era

	Classification
	Reading List entry
	Electronic*

	Essential
	Cottrell, S (2019) The Study Skills Handbook. 5th ed London: Macmillan International Higher Education
	☒

	Essential
	Pears, R. and Shields, G. J. (2019) Cite Them Right: The Essential Referencing Guide. 11th ed. London: Macmillan International Higher Education.
	☒

	Essential
	Library Info Skills Sessions
	☒

	Further
	Hopkins, D. and Reid, T. (2018) The Academic Skills Handbook: Your Guide to Success in Writing, Thinking and Communicating at University London: Sage
	☐

	Further
	Osmond, A. (2016) Academic Writing and Grammar for Students 2nd ed London: Sage
	☐




	Module Code
	ACCA4035

	Title
	Visual Studies

	Date
	08/12/2021

	Level
	4
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To develop a technical and artistic awareness of the intrinsic relationship between observation, technique, process and ideas creation.
· To foster an expectation that the results of visual studies help to solve design problems, whilst being capable of existing as objects in their own right.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Externalise, evidence and appraise the practices of visual studies. 
· Consider new and innovative stylistic methods in the creation of conceptual design work.

INDICATIVE CONTENT
· Form, function and modularity
· Composition and framing conventions
· Formal aspects e.g. rhythm, proportion, pace, temporality, line, value and texture
· Colour theory, typography, perspective and grids
· Exploration of impression as an interpretive response to stimuli
· Affordance, accessibility and Golden Ratio
· Analysis of character construction, with anatomical, proportional and stylistic considerations
· Animation, movement / motion, character exercises
· Storyboarding 
· Matte Painting & Background imaging
· Professional design methods / techniques 
· Observational analysis / timing through drawing, photography and motion capture





Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐ 
	Written exam 
	☒ 
	Coursework 
	☐ 
	Practical 


 
	Mode of assessment
	Volume
	Weighting

	Portfolio of visual material
	Equivalent to 2,000 words
	50%




Assessment Component 2

	☐ 
	Written exam 
	☐
	Coursework 
	  ☒
	Practical 


 
	Mode of assessment
	Volume
	Weighting

	Presentation
	Individual 10-minute presentation to accompany visual material
	50%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA4035

	Module Title
	Visual Studies

	Classification
	Reading List entry
	Electronic*

	Essential
	Parr, P. (2018) Sketching for Animation: Developing Ideas, Characters and Layouts in Your Sketchbook London: Bloomsbury
	☐

	Essential
	Deja, A. (2015) Disney’s Nine Old Men London: Routledge
	☐

	Essential
	Mattesi, M. (2017) Force: Dynamic Drawing for Animators London: Focal Press
	☐

	Essential
	Winslow, V. (2015)  Classic Human Anatomy in Motion London: Watson-Guptill
	☐

	Essential
	Nelson, M. (2019) Creative World Building and Creature Design London: Dover Publications 
	☐

	Further
	Lasseter, J. (2017) The Art of Coco London: Chronicle Books
	☐

	Further
	Safadi, S. (2013) Digital Painting Techniques: Volume 5 London: 3D Total Publishing                           
	☐

	Further
	Bousquet, M. (2015) Physics for Animators  London: CRC Press
	☐

	Further
	Suryavanshi, S. (2018) Vision: Colour and Composition for Film London: Laurence King
	☐

	Further
	Ghez, D. (2018) They Drew As They Pleased: Hidden Art Of Disney’s Mid Century (Vols. 1-4)  London: Chronicle Books 
	☐

	Further
	3DTotal Publishing (2018) Digital Painting in Photoshop: Industry Techniques for Beginners London: 3DTotal
	☐

	Further
	Living Lines Library (livlily.blogspot.com)
	☒

	Further
	Animation World Network | Celebrating the Art, Craft and Business of Animation (awn.com)
	☒

	Further
	Animation for Beginners (Where do I start?) | Bloop Animation
	☒

	Further
	Principles of Traditional Animation Applied to Computer Animation (uniovi.es)
	☒

	Further
	The Animator's Survival Kit Animated - Buy DVDs (theanimatorssurvivalkit.com)
	☒




	Module Code
	ACCA5038

	Title
	Advanced Character Animation

	Date
	08/12/2021

	Level
	5
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To heighten and extend character animation skills and techniques within the context of emerging trends and innovations in the animation industry.
· To formulate effective 3D strategies and industry-facing methods in advancing the visual components that aid in designing both realistic and stylistic-based sequences.
[bookmark: _Hlk88148164]
LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Critically analyse and cultivate animation ability to high-end levels of character performance and/or realism. 
· Select, evaluate and employ industry method processes, trends, techniques and production environments to progress students’ own developing animation skillset.

INDICATIVE CONTENT
· Generalist and specialist Animator/Lead Animator/Story dept. roles
· Animation production and pipeline considerations
· Progression of animation specialisms in: 
· Pre-production and Concept design
· Character animation
· 3D Character deployment
· Principles of animation
· Use of technology to benefit animation workflows
· Story design and evocation
· Story mechanics
· Rigging
· Effects Animation




Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐ 
	Written exam 
	☒ 
	Coursework 
	☐ 
	Practical 



	Mode of assessment
	Volume
	Weighting

	Portfolio
	20-30 seconds of self-directed animations (equivalent 5,000 words)
	100%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

Project-specific texts, sites, files determined in conjunction with module tutor(s).  It is anticipated that students would want to study/refer to some of the following:

	Module Code 
	ACCA5038

	Module Title 
	Advanced Character Animation

	Classification 
	Reading List entry 
	Electronic* 

	Essential
	Osborn, K. (2019) Cartoon Character Animation with Maya London: Bloomsbury Academic
	☐

	Essential
	Naas, P (2018) How to Cheat in Maya 2017: Tools and Techniques For Character Animation London: CRC Press
	☐

	Essential
	Roberts, S. (2012) Character Animation Fundamentals: Developing Skills for 2D and 3D Character Animation
London: Routledge
	☐

	Essential
	O’Hailey, T. (2013) Rig It Right! Maya Animation Rigging Concepts London: Focal Press 
	☐

	Essential
	Keller, E. (2013) Maya Visual Effects: The Innovator's Guide London: John Wiley & Sons.
	☐

	Further
	Holmes, M. T. (2016) Designing Creatures and Characters: How to Build an Artist's Portfolio For Video Games, Film, Animation  London: Impact Books
	☐

	Further 
	Osipa, J. (2010) Stop Staring: Facial Modelling and Animation Done Right London: John Wiley & Sons
	☐

	Further
	Labreque, J. (2021) Mastering Adobe Animate 2021 London: Packt Publishing
	☐

	Further
	Murdock, K. (2019) Autodesk Maya 2019 London: SDC Publications
	☐

	Further
	Sawicki, M. (2007) Filming the Fantastic: A Guide to Visual Effects Cinematography  London: Focal Press
	☐

	Further
	Lasseter, J. (1987) "Principles of Traditional Animation Applied to 3D Computer Animation", Computer Graphics, pp. 35-44, 21:4, July 1987 (SIGGRAPH 87)
	☒

	Further
	50mostinfluentialdisneyanimators | Countdown of the 50 Most Influential Animators in Disney Studio History (wordpress.com)
	☒


	Further
	Understand Disney's 12 principles of animation | Creative Bloq
	☒


	Further
	Animation World Network - YouTube
	☒


	Further
	Acting For Animation & Character Performance - Skwigly Animation Magazine
	☒


	Further
	Computer Animation and Virtual Worlds - Wiley Online Library
	☒


	Further
	3D World magazine | Creative Bloq
	☒








	Module Code
	ACCA5039

	Title
	Body Mechanics and Creature Animation

	Date
	08/12/2021

	Level
	5
	Credits
	20 credits

	Pre-Requisites
	None




AIM(S)
· To explore and integrate studies of biomechanics, both internally and externally, in the study of motions and actions and forces in 3D space. 
· To advance the student’s understanding of simulating biophysical animation and their representation on realistic creatures and characters. 

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Demonstrate an advanced appreciation and understanding of physical forces that induce states of change or determine the motion of a character in a scene. 
· Extend levels of visual acuity, motion studies and analytical techniques to help in the creature/character creation workflow.

INDICATIVE CONTENT
· Observational analysis and recording of motion (life drawing, photography, film, etc)
· Principles of Animation/Character Animation (e.g. pose to pose, slow-in, slow-out, etc.)
· Timing for animation; screen/interactive planning, co-ordination and timing
· Body mechanics, and animated turntables/moves in 3D space
· Animated cycles, key poses/gestures and acting/staging ideas
· An adoption of displaying weight and force and gravity (etc.) with reference to performance/styles of character
· 2D & 3D computer animation approaches for controlling characters.
· States of matter and their influence upon the action of characters in scenes 
· Biological studies and analysis (including musculoskeletal systems)
· Environmental conditions and forces (e.g. gravity, friction, inertia)
· Technical animation and composition factors for characters and creatures within Film, VFX, Games.
· Anatomical studies and illustrations; human and animal biophysical motion studies
· Technically orientated exercises and simulations will incorporate other studies (e.g. bio-medical systems, effects upon physical bodies) and what is required to present these via 3D technology.
· Theoretical input will also cover topics related to the underpinning science and biophysical foundations of motion across life.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐	Written exam
	
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio
	e.g. set of animation moves/actions, methodology/process, 10 mins (per person)  presentation
(equivalent to 5,000 words)
	100%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA5039

	Module Title
	Body Mechanics and Creature Animation

	Classification
	Reading List entry
	Electronic*

	Essential
	Roberts, S (2004) Character Animation in 3D: Use Traditional Drawing Techniques to Produce Stunning CGI Animation London: Focal Press
	☐

	Essential
	Kundert-Gibbs, J., (2009) Action! Acting 
Lessons for CG Animators London: John Wiley & Sons
	☐

	Essential
	Williams, R. (2002). The Animator's Survival Kit: A Manual of Methods, Principles, and Formulas for Classical, Computer, Games, Stop Motion, and Internet Animators London: Faber & Faber
	☐

	Essential
	Knudson, D. (2007) Fundamentals of Biomechanics, London: Springer
	☐

	Essential
	Cooper, J. (2019) Game Anim: Video Game
Animation Explained, London: A. K. Peters/CRC Press.
	☒

	Essential
	McNeill A. R. (2006), Principles of Animal 
Locomotion, London: Princeton University Press
	☐

	Further
	Bourg, D. M. and Bywalec, B. (2013) Physics for Game Developers: Science, math, and code for realistic effects, London: O’Reilly Media
	☒

	Further
	Mattesi, M. (2017) FORCE: Dynamic Life Drawing CRC Press
	☐

	Further
	Stump, D. (2014) Digital Cinematography: 
Fundamentals, Tools, Techniques, and Workflows. 
London: Focal Press.
	

	Further
	Hooks, E. (2003) Acting for Animators: A Complete
Guide to Performance Animation, London: Heinemann
	☐

	Further
	Lasseter, J. (1987) "Principles of Traditional Animation Applied to 3D Computer Animation", Computer Graphics, pp. 35-44, 21:4, July 1987 (SIGGRAPH 87).
	☒

	Further
	Living Lines Library
https://livlily.blogspot.com/
	☒

	Further
	Animation World Network
https://www.awn.com/
	☒





	Module Code
	ACCA5035

	Title
	Changemakers: Building your Personal Brand for Sustainable Employment 

	Date
	25/06/2020
	Level
	5
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To build the skills and competencies necessary for career resilience and professional development for the future work context.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Evaluate personal employability skills and their congruence with the skills required for professional practice in a real or simulated environment.
· Build a personal brand and promote a professional identity for a specific opportunity.

INDICATIVE CONTENT
· Analysing your employment sector in order to identify problems, gaps in the market and how you can add value for sustainable employability.
· Building your brand and promoting a professional identity through personal skills analysis and personal development planning.
· Contemporary technologies: developing an online personal presence (e.g. basic website building/social media/blogs/vlogs etc.).
· Search techniques for employment/self-employment opportunities. 
· Adopting project management approaches (defining the problem; setting the goals and objectives, milestones and monitoring, evaluation).
· Collaboration, networking, building social capital, negotiation and influencing.
· Awareness, emotional intelligence, well-being and resilience.
· Ethics, values, diversity, inclusion, intercultural awareness and responsible stewardship: issues, challenges and actions. 
· Cultural and linguistic expression.







Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Online portfolio
	2,000 words or equivalent
	50%




Assessment Component 2

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Assignment
	2,000 words or equivalent
	50%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

This will be guided by the student’s subject area.

	Module Code
	ACCA5035

	Module Title
	Changemakers: Building your Personal Brand for Sustainable Employment 

	Classification
	Reading List entry
	Electronic*

	Essential
	Lock, D. (2018) Project Management London: Routledge 
	☒

	Essential
	Dweck, C. (2017) Mindset: Changing The Way You Think to Fulfil Your Potential London: Robinson Publishers.
	☒

	Essential
	Griffith, B. A. (2014) Working in Teams: Moving From High Potential to High Performance London: Sage
	☒

	Essential
	Baguley, P. (2003) Teams and Team-Working (New ed) London: Teach Yourself
	☐

	Essential
	Gensler, H. J. (2017) Ethics : A Contemporary Introduction (3rd ed) Routledge Contemporary Introductions to Philosophy New York: Routledge
	☐

	Essential
	Well-being of Future Generations (Wales) Act 2015 (Online). Available at http://www.legislation.gov.uk/anaw/2015/2/contents/enacted 
	☒

	Further
	Smale, B. and Fowlie, J. (2015) How to Succeed at University - an Essential Guide to Academic Skills and Personal Development (2nd ed) Los Angeles, Calif: SAGE Study Skills Ser. Web
	☒

	Further
	Phillips, S. (2014) The Complete Guide to Professional Networking : The Secrets of Online and Offline Success 
London: Kogan Page 
	☒

	Further
	Snow, S. (2018) Dream Teams: Working Together Without Falling Apart London: Piatkus
	☒

	Further
	Williams, B. (2020) Diversity in the Workplace: Eye-Opening Interviews to Jumpstart Conversations about Identity, Privilege, and Bias. London: Rockridge Press
	☒

	Further
	Dawson, P. and Andriopoulos, C. (2017) Managing Change, Creativity and Innovation London: SAGE Publications Ltd
	☒

	Further
	Clements, P. and Jones, J. (2008). The Diversity Training Handbook - A Practical Guide to Understanding and Changing Attitudes (3rd ed) Philadelphia: Kogan Page
	☒





	Module Code
	ACCA5033

	Title
	Changemakers: Creativity and Value Creation

	Date
	25/06/2020
	Level
	5
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To develop the concepts and practice of creativity and value creation for the development of innovative, aspiring and progressive solutions.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Demonstrate knowledge and critical understanding of innovation, creativity and enterprising mindset, recognising the values and the contribution creativity makes to the common good.  
· Conceive, articulate and apply creative thinking within a work-based or academic context to develop novel solutions and/or value creation.

INDICATIVE CONTENT
· Creativity in theory and practice.
· Value creation in theory and practice.
· Creative and ethical leadership: skills and challenges.
· Driving innovation and change, the intra and entrepreneurial individual.
· Critical thinking, troubleshooting and problem solving, developing novel solutions.
· Information gathering for inspiration, vision creation and ideation.
· Developing the enterprising and data driven mindset.
· Contemporary technologies: virtual and augmented reality and artificial intelligence to enhance creativity and innovation.
· Time management practices for an entrepreneurial mindset.
· Being resourceful, in the context of making do with less.
· Reflection and self-reflection.







Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Online portfolio of set exercises
	2,000 words or equivalent
	50%




Assessment Component 2

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Assignment
	2,000 words or equivalent
	50%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

This will be guided by the student’s subject area.

	Module Code
	ACCA5033

	Module Title
	Changemakers: Creativity and Value Creation

	Classification
	Reading List entry
	Electronic*

	Essential
	Hargreaves, J. and Page, L. (2013) Reflective Practice: Key Themes in Health and Social Care London: Polity
	☒

	Essential
	Nardi, P. M. (2017) Critical Thinking : Tools for Evaluating Research University of California Press
	☒

	Essential
	Westerman, G., Bonnet, D. and McAfee, A. (2017) Leading Digital: Turning Technology into Business Transformation (Audiobook) Recorded Books 
	☒

	Further
	Schiuma, G. (2011) Managing Knowledge Assets and Business Value Creation in Organizations : Measures and Dynamics Hershey, Pa: Business Reference Service
	☒

	Further
	Rescher, N. (2014). A System of Pragmatic Idealism, Volume II The Validity of Values; A Normative Theory of Evaluative Rationality (Princeton Legacy Library) Princeton: Princeton University Press.
	☒

	Further
	Turner, E. (2020) Be Less Zombie: How Great Companies Create Dynamic Innovation, Fearless Leadership and Passionate People London: Wiley 
	☒





	Module Code
	ACCA5040

	Title
	Game Theory and Design

	Date
	08/12/2021

	Level
	5
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To further develop the student’s understanding of the interrelated historical, social, cultural, and technological contexts within which games designers operate. This includes game theory, study of gaming demographics, interactive narrative and general narrative theory. 
· To apply project management methodologies and production of industry-level documentation in preparation for the final year of study.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Demonstrate a critical insight and understanding of industry-standard professional production practices when managing collaborative game development projects, using this experience and information to inform design decisions on future game proposals. 
· Practically apply the theoretical content of the module to develop a Game Design Document to a professional level that can be used for the purpose of game development.

INDICATIVE CONTENT
· Application of production management methods in a working environment (e.g. use of Gantt charts, role allocation and agile development to establish and achieve manageable goals, etc.). 
· Analysis of current gamer demographics. 
· Ludology: game mechanics, game play, flow and game design, game critique and analyses, interactivity, exploration, immersion and suspension of disbelief. 
· Application of prototyping as a method of developing gameplay mechanics. 
· Introduction to film, literary and narrative theory, including interactive narrative, branching narrative, emergent narrative, storytelling and structures, and character design
· Creation of professional industry-level Design Documentation used in active projects. 








Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Presentation (group)
	10 min per person
	50%




Assessment Component 2
 
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Written assessment
	2,500 words
	50%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA5040

	Module Title
	Game Theory and Design

	Classification
	Reading List entry
	Electronic*

	Essential
	Johnson, M. (2018) The Unpredictability of Gameplay London: Bloomsbury Academic.
	☐

	Essential
	Fullerton, T., Swain, C. and Hoffman, S. (2004) Game Design Workshop: Designing, Prototyping and Playtesting Games San Francisco: CMP Books
	☒

	Essential
	Glassner, A. (2004) Interactive Storytelling: Techniques for 21st Century Fiction Natick, Massachusetts: A. K. Peters
	☐

	Essential
	Newton, R. (2007) Project Management Step by Step: How to Plan and Manage a Highly Successful Project London: Pearson Business.
	☐

	Essential
	Rogers, S. (2010) Level Up! The Guide to Great Video Game Design Chichester: Wiley.
	☒

	Further
	Gunter, B. (2015) The Effects of Video Games on Children: The Myth Unmasked London: Bloomsbury Academic
	☐

	Further
	Murray, S. (2018) On Video Games: The Visual Politics of Race, Gender and Space London: Bloomsbury Academic.
	☐

	Further
	Adams, E. and Rollings, A. (2007) Game Design and Development. Fundamentals of Game Design, Upper Saddle River, NJ: Pearson Education In.
	☐

	Further
	Crawford, C. (2003), Chris Crawford on Game Design, Indiana: New Riders Publishing
	☐

	Further
	Johnson, H. and Sims, C. (2012) Scrum: A Breathtakingly Brief and Agile Introduction London: Dymaxicon.
	☐

	Further
	McGonigal, J. (2012) Reality Is Broken: Why Games Make Us Better and How They Can Change the World, London: Vintage.
	☐

	Further
	Shore, J. and Warden, S. (2007) The Art of Agile Development London: O’Reilly Media.
	☐

	Further
	Marx, C. (2007) Writing for Animation, Comics and Games Oxford: Focal.
	☐

	Further
	McKee, R. (1999) Story: Substance, Structure, Style, and the Principles of Screenwriting London: Methuen Publishing
	☐

	Further
	Rollings, A. and Morris, D. (2004) Game Architecture and Design Indianapolis, Indiana: New Riders.
	☐

	Further
	Salen, K. and Zimmerman, E. (2004) Rules of Play: Game Design Fundamentals London: MIT
	☐

	Further
	Schell, J. (2008) The Art of Game Design: A Book of Lenses London: Morgan Kaufmann.
	☐

	Further
	EDGE, Bath: Future Publishing.
	☒

	Further
	Games and Culture, Thousand Oaks, CA.; London: Sage Publications.
	☐

	Further
	MCV: The Interactive Entertainment Weekly, Hertfordshire, Intent Media.
	☒

	Further
	http://www.theesa.com/ 
Entertainment Software Association website
	☒

	Further
	http://gamasutra.com/ 
	☒

	Further
	http://www.develop-online.net/ 
	☒







	Module Code
	ACCA5028

	Title
	[bookmark: _Toc45558069]Indie Game Development

	Date
	09/09/2020
	Level
	5
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To synthesise software development concepts and the principles and techniques of games development with the aim of producing an independent (indie) game artefact.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Develop a systematic understanding of the principles, concepts, and techniques used in the development of games.
· Synthesise and deploy appropriate technologies, software programming techniques, design patterns, frameworks, and games engine platforms in the development of indie games. 

INDICATIVE CONTENT
· Fundamentals of games development, such as concept development, gameplay design, core mechanics, user interfaces, game characters, storytelling, AI techniques, etc.
· Games development engines, e.g. Unity, Ureal, for developing cross-platform and mobile games.
· Frameworks and software design patterns for common problems in games development.
· Data persistence techniques for saving and loading data between sessions in games, e.g. JSON, serialisation and deserialization.
· Testing, debugging, and evaluation. Optimisation and performance techniques.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%





ASSESSMENT

Assessment Component 1

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio
	6 - 8 elements
	100%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA5028

	Module Title
	Indie Game Development

	Classification
	Reading List entry
	Electronic*

	Essential
	Clarke, M. J. and Wang, C. (2020) Indie Games in the Digital Age London: Bloomsbury Academic.
	☐

	Essential
	Adams, E. (2013) Fundamentals of Game Design, 3rd ed, London: New Riders
	☐

	Essential
	Bond, J. B. (2017) Introduction to Game Design, Prototyping, and Development: From Concept to Playable Game with Unity and C#, 2nd ed, London: Addison-Wesley Professional
	☒

	Essential
	Hocking, J. (2018) Unity in Action: Multiplatform Game Development in C#, 2nd ed, London: Manning Publications
	☒

	Further
	Nystrom, R. (2014) Game Programming Patterns, London: Genever Benning
	☒

	Further
	Baron, D. (2019) Hands-On Game Development Patterns with Unity 2019: Create engaging games by using Industry-Standard Design Patterns with C#, London: Packt Publishing
	☒

	Further
	Daglow, D. L. (2018) Indie Games: From Dream to Delivery, London: Sausalito Media LLC
	☒

	Further
	Chandler, H. M. and Chandler, R. (2010) Fundamentals of Game Development London: Jones & Bartlett Learning
	☐

	Further
	Felicia, P. (2019) Unity 5 - From Zero to Proficiency (Beginner): A Step-by-Step Guide to Coding your First Game Independently published
	☒






	Module Code
	ACCA5041

	Title
	Level Design and Development

	Date
	08/12/2021

	Level
	5
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To develop the students’ ability to research, discuss, critically evaluate, design and create appropriate game content for game environments.
· To apply continued testing, analysis and refinement in gameplay mechanics within a game engine environment.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Apply knowledge of theoretical design and practical implementation in relation to a functional gameplay and aesthetic prototype.
· Demonstrate an ability to analyse and document the design process and individual contribution to the evolution of the production process.

INDICATIVE CONTENT
· Allocating roles within a production team, with emphasis on: Design, Art, Technical and Animation.
· UI, gameplay and mechanic design.
· Asset creation, modelling, sculpting, texturing and surface shaders.
· Development of character-based control systems and implementation of gameplay mechanics.
· Animation cycles for game character.
· Identify and target suitable audiences.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%






ASSESSMENT

Assessment Component 1

	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Live presentation
	10 minutes per student
	50%




Assessment Component 2
 
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Written report
	2,000 words
	50%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%




INDICATIVE READING LIST

	Module Code
	ACCA5041

	Module Title
	Level Design and Development

	Classification
	Reading List entry
	Electronic*

	Essential
	Bowater, C. and Stenning, D. (2015) Beginner's Guide to Digital Painting in Photoshop: Characters London: 3DTotal Publishing.
	☒

	Essential
	Cabera, C. and Urschel, J. (2014) Digital Painting Techniques: Volume 6. London: 3DTotal Publishing.
	☒

	Essential
	Hoffman, S. (2004) Game Design Workshop: Designing, Prototyping and Playtesting Games. London: Focal Press.
	☐

	Essential
	Rogers, S. (2014) Level Up! The Guide to Great Video Game Design. London: Wiley.
	☒

	Further
	Bim, J. (2013) Digital Lighting And Rendering. London: New Riders
	☒

	Further
	Georgina, S. (2012) Designing For Screen: Production Design and Art Direction Explained. Marlborough: The Crowood Press Ltd
	☐

	Further
	Kremers, R. (2009) Level Design: Concept, Theory, and Practice. London: A K Peters/CRC Press
	☐

	Further
	Simblet, S. (2001) Anatomy for the Artist. DK
	☐

	Further
	Williams, R. (2009) The Animator's Survival Kit London: Faber & Faber
	☐

	Further
	Winslow, C. (2006) The Handbook of Set Design. Marlborough: The Crowood Press Ltd
	☐

	Further
	http://gamasutra.com/ 
	☒

	Further
	https://www.youtube.com/user/3DBuzz 
	☒

	Further
	http://www.develop-online.net/ 
	☒









	Module Code
	ACCA5042

	Title
	Virtual Production Design

	Date
	08/12/2021

	Level
	5
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To apply artistic scene sensibilities and technical decision-making in the visual areas of look development within animation and VFX
· To advance methods in the iterative design process within virtual, realtime technological productions

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Analyse and synthesise the principles of Look Development using both traditional methods and digital virtual technologies
· Acquire visual acuity and competency in production-based skills - within the acquisition, manipulation and calibration of digital virtual worlds

INDICATIVE CONTENT
· The design of film production, animation and cinematic art
· History of digital filmmaking, 3D animation and VFX
· Production management, co-ordination and planning
· Stages from previs to postvis in 3D/virtual production
· Traditional studio and real-world camera movements
· Film grammar, shot types and pre-visualisation
· Narrative structures and scene compositions
· 3D asset constructs and deliverables for a specific shot/production
· Painting with light (cinematographers and DOPs in film and animation)
· Integration and deployment of VFX within live action
· Look development iterative stages and realisation 
· Virtual production forms and industry applications
· The art of lighting and texturing (e.g. inc. SUBSTANCE PAINTER)
· Physics and VFX-orientated techniques (e.g. inc. HOUDINI, UNITY, UDK)
· Physical and virtual camera technology and control
· Advanced material and shader development
· Management of assets tracking and visual elements in VP
· Extending the quality of virtual locations and environments
· Iterative development and transitions on shots
· Advanced compositing techniques (e.g. inc. NUKE)
· Creature FX, live action and cinematography

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Planning and realisation of VFX Shot  & presentation
	 12 mins
	70%




Assessment Component 2

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Production Tracking
	1,500 words
	30%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%




INDICATIVE READING LIST

	Module Code
	ACCA5042

	Module Title
	Virtual Production Design

	Classification
	Reading List entry
	Electronic*

	Essential
	Murdock, K. (2020) Autodesk Maya 2020  London: SDC Publications
	☐

	Essential
	Williams, E (2021) Virtual Reality Cinema: Narrative Tips and Techniques  London:  Routledge
	☐

	Essential
	Shannon, T. (2017) Unreal Engine 4 for Design Visualization: Developing Stunning Interactive Visualizations, Animations, and Renderings,  London: Pearson Education (US)
	☐

	Essential
	Gauthier, J-M. (2005) Building Interactive Worlds in 3D: Virtual Sets and Pre-visualization for Games, Film and the Web London: Routledge
	

	Essential
	Doyle, B. F (2019) Understanding Design in Film Production: Using Art, Light & Locations to Tell Your Story  London: Routledge
	

	Further
	McDermott, W. (2018) The PBR Guide: A Handbook for Physically Based Rendering  London: Allegorithmic
	☐

	Further
	Ettedgui, P. (2001) Production Design and Art Direction (Screencraft,  London: Focal Press
	☐

	Further
	Tickoo, S. (2020) Pixologic ZBrush 2020: A Comprehensive Guide  London: CADCIM Technologies
	☐

	Further
	Bennett, T. and Berry, P. (2021) The Story of Marvel Studios: The Making of the Marvel Cinematic Universe  London: Abrams Books 
	☐

	Further
	Dinur, E. (2017) The Filmmaker's Guide to Visual Effects: The Art and Techniques of VFX for Directors, Producers, Editors and Cinematographers  London: Routledge
	☐

	Further
	Brinkmann, R. (2008) The Art and Science of Digital Compositing: Techniques for Visual Effects, Animation and Motion Graphics  London: Morgan Kaufmann
	☐

	Further
	Birn, J. (2000) Digital Lighting and Rendering  London: New Riders
	☐

	
	Lanier, L. (2017) Advanced Visual Effects Compositing: Techniques for Working with Problematic Footage  London: Routledge
	

	Further
	Home Page - The Art of VFX
	☒

	Further
	VFXWorld Magazine | Animation World Network (awn.com)
	☒

	Further
	Art of LED Wall Virtual Production, Part One: ‘Lessons from the Mandalorian’ – fxguide
	☒

	Further
	RealTime Conference: The World’s Premiere Event for Real-Time Technologies
	☒





	Module Code
	ACCA5043

	Title
	Visual Effects

	Date
	08/12/2021

	Level
	5
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To provide students with an advanced ability to integrate photorealistic computer-generated assets within live action footage through comprehensive theoretical and practical knowledge.
· To further advance the student’s visual aesthetic and technical skills required for the photorealistic integration of these CG assets with live action footage.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Effectively manipulate individual visual components in the process of designing photorealistic composites or cinematically coherent scenes.
· Evaluate the skills and concepts that inform the role of a digital compositor and the artistic and technical balance required in manipulating the cg elements (e.g. textures, shader development, lighting, rendering passes and plates).

INDICATIVE CONTENT
· Creative thinking & idea generation
· Learning to See – Human eye, perception and ‘ways of seeing’
· Colour and light in nature and in art history
· Colour Science and digital representation of visual information
· Digital images – structure, resolution, pixel aspect ratio.
· Image and sound relationships and impact
· Point tracking and planar tracking.
· Image enhancement – histograms, curves, colour spaces.
· Alpha channels and mattes
· 2D and 3D compositing techniques – rotoscoping, keying, layer masks, blending
· Matte Painting – history and techniques
· Colour correction and grading
· Green screen compositing
· High dynamic range, light wrapping, bit depth
· A range of effects simulation techniques
· Hierarchical systems - rigging techniques and character-driven simulation
· Physics - Newton’s laws of motion,  forces and fields
· Rendering and simulation technologies using an HPC cluster

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Presentation
	15-20 minutes
	80%




Assessment Component 2

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Production Diary
	1,000 words
	20%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	20%

	Practical
	80%

	TOTAL
	100%








INDICATIVE READING LIST

	Module Code
	ACCA5043

	Module Title
	Visual Effects

	Classification
	Reading List entry
	Electronic*

	Essential
	Wright, S., (2011) Compositing Visual Effects: Essentials for the Aspiring Artist  London: Focal Press.
	☐

	Essential
	Ganbar, R., (2011) Nuke 101: Professional Compositing and Visual Effects  London: Peachpit Press
	☐

	Essential
	Lanier, L. (2009) Professional Digital Compositing: Essential Tools and Techniques  London: John Wiley & Sons
	☐

	Further
	Dobbert, T. (2012)  Matchmoving: The Invisible Art of Camera Tracking   London: John Wiley & Sons
	☐

	Further
	Okun, J. A. (2012) The VES Handbook of Visual Effects: Industry Standard VFX Practices and Procedures  London: Focal Press
	☐

	Further
	Foster, J., (2010) The Green Screen Handbook: Real-World Production Techniques, London: John Wiley & Sons
	☐

	Further
	Frost. J. B. (2009) Cinematography for Directors: A Guide for Creative Collaboration, London: Michael Wiese Productions
	☐

	Further
	Bluttman, K. (2012) Digital Photography in Simple Steps  London: Pearson
	☐

	Further
	Bridson, R.  (2008) Fluid Simulation for Computer Graphics, London: A K Peters/CRC Press
	☐

	Further
	Flake, G. (2000)The Computational Beauty of Nature: Computer Explorations of Fractals, Chaos, Complex Systems and Adaptation  London: MIT Press 
	☐





	Module Code
	ACCA6031

	Title
	Advanced Character Performance

	Date
	08/12/2021

	Level
	6
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To advance and evaluate the necessary performance characteristics embedded in a relevant field of animation, VFX, games (etc.)
· To create and enhance and cultivate levels of performance animation and representations of motions in animated scene(s) 

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Advance the (internal) psychological and (eternal) acting stages when capturing motion, performance, gesture and body mechanics in an animation to an audience 
· Enhance the interpretive qualities inherent within presenting appealing and engaging and stylistic qualities in the animation of characters and/or sequences.

INDICATIVE CONTENT
· Research and analysis of visual performance material and self-sustained visual research.
· Advancing the implementation of the principles of animation/character animation with embracing the use of body shaping, facial expressions, visemes, etc.
· Identifying personality and character and archetypes (and stereotypes) 
· Technical composition and animated design for film, visual effects/motion capture, etc.
· Acting techniques and acting for animation
· Heightened body mechanics and animated representations in 3D space
· Biological studies and analysis 
· Key posing, layouts, breakdowns and progression reels
· Cameras, blocking, mise-en-scene, framing (etc.)
· Scene development; cinematically and/or within performance aspects of VFX, Games (etc.)
· Psychological gesturing and internal/external forms (acting/staging) of expression in the human form
· Digital manipulation and composition of traditional//mechanical characters and props (e.g. digital puppetry and/or integration)
· Technically orientated exercises and simulations will incorporate other studies (e.g. bio-medical systems, effects upon physical bodies) and what is required to present these via 3D technology,
· Classes and exercises will also capitalise on observations and analysis of cinematic conventions and motions

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐	Written exam
	
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Presentation
	An analytical presentation that conducts a study on a range of approaches to a given scenario/scene (using case studies)  (5 minutes)
	30%




Assessment Component 2 

	☐	Written exam
	
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio
	A directed study (via component #1) in advancing a chosen/selected scene version and to create a version or series of animated ‘takes’
(equivalent to 3,000 words)
	70%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	70%

	Practical
	30%

	TOTAL
	100%





INDICATIVE READING LIST

	Module Code
	ACCA6031

	Module Title
	Advanced Character Performance

	Classification
	Reading List entry
	Electronic*

	Essential
	Roberts, S (2004) Character Animation in 3D: Use Traditional Drawing Techniques To Produce Stunning CGI Animation, London: Focal Press.
	☐

	Essential
	Beiman, N (2015) Animated Performance: Bringing Imaginary Animal, Human and Fantasy Characters to Life, London: Fairchild Books
	☒

	Essential
	Kundert-Gibbs, J., (2009) Action! Acting 
Lessons for CG Animators, London: John Wiley & Sons
	☐

	Essential
	Johnson, O. & Thomas, F. (1995)  The Illusion of Life: Disney Animation London: Hyperion Press
	☐

	Essential
	Williams, R. (2002). The Animator's Survival Kit: A Manual of Methods, Principles, and Formulas for Classical, Computer, Games, Stop Motion, and Internet Animators  London: Faber & Faber
	☐

	Essential
	Hooks, E. (2003) Acting for Animators: A Complete
Guide to Performance Animation London: Heinemann
	☐

	Further
	Lasseter, J. (1987) "Principles of Traditional Animation Applied to 3D Computer Animation", Computer Graphics, pp. 35-44, 21:4, July 1987 (SIGGRAPH 87).
	☒

	Further
	Ed Hooks (Acting for Animation)
http://www.edhooks.com/archives.html
	☒

	Further
	Living Lines Library
https://livlily.blogspot.com/
	☒

	Further
	50 most influential Animators
https://50mostinfluentialdisneyanimators.wordpress.com/
	☒

	Further
	Animation World Network
https://www.awn.com/
	☒






	Module Code
	ACCA6032

	Title
	Advanced Lighting and Rendering

	Date
	08/12/2021

	Level
	6
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To advance students incorporation of cinematic and look-development areas with reference to animation and VFX
· To enhance and develop students’ technical understanding of advanced lighting and rendering workflows.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Create evocative and/or compelling imagery/scenes within the control of studio and CGI lighting techniques 
· Extend their technical prowess in the production and manipulation of rendering passes in an advanced compositing workflow

INDICATIVE CONTENT
· Painting with light
· Colour theory and visual elements in filmmaking
· Language and terminology in production studio rendering
· Artistic and technical lighting procedures in modern VFX and CGI  
· Production based lighting approaches and workflows
· 3D Artists, content creation and artistic iteration in filmmaking
· Production roles and pipeline stages in VFX
· Cinematography and look-development studies
· Virtual sets, scenes and shots
· 3-point lighting techniques
· Universal Scene Description-based integration of assets and elements
· Render passes and render layers
· Resolution, file formats and production-based exports
· CPU, GPU, framebuffer, pitch and depth

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐	Written exam
	☒	Coursework
	☐	Practical


	
	Mode of assessment
	Volume
	Weighting

	Portfolio
	Composition of VFX Shot
(equivalent to 3,000 words)
	70%




Assessment Component 2

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Blog / Report
	Production Tracking
(1,000 words)
	30%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%




INDICATIVE READING LIST

	Module Code
	ACCA6032

	Module Title
	Advanced Lighting and Rendering

	Classification
	Reading List entry
	Electronic*

	Essential
	Birn, J. (2013) Digital Lighting and Rendering, London: New Riders
	☐

	Essential
	Murdock, K. (2020) Autodesk Maya 2020, London: SDC Publications
	☒

	Essential
	Landau, D. (2014) Lighting for Cinematography: A Practical Guide to the Art and Craft of Lighting for the Moving Image  London: Bloomsbury Academic.
	☐

	Further
	Lanier, L. (2018) Aesthetic 3D Lighting: History, Theory, and Application  London: Routledge
	☒

	Further
	Lanier, L. (2015) Advanced Maya Texturing and Lighting  London: Sybex
	☒

	Further
	Dinur, E. (2017) The Filmmaker's Guide to Visual Effects: The Art and Techniques of VFX for Directors, Producers, Editors and Cinematographers  London: Routledge
	☐

	Further
	Hornung, E. (2010) The Art and Technique of Matchmoving: Solutions for the VFX Artist  London: Routledge
	☐

	Further
	ACM Digital Library Database (with reference to SIGGRAPH)
	☒

	Further
	IEEE ‘XPLORE’ Digital Library
	☒

	Further
	www.acm.org 
	☒

	Further
	www.fxguide.com http://www.3dworldmag.com 
	☒

	Further
	http://www.digitalartsonline.co.uk/  
	☒

	Further
	http://www.computerarts.co.uk/ 
	☒

	Further
	http://forums.cgsociety.org  
	☒

	Further
	http://www.3dtotal.com 
	☒





	[bookmark: _Hlk67571500]Module Code
	ACCB6019

	Title
	[bookmark: _Toc41989099][bookmark: _Toc45558083]Emerging Trends

	Date
	25/03/2021
	Level
	6
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To enable students to demonstrate a theoretical or practical understanding of current technologies, concepts or practices.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Analyse the principles and concepts associated with an emerging field of computing such as the professional practices being adopted in industry, a novel technology or a new application of an existing technology. 
· Evaluate the effectiveness, benefits, drawbacks or suitability of deploying appropriate technologies or approaches to the solution of a problem as part of a team and/or as an individual.

INDICATIVE CONTENT
· Current or emerging technologies within fields such as networking, web development, software applications, data analytics
· Software or network design methodologies 
· Professional practices
· Testing approaches within programming, network implementations, usability, etc. 
· Software tools and libraries such as network simulation tools, rootkits, graphics SDKs, game engines, software libraries, software development tools, testing tools, etc.
· Critical, analytical thinking and writing

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%






ASSESSMENT

Assessment Component 1

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio
	May take the form of an essay, a presentation and/or an implementation
(equivalent to 4,000 words)
	100%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCB6019

	Module Title
	Emerging Trends

	Classification
	Reading List entry
	Electronic*

	Essential
	The nature of this module requires up to date sources. These will be provided to the students during the module.
Essential texts will change during the course of the module.
	

	Further
	Bejtlich, R. (2015) The Tao of Network Security Monitoring: Beyond Intrusion Detection  Boston: Addison-Wesley
	☒

	Further
	Stallings, W. (2017) Cryptography and Network Security: Principles and Practice (7th ed)  London: Pearson Education Limited
	☒

	Further
	Sommerville, I. (2015) Software Engineering  London: Pearson
	☒





	Module Code
	ACCA6020

	Title
	[bookmark: _Toc45558089]Independent Project

	Date
	25/06/2020
	Level
	6
	Credits
	40

	Pre-Requisites
	None




AIM(S)
· To develop the ability of students to engage critically and innovatively with theory and/or practice relevant to their studied subject areas to produce a discipline specific in-depth project.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Demonstrate intellectual skills in the identification of an appropriate topic, problem or challenge for investigation pertinent to their field of study and formulate a suitable plan for further research utilising relevant investigative methods in order to produce a response.
· Evidence in-depth knowledge and critical understanding of principles necessary to underpin their education within their chosen field of study and applicable problem-solving techniques 
· Evidence independence of thought and critical evaluation in the production of an independent piece of work, demonstrating transferable skills through exercising initiative and personal responsibility in planning own learning and self-management.
· Organise their knowledge and learning through use of a range of media, and present their work appropriately in a manner that can be understood by specialist and non-specialist audiences. 

INDICATIVE CONTENT
· Research paradigms, methods, and techniques of research and enquiry. 
· Conducting and writing literature reviews.
· Ethical concerns and the research process.
· Resource, project, and skills management processes and techniques. 
· Presenting and illustrating data and information.
· Communication of general, specialist, technical ideas and results.
· Problem solving, creative, entrepreneurial thinking and approaches.
· Collaboration, adaptability and reflection.



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	36
	9%

	Independent learning
	364
	91%

	Placement learning
	0
	0%

	TOTAL
	400
	100%



ASSESSMENT

Assessment Component 1

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio
	Minimum of 3 elements  (equivalent to 10,000 words)
	100%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

This will be guided by the student’s individual project.

	Module Code
	ACCA6020

	Module Title
	Independent Project 

	Classification
	Reading List entry
	Electronic*

	Essential
	Cottrell, S. (2015) Skills for Success, Personal Development and Employability, 3rd ed  London: Palgrave
	☒

	Essential
	ASET, 2013 Good Practice Guide for Work-based Learning and Placement Learning in Higher Education
	☒

	Essential
	Gray, D. E. (2018) Doing Real World Research, London: SAGE
	☐

	Further
	Gallagher, K. (2016) Essential Study and Employment Skills for Business and Management Students  Oxford: OUP
	☐

	Further
	Gottschall, J. (2013), The Storytelling Animal: How Stories Make us Human  London: Houghton Mifflin
	☐

	Further
	Storr, W. (2020)  The Science of Storytelling  London: William Collins
	☐

	Further
	Cohen, L., Manion, L. and Morrison, K. (2017) Research Methods in Education, 8th ed, London: Routledge
	☒

	Further
	Flick, U. (2014) An Introduction to Qualitative Research  London: SAGE
	☐

	Further
	Aubrey, K. and Riley, A. (2017) Understanding and Using Challenging Education Theories  London: SAGE
	☒

	Further 
	Brinkmann, S. and Kvale, S. (2018) Doing Interviews (Qualitative Research Kit)  London: Sage
	☐

	Further 
	Gibbs, G. (2018) Analysing Qualitative Data (Qualitative Research Kit)  London: Sage
	☒

	Further
	Creswell, J. W. (2012). Qualitative Inquiry and Research Design: Choosing among Five Approaches.  London: Sage
	☐

	Further
	Obschonka, M., Hakkarainen, K., Lonka, K. et al. Entrepreneurship as a Twenty-First Century Skill: Entrepreneurial Alertness and Intention in the Transition to Adulthood. Small Bus Econ 48, 487–501 (2017). https://doi.org/10.1007/s11187-016-9798-6
	☒

	Further 
	https://ec.europa.eu/jrc/en/entrecomp
	☒







	Module Code
	ACCA6033

	Title
	Personal Portfolio Development

	Date
	08/12/2021

	Level
	6
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To foster critical evaluation, reflection, and interpretation relevant to the individual students' practice and enable students to promote and present themselves professionally and with confidence. 
· To allow opportunities and considerations for exit strategies and career path proposals that can be followed upon graduation 

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Demonstrate self-reflective and critical thinking abilities in preparing, advertising and marketing themselves, and in considering appropriate work to advertise their skillsets 
· Produce material that showcases specialities within their chosen industry pathway that could be used for self-promotion in a professional capacity 

INDICATIVE CONTENT
· Development of critical thinking and analytical abilities 
· Visual portfolio layouts, arrangement and editing (for marketing purposes)
· Creation, analysis and development of relevant self-promotion tools and techniques 
· Showreel advice – creation, length and review of content 
· Developing social online content and networking opportunities 
· Building an online brand and social media networking / connections 
· Promotional development techniques
· Mission statements and objectives
· Internships, placements, client liaisons and professionalism

Some of the student work is orientated towards preparing for the end of the award and Degree Show, which offers a major opportunity for the students to show their work publicly and acts as a springboard for future employment.




Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐ 
	Written exam 
	☒ 
	Coursework 
	☐ 
	Practical 



	Mode of assessment
	Volume
	Weighting

	Portfolio
	4-6 elements, eg imagery and promotional material, digital show reel (equivalent to 5,000 words)
	100%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST 

	Module Code 
	ACCA6033

	Module Title 
	Personal Portfolio Development 

	Classification 
	Reading List entry 
	Electronic* 

	Essential 
	Bolton, G. (2014) Reflective Practice: Writing and Professional Development  London: Sage
	☐

	Essential 
	Cottrell, S. (2010) Skills for Success: Personal Development and Employability  London: Palgrave MacMillan
	☐

	Essential 
	Miller, D. (2017) Building a Story Brand: Clarify your Message So Customers Will listen (illustrated edition)  London: Harper Collins Leadership 
	☐

	Further 
	Media, M. (2021) Social Media Marketing 2021, Independently published.
	☒

	Further 
	Kingsnorth, S. (2019) Digital Marketing Strategy: An Integrated Approach to Online Marketing  London: Kogan Page
	☒

	Further 
	Theobald, T. (2019) Develop Your Presentation Skills: How To Inspire And Inform With Clarity And Confidence.  London: Kogan Page.
	☒

	Further 
	Clazie, I. (2010) Creating your Digital Design Portfolio: A Practical Guide For Showcasing Your Work Online.  London: Rotovision.
	☐

	Further 
	Tharp, T. (2008) The Creative Habit: Learn it and Use It For Life.  London:  Simon & Shuster.
	☐

	Further 
	http://www.ipo.gov.uk/    
The UK Intellectual Property Office
http://www.nesta.org.uk 
The National Endowment for Science and the Arts
http://www.own-it.org/  
Intellectual Property Advice for Creative Businesses (University of the Arts London and London College of Communication)
http://www.deviantart.com/   
http://www.linkedin.com/
http://twitter.com/
	☒

	Further 
	Journal of Writing in Creative Practice
Journal of Arts Marketing
Subject-specific journals related to students' individual practice
	☐ 






	Module Code
	ACCA6034

	Title
	User Experience Design

	Date
	08/12/2021

	Level
	6
	Credits
	20

	Pre-Requisites
	None




AIM(S)
· To support students in the development of pervasive and engaging user experiences, in particular those focussed on media-rich multi-modal interaction with ubiquitous and personal computing devices. Students will gain experience of prototyping and testing of single-user and multi-user interactions within a games design environment.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Critically reflect upon current design practice, selecting appropriate techniques and technologies for a wide range of interactions.
· Research user needs within both personal and social interactivity spheres for unconstrained problems.
· Select and apply appropriate UX methodologies and good practices to prototype innovative interaction within a social context.
· Critically analyse and reflect upon the results of UX testing.

INDICATIVE CONTENT
· Principles and techniques of UX/user-centred design; best practices; criticisms
· Human beings; ergonomics, psychophysics, psychology, perception and cognition
· UX Elements; visual design, information architecture, interaction design, usability, multimodality
· Interaction requirements; social and emotional requirements; single-user and multi-user interactions
· Prototyping, modelling, patterns, personae; scenarios; gamification
· UX testing; designing and running testing workshops










Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Coursework
	2,500 words
	50%




Assessment Component 2

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Coursework
	2,500 words
	50%




Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA6034

	Module Title
	User Experience Design

	Classification
	Reading List entry
	Electronic*

	Essential
	Allanwood, G. and Beare, P. (2019) User Experience Design: A Practical Introduction (2nd ed)  London: Bloomsbury Visual Arts
	☒

	Essential
	Krug, S. (2013), Don’t Make me Think Revisited. Voices That Matter
	☒

	Essential
	Pannafino, J. and McNeil, P. (2017) UX Methods: A Quick Guide To User Experience Research Methods CDUXP Books
	☐

	Further
	Norman, D. (2013) The Design of Everyday Things (revised and expanded edition)  London: MIT Press
	☐

	Further
	Garrett, J.J. (2010) The Elements of User Experience.  London: Voices That Matter
	☒

	Further
	Soegaard, M. and Dam, R. D. (Eds) (2013) Encyclopedia of Human-Computer Interaction (2nd ed)  London: The Interaction Design Foundation
	☒



17
image1.jpeg
Prifysgol Cymru
% Y Drindod Dewi Sant

d University of Wales
Trinity Saint David

%




