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Research Methods & Communication
20 Credits [48 hours Scheduled Learning; 152 hours Independent Learning]
Room: AD204
Mondays 3-5, Tuesdays 1 – 3
Tutor:  Scott Smith
Scott.L.Smith@uwtsd.ac.uk

SYLLABUS
The delivery of this module will be via formal lectures, seminars and tutorials, providing a structured workflow pattern to design information. The students will be expected to develop individual strategies in response to their personal philosophy and project direction necessary to drive their research activities. A high priority will be placed on referencing skills throughout the module to emphasize the importance of producing evidence-based research. Students are expected to work autonomously to supplement the taught module through private study and reflective practice, encouraging them to manage their own learning activities.

AIM(S)
· To provide the theoretical and practical knowledge to enable the student to undertake research and develop critical thinking commensurate with the level of study.
· To develop the student’s ability to formulate well-informed research strategies and to critically evaluate and interpret theoretical principles and methods for creative research.
· To facilitate the development of the student’s research practice in relation to digital communication and industrial awareness.

LEARNING OUTCOMES
· Critically evaluate and comment upon a range of approaches to creative research in regard to a collaborative or commercial venture;
· Deploy systematic research methods appropriate to an organised and discipline specific inquiry;
· Critically apply the appropriate digital media/technologies to communicate in an explicit and informative manner to a professional audience.

TIMETABLE
The course is taught over a twelve week period, starting in week one of Semester one in room AC204. Sessions will primarily be student-led, being a mixture of seminar style group discussion, individual tutorials, and presentations.

BIBLIOGRAPHY
Essential
Sullivan, G.  Art Practice as Research,  Second Edition, SAGE Publications (2010).

Rose, G. Visual Methodologies. SAGE Publications (2016).

Solarski, C.  Drawing Basics and Video Game Art:  Classic to Cutting-edge Art Techniques for Wining Video Game Design. Watson-Guptil (2012)

Lewis, M. ed, Beyond Art Fundamentals .  3DTotal Publishing (2016)

Lilly, E.  Big Bad World of Concept Art for Video Games:  An Insider’s Guide for Students, Design Studio Press (2015)


Recommended
Stanchfield, W.  Drawn to Life Focal Press vols 1 and 2 edited by Don Hahn (2009)

Blaxter, L., Hughes, C. & Tight, M., How to Research (4th Edition). Open University Press (2010).

Denzin, N. and Lincoln, Y. (Eds) (2000), The SAGE Handbook of Qualitative Research 4th Edition. Sage (2011).

Giddings, S. & Lister, M., The New Media &Technocultures Reader. Routledge (2011)

Greenfield, T. (2002), Research Methods for Postgraduates (2nd Edition), London: Arnold.

Hassan, R. & Thomas, J., The New Media Theory Reader. OUP (2006)

Lister, M. et al, New Media: A Critical Introduction. Routledge (2008)
Goldfinger, E. (1991).  Human Anatomy for Artists: The Elements of Form, Oxford Press.

Roberts, S. (2004).  Character Animation in 3D : Use traditional drawing techniques to produce stunning CGI animation, Focal Press.

Altiner, A. (2006), D'artiste: Matte Painting : Digtal Artists Master Class, Ballistic Press

Harrison, H. (2004), The Encyclopedia of Drawing Techniques, Running Press

Hart, C. (1997).  How to Draw Animation: Learn the Art of Animation from Character Design to Storyboards and Layouts, Watson-GuptillPubns.

Itten, J. (1997), The Art of Color: The Subjective Experience and Objective Rationale of Color, Wiley Publisher.

Richer, P., Beverley, H. (1986).  Artistic Anatomy, Watson-GuptillPubns.


ASSESSMENT
Assesment Element 1 – Project Proposal and Portfolio 1
Research, write, and submit a proposal detailing the aim(s) of your research project and a rationale for the proposed work. This will be supported by specific and detailed needs requirements, the research following an established and justified methodology. Critical perspectives on contemporary practice within the field of choice should frame this work. 1500 words.

In addition, if relevant present portfolio 1 containing the creative visual work that supports this aspect of your research.  This presentation will be assessed via a presentation of 15 minutes highlighting the key points of the research proposal and contextualised accompanying portfolio, followed by a 5-10 minute Q&A session.
Hand-out: 08/10/2018 | Submission on Turnitin: 06.11.17  

Assesmment Element 2 – Project and Porfolio 2
You are required to carry out the research as described in your proposal. Findings must be presented in the form of a report containing approximately 4,000 words. It should include the headings detailed in the assessment brief, and follow the template specified.

In addition you will present and submit your Portfolio 2 if relevant; presentations can take approximately 5-10 minutes and include your conclusions from the report.  The Portfolio 2 is developed alongside your research as part of your creative visual development.
Hand-out: 08/10/2018 | Submission: 11.12.18  
Submit paper by uploading on Turnitin

See assignment briefs for details of assessment

FEEDBACK
Feedback is an essential part of all education and training programmes. It helps learners to maximize their potential at different stages of their development. It raises awareness of strengths and areas for improvement, and helps identify actions that can be taken to improve performance.

Feedback can be seen as informal (for example in day-to-day encounters between teachers and students or trainees, between peers or between colleagues) or formal (for example as part of a written assessment or presentation). However, there is no sharp dividing line between assessment and teaching in the area of giving feedback on learning. Feedback is part of the overall dialogue or interaction between teacher and learner, not a one-way communication.
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