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Reflective Report on Peer Review and Curriculum Development

Introduction

This reflective report explores the process of designing my curriculum module “The Art of the Pitch: Selling a World Through Visuals” for third-year BA illustration students and critically evaluates peer feedback received as part of a blind review process. The development of my curriculum aimed to bridge the gap between the pre-production phase and full development within the entertainment industries, such as animation, gaming, and film, while also emphasising the critical role of illustrators in shaping early-stage visual storytelling, character development, and world-building. Additionally, the module addresses the increasing demand for illustrators to be proficient in industry-standard software (Carey, 2025), such as Adobe Photoshop and InDesign, to effectively communicate visual ideas in a professional context. Designing this curriculum was an academic exercise and a personally fulfilling one. It allowed me to create the kind of learning experience I would have valued during my own undergraduate studies. As a student, I felt a disconnect between the skills we were taught and the professional expectations of the creative industries. This module represents the type of course I believe would have better prepared me for those demands, offering a clear pathway from imaginative development to industry-ready outcomes. I particularly enjoyed the challenge of blending creative freedom with professional structure, ensuring students feel supported and creatively empowered. This experience gave me valuable insights into pedagogical design, inclusive teaching, and aligning curriculum with learner aspirations and real-world demands (Carey, 2025).

Professional Learning Through Curriculum Design

[bookmark: _Int_5IGRnT8I]One of my most significant learning moments was recognising the importance of providing a strong rationale for the module. From my own experiences and informal student feedback, it became clear that traditional illustration programmes often overlook the need to equip students for roles within the entertainment industries despite the growing interest in these fields in recent years (Creative Industries Federation, 2018). This module looked to respond to that gap by offering a progressive and practice-led structure that would enable students to develop a complete pitch bible and character portfolio suitable for creative careers in areas such as film, animation, and gaming. The peer reviewers affirmed this need, consistently noting that the module had a strong justification and was clearly aligned with the goals of its intended audience.
In designing the module's structure, I adopted a constructivist approach, I worked by scaffolding the learning experience carefully (Chand, 2024), beginning in Week 1 with an introduction to the module and guided idea generation for a visual pitch. This is followed in Weeks 2 and 3 by focusing on character design, starting with silhouette exploration, rough sketches, and visual development, then progressing to refinement and finalisation. In Week 4, introductory workshops introduce students to Adobe Photoshop to support transitioning from traditional to digital media. Subsequent weeks expand into worldbuilding, environment design, narrative development, and storyboarding, gradually equipping students with the skills needed to assemble a professional pitch bible and present it effectively. Learning was structured to support progression using principles of Bloom's Taxonomy (Ruhl, 2025), which was also recognised by one peer reviewer who commented on the effective sequencing of skills and concepts across the module.
[bookmark: _Int_XOLtikFm]A key design choice was the inclusion of both traditional and digital media. I was mindful not to emphasise digital tools too early, as some students might have stronger foundations in hand-drawn work. Therefore, the early week's module centres on traditional sketching, pencil character studies, and sketchbook visual research. Digital tools are introduced later, once the foundational creative thinking is established. One peer suggested that more attention could be paid to traditional methods, which prompted me to review the module, but I believe this is clearly embedded throughout the programme. Traditional sketching and idea development are introduced in the early weeks and supported by digital workshops later on. This balance is clearly outlined in the scheme of work and reinforced in the assessment strategy, where sketchbook development and digital outputs are both recognised as essential. The hybrid approach is, therefore, already visible in both the learning structure and the expected outcomes.
Another important aspect of my professional learning was incorporating inclusion and accessibility into the module design. I aimed to reflect diverse visual cultures in the examples used and to build on opportunities for students to express their identities through character creation. Feedback highlighted this as one of the module's strengths, and I was pleased that this commitment to inclusivity was recognised. I also embedded various assessment types and built-in one-to-one tutorials to support individual learner needs and goals. These one-to-one sessions were designed to serve as spaces for both artistic critique and guidance. One peer-recommended adding tutorials of this nature, which led me to realise that while these were already included throughout the module, I had not clearly articulated their purpose. In future iterations, one-to-ones are intended for feedback on work-in-progress and to help students align their creative work with their professional ambitions and goals and assist students' needs. This reflects the values promoted in the FE professional standards (Professional Standards for Further Education Teachers and Work-Based Learning Practitioners in Wales, 2017).
Several reviewers commented on the importance of benchmarking and linking the module more clearly to professional standards. In reflecting on this feedback, I considered what benchmarking means in the context of Art and design in Further Education, which includes illustration within its scope (QAA, 2019). 
The QAA states that learning in Art and Design supports the development of:
· The capacity to be creative 
· An aesthetic sensibility 
· Intellectual enquiry 
· Skills in team working 
· An appreciation of diversity 
· An appreciation of quality and detail 
· The ability to conduct research in a variety of modes
· The quality of critically reflecting on one’s own learning and development 
· The ability to factor ethical considerations into creative practice 
· The capacity to work independently, encouraging resilience and self-determination 
· The ability to communicate in a range of formats
(QAA, 2019)

In developing my module, I embedded these aligned benchmarks through clear progression, real-world industry relevance, and inclusion of formative assessment strategies. The focus on employability, digital skills development, and student-centred learning supports the FE emphasis on preparing learners for creative roles or further study. While I did not reference QAA benchmarks directly, my module's structure and aims reflect many of the principles outlined in those statements, such as visual communication, independent enquiry, and integration of professional practices. However, the benchmark lens applied throughout was intentionally rooted in FE practice, which aligns with the qualifications and learner pathways my curriculum supports.

Conclusion

Engaging in the design and review of my curriculum module has been a valuable and professionally enriching process. It has deepened my understanding of creating an inclusive, industry-aligned, and pedagogically sound curriculum in Further Education. Designing this module allowed me to bring together my creative knowledge, professional experience, and an awareness of current sector needs. It also helped me reflect on what I have found useful in my own undergraduate studies, blending both traditional and digital approaches and ensuring students are not only supported in their development but also challenged in meaningful ways.
The peer feedback I received was constructive and highlighted areas that helped me refine the clarity and structure of my module. Suggestions around making tutorial support more explicit, rebalancing feedback opportunities, and clarifying workshop intentions all contributed to a more accessible and transparent scheme of work. One valuable insight was the reminder to be careful with language in learning outcomes, for example, ensuring terms like "confidence" are framed in observable, assessable ways. In future iterations, I will adapt the language of such outcomes to ensure they focus on demonstrable behaviours.
Similarly, while my assessment design was generally well-received, I recognise the importance of making workshop time more exploratory and less burdened by assessed expectations. Maintaining space for experimentation, without the pressure of output, is essential in a creative learning environment. I will also encourage students to link their reading and research more explicitly to their project goals and career ambitions, particularly through one-to-one tutorials and self-directed development tasks.
This process has affirmed my ability to design a curriculum that prepares learners for real-world creative industries while also remaining flexible and inclusive. It has made me more confident in my practice and more committed to continual reflection, collaboration, and student-centred planning. Most importantly, it has reminded me that curriculum design is not a one-off task but an evolving process that grows through feedback, experience, and engagement with learners and peers.
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Peer Review Feedback

Curriculum number: 1

A clear justification has been provided for the proposed curriculum with an appropriate target
audience.

Yes. The curriculum has been developed for level 6 students studying on the BA lllustration course
at UWTSD. The curriculum is justified through the authors personal experiences and research,
which suggests that the career aspirations of illustration students are shifting, with many aspiring
to work within the entertainment industry (i.e. film and gaming). However, current course content
does not fully reflect the skills, knowledge and professional competencies required to work within

these fields - which is what this module aims to address.

The aims and objectives for the curriculum are appropriate for the topic and learning group

Yes, the aims and objectives of the curriculum are appropriate for the topic and learning group,
who are studying at level 6. Students are expected to produce new/original work, (something
found at the highest point of Blooms taxonomy of learning), which aligns with the expectations of

level 6 students, particularly those on a practical/creative course like illustration.

—

he proposed curriculum has a suitable structure for the needs of the topic and the cohort.

Yes. There is a logical and progressive sequence to the curriculum, meaning students gradually
increase their competencies and confidence throughout the module (enabling them to thrive in
their summative assessment). The content within the scheme of work aligns with the module aims

and outcomes and is tailored to the specific needs and level of the learners.

Where appropriate, there was consideration given to relevant professional standards/benchmarking
statements in the design of the curriculum.
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Yes. The module has also shown clear consideration of professional standards set out for further
education and work-based learning leaders in Wales. However, there is no consideration given to

relevant benchmarking standards.

Comments on the scheme of work that was designed.

Good detail provided throughout the scheme of work, which follows a logical and progressive
structure. Teaching and learning strategies are varied throughout the module and are suitable for
the topic. There is clear consideration for the resources required for each session. Students are
provided with different forms of formative assessment each week and opportunities for ongoing

feedback on their progression.

Anything else that you would like to comment on?

Great detail provided throughout. Great to see that an inclusion and accessibility strategy was

considered for the module
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Peer Review Feedback

Curriculum number: 1

A clear justification has been provided for the proposed curriculum with an appropriate target
audience.

There is justification and a clear need for the curriculum for the learning cohort which is relevant
and suitable for the illustration students looking to go into into industry work. The teaching
strategies could be further justified with how they suit to a wide variety of learners and how they
can also link to professional standards. The curriculum structure flows well with clear subheadings
highlighting where certain aspects are applied within the curriculum.

The aims and objectives for the curriculum are appropriate for the topic and learning group

Measurable learning aims and outcomes appropriate for level 6 with a good progression over the
weeks leading up to the end of the module. This is helpful for the learners to know what is to be
expected and targets to work towards are realistic.

The proposed curriculum has a suitable structure for the needs of the topic and the cohort.

The topics covered in the modules are very relevant and suitable for the leaning cohort which can
help build transferable skills once they leave education and helps the shift into work. A suggestion
to further this, conducting one to one with learners to further gauge what their expectations are
once completing the course and suggest further reading or setting research goals for students
(who for example would want to go into games design).

Where appropriate, there was consideration given to relevant professional standards/benchmarking
statements in the design of the curriculum.





image7.png
There is a clear use of benchmarking and professional standards which is relevant to the
specialism and learning level. Only one thing to note is to apply Advance HE professional
standards within lesson plans and referencing as it was noted the professional standards used
may only refer to FE.

Comments on the scheme of work that was designed.

A clear scheme of work evident with a good progression of topics and learning aims with a gradual
build of formative assessments such as group critiques that can help build the learners
development week by week. One area that could be taken further is add more detail to what the

learning outcomes are and how it can be relevant to what the learners need to achieve by each
week.

Anything else that you would like to comment on?

A really good variety of topics and a good reading list for the learners to research, as stated by
having one to one tutorials on specifically what the learners are planning to do once they

complete their degree to help what areas to specifically focus on whether it is character design for
games or for book illustrations.
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Peer Review Feedback

Curriculum number: 7

A clear justification has been provided for the proposed curriculum with an appropriate target
audience.

The proposal presents a strong, well-reasoned justification for the inclusion of a fashion
illustration module within art and design foundation program. The curriculum is designed
specifically to meet the needs of students progressing to courses such as fashion design, costume
design, illustration, textiles, or surface pattern at UWTSD. It addresses identified gaps in current
offerings by introducing structured development of technical and creative skills needed for both
industry and further study, clearly articulating how students from diverse artistic backgrounds will
benefit.

The aims and objectives for the curriculum are appropriate for the topic and learning group

The aims and objectives are appropriate and well aligned to the target audience of foundation-
level art and design students. The module focuses on exploration of fashion illustration
fundamentals, development of image-making techniques across traditional and digital mediums,
and preparation of a professional portfolio. The objectives also show strong links to employability
and professional readiness, offering both creative and technical skill-building opportunities
relevant across multiple design disciplines.

The proposed curriculum has a suitable structure for the needs of the topic and the cohort.

The 10-week scheme progresses logically from introductory sessions through to practical
workshops, guest lectures, and independent project work. It balances technical instruction with
creative exploration and culminates in a final portfolio submission and critique. The inclusion of
life drawing, collage, printmaking, digital illustration, and industry-led live briefs offers students an
immersive and varied learning experience suitable for a wide range of art and design pathways.
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Where appropriate, there was consideration given to relevant professional standards/benchmarking
statements in the design of the curriculum.

The curriculum demonstrates clear alignment with the Professional Standards. It incorporates
strategies to maintain student engagement and wellbeing, provides opportunities for formative
and summative assessment, promotes reflective practice, and encourages staff to continually
update their technical knowledge. The inclusion of industry collaboration and live briefs further
embeds professional and employability standards into the curriculum.

Comments on the scheme of work that was designed.

The scheme of work is clear, detailed, and thoughtfully planned. Weekly workshops are structured
to build both confidence and technical ability, offering variety and progression. The integration of
guest speakers, live briefs, and practical experimentation ensures students are engaged and
actively learning. Assessment strategies are suitability diverse and tailored to the developmental
nature of foundation study, encouraging both personal growth and peer learning.

The timetable presents weekly tasks without specifying activities by day, this could be clearer to
support smooth delivery and planning.

Anything else that you would like to comment on?

This is a well considered proposal. A few refinements could enhance it further:
e consider distributing digital skills more frequently across the module to reflect current
industry expectations.
e Expand support for students with additional learning needs, accessibility and inclusion
strategies.
e The assignment could benefit from clearer section headings to improve readability and
navigation for assessors and peers.
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e Clarity of daily structure: while the module is delivered over three days a week, the
scheme of work presents weekly tasks without specifying activities by day. A clearer daily
breakdown would support smooth delivery and staff planning.

® The curriculum could benefit from clearly stated marking or grading criteria for final
summative assessment to help students understand how their work will be evaluated.
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Peer Review Feedback

Curriculum number: 5

A clear justification has been provided for the proposed curriculum with an appropriate target
audience.

The proposal gives a strong, clear justification and identifies a genuine skills gap within the BA
Film and Tv course at UWTSD. It recognises that not all students begin with prior media or camera
experience and provides a structured approach to building core technical skills early in their
studies.

The aims and objectives for the curriculum are appropriate for the topic and learning group

The aims and objectives are appropriate, focusing on core technical skills such as manual camera
operation, sound recording, lighting control, and reflective practice. The inclusion of transferable
skills like teamwork and communication is strong and prepares students well for future modules
and industry expectations. The outcomes are realistic and achievable within the intensive four-
week structure. The curriculum shows a clear scaffolding approach, with each week building on
the skills and knowledge of the previous one, from camera basics, to sound, to lighting, and to
integration and reflection. This progressive structure supports student confidence and
competence as they move through increasingly complex tasks.

The proposed curriculum has a suitable structure for the needs of the topic and the cohort.

The curriculum progresses logically from camera skills to sound recording and lighting, before
combining all elements in final project. The mix of lectures and hands-on workshops suits first-
year Film and TV students, helping them build confidence and technical skills at a manageable
pace. The four-week intensive format is well balanced for beginners.

Where appropriate, there was consideration given to relevant professional standards/benchmarking
statements in the design of the curriculum.
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The curriculum shows clear evidence of strong alignment with the Professional Standards. It
addresses student well-being, inclusivity, bilingual delivery (through dual-language headings), and
promotes lecturer professional development and reflective practice. The use of collaborative
group work and formative feedback further demonstrates adherence to professional teaching
standards.

Comments on the scheme of work that was designed.

The scheme of work is well organised and provides a clear progression from manual camera
operation to sound recording, lighting techniques, and reflective practice, matching the aims and
structure of the curriculum. Each session balances theoretical in put (such as PowerPoint
introductions and Kahoot quizzes) with hands-on practical workshops, which suits the practical
nature of film education.

Anything else that you would like to comment on?

This curriculum is very well considered that addresses a clear student need at level 4. The
structure, progression, and practical focus are appropriate, and the integration of workshops,
formative assessment, and digital tools enhance the learner experience.

There are a few areas where the proposal could be further enhanced:

e Clarify assessment weightings for each final tasks to help students manage workload.

e Add ashort health and safety statement for the handling of filmmaking equipment (e.g.,
lights, tripods, cameras, cables).

e Strengthen the academic underpinning by linking some of the curriculum design choices
(e.g., scaffolding, formative feedback, peer collaboration) to relevant educational
theories.

Overall, this module proposal shows great potential to improve students' confidence and
technical skills in preparation for future filmmaking projects.
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Peer Review Feedback
Curriculum number: 2

A clear justification has been provided for the proposed curriculum with an appropriate target
audience.

The curriculum provides a clear rationale suggesting that a more in-depth knowledge of play for
childcare workers will help to support children in learning environments for focusing on play
within early childhood education, aimed at childcare practitioners in further education. The

curriculum is also supported by relevant research and policy documents (e.g., Play Wales, UNCRC,
Welsh Government reports).

The aims and objectives for the curriculum are appropriate for the topic and learning group

The aims are clear and realistic for the level of study and relate to the intended outcomes of
preparing practitioners for early year settings. Objectives build logically from knowledge
acquisition (theories of play) to practical application (planning inclusive activities). There is a
strong sense of scaffolding to help students build from understanding to application.

The proposed curriculum has a suitable structure for the needs of the topic and the cohort.

The eight-week structure is well thought out and progressive. It balances theory and practical
activities very effectively. The visit to Swansea Play Centre and guest speaker inclusion are
excellent examples of experimental learning.

Where appropriate, there was consideration given to relevant professional standards/benchmarking
statements in the design of the curriculum.

The curriculum strongly references the professional standards and integrates them well. There is
clear evidence of planning for learner well-being, inclusion, and bilingual practice. The lesson
planning shows thoughtful attention to student well-being, accessibility and safeguarding, helping
to create a supportive and inclusive environment.
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Comments on the scheme of work that was designed

The scheme of work is thorough, detailed, and clearly sequenced. It has a strong practical focus
and makes good use of active learning methods (e.g., group work, discussions, workshops). The
balance of formative and summative assessment is excellent, and students are given clear
opportunities to engage in self-evaluation.

Anything else that you would like to comment on?

This is a well-planned and thoughtful curriculum proposal. The emphasis on practical skill-building
alongside knowledge of play theory provides a strong foundation. The use of local examples and
links to Welsh culture and legalisation is good practice.

While the curriculum is well-structured and thoughtfully planned, there are a few areas that could
be enhanced further to strengthen its clarity and alignment. These include:

e The curriculum could benefit from clearly stated marking or grading criteria for final
summative assessment to help students understand how their work will be evaluated.

e The introduction provides a strong overview of the importance of play but could be more
concise and focused by linking more directly to the specific learner, such as outlining
typical learner needs or gaps at level 2.

e Consider providing a little more quidance on how the module links to wider progression
routes or future roles in the childcare sector.

Overall, this is a thoughtful and meaningful module that responds well to sector needs and
supports professional standards throughout.
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Curriculum number: 1

A clear justification has been provided for the proposed curriculum with an appropriate target
audience.

You have clearly identified a need for the curriculum having identified gaps in current art and
design education which often prioritises traditional image making by providing workshops on
digital tools. You have also provided context and reasoning for these components of the
curriculum by connecting them to careers in various industries, which therefore also allows a
range of students to feel the curriculum is beneficial to their individual aspirations.

The aims and objectives for the curriculum are appropriate for the topic and learning group

While most aims stated are measurable, some aims such as the students’ confidence in their
ability to complete tasks such as character design. However, you have countered this by including
opportunity for critique, self-reflection, and peer feedback. It may be more time efficient to
include just one structured feedback session instead of multiple, allowing for focused and in-
depth evaluation and more time to focus on the task.

The proposed curriculum has a suitable structure for the needs of the topic and the cohort.

While the difficulty and complexity of the tasks are appropriate for developing the skills required
for character design, it may be beneficial to have an introduction to the fundamentals of character
design as the module timetable appears to jump from introducing the curriculum to already
developing characters.

Where appropriate, there was consideration given to relevant professional standards/benchmarking
statements in the design of the curriculum.

You have considered the profession standards and their impact on the learners. In particular your
mention of the module being inclusive of diverse cultures and supportive of the individual needs
of students was notable, as it demonstrates a strong commitment to fostering an environment
where every learner feels valued and respected.
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Comments on the scheme of work that was designed.

The scheme of work would be beneficial to all illustration students regardless of field of interest,
and would prepare them to work within a variety of industries by equipping them with the right
experience in digital tools. However, it may be beneficial for students if you were to include
opportunity to develop their traditional skills as well, to give students the option to work
traditionally or a combination of both digital and traditional methods.

Anything else that you would like to comment on?

Overall | can see the curriculum benefiting the majority of illustration students regardless of
career aspirations as it would begin to prepare them to approach those working within industry
with portfolios of work. The assessment methods chosen for the lessons are appropriate for the
task at hand, but | would be mindful choosing one or two means of assessment during workshop
activities so students have more time to work and develop their practices





