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	Awarding Institution/Body:		
	University of Wales Trinity Saint David

	PSRB(s) associated with final award:
	

	Other accreditation:
	

	Teaching Institution:		
	University of Wales Trinity Saint David

	Award Title:	
	MA 3D Computer Animation

	Degree name:				
	MA 3D Computer Animation 

	Intermediate Awards:			
	None

	Exit Awards:
	Postgraduate Certificate
Postgraduate Diploma

	Programme JACS Code:		
	W614

	UCAS code:
	UCAS code for a new programme will be added after validation

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

	
	☒	Part-time

	
	☐	Distance Learning

	
	☐	Other (specify)
……………………………….

	Duration: 
	☒	Standard (AQH 6.2)

	
	☐	Non-standard (specify)


	Location(s) of delivery: 		
	

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

	
	☐	Welsh

	
	☐	English and Welsh (bilingually)

	
	☐	Other (specify)
………………………………

	QAA Subject Benchmarking Statement(s):
	· QAA Subject Benchmark Statement Architecture 2010
· QAA Subject Benchmark Statement MA in Computing 2011

	Other external benchmarks:
	
· QAA The Frameworks for Higher Education Qualifications of UK Degree-Awarding Bodies November 2014
· QAA Education for Sustainable Development: Guidance for UK Higher Education Providers June 2014
· QAA Enterprise and Entrepreneurship Education: Guidance for UK Higher Education Providers September 2012
· Well-being of Future Generations (Wales) Act 2015
· QAA Master’s Degree Characteristics Statement September 2015
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PROGRAMME SUMMARY
Module Details, usage of shared modules, module status (CR = Core / CM = Compulsory / O = Optional)
	Module Status
(CR / CM / O)
	Shared with other programmes
YES/NO

	Module Code
	Module Title
	New or Existing
	Credits
	Level
	Assessment summary
	
	

	M7X01586

	Research Methods and Communication
	Existing

	20
	7
	Component 1 – 50%
Coursework: Project Proposal & Research Methodology. Essay (3000 words)
Component 2 – 50%
Practical: Communication of Project Context & Strategy. Presentation (20 minutes)
	CM

	YES

	ADGD7001
	3D Computer Animation: Elements
	New
	20
	7
	Component 1 – 100%
Coursework: Individual Presentation (10 minutes); Individual Video Portfolio
	CM
	NO

	ADGD7005
	Production Management 
	Existing
	10
	7
	Component 1 – 100%
Coursework: Individual Report (3000 words)
	CM
	NO

	AGDG7007
	Post Production
	Existing
	10
	7
	Component 1 – 100%
Coursework: Individual Presentation; (5 minutes); Individual Video Portfolio
	CM
	NO

	ADGD7006
	Pre-Production 
	Existing 
	20
	7
	Component 1 – 50%
Coursework: Individual Presentation (15 minutes) Individual Report (800-1000)
Component 2 – 50%
Group presentation (15 minutes) 
Individual Report (1800-2200)
	CM
	NO

	ADGD7002
	3d Computer Animation: Narrative
	New
	20
	7
	Component 1 – 100%
Coursework: Individual Presentation (10 minutes); Individual Video Portfolio
	CM
	NO

	ADGD7003
	Production Methods: Taught
	New
	10
	7
	Component 1 – 100%
Coursework: Individual Presentation (6 minutes); Individual Video Portfolio
	CM
	NO

	ADGD7004
	Production Methods: Researched
	New
	10
	7
	Component 1 – 100%
Coursework: Individual Presentation (6 minutes); Individual Video Portfolio
	CM
	NO

	ADGD7008
	Major Project
	Existing
	60
	7
	Component 1 – 100%
Coursework: Combination or Reports and presentations
	CM
	NO
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A Well-Established Programme.
The programme is now approaching its tenth year and although student numbers applying for the course has varied over previous years, it has been consistent in its philosophy, delivery.

3D Computer Animation has continued to expand and since the last review of this programme.  The expansion of Computer Animation in Wales has been a little more fragile with TV production companies coming and going but the overall trend has been growth, especially in the last three years.  UK and global expansion is also very healthy and so the need for qualified practitioners in this field has always been consistent over the last five years.  This need is predicted to continue over the next five and so the continuation of this programme as part of the overall faculty’s digital media portfolio, is desirable. 

This MA belongs to a suite of related programmes now delivered by the School of Graphic and Digital Arts.  The BA (hons) in 3D computer Animation, as the name would imply, is naturally the closest in programme commonality but the BA(hons) in Creative Computer Games Design also has related topics.  The school has a great deal of experience and expertise in delivering these types of programme, so the continuation of this MA as one of the Universities’ educational pathways and a gateway to the animation industry is desirable. 

Student Consultation 
The Faculty of Art & Design has a policy of student consultation in relation to the developments of both new programmes re-validations and Teaching and Learning practice.  This consultation happens in numerous ways and with different cohorts of students. Much of the consultation with current students takes place on an informal basis through discussions with whole cohort’s individuals and small groups.  These developmental discussions culminate in the structure, contents and teaching and learning strategy contained within this document.  There are also formal minuted staff student committees at which new developments in both programmes and resources are discussed under Item 6 of the generic agenda. 
Programmes developed by the Faculty are also discussed with alumni who are now working within the relevant industry.  Consultation with alumni is useful not only for their perspective of having studied the subjects, but also for their perspective on the currency of the awards within the industry they are designed to serve.  
The Delivery

The mode of delivery has not changed over the nine years of this programme’s life and is delivered in accelerated mode, starting at the beginning of October and ending at the end of September the following calendar year for those students who choose to study full time.  Those who wish to study Part time usually have one additional year to complete their programme and will complete it within a two-year span.
The programme is divided into two parts, the first is part 1, which is taught and the second is part 2, which is a group project where the students execute their own animated film production.

Industrial Engagement.
The current programme director, until very recently, retired from 30 years in industry and has a wealth of industrial contacts, mainly in TV broadcast and feature film.  Students, therefore, can be referred to the right industrial quarter, should they need experience or advice.
An Educational Liaison Officer provides work experience for our students with Welsh and UK production companies. 
We also have visiting practitioners who give talks about their work, advice to students and interviews.
These visiting practitioners are shared with other programmes in the faculty, to maximise exposure.

Our visiting practitioners this year include: -
· Animation Director, Luma Pictures, Melbourne/Los Angeles.
· Senior Animator, Aardman Animations, Bristol.
· Character Rigger & Technical Director, Framestore, London.
· 3D Sequence Supervisor, Double Negative, London.
· Modelling & Texture Supervisor, The Mill, London.
· Digital Learning Lead, Moving Picture Company, London.


Student Employability.  
The Faculty of Art and Design is founded on the precept of Vocational skills training with the addition of the intellectual context in which to apply this knowledge. The programmes delivered by the Faculty are designed to give the student the skills needed to enter the industry of their choice and feel confident that they have a base on which to develop in many notable cases world leading and award-winning expertise and creativity. Our successful alumni state their experiences at university are the ones that have set them up for success in industry.  The Faculty has a long list of companies with whom the faculty work closely on live briefs, master classes and work experience.  The Faculty host events such as the ‘Copper Coast Film Festival’ and ‘Swansea Animation Days’ all of which provide many transferrable skills for the work place as do the curation of many international exhibitions over the past year ‘Imperial Treasures – Craft of the past and design of today’ and ‘Flame of China flow of Culture’.  The Faculty is also leading a European project to improve access to graduate level employment for Arts & Humanities students below is an excerpt from the project description. 

The AHEH alliance will:
· Bring together 14 partners from across 7 EU member states to improve the entrepreneurial capacity of A&H students.
·  Jointly research, design, test and disseminate an innovative programme of entrepreneurial training for A&H staff/students
· Have HEIs, businesses and stakeholders working together to champion the value of A&H students to a wider audience and ensure that industry need is reflected in the training programmes.
· Create 7 new A&H Entrepreneurship Hubs situated in partner faculties. These will be the specialist conduits for permanently improving the entrepreneurial skill-sets of A&H staff and students as well as a template for wider exploitation.
· Create a website that will complement the 7 Hubs as an ongoing resource-base for disseminating/exploiting outputs.
· This shows the Faculty’s programmes are both dedicated to and experienced in providing students to industry who have not only the craft based skills but also the intellectual and business acumen required in today’s and tomorrow’s workplace. 

The Modules.
The modules reflect the high standard required for a postgraduate level of study and the needs of the industry. They encourage critical evaluation, independent judgement and the assimilation of advanced knowledge and skill.

At the heart of part 1 of the programme are two 20 credit 3D computer animation modules, the first is 3D computer animation elements, which teaches the analysis of motion, its control, using a variety of methods, motion grammar and the technical, creative aspects of animation.  The second is 3D computer animation Narrative which focuses on producing and controlling narrative through the choreography of simple characters and the camera.  Also included is face modelling, lip sync and rigging theory. These two modules have evolved from one 30 credit module which has been split to accommodate the mid sessional exam board.

The 20 credit Pre-Production teaches the methods and work flows of creative production planning including story writing and organisation. The second half of this module involves the cohort working as a team to prepare for an actual production executed in the 60-credit major project later in the programme.
A research methods & communications module at 20 credits is designed to promote methodical exploration of related topics which are usually visually or animation oriented and the methods used to write reports or proposals.

Four 10 credit modules complete the learning experience on this programme and these are Production methods taught, Production methods researched, Production management and Post-Production.  Both Production Method modules focus on learning the work flows and methodology of using and integrating a wide range of computer software used in animation production.  Production Management explores team structure, communication between team members and the management of clients. Time management across a production team and its manipulation is also a vital aspect of this module.  Post-production specialises in Compositing which has now become a major part of the animation production work flow but the preparation of sound is also covered here.

This suite of modules is designed to give the animation post-graduate student a balanced approach to what is a very broad and complex subject and are designed as stepping stones towards a successful career in our global animation industry.
The heart of part 2 is a single 60 credit module, the major project, which runs during the summer period between June and September. Depending on cohort size, one or two full scale team productions are executed.

Assessment Strategy

The primary purpose of assessment is to determine students' achievement of the intended learning outcome; this information can also be used to gauge the effectiveness of a programmes teaching methods to enable all students to achieve to the best of their abilities.  Most art and design assessments are diagnostic in nature which allows tutors to anticipate the needs and interests of students and student groups while formative assessment - an invaluable element of the learning and evaluation process - during the programme may modify and maximize a students' learning experiences.  Summative assessment and evaluation monitors students' attainment of the expectations and provides for programme improvements in the future.  All of these forms of assessment and evaluation should be viewed as continuous and essential parts of teaching and learning in the arts.
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The two modes of attendance are Full time over one accelerated year (includes the summer months) and Part Time over two years, the second year is accelerated (includes the summer months).

Both modes of attendance can be delivered simultaneously without extra teaching resources because of module matching and that semesters, apart from the final, can be split into 30 credit portions.   




Full Time.
Semester 1 runs from October to January.
Semester 2 runs from January to July.
Semester 3 runs from July to September.

	Semester
	Year
	Module
	Credit Weighting

	1
	1
	3D Computer Animation: Elements
	20

	1
	1
	Research Methods & Communication
	20

	1
	1
	Production Methods: Taught
	10

	1
	1
	Production Management 
	10

	
	
	
	60 (Total)




	Semester
	Year
	Module
	Credit Weighting

	2
	1
	3D Computer Animation: Narrative
	20

	2
	1
	Pre-Production
	20

	2
	1
	Production Methods: Researched
	10

	2
	1
	Post Production 
	10

	
	
	
	60 (Total)




	Semester
	Year
	Module
	Credit Weighting

	3
	1
	Major Project
	60

	
	
	
	60 (Total)







Part Time.
Semester 1 runs from October to January of year 1.
Semester 2 runs from January to July of year 1.
Semester 3 runs from October to January of year 2.
Semester 4 runs from January to July of year 2.
Semester 5 runs from July to September of year 2.

	Semester
	Year
	Module
	Credit Weighting

	1
	1
	3D Computer Animation: Elements
	20

	1
	1
	Production Methods: Taught
	10

	
	
	
	30 (Total)




	Semester
	Year
	Module
	Credit Weighting

	2
	1
	3D Computer Animation: Narrative
	20

	2
	1
	Production Methods: Researched
	10

	
	
	
	30 (Total)




	Semester
	Year
	Module
	Credit Weighting

	3
	2
	Research Methods & Communication
	20

	3
	2
	Production Management 
	10

	
	
	
	30 (Total)




	Semester
	Year
	Module
	Credit Weighting

	4
	2
	Pre-Production
	20

	4
	2
	Post Production 
	10

	
	
	
	30 (Total)




	Semester
	Year
	Module
	Credit Weighting

	5
	2
	Major Project
	60

	
	
	
	60 (Total)






[bookmark: _Toc508266523]Programme Aims 
	The programme has the following general educational and specific aims:

· To stimulate and enhance a graduate’s enquiring, analytical, innovative and creative abilities, and to prepare the graduate, through the acquisition of advanced theoretical concepts and practical skills, for employment, research and continuing professional development thereby encouraging initiative, independent judgement and critical self-judgement.
· To develop an ability to generate and communicate original concepts that extend the knowledge acquired in taught sections of the programme. To develop a comprehensive understanding of the creative, critical, analytical and interpretive skills necessary for the design and implementation of 3D Computer Animation, as individuals and members of teams.  This aim is primarily achieved through the Part II Project.
· To deal with complex 3D Computer Animation production issues both systematically and creatively, make sound judgements in the absence of complete data, and communicate those conclusions clearly to specialist and non-specialist audiences.
· To critically evaluate the social, ethical and cultural implications of 3D Computer Animation in all its forms and contexts.
· To develop an in-depth knowledge and understanding of the range of technologies, both software and hardware, necessary for the design, production and team management of 3D Computer Animation.

[bookmark: _Toc508266524]Programme Learning Outcomes 
The programme learning outcomes below have been arrived at by engagement with key subject QAA benchmarks listed in section 1.1 and laid out in section 2.7.
There has been no change within the last five years with regard to new or updated subject QAA benchmarks that are relevant to this programme and so the MA Architecture 2010 and MA Computing 2011 benchmarks still remain relevant to these PLOs.

Parity with QAA The Frameworks for Higher Education Qualifications of UK Degree-Awarding Bodies at level 7 has also been taken into consideration.
All PLOs are covered by at least two modules at the level which a student will study except for those that are specific to the final 60 credit major group project, which are TS6, TS9.

Knowledge and Understanding (KU)
	ID
	Description
	Certificate
	Diploma
	Masters

	KU1
	Will be able to demonstrate an understanding and advanced knowledge of topics relevant to digital media. 
	
	
	

	KU2
	Will be able to demonstrate advanced contemporary knowledge and mastery of the development tools necessary for the creation of 3D models, rigs, environments and other relevant assets. 
	
	
	

	KU3
	Will be able to demonstrate a systematic understanding of a range of contemporary industry standard media production software. 
	
	
	

	KU4
	Will be able to understand the creative and technical issues of the integration of software into production work flows.
	q
	
	

	KU5
	Will be able to demonstrate a systematic and comprehensive understanding of the techniques and roles associated with a production team for CGI. 
	
	
	

	KU6
	Will be able to demonstrate the ability to design and create complex elements suitable for inclusion in a 3D computer animated team production, based on coherent and advanced knowledge at the forefront of his/her practice. 
	
	
	

	KU7
	Demonstrate a systematic and comprehensive understanding of the techniques and roles associated with a production team for CGI.
	
	
	




Cognitive Skills (CS) 

	ID
	Description
	Certificate
	Diploma
	Masters

	CS1
	Will be able to plan a research proposal by identifying relevant information from academically legitimate sources necessary for the justification of the research, including from our faculty library an extensive online resources.
	
	
	

	CS2
	Will be able to show a critical insight into areas of digital media. 
	
	
	

	CS3
	Will be able to demonstrate originality in the application of that knowledge within his/her chosen field of research of contemporary industry standard media production software. 
	
	
	

	CS4
	Will be able to demonstrate a systematic understanding of advanced research methodologies and personal artistic development to creatively engage in the conceptual stages of animation production. 
	
	
	

	CS5
	Will be able to critically analyse, evaluate and employ a range of advanced contemporary techniques to successfully create and present original pre-production materials to specific target audiences. 
	
	
	

	CS6
	Will be able to demonstrate self-direction and originality when combining a variety of live-action and computer-generated audio-visual material to create and layer images and sequences for (final) digital output; 
	
	
	

	CS7
	Will be able to devise a sound, detailed methodology to creatively develop and apply by practice the solution/s to the identified problem/s, ensuring integration with a team project. 
	
	
	

	CS8
	Will be able to creatively develop the solution using ideas and techniques, some of which are at the forefront of 3D computer practice and reflect advanced scholarship in the discipline.
	
	
	

	CS9
	Will be able to solve problems creatively using linear and lateral thinking techniques and to explain the process and how they were solved.
	
	
	

	CS10
	Will be able to undertake a critical review of audio/visual/textual material, analysing the key concepts and current research in their identified area. The library provides additional support including the “InfoSkills” programme and “Need More”.
	
	
	

	CS11
	Use self-direction and originality when combining a variety of live-action and computer-generated audio-visual material to create and layer images and sequences for (final) digital output.

	
	
	

	CS12
	Will be able to critically analyse and evaluate his/her solutions as part of the team, proposing where or how further improvements can be made.
	
	
	




Practical Skills (PS) 

	ID
	Description
	Certificate
	Diploma
	Masters

	PS1
	Will be able to demonstrate originality and expertise in the ability to calculate and optimize levels of animation control. 
	
	
	

	PS2
	 Will be able create professional quality animated representations of persona, expressions and simulations. 
	
	
	

	PS3
	Will be able to deal with complex post-production problems both systematically and creatively to aesthetically combine sophisticated animation with visual effects sequences in a multi-layered composition, (compositing). 
	
	
	

	PS4
	Present in a coherent and meaningful way, all documentation, written, video or otherwise in a well-constructed and well-presented format to a professional level. 
	
	
	




Transferable Skills (TS) 

	ID
	Description
	Certificate
	Diploma
	Masters

	TS1
	Will be able to effectively use communication and information technology to justify and deliver a research proposal via a verbal presentation. 
	
	
	

	TS2
	Will be able to evaluate and synthesise the information, and present the results in a written report. 
	
	
	

	TS3
	Will be able to identify, analyse, evaluate and employ appropriate software techniques, some of which are at the forefront of their field of study. 
	
	
	

	TS4
	Will be able to identify and apply personal learning methods.
	
	
	

	TS5
	Will be able to demonstrate self-direction and originality in applying solutions to problems in production management including time management. 
	
	
	

	TS6
	Will be able to clearly define their roles within the team and their responsibilities towards the production along with defining the type and importance of the roles. 
	
	
	

	TS7
	Will be able to develop a project plan, apply self-management skills and function as a constituent member of a professional production team. 
	
	
	

	TS8
	Will be able to Incorporate within their work flows, all pertinent social, ethical, legal and professional issues. 
	
	
	

	TS9
	Will be able to communicate, at a professional level, the findings of a study in a written report or video documentary, an oral presentation and in a written critical reflection document. 
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3.1 [bookmark: _Toc508266526]Placements
Not Applicable
3.2 [bookmark: _Toc508266527]Work-based Learning
Not Applicable
3.3 [bookmark: _Toc473021773][bookmark: _Toc473021774][bookmark: _Toc473021775][bookmark: _Toc473021776][bookmark: _Toc473021777][bookmark: _Toc473021778][bookmark: _Toc473021779][bookmark: _Toc473021780][bookmark: _Toc473021781][bookmark: _Toc473021782][bookmark: _Toc318984547][bookmark: _Toc508266528]Sustainability Statement and the Well-being of Future Generations (Wales) Act 2015
The MA in 3D Computer Animation executes sustainability in practical ways and promotes it as an element to be considered within project planning and execution. It is woven into the fabric of the programme through necessity and it reveals itself in four basic, but important ways.

Sustainability and the Effect of Changing Technology.
The programme sits on a foundation of computer technology which continually changes.  The implication of hardware change, computer redundancy and the way the industry deals with this is probably not ideal but most changes and innovation in technology happen in virtual space in the form of new applications and more efficient software. The “green” impact of such advancement has little or no adverse effect on the planet and therefore we promote the use of smarter and faster software.  We do encourage our students to use and purchase high specification general purpose computers, whose life can be prolonged firstly, by having larger propensity in accepting updates and new software, and secondly by a relegation to MIcrosoft Office duties, after the cut and thrust of image manipulation and all-night processing when they are superseded by faster machines.

Sustainability Supported by Core Principles.
The programme promotes principles which are not affected by fashion, the passing of time or technological change.  These sustainable principles are those of lifelong learning and relocatable skills, which contribute to the sustainability of our student careers when they leave college and embark on their chosen pathway through life.  Topics ranging from visual perception to time management are taught at core principle level because the elements they include will not change.  Thirty years in the future and providing we are not charged with entertaining robots, our consumers will still all have eyeballs with a retina, connected to the visual cortex via optic nerves, all of which we learn to manipulate through animation.  Equally, time management will not change because people will always work together in teams and therefor will always need to optimise and manipulate processing and events along a time line.

Sustainability and the Creative Processes.
We encourage our students to think creatively in broad, open and a socially committed way. This, as you would expect includes issues like sexual orientation, gender, racial and religious equality.  Green issues, however, and the longevity of Wales, UK, Europe and the planet, are uppermost in the list of social responsibility.  Those students who are successful and progress through this programme, wield the power of change through their creativity, skill and knowledge.  Their individual animation output may not have a great deal of effect on the planet, but every small thing will help, and most people would be very surprised how far 3D computer animation infiltrates right the way through society.  Parts of David Attenborough’s Blue Planet television series are animated by a graduate of this programme. Cervical screening training videos for the NHS were produced here and the children’s animation industry is a large part of what this programme serves.  There are opportunities for promoting ecological improvement and “green” issues through the delivery of this programme and we try not to miss any of them.

Sustainability and the Generation of Physical (Real) Waste.
This programme doesn’t generate physical waste with regard to items classed as “Consumables”.  The only physical evidence that this programme ever existed might be a discarded USB stick found in the pocket of a student’s jacket long lost and consumed by rising water.
Assignments, Time tables, General Guides, Module Guides, Specific Guides, Tutorial Notes, Interactive tools all reside on computer servers including Moodle and the programmes dedicated “Learning Animation” web site.  Sometimes we do have to print things on paper, but it is generally discouraged by the PD and academic staff.
Work and assignments executed by students take the form of a video file or a word document only.  Videos are presented via digital projection and written work via Turnitin. No other artefacts are generated by this programme and none can be found in real space.  The use of cloud services are encouraged so that external drives and USB sticks are kept to minimum, and only used as secondary back up.

We continue to look for improvements in both delivery and content of this programme, including those of social and environmental importance.

Well-being of Future Generations:
The statement from the Welsh Government (2009) & Well-being of Future Generations (Wales) Act 2015 fits with our own philosophy.  We have no negative effects on future generations because the artefacts we produce are completely virtual, so physical waste, like paper, is not generated. We advocate that this programme contributes to future generations, not least by its legacy of producing well-educated Welsh students but attracts students from the rest of the UK and the world, who may well settle in Wales and contribute to this computer animation industry and the wider community. 

There are opportunities within the programme to use the Welsh language, especially within Pre-production, 3D Computer Animation Narrative and the Major Project.



  
	List Module(s) where learning and teaching materials pertaining to the goal are embedded 
	Development Goals

	
	1) A prosperous Wales
	2) A resilient Wales
	3) A healthier Wales
	4) A more equal Wales
	5) A Wales of cohesive communities
	6) A Wales of vibrant culture and thriving Welsh language
	7)  A Globally responsible Wales 


	Module Code 
	

	M7X01586
Research Methods & Communication
	
	
	
	
	
	
	

	ADGD7001
3D Computer Animation: Elements
	
	
	
	
	
	
	

	ADGD7005
Production Management 
	
	
	
	
	
	
	

	ADGD7007
Post Production
	
	
	
	
	
	
	

	ADGD7006
Pre-Production 
	
	
	
	
	
	
	

	ADGD7002
3D Computer Animation: Narrative
	
	
	
	
	
	
	

	ADGD7003
Production Methods: Taught
	
	
	
	
	
	
	

	ADGD7004
Production Methods: Researched
	
	
	
	
	
	
	

	ADGD7008
Major Project
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MODULE CODE:  	M7X01586	
[bookmark: _Toc330454024]TITLE:			Research Methods and Communication		
DATED:  		26/01/2016

LEVEL:   		7			
CREDITS:  		20		

JACS CODE:		X210	


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

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· 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.

INDICATIVE CONTENT
· The nature and importance of research in the creative industries.
· Research strategies, principles and approaches.
· Research ethics and philosophies.
· Best practices for advanced 2D|3D visual communication.
· Web based social/virtual environments.
· Referencing and data exchange management.
· Commercial awareness.


LEARNING AND TEACHING STRATEGY

The delivery of this module will be via formal lectures, seminars and tutorials, supplemented by a series of master classes, 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 emphasise 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.

The study time for the module is divided as follows:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	
	

	TOTAL
	200
	100%



ASSESSMENT

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

	Mode of assessment
	Volume
	Weighting

	Coursework: Project Proposal & Research Methodology
	Coursework 3000 words 
	50%



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

	Mode of assessment
	Volume
	Weighting

	Practical: Communication of Project Context & Strategy
	Presentation 20 minutes with a further 10 minutes to explore the proposal more fully 
	50%



Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%



READING LIST
	Module Code
	M7X01586

	Module Title
	Research Methods and Communication

	Classification
	Reading List entry
	Electronic*

	Essential
	Collins, H. (2010) Creative Research. AVA Publishing 
	☐

	Essential
	Miller, V. (2011) Understanding Digital Culture, Sage 
	☐

	Essential
	Wallace, M & Wray, A (2011) Critical Reading and Writing for Postgradutes, Sage 
	☐

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

	Further
	McCandless, D. (2010) Information Is Beautiful, Collins 
	☐

	Further
	Prosser, J. (Ed.) (1988) Image-Based Research: A Sourcebook for Qualitative Researchers, Falmer 
	☐


	Further
	Wardrip-Fruin, N. & Montford, N. (2003) The New Media Reader, MIT
	☐







MODULE CODE:	ADGD7001
TITLE:			3D Computer Animation Elements 
DATED:		26/04/2018

LEVEL:  		7		
CREDITS:		20	

JACS CODE:		W614


AIM(S)

To provide students with a systematic knowledge and understanding of computer generated animation styles and technique some of which are at the forefront of contemporary knowledge by examining principles of the control of motion and the use of timing during execution of animated sequences.  To provide students with knowledge of the most common methods of motion, including natural forces, weight, inertia, friction, linear and non-linear motion.  To provide students with knowledge of animation grammar including anticipation and theatrical projection.

LEARNING OUTCOMES

Upon the successful completion of this module, the student will be able to:
· Demonstrate originality and expertise in the ability to calculate and optimise levels of animation control to create professional quality animated representations of persona, animal behavior and natural forces.

· Demonstrate advanced contemporary knowledge and mastery of the development tools necessary for the creation of animation.

INDICATIVE CONTENT

· Using Pre-built rig systems
· Custom controls & constraints
· Linear and Nonlinear motion
· Cycling, circular and reciprocating
· Motion control by using and editing function curves
· Motion using code and mathematical functions
· Control of pivot points for rotation and scaling
· Natural forces including gravity, inertia, friction and elasticity
· Generating basic living entities
· The human figure lifting and acting
· Control of human or animal eyes
· The human figure walking
· Camera work and camera gramma

LEARNING AND TEACHING STRATEGY

The theoretical content of the module is communicated through demonstrations and lectures. The supervised workshops enable the student to further investigate techniques, methodology and procedure demonstrated, to create functional animated sequences.
Implementation:

This encourages the students to develop an advanced library of motion work and 3D animation skills to allow for ambitious and evocative computer-generated animation.  

Through experimentation and tutorial guidance the student will develop a mastery of the technical requirements in the production of 3D Animation.  The approach is systematic and requires each student to experience a wide range of animation tasks which pose specific problems which are normally encountered in animation production workflows.

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

Coursework assessed by around 9 assignments, each one designed to demonstrate their expertise in one particular area of animation, motion or timing. The student is required to present 9 animated sequences to tutors and peers by way of a presentation and explain how creative issues were dealt with and how technical problems were overcome.

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



	Mode of assessment
	Volume
	Weighting

	Presentation 
	Individual Presentation (10 minutes); Individual Video Portfolio
	100%



Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



READING LIST
	Module Code
	ADGD7001

	Module Title
	3D Computer Animation Elements 

	Classification
	Reading List entry
	Electronic*

	Essential
	Module Guide: 3D Computer Animation (pdf)
	☒

	Essential
	http://www.learninganimation.co.uk/animation/
	☒

	Essential
	Hooks, E., 2017. Acting for Animators: 4th Edition, 2 edition. ed. Routledge, New York.
	☐

	Essential
	Palamar, T., 2015. Mastering Autodesk Maya 2016: Autodesk Official Press, 1 edition. ed. Sybex, Indianapolis, Indiana.
	☐

	Essential
	Univ, P.S.T.P., 2017. Autodesk Maya 2018: A Comprehensive Guide, 10 edition. ed. CADCIM Technologies.
	☐

	Further
	O’Hailey, T., 2013. Rig it Right! Maya Animation Rigging Concepts, 1 edition. ed. Focal Press, New York.
	☐

	Further
	Osborn, K., 2015. Cartoon Character Animation with Maya: Mastering the Art of Exaggerated Animation, 01 edition. ed. Fairchild Books, London.
	☐

	Further
	Osipa, J., 2010. Stop Staring: Facial Modeling and Animation Done Right, 3rd Edition edition. ed. Sybex, Indianapolis, Ind.
	☐







MODULE CODE:	ADGD7002
TITLE:			3D Computer Animation Narrative 
DATED:		26/04/2018

LEVEL:  		7		
CREDITS:		20	

JACS CODE:		W614


AIM(S)

To provide students with a systematic knowledge and understanding of computer generated animation styles and technique some of which are at the forefront of contemporary knowledge by examining principles of the control of motion and the use of timing during execution of animated sequences.  To provide students with a knowledge and understanding of common rigging methods used in the preparation of modelled characters and the modelling, preparation and animation of lip synced human faces. To provide students with an opportunity to complete a whole narrative film based on a musical sound track.

LEARNING OUTCOMES

Upon the successful completion of this module, the student will be able to:

· Demonstrate originality and expertise in the ability to calculate and optimise levels of animation control and to prepare a sound track to create professional quality animated representations of persona

· Demonstrate advanced contemporary knowledge and mastery of the development tools necessary for the creation of animation set to music

INDICATIVE CONTENT

· Human Face modelling
· Texturing and image preparation
· Lip sync animation
· Facial expression & secondary motion
· Combining Dynamics & Simulations into animation
· Building Custom controls & constraints
· Analysing music in terms of mood 
· Analysing music in terms of structure & rhythm (bar & time signature)
· Planning camera work and shot angles
· Planning the time line.
· Advanced Control of Camera
· Advanced lighting techniques
· Mental Ray rendering

LEARNING AND TEACHING STRATEGY

The theoretical content of the module is communicated through demonstrations and lectures. The supervised workshops enable the student to further investigate techniques, methodology and procedure demonstrated, to create functional animated sequences.
Implementation:

It is envisaged that animation classes have helped students develop an advanced library of motion work and 3D animation skills to allow for ambitious and evocative computer-generated animation.  
Through experimentation and tutorial guidance the student will develop a mastery of the technical requirements in the production of 3D Animation.  The approach is systematic and requires each student to experience a wide range of animation tasks which pose specific problem which are normally encountered in animation production workflows.

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

Coursework assessed by 3 assignments, each one designed to demonstrate their expertise in a variety ways including rigging, lip sync animation and narrative film construction. The student is required to present 3 animated sequences to tutors and peers by way of a presentation and explain how creative issues were dealt with and how technical problems were overcome.

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



	Mode of assessment
	Volume
	Weighting

	Presentation 
	Individual Presentation (10 minutes); Individual Video Portfolio
	100%



Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



READING LIST
	Module Code
	ADGD7002

	Module Title
	3D Computer Animation Narrative 

	Classification
	Reading List entry
	Electronic*

	Essential
	Module Guide: 3D Computer Animation (pdf)
	☒

	Essential
	Williams, R.E., 2009. The Animator’s Survival Kit, Main-Revised Edition edition. ed. Faber & Faber, London.
	☐

	Essential
	Lanier, L., 2015. Advanced Maya Texturing and Lighting, 3rd Edition edition. ed. Sybex, Indianapolis, IN.
	☐

	Further
	http://www.learninganimation.co.uk/animation/
	☒

	Further
	Thomas, F., Johnston, O., 1997. The Illusion of Life: Disney Animation, 1st Hyperion Ed edition. ed. Hyperion, New York.
	☐

	Further
	Yot, R., 2011. Light for Visual Artists: Understanding & Using Light in Art & Design, Reprint edition. ed. Laurence King, London.
	☐

	Further
	Publishing, 3dtotal (Ed.), 2016. Sculpting from the Imagination: ZBrush. 3dtotal Publishing.
	☐








MODULE CODE:	ADGD7003
TITLE:			Production Methods Taught
DATED:		26/04/2018

LEVEL:  		7		
CREDITS:		10	

JACS CODE:		W614


AIM(S)

To enable the student to gain a systematic knowledge of contemporary industry standard media production software relevant to their chosen field of research.

LEARNING OUTCOMES

Upon the successful completion of the module the student will be able to:
· Have a systematic understanding of a range of contemporary industry standard media production software.
· Understand the creative and technical issues of the integration of software into production work flows.

INDICATIVE CONTENT

· Referencing & Building 3D assets
· Designing Surface attributes to 3D assets
· Planning 2D graphics assets
· Texturing & matte painting
· Choreographing 3D elements
· Choreographing 2D elements
· Compositing and layering imagery
· Editing and preparation of sound

LEARNING AND TEACHING STRATEGY

This module is designed to develop the student’s ability to systematically understand the way in which different software applications are used in a single project.  The each student is required to execute an instructional film which demonstrates a simple process (usually the wiring of a 13 amp plug).  The instructional film requires the student to able to plan, use and integrate assets generated from different software applications and bring them together into a final animated film.  The project involves the use and integration of a painting, 3D, compositing, editing and sound applications

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

Coursework assessed by one assignment.
Assessment will consist of a presentation of their final instructional film. 
The assessment will be entirely project based, with the student presenting his/her work to the peer group and lecturers for feedback and evaluation. Group discussion about the work should take place to encourage students to be articulate about the work and to promote the cross-fertilisation of ideas.
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Presentation 

	Individual Presentation (6 minutes);
 Individual Video Portfolio
	100%



Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



READING LIST
	Module Code
	ADGD7003

	Module Title
	Production Methods Taught 

	Classification
	Reading List entry
	Electronic*

	Essential
	Module Guide: Production Methods (pdf)
	☒

	Essential
	Dunlop, R., 2014. Production Pipeline Fundamentals for Film and Games, 1 edition. ed. Focal Press, New York.
	☐

	Essential
	http://www.learninganimation.co.uk/production_meth_P1/
	☒

	Further
	Faulkner, A., Chavez, C., 2017. Adobe Photoshop CC Classroom in a Book, 01 edition. ed. Adobe, San Jose, California.
	☐

	Further
	Fridsma, L., Gyncild, B., 2016. Adobe After Effects CC Classroom in a Book. Adobe, San Francisco, California.
	





MODULE CODE:	ADGD7004
TITLE:			Production Methods Researched 
DATED:		26/04/2018

LEVEL:  		7		
CREDITS:		10	

JACS CODE:		W614


AIM(S)

To orientate the student towards the on-going process of self-learning and development by exploring a relevant application of their choice.

LEARNING OUTCOMES

Upon the successful completion of the module the student will be able to:
· Have the ability to identify, analyse, evaluate and employ appropriate software techniques, some of which are at the forefront of their field of study.
·  Identify and apply personal learning methods.

INDICATIVE CONTENT

· Research
· Exploration
· Experimentation
· Presentation of Findings

LEARNING AND TEACHING STRATEGY

This module is designed to develop the student’s ability to systematically understand and employ a range of contemporary media software specific to their research needs.
The student’s needs may be different in each individual case and will be identified by the module leader from the outset of the module’s delivery.
The environment for this module should encourage the sense of a post graduate community that benefits from the crossover of ideas and techniques at an advanced level.  

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

Coursework assessed by one assignment.
Summative assessment will be a student led assignment encouraging student exploration of conventional and/or alternative production methods using industry standard digital media software.
The assessment will be entirely project based, with the student presenting his/her work to the peer group and lecturers for feedback and evaluation. Group discussion about the work should take place to encourage students to be articulate about the work and to promote the cross-fertilisation of ideas.

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



	Mode of assessment
	Volume
	Weighting

	Presentation
	Individual Presentation (6 minutes);
 Individual Video Portfolio
	100%




Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



READING LIST
	Module Code
	ADGD7004

	Module Title
	Production Methods Researched 

	Classification
	Reading List entry
	Electronic*

	Essential
	Module Guide: Production Methods (pdf)
	☒

	Essential
	Zwerman, S., Okun, J.A. (Eds.), 2014. The VES Handbook of Visual Effects: Industry Standard VFX Practices and Procedures, 2 edition. ed. Focal Press, New York.
	☐

	Further
	Qureshi, M.F., 2013. VFX and CG Survival Guide for Producers and Filmmakers: Volume 1, 001 edition. ed. CreateSpace Independent Publishing Platform, s.l.
	☒





MODULE CODE:	ADGD7005
TITLE:			Production Management
DATED:		26/04/2018

LEVEL:  		7		
CREDITS:		10	

JACS CODE:		W614


AIM(S)

This module is designed to foster students’ critical awareness of computer generated imagery (CGI) industry standard production practices in the rapidly evolving field of computer animation including team and time management.

LEARNING OUTCOMES

Upon the successful completion of this module, the student will be able to:
· Demonstrate a systematic and comprehensive understanding of the techniques and roles associated with a production team for CGI.
· Demonstrate self-direction and originality in applying solutions to problems in production management.

INDICATIVE CONTENT

· The understanding and interpretation of client’s needs and expectations.
· Client management, communication and conventions.
· Production Scoping
· Production Scheduling
· Budgeting
· Gantt Chart Preparation & Analysis
· Team communication, resource & file management
· Team building and cooperation strategies for computer animation
· Social, ethical and legal matters

LEARNING AND TEACHING STRATEGY

The theoretical content of the module is communicated through illustrated examples and lectures.   
Information will be imparted by lectures, exercises and reinforced through role-play.

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

Coursework assessed by a written assignment in the form of a report
The Assignment consists of a Scoping Case Study and a Scheduling & Communication Exercise of 2000 – 3000 words.  
Each student is required to prepare a case study analysis of a CGI production, or part thereof, in the form of a descriptive and tabulated breakdown. This reverse engineered scoping exercise requires forensic analysis of images and sequences of varying complexity.
The scheduling & communications requires the production of a budget, comprehensive, client, crew schedules and client, crew email communications. The student will also be expected to use their intuition   in inserting and arranging the processes into a working schedule (usually as a Gantt Chart), to enable the production to run smoothly.  He/she must also strategically task the crew to maximise quality and speed of production. The assignment provides the student with a compressive set of tables describing the clients, their needs, the crew, their skill sets, their daily charges for each skill, and a complete scope of around 40 processes, their durations, what review or project monitoring is required, start and final delivery dates.

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



	Mode of assessment
	Volume
	Weighting

	Writtten Report


	Individual Scoping, Scheduling and Communication Exercise (2000-3000) words 
	100%



Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



READING LIST

	Module Code
	ADGD7005

	Module Title
	Production Management

	Classification
	Reading List entry
	Electronic*

	Essential
	Module Guide: Production Management (pdf)
	☒

	Essential
	http://www.learninganimation.co.uk/production_manage/
	☒

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

	Further
	Rall, H., 2018. Animation: From Concept to Production, 1 edition. ed. CRC Press, Boca Raton, FL.
	☐



MODULE CODE:	ADGD7006
TITLE:			Pre Production
DATED:		26/04/2018

LEVEL:  		7		
CREDITS:		20	

JACS CODE:		W614


AIM(S)

· To create pre-production material that reflects new insights into their field of study;
· To create and present original pre-production material that clearly communicates to specialist and non-specialist audiences.

LEARNING OUTCOMES

Upon the successful completion of this module, the student will be able to:

· Demonstrate a systematic understanding of advanced research methodologies and personal artistic development to creatively engage in the conceptual stages of animation production

· Critically analyse, evaluate and employ a range of advanced contemporary techniques to successfully create and present original pre-production materials to specific target audiences

INDICATIVE CONTENT

· Film history, genre, and structure.
· Diversity in animation voices and themes
· Structuralist analyses of narrative.
· Oral narrative.
· Screenwriting
· Story development
· Elements of visual studies for animation
· Composition, layout, and editing
· Cinematic conceptions of story, plot, and narrative.
· Film analysis: toward a cinematic language.
· Semiotics, Hermeneutics.
· Character and Environment development
· Concept artwork, lateral thinking
· Timing for animation & progression reel production
· Planning Storyboards
· Planning and testing production viability
· Structuring and Planning a Pitch Presentation
· Structuring and Planning a Group Presentation 




LEARNING AND TEACHING STRATEGY

The theoretical content of the module is communicated through illustrated examples and lectures. The supervised workshops enable the student to further investigate the process of production development and planning.

Through experimentation and tutorial guidance the students will develop a mastery of the necessary techniques involved in the pre-production of exciting and ambitious production material.  The delivery of the module will be split into two parts.  

Each student is required to research and develop the necessary skills necessary to produce pre-production elements.

The first part requires each student to prepare a presentation which advocates their individual idea for an animated film production.  Their idea is then “pitched” via a presentation, to tutors and the rest of the student cohort.  The cohort, depending on cohort size, then choose, through a democratic voting system, which idea or ideas will be taken forward and further developed in the second part of the module.  Each student will also submit a report (pitch document) describing their production concept.
In the second part of the module, students will be split into two equal groups.  Under supervision they will identify an ambitious and challenging Part II Project which is academically rigorous and to be completed as a team project.  The teams will break down the pre-production material so that every team member has a specialist area to work in.  The material will be brought together at the end of the module, when the teams as a group, will present their pre-production material by demonstration and oral presentation.  Each individual student will also submit a report describing their participation in this stage of the Project.

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

Coursework assessed by two assignments, each weighted at 50% of the total mark.
The module outcomes will be assessed by two coursework assignments, each comprising of 50% of the total module mark. 

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



	Mode of assessment
	Volume
	Weighting

	Individual Presentation & Individual Report 1
	 (15 minutes)  (800-1000 words)
 
	50%







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



	Mode of assessment
	Volume
	Weighting

	Group presentation & Individual Report 2
	(15 minutes) (1800-2200 words)
	
50%




Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



READING LIST

	Module Code
	ADGD7006

	Module Title
	Pre Production

	Classification
	Reading List entry
	Electronic*

	Essential
	Module Guide: Pre-Production (pdf)
	☒

	Essential
	Enevoldsen, M.M.S., Pindal, M.K., 2012. The Art of Short Films: Volume 1. CreateSpace Independent Publishing Platform. 
	☐

	Essential
	Brown, B., 2016. Cinematography: Theory and Practice: Image Making for Cinematographers and Directors, 3 edition. ed. Focal Press, New York London.
	☐

	Essential
	Sullivan, K., Alexander, K., Mintz, A., Besen, E., 2013. Ideas for the Animated Short: Finding and Building Stories, 2 edition. ed. Focal Press, New York ; London.
	

	Further
	http://www.learninganimation.co.uk/students/SMU_pre_prod.php
	☒

	Further
	Brooks, J. “Jazza,” 2016. Draw With Jazza - Creating Characters: Fun and Easy Guide to Drawing Cartoons and Comics. IMPACT Books, Cincinnati, Ohio.
	☐

	Further
	Paez, S., Jew, A., 2013. Professional Storyboarding: Rules of Thumb, 1 edition. ed. Routledge, New York.
	☐

	Further
	Polson, T., 2013. The Noble Approach, 01 edition. ed. Chronicle, San Francisco.
	☐






MODULE CODE:	ADGD7007
TITLE:			Post Production
DATED:		26/04/2018

LEVEL:  		7		
CREDITS:		10	

JACS CODE:		W614


AIM(S)

This module is designed to provide students with a comprehensive knowledge and understanding of individual image manipulation and complex effects sequences.

LEARNING OUTCOMES

Upon the successful completion of this module, the student will be able to:
· Deal with complex post-production problems both systematically and creatively to aesthetically combine sophisticated animation with visual effects sequences in a multi-layered composition.
·  Use self-direction and originality when combining a variety of live-action and computer-generated audio-visual material to create and layer images and sequences for (final) digital output.

INDICATIVE CONTENT

· Output Methods, File Formats Image Resolution & Compression
· RGBA Composting Theory
· Environmental Simulations through Compositing
· Alpha Channel Manipulation and Render Layers/Passes
· Image Layers and Channels
· Sound Effects, Synchronisation, Editing and Manipulation
· Retouching
· Digital Filters and Effects
· Image Compositing Techniques- Masking and 2D layering

LEARNING AND TEACHING STRATEGY

The theoretical content of the module is communicated through demonstrations and lectures. The supervised workshops enable the student to further investigate techniques, methodology and procedure demonstrated, to create functional animated sequences.

The module develops key areas of 3D technical design and innovation that underpin the working practices of CG (Computer Generated) production facilities.  Classes will cover each stage of the planning and structuring of effects based “shots” and progress through to the specific technical knowledge required to render and composite images and sequences.

Through experimentation and tutorial guidance the student will develop a mastery of the technical requirements in the production of effects-based 3D sequences and effects shots.  The approach may vary from introducing objects or environmental conditions to pre-recorded live action, to the more ambitious combination of fantasy or imaginary characters within effects or locations

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

The module outcomes will be assessed with a coursework assignment comprising 100% of the total module mark which will be used to test the academic content of the outcomes.

The assignment normally requires the student to produce a finished composited sequence from a combination of live action, still images and computer renders.

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



	Mode of assessment
	Volume
	Weighting

	Presentation 
	Individual Presentation; (5 minutes); Individual Video Portfolio
	100%



Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



READING LIST
	Module Code
	ADGD7007

	Module Title
	Post Production

	Classification
	Reading List entry
	Electronic*

	Essential
	Module Guide: Post Production (pdf)
	☒

	Essential
	Wright, S., 2017. Digital Compositing for Film and Video: Production Workflows and Techniques, 4 edition. ed. Focal Press, New York.
	☐

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

	Further
	Brinkmann, R., 2008. The Art and Science of Digital Compositing: Techniques for Visual Effects, Animation and Motion Graphics, 2 edition. ed. Morgan Kaufmann, Amsterdam ; Boston.
	☐

	Further
	Ganbar, R., 2014. Nuke 101: Professional Compositing and Visual Effects, 2 edition. ed. Peachpit Press, San Francisco.
	☐

	Further
	Gress, J., 2014. [digital] Visual Effects and Compositing, 01 edition. ed. New Riders, San Francisco, California.
	☐





MODULE CODE:	ADGD7008
TITLE:			Major Project
DATED:		26/04/2018

LEVEL:  		7		
CREDITS:		60	

JACS CODE:		W614


AIM(S)

The Part II Project provides an opportunity for the student to undertake a deep and systematic study into particular areas of the agreed team Project.  The areas will require knowledge and understanding at the forefront of developments within the field of computer animation and to encourage further team cooperation.  It will provide a vehicle to further advance the innovative and creative skills of the student and to integrate the material taught in Part 1.  As such it aims to prepare the students for life-long learning, fostering an investigative and analytical approach to solving complex problems in an innovative manner.

LEARNING OUTCOMES

Upon the successful completion of this module, the student will be able to:
· Role & Responsibility Definition:
Clearly define their role within the team and their and responsibilities towards the production along with definitions of their role categories.  Categories should be one or more of the following which are Supervisory, Primary, Support, Standby, and Shadowing.  

· Plans & Methodology:
Devise a sound, detailed methodology to creatively develop and apply by practice the solution/s to the identified problem/s, ensuring integration with the Project as a whole;
Develop a project plan, apply self-management skills and function as a constituent member of a professional production team

· Design Creatively & Problem Solve:
Demonstrate the ability to design and create complex elements suitable for inclusion in a 3D computer animated team production, based on coherent and advanced knowledge at the forefront of his/her practice.
Creatively develop the solution using ideas and techniques, some of which are at the forefront of 3D computer practice and reflect advanced scholarship in the discipline;
Solve problems creatively using linear and lateral thinking techniques and to explain the process and how they were solved.
Incorporate within the study all pertinent social, ethical, legal and professional issues.

· Critical Analysis and Reflection:
Undertake a critical review of audio/visual/textual material, analysing the key concepts and current research in their identified area,
Critically analyse and evaluate his/her solutions as part of the team Project, proposing where or how further improvements can be made;



· Communication:
Communicate, at a professional level, the findings of the study in a written report or video documentary, using oral presentation and in a written critical reflection document.
Present in a coherent and meaningful way, all documentation, written or otherwise in a well-constructed and well-presented format to a professional level.

INDICATIVE CONTENT

Students will undertake projects which will be innovative, academically demanding and which will require a sound theoretical knowledge.  They will be expected to work with the minimum of direct supervision in the process leading to the solution of the identified problem based on the results of investigation.
Students will be expected to acquire new knowledge and familiarise themselves with new subject areas, depending on the nature of the project.

Normally, each student will remain a member of the team identified in Part I and in a Document of Intent (500 to 1000 words) and work on a single team project.  The material they will be assessed on will be their practical contribution to the Project demonstrated via the Interim and Final Presentations, a 3,000 – 4,000 word report or a 6 to 8 minute video report in the form of a making of documentary film and a 1500 – 2000 word critical reflection.

LEARNING AND TEACHING STRATEGY

This module is undertaken by students on a team basis. It is the student that is responsible for the conduct and pace of the work.  There will be team supervision and individual tutorial support on a weekly basis, (full time) and fortnightly basis, (part time) by the Part II Project Teaching Team, under the guidance of the Part II Project Co-ordinator.

Supervisors will provide technical guidance throughout the project and formal records of all meetings will be kept. Students are also required to maintain a log book or journal to enable the supervisor and the student to keep track of the work as it evolves. The supervisor will also advise on the presentation of the report. 
It should be stressed that at all times it is the intention of the supervisors to guide the student to his/her own solution of the problem(s).  It is also the intention of the supervisors to guide the teams towards the successful completion of the Project.

If a team member should drop out of the Programme, it will be the Part II Project Teaching Team’s responsibility, under the guidance of the Part II Project Co-ordinator, to make sure that the remaining students are able to progress with their individual parts of the Project and not be disadvantaged.  To facilitate progress in this situation, stock materials, models, etc. may be brought into the Project as substitutes for the missing student’s work.

Should a student choose to suspend studies, the Project team will proceed as stated in the paragraph above and the said student will have the following options to proceed with his/her studies at a later date:

a. Join another cohort team when they are about to embark on the Part II Project and relinquish his/her work up to the date of suspending studies;

b. Resume his/her studies at a time that suits him/her personally, (providing it is within the University of Wales regulations) in order to continue with the project work originally identified on the understanding that it would probably not become part of the original team’s film.  In this situation, s/he would continue his/her studies without being a constituent member of a team.  The student would be actively encouraged to continue with his/her studies through regular tutorial support and the ongoing Production Methods module which brings together all the students on the MA pathway on a regular basis.

Students who suspend their studies are not disadvantaged in terms of the MA award.  Students who have no option but to proceed with their Part II Project on their own can still fulfil the learning outcomes of the Part II Project.  The elements that include reference to group working will be addressed by the student addressing self-management issues.

Students who have no alternative but to work independently are only disadvantaged in terms of not being part of a team and not working on a team show-reel, their academic assessment remains unaffected.  The oral presentation of the artefact will still be a significant part of the assessment process but will only involve the student presenting his/her work to the assessors.

Implementation of Group Work Management.

Depending on the type of group project and the general characteristics of the cohort two main management models are employed.  One is a pyramidal system where a project director and or project manager is chosen from the student cohort, by the student cohort.  Other roles like departmental heads may also be chosen.  This model is common in most industrial situations within film, TV and game production.  The second is a more committee led model where most decisions are made by cohort consensus and where debate and constructive argument is used to form policy.  Although this model would be considered rare within an industrial context, a combination of both models works well within the context of this project.
Regardless of what management model is agreed, each individual student must have a fair balance of definable responsibilities and practical tasks to execute within the project.   The balance and outcome of these are monitored by the member of staff responsible for the module thus making the performance of an individual student easily accessible for assessment scrutiny.

Production management meetings take place at regular intervals which usually involve the whole cohort.  The weekly production management meetings include the whole cohort and the member of staff responsible for the module and are usually combined with a tutorial.

Implementation of Full Time and Part Time Project Cooperation.
The major project offers an opportunity for full time and part time students to work together on a common major project or to provide input or services between each other’s major projects.   This is possible because tutorials can be scheduled to be out of normal working hours and because of a shared three-month period where both modes of study converge.  This period is a semester 3 which runs from the June exam board date (usually the middle of June) through to the middle of September.  Within this period it is possible to timetable both modes of study so that they share part or all of their tutorial time.

Student progression leading up to and during the Part II Project can be charted as seen in the table below for full and part time students


	Full time 
Week
	Part time 
Week
	Part I Pre-Production Module

	24
	31
	There can be more than one project (group) depending on the size of the cohort

	
	
	Each group identifies a project that they will complete in Part 2 of the MA.
Students carry out all pre-production necessary for identified project.
Individual aims and objectives are identified by each individual student and negotiated with the group with supervision.

	30
	45
	Pre-Production 2nd assessment. Oral Presentation & Report

	
	
	Part II Major Project

	31
	46
	Project teams reviewed to account for progression.

	32
	47
	Shortfall (if any) in team members identified and member aims and objectives re-negotiated and modified accordingly to cover the losses.

	Weekly
	Fortnightly
	Team & individual supervision

	37
	59
	Interim Oral Presentation of work in progress and submission of Document of Intent.

	43
	73
	Final Oral Presentation of the artefact

	45
	75
	Final Report and Critical Reflection submissions




The underlying concept for the Project is that it has to remain intact throughout Part II of the Programme. Students are only able to change details of the project specification in agreement with the Part II Project Co-ordinator.

At the outset of the Project each student will identify (with the support of the Part II Co-ordinator and Programme Director) their personal aims and objectives for the Part II Project.  The supervisors will ensure that the aims and objectives identified by each student accommodate the aims and learning outcomes of the Part II Project module.  The student will submit these aims and objectives in written form as a Document of Intent (500 to 1000 words) and s/he will be measured against them at the end of the Project. 
The Document of Intent should clearly define their roles within the team and their categorisation which are listed below: -

· A Supervisory Role is classified as managerial and who tasks, schedules, monitors and/or mentor others.  A Director or Project Manager are typical supervisory roles.  Not all students would be expected to take a supervisory role.

· A Primary Role and or Responsibility is one that is critical to the successful completion of the project.  All students would be expected to take on at least one primary role and or responsibility but some could have more than one.


· A Secondary or Support Role and or Responsibility is one that is not critical to the successful completion of the project but increases quality or reduces production time.  All students would be expected to take on at least one secondary or support role and or responsibility depending on their commitment to the two categories above but some can could have more than one.

· A Standby Role and or Responsibility is one already allocated to other members of the team but could be replaced if absent or sick.  All students would be expected to take on at least one Standby Role and or Responsibility depending on their commitment to the two categories above but some can have more than one.

Each student will submit a Final Report which clearly identifies how s/he has contributed to the Project in the form of a 3,000 – 4,000 word document with visuals OR a 6 to 8 minute making of documentary video and a 1500 - 2000 Critical Reflection which identifies how s/he has served  the 'team' and has related to the group dynamic, two weeks after the final oral team presentation of the artefact.

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	8

	Independent learning
	552
	92

	Placement learning
	0
	0

	TOTAL
	600
	100%



ASSESSMENT

The responsibility for the assessment of the project rests with the whole of the supervisory team. All oral presentations of preliminary work and the artefact will be judged by consensus marking where the projects will be displayed to all the tutors.  The designated Part II Project Co-ordinator will act as chairperson when assessment is discussed and finalised.  In the case of the report and critical reflection element of the Project the responsibility for assessment will be shared by the team members.  As a check on the accuracy of assessment, sampling of the reports and double marking will be undertaken by the project coordinator and teaching team.  As team marking is employed in all cases, there should be little doubt about the final grade, however the quality of the assessments will be regulated by the external examiner.  All work will be available in digital form (DVD, etc) for evaluation by the external examiner.

The Interim Oral Presentation and the Final Oral Presentation will both involve each team presenting their work as a unified group.  It is anticipated that the Interim Oral Presentation could take one and a half hours for a group of students and that the Final Oral Presentation could take at least three hours.
In all cases each student’s role and contribution to the Part II Project will be clearly identified, and the work produced will be capable of being presented and assessed in isolation from the rest of the work as well as with it, in both the Interim and Final Oral Presentations.

Each student will be assessed on his/her contribution to the Part II Project, not the Part II Project as a whole.  Should a student produce poor work, it will reduce the overall quality of the Project as a whole but will not disadvantage any other student, because the poor work will be directly attributable to the student concerned.  This approach is to be found in industry where the responsibility for good and bad work has to be easily identified.  In likewise fashion, should a student produce exceptionally good work, this will raise the overall quality of the Project but will not advantage any other student. 

The fact that the students work together may suggest collusion, however the strategy of extended oral examinations, where each student is required to identify and discuss his/her contribution to the Project in front of his fellow team members will further enable the assessors to evaluate each student’s contribution to the project.  The tutorial supervision record will also be used as relevant material when considering each student’s contribution to the team, as will the individual written submissions by each student.


Major Project Documentation.
The written element of this module is divided into three parts.

The first document is a short declaration of Intent, referred to in the following table as Stage 2: Document of Intent submission which is prepared on the launch of this module and is handed to the module supervisor on the day of the Interim Oral presentation.  This declaration will list the individual roles that the student has elected to execute with regard to the implementation of the major project.  These roles must have been negotiated and agreed with the rest of the team members and must include a reason why these roles were chosen.  Reasons may include matching skill sets, matching aspirations, a need for further exploration or research in a certain area of creativity or technique.  Each role has to be categorised into one of the four types specified earlier.  These are Supervisory, Primary, Secondary and Standby.

The second document is the Final Report and describes the individual’s process involvement and the contribution that these processes made to the final output of the project.  A typical process could be or include modelling geometry, texturing geometry, testing animation, final choreography, render wrangling, compositing and others.  An individual student may have had many processes to execute within the major project and so a description of how these processes were implemented, both in terms of the technical and creative aspects is the main content of this report.  There is a choice of two modes of delivery for the Final Report. Each student can choose either writing a document of between 3000 and 4000 words and should include images, or can choose to produce a making of documentary film of between 6 and 8 minutes in duration. 

Success or failure of process implementation and how best to rectify this in future can be documented in this report but not how success or failure affected the team and the project overall.  This is covered in the Critical Reflection submission.

The third document is the Critical Reflection submission and as mentioned above, should cover how success or failure of certain processes implemented by the individual affected the team and the project output.  The criticism of other team members in this submission is not encouraged but reference to failed or late delivery of processes by other team members may be reported here.  The main thrust of this submission is how the individual student matched up to their roles described in their Document of Intent submission.  Issues like the success or failure or process delivery, the effect on the project as a whole by the quality of an individual process.  Reflective questions like, ‘as a primary provider of a process subset (for example, all project texturing), did I do a good job or did I provide a poor service?  Did I become demotivated at some point in the schedule?  How can I improve my inter personal skills in future?’  This submission is an opportunity to self-evaluate their gains in terms of knowledge, analysis, application and increased skills.

The written submissions will be assessed by two internal examiners (excluding the supervisor) and the external examiner will sample a range including all failed work and all distinction level work. Where the internal examiners’ assessment differs by more than 10 marks, a third marker will assess the report and attempt to resolve the discrepancy by agreement. 

The Project Co-ordinator will chair the meetings of the team when assessment is discussed and finalised.

	Full time assessment date 
Week
	Part time  assessment date
Week
	
	Part II Project 

	37
	59
	
	· Stage 1: Interim oral presentation of work in progress

	37
	59
	
	· Stage 2: Document of Intent submission (500 – 1,000 words)

	43
	73
	
	· Stage 3: Final oral presentation of the artefact and all its constituent parts

	45
	75
	
	· Stage 4: Report submission:
Written (3000 – 4,000 words)
· OR
Documentary Video (6 – 8 minutes)


	45
	75
	
	· Stage 5: Critical Reflection submission (1500-2000 words)




The table above shows the timing of the assessment stages for the full and part time Part II Project.  The Stage number cross reference with ‘Details of Outcome Assessment’ tables below.
The Project Co-ordinator will ensure uniformity of marking standards. 
General Part II Project Assessment Criteria:
The assessment procedure is split into five stages, each designed cover one or more of the Outcomes and assessment criteria.  Together, all five stages cover all Outcomes and assessment criteria.

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



	Mode of assessment
	Volume
	Weighting

	Document of Intent 

Interim Presentation 

Final Presentation

Final Report 


Document of Critical 
Reflection 
	(written submission 500 - 1,000 words)
(5-10 minute PowerPoint presentation from each student)
(10-15 minute PowerPoint presentation from each student)
(illustrated written submission 3000 – 4000 words OR a Making Of Documentary Video 6 – 8 minutes duration)
(written submission 1,500 – 2000 words)

	100%



Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%
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	ADGD7008

	Module Title
	Major Project
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	Module Guide: Major Project (pdf)
	☒
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	Mitchell, B., 2016. Independent Animation: Developing, Producing and Distributing Your Animated Films, 1 edition. d. CRC Press, Boca Raton.
	☐

	Further
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	☒

	Further
	Mercado, G., 2018. The Filmmaker’s Eye: Learning (and Breaking) the Rules of Cinematic Composition, 2 edition. ed. Focal Press
	

	Further
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