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[bookmark: _Toc155944828][bookmark: _Toc160010254][bookmark: _Toc158134055]1.1	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
	University of Wales Trinity Saint David

	PSRB(s) associated with final award:
	None
	None
	None

	Other accreditation:
	None
	None
	None

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

	Award Title:
	MA Master of Arts	MA Master of Arts	MA Master of Arts
	Programme title/name:
	Animation
	Computer Games Design
	Film

	Intermediate Award 1 (enrolable awards):			
	Choose an item.	Choose an item.	Choose an item.
	
	If programme title differs to the main award, specify
………………………….
	If programme title differs to the main award, specify
………………………….
	If programme title differs to the main award, specify
………………………….

	Intermediate Award 2 (enrolable awards):			
	Choose an item.	Choose an item.	Choose an item.
	
	If programme title differs to the main award, specify
………………………….
	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.	Choose an item.
	
	If programme title differs to the main award, specify
………………………….
	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):
	Postgraduate Diploma	Postgraduate Diploma	Postgraduate Diploma
	
	If programme title differs to the main award, specify
………………………….
	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):
	Postgraduate Certificate	Postgraduate Certificate	Postgraduate Certificate
	
	If programme title differs to the main award, specify
………………………….
	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.	Choose an item.
	
	If programme title differs to the main award, specify
………………………….
	If programme title differs to the main award, specify
………………………….
	If programme title differs to the main award, specify
………………………….

	Exit Award 4 (awarded on early exit of main programme):			
	Choose an item.	Choose an item.	Choose an item.
	
	If programme title differs to the main award, specify
………………………….
	If programme title differs to the main award, specify
………………………….
	If programme title differs to the main award, specify
………………………….

	Programme HECoS Code:
	10366
	10366
	10366

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

	
	☒	Part-time
	☒	Part-time
	☒	Part-time

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

	
	☐	Blended (On-campus)
	☐	Blended (On-campus)
	☐	Blended (On-campus)

	
	☐	Distance learning
	☐	Distance learning
	☐	Distance learning

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

	Duration: 
	☐	Standard (AQH 6.3.2) 
	☐	Standard (AQH 6.3.2) 
	☐	Standard (AQH 6.3.2) 

	
	☒	Non-standard (specify)
1 year FT, 2.5 years PT……………
	☒	Non-standard (specify)
1 year FT, 2.5 years PT……………
	☒	Non-standard (specify)
1 year FT, 2.5 years PT……………

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

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

	
	☐	Welsh
	☐	Welsh
	☐	Welsh

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

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




	QAA Subject Benchmarking Statement(s):
	QAA Subject Benchmark Statement for Art and Design (2019):
QAA Subject Benchmark Statement for Computing (2022)
QAA Subject Benchmark Statement for Communication, Media, Film and Cultural Studies (December 2019):
	QAA Subject Benchmark Statement for Art and Design (2019):
QAA Subject Benchmark Statement for Computing (2022)
QAA Subject Benchmark Statement for Communication, Media, Film and Cultural Studies (December 2019):
	QAA Subject Benchmark Statement for Art and Design (2019):
QAA Subject Benchmark Statement for Communication, Media, Film and Cultural Studies (December 2019):

	Other external benchmarks:
	· QAA The Frameworks for Higher Education Qualifications of UK Degree-Awarding Bodies, 2nd Edition, updated February 2024
· QAA Education for Sustainable Development Guidance March 2021
· QAA Enterprise and Entrepreneurship Education: Guidance for UK Higher Education Providers January 2018
· Well-being of Future Generations (Wales) Act 2015
· QAA Master’s Degree Characteristics Statement February 2020
	· QAA The Frameworks for Higher Education Qualifications of UK Degree-Awarding Bodies, 2nd Edition, updated February 2024
· QAA Education for Sustainable Development Guidance March 2021
· QAA Enterprise and Entrepreneurship Education: Guidance for UK Higher Education Providers January 2018
· Well-being of Future Generations (Wales) Act 2015
· QAA Master’s Degree Characteristics Statement February 2020
	· QAA The Frameworks for Higher Education Qualifications of UK Degree-Awarding Bodies, 2nd Edition, updated February 2024
· QAA Education for Sustainable Development Guidance March 2021
· QAA Enterprise and Entrepreneurship Education: Guidance for UK Higher Education Providers January 2018
· Well-being of Future Generations (Wales) Act 2015
· QAA Master’s Degree Characteristics Statement February 2020





[bookmark: _Toc473021747][bookmark: _Toc473021748][bookmark: _Toc473021749][bookmark: _Toc473021750][bookmark: _Toc473021751][bookmark: _Toc473021752][bookmark: _Toc473021753][bookmark: _Toc473021754][bookmark: _Toc473021755][bookmark: _Toc473021756][bookmark: _Toc473021757][bookmark: _Toc473021758][bookmark: _Toc460330322][bookmark: _Toc460330596][bookmark: _Toc473021759][bookmark: _Toc473021760][bookmark: _Toc473021761][bookmark: _Toc473021762][bookmark: _Toc473021763][bookmark: _Toc460330325][bookmark: _Toc460330599][bookmark: _Toc460330326][bookmark: _Toc460330600][bookmark: _Toc460330327][bookmark: _Toc460330601][bookmark: _Toc460330328][bookmark: _Toc460330602][bookmark: _Toc460330329][bookmark: _Toc460330603][bookmark: _Toc460330330][bookmark: _Toc460330604][bookmark: _Toc460330331][bookmark: _Toc460330605][bookmark: _Toc527725044][bookmark: _Toc527731473][bookmark: _Toc527725045][bookmark: _Toc527731474][bookmark: _Toc527725046][bookmark: _Toc527731475][bookmark: _Toc155944829][bookmark: _Toc160010255][bookmark: _Toc158134056]1.2	Module Summary Table 
	
	
	
	
	
	
	
	MA Animation
	MA Computer Games Design
	MA Film
	

	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 (N)
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
	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
	ACCA7034
	Advanced Games Design and Production
	N
	20
	7
	Component 1 – 50%
Coursework : Portfolio (4-5 elements)
Component 2 – 50%
Coursework : Portfolio (4-5 elements)
	
	CM
	
	N

	100366 - 121
	ACCA7035
	Advanced Genre Production
	N
	20
	7
	Component 1 - 50%
Coursework: Short film (8-10 minutes) 
Component 2 - 50%
Practical: Presentation (15 minutes)
	
	
	CM
	N

	100366 - 121
	ACCA7036
	Advanced Studio Workflow and Techniques
	N
	20
	7
	Component 1 - 100%
Coursework: Portfolio of creative work with presentation (8 elements equivalent, including the 15 minute showcase)
	CM
	CM
	CM
	N

	100366 - 121
	ACCA7037
	Animated World Building
	N
	20
	7
	Component 1 - 100%
Coursework: Portfolio (6-7 elements which may include a production bible (inc. research) on a proposed animation / sequence (8-10 slides / images).) 
	CM
	
	
	N

	100366 - 121
	ACCA7038
	Animation Alchemy and Motion
	N
	20
	7
	Component 1 - 100%
Coursework: Animation reel and Presentation (15 minutes)
	CM
	
	
	N

	100366 - 121
	ACCA7040
	Film Specialisms
	N
	20
	7
	Component 1 - 100%
Coursework: Portfolio (A minimum of 5 elements) 
	
	
	CM
	N

	100366 - 121
	ACCA7041
	Imaginary Realms: Creating Story Universes
	N
	10
	7
	Component 1 - 100%
Coursework: Portfolio (4-5 elements)
	CM
	CM
	
	N

	100366 - 121
	ACCA7042
	Immersive Worlds
	N
	10
	7
	Component 1 - 100%
Practical: Presentation (15 minutes) 
	CM
	CM
	
	N

	100366 - 121
	ACCA7043
	Interactive Experiences Prototyping
	N
	20
	7
	Component 1 - 50%
Coursework: Game Prototype (2,500 words equivalent)
Component 2 - 50%
Coursework: Written Report (2,500 words)
	
	CM
	
	N

	100366-121
	ACCA7044
	Leadership, Management and Ethics
	N
	10
	7
	Component 1 - 100%
Coursework (2,500 words equivalent)
	CM
	CM
	CM
	Y – MSc Computing Portfolio

	100366 - 121
	ACFB7003
	Master’s Project
	ER (previously ACFA7003)
	60
	7
	Component 1 – 80%
Coursework: Portfolio (15000 words equivalent)
Component 2 – 20%
Practical: Presentation (20 minutes)
	CM
	CM
	CM
	Y – MSc Computing Portfolio and other MSc/MEng programmes within WISA

	100366 - 121
	ACCA7045
	Production Management
	N
	20
	7
	Component 1 - 100%
Coursework: Written Report/Illustration (5000 words equivalent)
	CM
	CM
	CM
	N

	100366-121
	ACCA7046
	Research-Led Practice
	N
	10
	7
	Component 1 - 100%
Coursework: Research Proposal (2500 words)
	CM
	CM
	CM
	Y – MSc Computing Portfolio

	100366 - 121
	ACCA7039
	The Practice of Narrative Cinema: Crafting Compelling Stories
	N
	20
	7
	Component 1 - 80%
Coursework: Short Film (Approx 10 minutes, equivalent of 4,000 words)
Component 2 - 20%
Practical: Presentation (5 minutes)
	
	
	CM
	N



N - New
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: _Toc155944830][bookmark: _Toc155945492][bookmark: _Toc160010256][bookmark: _Toc158134057]1.3	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
(Note: confirmed on system not being taught currently by any other programmes.)
	Date to be archived (MM/YYYY)*

	M7X01586
	Research Methods and Communication
	09/2024

	ADGD7001
	3D Computer Animation: Elements
	09/2024

	ADGD7002
	3D Computer Animation: Narrative
	09/2024

	ADGD7003
	Production Methods: Taught
	09/2024

	ADGD7004
	Production Methods: Researched
	09/2024

	ADGD7005
	Production Management 
	09/2024

	ADGD7006
	Pre-Production 
	09/2024

	ADGD7007
	Post Production
	09/2024

	ADGD7008
	Major Project
	09/2025





[bookmark: _Toc155944831][bookmark: _Toc155945493][bookmark: _Toc160010257][bookmark: _Toc158134058]1.4	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 7* FT
	09/2024
	

	Level 7* PT
	09/2024
	


* Or appropriate first year Level depending on the programme 

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 7* FT
	09/2024
	Should there be any students repeating modules from 2023/4 cohort, they will be mapped to the new programme

	Level 7* PT
	09/2024
	Should there be any PT students in 2023/4, they will be mapped to the new programme for 2024/5 and will be approached for permission.



[bookmark: _Toc155944832][bookmark: _Toc155945494][bookmark: _Toc160010258][bookmark: _Toc158134059]2.	Programme 1: MA Animation
[bookmark: _Toc155944833][bookmark: _Toc155945495][bookmark: _Toc160010259][bookmark: _Toc158134060]2.1	Programme Structure
	Programme duration:
	Non-standard, one calendar year of full-time study, 2.5 years of part-time study.

	Mode of study/delivery:
	The mode of study is on campus (there may be some elements of blended learning, but at least 75% will be face-to-face on campus).

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

	Credits and levels:
	MA: 180-credits in total.
PGDip: 120-credits in total (Exit award only)
PGCert: 60-credits in total (Exit award only)

	Pattern of delivery:
	Two semesters of taught modules. Full-time students study 60-credits worth of modules per semester.  Part-time students study between 50 and 70 credits of modules per year. FT Students will undertake work on their Master’s Project during the Semester 3 period.

	Intake points and instances of module delivery:
	Full-time and part-time intakes, September only. Each module is, therefore, delivered once annually.

	Module size:
	Modules are mainly of 20 credits. There are 4 x 10 credit modules. The Master’s Project is 60 credits.

	Balance of component pass, core, compulsory and optional modules:
	All taught are compulsory.  Students will complete the taught part (Part 1) before progressing to the Master’s Project (Part 2).

	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. 





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).

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

	Year 1 
	Level 7
	Semester 1
	Sept. to Feb.

	ACCA7036
	Advanced Studio Workflow and Techniques
	Compulsory
	20

	ACCA7038
	Animation Alchemy and Motion
	Compulsory
	20

	ACCA7041
	Imaginary Realms: Creating Story Universes
	Compulsory
	10

	ACCA7044
	Leadership, Management and Ethics
	Compulsory
	10

	Year 1 
	Level 7
	Semester 2
	Feb. to May 

	ACCA7037
	Animated World Building
	Compulsory
	20

	ACCA7045
	Production Management
	Compulsory
	20

	ACCA7046
	Research-Led Practice
	Compulsory
	10

	ACCA7042
	Immersive Worlds
	Compulsory
	10

	Year 1 
	Level 7
	Semester 3
	Jun. to Sept

	ACFB7003
	Master’s Project
	Compulsory
	60



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

	Year 1 
	Level 7
	Semester 1
	Sept. to Feb.

	ACCA7036
	Advanced Studio Workflow and Techniques
	Compulsory
	20

	ACCA7041
	Imaginary Realms: Creating Story Universes
	Compulsory
	10

	Year 1
	Level 7
	Semester 2
	Feb. to May 

	ACCA7044
	Leadership, Management and Ethics
	Compulsory
	10

	ACCA7045
	Production Management
	Compulsory
	20

	Year 2 
	Level 7
	Semester 1
	Sept. to Feb.

	ACCA7038
	Animation Alchemy and Motion
	Compulsory
	20

	Year 2 
	Level 7
	Semester 2
	Feb. to May

	ACCA7046
	Research-Led Practice
	Compulsory
	10

	ACCA7042
	Immersive Worlds
	Compulsory
	10

	ACCA7037
	Animated World Building
	Compulsory
	20

	Year 2 
	Level 7
	Semester 3&1
	Jun. to Jan.

	ACFB7003
	Master’s Project
	Compulsory
	60


[bookmark: _Toc527725050][bookmark: _Toc527731479][bookmark: _Toc527725051][bookmark: _Toc527731480][bookmark: _Toc527725052][bookmark: _Toc527731481][bookmark: _Toc527725053][bookmark: _Toc527731482][bookmark: _Toc527725054][bookmark: _Toc527731483][bookmark: _Toc155944834][bookmark: _Toc155945496][bookmark: _Toc160010260][bookmark: _Toc158134061]2.2	Programme Aims 
	The programme has the following general educational and specific aims:

· To provide students with advanced knowledge and technical skills in animation, encompassing various techniques and media. Students will acquire a deep understanding of animation principles, methods, and industry practices.
· To foster creative expression and innovation through exploration, experimentation, and critical analysis. Students will develop their artistic voice and push the boundaries of animation as a storytelling medium, incorporating diverse styles, aesthetics, and narrative approaches.
· To cultivate industry readiness and professional development, preparing students for successful careers in the animation industry. 
· To deliver knowledge of ethical, legal, and cultural considerations within the animation industry, fostering a well-rounded understanding of professional practice.

[bookmark: _Toc155944835][bookmark: _Toc155945497][bookmark: _Toc160010261][bookmark: _Toc158134062]2.3	Programme Learning Outcomes
Main Award: MA Animation

Knowledge and understanding (KU)

	KU1
	Demonstrate a comprehensive knowledge of animation theories, concepts, and historical developments, and apply them effectively in the creation of animated projects.

	KU2
	Apply the technical aspects of animation production, including principles of timing, movement, and character design, and integrate them into the creation of visually appealing and engaging animations.

	KU3
	Develop a critical understanding of the cultural, social, and ethical implications of animation, exploring its impact on society, diverse audiences, and broader artistic practices.


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 critical thinking and analysis to evaluate and deconstruct animation narratives, techniques, and visual storytelling elements in order to enhance the overall effectiveness of animated projects.

	CS2
	Demonstrate creative problem-solving skills to address complex challenges encountered during the animation production process, adapting techniques and approaches to achieve desired outcomes.

	CS3
	Engage in reflective and evaluative thinking to assess personal creative processes, techniques, and artistic decisions, fostering continuous improvement and growth as an animator.


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
	Utilise industry-standard software and tools proficiently to create high-quality animations, incorporating principles of motion, timing, and character performance across different animation media.

	PS2
	Employ effective planning, storyboarding, and pre-production techniques to develop well-structured animated projects, demonstrating proficiency in organising ideas and resources.

	PS3
	Apply professional-level post-production skills, including editing, sound design, and visual effects, to enhance the overall quality and impact of animated projects.


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
	Communicate and collaborate effectively within multidisciplinary teams, engaging in constructive feedback and demonstrating strong interpersonal skills in the context of animation production.

	KS2
	Display effective project management skills, including time management, organisation, and prioritisation, to meet deadlines and deliver high-quality animated projects.

	KS3
	Demonstrate effective research and information literacy skills to gather, analyse, and integrate relevant reference materials, supporting the development of informed and contextually rich animated projects.


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


Exit Awards

Exit Award 1: Postgraduate Diploma in Animation 

Knowledge and understanding (KU)

	KU1
	Demonstrate a comprehensive knowledge of animation theories, concepts, and historical developments, and apply them effectively in the creation of animated projects within defined scenarios

	KU2
	Apply the technical aspects of animation production, including principles of timing, movement, and character design, and integrate them into the creation of visually appealing and engaging animations.

	KU3
	Develop a critical understanding of the cultural, social, and ethical implications of animation, and its impact on society


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 critical thinking and analysis to evaluate and deconstruct animation narratives, techniques, and visual storytelling elements in order to enhance the overall effectiveness of animated projects.

	CS2
	Demonstrate creative problem-solving skills to address complex challenges encountered during the animation production process.

	CS3
	Engage in reflective and evaluative thinking regarding techniques and artistic decisions, fostering continuous improvement and growth as an animator.


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
	Utilise industry-standard software and tools proficiently to create high-quality animations, incorporating principles of motion, timing, and character performance across different animation media.

	PS2
	Employ effective planning, storyboarding, and pre-production techniques to develop well-structured animated projects.

	PS3
	Apply post-production skills, including editing, sound design, and visual effects, to enhance the overall quality and impact of animated projects.


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
	Communicate and collaborate effectively within multidisciplinary teams, engaging in constructive feedback and demonstrating strong interpersonal skills in the context of animation production.

	KS2
	Display effective project management skills, including time management, organisation, and prioritisation, to meet deadlines for projects with a defined scenario

	KS3
	Demonstrate effective research and information literacy skills to support the development of informed and contextually rich animated projects.


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


Exit Award 2 Postgraduate Certificate in Animation

Knowledge and understanding (KU)

	KU1
	Demonstrate a knowledge of animation theories, concepts, and historical developments, and apply them effectively in the creation of animated projects within defined scenarios

	KU2
	Apply technical aspects of animation production and integrate them into the creation of visually appealing and engaging animations.

	KU3
	Develop a critical understanding of the cultural, social, and ethical implications of animation, and its impact on society


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 narratives, techniques, and visual storytelling elements in order to enhance the overall effectiveness of animated projects.

	CS2
	Demonstrate problem-solving skills to address complex challenges encountered during the animation production process.


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
	Utilise industry-standard software and tools proficiently to create high-quality animations, incorporating principles of motion, timing, and character performance

	PS2
	Employ effective planning, storyboarding, and pre-production techniques to develop well-structured animated projects.

	PS3
	Apply relevant post-production skills to enhance the overall quality and impact of animated projects.


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
	Communicate and collaborate effectively within multidisciplinary teams, engaging in constructive feedback and demonstrating strong interpersonal skills in the context of animation production.

	KS2
	Display effective project management skills, including time management, organisation, and prioritisation, to meet deadlines for projects with a defined scenario


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

[bookmark: _Toc527725057][bookmark: _Toc527731486]

[bookmark: _Toc155944836][bookmark: _Toc155945498][bookmark: _Toc160010262][bookmark: _Toc158134063]3.	Programme 2: MA Computer Games Design
[bookmark: _Toc155944837][bookmark: _Toc155945499][bookmark: _Toc160010263][bookmark: _Toc158134064]3.1	Programme Structure
	Programme duration:
	Non-standard, one calendar year of full-time study, 2.5 years of part-time study.

	Mode of study/delivery:
	The mode of study is on campus (there may be some elements of blended learning but at least 75% will be face-to-face on campus).

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

	Credits and levels:
	MA: 180-credits in total.
PGDip: 120-credits in total (Exit award only)
PGCert: 60-credits in total (Exit award only)

	Pattern of delivery:
	Two semesters of taught modules. Full-time students study 60-credits worth of modules per semester.  Part-time students study between 50 and 70 credits of modules per year. FT students will undertake work on their Master’s Project during the Semester 3 period.

	Intake points and instances of module delivery:
	Full-time and part-time intakes, September only. Each module is, therefore, delivered once annually.

	Module size:
	Modules are mainly of 20 credits. There are 4 x 10 credit modules. The Master’s Project is 60 credits.

	Balance of component pass, core, compulsory and optional modules:
	All taught are compulsory.  Students will complete the taught part (Part 1) before progressing to the Master’s Project (Part 2).

	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.





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).
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	Module Code 
	Module Title 
	Module type (Component Pass, Core, Compulsory, Optional) 
	Credits

	Year 1 
	Level 7
	Semester 1
	Sept. to Feb.

	ACCA7034
	Advanced Games Design and Production
	Compulsory
	20

	ACCA7036
	Advanced Studio Workflow and Techniques
	Compulsory
	20

	ACCA7041
	Imaginary Realms: Creating Story Universes
	Compulsory
	10

	ACCA7044
	Leadership, Management and Ethics
	Compulsory
	10

	Year 1 
	Level 7
	Semester 2
	Feb. to May 

	ACCA7043
	Interactive Experiences Prototyping
	Compulsory
	20

	ACCA7045
	Production Management
	Compulsory
	20

	ACCA7046
	Research-Led Practice
	Compulsory
	10

	ACCA7042
	Immersive Worlds
	Compulsory
	10

	Year 1 
	Level 7
	Semester 3
	Jun. to Sept.

	ACFB7003
	Master’s Project
	Compulsory
	60



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

	Year 1 
	Level 7
	Semester 1
	Sept. to Feb.

	ACCA7036
	Advanced Studio Workflow and Techniques
	Compulsory
	20

	ACCA7041
	Imaginary Realms: Creating Story Universes
	Compulsory
	10

	Year 1
	Level 7
	Semester 2
	Feb. to May 

	ACCA7044
	Leadership, Management and Ethics
	Compulsory
	10

	ACCA7045
	Production Management
	Compulsory
	20

	Year 2 
	Level 7
	Semester 1
	Sept. to Feb.

	ACCA7034
	Advanced Games Design and Production
	Compulsory
	20

	Year 2 
	Level 7
	Semester 2
	Feb. to May

	ACCA7046
	Research-Led Practice
	Compulsory
	10

	ACCA7042
	Immersive Worlds
	Compulsory
	10

	ACCA7043
	Interactive Experiences Prototyping
	Compulsory
	20

	Year 2 
	Level 7
	Semester 3&1
	Jun. to Jan.

	ACFB7003
	Master’s Project
	Compulsory
	60


[bookmark: _Toc155944838][bookmark: _Toc160010264][bookmark: _Toc158134065]3.2	Programme Aims 
	The programme has the following general educational and specific aims:

· To provide students with advanced knowledge and technical expertise in computer games design, covering various aspects such as game mechanics, level design, user experience (UX), and game narrative. Students will acquire a deep understanding of industry-standard tools, technologies, and methodologies.
· To nurture students' creative thinking and innovative approaches in game design. Through critical analysis, iterative prototyping, and exploration of emerging trends, students will develop unique and engaging gameplay experiences, incorporating diverse styles, mechanics, and immersive storytelling techniques.
· To cultivate industry readiness and professional development, preparing students for successful careers in the games design industry. 
· To deliver knowledge of ethical, legal, and cultural considerations within the games design industry, fostering a well-rounded understanding of professional practice.
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Main Award: MA Computer Games Design

Knowledge and understanding (KU)

	KU1
	Demonstrate an advanced understanding of computer games design principles, methodologies, and industry practices, integrating theoretical knowledge with practical applications.

	KU2
	Analyse and evaluate the socio-cultural impact of computer games, considering factors such as player engagement, accessibility, diversity, and ethical considerations.

	KU3
	Evaluate emerging trends and technological advancements in the field of computer games design, staying abreast of industry developments and their implications for game design practices.


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 critical thinking and problem-solving skills to analyse and deconstruct computer game mechanics, dynamics, and aesthetics, and make informed design decisions.

	CS2
	Demonstrate creativity and innovation in conceptualising and developing original game ideas, applying iterative design processes to refine gameplay experiences.

	CS3
	Evaluate and apply user-centred design principles to create immersive and engaging game experiences, considering player motivations, feedback, and usability testing.


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
	Utilise industry-standard game development tools and software effectively to implement game design concepts, including prototyping, level design, and asset creation.

	PS2
	Employ visual storytelling techniques and narrative design principles to create compelling storylines, characters, and worlds within the context of computer games.

	PS3
	Apply project management techniques and agile methodologies to plan, organise, and execute game development projects, meeting design objectives and production milestones.


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
	Communicate effectively and collaborate within interdisciplinary game development teams, demonstrating strong interpersonal skills, active listening, and constructive feedback.

	KS2
	Exhibit strong problem-solving and decision-making abilities, demonstrating resilience and adaptability when faced with challenges in game design and development processes.

	KS3
	Display effective research and analytical skills to identify target audiences, market trends, and player preferences, informing game design strategies and commercial viability.


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


Exit Awards

Exit Award 1 Postgraduate Diploma in Computer Games Design 

Knowledge and understanding (KU)

	KU1
	Demonstrate an advanced understanding of computer games design principles, methodologies, and industry practices, producing practical applications for defined scenarios

	KU2
	Analyse and evaluate the socio-cultural impact of computer games, considering factors such as player engagement, accessibility, diversity, and ethical considerations.

	KU3
	Evaluate emerging trends and technological advancements in the field of computer games design


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 problem-solving skills to analyse and deconstruct computer game mechanics, dynamics, and aesthetics, and make informed design decisions.

	CS2
	Demonstrate creativity in conceptualising and developing game ideas, applying iterative design processes to refine gameplay experiences.

	CS3
	Evaluate and apply user-centred design principles to create immersive and engaging game experiences, considering player motivations, feedback, and usability testing.


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
	Utilise industry-standard game development tools and software effectively to implement game design concepts, including prototyping, level design, and asset creation.

	PS2
	Employ visual storytelling techniques and narrative design principles to create compelling storylines, characters, and worlds within the context of computer games.

	PS3
	Apply project management techniques to plan, organise, and execute game development projects, meeting design objectives and production milestones.


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
	Communicate and collaborate within game development teams, demonstrating interpersonal skills, active listening, and constructive feedback.

	KS2
	Exhibit problem-solving and decision-making abilities when faced with challenges in game design and development processes.

	KS3
	Identify target audiences, market trends, and player preferences, to inform game design strategies and commercial viability.


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


Exit Award 2: Postgraduate Certificate in Computer Games Design

Knowledge and understanding (KU)

	KU1
	Demonstrate an advanced understanding of computer games design principles, methodologies, and industry practices, producing practical applications for defined scenarios

	KU2
	Analyse and evaluate the socio-cultural impact of computer games, considering factors such as player engagement, accessibility, diversity, and ethical considerations.

	KU3
	Evaluate emerging trends in the field of computer games design


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 problem-solving skills to analyse computer game mechanics, dynamics, and aesthetics, and make informed design decisions.

	CS2
	Demonstrate creativity in conceptualising and developing game ideas, applying iterative design processes to refine gameplay experiences.

	CS3
	Evaluate and apply user-centred design principles to create immersive and engaging game experiences, considering player motivations


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
	Utilise selected industry-standard game development tools and software effectively to implement game design concepts, for example, prototyping, level design, and asset creation.

	PS2
	Employ visual storytelling techniques and narrative design principles to create compelling storylines and characters within the context of computer games.


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
	Communicate effectively and collaborate within game development teams, demonstrating interpersonal skills.

	KS2
	Exhibit problem-solving and decision-making abilities, demonstrating resilience and adaptability when faced with challenges in game design and development processes.

	KS3
	Identify target audiences, market trends, and player preferences, to inform game design strategies and commercial viability.


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


[bookmark: _Toc155944840][bookmark: _Toc160010266][bookmark: _Toc158134067]4.	Programme 3: MA Film
[bookmark: _Toc155944841][bookmark: _Toc155945501][bookmark: _Toc160010267][bookmark: _Toc158134068]4.1	Programme Structure
	Programme duration:
	Non-standard, one calendar year of full-time study, 2.5 years of part-time study.

	Mode of study/delivery:
	The mode of study is on campus (there may be some elements of blended learning but at least 75% will be face-to-face on campus).

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

	Credits and levels:
	MA: 180-credits in total.
PGDip: 120-credits in total (Exit award only)
PGCert: 60-credits in total (Exit award only)

	Pattern of delivery:
	Two semesters of taught modules. Full-time students study 60-credits worth of modules per semester.  Part-time students study between 50 and 70 credits of modules per year. FT students will undertake work on their Master’s Project during the Semester 3 period.

	Intake points and instances of module delivery:
	Full-time and part-time intakes, September only. Each module is, therefore, delivered once annually.

	Module size:
	Modules are mainly of 20 credits. There are 2 x 10 credit modules. The Master’s Project is 60 credits.

	Balance of component pass, core, compulsory and optional modules:
	All taught are compulsory.  Students will complete the taught part (Part 1) before progressing to the Master’s Project (Part 2).

	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 





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).

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

	Year 1 
	Level 7
	Semester 1&2
	Sept. to May

	ACCA7040
	Film Specialisms
	Compulsory
	20

	Year 1 
	Level 7
	Semester 1
	Sept. to Feb.

	ACCA7036
	Advanced Studio Workflow and Techniques
	Compulsory
	20

	ACCA7044
	Leadership, Management and Ethics
	Compulsory
	10

	ACCA7035
	Advanced Genre Production
	Compulsory
	20

	Year 1 
	Level 7
	Semester 2
	Feb. to May 

	ACCA7045
	Production Management
	Compulsory
	20

	ACCA7046
	Research-Led Practice
	Compulsory
	10

	ACCA7039
	The Practice of Narrative Cinema: Crafting Compelling Stories
	Compulsory
	20

	Year 1 
	Level 7
	Semester 3
	Jun. to Sept

	ACFB7003
	Master’s Project
	Compulsory
	60



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

	Year 1 
	Level 7
	Semester 1
	Sept. to Feb.

	ACCA7036
	Advanced Studio Workflow and Techniques
	Compulsory
	20

	ACCA7044
	Leadership, Management and Ethics
	Compulsory
	10

	Year 1 
	Level 7
	Semester 2
	Feb. to May 

	ACCA7045
	Production Management
	Compulsory
	20

	Year 2 
	Level 7
	Semester 1&2
	Sept. to May

	ACCA7040
	Film Specialisms
	Compulsory
	20

	Year 2 
	Level 7
	Semester 1
	Sept. to Feb.

	ACCA7035
	Advanced Genre Production
	Compulsory
	20

	Year 2
	Level 7
	Semester 2
	Feb. to May

	ACCA7046
	Research-Led Practice
	Compulsory
	10

	ACCA7039
	The Practice of Narrative Cinema: Crafting Compelling Stories
	Compulsory
	20

	Year 2 
	Level 7
	Semester 3&1
	Jun. to Jan.

	ACFB7003
	Master’s Project
	Compulsory
	60
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	The programme has the following general educational and specific aims:

· To provide students with advanced knowledge and technical expertise in film production, encompassing various aspects such as cinematography, directing, editing, and storytelling. Students will acquire a deep understanding of industry-standard equipment, techniques, and industry practices.
· To nurture students' creative expression and innovative approaches in cinematic storytelling. Through critical analysis, practical exercises, and exploration of diverse film genres and styles, students will develop their artistic voice and push the boundaries of visual storytelling in film.
· To cultivate industry readiness and professional development, preparing students for successful careers in the film industry. 
· To deliver knowledge of ethical, legal, and cultural considerations within the film industry, fostering a well-rounded understanding of professional practice.
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Main Award: MA Film

Knowledge and understanding (KU)

	KU1
	Demonstrate an advanced understanding of film theories, cinematic techniques, and industry practices, integrating theoretical knowledge with practical applications.

	KU2
	Analyse and evaluate the historical, cultural, and socio-political contexts of film, including its impact on society, diverse audiences, and artistic movements.

	KU3
	Evaluate emerging trends and technological advancements in the field of film production, staying abreast of industry developments and their implications for cinematic storytelling.


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 critical thinking and analytical skills to interpret and deconstruct films, exploring themes, narrative structures, cinematography, and other elements that contribute to effective storytelling.

	CS2
	Demonstrate creativity and innovation in conceptualising and developing original film ideas, applying storytelling techniques and visual aesthetics to craft compelling cinematic experiences.

	CS3
	Evaluate and apply principles of film criticism and analysis to develop informed perspectives on film, considering its cultural significance, artistic merits, and broader cinematic landscape.


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
	Utilise industry-standard film production equipment, techniques, and software effectively to capture and manipulate visual and audio elements, ensuring technical proficiency in film production.

	PS2
	Employ visual storytelling techniques, mise-en-scène, cinematography, and editing to effectively convey narrative, mood, and meaning in film projects.

	PS3
	Apply project management techniques and organisational skills to plan, coordinate, and execute film productions, ensuring adherence to timelines, budgets, and creative objectives.


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
	Communicate effectively and collaborate within multidisciplinary film production teams, demonstrating strong interpersonal skills, active listening, and constructive feedback.

	KS2
	Exhibit effective problem-solving and decision-making abilities, demonstrating adaptability and resourcefulness in overcoming challenges encountered during the film production process.

	KS3
	Display effective research and critical analysis skills to conduct in-depth investigations of film topics, contexts, and genres, supporting the development of informed and contextually rich film projects.


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


Exit Awards

Exit Award 1: Postgraduate Diploma in Film 

Knowledge and understanding (KU)

	KU1
	Demonstrate an understanding of film theories, cinematic techniques, and industry practices, integrating theoretical knowledge with practical applications.

	KU2
	Analyse and evaluate the historical, cultural, and socio-political contexts of film, including its impact on society, diverse audiences, and artistic movements.

	KU3
	Evaluate emerging trends and technological advancements in the field of film production and their implications for cinematic storytelling.


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 critical thinking skills to interpret and deconstruct films, exploring themes, narrative structures, cinematography, and other elements that contribute to effective storytelling.

	CS2
	Demonstrate creativity in conceptualising and developing film ideas, applying storytelling techniques and visual aesthetics to craft compelling cinematic experiences, within defined scenarios

	CS3
	Apply principles of film criticism and analysis to develop informed perspectives on film, considering its cultural significance, artistic merits, and broader cinematic landscape.


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
	Utilise industry-standard film production equipment, techniques, and software effectively to capture and manipulate visual and audio elements in film production.

	PS2
	Employ visual storytelling techniques, mise-en-scène, cinematography, and editing to effectively convey narrative, mood, and meaning in film projects.

	PS3
	Demonstrate suitable skills in planning, coordinating, and executing film productions, ensuring adherence to timelines, budgets, and creative objectives.


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
	Communicate effectively and collaborate within film production teams, demonstrating strong interpersonal skills, active listening, and constructive feedback.

	KS2
	Exhibit effective problem-solving and decision-making abilities, demonstrating adaptability and resourcefulness in overcoming challenges encountered during the film production process.

	KS3
	Display effective research and critical analysis skills to conduct investigations of film topics, contexts, and genres.


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


Exit Award 2: Postgraduate Certificate in Film

Knowledge and understanding (KU)

	KU1
	Demonstrate an understanding of film theories, cinematic techniques, and industry practices.

	KU2
	Analyse the historical, cultural, and socio-political contexts of film, for example, its impact on society, diverse audiences, and artistic movements.

	KU3
	Evaluate emerging trends in the field of film production and their implications for cinematic storytelling.


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
	Interpret and deconstruct films, exploring themes, narrative structures, cinematography, and other elements that contribute to effective storytelling.

	CS2
	Conceptualise and develop film ideas, applying storytelling techniques and visual aesthetics to craft compelling cinematic experiences, within defined scenarios

	CS3
	Apply principles of film criticism and analysis to develop informed perspectives on film.


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
	Utilise selected industry-standard film production equipment, techniques, and software effectively to capture and manipulate visual and audio elements in film production.

	PS2
	Employ selected visual storytelling techniques to effectively convey narrative, mood, and meaning in film projects.

	PS3
	Demonstrate suitable skills in planning, coordinating, and executing film productions.


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
	Communicate effectively and collaborate within film production teams, demonstrating strong interpersonal skills, active listening, and constructive feedback.

	KS2
	Exhibit effective problem-solving and decision-making abilities, to overcome challenges encountered during the film production process.


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
	ACCA7034

	Title
	Advanced Games Design and Production

	Date
	17/05/2024
	Level
	7
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒  	


[bookmark: _Hlk157763592]

AIM(S)
· To enable students to explore advanced concepts and techniques in games design and production, focusing on the creative aspects and holistic understanding of the game development process.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· evaluate and critically analyse advanced concepts and theories in games design and production, demonstrating a deep understanding of their application;
· synthesize and apply advanced games design principles and techniques to create innovative and engaging game experiences, demonstrating mastery in the field. 
[bookmark: _Hlk157764622]
INDICATIVE CONTENT
· Advanced Level Design
· In-depth study of level design principles and techniques.
· Creation of interactive game levels using Unreal Engine.
· Analysis and critique of existing game levels to understand effective design strategies.
· Sound for games design, characters and immersive scenes.
· Game Prototyping and Iteration
· Rapid prototyping of game ideas to test and iterate gameplay concepts.
· Evaluation of prototypes to identify strengths and weaknesses.
· Iterative development process to refine and enhance game designs.
· User Experience Design in Games
· Examination of user experience design principles in the context of games.
· Consideration of User Experience for diverse audience.
· Design and implementation of user-centred interfaces and interactions.
· Usability testing and iteration to improve the player experience.
· Playtesting and Game Evaluation
· Conducting playtesting sessions to gather feedback and evaluate game designs.
· Analysis and interpretation of playtest data from a variety of diverse sources to inform iterative improvements.
· Application of industry-standard playtesting methodologies.
· Industry Trends and Emerging Technologies
· Exploration of current trends and innovations in the game industry.
· Investigation of emerging technologies (for example, in the field of Artificial Intelligence) and their potential impact on game design.
· Discussion of ethical considerations, sustainability and challenges in the rapidly evolving game landscape.
[bookmark: _Hlk157765499]
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%
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ASSESSMENT
1. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio of Interactive elements
	4-5 elements
	50%
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Assessment Component 2
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio of Visual Elements
	4-5 elements
	50%



Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%





INDICATIVE READING LIST

	Module Code
	ACCA7034

	Module Title
	Advanced Games Design and Production

	Classification
	Reading List entry
	Electronic*

	Essential
	Salen, K., & Zimmerman, E. (2004). Rules of Play: Game Design Fundamentals. MIT Press.
	☐

	Essential
	Schell, J. (2019). The Art of Game Design: A Book of Lenses (3rd Edition). CRC Press.
	☒

	Essential
	Fullerton, T., Swain, C., & Hoffman, S. (2018). Game Design Workshop: A Playcentric Approach to Creating Innovative Games (5th Edition). CRC Press.
	☒

	Further
	Koster, R. (2013). A Theory of Fun for Game Design (2nd Edition). O'Reilly Media.
	☐

	Further
	Bateman, C., & Boon, R. (2016). 21st Century Game Design. CRC Press.
	☐

	Further
	Adams, E. (2020). Fundamentals of Game Design (4th Edition). New Riders.
	☒

	Further
	Brathwaite, B., & Schreiber, I. (2019). Challenges for Game Designers. Cengage Learning.
	☒

	Further
	Bates, B. (2015). Game Design (3rd Edition). Pearson.
	☐

	Further
	Rogers, S. (2019). Level Up! The Guide to Great Video Game Design (3rd Edition). Wiley.
	☒

	Further
	Rabin, S. (2013). Introduction to Game Development (2nd Edition). Cengage Learning.
	☐




	Module Code
	ACCA7035

	Title
	Advanced Genre Production

	Date
	17/05/2024
	Level
	7
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒  	




AIM(S)
· To apply advanced perspectives, frameworks, and approaches to critically analyse genre film production, exploring conventions, narratives, styles, and socio-cultural influences.
· To apply advanced production techniques creatively to genre filmmaking, showcasing a deep understanding of genre-specific approaches, technical skills, and artistic innovation.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· analyse short film production using advanced frameworks, methodologies, and interdisciplinary approaches to explore aesthetic, narrative, technical, and socio-cultural aspects;
· deliver advanced presentations on short film production, utilizing research, methodologies, frameworks, and tools to explore relationships between form, content, context, and audience reception.

INDICATIVE CONTENT
· Genre Innovation.
· Genre and Identity.
· Technological Advancements in Genre techniques.
· Global Perspectives on Genre.
· Genre Films in Festivals.
· Historical perspective on genre development.
· The role of genre in storytelling and media production.
· The role of Artificial Intelligence in digital content production
· Deconstructing genre conventions and tropes.
· Case studies in genre analysis.
· Adapting source material into different genres.
· Challenges and opportunities in genre adaptation.
· Evolution of genres across time and media.
· Evolution of genres across different cultures
· Contemporary trends in genre production.
· Exploring hybrid genres and sub-genres.
· Pushing the boundaries of traditional genres.
· Pre-production planning for genre-specific projects.
· Budgeting and resource allocation.
· Script development and genre-specific writing 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
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Coursework
	The student will be expected to originate an 8-10 minute innovative short film in one of the genres analysed in the module.
	50%



Assessment Component 2
(Tick one)
	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Presentation
	The student will be asked to deliver a 15-minute presentation that critically evaluates their genre film production in relation to the advanced perspectives, frameworks, and approaches deployed.
	50%



Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA7035

	Module Title
	Advanced Genre Production

	Classification
	Reading List entry
	Electronic*

	Essential
	Draven, D. (2013) Genre Filmmaking: A Visual Guide to Shots and Style. Oxford: Focal Press.
	☐

	Essential
	Wales, L. M. (2023) The Complete Guide to Film and Digital Production: The People and The Process (4th edition). New York: Focal Press.
	☒

	Further
	Tidmarsh, A. (2014) Genre: A Guide to Writing for Stage and Screen. London: Bloomsbury Metheun Drama.
	☐

	Further
	Barnwell, J. (2020) Production Design For Screen. London: Bloomsbury.
	☒

	Further
	Rabiger, M. (2020) Directing: Film Techniques And Aesthetics (6th Edition) New York: Routledge.
	☒

	Further
	Brown, B (2021) Cinematography: Theory and Practice (4th Edition). Abingdon: Routledge.
	☒




	Module Code
	ACCA7036

	Title
	Advanced Studio Workflow and Techniques

	Date
	17/05/2024
	Level
	7
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒  	




AIM(S)
· To broaden students' knowledge and skills in studio production by emphasising advanced techniques, critical analysis, and professional workflows. The aim is to develop students' abilities to work effectively in professional studio contexts through practical exercises and critical examination of industry-standard projects.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· critically analyse advanced studio projects to obtain a better understanding of professional approaches and procedures;
· showcase capacity for critical thought and problem-solving in the context of advanced studio techniques.

INDICATIVE CONTENT
· Understanding the VFX production pipeline and its integration into the overall production process.
· Exploring the various types of visual effects, such as compositing, 3D modelling, animation, and simulation.
· Sound FX, sound design, sound mixing and sound editing, Foley recording.
· Collaboration between VFX and other departments, including concept art, storyboarding, and previsualisation.
· VFX budgeting, scheduling, and resource allocation considerations, techniques for capturing live-action footage for integration with visual effects, including green screen shooting and motion tracking.
· Working with virtual cameras, motion capture, and other specialised acquisition techniques.
· Best practices for data administration, file organisation, and version control in VFX production. 
· Colour grading, captions/titles, title sequences, trailers, resolution gates, safety, rendering through different media.
· On-set supervision and coordination of VFX elements during production.
· The fundamentals of 3D modelling, such as subdivision surfaces, NURBS, and polygonal modelling.
· Overview of compositing software and tools, such as Adobe After Effects, Nuke, or Blackmagic Fusion.
· On-set supervision and coordination of VFX elements during production.
· Best practices for data management, file organisation, and version control in VFX production.
· Green screen keying, rotoscoping, and matte painting techniques.
· Creating realistic lighting and shadows to enhance the integration of VFX elements.
· Simulating natural phenomena, such as fire, water, smoke, or destruction, use of AI within simulation.
· Advanced 3D rendering techniques, including global illumination and physically based rendering (PBR).
· Quality assurance and quality control procedures for VFX shot.
· Emerging technologies.
· Sustainable technologies within the creative field.

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
2. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio
	Reel portfolio of creative work with associated showcase presentation of reel (8 elements equivalent, including the 15 minute showcase)
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA7036

	Module Title
	Advanced Studio Workflow and Techniques

	Classification
	Reading List entry
	Electronic*

	Essential
	Okun, J (2020) The VES Handbook of Visual Effects: Industry Standard VFX Practices and Procedures, Routledge
	☒

	Essential
	Gilland, J. (2015), Elemental Magic: The Art of Special Effects Animation. Routledge.
	☒

	Further
	Birn, J. (2013). Digital Lighting and Rendering (3rd edition). New Riders.
	☒

	Further
	Lang, M. (2019). The Art of Game Design: A Book of Lenses. CRC Press.
	☒

	Further
	Johnson, J. (2014). VFX Artistry: A Visual Tour of How the Studios Create Their Magic. Watson-Guptill.
	☐




	Module Code
	ACCA7037

	Title
	Animated World Building

	Date
	17/05/2024
	Level
	7
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒  	




AIM(S)
· To gain an advanced appreciation of pre-production methods and approaches in devising characters, scenarios, shots and visual material that follows classical conventions and are at new digital frontiers of animated design.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· showcase a comprehensive comprehension of advanced research and creative methodologies during the conceptual and pre-production phases of animation production;
· utilise a diverse array of cutting-edge visualisation techniques effectively to generate and deliver original pre-production materials for a self-conceived sequence.

INDICATIVE CONTENT
· Film history, genre, and structure.
· Life drawing and observation (via poses, photography, film etc).
· Principles of animation/character animation as applied to character design and staging.
· Classical and digital animation techniques in devising shots and scenes.
· Conceptual and Production Design.
· Technical composition and design principles for animated film.
· Motion studies and scene development through digital drawing, traditional media, camera, digital techniques.
· Mood boards, lighting, sound, character model sheets, scripts, production bible.
· Digital/3D storyboarding and pre-visualisation methods.
· Digital design methods in the manufacture of film sequences.
· Sustainability within the animation industry
· Emerging design methods and new digital frontiers
· Narrative and storytelling conventions and structures.
· National identities, diversity, political viewpoints and meaning in interpreting and planning animation and film.
· Visual metaphors, signs and symbols in animated film.
· Animation innovators and auteurs, movements and styles.
· Genre and auteur approaches.
· Avant-garde, independent movements and commercial short (animated) film varieties.
· Categorisations of class, race, gender, age, social representation and stereotyping.

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
3. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio
	6-7 elements which may include a production bible (inc. research) on a proposed animation / sequence (8-10 slides / images). 
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%





INDICATIVE READING LIST

	Module Code
	ACCA7037

	Module Title
	Animated World Building

	Classification
	Reading List entry
	Electronic*

	Essential
	Studio Binder:
https://www.studiobinder.com/catergory/directing /cinematography
	☒

	Essential
	World Building in Animation:
https://the-artifice.com/world-building-in-animation
	☒

	Essential
	Fox, T. (2022), Anatomy for Artists: Drawing Form & Pose. 3D Total Publishing.
	☐

	Essential
	(Ed) 3D Total Publishing, (2020), Fundamentals of Creature Design: How to create successful concepts using functionality, anatomy, colour, shape and scale. 3D Total Publishing.
	☐

	Essential
	Holmes, M. T. (2016), Designing Creatures & Characters: How to build an artist’s portfolio for video games, film, animation and more. 3D Total Publishing.
	☐

	Essential
	Murdock, K. L. (2022), Autodesk Maya 2023 Basics Guide. SDC Publications.
	☐

	Essential
	Glebas, F. (2018), Directing the Story: Professional Storytelling Techniques for Live Action and Animation. Routledge.
	☐

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

	Further
	Blazer, L (2019), Animated Storytelling. Peachpit Press
	☐

	Further
	Shaw, A, (2019) Design for Motion: Fundamentals & Techniques of Motion Design. Routeledge.
	☐

	Further
	(Ed) 3DTotal Publishing, (2020), Fundamentals of Character Design: How to create engaging characters for Illustration, Animation & Visual Development. 3D Total Publishing.
	☐

	Further
	Dinur, E. (2017), The Filmmakers Guide to Visual Effects: The art and Techniques of VFX for Directors, Producers, Editos and Cinematographers. Routledge.
	☐

	Further
	Li, J. Arevalo, K. Tovar, M. (2021), Creating Games with Unreal Engine, Substance Painter & Maya: Models, Textures, Animation & Blueprint. CRC Press.
	☐

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

	Further
	Johnson, O and Thomas, F. (1995). The Illusion of Life: Disney Animation, Hyperion Press.
	☐

	Further
	FX Guide: https://www.fxguide.com
	☒

	Further
	Short of the Week: https://www.shortoftheweek.com
	☒

	Further
	Character Design: https://characterdesignreferences.com
	☒




	Module Code
	ACCA7038

	Title
	Animation Alchemy and Motion

	Date
	17/05/2024
	Level
	7
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒  	




AIM(S)
· To provide students with the underpinning knowledge and essential forms in approaching animation, across a wide variety of techniques and software, by examining the principles and their use in the creation and interpretation within animated sequences.  

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· demonstrate originality and animation proficiency to create professional and engaging representation of the principles, character persona, animal behaviour and natural forces;
· demonstrate advanced mastery and control of the development tools necessary for the creation of modern animation and motions.

INDICATIVE CONTENT
· Observational analysis and life drawing (via poses, photography, film etc).
· Principles of Animation/Character Animation (e.g. pose to pose, slow-in, slow-out, etc).
· Classical animation methods + 2D/3D digital techniques (e.g. via the production studio system roles).
· Sound design for VFX and animation
· Model sheets and expression sheets.
· Key poses/gestures and acting/staging ideas and storyboarding.
· Animated cycles, key poses/gestures and acting/staging ideas.
· Timing for animation; screen/interactive timing.
· An appreciation of forces and Newton’s laws of motion.
· Environmental conditions and forces (e.g. gravity, friction, inertia).
· Scene / environmental considerations and their influence upon the action of characters in scenes.
· An adoption of displaying weight and force and gravity – and how they influence performance/styles of character.
· Human and creature body mechanics, and animated turntables/moves in 3D space.
· Timing for animation; screen/interactive planning, co-ordination and timing.
· Body mechanics, and animated turntables/moves in 3D space.
· Anatomical studies and illustrations; human and animal biophysical motion studies.
· Theoretical input will also cover topics related to the underpinning science and biophysical foundations of motion across life.
· Use of emerging technologies in animation
[bookmark: _Hlk158125735]
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
4. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Coursework
	Individual Presentation (15 minutes) showcasing animation reel portfolio.
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%





INDICATIVE READING LIST

	Module Code
	ACCA7038

	Module Title
	Animation Alchemy and Motion

	Classification
	Reading List entry
	Electronic*

	Essential
	Murdock, K. L. (2022), Autodesk Maya 2023 Basics Guide. SDC Publications.
	☐

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

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

	Essential
	Legasi, C. (2015), Anatomy for 3D Artists: The Essential Guide for CG Professionals. 3D Total Publishing.
	☐

	Essential
	Gilland, J. (2015), Elemental Magic: The Art of Special Effects Animation. Routledge.
	☐

	Essential
	Williams, R. (2012), The Animator’s Survival Kit: Expanded Edition. Faber & Faber.
	☐

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

	Further
	Kothenschulte, D. (2022), The Walt Disney Film Archives: The Animated Movies 1921 – 1968. Taschen.
	☐

	Further
	Meyer, T. & Meyer C. (2018), Creating Motion Graphics with After Effects: Essential and Advanced Techniques. Routledge.
	☐

	Further
	Roberts, S. (2021), Animation Techniques. The Crowood Press.
	☐

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

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

	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
	ACCA7040

	Title
	Film Specialisms

	Date
	17/05/2024
	Level
	7
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒  	




AIM(S)
· To distinguish, advance, and foster innovative practices within film specialisms.
· To critically examine the impact of design choices linked to specialism on the film story.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· research and critically analyse specialism practices within film, exploring unconventional approaches to practice;
· develop and apply a personal film specialism, employing a process that embraces experimentation.

INDICATIVE CONTENT
· Approaches to filmic practice.
· Advanced exploration of various approaches to filmmaking, such as documentary, narrative fiction, experimental, hybrid forms and use of sound (soundscapes, non-diegetic sounds, sound mapping).
· In-depth analysis of influential filmmakers and their unique approaches to cinematic storytelling.
· Sustainable approaches to filmmaking.
· Film movements and mindsets.
· Examination of major film movements and their impact on cinema, including, but not limited to, French New Wave, German Expressionism, and Dogme 95.
· Critical evaluation of the philosophical and diverse cultural mindsets that underpin these movements.
· Action research. 
· -   Study of action research methodologies applied to the field of filmmaking, emphasising practical research and experimentation.
· -   Practical exercises and projects that encourage students to apply action research principles to their own film projects.
· Aesthetics.
· In-depth analysis of cinematic aesthetics, including cinematography, mise-en-scène, and sound design.
· Exploration of how aesthetics contribute to storytelling, emotion, and audience engagement.
· New approaches to content creation through new technologies e.g. AI and immersive technologies.
· Fractured narratives.
· Exploration of non-linear and unconventional narrative structures in cinema, such as flashbacks, parallel storytelling, and fragmented narratives.
· Analysis of films known for their innovative narrative 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%


[bookmark: _Hlk158127072]
ASSESSMENT

Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio 
	A minimum of 5 elements
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA7040

	Module Title
	Film Specialisms

	Classification
	Reading List entry
	Electronic*

	Essential
	Knowles, A., & Schmid, M. (Eds.). (2021). Cinematic Intermediality: Theory and Practice. Edinburgh University Press.
	☒

	Essential
	Rose, G. (2023). Visual Methodologies: An Introduction to Researching with Visual Materials (5th ed.). SAGE.
	☒

	Further
	Seel, M., Walker, K. S., & Seel, M. (2018). The Arts of Cinema. Cornell University Press. doi:10.7591/9781501724862
	☒

	Further
	Aitken, I. (2006). European Film Theory and Cinema: A Critical Introduction. Edinburgh University Press. doi:10.1515/9780748673346
	☒

	Further
	Doyle, D. (2019). Understanding Design in Film Production: Using Art, Light & Locations to Tell Your Story. Routledge. doi:10.4324/9781315163642
	☒



	Module Code
	ACCA7041

	Title
	Imaginary Realms: Creating Story Universes

	Date
	17/05/2024
	Level
	7
	Credits
	10

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒  	




AIM(S)
· To analyse, evaluate, and synthesize storytelling techniques to develop immersive and sophisticated story universes. Through the exploration of storytelling techniques and the application of fundamental narrative principles, students will develop the skills necessary to construct immersive and captivating story universes.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· evaluate and critically analyse the fundamental elements of storytelling in animation and computer games to inform their own narrative creation;
· synthesize narrative techniques and principles to design and construct cohesive and immersive story universes for fictional entertainment.

INDICATIVE CONTENT
· Introduction to the principles and theories of storytelling in animation and computer games.
· Critical analysis of narrative structures, character development, and plot construction.
· Exploration of different genres and their influence on storytelling in animation and computer games.
· Application of advanced techniques for world-building and the creation of immersive story universes (visual and audio).
· Utilisation of storyboarding and visualisation techniques to effectively communicate narrative ideas.
· Collaboration and effective communication skills in a team-based storytelling environment, in person and via online collaborations.
· Ethical considerations in storytelling and the impact of narrative choices on the audience.



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24%

	Independent learning
	76
	76%

	Placement learning
	0
	0%

	TOTAL
	100
	100%



ASSESSMENT

Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio (world-building/character development)
	4-5 elements
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA7041

	Module Title
	Imaginary Realms: Creating Story Universes

	Classification
	Reading List entry
	Electronic*

	Essential
	Vogler, C. (2020). The Writer's Journey: Mythic Structure for Writers 25th Anniversary edition. Michael Wiese Productions.
	☒

	Essential
	Weiland, K.M. (2017). Creating Character Arcs: The Masterful Author's Guide to Uniting Story Structure. PenForASword Publishing.
	☒

	Essential
	Glassner, A. (2022). Interactive Storytelling: Techniques for 21st Century Fiction. A K Peters.
	☒

	Further
	McKee, R. (1997). Story: Substance, Structure, Style, and the Principles of Screenwriting. HarperCollins.
	☐

	Further
	Schell, J. (2019). The Art of Game Design: A Book of Lenses. CRC Press.
	☒

	Further
	Lebowitz, J., & Klug, C. (2020). Interactive Storytelling for Video Games: A Player-Centered Approach to Creating Memorable Characters and Stories. Routledge.
	☒




	Module Code
	ACCA7042

	Title
	Immersive Worlds

	Date
	17/05/2024
	Level
	7
	Credits
	10

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒  	




AIM(S)
· To offer an extensive exploration of production techniques in graphic design, animation, video production, virtual reality (VR), augmented reality (AR), mixed reality (MR), projection mapping, sensor integration, and AI production tools. 
· To equip students with the knowledge and skills to design and create immersive virtual experiences that engage users in interactive environments, delving into the principles and techniques of spatial sound design, analysing its impact on user engagement and presence, and learning how to integrate spatial audio into VR environments. 
[bookmark: _Hlk139459477]
LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· conduct a comprehensive analysis of the far-reaching impact and multifaceted applications of immersive experiences across a spectrum of professional fields and industries;
· demonstrate a high level of competence in effectively utilising and adapting industry-standard tools and cutting-edge technologies for the purpose of immersive world development, showcasing proficiency in both technical implementation and creative innovation.

INDICATIVE CONTENT
· Understanding the types of immersive experiences: virtual reality, augmented reality, mixed reality.
· User experience design in immersive environments, narrative and storytelling in immersive worlds and spatial sound design and environmental considerations.
· Ethical considerations in the development and use of immersive world.
· Conceptualising and prototyping immersive world designs, asset creation and optimization for immersive environments.
· Hardware and software requirements for immersive experiences, VR headsets, input devices, and tracking systems and Development platforms and engines for immersive world creation.
· AR and mixed reality platforms and tools.
· Spatial audio authoring software and plugins, headphones and HRTF-based audio devices.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24%

	Independent learning
	76
	76%

	Placement learning
	0
	0%

	TOTAL
	100
	100%



ASSESSMENT

Assessment Component 1
(Tick one)
	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Presentation
	15-minute presentation of work produced
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	0%

	Practical
	100%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA7042

	Module Title
	Immersive Worlds  

	Classification
	Reading List entry
	Electronic*

	Essential
	Kerrison, M (2022) Immersive Storytelling for Real and Imagined Worlds: A Writer's Guide
	☒

	Essential
	Bowman, D. A., McMahan, R. P., & Ragan, E. D. (2013). Virtual Reality: How to Build Immersive Worlds. Boca Raton, FL: CRC Press.
	☒

	Furtherl
	Slater, M. (2018). Presence in Virtual Reality. Cambridge, MA: MIT Press.
	☒

	Further
	Okparaeke, C (2023) 30 Days Guide to Augmented Reality Mastery: A Beginner's Guide to Developing Immersive AR Experiences. Independently Published.
	☒

	Further
	Aukstakalnis, S., & Blatner, D. (2017). Augmented Reality for Developers: Build Practical Augmented Reality Applications with Unity, ARCore, ARKit, and Vuforia. Sebastopol, CA: O'Reilly Media.
	☒

	Further
	Blascovich, J., & Bailenson, J. (2011). Infinite Reality: Avatars, Eternal Life, New Worlds, and the Dawn of the Virtual Revolution. New York, NY: HarperCollins.
	☐

	Further
	Pimentel, K., & Texeira, C. (2019). Virtual Reality and Augmented Reality: Concepts, Methodologies, Tools, and Applications. Hershey, PA: IGI Global.
	☒




	Module Code
	ACCA7043

	Title
	Interactive Experiences Prototyping

	Date
	17/05/2024
	Level
	7
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒  	




AIM(S)
· To enable students to construct a high-quality interactive prototype that demonstrates originality, mastery of advanced techniques, and the application of user-centred design principles at a sophisticated level.
· To foster the iterative enhancement of interactive prototypes and workflows through the systematic integration of user feedback and rigorous usability testing.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· apply and critically evaluate appropriate prototype concepting techniques to design and develop interactive experiences;
· demonstrate a complex and conceptually challenging knowledge of the concepts and theories underlying prototyping/testing in a Games Design context, displaying a critical awareness of demographical information gathering.

INDICATIVE CONTENT
· Games design theory and principles applied in the context of creating a playable prototype intended for testing purposes.
· QA Testing and Prototyping as a career discipline.
· Creation and use of quantitative and qualitative information gathering.
· Analysis and reflection of findings gathered in feedback.
· Application of feedback in an active artefact.
· Unreal Engine production utilised to create 3D prototype experiences.
· Fast turnover idea generation and implementation techniques.
· Identification of feedback requirements in a digital iterative design process, including a requirement for feedback from a wider range of sources.
· Construction and implementation of a 3D, playable prototype (visual and audio).
· Use of AI to assist with asset production (eg Dalle-2, Mid-journey, Adobe).
· Use of charts, graphs and other graphical means to easily display demographic information and trends.
· An analysis of current demographic trends, along with an explanation of the prototype’s intended demographic.
· Compare and contrast different testing/information gathering techniques, evaluating an application in a realistic setting.

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
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Coursework
	A playable game prototype/demo (2,500 words equivalent)
	50%



Assessment Component 2
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Written Report
	2,500 words
	50%



Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%





INDICATIVE READING LIST

	Module Code
	ACCA7043

	Module Title
	Interactive Experiences Prototyping

	Classification
	Reading List entry
	Electronic*

	Essential
	Hoffman, S. (2021) Game Design Workshop: Designing, Prototyping and Playtesting Games. London: Focal Press.
	☐

	Essential
	Rogers, S. (2019) Level Up! The Guide to Great Video Game Design. London: Wiley.
	☒

	Essential
	Schultz, C.P. and Bryant, R.D. (2020) Game testing all in one. Dulles, VA: Mercury Learning and Information.
	☒

	Further
	Bond, J. B. (2021) Introduction to Game Design, Prototyping, and Development: From Concept to Playable Game with Unity and C#, 3rd ed, London: Addison-Wesley Professional.
	☒

	Further
	Chandler, H. M. and Chandler, R. (2019) Fundamentals of Game Development. London: Jones & Bartlett Learning.
	☒

	Further
	Crawford, C. (2013) Chris Crawford on Game Design. Indiana: New Riders Publishing.
	☐

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

	Further
	EDGE (2023), Bath: Future Publishing.
	☒

	Further
	Adams, E. and Rollings, A. (2014) Fundamentals of Game Design. Upper Saddle River, NJ: Pearson Education Inc.
	☐




	Module Code
	ACCA7044

	Title
	Leadership, Management and Ethics

	Date
	17/05/2024
	Level
	7
	Credits
	10

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒  	




AIM(S)
· To develop students' advanced understanding of leadership, management, and ethics in professional practice.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· demonstrate a deep and systematic understanding of leadership, management, and ethics, enabling critical analysis of an organisation;
· exhibit a commitment to continuing professional development, taking initiative and personal responsibility for their growth in leadership, management, and ethics.

INDICATIVE CONTENT
· Fundamental concepts, definitions, and historical perspectives related to leadership, management, and ethics in professional contexts. 
· Leadership theories, styles, the role of emotional intelligence in effective leadership and application to organisation change. 
· Leadership development: contemporary leadership development issues and initiatives e.g. Self-managed learning, talent management and succession.
· The increasing importance and widening debate on Leadership responsibilities in areas such as ethics, social responsibility, cultural diversity, sustainability, power and control.
· Management functions, classical and contemporary management theories, and how management practices vary in a global context.
· Analyse complex problems in leadership and management. Apply critical thinking and make insightful decisions, particularly in situations involving ethical dilemmas. 



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24%

	Independent learning
	76
	76%

	Placement learning
	0
	0%

	TOTAL
	100
	100%



ASSESSMENT
1. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Coursework
Assessment may take the form of: 
· Written Report.
· Analyse a leadership or management scenario which requires students to simulate a role and make appropriate decisions.
· Reflect upon a scenario(s) requiring consideration of management and leadership concerns.
· Review or critique a report or simulated scenario from an ethical perspective. 
· Demonstration of their work such as a written report or presentation.
	2,500 words equivalent
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%





INDICATIVE READING LIST

	Module Code
	ACCA7044

	Module Title
	Leadership, Management and Ethics

	Classification
	Reading List entry
	Electronic*

	Essential
	DuBrin, A.J., (2012), Principles of Leadership, 7th Edition, Boston: Cengage
	☒

	Essential
	Mullins, L., (2023), Management and Organisational Behaviour, 13th Edition, Pearson.
	☒

	Further
	Wyatt, P., A., (2022), How to Lead for Daring New Leaders: The No-Nonsense Guide to Develop Basic Leadership Skills. Discover Your Power to Be In Charge, Eagle Ridge Books.
	☒

	Further
	Laasch, O., Principles of Management: Practicing Ethics, Responsibility, Sustainability, 2nd Edition, SAGE Publications Ltd.
	☒

	Further
	Docters, R., Gieskes, H., (2023) Ethics and Hidden Greed: Your Defense Against Unethical Strategies and Violations of Trust, Emerald Publishing Limited.
	☒

	Further
	Evill, R., (2022), Bootstrapping Ethics: Integrity Risk Management for Real World Application, Wiley.
	☒

	Further
	Hillson, D., (2023), The Risk Management Handbook: A Practical Guide to Managing the Multiple Dimensions of Risk, 2nd Edition, Kogan Press.
	☒




	Module Code
	ACFB7003

	Title
	Master’s Project

	Date
	17/05/2024

	Level
	7
	Credits
	60

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒  	




AIM(S)
· To allow the student to advance their knowledge and understanding by undertaking and managing a significant project of their own choice, related to the major themes of their Masters programme.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· critically identify and develop an advanced research topic;
· review appropriate literature by contextualising and integrating the study into the continuing development of knowledge and understanding of chosen research topic;
· critically formulate a series of research objectives and devise strategies to support these; 
· demonstrate and display advanced critical, analytical, and creative thinking; 
· demonstrate advanced professional skills to present information both orally and in a written form.

INDICATIVE CONTENT
The Masters Project is an essential part of the degree; it is the culmination of the Masters programme. As such, it has been designed and conceived as an integral part of the programme.  Preparation for the Masters Project begins early in the programme, and students acquire analytical and other research skills throughout part 1. This underpins and enhances the student’s ability to undertake research. 
· Formulation and rationale for suitable post-graduate research objectives.
· Application of an appropriate methodology for the investigation. 
· Collation and communication - recording and organising information, analysis of results, communicating the results, referencing, plagiarism. 
· Critical review of appropriate literature within a conceptual/theoretical framework. 
· Determination of research results. 
· Critical appraisal of the results/solutions of the investigation. 
· Project planning - project time scale control.
· Oral/visual critique and presentation of the results of the investigation.
· Written and verbal critique of the research.
· Intellectual property - copyright, trademarks, patents.
· Social and cultural context, and ethical issues including sustainability.
· Intellectual property - copyright, trademarks, patents.
· Social and cultural context, and ethical issues.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	15
	2.5%

	Independent learning
	585
	97.5%

	Placement learning
	0
	0%

	TOTAL
	600
	100%




ASSESSMENT

Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Masters Project 
Students will produce a research portfolio of work appropriate to the nature of their project. This will vary slightly according to the nature of the project undertaken. Portfolio elements may include a selection of the following, to be agreed with the external examiner:
· Written Report (all students)
· Exhibition Board (all students)
· Presentation slides
Hardware and/or software implementation
	15,000 words equivalent.
	80%





Assessment Component 2
(Tick one)
	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Presentation (Viva Voce) 
	20 Minutes + Questions
	20%



Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	80%

	Practical
	20%

	TOTAL
	100%



Professional, Statutory and regulatory Body (PSRB): iMechE Accreditation for Engineering Programmes - This module aims to cover the following AHEP4 learning outcomes: M4, M16, M17.

INDICATIVE READING LIST

	Module Code
	ACFB7003

	Module Title
	Master’s Project

	Classification
	Reading List entry
	Electronic*

	Essential
	McCormac, C. and Davis, J. (2015) Research Project Success: The Essential Guide for Science and Engineering Students, Cambridge: Royal Society of Chemistry.
	☒

	Essential
	Greenfield, T. (2016) Research Methods for Postgraduates, London: Arnold.
	☒

	Essential
	Cottrell, S. (2023) Critical Thinking Skills: Effective Analysis, Argument and Reflection - Palgrave Study Guides, 4thEdition, London: Palgrave Macmillan.
	☒

	Essential
	Cottrell, S. Dissertations and Project Reports: A Step by Step Guide (Palgrave Study Skills, 2014).
	☒

	Essential
	O’Leary, Z. (2021) The Essential Guide to Doing Your Research Project, (4th Edition) Newcastle upon Tyne: Sage.
	☒

	Further
	Bell, J (2018) Doing your Research Project: A guide for first-time researchers (7th Edition) Amacom.
	☐

	Further
	Kranzler, J. H. (2022) Statistics for the Terrified, (7th Edition) Upper Saddle River: Prentice Hall.
	☒

	Further
	Dawson, C. W. (2015) Projects in Computing and Information Systems: A Student’s Guide, 3rd Edition, Boston: Addison-Wesley.
	☒

	Further
	Dipankar, D. (2019) Engineering Research Methodology: A Practical Insight for Researchers. Springer.
	☐

	Further
	Tang, H (2020) Engineering Research: Design, Methods, and Publication, Wiley.
	☒

	Further
	Fellows, R. and Liu, A. (2015) Research Methods for Construction (4th Edition) Wiley & Sons, Inc.
	☐

	Further
	Few, S. (2012) Show Me the Numbers, Burlingame: Analytics Press.
	☒

	Further
	Hughes, B. and Cotterell, M. (2009) 5th Software Project Management, New York: McGraw-Hill.
	☐

	Further
	Phillips, J. (2010) IT Project Management: On Track from Start to Finish, New York: McGraw-Hill.
	☐

	Further
	Gregoire, T.G. & Valentine, H.T. (2008) Sampling strategies for natural resources and the environment. Chapman, London.
	☐

	Further
	Baase, S. (2017) A Gift of Fire: Social, Legal, and Ethical Issues for Computing and the Internet: International Edition, 5th Edition, Boston: Pearson.
	☐

	Further
	Collis, J. and Hussey, R. (2021) Business Research: A Practical Guide for Undergraduate and Postgraduate Students, 5th Edition, London: Palgrave Macmillan.
	☐

	Further
	Davies, M. B. (2014) Doing a Successful Research Project: Using Qualitative or Quantitative Methods, (2nd Edition) London: Palgrave Macmillan.
	☐

	Further
	Hewson, C. , Vogel, C. & Laurent, D. (2016) Internet research methods. (2nd Edition) Sage: London.
	☐

	Further
	Few, S. (2012) Show Me the Numbers: Designing Tables and Graphs to Enlighten, Burlingame: Analytics Press.
	☐

	Further
	Quinn, M. J. (2017) Ethics for the Information Age: International Edition -7th Edition, Boston: Pearson.
	☐

	Further
	Yin, R. K. (2014) Case Study Research: Design and Methods, 5th Edition, Newcastle upon Tyne: Sage.
	☐

	Further
	Spence, R. (2014) Information Visualization: An Introduction, Boston: Addison-Wesley.
	☐

	Further
	Thiel, D.V. (2014) Research methods for engineers. Cambridge UP.
	☒

	Further
	Wheater, C.P. & Cook, P.A. (2015) Using statistics to understand the environment Routledge.
	☐

	Further
	Wallace, M & Wray, A (2021) Critical reading and writing for postgraduates (4th Edition) Sage.
	☐

	Further
	Journals 
ACM Transactions on Information Systems
Behaviour and Information Technology
Communications on the ACM 
International Journal of Electronic Commerce
Journal of Strategic Information Systems
Journal of Systems Management
	☒

	Further
	ebsites http://www.acm.org
http://www.bized.co.uk
http://www.managers.org.uk
http://www.cbronline.com
http://www.eevl.ac.uk
http://juno.emeraldinsight.com
http://www.ft.chadwyck.co.uk
http://www.itwales.com
http://www3.gartner.com
http://www.silicon.com 
http://www.mckinseyquarterly.com
http://www.zdnetweek.co.uk
http://projectmanagement.ittoolbox.com/ http://www.ics.ltsn.ac.uk/resources/projman/index.html http://www.niwotridge.com/Resources /PMSWEResources/PMResources.htm http://www.tickit.org/international.htm
http://www.bcs.org/
http://www.uml.org/
http://www.omg.org/
	☒




	Module Code
	ACCA7045

	Title
	Production Management

	Date
	17/05/2024
	Level
	7
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒  	




AIM(S)
· To advance production management principles, techniques, and methodologies within dynamic and evolving creative industries, tailored specifically to students’ Master’s degree pathway.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· demonstrate an advanced understanding of production management principles, techniques, and methodologies specific to the film, VFX, CGI, and games industries. Apply this knowledge to effectively plan, execute, and deliver complex production projects;
· analyse and evaluate project requirements, market trends, and industry dynamics to develop comprehensive production strategies. Make informed decisions regarding resource allocation, scheduling, risk management, and budgeting to ensure project success;
· develop and implement robust quality assurance processes to maintain high production standards and deliver quality outputs. Continuously evaluate and optimize production processes, workflows, and methodologies to enhance efficiency, minimize waste, and improve overall project outcomes.

INDICATIVE CONTENT
· Advanced Knowledge:
· Current and future production management principles and techniques specific to the film, VFX, CGI, and games industries.
· Understanding the production life cycle, from pre-production to post-production.
· Knowledge of industry standards, best practices, and emerging trends in production management.
· Familiarity with production management software and tools used in the industry.
· Strategic Planning and Decision-Making:
· Analysing project requirements, market trends, and diverse audience expectations to develop effective production strategies.
· Creating comprehensive project plans, including resource allocation, scheduling, and risk management.
· Making informed decisions on budgeting, financing options, cost control measures, and sustainability-informed decisions.
· Identifying and mitigating potential risks and challenges in production projects.
· Leadership and Team Management:
· Effective communication and collaboration with interdisciplinary teams, including directors, producers, artists, and technicians.
· Delegating tasks, setting clear goals and expectations, and monitoring progress throughout the production process.
· Resolving conflicts and managing team dynamics to ensure a positive and productive work environment.
· Motivating and inspiring team members from diverse backgrounds to achieve project objectives.
· Quality Assurance and Process Optimization:
· Implementing quality assurance processes to maintain high production standards and deliver quality outputs.
· Conducting regular quality control checks and audits to ensure adherence to established standards and specifications.
· Identifying areas for process optimization and implementing improvements to enhance efficiency and productivity.
· Continuously monitoring and evaluating production workflows, methodologies, and performance metrics

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
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Written Report / Illustration
	Individual Scoping, Scheduling and Communication Exercise (5000-words equivalent) 
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%





INDICATIVE READING LIST

	Module Code
	ACCA7045

	Module Title
	Production Management

	Classification
	Reading List entry
	Electronic*

	Essential
	Dinur, E (2022) The Complete Guide to Photorealism for Visual Effects, Visualization and Games, Routledge.
	☒

	Essential
	Okun, J. VES and Zwerman, S. VES (2020) The VES Handbook of Visual Effects: Industry Standard VFX Practices and Procedures. 17 July.
	☒

	Further
	Rall, H. (2018) Animation: From Concept to Production. 1st ed. Boca Raton, FL: CRC Press.
	☒

	Further
	Cohen, D S. (2012). Producing Games: From Business and Budgets to Creativity and Design. Routledge.
	☐

	Further
	Finance, C. and Zwerman, S. (2009) The Visual Effects Producer: Understanding the Art and Business of VFX. 1st ed. Amsterdam : Boston: Focal Press.
	☐

	Further
	Honthaner, E.L. (2020). The Complete Film Production Handbook. Elsevier/Focal Press.
	☒

	Further
	Kogon, K., Blakemore, S., & Wood, J. (2024). Project Management for the Unofficial Project Manager (Updated and revised edition) Benbella Books.
	☒

	Further
	Module Guide: Production Management (pdf). Available at: http://www.learninganimation.co.uk /production_manage/ [Accessed 5 July 2023].
	☒

	Further
	Ulin, J. (2019) The Business of Media Distribution: Monetizing Film, TV, and Video Content in an Online World. Focal Press.
	☐

	Further
	Winder, C., & Dowlatabadi, Z. (2020). Producing Animation. 3rd edition, CRC Press.
	☒

	Further
	Zwerman, S., & Okun, J.A. (Eds.). (2020). The VES Handbook of Visual Effects: Industry Standard VFX Practices and Procedures. 3rd edition Routledge.
	☒




	[bookmark: StartP]Module Code
	ACCA7046

	Title
	Research-Led Practice

	Date
	17/05/2024
	Level
	7
	Credits
	10

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To provide the students with a comprehensive understanding of research methods and the ability to select appropriate methods for various research topics.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· utilise a deep understanding of research design, including qualitative, quantitative, and mixed-method approaches, and choose the most appropriate methodology for specific research questions;
· conduct a comprehensive literature review, identifying gaps in existing research and formulate a clear and well-structured research proposal.

INDICATIVE CONTENT
· Philosophies, approaches, and strategies for research.
· Field data collection such as survey design, questionnaires, sampling, interviews, case studies, observation.
· Research and experimental design.
· Conducting a literature review.
· Interpreting and documenting research findings.
· Writing reports and papers, oral presentation techniques.
· Project planning.
· Social, cultural, legal and ethical considerations.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24%

	Independent learning
	76
	76%

	Placement learning
	0
	0%

	TOTAL
	100
	100%



ASSESSMENT

Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Coursework - Prepare research proposal for an appropriate research topic.
	2,500 words equivalent
	100% 



Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA7046

	Module Title
	Research-Led Practice

	Classification
	Reading List entry
	Electronic*

	Essential
	Dawson, C. (2019) Introduction to Research Methods 5th Edition (Robinson).
	☒

	Essential
	Lury, C. et al (Eds.) (2017) Routledge Handbook of Interdisciplinary Research. (Routledge International).
	☐

	Further
	Crib, M. (2021) Research Methods for Undergraduate and Postgraduate Students.
	☐

	Further
	Kranzler, J.H. (2022) Statistics for the Terrified 7th Edition (Rowman & Littlebridge).
	☐





	Module Code
	ACCA7039

	Title
	The Practice of Narrative Cinema: Crafting Compelling Stories

	Date
	17/05/2024
	Level
	7
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒  	




AIM(S)
· To enable the student to pursue an independent narrative-based project which has been negotiated with their assigned tutor and/or their organisation (if and where appropriate).

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· analyse, interpret, critically evaluate, and report relevant narrative data, understanding and managing dilemmas and value-conflicts;
· create contemporary narrative-based practice in film;
· reflect critically on the outcomes of a project, including individual learning, lessons learned, and issues of insider research.

INDICATIVE CONTENT
· Contemporary narrative film.
· Immersive film story telling techniques.
· Cultural narratives.
· World cinema.
· Film festivals.
· Advanced screenwriting.
· Post-colonial cinema.
· Narrative inquiry research.



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
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Short Film
	Approx 10 minutes, equivalent of 4,000 words
	80%



Assessment Component 2
(Tick one)
	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Presentation
	5 minutes
	20%



Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	80%

	Practical
	20%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA7039

	Module Title
	The Practice of Narrative Cinema: Crafting Compelling Stories

	Classification
	Reading List entry
	Electronic*

	Essential
	Kerrison, M (2023) Immersive Storytelling for Real and Imagined Worlds: A Writer's Guide Paperback – Michael Wiese Productions. 
	☒

	Essential
	Taberham  P, Iricinschi C (2023) Introduction to Screen Narrative: Perspectives on Story Production and Comprehension, Routledge.
	☒

	Essential
	Johnston, O (2024) Constructing Composite Narratives: A Step-By-Step Guide for Researchers in the Social Sciences, Routledge.
	☒

	Further
	Dooley K (Editor), Munt, A (Editor) (2024) Screenwriting for Virtual Reality: Story, Space and Experience (Palgrave Studies in Screenwriting) Palgrave Macmillan.
	☒

	Further
	Costley, C., Elliott, G., and Paul Gibbs (2012) Doing Work-Based  Research, Approaches to Enquiry for Insider-Researchers, London: Sage.
	☒

	Further
	Gray, D. E. (2004). Doing Research in the Real World, London: Sage.
	☒

	Further
	Walliman, N. (2001) Your Research Project: A Step-By- Step Guide For The First-Time Researcher, London: Sage.
	☐
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