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SECTION A - The Main Programme
1.	Introduction
   1.1 	Programme Overview
	Awarding Institution/Body:		
	University of Wales Trinity Saint David

	Teaching Institution:		
	University of Wales Trinity Saint David

	Final Award:				
	MArts (Hons) 3D Computer Animation
BA (Hons) 3D Computer Animation

	Exit Awards:			
	Exit awards for MArts:
Postgraduate Certificate in 3D Computer Animation
BA (Hons) 3D Computer Animation
Exit awards for BA:
Diploma of HE in 3D Computer Animation
Certificate of HE in 3D Computer Animation

	Name of Route/Pathway or Field:	
	

	Programme JACS Code:		
	W600

	Length of programme and mode of attendance (full-time, part-time, sandwich, other):
	4 Years F/T, up to 8 years P/T

	Location of delivery: 
	Alex Rd Campus

	Language of delivery: 
	English

	Anticipated Student Numbers (headcount):
	60+ over the three years

	Anticipated Student Numbers (FTE):
	

	QAA Subject Benchmarking Statement(s):
	· QAA Subject Benchmarking Statement for Art and Design (2008).
· QAA Subject Benchmarking Statement for Communication, Media, Film, and Cultural Studies (2008).

	Other external benchmarks:
	· QAA Subject Benchmarking Statement: Masters Degree in Business and Management (2007).

· QAA Masters Degree Characteristics (2010)
http://www.qaa.ac.uk/en/Publications/Documents/Subject-benchmark-statement-Masters-degrees-in-business-and-management.pdf 





[bookmark: _Toc418582792]
2	Rationale
The new MArts in 3D Computer Animation builds on the BA (Hons) of the same name. The Computer animation programme at Swansea College of Arts has been very successful over a number of years and has had hundreds of students graduating from the degree and gaining successful positions working as animators, compositors and as a part or a lead position in visual effects. It is hoped that the MArts will continues to benefit from this strong brand identity and attract students that wish to study and develop 3D imagery and animation through the use of characters, scenes, environments and any combination of these. There have been a plethora of visual styles over the years with some of the final year projects being narrative or story-dependant, whilst others have been purely shot-driven or effects based. The range of work and approaches is often seen as an attractive quality for applicants and through the course of study students have ultimately directed their interests, to a particular field of 3D computer animation by the final year. Over the years the programme has made changes to meet those found in the industry and also to keep the content and practice found in the programme vibrant and forward looking. 
The move towards the MArts is evidence of this change and reassessment of what the students are seeking. The new programme has three themes 
3D Story and Character-based modules
3D Visual Effects and Compositing modules
3D Motion Capture modules
The MArts will retain the common year for all students and some of the changes made will provide optional modules at Level 5 and 6 respectively. It is felt this will strengthen and focus the student’s efforts in 3D and provide more prescriptive skills. (see the sections below on MARKET RESEARCH, EMPLOYMENT ROLES and LINKS WITH OTHER ORGANISATIONS for more supporting evidence on this). 
The second year will now have common (compulsory) modules of 20 credits that are tailored to key areas of CGI and 3D design and animation. The three thematic flavours to flow from Level 5 on the new MArts (Hons) 3D Computer Animation are as mentioned above:
3D Story and Character-based modules
3D Visual Effects and Compositing modules
3D Motion Capture modules
Students will now be able to direct their field of interest to one of these three distinct methods of designing and animating. These are some of the exciting developments for the MArts (Hons) 3D Computer Animation that will help the students develop a personal journey and a pathway that assures attainment and satisfaction. 
The programme has consistently delivered content on character animation, character-situations and story and narrative development. Over the last year a majority of the applicants that applied already have 3D experience and when asked what they hope to achieve by enrolling nearly all replied they would want to develop their character design and animation and storytelling skills. These core subject areas will continue in the new programme but there will be a further re-emphasis on the ‘film’-making and short film aspects of 3D work.
To conclude this overview it may help to provide analogies, at this stage, to where the programme will now begin to motivate students towards the three specific routes to do. To help, the set of students could be divided into categories where the work begins to show:
a) PIXAR-style constructs where story and character study is seen as the dominant feature
b) ILM-style sequences where work is dedicated to the concept and visualisation that lead the effects shot(s) 
c) IMAGINARIUM-style motion capture animation where the boundaries between real-time, character animation, keyframing and dynamics start to merge. 
All three have validity and are all growth areas. There may still be crossovers conceptually and/or technically but the general ethos remains true to these comparisons. It is expected that this restructuring will facilitate a better quality of 3D material, empower students to concentrate their skills in clearly outlined directions of learning and it will continue to help the degree and UWTSD re-establish its 3D animation credentials.  

The wider context

The animation, television and film industries provide many opportunities for rewarding professional careers across a wide range of disciplines. These industries have witnessed a major expansion in Wales in recent years, from the BBC dramas based in Cardiff (including Dr Who, Casualty, Torchwood), to the development of Bay Studios in Swansea (which is the home to the Da Vinci's Demons series) and the recent arrival of Pinewood Studios. Wales is now only second to London as the most vibrant production base in the UK. Whilst these recent developments in Wales present considerable opportunities, the film and television industries are clear that there are also skills gaps that need addressing.
It is within this context that the Programme for the MArts (Hons) 3D Computer Animation has been developed, aiming to provide its graduates with the technical skills, the creative abilities and the professional approach relevant to those wishing to work in the animation, visual effects and digital creative industries. The course is highly practical, with student work 80% practice-based and 20% theoretical. The course aims to give students an understanding of the many roles in the animation production process, taking a multi-skilled approach, whilst giving students the opportunity to specialise in areas in which they would like to take their careers on later productions in the course. 
The course has also been carefully developed in parallel with related Programmes within the School of Film & Digital Media (SFDM), the Faculty of Art & Design, and UWTSD as a whole. Within SFDM all courses have a Creative Practice module that is timetabled at the same time, allowing for productive collaborations with courses in Music Technology, Creative Digital Media and 3D Computer Animation. 






Internal re-positioning of the MArts (Hons) 3D Computer Animation degree
One of the main drivers for this current validation exercise is that within SFDM all undergraduate programmes are considered as individual facets of a single entity rather than as a set of discrete and entirely separate courses. The benefits of this include issues such as: globally clarifying the pedagogic aims and overall direction of the School; a more consistent delivery to students across the different subject areas; identifying links and commonalities between programmes; streamlining common modules; and more efficient timetabling. This revalidation allows the MArts (Hons) 3D Computer Animation programme to align with these overall SFDM strategies.
[bookmark: _Toc318984536]The Programme has been designed in the same way as other successful programmes within the SFDM, in the sense that the student learning experience is essentially lecturer led in the L4, transitioning to become student led by L6. This creates independent graduates who can manage their own directed learning. It is the Major Project Module at L6 that enables the student to direct their studies towards specific employment opportunities by orientating their project along a chosen career pathway. The new Level 7 modules continue this theme, with students encouraged to work directly with industry or to form entrepreneurial groups that generate intellectual policy (IP).
We recognise that this philosophy of education is entirely in keeping with the University’s vocational mission statement and the recent QAA guidance on education for sustainable development. It is both a continuation and meaningful development of SFDM's long-established industry-facing approach to programme development and delivery.
Historical & Contextual Studies modules
Historical & Contextual Studies (HCS) is a core element of all Honours courses within the Faculty of Art and Design, with each student pursuing 20 credits worth of modules at each of Levels 4, 5 and 6.  
HCS seeks to develop in the student both a broad and concentrated knowledge and understanding of the history of art, design, architecture, music, and lens-based media. Students are encouraged to develop skills in visual observation, analysis, and interpretation, and engage with a range of critical approaches. Many of the values encouraged and skills taught through HCS are shared with studio practice – both, for instance, encourage an ability to express ideas clearly, to make critical judgements, and to adopt an enquiring attitude. 
The modules further challenge the student to develop skills in academic practice (writing, critical thinking, developing an argument, research, referencing, etc.). 
At Levels 4 and 5 there are two 10-credit semester-long modules as follows:
Level 4 - Ways of Thinking
Level 4 – Ways of Perceiving
Level 5 – Creative Practice
Level 5 – Research Practices
A single 20-credit Dissertation module follows in semester one of Level 6.
The above generic modules have been designed to be broad and flexible in order for them to be adopted by any degree Programme currently offered by the Faculty. The learning outcomes are such that any subject area can run these modules with the teaching and learning needs of a particular Programme in mind. 
[bookmark: _Toc418582793]2.1	Market Research
Analysis of similar programmes offered by other institutions

A lot of universities and schools have established sets of 3D degrees, branching these into titles to include ‘character animation’, or ‘conceptual design for animation’, or ‘visual effects for animation’. The trend in recent years is to direct the student to become more specialized rather than providing a generalist 3D artist.
A UCAS cross check with subject headings and the number of institutions in the UK shows the following:
	‘Computer Animation’ 			- 60 providers found
	Visual Effects 				- 41 providers found	
	‘3D Computer Animation’ 		- 29 providers found
	‘3D Character Animation’ 		  - 8 providers found
	‘Motion Capture’ 			  - 2 providers found
	Although this is only indicative of the current providers it illustrates that the current leading term remains ‘computer animation’. The degrees that now list ‘visual effects’ is rising progressively in number. There are now two providers for ‘motion capture’ and these are both very recent additions. Clearly the decision to cater for both computer/character tendencies and progressive visual effects (motion capture is often labelled as visual effects) is a strong one. Motion Capture study is still in its infancy but as applicant interest and awareness is expected to increase this degree will be there amongst the new educational providers for these skills.
Within a regional context South Wales has a long and distinguished history in animation with award winning films and animators and successfully run animation programmes. At UWTSD (and the formerly titled Swansea Metropolitan and Swansea Institute respectively) the 17 years of teaching in 3D Computer Animation here has always been firmly rooted in a form of animation that embraces technological innovation and new, exciting, digital trends and developments. Others may demonstrate showreels using traditional forms of animation (e.g. 2D or stopframe) and those students specialise in these areas. UWTSD has always been at the forefront of 3D applications and movements within virtual environments, scenes and simulations. It has certainly helped in keeping everything topical or contemporary.
Historically Newport was rooted in film-based work and documentary animation. Media and digital graphics patterns were captured early in Cardiff and Pontypridd (Glamorgan) locations. In 2013 mergers were made to pool the resources from these existing institutions to form the University of South Wales that has a series of animation and games course titles. A lot of applicants that want to study these subjects are keen to check this main competitor to the UWTSD and the work and resources at the Atrium in Cardiff. Others may consider the Cardiff Metropolitan University and the animation degree there. 
Clearly there are a number of educational competitors – some with emerging 3D talents with USW in particular – that have influenced this new award and its direction. This new MArts (Hons) award will have a challenge to compete with all along the M4 corridor in Wales and border areas and will need time to grow. That said, animation has a strong position in the School, a strong potential for growth across the Faculty of Art and Design and has a progressive, fresh and industry-supported approach that will empower staff and students to produce some stunning work. 
It has all enabled to provide a strong foundation at Level 4 that prioritises the themes at Level 5 – a structure that sets it apart from others in South Wales and one that all involved would want to see enhance the reputation of the animation students and their work and to enhance the transformational ethos of the UWTSD as a whole.   
Academic perspective: Saint John Walker
Leading academics and practitioners perspectives have been researched to help in planning and directing the course of study. Saint John Walker (External Examiner on the BA (Hons) 3D Computer Animation degree in the past) has helped numerous courses and brought new initiatives (working with Skillset) and has to say on designing a new animation programme:
“…When you’re designing a new course you need to project ahead and think what kind of work environment students will encounter when they leave the University, in 2018. The most exciting aspect is that industry itself sees VFX skills diversifying into other areas such as architectural and medical visualisation, and new hybrid forms of film and tv….”
Saint John Walker / Course Leader / VFX / Norwich University of the Arts
This view further supports the need to adhere to trends and the ebb and flow of industry or vocational trends. The degree and School is well placed to administer this via the success of newly titled Creative Practice and sustainability-led group activity and opportunities for shared experiences. 

Industry perspectives: FRAMESTORE
In developing the degree the industrial perspective is always prevalent and influential. Companies have been approached and more liaisons established that will continue to impact on the new directions. Some companies set up opportunities to contact personnel directly, often Q & A sessions and this provides a chance to gain further insight and answers to leading issues for existing students and graduates. The extract below is from one of those sessions with leading effects company FRAMESTORE, underlining the need for students to develop a strong aptitude for (traditional) art and design skills, film appreciation and portfolio selections:    
Q: What level of skills do you look for in an animator or model artist?
Framestore (recruiters): We look for people with traditional skills such as life drawing or 2D animation as well as a relevant degree. Mainly potential.
Q; Do you take graduates into film and if so what are you looking for in an applicant?
Framestore (3D staff): Yes we do, we're looking for great talent. Your internship here will have really helped.
Q; What kind of shots would you want to see in an Animator's showreel who is applying for a job? Realistic? Creatures? Acting?
Framestore (3D staff): we want to see all of those! But different departments have different requirements, but we love photo-real.
Q: Does your commercials dept hire Softimage types or should I give in and learn Maya?
Framestore  (Head of 3D):  We  work in Maya and Houdini, but if you're talented your skills would be transferable.
#AskFramestore: questions and answers
International perspective: ASIFA Central 
            ASIFA is the Midwest USA Chapter of ASIFA, the International Animation Association (l’Association Internationale du Film d’Animation). Founded in France by a group of professional animators and chartered by UNESCO in 1960, ASIFA’s goal is to encourage the art of animation and further international understanding and goodwill through the medium of the animated film.
           The following extracts were helpful in outlining more views on what the degree needs to instill in students and in writing and constructing topics and content. The passage is taken from the recent Ottawa International Festival of Animation.
Jack Bossom of Walt Disney Feature Animation, "First and foremost, we are looking for drawing skills; we want good artists to train on technical tools."
PIXAR studios stress the importance of storytelling. In fact, their handout entitled "Opening your door to PIXAR" places story telling at the top of their list and describes it as "of utmost importance" at their company. Also of great importance to PIXAR is "good character acting" according to "Toy Story" animator Jimmy Hayward.
"A professional background would be very helpful in the case of a non-college graduate," said Beth Sasseen of ILM, "but what it really all depends on is personal potential. Most often, people that apply don't always present the exact resume of the person you need."
The article then details that unlike animator positions those wanting to go into visual effects and/or as TDs (Technical Directors) need a college qualification, the needs are dependent upon each company need (ranging from modelling, motion, lighting, shading, development to CGI tools). Previous experience in any/all of these areas is essential for recruiting visual effects artists. The article concludes with an emphasis that animation students/graduates need to practice animating and developing animation timing:
Catherine Foulkes, Dreamworks "One of the main things in getting into the animation industry is good timing, timing is everything."
http://www.asifa.org/archive/timing.php

[bookmark: television-animation]Animation Tax Relief 
High-end television and animation tax reliefs
Changes to allow for companies and projects to apply for tax relief have seen a change in the commissioning and content of animation and all of this bodes well for students in their animation selections and progression to the workplace:
Value of high-end television and animation programme tax reliefs
High-end television and animation tax relief is available on qualifying UK core production expenditure on the lower of either 80% of the total core expenditure or the actual UK core expenditure incurred.
There is no cap on the amount that can be claimed.
http://www.bfi.org.uk/film-industry/british-certification-tax-relief/about-tax-relief

The Animated filmmaking perspective
The Government has also provided key reports on these changes and a summary is provided here. Importantly the report underlines the level of investment within UK-produced animation and the cultural motivations that are leading this move towards more home-produced animation series and short films (away from the widely practiced commercial/advertising sectors of animation perhaps):
In April 2013 the Chancellor of the Exchequer, George Osborne, introduced new UK tax reliefs for the production of animation and high-end television programmes.
Animation Programmes:
Animation programmes can qualify as British either under the UK’s animation cultural test or as an official co-production under one of the UK’s six bi-lateral treaties which allow television co-production. 
Qualifying as British can enable producers to access the UK’s animation programme tax relief. The animation television cultural test is a points-based test where programmes much achieve 16 of a possible 31 points to pass. 
Specific criteria for animation programmes:
Rate of relief is set at 25 per cent on qualifying production expenditure (up to a maximum of 80 per cent of the company’s qualifying core expenditure on programme production).
To qualify as an ‘animation programme’ at least 51 per cent of the core expenditure on the completed programme must be on animation. Once qualified, expenditure on non-animated elements is also considered for relief.
There must be one Animation Production Company (APC) that is registered with Companies House and within the UK corporation tax net. The APC must be set up before key animation begins and have responsibility for all aspects of the programme-making process from pre-production through to delivery.
The programme must not fall within one of the excluded categories (e.g. advertisements, current affairs).
Further information can be found on the BFI’s website: http://www.bfi.org.uk/film-industry/british-certification-tax-relief/cultural-test-animation-programmes 
The programme must be intended for broadcast. 
UK Trade & Investment / Creative Sector Tax Reliefs / April 2014
Commercial growth in Asia
Outside of the UK there has been further expansion and forecasts show a rise in the digital media areas that will add further significance to a Programme of study in motion capture from international perspectives: 
“The digital entertainment effects industry has grown the fastest in the Asia-Pacific region, with spending expected to increase from the current US$86 billion (S$111 billion) to US$115 billion in 2015….”
Creating Visual Reality/ST Jobs/Singapore Press Holdings / December 2013

The Animated filmmaking perspective - continued…
Staying on the filmmaking agenda of animation the BFI also submitted their own research on the future directions across the sector, particularly educationally, identifying the trends on the horizon. This all impacted - or flavoured, to some degree – the need for the new MArts (Hons) 3D Computer Animation document to continue to deliver and strengthen the character and narrative power of animation:
7. THE NEW LANDSCAPE
7.1 It is a challenge to frame policies which will anticipate future needs and provision.
The only constants seem to be the rapid pace of technological change and the
demographic shift towards an ageing population, but we can be fairly confident
about the following trends:

· learning, challenging educators to radically redefine their role. Machine-based immersive learning may promise the ultimate individual study experience, but the most effective delivery is likely to be ‘blended’ education which includes face to face interaction.

· education will be shaped by issues of representation (does it reflect who we are?), access (now that a huge range of cultural assets is available on the average mobile device), and democratisation (learners becoming practitioners).

· value openness, sharing, ease of access, transparency in costs and effective tools. Historic and cultural distinctions between ‘text’, ‘film’, ‘broadcasting’, and ‘online’ will converge into a flexible screen-based experience (with a wide variation in screen size, image quality and interactivity).

Impact, Relevance & Excellence: A New Stage for Film Education / 2013
Bfi.org.uk
Animation Community perspective
Research from BFI was all constructive and helpful but the degree needs a balanced view and further research on the UK scene shows that although this a good time to work in animation, not least due to the recent tax breaks for animation (to continue in the new parliament) one report outlines the need for institutions to ensure students develop the necessary software skills for 3D. In one publication the effects company DOUBLE NEGATIVE were consulted and worked with Skillset upon accreditations, pointing out the need for industry-facing degrees:
A set of tax breaks in the TV and animation industries has meant more work in the UK, so more opportunities for graduates. Louise Hussey, visual effects producer at DNegTV, says: "There was some concern at the time the tax breaks were announced as to whether there would be enough trained graduates ready to go."
Because despite the opportunities for graduates, employers are noticing a skills gap. Not all graduates are ready for the creative jobs market.
The report goes on to chart the findings of Creative Skillset before finishing with views from Louise Hussey and DNeg:
Creative Skillset is the UK industry body that supports training for people in the creative industries. They work with employers to give good courses a tick accreditation.
Nicole Hay, senior accreditation and quality manager at Creative Skillset, says: "Employers came to us saying they had too many graduates approaching them who didn't have the skills and capabilities – both in terms of technical skills and soft skills – to get a job."
Hussey and a panel of industry advisers brought their expertise to assessing a range of animation courses.
"There is an academic agenda that needs to be respected at university, but underlying that there should be some fundamental things that are relevant to industry," she says.
"It was surprising when we started looking at courses that there were a huge number of university courses teaching animation that were using software that had nothing to do with anything anyone was using in industry. Anyone doing a course like that would come out pretty much unemployable."
As with the international perspectives the core - fundamental - processes of design and developing scenes and scenarios is an inarguable must and one that is cemented in numerous modules and activities upon the new degree:
Practical skills like life-drawing and storyboarding were important to Hussey when accrediting the courses, as well as more general skills like teamwork. The quality of the teaching also came into play.
She says: "One of the things that I found shocking when doing the accreditation was hearing from one student on a course that his senior lecturer was someone who had just graduated a year before and had never worked in industry."
‘Arty students do get jobs – if they pick the right course’ 
1 May 2014
The CGI/Visual Effects Emphasis
A 2013 report was also referenced the need for specialist skills training and industry-facing schemes of work but emphasized that software alone should not dictate the core ingredients of the Programme. Techniques and development of the learner’s capacity for growth and adaptation are as important as ever:  
	
THINK ABOUT SKILLS BEFORE SOFTWARE

It is crucial that CGI training has skills at its heart, rather than software. The most successful training schemes we’ve been associated with in this sector are always designed with techniques/skills in mind first and the learning of software second. It’s often the software vendors’ high profile marketing that has influence here, but we’ve also found that funders and their training providers often deliver training that is based on a ‘needs must’ or scatter gun approach in training software. It could also be that the trainers don’t understand the sector well enough or they aren’t briefed on how their training needs to fit into an overall scheme. This often results in there being insufficient time or focus to the training, in order for trainees to really master techniques - instead an overview of the software is provided and the course sits in isolation, providing no realistic skills learning progression through the CGI sector or its sub-sectors.
Ian Murphy Visual Effects Ltd.
NI CGI Skills Survey 2014 / Report v02.03
Motion Capture perspective
One of the more recent reference points for the justification for the proposed Motion Capture Programme and new MArts (Hons) in 3D Computer Animation modules is the Next Gen. review written by Ian Livingstone and Alex Hope. This was requested by Ed Vaizey, the Minister for Culture, Communications and the Creative Industries and funded through NESTA. The Next Gen. report reveals that the Visual Effects/Motion Capture Industry is still very much a growth industry, and will attract more inward investment generally because of the continuing Film tax credits and the introduction of High End TV Drama tax credits (from April 2013) plus other government incentives.
This is expressed at one point as follows: ‘… the UK’s visual effects sector, if it continues to expand at the rates experienced in recent years, could reach £610 million in revenues by the same year (2014)’. Next Gen. Review pg. 14.
More recent figures which have been published by the Creative Skillset (see http://publications.skillset.org/index.php?id=23), the sector skills council for creative media industries in the UK, indicate that the global market for all forms of animation currently stands at $50bn per annum. More in-depth statistics on the size and employment characteristics of the animation industry can also be seen in a summary report by Skillset (2009)[footnoteRef:1] as an indicator of the broader economic contribution of the sector. Therefore these are still very exciting time for the creative industries.   [1:  ANIMATION SECTOR, LABOUR MARKET DIGEST, 2009, available at http://www.skillset.org/animation/overview/profile/] 

The rise of 3D computer animation and the spread of affordable machines and digital animation software mirror the development of visual effects-based motion capture and its growth and application in the entertainment and digital creative industries. This is probably the most common and recognisable form for the use of motion capture and why it is often seen only as part of a film’s technical/visual effects production. This does not tell the full story and as the games industry gains a momentum to push the boundaries of cinema, motion capture allows the world of filmmaking to present new visions and new forms of storytelling:
“…Long perceived as a visual effects tool used only in big budget films and video games, the use of motion capture is now becoming more affordable and accessible, offering filmmakers exciting new creative possibilities and enabling them to bring vivid imaginative worlds and fantastical characters to the screen....”
MOTION CAPTURE LAB 
3rd - 5th July 2013
Hollywood Tech / July 2011
Various educational institutions have, within the last ten years or so, developed their own motion capture resources and short courses. More and more start to emerge and, as with 3D computer animation, there is an energised zeitgeist beginning to develop as educators and academics seek to include the new forms of motion capture and offer more opportunities for study and research:  
“…The latest technologies being used today are motion capture and facial capture (the process of capturing real-world motion from actors and placing on a CG character) although these techniques have been around for a while, they are now becoming far more commonplace and sophisticated. There are also pre-visualisation programmes which enable directors to envisage their concepts and ideas on the set. However, the area of animation and visual effects is always on the move with new techniques and equipment being produced almost daily…..”
Jeremy Lee
Senior Lecturer, Animation & VFX, Sheffield Hallam
Education Times/March 2013



Other publications reviewed and researched (for further reading):
Are student films a good launch pad for a career in animation?
http://www.nationalmediamuseum.org.uk/BradfordAnimationFestival/Promos/News/AnimatedBritainStudentFilmNow.aspx
15 November 2012
	Changes in fortune with Disney and Pixar: 
http://www.wired.com/2014/10/big-hero-6/

UK visual effects, animation & games industries get multi-million pound skills boost
From: UK Commission for Employment and Skills, Ed Vaizey MP, Department for Business, Innovation & Skills and Department for Culture, Media & Sport 
First published: 25 September 2014

Details of employer and external organisation interest
Andy Serkis and Performance-Capture Technology
The ‘IMAGINARIUM’ was established by the actor Andy Serkis who has appeared ‘as himself’ in a number of films but is probably better known as the actor that performed some of the leading virtual characters of the age that includes Gollum, King Kong, Captain Haddock (Tintin), Caesar (from ‘Rise of the Planet of the Apes’) and the new ‘Animal Farm’ adaptation. For an industry perspective there is no one better to outline the market potential and how this award fits in with a vision of technological filmmaking:
“……..When it's used with the right intention or purpose and desire to create something for a reason, then often it does work. But I do think, certainly in terms of 3D interactive gaming and immersive 3D film, that [performance capture] really has a great future….”
The IMAGINARIUM helped with reviewing and advising upon the BSc Motion Capture degree and it also anticipated they will have input on the new versions of these modules (and possibly in other areas) on the MArts (Hons) 3D Computer Animation.
Double Negative 
The article above (referencing Louise Hussey) led to the team contacting the effects company DOUBLE NEGATIVE and it is pleasing to include endorsement, albeit with slight reservations towards motion capture, of the new approach from a Technical Director at the Vancouver Office (extract from an email below): 
Hey Phil,
“…..I think the 3 path course idea could work. What would the Motion Capture animation modules consist of? It feels like that route could may be be too pigeonholed to devote a whole course path to…?”
“There are a lot of jobs in the (visual effects) field and I think that model is certainly a good idea. For showreel material it is always good to see a student try to take an asset to a high level and show a turntable / breakdown. It can be a basic asset but showing all the modelling / lookdev / texturing / lighting steps are good, and then some kind of integration to photography / footage is great to see.
It's hard to say if the 2nd year is too early to specialize, I guess if the students are driven then they may know what they want…..”
Alternative industry views and input is evidenced in the LINKS WITH OTHER ORGANISATIONS section (2.4).
Details of how consultation with students has informed the development of the programme 

Throughout the construction and implementation of the BSc Motion Capture award the current BA (Hons) 3D Computer Animation students were asked on the strengths of this award. The comments would be very favorable and one student (memorably) noted that:

“…If the Motion Capture award was available before I enrolled I would have seriously considered specializing in that Programme…..”
(Graduate student)

The group of students (now graduating) were nearly all in agreement, with only one of two questioning whether the motion capture area is more of a tool or set of skills rather than a full academic area of study. To help for the new version of the degree all years were approached and discussions have been held across some 10 months or so. In all of these exchanges all of the students would welcome this new direction, some would have transferred 12 months ago and they can all appreciate the need to implement some specialist areas, catering for different types of 3D designers/animators:

“I want to specialize in more character design work and do more animation work, looking at different styles of character animation and different techniques…”
(1st year)

“I enjoy all the work on story/character writing and animating”
(1st Year)

“I like the direction the course is going with the split and separate pathways…”
(2nd Year)

“It would be good to have more animation content. This is an animation degree and we need to do more…”
(2nd Year)

“I believe its right to specialize and have individual paths for the course”
(2nd Year)

“It will be good for students to pick a specific area and learn just animation, or visual effects or motion capture”
(3rd Year)

“We need to do more on character animation as there is a lot on visual effects areas”
(2nd Year)

“It will be good for the course to have more focus – to have more animation modules”
(3rd Year)

“It’s called ‘animation’. Students will have the opportunity to work on just that”
(2nd Year).

“Good idea to get the students to work on developing their 3D style and sequences”
(2nd Year)

“It is hard to learn everything. This will have module time on specific subjects. It will be good to have more software input and time with the right staff for those subjects”
(2nd Year)

These findings mirror thoughts shared by students at both staff-student committees and through individual/group feedback sessions. These discussions have highlighted the need for the course to become more coherent and industry facing. The team has met the concerns head on and altered both the structure and delivery of the course to match these needs. We are also altering the course to reflect the student’s wishes to be trained in a wider context of the animation industry. The proposed changes will direct a new set of skills and knowledge for the student, but will also act to increase the scope for employment with the field of character animation, story design, VFX and motion capture. 

2.2	Target Student Group
Potential students for the Programme would be those that have already shown a commitment to HE, either by obtaining suitable entry-level qualifications or meeting mature student entry requirements. All prospective students are invited to visit the School and discuss the Programme in detail with the Programme Director. SFDM organises Open Days on a regular basis to address this approach to admissions across its Programmes. 
Typical target students include those studying media at BTEC level and, increasingly, 'A' Level students with an interest in a career in film and television. BTEC students will often have created a wide range of media projects, some more relevant to film and television production than others, often giving students a wide portfolio to present at interview. Some BTEC students have started to develop technical skills and have identified an area in which they wish to specialise, although most are keen to explore the whole production process in further depth before deciding on a career path. With students from an 'A' Level background, there is often a greater engagement with the dramatic and theoretical aspects of film and television production, with less technical knowledge or practical experience. These students may present less portfolio work, however as this work is often created outside of their school/college work, it usually demonstrates a clear commitment to their potential career. 
On our Programme we will accept entrants with a wide range of backgrounds who want to become proficient in 3D modelling, animation, audio-visual technology, character animation, and have an ability to combine these elements into high quality animation artefacts, to communicate time-based ideas and conjure (e)motions effectively. Job opportunities can depend on the quality and potential of your animation in the selection of your work. 
At its best animation encapsulates all the best elements of design, illustration and film making. It can transcend all barriers of communication through its universal cinematic language. The degree is designed for students who show considerations in aesthetic and animation observational awareness. They have an eagerness for communication of these motion-derived ideas and would want to learn the process of 3D visualisation from concept through to completion in a team environment. It is expected that school/college leavers with FAD, IT, computing, motion graphics and digital manipulation skills will be applying, together with a broader set that may be more interested in studying upon a degree modules that involves narrative or storytelling 3D skills or pure 3D visual effects. The applicants may have art and/or science related A-levels (e.g. art, design, communication, media studies, physics, and mathematics). Degree students have often gained prior experience in 3D visual communication processes or some elements of 3D design and technology subject areas.
This award would be of interest to applicants that have a passion for acquiring knowledge of the animation production process involved, have a desire to extend these into the latest cutting edge technology and learn new digital abilities and skills in the exciting transference of all of these procedures to become a 3D artist/animator/design graduate. The MArts (Hons) Programme will investigate key disciplines and has core modules in character-based analysis and effects animation which offers the student an essential skill set for success in a competitive industry. Students will have the opportunity to gain new insights and innovations in this highly artistic and technical process and gain an advanced appreciation of the production pipeline.
The Programme offers areas of expertise from former industry animators and animation professionals and digital media academics with a flair for promoting new technology and new digital techniques and manipulation. Part-time students are likely to be employed or living within the local region. It is anticipated that the changes in the university funding infrastructure will generate a greater demand from this group of students.

Transferring to the MArts (Hons) 3D Computer Animation from other courses in the School or other institutions is possible with permission of the receiving Programme’s course tutor. As the courses may have different modular offerings within the separate first years, it is anticipated that students should consider transferring as early as possible in their first academic year, in order to minimise any missed indicative content.  There is a degree of overlap between some competencies on the courses, and students may have individual experience and skills in areas that make transfer feasible. Those students that may identify a wish to transfer within the discipline (or to another Programme within the School) will be given appropriate guidance, discussing the rationale behind a change and the pro‘s and con‘s to a move. The student‘s own best interest as the most important feature and although utmost care and provision is taken at these times students will be advised to a transfer for good, strong, vocational/educational reasons. For this reason we aim to advise the student to discuss a potential transfer at the earliest possible moment, to minimise any missed class content/indicative content. There is a degree of overlap between some competencies on the courses, and students may have individual experience and skills in areas that make transfer feasible. Once a transfer has been provided the Programme team will continue to monitor the student‘s adjustment to the new Programme and whether any further support is needed.

Marketing and recruitment material clearly identify the course focus and provide prospective students with Programme summaries and specific modular descriptions. The Programme will also be presented in detail at the Swansea School of Digital Media Open Days where the respective differences between the MArts (Hons) 3D Computer Animation and other courses will be emphasised. Further to this, the first week induction experience for new students in the Swansea School of Digital Media will cover this material in detail in order to identify students who may feel attracted to another course. Students attend sessions that are general to the School (all Programmes) and sessions that are unique to their particular Programme (for in-depth overview).
[bookmark: _Toc318984537][bookmark: _Toc418582794]2.3	Employment Roles and Employability
Graduate skills developed by the programme
During the MArts (Hons) 3D Computer Animation students develop skills in the following areas: conceptual design, storyboarding, scriptwriting, character design, modelling, lighting, rendering, character animation, art direction, shot composition, effects animation, film production, motion capture, researching, producing, directing, cinematography, production design, sound recording, editing and post production.
The Programme will produce graduates who are most likely to be employed as 3D artists in both large and small animation production houses. Their strength in applying for these positions will be:

· A comprehensive knowledge of appropriate industry standard animation
software and methodology.
· A comprehensive knowledge of industry standard post-production 
software.
· High-level skills in either a specialism of 3D animation (character
animation, lighting, texturing, post production etc) or as a generalist.

Through the Major Project and other project work throughout the course, students will obtain experience of primary and secondary research, writing and working to a brief and producing professional reports, as well as gaining first-hand experience of working in teams and creating audiovisual artifacts of the moving image through the use of computer animation. 

Further to the subject-specific skills outlined above a range of broader skills are developed throughout the Programme:
· All current software used in the profession.
· The main current design skills required in the profession.
· A solid grounding in the technologies used in the profession.
· Interpersonal skills, presentation skills, self-promotion, soft skills etc.
· Processes for idea generation.
· Self-learning.
· Sustainability and global citizenship.
In addition they will be innovative thinkers, able to solve problems creatively and independently. They will be able to extend the usefulness of industry-standard animation software, and as a result be highly employable. Through the Major Project and other project work throughout the course, students will obtain experience of primary and secondary research, writing and working to a brief and producing professional reports, as well as gaining first-hand experience of working in teams. 
All of the above form the basis for transferrable skills, which allow the graduate to adapt to different situations. Graduates will probably re-invent themselves a number of times in their careers and we give them the skills and confidence to do this.

Possible employment roles for graduates from the Programme.
It is the School’s experience that its graduates have an excellent range of technologically advanced transferable skills that enable them to gain employment in a diverse range of contemporary media companies as well as becoming directly employed in the animation, film and entertainment/creative industries. SSDM offers a unique opportunity to students as they become fully integrated into the commercial digital media sector through the strong relationships the School has developed with individual companies. These companies have access to the students throughout their time at UWTSD and so have the opportunity of watching at close hand individual developments. This has helped enormously to secure employment on graduation for a significant number of the School’s students.
Graduates from the MArts (Hons) 3D Computer Animation Programme will have gained the following:
· Traditional art and design skills;
· Comprehensive knowledge of appropriate industry standard computer animation software
· A detailed knowledge of the history of animation;
· Creative lateral thinking;
· Research skills;
· Communication skills that will allow the student to write a brief, work to a brief, write a report;
· Experience of working in teams.

Graduates would be suitable for employment in film, television, new media and computer games, below are examples of typical positions:

Compositor Character Animator Facial animator[image: ]

[image: ]


Digital background artist
VFX artist
Roto animator
3D Artist
Game asset animator 
Game technical artist Animation journalist or critic 
Character Modeller Effects Animator Maya Generalist
Texture/Skin artist/designer
Technical Director


The next section details some of links being forged with companies and how this expanding network of contacts and industry connectivity will help to inform the work of all on the MArts (Hons) 3D Computer Animation, staff and students.
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iCREATE (based in Swansea)
Set up by one of the old BA (Hons) 3D Computer Animation graduates (after 2003) the company has contributed a lot since then, continuing to offer internships and job roles for current students.
Several of the alumni trade from their own 3D design companies and have visited as guests to see existing students, including TOMODACHI ISLAND and PIXEL SHED. Others now work across various countries and continents and links are being made with animators in Europe, Africa, Canada, Ireland (BILLY GOAT ENTERTAINMENT) and across the animation community.
AREA SQ. 
Recent engagement with the Head of 3D Visualisation has resulted in a visit and another internship opportunity for the students to apply and work in 3D modelling, environment modelling and 3D visualisation.
Visualisation is a well-established side to 3D design and production and other liaisons have recently been made with GINGER MONKEYS and the Head of 3D there.

DOUBLE NEGATIVE
MOVING PICTURE COMPANY
FRAMESTORE

The number of contacts with these leading effects companies is considerable, from across all of the years, from both the BA (Hons) 3D Computer Animation and the different versions of the BSc (Hons) Visual Effects degree. Degree alumni have done very well and are now attaining lead technical director and 3D specialist job roles. These links continue to be an essential part of the production web with UWTSD very much at the centre of this network. Recently, correspondence with Double Negative has resulted in another internship distributed to the graduates. 
The visual effects routes for graduates and the links with these companies is very much established but in constructing this document the team have forged new links with ‘Animators’ at several famous and prestigious companies including METHOD STUDIOS (with Offices around the world), SONY IMAGEWORKS currently working on the feature film Hotel Transylvania #2.
Students and graduates from the degree can also consider work in the Games industry (working on animation) and more links have recently been made with animation personnel and animators at FACTORY CREATE (animator) and OYSTERWORLD GAMES (animator, Cardiff) and STUDIO GOBO (environment design, working on Disney INFINITY 3.0 titles).


IMAGINARIUM 

The team initiated contact with the London based production and post-production house, who specialise in motion capture performance, data acquisition and project realisation. The Imaginarium is owned jointly by Andy Serkis and John Cavendish. It provides a development and production platform for film makers worldwide.

CREATIVE SKILLSET/ SKILLSET

The SDM is a member of the Academy in respect of the Schools Programmes. Students and staff benefit from the sharing of equipment and animation events (workshops, master-classes, lectures, etc.) with Glamorgan Centre of Art, Design & Technology and University of Wales, Newport. 

FFRESH (Welsh Student Moving Image Festival)
The School is on the advisory committee of Ffresh and participates regularly in this annual festival of the moving image, which is held in various HE establishments and brings together moving image staff and students from across Wales. 
TONTO FILMS/ADJACENT
An international film company now based in Swansea currently working on Da Vinci’s Demons Season 3 in association with the BBC. They take interns from programmes across SSDM on an ongoing basis.
TINOPOLIS GROUP (Llanelli)
MD of the Interactive department Alan Morgans has given two industry masterclasses. There are also occasional intern opportunities. Students visit the studios on a regular basis.
TORNADO FILMS
A local start up film-company. Intern opportunities for a range of SFDM students.
In addition the programme has developed a network of School and College links in both the FE and secondary sectors. These links provide two main purposes: firstly to allow Level 3 students to ascertain the opportunities that are available to them in Digital Arts before submitting a UCAS application and, secondly, it informs relevant teachers of the standards we expect of students to compete in this complex environment. 
The School of Film and Digital Media as a whole has close links with a number of Further Education colleges in South West Wales: Coleg Sir Gar, Gower College Swansea, Gower College Gorseinon and Neath Port Talbot College, students from these colleges regularly feed into the programmes at UWTSD.
Professional Body accreditation possibilities and ambitions, if applicable.

The BSc Visual Effects successfully gained accreditation from Skillset in 2012. The BA (Hons) 3D Computer Animation degree applied at the same point but was unsuccessful. It is an ambition of the MArts (Hons) 3D Computer Animation team and the returning Programme Director (from 2013) to attain Creative Skillset accreditation within three years. In addition further avenues of 3D membership and affiliation will be made for the Programme, for the network of alumni and for the staff. 
Recent collaboration with the VFX (Bournemouth) initiative has helped provide industry context for the existing students and what can be achieved whilst still enrolled upon the degree. 
The Production Practice work (now retitled Creative Practice) has resulted in establishing new links with professionals, local companies and schemes. More are being made on an ongoing basis and, at time of writing, these include a 3D campaign for the Welsh Ambulance Service, a prize-awarding scheme for animation pitches (visit to be arranged) and environmental design challenges (via a visualization company) for the 2015/16 year.
It is the plan for the Programme Director to open up more and more avenues for the students, to do more commercial work, competitions and to gain official stamps of quality from 3D organizations, industry leaders and educational bodies.
[bookmark: _Toc318984540][bookmark: _Toc418582796]2.5	Features of the School/Faculty
SFDM was originally formed in 2003. In September 2014 the School underwent major structural change: switching Faculty as part of wider structural changes within the university, moving to new premises, and absorbing the existing Film & TV courses in both Swansea and Carmarthen. It currently has 25 academic staff, 4 technician/demonstrators, and approximately 400 FTE students.

Historically, UWTSD has been committed to offering comprehensive, vocational, student-centered programmes to the widest possible student base. It has always been an institution committed to widening participation, lifelong learning, and the enhancement of employment opportunities. In line with this mission, developed from its history of providing vocational programmes at all levels, there is a policy of open access to programmes for all those who are judged as likely to benefit from and gain the award. SFDM maintains that mission with an emphasis on raising its profile at a national and international level.

The School provides a portfolio of MA, MSc, BA, BSc, and FdA programmes and also offers research degrees at MPhil and PhD levels. Most of the programmes are offered on both full- and part-time bases.
Postgraduate degrees offered by SFDM include:

•	MPhil and PhD
•	MA 3D Computer Animation
•	MA Creative Sound Production
•	MSc Multimedia 
	
The School offers undergraduate degrees in the following subjects: 

•	BA 3D Computer Animation
•	BA 3D Creative Computer Games Design
•	BA Creative Digital Media
•	BSc Music Technology portfolio
•	FdA/BA Music (Performance and Production)
•	BA Film & TV portfolio

As of 2013 all the undergraduate programmes have been considered as individual facets of a single entity rather than as a set of discrete and entirely separate courses. The benefits of this include issues such as: globally clarifying the pedagogic aims and overall direction of the School; a more consistent delivery to students across the different subject areas; identifying links and commonalities between programmes; streamlining common modules; and more efficient timetabling.

As a consequence of “globally clarifying the pedagogic aims” of the School a recognized pedagogy has been adopted that provides a conceptual backbone to all the programmes. Following Lave & Wenger (1991)[footnoteRef:2] we are calling this situated learning. In a sentence, the basic tenet of this philosophy is that “participation in social practice is the fundamental form of learning”. In order to operationalize this tenet we have written into all the programmes a set of common modules extending across and developing through Levels 4 and 5. These modules have specific characteristics: [2: Lave, J. & Wenger, E. (1991) Situated Learning: Legitimate Peripheral Participation. Cambridge, New York: Cambridge University Press.] 


· They are common to all SFDM undergraduate programmes.
· They will be timetabled to happen at the same time.
· All work within the modules will be group-based. “The effectiveness of the circulation of information among peers suggests [that engagement in communities of practice] may well be a condition for the effectiveness of learning” (Lave & Wenger 1991: 93. Italics in the original). 
· All work within the modules will be student-driven. There is “no point in the philosophy of progressive education which is sounder than its emphasis upon the importance of the participation of the learner in the formation of purposes which direct his [sic] activities in the learning process” (Dewey 1938: 67). 
· Staff will be encouraged to teach across programmes as is appropriate or necessary.
· Staff will be encouraged to participate in projects. “The principle that development of experience comes about through interaction means that education is essentially a social process. This quality is realized in the degree in which individuals form a community group. It is absurd to exclude the teacher from membership of the group. As the most mature member of the group he [sic] has a peculiar responsibility for the conduct of the interactions and intercommunications that are the very life of the group as a community. […] The teacher loses the position of external boss or dictator but takes on that of leader of group activities” (Dewey 1938: 58-59).[footnoteRef:3] [3: Dewey, J. (1938) Experience & Education. New York: Touchstone.] 

· As students progress from Level 4 into Level 5 they will be increasingly encouraged to form project groups across programmes (i.e. multi-disciplinary teams).

The aim of this approach is to develop the School as a single “community of practice” where:

The notion of participation thus dissolves dichotomies between cerebral and embodied activity, between contemplation and involvement, between abstraction and experience: persons, actions, and the world are implicated in all thought, speech, knowing, and learning. (Lave & Wenger 1991: 52)

The standard taught modules, in this case, are seen as providing essential instruction, context, and provision of key underlying principles in subject areas relevant to the particular programme, effectively underpinning what is seen as the core activity of professional practice in digital media.

This pedagogy can be seen to provide a firm basis for the Level 6 Major Project work, where we are also hoping that more group work, and more inter-disciplinary group work, will be undertaken with the students having established confidence in the process (and in each other) at Level 4 and Level 5.

Finally, we can recognise that this philosophy of education is entirely in keeping with the University’s vocational mission statement and that it is both a continuation and meaningful development of SFDM’s long-established industry-facing approach to programme development and delivery.

SFDM offers a range of industry-facing digital media courses in a friendly and expert environment. The teaching team hails from industry or professional practice backgrounds and possesses all the necessary academic qualifications. Continued staff development is strongly encouraged. 

Students have historically interacted across programmes but only within the constrained context of the L5 Group Design Project. With the new focus on situated learning and the Production Practice modules representing significant elements of delivery across both L4 and L5, it is hoped that this multi-disciplinary team-working approach to pedagogy will become a significant USP for the School.

SFDM is a part of the Skillset Media Academy Wales. SMAW is a partnership consisting of four of the leading film and digital media schools in Wales working in conjunction with Skillset. It aims to offer an exceptionally high standard of education that is endorsed by industry and accredited within the national Skillset framework. 

Benefits of studying within a SMAW-supported environment include:

· Focus and direction from specialist industry panels.
· Master classes.
· Access to an exclusive online network.
· Placements, internships, and careers support.
· Access to industry-standard equipment and software.
· Networking and collaborative opportunities.
Staff development is co-ordinated and planned within SFDM via the Appraisal mechanism. Individual needs are mapped against programme outcomes in light of the overall School strategy. The range of activities undertaken can vary widely, but some indicative examples might be:
· Specialist BBC 3-day short course in film editing.
· Online skills-based VFX training.
· Industry-certificated short courses in specific software packages (e.g. Adobe, Avid).
· MPhil in game-engine technologies.
· MPhil in render technologies.
· MPhil in production pipelines.
The MArts (Hons) 3D Computer Animation team comprise industry experienced animators with TV, film, series, independent animation and film credits. Several of the staff have experience as External Examiners and External Validators most notably with:
· University of Essex (BA (Hons) Digital Animation)
· University of Cumbria (BA (Hons) Digital Arts & FdA Games Design)
· Southampton Solent University (BA (Hons) Animation & Games Programmes)
· UCA Maidstone, Kent (MA (Hons) Animation)
The programme team has staff that have worked as animation award consultants and moderators, on animation and film committees, contributed animation content to qualifications groups and animation/digital media journals. At various points the team have presented and/or contributed at public animation events (e.g. PIXAR Masterclasses) and on other media (e.g. radio broadcasts) and run their own 3D short courses of study. Staff are encouraged to plan staff development as part of their academic calendar and have attended a vast amount of animation conferences, events and festivals. 
In addition to these external events the School has a schedule of pedagogically-oriented events. Recent subjects covered include:
· Education for sustainable development.
· Developing schemes of work.
· Using the UWTSD standard assessment criteria.
· Decision-making.
Staff widely feed their research into the programmes:
· At least three members of staff are themselves making films. As well as involving students in a variety of roles the experience directly feeds into teaching.
· Module development is often driven by research interests.
· Research into key areas such as production pipelines, render technologies, and motion capture systems directly benefits the students in taught sessions.
[bookmark: _Toc418582797]2.6	Collaborative Partner Institution
Not applicable.
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3	Programme Details
[bookmark: _Toc418582799]3.1 	Programme Overview
The MArts (Hons) 3D Computer Animation has been designed to provide its graduates with the technical skills, the creative abilities and the professional approach relevant to those wishing to work in the 3D, animation and creative industries. The Programme is highly practical, with student work 80% practice-based and 20% theoretical. The course aims to give students an understanding of the many roles in the animation production process, taking a multi-skilled approach, whilst giving students the opportunity to specialise in areas in which they would like to take their careers on later productions in the course. 
It is envisaged that the Programme will develop the skills of the students taking them from heavily assisted learning at Level 4. Level 5 will develop a more student independent approach to learning utilising problem solving and experiential methods to gain further knowledge.  At Level 6 students will be expected to display a far greater amount of autonomy in their approach to research, analysis and evaluation. The goal being the production of independent graduates highly conversant in critical and higher order thinking skills. The graduate will also have established considerable team working practices that will allow ease of integration into the work place. If the student continues their studies on to Level 7 we would expect this autonomy to develop into either a creative and productive relationship with an external commercial enterprise or to develop a creative output in a self-organized entrepreneurial venture.
Initially, upon enrolment, students are introduced to the core skills, theories and techniques, working on a range of group and individual projects, whilst developing their understanding of professional working practices. Students begin with an introduction to a variety of 3D terms, methods and principles in 3D design, modelling and animation. Underpinning subjects in musculoskeletal systems and anatomy will be provided in the modelling work (inc. Organic Modelling). Via traditional and digital techniques the students will learn the foundations and principles of how to animate, plan/design shots and sequences, produce effective pre-production, animatics and pre-visualisations. They will take the preliminary steps in the analysis of motion, computer animation and production methods.

In the second year, students continue to develop their skills and techniques and begin to specialise in their areas of interest. For 15/16 the MArts (Hons) 3D Computer Animation degree will provide optional modules for three distinct areas of study (as previously noted):

The second year the degree will now have common (compulsory) modules but there will now be two 40 credits modules that are tailored to key areas of CGI and 3D design and animation
3D Story and Character-based modules
3D Visual Effects and Compositing module
3D Motion Capture modules
Modules are written specifically to cater for the art direction and narrative directives in short animated film production (3D S & F), to retain the quality of work produced from 3D visual effects (VE) via effects animation and compositing modules and to address the emerging trends of motion capture animation (MC) and their applications. The compulsory ‘Character and Creature Animation’ is a compulsory module and advances the animation level from Level 4, raising the quality of visuals and motions directed towards developing character animation and TD style animation material,  cinematic presentations and visual effects. All students will do this Level 5 animation module. Students will select a form of production to explore further from the worlds of character & story, visual effects or motion capture and will also take a module in Entrepreneurship related to animated film and the digital creative industries. In the immersive environment of Level 5 students will be encouraged to learn from the other routes (all students are MArts (Hons) students, regardless of the chosen route) and will have opportunities to learn the wider use of these methods and how such techniques can be applied to their own study via Creative Practice and Contextual Studies content.

In the third year, students create work for a portfolio, as well as working together to create work informed by relevant festival and industry funding opportunities. Throughout the three years of the course, theoretical work underpins and invigorates students' practical work, giving a deeper cultural and critical context, challenging preconceptions and providing inspiration. The final year culminates in the production of a major piece of technically innovative 3D computer animation, whether story/narrative in nature, effects-based or derived from motion capture innovations. As individuals they develop their ideas from initial conception via programming knowledge to the final render, simulation and sequencing. 
To establish an effective research ethos within the Programme it is essential that not only the students but also the staff delivering be seen to be ‘contemporary’ in their knowledge and practical skills in their Programme participation. It is envisaged that staff will incorporate any appropriate (personal or institutional) research findings into the delivery of the Programme. In addition seminars/papers published by School of Film and Digital Media staff will also be delivered to relevant stage students.  This will be extended to the invite of ‘external experts’ in the 3D animation field to broaden the knowledge and life skills of the students.
Integrated Masters Modules
The Integrated Masters programme (Level 7) has been designed in line with the underlying pedagogical aims outlined in the QAA Masters Characteristics (2010). 
More specifically, the Level 7 pathway aims to nurture enterprising and sustainable practice in order for students to be at the forefront of the contemporary filmmaking practice.
 
The set of Level 7 modules are designed to be flexible enough to enable students to follow either a predominantly research/academic route, or an entrepreneurial one, with an optional placement that might be arranged by the student or university. They provide an environment that encourages an advanced understanding of theoretical knowledge in research methods, entrepreneurial thinking and art and design practice. In particular, students studying at this level are encouraged to display resourcefulness, entrepreneurial skills, and the capacity to establish new and innovative ways of working. Critically, it is recognised that creative mindsets are dependent on a strong theoretical knowledge framework. Therefore, the first two modules of the MArts are designed to provide this advanced framework, developing an in depth understanding of the relevant theoretical and methodological perspectives. Students then develop a major synoptic body of practice and research, to advance their critical and creative thinking.  Space is provided within this module for students to experiment with a range of research methods, media and forms of communication to extend their creative research and development expertise. 

At Level 7 the project model is not fixed and students may explore a variety of ventures; they may wish to simply extend their professional standing in their chosen field through advanced practice; they may wish to develop existing IP assets generated at undergraduate level; they may wish to explore collaborative opportunities with commercial partners, third sector organisations, public sector or social enterprises; or they may be seeking to develop a new business start-up.

In conclusion, summarising the overall philosophy of the Programme; throughout the Programme equal merit will be awarded to lecturer input, student endeavor and determination together with a much percentage of practical student engagement with the subject. The new structure will promote increased group work across the Programmes via the Creative Practice modules in Levels 4 and 5, also allowing for a higher level of multi-disciplinarily.  This practical work - with necessary academic rigor- will culminate at Level 6/7 with the major project module. The project can be a ‘solo’ effort or engaged as a group project either within its own discipline or cross-programme providing individual achievement is established.

This benefit of ‘cross-fertilisation’ of ideas and production methods was made evident at the Industrial Liaison meeting where it was regarded as ‘good practice’ in preparation for employment.
MArts (Hons) 3D Computer Animation 
	Module Code
	Module title
	Credit value

	Level 4

	M4X02046
	3D Production Design and Animation
	20

	M4X02047
	3D Organic Modelling
	20

	M4X02048
	3D Character & Effects Animation
	20

	M4X01897
	Visual Studies for Film & Digital Media
	20

	M4X01559
	Ways of Perceiving
	10

	M4X01560
	Ways of Thinking
	10

	M4X01557
	Creative Practice 1
	10

	M4X01558
	Creative Practice 2
	10

	Level 5

	M5X02050
	Art Direction for the Animated Short
	20

	M5X02051
	3D Filmmaking
	20

	M5X02052
	Effects Sequence Animation
	20

	M5X02053
	The Art of Digital Compositing
	20

	M5X02054
	The Art and Science of Motion Capture
	20

	M5X02055
	Enhanced Motion Capture Expressions
	20

	M5X02049
	3D Character & Creature Animation
	20

	M5X01568
	Creative Practice 3
	10

	M5X01569
	Creative Practice 4
	10

	M5X01572
	Entrepreneurship
	20

	M5X01599
	Creative Research
	10

	M5X01571
	Research Practices
	10

	Level 6

	M6X02056
	Advanced Character Animation
	20

	M6X02057
	Advanced Effects Animation
	20

	M6X02058
	Advanced Motion Capture Animation
	20

	M6X01791
	Dissertation
	20

	M6X01898
	SFDM Major Project Stage 1
	20

	M6X01899
	SFDM Major Project Stage 2Independent Project
	40

	M6X01580
	Critical Review
	20

	Level 7

	M7X01586
	Research Methods and Communication
	20

	M7X01587
	Creative Enterprise and Practice
	20

	M7X01588
	Creative Venture 1: Development
	20

	M7X01589
	Creative Venture 2: Realisation
	60



Table 3.1.1: Programme Overview by Modules per Level with associated credit values.
The table (below) is a visual representation of the whole of the MArts (Hons) 3D Computer Animation, providing indications of how the year is split at Level 5. 
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[bookmark: _Toc418582800]3.2 	Programme Aims
	In accord with the mission of UWTSD, the programmes aim to provide a full and satisfying vocational experience appropriate to both Masters and Honours degree level which will develop the student’s ability to understand concepts, apply academic rigour, appraise critically the issues involved in the study of 3D computer animation and to stimulate creativity in the development and production of viable outputs and media artefacts. The programme has the following general educational and specific programme aims:

a. To allow students the opportunity to creatively and imaginatively explore contemporary opportunities in 3D computer animation.
b. To develop the student’s practical and intellectual capabilities in regard to the complete production cycle of digital animation artefacts and to be able to manage that process effectively.
c. To produce graduates with key technical skills at BA level – and mastery at the integrated Masters level - related to the production of a wide variety of digital animation and 3D computer animation outputs or artefacts.
d. To produce graduates who understand the social and cultural animation contexts in which they work.
e. To develop a range of transferable skills such as the ability to work independently, the ability to communicate effectively, the ability to manage time and project development processes, the ability to work in ill-defined domains, and the ability to work effectively in teams.
f. To encourage individual development, creative ability and self-identity.
g. To develop a range of personal and professional skills that will enable the student to gain employment or allow them to enhance employment opportunities.
h. To develop the academic abilities appropriate to an Honours graduate.

[bookmark: _Toc418582801]3.3 	Programme Learning Outcomes
	In accordance with the QAA Frameworks for Higher Education Qualifications of UK Degree-Awarding Bodies separate Programme Learning Outcomes are provided below for the possible intermediate (BA) exit awards (Cert HE, Dip HE, BA and for the final MArts (Hons) 3D Computer Animation).
	
CERT HE in 3D Computer Animation
Students who have successfully completed the CERT HE in 3D Computer Animation would be expected to demonstrate the following general learning outcomes:

a) Knowledge of the concepts, proposals, solutions or arguments independently.

b) The ability to present, evaluate and interpret material, to develop lines of argument and make sound judgements in accordance with theories and concepts of computer animation.

c) The ability to communicate effectively in interpersonal settings, in writing and in a variety of media.

d) To work collaboratively in response to set briefs and/or as self-initiated activity.
 
e) The ability to evaluate the appropriateness of different approaches to solving problems related to computer animation.

f) To communicate the results of their 3D computer animation work accurately and reliably. 

g) To develop qualities and transferable and sustainable skills for employment requiring some personal responsibility.	

DIPLOMA in 3D Computer Animation
Students who have successfully completed the CERT HE in 3D Computer Animation would be expected to demonstrate the following general learning outcomes:

a) Knowledge and understanding of 3D computer animation and related audio visual subjects.

b) Detailed knowledge, familiarity and understanding of the essential theories, concepts, proposals, solutions and form arguments independently.

c) To communicate the results of their study and other work accurately using a range of specialist techniques

d) The ability to communicate effectively in interpersonal settings, in writing and in a variety of media.

e) To identify their own learning within defined contexts of 3D computer animation and imagery and to be able to undertake further independent learning in new areas.

f) Familiarity of the skills required for the deployment of the essential materials, techniques and practices of 3D computer animation.

g) Apply transferable skills within the scope of the tasks set where some personal responsibility and initiative is required.

BA (Hons) 3D Computer Animation

	Students who have successfully completed the BA3DCA degree would be expected to demonstrate the following general learning outcomes:

a) The ability to generate ideas, concepts, proposals, solutions or arguments independently and/or collaboratively in response to set briefs and/or as self-initiated activity. 

b) The ability to initiate, develop and realise distinctive and creative work through to outcomes, for example images, artefacts, environments, products, systems and processes, or texts.

c) An understanding of the narrative processes, generic forms and modes of representation at work in animation, media and cultural texts.

d) An understanding of the audio, visual and verbal conventions through which sounds, images and words make meaning.

e) The ability to anticipate and accommodate change, and work within contexts of ambiguity, uncertainty and unfamiliarity. 

f) The ability to source, navigate, select, retrieve, evaluate, manipulate and manage information from a variety of sources as sustained independent enquiry and to articulate reasoned arguments derived from that process through reflection, review and evaluation.

g) The ability to communicate effectively in interpersonal settings, in writing and in a variety of media.

h) The ability to organise and manage supervised self-directed projects. 

i) The ability to work productively in a group or team, showing abilities at different times to listen, contribute and lead effectively.

j) The ability to apply entrepreneurial skills in dealing with audiences, clients, consumers, and markets.

k) The ability to deliver work to a given length, format, brief and deadline, properly referencing sources and ideas and making use, as appropriate, of a problem-solving approach. 

MArts (Hons) 3D Computer Animation 

Students who have successfully completed the MArts (Hons) 3D Computer Animation award would be expected to demonstrate the following general learning outcomes:

(a) a systematic understanding of knowledge in the field of 3D Computer Animation, including originality and creativity in the application of that knowledge;
(b) a comprehensive understanding of techniques applicable to their own research or advanced scholarship and a conceptual understanding that enables them to critically evaluate current research and advanced scholarship in the discipline and effectively communicate those ideas through writing and presentations;
(c) an ability to deal with complex issues both creatively and systematically and a self-direction and originality in solving problems, and both independently and as a member of a team, plan and implement tasks at an appropriate level and an ability to communicate their conclusions clearly to specialist and non-specialist audiences;
(d) Through practical examples, the ability to design and create complex elements suitable for inclusion in 3D computer animated productions, which are based on coherent and advanced knowledge at the forefront of their practice;
(e) The ability to initiate and carry out ambitious projects, be personally decisive in complex and unpredictable contexts, manage their own learning, employ scholarly reviews and original materials relevant to their discipline and show critical self-judgement;
(f) A profound knowledge and systematic understanding of elements of 3D computer animation and the application there of and the ability to plan, structure and organise themselves into effective team players in a ‘professional’ animation production team.
(g) Advanced intellectual development and abilities such as reflective critical thinking and analytical approaches to creative design with an awareness social, ethical and cultural implications; 
[bookmark: _Toc418582802]3.4	Programme Structure
Full-time Students

MArts (Hons) 3D Computer Animation

LEVEL 4

SEMESTER ONE

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M4X02046
	3D Production Design and Animation
	Compulsory
	20

	M4X01560
	Learning in the Digital Era (Uni Common)Ways of Thinking
	Compulsory Compulsory
	2010

	M4X01897
	Visual Studies for Film & Digital Media
	Compulsory
	20

	M4X01557
	Creative Practice 1
	Compulsory
	10

	
	Creative Practice 2
	Compulsory
	10

	
	Contemporary Challenges (Uni Common)
	Compulsory
	20

	
	3D Production Design and Animation
	Compulsory
	20

	
	Intro to Character Animation
	
	20

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	Advanced Character Animation
	
	20

	
	Critical Review
	
	20

	
	SFDM Major Project Stage 1
	
	20

	
	Independent Project
	
	40

	
	Emerging Trends
	[bookmark: _GoBack]
	20



SEMESTER TWO

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M4X02047
	3D Organic ModellingContemporary Challenges
	Compulsory
	20

	M4X02048
	3D Character & Effects Animation
	Compulsory
	20

	M4X01559
	Ways of Perceiving
	Compulsory
	10

	M4X01558
	Creative Practice 2
	Compulsory
	10



LEVEL 5

NOTE: ONE 20 CREDIT MODULES ARE COMPULSORY FOR EACH THEME/ROUTE IN EACH SEMESTER*

SEMESTER ONE – 3D STORY & FILM*

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M5X01572M5X02049
	Entrepreneurship 3D Character & Creature Animation
	Compulsory
	20

	M5X02050
	Art Direction for the Animated Short*
	Compulsory
	20

	M5X01599
	Creative Research
	Compulsory
	10

	M5X01568
	Creative Practice 3
	Compulsory
	10











SEMESTER TWO – 3D STORY & FILM

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M5X02051
	3D Filmmaking*
	Compulsory
	20

	M5X01571
	Research Practices
	Compulsory
	10

	M5X02049M5X01572
	3D Character & Creature Animation Entrepreneurship
	Compulsory
	20

	M5X01569
	Creative Practice 4
	Compulsory
	10




LEVEL 5
SEMESTER ONE – VISUAL EFFECTS

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M5X01572M5X02049
	Entrepreneurship 3D Character & Creature Animation
	Compulsory
	20

	M5X02052
	Effects Sequence Animation*
	Compulsory
	20

	M5X01599
	Creative Research
	Compulsory
	10

	M5X01568
	Creative Practice 3
	Compulsory
	10



SEMESTER TWO – VISUAL EFFECTS

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M5X02053
	The Art of Digital Compositing*
	Compulsory
	20

	M5X01571
	Research Practices
	Compulsory
	10

	M5X02049M5X01572
	3D Character & Creature AnimationEntrepreneurship
	Compulsory
	20

	M5X01569
	Creative Practice 4
	Compulsory
	10




LEVEL 5

SEMESTER ONE – MOTION CAPTURE

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M5X01572M5X02049
	Entrepreneurship 3D Character & Creature Animation
	Compulsory
	20

	M5X02054
	The Art and Science of Motion Capture*
	Compulsory
	20

	M5X01599
	Creative Research
	Compulsory
	10

	M5X01568
	Creative Practice 3
	Compulsory
	10



SEMESTER TWO – MOTION CAPTURE

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M5X02055
	Enhanced Motion Capture Expressions*
	Compulsory
	20

	M5X01571
	Research Practices
	Compulsory
	10

	M5X02049M5X01572
	3D Character & Creature Animation Entrepreneurship
	Compulsory
	20

	M5X01569
	Creative Practice 4
	Compulsory
	10



Full-time Students

BA (Hons) 3D Computer Animation

LEVEL 6

SEMESTER ONE – 

NOTE: ONE 20 CREDIT MODULE IS COMPULSORY FOR EACH THEME/ROUTE IN SEMESTER 1*

SEMESTER ONE – 3D STORY & FILM

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M6X02056
	Advanced Character Animation*
	Compulsory 
	20

	M6X01791
	Dissertation
	Compulsory
	20

	M6X01898
	SFDM Major Project Stage 1
	Compulsory
	20



SEMESTER TWO – 3D STORY & FILM

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M6X01580
	Critical Review
	Compulsory
	20

	M6X01899
	SFDM Major Project Stage 2
	Compulsory
	40




LEVEL 6

SEMESTER ONE – VISUAL EFFECTS

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M6X02057
	Advanced Effects Animation*
	Compulsory
	20

	M6X01791
	Dissertation
	Compulsory
	20

	M6X01898
	SFDM Major Project Stage 1
	Compulsory
	20



SEMESTER TWO – VISUAL EFFECTS

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M6X01580
	Critical Review
	Compulsory
	20

	M6X01899
	SFDM Major Project Stage 2
	Compulsory
	40











LEVEL 6

SEMESTER ONE – MOTION CAPTURE

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M6X02058
	Advanced Motion Capture Animation*
	Compulsory
	20

	M6X01791
	Dissertation
	Compulsory
	20

	M6X01898
	SFDM Major Project Stage 1
	Compulsory
	20



SEMESTER TWO – MOTION CAPTURE

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M6X01580
	Critical Review
	Compulsory
	20

	M6X01899
	SFDM Major Project Stage 2
	Compulsory
	40





LEVEL 7

SEMESTER ONE

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M7X01587
	Creative Enterprise & Practice
	Compulsory
	20

	M7X01586
	Research Methods and Communication
	Compulsory
	20

	M7X01588
	Creative Venture 1: Development
	Compulsory
	20



SEMESTER TWO

	Module Code 
	Title 
	Module type (core, compulsory or optional)
	Credits

	M7X01589
	Creative Enterprise 2: Realisation
	Compulsory
	60




















Part time provision (example of timetabling):

For part-time provision it is customary for students to study some 60 credits each year, effectively gaining the 120 credits after two years of study (rather than one). As can be seen in the tables above all of the semester are 60 credits apiece and, with careful planning, students could be easily timetabled with fulltime students upon a selection of modules for the duration of the academic year. A visual example of the first 120 credits gained could be co-ordinated in this fashion:


	Part-Time Level 4

	Year 1 (Sem #1)
	Year 1 (Sem #2)
	Year 2 (Sem #1)
	Year 2 (Sem #2)

	3D Production Design and Animation
(20 credits)
	
	
	3D Character & Effects Animation
 (20 Credits)

	Creative Practice 1 
(10 Credits)
	3D Organic Modelling
(20 credits)

	
Visual Studies
(20 credits)
	Historical & Contextual Studies 2 
(10 credits)

	Historical & Contextual Studies1 
(10 credits)
	

	
	Creative Practice 2 
(10 Credits)

	  
Total: 60 Credits
	
Total: 60 Credits


  

The school are very experienced in catering for part-time study and, as can be seen by this initial example, students would not be disadvantaged in spreading the course of study, animating and then modelling in both years, extending the 3D content. Later years would be planned in a similar fashion.


[bookmark: _Toc418582803]3.5	Curriculum Map(s)
The tables below identify within which modules the programme intended learning outcomes (PILOs) are being developed and assessed on the degree - with exit award breakdowns. Please refer to corresponding PLOs for all of these equivalent outcomes/awards (from p. 38)
	
	Programme Intended Learning Outcomes (CERT HE – 120 Credits)

	
	a
	b
	c
	d
	e
	f
	g
	

	3D Production Design and Animation (20 credits)
	
	· 
	· 
	· 
	
	
	· 
	

	3D Organic Modelling (20 credits)
	
	· 
	· 
	· 
	· 
	· 
	· 
	

	3D Character & Effects Animation (20 credits)
	
	· 
	· 
	· 
	
	
	· 
	

	Ways of Perceiving (10 credits)
	
	
	
	
	
	
	
	

	Ways of Thinking (10 credits)
	
	
	
	
	
	
	
	

	Creative Practice 1 (10 credits)
	
	
	
	
	
	
	
	

	Creative Practice 2 (10 credits)
	
	
	
	
	
	
	
	

	Visual Studies for Film & Digital Media (20 credits)
	
	
	
	
	
	
	
	





In addition to the modules listed above (to gain a further 120 credits) the PLOs that correspond to the modules for the DIP HE award are:
	
	
	Programme Intended Learning Outcomes (DIP HE – 240 Credits)

	
	
	a
	b
	c
	d
	e
	f
	g
	

	
3D S & F
	Art Direction for the Animated Short 
(20 credits)
	
	· 
	
	· 
	
	
	· 
	

	
3D S & F
	
3D Filmmaking (20 credits)
	
	· 
	· 
	· 
	· 
	· 
	· 
	

	VE
	Effects Sequence Animation (20 credits)
	
	
	
	
	
	
	
	

	VE
	Art of Compositing (20 credits)
	
	
	
	
	
	
	
	

	MC
	The Art and Science of Motion Capture (20 credits)
	· 
	· 
	· 
	· 
	· 
	· 
	· 
	

	MC
	Enhanced Motion Capture Expressions (20 credits)
	· 
	· 
	· 
	· 
	· 
	· 
	· 
	

	
	3D Character & Creature Animation (20 credits)
	· 
	· 
	· 
	· 
	· 
	· 
	· 
	

	
	Creative Practice 3 (10 credits)
	· 
	· 
	· 
	· 
	
	· 
	· 
	

	
	Creative Practice 4 (10 credits)
	· 
	· 
	· 
	· 
	
	· 
	· 
	

	
	Entrepreneurship (20 credits)
	· 
	· 
	· 
	· 
	
	· 
	· 
	

	
	Creative Research (10 credits)
	· 
	· 
	· 
	· 
	
	· 
	· 
	

	
	Research Practices (10 credits)
	· 
	· 
	· 
	· 
	
	· 
	· 
	



The following table below identifies within which modules the programme intended learning outcomes (PILOs) are being developed and assessed on the BA3DCA degree (see p. 39): 

	
	
	Programme Intended Learning Outcomes (BA (Hons) 3D Computer Animation – 360 Credits)

	
	
	a
	b
	c
	d
	e
	f
	g
	h
	i
	j
	k

	
	Module Title
	

	
	3D Production Design and Animation 
(20 credits)
	
	
	
	
	
	
	
	
	
	
	

	
	3D Organic Modelling (20 credits)
	· 
	
	
	
	· 
	
	
	
	
	
	

	
	3D Character & Effects Animation 
(20 credits)
	
	
	
	
	
	· 
	
	
	
	
	

	
	Ways of Perceiving (10 credits)
	
	· 
	
	
	
	
	
	
	
	
	

	
	Ways of Thinking (10 credits)
	· 
	· 
	
	
	· 
	
	
	
	
	
	

	
	Creative Practice 1 (10 credits)
	· 
	
	
	
	
	
	
	· 
	
	
	

	
	Creative Practice 2 (10 credits)
	· 
	
	
	
	
	
	· 
	
	
	
	

	
	Visual Studies for Film & Digital Media 
(20 credits)
	· 
	· 
	
	
	
	
	
	
	· 
	· 
	· 

	
3D S & F
	Art Direction for the Animated Short 
(20 credits)
	
	
	
	
	
	
	
	
	
	
	

	
3D S & F
	
3D Filmmaking (20 credits)
	· 
	· 
	
	
	· 
	· 
	· 
	
	· 
	· 
	· 

	VE
	Effects Sequence Animation (20 credits)
	· 
	· 
	
	
	· 
	· 
	· 
	
	· 
	· 
	· 

	VE
	Art of Compositing (20 credits)
	· 
	· 
	
	
	· 
	· 
	· 
	
	· 
	· 
	· 

	MC
	The Art and Science of Motion Capture (20 credits)
	· 
	· 
	
	
	· 
	· 
	· 
	
	· 
	· 
	· 

	MC
	Enhanced Motion Capture Expressions 
(20 credits)
	· 
	· 
	
	
	· 
	· 
	· 
	
	· 
	· 
	· 

	
	3D Character & Creature Animation (20 credits)
	· 
	· 
	
	
	· 
	· 
	· 
	
	· 
	· 
	· 

	
	Creative Practice 3 (10 credits)
	
	
	
	
	
	
	
	
	
	
	

	
	Creative Practice 4 (10 credits)
	
	
	
	
	
	
	
	
	
	
	

	
	Entrepreneurship (20 credits)
	
	
	
	
	· 
	· 
	
	
	
	
	

	
	Creative Research (10 credits)
	
	· 
	
	
	
	
	
	
	
	· 
	· 

	
	Research Practices (10 credits)
	
	· 
	
	
	
	
	
	
	
	
	

	
	Dissertation (20 credits)
	
	
	· 
	
	
	
	
	
	
	
	

	
	Major Project (60 credits)
	
	
	
	
	
	
	
	
	
	
	

	
3D S & F
	Advanced 3D Character Animation 
(20 credits)
	
	
	
	
	
	
	
	
	
	
	

	
VE
	Advanced Visual Effects Animation 
(20 credits)
	
	· 
	
	
	
	
	
	
	
	
	

	
MC
	Advanced Motion Capture Animation 
(20 credits)
	
	· 
	
	
	
	
	
	
	
	
	

	M6X01580
	Critical Review (20 credits)
	
	
	
	
	
	
	
	
	
	
	




Table 3.5.2 (below) 

A table identifying within which modules the programme intended learning outcomes (PILOs) are being developed and assessed on MArts (Hons) 3D Computer Animation 3D Computer Animation


	
	a
	b
	c
	d
	e
	f
	g

	Creative Enterprise and Practice (20 credits)
	
	
	
	· 
	
	
	· 

	Research Methods and Communication 
(20 credits)
	
	· 
	
	
	
	
	· 

	Creative Venture #1: Development (20 credits)
	
	
	
	
	
	
	

	Creative Venture #2: Realisation (60 credits)
	
	
	
	
	
	
	






46
[bookmark: _Toc318984550][bookmark: _Toc418582804]3.6	Learning, Teaching and Assessment Strategy
The taught part of each module will typically comprise a tutor-led exposition together with supported practical/seminar sessions. Students are strongly encouraged to interact with the lecturer during the taught sessions to ensure that they fully understand the material. Problems that require a significant amount of thought or further reading will be set as exercises to be discussed at a subsequent session. On the days where there are no taught modules it is expected that students will be reviewing the material from previous lectures and undertaking further study based on the recommended reading list. Most importantly, students should be working to complete all the exercises and assignments set during the programme and investigating problems set or encountered during tutorials.

Specific details of the combination of lectures, tutorials etc. are given within the modules. The main teaching and learning strategies employed by the Programme are listed below:

A. Lectures will be used to explore concepts and theories and to further develop the student’s knowledge base that underpins advanced technical skills. This mode of delivery enables the dissemination of knowledge to large numbers of students in an efficient manner.

B. Seminars offer an opportunity to promote intellectual skills such as analysis, innovation, critical appraisal and the like to smaller groups of around ten students. The smaller group size, whilst lecturer led, encourages students to explore research in selected areas using case studies and papers. It provides an opportunity for students to demonstrate a conceptual understanding of current research and to analyse critically leading-edge technologies. These sessions are seen by SFDM to be a crucial means of integrating formative feedback into the curriculum.

C. Tutorials offer support to the student on an individual basis. The tutorial can be a highly motivating experience for the student and should encourage intense discussion, complex problem solving, and critical analysis. It is typically used in respect of on-going student project work and is an excellent way to monitor and steer progress.

D. Studio workshops give the student the opportunity to put the aforementioned theories into practice using appropriate methodologies, technologies and research materials. An environment that fosters innovation, creativity and reflection should be sought. 

E. Masterclasses/workshops are delivered within the School by a variety of experts from industry.

F. Video tutorials will be used to support the student’s assimilation of industry standard software (e.g. Lynda.com subscription). Appropriate staff support is allocated to support the students when undertaking these learning methods. 

G. Moodle will be used to enable students to access lecture material, etc. and offer an opportunity for internal forums, discussion, debate and feedback between lecturers and students.

H. Blogs will be set up by the staff and students to foster further debate, discussion and feedback, which would benefit from an external dialogue with the games and animation community worldwide. Facebook group pages are also used extensively within SFDM.

Group work is encouraged on the programme to reflect conditions found in a commercial environment and to foster student engagement at all levels (i.e. with peers, academic staff, and subject domain). Group work is now an integral part of the programme delivery:

· L4: Creative Practice 1 and 2
· L5: Creative Practice 3 and 4
· L5: Entrepreneurship

Team projects may be incorporated into the Level 6 Major Project (Honours and Ordinary). Please note that where group work is formally assessed individual grades will be awarded to the students. 

Specific examples of learning support which exceed normal support during module delivery are:

· Study Skills support is offered centrally by Student Services, e.g. for report writing, self-study techniques.
· Major Project tutorial support from overall supervision team, e.g. for technical support, project planning.

The Faculty has a well-developed strategy of extending student access to PC Studios and workshops during periods of increased demand, e.g. Major Project work. This arrangement involves student requests being processed by the Programme Director and Dean of Faculty in order to implement satisfactory arrangements.

The programmes within SFDM tend to emphasize coursework over examinations. The thinking behind this is as follows. The pedagogic framework we employ by definition encourages a learning environment where students work in realistic scenarios and where their activities are integrated within the context of their practice. Isolating or abstracting out specific areas of this practice for summative assessment is, generally speaking, hardly in keeping with this ethos.

This is not say that SFDM programmes do not have examinations. The BSc programmes have examinations, typically either written examinations assessing key areas of theory or perhaps timed phase tests assessing something like programming skills. Some BA programmes also have phase tests of the latter sort.

In order to maintain academic integrity a range of strategies are adopted. Most practical work includes formal written elements of some sort: everything from the standard essay format through to things like usability reports, product definition documents, responses to/critiques of seminal academic papers, learning journals, business plans, etc. At L6 all students will have to complete a Dissertation.

From L4 onwards students are also widely assessed in presentations, culminating at L6 in the Major Project. We have found the viva voce style assessment well-suited to the work we do within the School, which, whilst having a technical underpinning, often has strong similarities to fine art practice.
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MArts (Hons) 3D Computer Animation

	
Module 
Code
	Module 
Title
	Credits
	Assessment details

	Level 4

	M4X02046

	3D Production Design and 
Animation
	20
	Assessment Component 1 –  Coursework: Production (Practical) 70%
Simulate and animate 3D objects and structure in a short 3D sequence (Equiv 3500 Words)
Assessment Component 2 – Coursework: Production (Written) 30% (Equiv 1500 Words)
Students will be expected to display an analytical and evaluative approach to the project brief as well as demonstrating proficient technical and aesthetic practical skill in the final production.
In addition students will be expected to compile a research and design blog that details their weekly research and analysis, the key factor being evaluation of the processes involved with production.

	M4X02047

	3D Organic Modelling 

	20
	Assessment Component 1 – Coursework 
(Practical; model) 60% (Equiv 3000 Words)
Assessment Component 2 – Coursework 
(Practical; design portfolio) 40% (Equiv 2000 Words)
Students will be expected to compile a research and design portfolio to accompany the 3D practical work that displays the analytical and evaluative approach in response to the project brief as well as demonstrating proficient technical and aesthetic practical skill towards the final production. 

	M4X02048

	3D Character and Effects Animation

	20
	Assessment Component 1 – Coursework (practical) 50%
Students to portray an appreciation and understanding of character animation principles and timing via a 3D short animation (e.g. 10 seconds).
Assessment Component 2 – Coursework (practical) 50% (Equiv 2500 Words) 
Students to portray a practical understanding of physics and forces and timing via a 3D short animation (e.g. 10 seconds).

	M4X01560
	Ways of Thinking
	10
	Assessment  – Practical: Research Case Study 100%
(Equiv 2500 Words)
Presentation (10 min live or pre-recorded) and written summary (1000 words)  

	M4X01559
	Ways of Perceiving
	10
	Assessment– Coursework: Essay 100%
Academic Essay (2000 words) 

	M4X01557
	






Creative Practice 1
	
10
	Assessment Component 1 Practical: Production practical (50%)
(Equiv 1250 Words) Create a simple new media object and externalize and evidence the production process. 
Assessment Component 2 Coursework: Production written (50%)
(Equiv 1250 Words) Externalize and evidence the group planning and development work. Produce a 1000 word critical reflective analysis of the production process.

	M4X01558
	






Creative Practice 2
	






10
	Assessment Component 1 Practical: Production practical (50%)
(Equiv 1250 Words) Create a straightforward but competent new media object, externalize ad evidence the production process. 
Assessment Component 2 Coursework: Production written (50%)
(Equiv 1250 Words) Externalize and evidence the group planning and development work. Produce a 1000 word critical reflective analysis of the production process


	M4X01897
	


Visual Studies for Film and Digital Media
	


    20
	Assessment Component 1 – Coursework 50%
An individual 10-minute presentation – with accompanying work
Assessment Component 2 – Coursework 50%
A completed portfolio comprised of work produced throughout the module.

	
Level 5



	M5X02050
	Art Direction for the Animated Short
	20
	Assessment Component 1 – Coursework (Practical) 100% (Equiv 5000 Words)
Concept and designs for animated short. Students will be directed towards implementing an effective cinematic quality as a guide for an emotionally evocative and visually artistic 3D artefact(s).

	M5X02051
	3D Filmmaking
	20
	Assessment Component 1 – Coursework (practical) 80%
3D story/narrative-based animation
Assessment Component 2 – Coursework (written) 20%
Reflective Blog (2500 word – 200 words posted over 12 weeks).

	M5X02052
	Effects Sequence Animation

	20
	Assessment Component 1 – Coursework (practical) 80%
A portfolio series of designated animations derived from working through effects animation (of 20 secs. in length) 
Assessment Component 2 – Coursework (written) 20%
Reflective blog (2500 word -200 words posted over 12 weeks). 

	M5X02053
	The Art of Digital Compositing

	20
	Assessment Component 1 - Coursework (practical) 80%
A composited effects-based sequence that shows evidence of effective visual decision making and a clear understanding of contemporary practice, processes and technique.

Assessment Component 2 - Coursework (written) 20%
Reflective blog (2500 word - 200 words posted over 12 weeks). 


	M5X02054
	The Art and Science of Motion Capture

	20
	Assessment Component 1 – Coursework 50%
Visual collection/portfolio of bipedal design work 
Assessment Component 2 – Coursework 50%
Practical-based 3D Motion Capture digital work that  has been constructed/aided via the technology

	M5X02055
	Enhanced Motion Capture Expressions

	20
	Assessment Component 1 – 50%.
3D Motion Capture effects-orientated theoretical work
Assessment Component 2 – 50%
3D Motion Capture effects-orientated practical work

	M5X02049
	3D Character and Creature Animation
	20
	Assessment Component 1 – Coursework (practical) 100%.
Portfolio (demo reel) of character/creature animations

	M5X01568
	Creative Practice 3
	10
	Assessment Component 1 Practical: Production practical (50%)
Create a relatively complex new media object from an original idea and externalize and evidence the production  process
Assessment Component 2 Coursework: Production written (50%)
Produce a 1250 Word critical reflective analysis of the production process

	M5X01569
	Creative Practice 4
	10
	Assessment Component 1 Practical: Production practical (50%)
Create a sophisticated and professional new media object from an original idea and externalize and evidence the production process.
Assessment Component 2 Coursework: Production written (50%)

Produce a 1250 Word critical reflective analysis of the production process



	M5X01599
	Creative Research
	10
	Assessment Component 1 – Coursework: Essay (100%)
One 3000 word essay on a topic relevant to the student’s practice and themes presented in the lecture series.


	M5X01571
	Research Practices
	10
	Assessment Component 1 – Practical: Presentation (100%)
A 10 minute verbal presentation on student-generated research question(s) and method(s) demonstrating how they address the intended research question in the Level 6 Dissertation.

	M5X01572
	Entrepreneurship
	20
	Assessment Component 1 - 100%
Coursework - Portfolio of industry-facing project work and promotional material

	
Level 6


	M6X01791
	Dissertation
	20
	Assessment Component 1 – 100 %
Coursework: Written 6000 word Dissertation

	M6X01898
	SFDM Major Project Stage 1
	20
	Assessment Component 1 – Practical: Presentation 50%
Oral Presentation (50%) 20 min
Assessment Component 2 – Coursework: Essay 50%
An essay of 3000 words – an in-depth and analytical study of an area of research

	M6X01899
	SFDM Major Project Stage 2
	40
	Assessment Component 1 – Practical: Presentation 20%
Oral Presentation (20%) - 20 min 
Assessment Component 2 – Coursework: Learning Journal (20%)
Learning journal equivalent of around 2400 words
Assessment Component 3 – Coursework: Artefact (60%)
Artefact formally submitted at the end of  project in mid May

	M6X02056
	Advanced Character Animation
	20
	Assessment Component 1 – Coursework (practical)
Self-directed 3D animation study (+visuals)

	M6X02057
	
Advanced Effects Animation


	20
	Assessment Component 1 – Coursework (practical) 100%
Self-directed 3D effects animation study (+ visuals)

	M6X02058
	
Advanced Motion Capture Animation

	20
	Assessment Component 1 – Coursework (practical) 100%
Self-directed 3D motion capture animation study (+visuals)

	M6X01580
	Critical Review
	20
	Assessment Component 1 – Coursework: 50%
A critical self-reflective online blog 

Assessment Component 2 – Coursework: 50%
Podcast essay


	
Level 7

	M7X01587
	Creative Enterprise and Practice
	20
	Assessment Component 1 –Coursework: 30%
Written Report of 2000 words
Assessment Component 2 – Coursework: 70% 
 Individual Creative Enterprise/Practice Exploration – may be in the form of a case study, trial, consultation

	M7X01586
	Research Methods and Communication
	20
	Assessment Component 1 – Coursework: 50%
Project Proposal & Research Methodology (3000 words)
Assessment Component 2 – Practical: 50%
Visual Communication of Project Context and Strategy - 20 min presentation

	M7X01588
	Creative Venture 1:  Development
	20
	Assessment Component 1 – Practical: 50%
Presentation: 15 mns and oral assessment: 30 mns
Assessment Component 2 – Coursework: 50%
Development Portfolio – individual record of exploratory journey

	M7X01589
	Creative Venture 2: 
Realisation
	60
	Assessment Component 1 –Coursework: 30%
Evaluative Report 4000 words – critical review of creative venture and outcome
Assessment Component 2 –Practical: 70%
Artefact



Table 3.6.1: Correspondence of Assessment Objects against Modules
Library
Working closely with the library staff new books are ordered on a regular basis. New texts on software and technology are continually inspected and will often be acquired for the University shelves. The Faculty also supports the University’s subscription to various online journals and are continually monitored and changed to reflect the changing topics within the field.   
Library personnel continually encourage the academic staff to review the reading lists and propose new changes on their modules (if required). The usual procedure for ensuring that the library is stocked with all of the required reading texts is that the module reading lists for a programme are sent to the library for sourcing and costing. Once the required reading texts (and the optimum number repeat copies) have been budgeted for then any further funds that are available may be used for copies of texts on the recommended reading lists. Specific emphasis is usually given to updating the books in the library whenever a new Programme is rolled out. All students are required to attend a library induction session when they enroll so that they are aware of full facilities and resources that are available to them through the library. Following enrolment students will be encouraged to seek out and use the full potential and resource of information available from the standard book forms to online papers and studies, electronic books, film titles, etc. 
The following statement has been provided by the Head of Library Learning & Resources, Anne Harvey, specifically composed to help the successful BSc Motion Capture validation. The statement – (included here in its entirety to help the MArts (Hons) 3D Computer Animation) - provides more specific information and details on this invaluable area of University life:
LIBRARY AND LEARNING RESOURCES, SWANSEA (July 2014):
The Library and Learning Resources Service at the Swansea campus of University of Wales
Trinity Saint David aims to support all members of the University in their studies by providing information and library services of high quality and meeting the needs of students and staff to the best of its ability within the resources framework provided by the University.

The Library and Learning Resources Service operates on all four sites of the Swansea campus at Dynevor, Mount Pleasant, Ty Bryn Glas and Townhill. The Griffith Library at Dynevor Library opened in 2005 operates over two floors and serves the schools within the Faculty of Art & Design. The nearby Owen Library at Mount Pleasant which opened in 1992 and serves the Faculty of Applied Design & Engineering operates over the ground and lower ground floors of the Owen building providing a range of study spaces, including a group study room. 

All four libraries have open access computer areas with PCs linked to the University's network.  Thirty-six PCs are available in the Griffith Library at Dynevor. At the nearby Mount Pleasant Campus, thirty-nine PCs are available at the Owen Library and 25 PCs located at the 24 hour computer suite and social learning space in the Thompson Building. The Library uses a computerised system for circulation, acquisitions and cataloguing called Alto. Benefits to users include the ability to search the Library catalogue from any web terminal. Users can also renew books not in demand and reserve items on loan from the web page. The Library has implemented RFID technology for stock control and self-service machines at all four libraries.  Card operated monochrome and colour photocopiers, together with change machines are available in each library.

The Library houses an extensive collection of printed resources, books and journals as well as providing thousands of online e-journals and e-books, with the electronic resources being available 24/7. Users may access a variety of databases, containing scholarly journals, electronic indexes, newspapers and reference material. Relevant online resources for the ‘Motion Capture’ programmes offered by the Swansea School of Digital Media include such databases as IEEE ‘XPLORE Digital Library’, the ACM Digital Library, and Science Direct, 

Undergraduate students are allowed to borrow up to fifteen items, taught postgraduate students twenty items, research postgraduate students and staff thirty items. The library provides different loan periods so that the changing needs of students can be accommodated.  The normal loan period for students is three weeks, but there is also a one-week loan collection, a two-day restricted loan, a twenty-four hour short loan, and a six-week loan for students on school placement. All items can be moved from one loan category to another at short notice at the request of lecturers with academic staff being encouraged to make best use of the varying loan periods to ensure the widest circulation of the stock. Fines are charged on overdue items. If a book, journal or thesis is needed which is not in the library stock, it may be obtained from another library by an inter-library loan.

The Library offers extended loan periods on the shorter loan categories of books for those students with disabilities, including dyslexia, who have been referred by Student Services to the Library. Members of the Library staff will also fetch books from the library shelves and provide additional assistance for students with disabilities such as visual impairment and mobility problems. 

All students take part in general induction tours of the Library in their first few weeks at the University. Subject librarians help provide students with the skills required to find and use information sources within the subject area. Aside from the induction talk and tour of the Griffith Library at Dynevor at the beginning of the academic year by the Deputy Head of Library and Learning Resources, who also looks after the Art & Design subject area, numerous sessions are organised during the academic year to teach art and design students how to use and evaluate online databases, journals, e-books and useful websites. The Library also operates an open door policy which enables students to ask for help and advice on the information resources available throughout the academic year. Librarians are welcomed to programme team meetings and also attend relevant Faculty meetings where invited, including Faculty Board.

There are 9 qualified librarians (including the Head of the Service at Swansea). The number of library posts is 29, although some are employed on part-time or term-time only arrangements. Additionally eight student workers are employed in a security role at evenings and weekends. Library staff development is fully supported by the University and staff may attend, for example, professional one-day courses organised by the CILIP (Chartered Institute of Library and Information Professionals) special interest groups.


The Library is a full member of WHELF (Welsh Higher Education Libraries Forum), SWAMP (South West and Mid Wales Area Partnership) and WHISD (Welsh Higher Education Information Services Staff Development Group). The Library is also a member of SCONULAccess (Society of National and University Librarians) scheme which is a co-operative venture between most of the higher education libraries of the UK and Ireland. It enables staff, research students, full time postgraduates and part-time, distance learning and placement students to borrow material from other libraries. 

[bookmark: _Toc418582805]3.7	Mode of Delivery
	Not applicable.
[bookmark: _Toc418582806]3.8	Work-based Learning
Not applicable.
[bookmark: _Toc418582807]3.9	Flexible and Distributed Learning programmes
	Not applicable.
[bookmark: _Toc418582808]3.10	Student Support offered
Personal Development Portfolios
On first enrolment, each student will either be issued with a Personal Development Planning (PDP) folder or given access to the online PDP folder on PebblePad. This will be accompanied by a briefing tutorial conducted by the Programme Director and/or a member of the student services team. Students are supported, through their introductory and general tutorials, to maintain their PDPs as a growing body of evidence of their academic achievements. Students are encouraged to use their PDPs as a tool for reflective learning and practice.

Counselling
Each student is assigned a personal tutor from the programme staff team. Following the institutional adoption of open-plan Staff Rooms and the consequent move away from the existing open-door policy, there are timetabled drop-in tutorial sessions scheduled.
Where regard needs to be given to issues of a more personal, sensitive, or confidential nature counselling sessions with the University's counsellor may be arranged. The Student Support team have scheduled sessions across the Faculty, and each location has a designated counsellor assigned.

Inclusive Learning Environment
SFDM has always encouraged and maintained an inclusive learning environment. Student engagement is the cornerstone of our pedagogic approach. All the school's programmes are designed in such a way that students are encouraged to work with students from other degree pathways, to work on outward-facing projects, to negotiate and design their own project work, and to engage with the development of the school as a whole.

[bookmark: _Toc318984547][bookmark: _Toc418582809]3.11	Sustainability Statement
The SFDM sustainability strategy is based upon The Future Fit Framework (HEA 2012),[footnoteRef:4] UWTSD's Template and Guidance for Faculty Sustainability Plans (Davidson, J. 2012), and the School of Built and Natural Environment's Sustainability Plan 2012-2013 (Philips, M. 2013). The basic concept is that of "Education for Sustainable Development" (ESD), where "sustainability education prepares people to cope with, manage and shape social, economic and ecological conditions characterized by change, uncertainty, risk and complexity" (HEA 2012: 9). These core documents have been supplanted by the QAA's 2014 Education for Sustainable Development briefing document. This maps out four central "themes" to the sustainability agenda and suggests three ways in which graduate outcomes can be determined: knowledge and understanding of these themes, a set of skills for applying this knowledge, and a number of desirable attributes for dealing with the world in a sustainable fashion. This model of four key themes cross-referenced with graduate outcomes has been adopted as a basic framework for the SFDM sustainability strategy. [4: Ilm Available from: http://www.heacademy.ac.uk/assets/documents/esd/Future_Fit_270412_1435.pdf] 

In practice this strategy is considered as having two main elements: firstly, the programme structures and underlying pedagogy, and secondly, the actual content or subject matter of these programmes.
In the first case, problem-based learning in the context of student-driven project work is a key element of all SFDM programmes. The Creative Development and Discovery modules in particular are vehicles for this approach, and further allow students the opportunity to work across disciplines or with external clients. Both conceptually and practically, these lead directly into the L6 Major Project. All SFDM programmes include Entrepreneurship as a common module, and all include reflective portfolios, presentations, and industry-facing practical work—real-world problems—as primary assessment mechanisms. Group-work is commonplace.
In terms of content, systemic and evidence-based thinking is emphasised. Students are urged to adopt project-planning techniques as part of their everyday practice. Students will be asked to author reusable learning objects and to design bespoke tools for their own practice: the use of open source software is strongly encouraged.
According to the QAA (2014, 13-14) "The task of the educator is to provide an environment in which:
· Divergent views can be shared and explored in a safe environment.
· There are opportunities for deep and critical reflection on students' own perspectives and what has influenced their thinking and practices in this area.
· Democratic and participatory learning approaches are modelled.
· Interdisciplinary approaches, systems thinking and holistic thinking are encouraged.
· Teaching, learning and assessment activities are linked to real-life concerns."

All SFDM programmes have been designed as a coherent suite of interlocking disciplinary areas, and in doing so we have attempted to integrate these QAA principles as fundamental aspects of the learning environment.
[bookmark: _Toc418582810]3.12	Admissions
Admissions arrangements will be made in accordance with the University’s Admissions Policy. Each application will be considered on its own merit. However, specific entry requirements will be published on the University website. All admissions- related decisions will be made in accordance with the Admissions Policy, and any specific requirements to support the selection process will be determined in consultation with Registry. 

Applicants will not require DBS checks prior to enrolment.
[bookmark: _Toc418582811]3.13	Exit Points and Awards
Exit Points for the BA programmes are:
120 credits = Certificate of Higher Education 3D Computer Animation
240 credits = Diploma of Higher Education 3D Computer Animation
360 credits – BA (Hons) 3D Computer Animation (final award)

Exit Points for the Integrated Master’s Degree are:
360 credits at Levels 4/5/6 =  BA (Hons) 3D Computer Animation
60 credits at Level 7 = Postgraduate Certificate 3D Computer Animation
480 credits = MArts (Hons) 3D Computer Animation (final award)

3.14 Teaching staff for the first year of operation:

Staff to feature on this award, from across the School, will bring a range of skills and insights, approaches and experiences to enhance the student learning experience:	

	PHIL ORGAN
PROGRAMME DIRECTOR

	To be timetabled across the degree and specifically to deliver/contribute work related to all conceptual design and character animation, designing and animating 3D characters and films.


	
	

	ROB JONES

	To work with Phil on developing the new visual effects areas and specific modules related to dynamics, simulations, compositing, etc.

	AL KANG
	To provide coverage on the techniques in 3D modelling, organic character modelling and in technical areas across visual effects and motion capture, etc.  

	
	

	TIMI O’NEILL (and team)
	To work principally upon the Contextual Studies modules, together with other staff, as required, for each level, including the Dissertation.


	Additional staff that may contribute and/or feature on modules:


	SCOTT SMITH

	Returning from an extended sabbatical in summer term 2016. 

	JULIAN HAINSWORTH
	To be considered for supporting the Motion Capture stream(s) that begins at Level 5.


	Other members of staff may also feature depending upon activity workloads and availability.



[bookmark: _Toc418582812]
SECTION B - Related Programmes
[bookmark: _Toc418582813]4	Joint Honours / Major / Minor / Combined Programmes
[bookmark: _Toc418582814]Not applicable.
SECTION C - 
[bookmark: _Toc418582815]5	Module Details
	All module bibliographies are exempli gratia.











LEVEL 4
[bookmark: StartP]
MODULE CODE:	M4X02046
TITLE:			3D Production Design and Animation	
DATED:		24/11/2015 

LEVEL: 		4  					
CREDITS: 		20	
			
JACS CODE:		W615	

AIM(S)

· The aim of this module is to introduce coverage of both 3D computer modelling/visualisation together with animation techniques within CG design.
· At the start of the degree the module will aim to formalise design principles and classical animation methods within the 3D context to initiate the student’s aesthetic design and animation ability and synthesis.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Apply appropriate 3D modelling, lighting and texturing techniques via traditional design and fine art sensibilities to a CG animated production.
· Acquire an understanding of the basic animation principles and the artistic and technical conditions that determine the movement of forms within three dimensional environments.

INDICATIVE CONTENT

In this module, students may study the following areas:

· Composition/visual geometrics. 
· Aesthetics – intent and purpose, line, colour, pattern, space and light.

· Geometry types  (e.g. polygons, NURBS, subdivison surfaces) 
· Shader types (e.g. Lambert, Blinn, Phong, Mental Ray shaders)
· Texturing - file and procedural techniques
· UV mapping and projection techniques
· Lighting - CG light types, global illumination, final gather
· Cameras & Sound Design- real-world and virtual camera settings, grammar of cinematography
· Rendering techniques and formats

· Animated motion – within 2D/3D digital manipulation
· Deformation of 3D geometry when using joints, linking objects, skeletons, deformers
· Physics & Newton’s laws of motion, forces and their representation in 3D space
· Character – 12 principles of animation (Disney, etc.)
· Creating & Manipulating control curves and parent/child relationships.
· Forward Kinematics
· Inverse Kinematics - Interactive IK and Applied IK
· Motion Paths, Constraints, Joints, Rigging & binding systems

LEARNING AND TEACHING STRATEGY

During the year, students attend a range of lectures, seminars, tutorials and workshops, which provide an understanding of the 3D workspace, applying modelling and animation procedures, constructing effective 3D visualisations and motion, etc. Through iterative design and development students will explores their creative practice within foundational 3D exercises and examples. 
A strong emphasis is on classical art skills development and these are placed to help foster an advanced lexicon of visual diversity and styles whilst honing observational skills which will subsequently be implemented within 3D computer set exercises and lab-based practical applications. Through further research and development students will apply the theoretical concepts to practical situations and work progressively towards the visualisation of a of a complete 3D space/scene.
Further classes will expand upon the finer details of capturing ideas of human space and environment and students will be given the necessary skills and experimentation to allow for ambitious and evocative animated sequences of work.
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	-
	

	TOTAL
	200
	100%



ASSESSMENT

The module outcomes will be assessed via the development and realisation of a 3D animated scene. Students will be asked to consider work related to architectural and environmental modelling and incorporate animated components. 
It is expected the students will adopt cinematic tendencies I devising the camera placement and produce strong qualities of design and storytelling with effective and evocative presentations of spatial awareness, colour, animation, etc. 
Assessment Component 1 – Coursework: Production (Practical) 70%
Exemplar.
Students to simulate and animate 3D objects and structures in a short 3D sequence, (e.g. 20 secs) to evoke their design and appearance within a CG environment. (Equivalent to 3500 words).
Assessment Component 2 – Coursework: Production (Written) 30%
Exemplar.
Students will be expected to display an analytical and evaluative approach to the project brief as well as demonstrating proficient technical and aesthetic practical skill in the final production. In addition students will be expected to compile a research and design blog that details their weekly research and analysis, the key factor being evaluation of the processes involved with production. (Equivalent to 1500 words).
Assessment Summary: 

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%








EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	


	Within this technically-orientated module it is anticipated that students will all make use of e-books, online journals and resources in the study of digital animation techniques, utilising current/contemporary materials and files (e.g. software tutorials) for prospective/future students but also building upon the submissions and work from previous students and years. Study skills sessions on referencing and research, document structuring and use of case studies, etc. will all be given due attention to enable the students to develop their analytical and critical faculties.
Additionally:
This module seeks to helps the student develop the fundamental skills of research and visual inquiry. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. 
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014



BIBLIOGRAPHY

Essential

CAPIZZI, T. (2002)		Inspired 3D Modelling & Texture Mapping, Premier Press, Inc.
PALAMAR, T.  (2012)		Mastering Maya 2013, John Wiley & Sons 
LUHTA, E. and ROY, K. (2012) How to Cheat in Maya 2013: Tools and Techniques for Character Animation Focal Press
LEE L. (2008)	 		Advanced Maya Texturing and Lighting, John Wiley & Sons 
BIRN J. (2006) 		Digital Lighting and Rendering, New Riders
THOMAS, F. 
and JOHNSON, O. (1995) 	The Illusion of Life Hyperion; 0786860707

WILLIAMS, R. (2001) 		The Animator's Survival Kit Faber and Faber; 0571202284
Recommended:

DEMERS, O., URSZENYI, C. 
AND MAESTRI, G. (2001), 	Digital Texturing & Painting, New Riders Publishing. 

KELLER E. (2013) 	Maya Visual Effects: The Innovator's Guide, John Wiley & Sons. 
MENACHE, A. (2011), 	Understanding Motion Capture for Computer Animation, Morgan Kaufmann

KITAGAWA M. (2008) 	MoCap for Artists: Workflow and Techniques for Motion Capture, Focal Press.

Journals
ACM Digital Library Database (with reference to SIGGRAPH)
IEEE ‘XPLORE’ Digital Library
Science Direct


Websites 
www.acm.org
www.fxguide.com
http://www.3dworldmag.com
http://www.digitalartsonline.co.uk/
http://www.computerarts.co.uk/
http://www.3dbuzz.com
http://www.creativecrash.com/
http://forums.cgsociety.org
http://www.3dtotal.com


MODULE CODE:	M4X02047
TITLE:			3D Organic Modelling 
DATED:		24/11/2015 

LEVEL:  		4	
CREDITS:		20
	
JACS CODE:		W615

AIM(S)

· The aim of this module is to provide in-depth coverage of 3D organic modelling and digital sculpting techniques using contemporary CG techniques. 
· Students will become immersed in the technical and artistic considerations necessary for effective organic modelling (human and/or natural world) with an emphasis on their technical and stylistic appeal as 3D characters. 

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Apply technical 3D organic modelling and sculptural techniques for the realization of a character from a series of design plans and concepts.
· Identify and manipulate a variety of high quality 3D artistic modelling techniques to maximise the appeal and design in 3D character creations. 

INDICATIVE CONTENT

Students will develop their 3D design, modelling and realisation skills with a focus upon traditional areas such as:
· Form, structure and flow patterns from observational studies and reference
· Anatomical and musculoskeletal structures
· Character types and personality
· Realism and representation in film and animation
· Character development and use for animation, games and film

· Digital methods and applications to include:

· Editing and sculpting tools and brushes
· Optimising meshes
· Quads, triangles and Ngons
· Edge loops and topology
· Modelling approaches (e.g. box modelling vs point-by-point)
· Re-topologising
· Mapping and texture painting techniques

Further research and development will be covered, including the modern trends and technological developments within contemporary and industrial practices
LEARNING AND TEACHING STRATEGY

Lectures will be used to introduce key ideas and theoretical concepts associated with developing CG organic modelling. Students will be required to undertake a detailed visual analysis of a subject using a variety of techniques and translate this into stylistic CG models.
During seminars and tutorials, students will apply the theoretical concepts to practical situations and work progressively towards the visualisation of a variety of their CG model/ types in 3D space/scenes. 
Further classes will expand upon the finer details of capturing the human/organic form, both digitally and via visual research and development (e.g. traditional sculpture, anatomical study, etc.). Students will be given the necessary skills and experimentation to allow for ambitious and evocative character realisations.
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	-
	

	TOTAL
	200
	100%



ASSESSMENT

The module outcomes will be assessed via a single submission that relates to the development and realisation of 3D models.  It is expected the students will extend industrial qualities and trends from modelling and the coursework will focus more on strengthening organic modelling techniques, in terms of replicating and representing organic life.
Assessment Component 1 – Coursework (Practical; model) 60%
Exemplar. 
Students to design and sculpt a 3D organic character following appropriate technical and aesthetic considerations in topology and anatomy and level of detail. (Equivalent to 3000 words)

Assessment Component 2 – Coursework (Practical; design portfolio) 40%
Exemplar:
Students will be expected to compile a research and design portfolio to accompany the 3D practical work that displays the analytical and evaluative approach in response to the project brief as well as demonstrating proficient technical and aesthetic practical skill towards the final production. (Equivalent to 2000 words).
Assessment Summary
	Activity type
	Percentage

	Written
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%








EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	This module will fully immerse the student in degree-level study, with theoretical underpinning and scholarly that integrates a wide variety of disciplines and sciences. Students are expected to absorb the processes and structures of human and animal physiology and how to implement such knowledge via 3D still life work. These appreciations will be further advanced at higher levels and upon graduation. 
Additionally:
This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. It is the skill of Reflective Writing and the associated skill of Critical Reflection as described by Donald Schön that find the springboard to development in this module.
   
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014
Schön, D. A. (1987). Educating the reflective practitioner: Toward a new design for teaching and learning in the professions. San Francisco.



BIBLIOGRAPHY
Essential:

DERAKHSHANI, D. (2013)	Introducing Maya 2013, John Wiley & Sons
KELLER, ERIC (2011)		Introducing ZBrush 4, John Wiley & Sons
CAPIZZI, T. (2002), 		Inspired 3D Modelling & Texture Mapping, Premier Press, Inc.
LEE L. (2008)			  Advanced Maya Texturing and Lighting, John Wiley & Sons 
OSIPA, J., (2010)	Stop Staring: Facial Modelling and Animation Done Right, John Wiley & Sons
 
Background:

AUTODESK MAYA PRESS (2012), Learning Autodesk Maya 2013: Foundation, Modelling and Animation, and Special Effects, John Wiley & Sons
CHOPINE, AMI (2011)		3D Art Essentials: The Fundamentals of Modelling, Texturing and Animation, Focal Press
VAUGHAN, W. (2011)	   Digital Modelling, New Riders

Sites
www.lynda.com/
www.cgchannel.com/
http://forums.cgsociety.org/
http://pixologic.com/
http://www.zbrushcentral.com/
http://www.animationarena.com/

Magazines
3D World
Animation Magazine (Available online)
Computer Graphics World (Available online)
ImagineFX

MODULE CODE:	M4X02048
TITLE:			3D Character and Effects Animation		
DATED:		24/11/2015 

LEVEL: 		4  					
CREDITS: 		20	
			
JACS CODE:		W615	

AIM(S)

· The principal aim of this module is to provide the student with an understanding of animation principles and concepts of both character and effects animation, through the identification and replication of human body movement and the dynamic forces involved.
· The module will further extend the students animation skills (from the first semester) with adopting the animation principles towards character work and the technical factors affecting the movement of human and natural simulations in 3D.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Demonstrate an awareness of artistry in the timing of motions for communicating concepts of performance and motion to an audience.

· Observe and simulate the movement of natural phenomena and effects according to their physical properties and real world characteristics.

INDICATIVE CONTENT

In this module, students may study the following areas:

· Production based progression techniques (reference, thumbnails, storyboards, animatic, layout, iterations, final render)

· Observational analysis and recording of motion (drawing, photography, film etc)
· Physics - Newton’s laws of motion, forces and fields
· Principles of Animation

· Aesthetic notions of timing, rhythm and tempo
· Animating textures and lighting
· Animating cameras/animating to sound/sound design

· 3D technical will be across both character and effects areas to include:
· Constraints
· Hierarchical animation
· Forward kinematics
· Inverse kinematics
· Particles and particle expression techniques
· Expressions and programming for animation functionality
· Fluid simulation
· Rigid and soft bodies
· Flocking systems
· Cloth simulation
· Hair and fur simulation
· Blue/ Green screen application
· Layering, masking and mattes 

Students will direct their animation following production style deliverables to include:
· Meeting deadlines 
· Target audience 

LEARNING AND TEACHING STRATEGY

The theoretical content of the module is communicated through demonstrations and lectures. Content will challenge students to develop convincing and audience affective movements through the selection and use of both keyframes and procedural techniques. Supervised workshops and class techniques will enable the student to further investigate the principles and techniques demonstrated, to create convincing, synthetic or photo-realistic motion captured- 3D computer scenes. 

Digital supporting files and practical guidance will be given on each topic covered providing each student with the opportunity to practice and consolidate design ideas with practical approaches. Wherever possible topics will be illustrated/demonstrated using contemporary 3D animation examples.
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	-
	

	TOTAL
	200
	100%



ASSESSMENT
Assessment Component 1 – Coursework (practical) 50%
Exemplar.
Students to portray an appreciation and understanding of character animation principles and timing via a 3D short animation (e.g. 10 seconds).
Assessment Component 2 – Coursework (practical) 50%
Exemplar.
Students to portray a practical understanding of physics and forces and timing via a 3D short animation (e.g. 10 seconds). (Equivalent to 2500 words).
Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%








EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	In the creation of simulated motions and effects students may be challenged to study topics such as artistic interpretation, physiological/biological conditions, physical forces and phenomena, etc. Students will be immersed in factors that influence these animations whether environmentally, technologically, sociological and ethically, economically and commercially, etc.
Additionally:
This module seeks to helps the student develop the fundamental skills of research, analysis, project development and written communication. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. 
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014




BIBLIOGRAPHY
Essential

THOMAS, F. and JOHNSON, O. (1995) The Illusion of Life, Hyperion
WILLIAMS, R. (2001) 		The Animator's Survival Kit, Faber and Faber
PALAMAR, T. (2009)			Maya Studio Projects: Dynamics, Sybex.
ROBERTS, S. (2004).  			Character Animation in 3D: Use traditional drawing techniques to produce stunning CGI animation, Focal Press.
O’HAILEY, T. (2013) 	Rig it Right!  Maya Animation Rigging Concepts Focal Press
LUHTA, E. and ROY, K. (2012) 	How to Cheat in Maya 2013: Tools and Techniques for Character Animation Focal Press; 


Recommended:

MUYBRIDGE, E. (1989) 		The Human Figure in Motion, Dover Publications
KERLOW, I. V. (2009)	The Art of 3D Computer Animation and Effects, John Wiley & Sons

WHITAKER, H. and HALAS, J. (2002) Timing for Animation Focal Press; 0240598718

SAWICKI, M. (2007) 			Filming the Fantastic: A Guide to Visual Effects 
Cinematography, Focal Press

HOOKS, E. (2003)	Acting for Animators: A Complete Guide to Performance Animation, Heinemann
KUNDERT-GIBBS, J., 	Action! Acting Lessons for CG Animators, John Wiley & Sons

Journals
John Lasseter, "Principles of Traditional Animation Applied to 3D Computer Animation", Computer Graphics, pp. 35-44, 21:4, July 1987 (SIGGRAPH 87).
3D Artist: Practical Inspiration for the 3D Community
3D World
Animation Magazine (Available online)
Computer Graphics World (Available online)
ImagineFX

Websites 
www. fxguide.com
www.animationarena.com
www.awn.com
www.cgchannel.com
http://www.siggraph.org/education/materials/HyperGraph/animation/anim0.htm
Hypergraph content on computer animation, with examples of the fundamentals, published by ACM-Siggraph
http://www.the-area.com/
A 3D artist community hosted by Autodesk.
http://students.autodesk.com/
A student resource community for Autodesk software, registration includes free student software for use at home.




































MODULE CODE:	M4X01897
TITLE:			Visual Studies for Film and Digital Media
DATED:		24/11/2015

LEVEL:  		4	
CREDITS:		20
	
JACS CODE:		W213


AIM (S)
· To develop a technical and artistic awareness of the intrinsic relationship between observation, technique, process and ideas creation.

· To foster an expectation that the results of visual studies help to solve design problems, whilst being capable of existing as objects in their own right.

LEARNING OUTCOMES
Upon successful completion of this module, a student should be able to demonstrate the ability to:
· Externalise, evidence and appraise the practices of visual studies. 

· Independently generate and evaluate new and innovative stylistic methods in the creation of conceptual design work.

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

LEARNING AND TEACHING STRATEGY
Key ideas and concepts will be delivered through lectures and demonstrations that will allow students to gain the knowledge applicable to the module. The module will function further through experimental practical exercises giving the student confidence to apply the gained knowledge from lectures and student lecturer directed research.
There will also be a number of seminar-style tutorials and discussion groups for the more theoretical parts of this module and the dissemination of student research.
Formative assessment will consist of presentations and class critiques of media gathering techniques and products. Summative assessment will be formal audio/visual presentations on a given topic together with an on-going written journal of research and production methods, the content of which will be available for external examiner scrutiny.
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0

	TOTAL
	200
	100%



ASSESSMENT
In the first assignment, student groups will produce a body of work evidencing engagement with the practice and principles of digital manipulation. By the end of the semester, the student should have a part portfolio of design work for presentation.
The second assignment will necessitate in-depth paired student involvement with the process and design of content applicable to a lecturer initiated design problem, completing the portfolio for assessment.

Assessment Component 1 – Practical 50%
Exemplar. An individual 10-minute presentation – with accompanying work – clearly demonstrating a student’s ability to manipulate a range of physical and digital assets and how to externalise their knowledge and understanding in the appraisal and production of engaging content. 
Assessment Component 2 – Coursework 50%
Exemplar. The student will submit a completed portfolio comprised of work produced throughout the module.



Assessment Summary
	Activity type
	Percentage

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%








EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	
Yes


	This module seeks to helps the student develop the fundamental skills of research and visual inquiry. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. It is the skill of Reflective Writing and the associated skill of Critical Reflection as described by Donald Schön that find the springboard to development in this module.   
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)




BIBLIOGRAPHY

ESSENTIAL READING
Baldwin, J. & Roberts, L. (2006)       Visual Communication: From Theory to Practice. AVA.
Berger, J. (1975)                               Ways of Seeing, Penguin Books.

RECOMMENDED READING
Altiner, A., Cole, D. &                         d'artiste Matte Painting 3. London: Ballistic Publishing.
Stoski, C. (2013)

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

Scheer, D. (2015)                               The Death of Drawing: Architecture in the Age of 
                                                            Simulation. Routledge.

Stott, T. (2014)                                    Play and Participation in Contemporary Arts Practice. 
                                                            Routledge.

Various authors (2009)                        Digital Painting Techniques: Practical Techniques of 
                                                            Digital Art Masters (Masters Collection). Focal Press.



MODULE CODE:	M4X01559
TITLE:			Ways of Perceiving
DATED:		21/07/2015

LEVEL:      		4 			
CREDITS:  		10			

JACS CODE:		V990	


AIM(S)
· To challenge student’s to apply key ideas, artists, designers, ideologies, philosophies and philosophers.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
1. Recognise and employ a range of critical theories to the analysis of a cultural product.
2. Create a response to different approaches to understanding elements of cultural endeavour.

INDICATIVE CONTENT
· 19th and early 20th century theorists and practitioners. 
· 21st century theorists and practitioners
· Visual aesthetics 
· Aesthetics 
· Decay 
· Fetishism 

LEARNING AND TEACHING STRATEGY

During this semester two module, students will attend a clearly structured delivery scheme including a range of Lectures, tutorials and seminars. These sessions will provide stimuli, and ideas development so that each student can explore their creative practice beyond the parameters of their normal subject discipline. The evidence of researching a topic and exploring other ways of thinking in the development of work is recorded in the module assignments. There will be a formative and summative assessment during the module. The formative piece will be used to provide both feedback and feed-forward for the final summative assessment. The modules have embedded differentiated learning styles within its course delivery plan.
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24

	Independent learning
	76
	76

	Placement learning
	-
	

	TOTAL
	100
	100%




ASSESSMENT

Assessment Component 1 – 100%
Coursework: Academic Essay (2000 words)
Exemplar:  the essay will be a critical investigation into appropriate theories and artists and their relationship to relevant art practices. 

Assessment Summary
	Activity type
	Percentage

	Coursework
	100%

	TOTAL
	100%






EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	No


	This module seeks to helps the student develop the fundamental skills of research and visual inquiry. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. 
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2010)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014







BIBLIOGRAPHY

Essential

Bennett, Jill. (2012)	Practical Aesthetics, Events, Affects and Art after 9/11. (New York: I.B Tauris & co ltd)
Fontcuberta, Joan. (2014)	Pandora's Camera. (London: Mack Books)
Higgins, John R. (2001)	The Raymond Williams Reader. (Oxford: Blackwell)
Lefebvre, Henri. (2009)	The Production of Space. (Oxford: Blackwell Publishing)
Recommended

Ranciere, J. (2009)		The Politics of Aesthetics. (London: Continuum

Szeman, Imre, and
Timothy Kaposy. (2010) 	Cultural Theory: An Anthology. (Oxford: Wiley-Blackwell)

Background

Berger J (1972)		Ways of Seeing (London: Penguin,)

Williams, R (2014)		Keywords A Vocabulary of Culture and Society (Fourth Estate.)

Journals 

Photography & Culture
Visual Communication
Websites 

http://www.aber.ac.uk/media/Documents/S4B/dutch/the_book.html
http://www.theory.org.uk/



MODULE CODE:	M4X01560
TITLE:			Ways of Thinking
DATED:		24/11/2015

LEVEL:      		4 			
CREDITS:  		10			

JACS CODE:		V990	


AIM(S)
· To provide students with an introduction to key ideas, artists, designers, ideologies, philosophies and philosophers.
· To introduce students to the historical and contemporary contexts of cultural artefact production.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
1. Identify and discuss the diversity of approaches to understanding elements of cultural endeavour.

2. apply a range of critical theories to the analysis of any given cultural product.

3. make reference to academic sources by employing appropriate citation and referencing conventions.

INDICATIVE CONTENT
· 19th and 20th century theorists and practitioners. 
· 21st century theorists and practitioners
· Visual aesthetics 
· Ideologies
· Visual Culture
· Study skills

LEARNING AND TEACHING STRATEGY

During this semester one module, students will attend a clearly structured delivery scheme including a range of Lectures, tutorials and seminars. These sessions will provide stimuli, and ideas development so that each student can explore their creative practice beyond the parameters of their normal subject discipline. The evidence of researching a topic and exploring other ways of thinking in the development of work is recorded in the module assignments. There will be a formative and summative assessment during the module. The formative piece will be used to provide both feedback and feed-forward for the final summative assessment. The modules have embedded differentiated learning styles within its course delivery plan.
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24

	Independent learning
	76
	76

	Placement learning
	-
	

	TOTAL
	100
	100%



ASSESSMENT

Assessment Component 1 – 100%
Practical: A presentation of a research case study which identifies the main elements to be considered when applying a critical theory to an artefact.
Exemplar:  This could be in the form of either;
· a 10 min live presentation, or 
· a pre-recorded presentation

The written summary of the presentation (1000 words with appropriate referencing and bibliography) would need to be submitted via Turnitin.
Assessment Summary
	Activity type
	Percentage

	Practical
	100%

	TOTAL
	100%






EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	No


	This module seeks to helps the student develop the fundamental skills of research and visual inquiry. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. 
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2010)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014




BIBLIOGRAPHY

Essential

Bennett, Jill. (2012) Practical Aesthetics, Events, Affects and Art after 9/11. (New York: I.B Tauris & Co Ltd)
Fontcuberta, Joan. (2014) Pandora's Camera. (London: Mack Books)
Lefebvre, Henri. (2009) The Production of Space. (Oxford: Blackwell Publishing)
Recommended

Ranciere, J. (2009) The Politics of Aesthetics. (London: Continuum,)
Szeman, Imre, and Timothy Kaposy. (2010) Cultural Theory: An Anthology. (Oxford: Wiley-Blackwell)
Background

Berger J 	(1972) Ways of Seeing (London: Penguin,)
Williams, R	(2014) Keywords A Vocabulary of Culture and Society (Fourth Estate.)
Journals 

Photography & Culture
Visual Communication
Websites 

http://www.aber.ac.uk/media/Documents/S4B/dutch/the_book.html
http://www.theory.org.uk/



MODULE CODE:	M4X01557
[bookmark: _Toc330454024]TITLE:			Creative Practice 1
DATED:		24/11/2015

LEVEL:      		4 			
CREDITS:  		10	
		
JACS CODE:		W600	


AIM(S)
The aim of this module is to immerse the student in industry-relevant production processes.
LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Understand and describe the production pipeline.
· Develop and produce simple new media objects within the context of a production team.

INDICATIVE CONTENT

· The production pipeline;
· Project management, scheduling, and control (including scope, documentation, time and people management, etc.);
· Developing and pitching ideas;
· Identify target audience;
· Sustainability: futures thinking, critical and creative thinking, systemic thinking;
· Addressing environmental impact;
· Project-dependent subject matters.

LEARNING AND TEACHING STRATEGY
This module is a common module to all SFDM programmes. Students will identify and develop ideas for subject-relevant media objects and, working in small groups that may or may not include students from other subject areas, bring these ideas to fruition.
Teaching will initially relate to the production process itself but will then need to adapt to the needs of the students and the nature of the projects they are doing. This will inevitably require flexibility by the academic staff, and free interchange between groups is dependent on simultaneous (or parallel) timetabling.
Techniques from Agile development methodologies (such as 5-minute stand-up sessions at the beginning and end of each class) will be adapted to facilitate the flow of ideas across groups, to keep track of group progress, and to provide formative feedback on a weekly basis.
The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24

	Independent learning
	76
	76

	Placement learning
	
	

	TOTAL
	100
	100%




ASSESSMENT

Assessment Component 1 – Practical (50%)
Exemplar: Create a simple new media object from an original idea and externalize and evidence the production process of the new media object (for example in an individual learning journal, production diary, blog, or similar). (Equivalent to 1250 words)
Assessment Component 2 – Coursework (50%)
Exemplar: Externalise and evidence the group planning and development work (for example in a mood boards, reference, concept art, Product Definition Document, storyboard, cue sheets, dope sheets, media files, presentations, etc.) Produce a 1000 word critical reflective analysis of the production process. (Equivalent to 1250 words).

Assessment Summary
	Activity type
	Percentage

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%









EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	This module seeks to helps the student develop knowledge and understanding, skills, and attributes related to sustainability, particularly those related to systems thinking, planning, interdisciplinarity, negotiation, and consensus. Problem-solving and critical thinking about their own practice are key elements of the module.








BIBLIOGRAPHY

Essential
Cottrell, S. (2008)	The Study Skills Handbook. Palgrave Macmillan.

Tharp, T. (2007)      	 The Creative Habit: Learn It and Use It for Life. Simon and Schuster.

Recommended
Belsky, S. (2011)    	 Making Ideas Happen: Overcoming the Obstacles Between Vision and
                                 	Reality. Penguin. 

de Bono, E. (2007) 	How to Have Creative Ideas: 62 Exercises to Develop the Mind. 
                             	Vermilion. 

Duarte, N. (2008)	slide:ology: The Art and Science of Creating Great Presentations. 
                                    O'Reilly. 

Johnson, S. (2011) 	Where Good Ideas Come From: The Seven Patterns of Innovation. 
                                    Penguin.

Graham, N. (2010) 	Project Management for Dummies. Wiley. 

Nokes, S. (2007)	The Definitive Guide to Project Management. FT/Prentice Hall.

Journals
Subject-specific titles as appropriate.

Websites 
www.acm.org
www.ieeexplore.ieee.org 
www.sciencedirect.com




MODULE CODE:	M4X01558
TITLE:			Creative Practice 2
DATED:		24/11/2015

LEVEL:      		4 			
CREDITS:  		10	
		
JACS CODE:		W600	


AIM(S)
The aim of this module is to immerse the student in industry-relevant production processes.
LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Understand and describe the production pipeline.
· Develop and produce straightforward but competent new media objects within the context of a production team.

INDICATIVE CONTENT

· The production pipeline;
· Project management, scheduling, and control (including scope, documentation, time and people management, etc.);
· Developing and pitching ideas;
· Identify target audience;
· Sustainability: futures thinking, critical and creative thinking, systemic thinking;
· Addressing environmental impact;
· Project-dependent subject matters.

LEARNING AND TEACHING STRATEGY
This module is a common module to all SFDM programmes. Students will identify and develop ideas for subject-relevant media objects and, working in small groups that may or may not include students from other subject areas, bring these ideas to fruition.
Teaching will initially relate to the production process itself but will then need to adapt to the needs of the students and the nature of the projects they are doing. This will inevitably require flexibility by the academic staff, and free interchange between groups is dependent on simultaneous (or parallel) timetabling.
Techniques from Agile development methodologies (such as 5-minute stand-up sessions at the beginning and end of each class) will be adapted to facilitate the flow of ideas across groups, to keep track of group progress, and to provide formative feedback on a weekly basis.
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24

	Independent learning
	76
	76

	Placement learning
	
	

	TOTAL
	100
	100%



ASSESSMENT

Assessment Component 1 – Practical (50%)
Exemplar: Create a straightforward but competent new media object from an original idea and externalize and evidence the production process of the new media object (for example in an individual learning journal, production diary, blog, or similar). (Equivalent to 1250 words).
Assessment Component 2 – Coursework (50%)
Exemplar: Externalize and evidence the group planning and development work (for example in a mood boards, reference, concept art, Product Definition Document, storyboard, cue sheets, dope sheets, media files, presentations, etc.) Produce a 1000 word critical reflective analysis of the production process. (Equivalent to 1250 words).

Assessment Summary
	Activity type
	Percentage

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%









EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	This module seeks to helps the student develop knowledge and understanding, skills, and attributes related to sustainability, particularly those related to systems thinking, planning, interdisciplinarity, negotiation, and consensus. Problem-solving and critical thinking about their own practice are key elements of the module.









BIBLIOGRAPHY

Essential

Cottrell, S. (2008)	The Study Skills Handbook. Palgrave Macmillan.

Tharp, T. (2007)	The Creative Habit: Learn It and Use It for Life. Simon and Schuster.

Recommended

Belsky, S. (2011)	Making Ideas Happen: Overcoming the Obstacles Between Vision 
                                    and Reality. Penguin. 

de Bono, E. (2007)	How to Have Creative Ideas: 62 Exercises to Develop the Mind. 
                                   Vermilion. 

Duarte, N. (2008)	slide:ology: The Art and Science of Creating Great Presentations. 
                                   O'Reilly. 

Johnson, S. (2011)	Where Good Ideas Come From: The Seven Patterns of Innovation. 
                                    Penguin.

Graham, N. (2010)	Project Management for Dummies. Wiley. 

Nokes, S. (2007)	The Definitive Guide to Project Management. FT/Prentice Hall.


Journals
Subject-specific titles as appropriate.
Websites 
www.acm.org
www.ieeexplore.ieee.org 
www.sciencedirect.com
















LEVEL 5


MODULE CODE:	M5X02049
TITLE:			3D Character and Creature Animation
DATED:		24/11/2015

LEVEL:  		5	
CREDITS:		20	

JACS CODE:		W615

AIM(S)

· To develop the student’s understanding of human locomotion and their representation on realistic bipedal creatures and characters. At the start of Level 5 this is placed in order to advance the studies in biophysical animation functions and gain further insights and overviews of species relationship studies (e.g. inc. anatomical forms).

LEARNING OUTCOMES

Upon successful completion of this module, the student will be able to:
· Determine the underlying sub-structures and conduct anatomical analysis that affect motion in humans and extend these capabilities towards effective character and creature realisations.
· Extend the theoretical standing and technical animation process in these areas and incorporate such methods to the wider fields of digital and 3D visual effects.
INDICATIVE CONTENT

Students will develop their 3D design, modelling and realisation skills with a focus upon:
· Pre-production exercises (e.g. posture/model, thumbnails, storyboarding plans):
· Observational and movement analysis
· Biological and mechanical structures
· Character/creature anatomical/physiological studies

· Principles of animated motion (e.g. straight-ahead and pose-to-pose animation):
· Acting techniques and staging for animators
· Character design techniques in 2D and 3D digital forms
· Character animation techniques in 2D and 3D digital forms
· Performance and expression in motion
· Importance of sound to animation and character

· Physical characteristics and setting/environmental considerations:
· Body language, posture and gesture
· Scene structure and composition
· Film references
· Sound design
· Modelling procedures for optimum character performance
· Creature Technical Director areas of simulating secondary actions (e.g. cloth, hair, etc.)
· Facial expressions and phoneme/visemes for lip-sync animation
· Joints, bones, chains, smooth/rigid skinning
· Deformers, blend Shapes, function curve manipulation/enhancement
· Constraints, Spline-IKs, Clusters, etc. for generating character control devices
· Particle effects, fluids, dynamically-driven simulations for characters
· Interface design elements to enhance creature performance/animation
· Motion Capture/Facial recognition systems
· Advanced rigging systems and tools
· Anthropomorphic application of IK systems

LEARNING AND TEACHING STRATEGY

Lectures will be primarily tutorial based, with students learning key concepts and skills on a topic-based schedule. Where necessary lectures will incorporate presentation-based learning to disseminate more theoretical concepts, and group & one-to-one seminars to help guide students and reinforce learned techniques. The Module develops key areas of character-led technical design and innovation, underpinning the working practices of 3d computer animation production and effects.  It is expected that the class content will cover the structural phases required to generate effective creature and character shots, gestures and motions through to the specific technical knowledge required in the rendering and compositing of images and sequences. 
These may vary from the implementation of walking bipeds or character defined designs and conditions to analysis of pre-recorded animals and action to the synthesis and combination of these factors for fantasy or imaginary characters, effects or locations.
It is envisaged that much of the practice-based work will be carried out in small groups (“design teams”) and that these activities will reflect real-world scenarios. Through experimentation and tutorial guidance the student will develop an understanding of the technical requirements in the production of advanced 3D character animation and creature effects shots.  
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	180
	60%

	Independent learning
	120
	40%

	Placement learning
	
	

	TOTAL
	300
	100%






ASSESSMENT

Assessment Component 1 – Coursework (practical) 100%.
Exemplar
Portfolio approach of an assemblage of animation pieces.
Students to make appropriate use of 3D techniques and display a degree of understanding in the modelling, design and stylisation of a character types/archetypes/personality, etc. within a short (e.g.20 secs) sequence. The 3D animation(s) will act as a demo reel of their studies in character and/or creature based motions, gestures or situations.  

Assessment Summary:

	Activity type
	Percentage

	Written
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%








BIBLIOGRAPHY

Essential

AUTODESK MAYA PRESS (2012), Learning Autodesk Maya 2013: Foundation, Modelling and Animation, and Special Effects, John Wiley & Sons
O’HAILEY, T. (2013) 		Rig it Right! Maya Animation Rigging Concepts Focal Press; 
PALAMAR, T. (2009)		Maya Studio Projects: Dynamics, Sybex.
ROBERTS, S. (2004).  		Character Animation in 3D: Use traditional drawing 				techniques to produce stunning CGI animation, Focal Press.

Recommended

MUYBRIDGE, E. (1989) 	The Human Figure in Motion Dover Publications
BRIDSON R.  (2008) 	Fluid Simulation for Computer Graphics, A K Peters/CRC Press.
OKUN, J. A.  (2012) 	The VES Handbook of Visual Effects: Industry Standard VFX Practices and Procedures, Focal Press. ISBN: 0240812425
FLAKE, G. (2000), 	The Computational Beauty of Nature: Computer Explorations of Fractals, Chaos, Complex Systems and Adaptation, MIT Press. ISBN: 0262561271
WRIGHT, S., (2011) 	Compositing Visual Effects: Essentials for the Aspiring Artist, Focal Press.

(e)Journals & electronic resources via: 
Students will be recommended to study the following (via the library, if available):
ACM Digital Library
http://www.3dworldmag.com
http://www.digitalartsonline.co.uk/
http://www.computerarts.co.uk/

Websites 

www.acm.org
www.fxguide.com
http://www.3dworldmag.com
http://www.digitalartsonline.co.uk/
http://www.computerarts.co.uk/
http://www.3dbuzz.com
http://www.creativecrash.com/
http://forums.cgsociety.org
http://www.3dtotal.com


MODULE CODE:	M5X02050
TITLE:			Art Direction for the Animated Short
DATED:		24/11/2015 

LEVEL:  		5	
CREDITS:		20	

JACS CODE:		W610


AIM(S)

· The aim of this module is to further develop the student’s individual visual aesthetic and awareness along with the necessary technical skills required for evocative 3D scenes and designs for animation.

· This module considers a variety of theoretical and practical approaches in the devising various forms of animated sequences. Key areas will involve the factors that contribute to the vision and communication of an animated film-narrative and structure.

LEARNING OUTCOMES

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

· Display an awareness of the contexts and motivations underlying narrative and structural breakdowns and their influences within classical and digital animated expression(s).

· Produce pre-production material, research and designs that capture the animated vision of the student for an intended cinematically-driven short 3D animation.

INDICATIVE CONTENT

To introduce the techniques and methods involved in the pre-visualisation of a scene or short within a 3D/Visual Effects project at the advanced level of second year.

To cover the work of other animation artists and designers (initially):
· Animation innovators and auteurs, movements and styles
· Emerging trends and influences in 3D computer animation sequences
· Research and analysis of visual material and self-sustained visual research.

· Conceptual and Production Design
· Technical composition and design principles for animated film.
· Motion studies and scene development through digital drawing, traditional media, camera, digital techniques
· Preliminary workshops focusing on formal aspects of design, 3D space and form.
· Mood boards, lighting, character model sheets, scripts, production bible.
· Drawing practice and development with particular attention to the use of line, tone, and perspective, rhythm for the depiction of objects, characters and scenes.
· Narrative and storytelling conventions and structures
· National identities and political viewpoints in interpreting animation and film
· Visual metaphors, signs and symbols in animated film 
· Artistic development in communicating ideas and meaning in 3D
· Digital/3D storyboarding and pre-visualisation methods
· Digital design methods in the manufacture of film sequences
· Terminology and practices for films that utilise 3D characters, effects, etc. 
· Sound design for animation
· Postmodern media theories as applied to the animation and 3D CGI
· Ideological stances through the moving image and animation 
· Genre and auteur approaches
· Avant-garde, independent movements and commercial short (animated) film varieties
· Cinema media and culture
· Categorisations of class, race, gender, age, social representation and stereotyping


LEARNING AND TEACHING STRATEGY

Lectures will be used to introduce key ideas and theoretical concepts associated with developing cinematic goals, sequences and the generation of an animated film style. Students will be required to immerse themselves in a detailed analysis of the content and filmic techniques in order to translate such values for their own stylistic animated representations.
During seminars and practical tutorials, students will apply theoretical concepts of cinematic narrative methods in devising concept art and designs. Students will work progressively towards the visualisation of an animation artist’s vision. Digital pre-visualisation methods will be covered together with explorations into sequence design. Students will be directed towards implementing an effective cinematic quality as a guide for an emotionally evocative and visually artistic 3D artefact(s).
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	-
	

	TOTAL
	200
	100%




ASSESSMENT

Assessment Component 1 – Coursework (Practical) 100%
Exemplar. A portfolio of work comprising the entire student’s research and design material towards an intended 3D short animation (approx. 40 secs). This may include a series of character studies, a script, model sheet, mood boards, pre-visualisation sequences and animatics. (Equivalent to 5000 words).



Assessment Summary

	Activity type
	Percentage

	Written
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%






EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	This module seeks to helps the student develop the fundamental skills of Cinematography. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. It is the skill of Reflective Writing and the associated skill of Critical Reflection as described by Donald Schön that find the springboard to development in this module.   

Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014
Schön, D. A. (1987). Educating the reflective practitioner: Toward a new design for teaching and learning in the professions. San Francisco.




BIBLIOGRAPHY
Essential:

BLOCK, B., (2007)	The Visual Story: Creating the Visual Structure of Film, TV and Digital Media, Focal Press

SULLIVAN, K., (2008)	Ideas for the Animated Short: Finding and Building Stories, Focal Press

BORDWELL, D., & THOMPSON, K. (2010)
Film Art: An Introduction, McGraw-Hill Higher Education

LACEY, N., (2000)	Narrative and Genre: Key Concepts in Media Studies, Palgrave Macmillan

MERCADO, G., (2010)	The Filmmaker's Eye: Learning (and Breaking) the Rules of Cinematic Composition, Focal Press

PROFERES, N., (2008)		Film Directing Fundamentals: See Your Film Before 
                                                     	Shooting, Focal Press

Background:

FROST, J. B. (2009)	Cinematography for Directors: A Guide for Creative Collaboration. Michael Wiese Productions.
STUMP, D. (2014)	Digital Cinematography: Fundamentals, Tools, Techniques, and Workflows. Focal Press.

McCLEAN, S.T., (2007)	Digital Storytelling: The narrative Power of Visual Effects in Film MIT Press

BOGGS, C. & POLLARD, T. (2003). 	A World in Chaos: Social Crisis and the Rise of Postmodern Cinema, Rowman & Littlefield Publishers

BROWN, B (2011)	Cinematography: Theory and Practice: Image Making for Cinematographers and Directors. Focal Press.
Websites 

http://sightandsounddigital.bfi.org.uk
http://www.totalfilm.com/www.acm.org
www.fxguide.com
http://www.3dworldmag.com
http://www.digitalartsonline.co.uk/
http://www.computerarts.co.uk/
http://www.3dtotal.com
http://www.bfi.org.uk
http://www.afi.com/
http://www.awn.com
http://www.guardian.co.uk/film


MODULE CODE:	M5X02051
TITLE:			3D Filmmaking	
DATED:		24/11/2015
	
LEVEL: 		5					
CREDITS: 		20
				
JACS CODE:		W614	


AIM(S)

· The aim is for students to use the appreciation from the preceding module – Art Direction for the Animated Short – and now develop a single piece of animation-art, to inform their own individual exploration and 3D artistic skills through imagery, storytelling and structure.
· This module is further designed to develop the student’s attitude and knowledge of the animated film world and to help students best prepare for aspects for furthering their practical work and personal artistic vision and portfolio of work.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· employ personal innovation, creativity and experimentation through 3D animation and acquire visual competency and artistry in their methods of communication.

· define an imaginative, engaging quality and articulate cinematic notion of animated filmmaking through aesthetic and technical control of cg tools and techniques


INDICATIVE CONTENT

In this module, students may study the following areas:
· Animation innovators and auteurs, movements and styles
· Emerging trends and influences in 3D computer animation sequences
· Narrative and storytelling conventions and structures
· Digital design methods in the manufacture of film sequences
· 3D Exercises in scene construction and camera techniques
· Step-by-step 3D methodology and sequencing towards the development of a scene
· Digital audio visual/image gathering technology and practice for the moving image. 
· Lighting technology, theory and practice. 
· Performance: How acting relates to the animator
· Sound Design and the impact on film/animation
· Facial animation characteristics
· Character analysis and Personality 
· Principles of Performance 
· Psychological Performance, gesture and polarity
· Volume size and movement
· Cinematography principles and considerations in devising 3D content
· Identifying 3D filmmaking methods
· Terminology and practices for films that utilise 3D characters, effects, etc. 
· Cinema media and culture
· Meeting deadlines 
· Target audience 

LEARNING AND TEACHING STRATEGY

Lectures will be used to introduce key ideas and theoretical concepts associated with developing their 3D cinematic goals, sequences and the generation of the film style. Students will be required to immerse themselves in a detailed analysis of the content and filmic techniques in order to translate such values for their own stylistic animated representations.
Students will develop visual approaches in response to intended scene scenarios and the direction to take with their visual development through sequencing and composition. An ongoing review of the practical submissions will continually challenge the narrative outcomes of their specialist form of animated art. 
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	-
	

	TOTAL
	200
	100%



ASSESSMENT

Assessment of the final piece(s) will be based upon the success of the realised sequence, to include how well it evokes cinematic sensibilities and a captivating style. It is anticipated that students will articulate cinematic notions of animated filmmaking through aesthetic and technical control of the 3D CG tools and techniques
Assessment Component 1 – Coursework (practical) 80%
Exemplar. A single animated sequence (of some 40 seconds) that captures an imaginative, engaging quality with stylistic overtones in the cg material/content. 

Assessment Component 2 – Coursework (written) 20%

Exemplar. This component is assessed by a reflective blog (2500 word - 200 words posted over 12 weeks). This could be an online written and visual blog uploaded to a cloud-based interface such as Tumblr or Wordpress. This blog could comprise weekly written entries accompanied by development of the visual imagery undertaken.



Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%








EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	This is evidenced through the commitment needed to produce a single animated body of work as students will be become aware of short film initiatives and opportunities for collaborations with local, national and international corporations, graduate enterprises and successful entrepreneurial practices. It is expected that the work the students undertake at this level will be of quality that may generate the interest across many industries with direct associations to ‘employability’, ‘enterprise’ and ‘internationalism’. The students embarking on this route (and their work) could become the starting point for successful future collaborations and links to aid Major Project and extensions for the industry.
Additionally: 
This module seeks to helps the student develop the fundamental skills of research, analysis, project development and written communication. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. 
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning, University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014



BIBLIOGRAPHY
Essential

GRESS, J. (2014) 		Digital Visual Effects and Compositing. New Riders.
HURKMAN, A. (2013) 	Color Correction Handbook: Professional Techniques for Video 
and Cinema. Peachpit Press. 

Recommended

PRINCE, S. (2011)	Digital Visual Effects in Cinema: The Seduction of Reality. Rutgers University Press.

SAWICKI, M. (2007) 		Filming the Fantastic: A Guide to Visual Effects 
Cinematography. Focal Press.
WRIGHT, S. (2008) 		Compositing Visual Effects. Focal Press 

WRIGHT, S. (2006) 		Digital Compositing for Film and Video, 2nd Edition. Focal 
Press 

Journals
Sight and Sound (monthly), British Film Institute
American Cinematographer (monthly), ASC
Journal of Screenwriting (three times per year), Intellect

Websites 

https://www.avid.com/US/support/training/resources
http://www.kenstone.net
http://www.creativecow.net
http://www.colorgradingcentral.com
http://www.colorgradingcentral.com/davinci-resolve-tutorials

MODULE CODE:	M5X02052
TITLE:			Effects Sequence Animation
DATED:		24/11/2015
	
LEVEL: 		5					
CREDITS:		20 
					
JACS CODE:		W600	


AIM(S)

· To advance the students’ knowledge and understanding of the principles and theories and physical conditions affecting the movement of natural phenomena and their simulation in 3D.
· To develop the student’s ability to break down physical simulations into individual components for both realistic and effects-based 3D sequences.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Analyse and simulate the movement of natural phenomena according to their physical properties and real world characteristics.

· Evaluate the range of methods that can be used in the simulation of realistic or effects-based animation.

INDICATIVE CONTENT

· Visual Effects in art and cinema – milestones in art and cinematic history 
· Learning to See – Human eye, perception and ‘ways of seeing’
· Creative thinking & idea generation
· Research skills
· Physics - Newton’s laws of motion, forces and fields
· Designing and animating special and visual effects
· Shot designs and conceptualising the effect
· Sound design and soundscaping for effects
· Storyboarding and pre-visualisation for effects shots
· Static imagery, mattes, backplates and animated and/or tracking motions
· Realism and representation in animating fluids, fire, smoke and explosions
· Animating the elements and natural phenomena
· Designing and animating magical forces and illusions
· Integrating assets and animations within shots and scenes
· Particles and particle expression techniques
· Hierarchical systems - rigging techniques and character-driven simulation
· Live action and digital asset, character, lighting and camera animation
· Generating a production/VFX breakdown
· Digital workflows and pipelines
· Rendering and simulation technologies using an HPC cluster

LEARNING AND TEACHING STRATEGY

During the year, students attend a range of lectures, tutorials, seminars and workshops that provide an understanding of different forms and approaches to commercial and commissioned filmmaking. Students explore their creative practice through the preparation and production of original effects shots/sequences and relate this work to commercial and commissioned visual effects-filmmaking practices through further analysis and reflection.
Through experimentation and tutorial guidance the student will develop an advanced practical, contextual and theoretical understanding of the technical requirements in the production of effects-based 3D sequences and effects shots.
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	-
	

	TOTAL
	200
	100%



ASSESSMENT
Assessment Component 1 – Coursework (practical) 80%
Exemplar. A portfolio series of designated animations derived from working through effects animation (of 20 secs. in length) conveying artistic/engaging/evocative qualities and technical manipulation in the cg material.
Assessment Component 2 – Coursework (written) 20%
Exemplar. This component is assessed by a reflective blog (2500 word - 200 words posted over 12 weeks). This could be an online written and visual blog uploaded to a cloud-based interface such as Tumblr or Wordpress. This blog could comprise weekly written entries accompanied by development of the 3D effects work undertaken.

Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%











EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	In the creation of simulated motions and effects students may be challenged to study topics such as artistic interpretation, physiological/biological conditions, physical forces and phenomena, etc. Students will be immersed in factors that influence these animations whether environmentally, technologically, sociological and ethically, economically and commercially, etc.
Additionally:
This module seeks to helps the student develop the fundamental skills of research, analysis and project development. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. 
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014




BIBLIOGRAPHY

Essential

KELLER E. (2007) 	Maya Visual Effects: The Innovator's Guide, John Wiley & Sons. 
ALTON, J. (1995) 			Painting with Light, University of California Press
GLASSMAN, A (1992)  		Visions of Light: The Art of Cinematography, BFI DVD
BROWN, B. (2002) 	Cinematography: Theory and Practice: Image Making for Cinematographers, Directors, and Videographers, Focal Press
KELLER E. (2012) 			Mastering Autodesk Maya 2013, John Wiley & Sons.
OKUN, J. A. (2010) 	The VES Handbook of Visual Effects: Industry Standard VFX Practices and Procedures, Focal Press.


Recommended

BRIDSON R. (2008) 	Fluid Simulation for Computer Graphics, A K Peters/CRC Press.
LIVNY, B. (2007)  	Mental Ray for Maya, 3ds Max, and XSI: A 3D Artist’s Guide to Rendering, John Wiley & Sons
BLOCH, C. (2007) 	The HDRI Handbook: High Dynamic Range Imaging for Photographers and CG Artists +DVD, Rocky Nook
RICKITT R. (2006) 	Special Effects: The History and Technique, Aurum Press Ltd. 
APODACA, A. A. Gritz, L. (1999) 	Advanced RenderMan: Creating CGI for Motion Pictures, Morgan Kaufmann
BAILEY, M. & CUNNINGHAM, S. (2009) 	Graphics Shaders: Theory and Practice, A K Peters/CRC Press

Journals 

ACM Transactions on Database Systems
ImagineFX
3D Artist: Practical Inspiration for the 3D Community
3D World
Animation Magazine 
Computer Graphics World 

Websites 

www.acm.org
www.fxguide.com
3D Animation Workshop
3D Artists
Animatedbuzz: An Animation Social Network
Animation Physics
Concept Art World



MODULE CODE:	M5X02053
TITLE:			The Art of Digital Compositing
DATED:		24/11/2015

LEVEL: 		5					
CREDITS:		20 	
				
JACS CODE:		W610	


AIM(S)

· To provide students with an advanced ability to integrate photorealistic computer generated assets within live action footage through comprehensive theoretical and practical knowledge.

· To further advance the student’s visual aesthetic and technical skills required for the photorealistic integration of these CG assets with live action footage.


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

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

LEARNING AND TEACHING STRATEGY

During the year, students attend a range of lectures, tutorials, seminars and workshops that provide an understanding of different forms and approaches to commercial and commissioned filmmaking. Students explore their creative practice through the preparation and production of original films and relate this work to commercial and commissioned filmmaking practices through analysis and reflection.
The module further expands upon the student’s knowledge of real-world and cinematic lighting and camera lenses when creating photorealistic and/or synthetic composites. Lectures will cover the structural phases required to generate composited effects shots through to the specific technical knowledge required in the rendering and compositing of images and sequences. Through experimentation and tutorial guidance the student will develop an advanced practical, contextual and theoretical understanding of the technical requirements in the post-production of effects-based 3D sequences and effects shots.  
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	-
	

	TOTAL
	200
	100%



ASSESSMENT

Each student is required to research and supply an effective solution to a given compositing problem relevant to their field of study. Typically, this will necessitate the exposition of key module elements. 
Outcomes will be assessed via three pieces of project work that will include the capture, manipulation, integration and application of real world and CG assets together with a written production journal that critically evaluates the research and production process. 

Assessment Component 1 - Coursework (practical) 80%
Examplar: 
A composited effects-based sequence that shows evidence of effective visual decision making and a clear understanding of contemporary practice, processes and technique.

Assessment Component 2 - Coursework (written) 20%

This component is assessed by a reflective blog (2500 word - 200 words posted over 12 weeks). A detailed breakdown of how a composited visual sequence was formulated. Students will be required to evaluate the theoretical and artistic underpinnings that have been addressed when designing and implementing a visual effects solution from a given brief.

Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%









EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	Through this module (and the preceding Effects Sequence Animation) students will be asked to initiate and develop positive technical outcomes that aid productivity and general working conditions defined within visual effects and production. In all of these areas students will be encouraged to research appropriately, to conduct clear lines of enquiry and gathering relevant (3D, compositing, effects) source material for the prescriptive, structured means of distribution, as outlined in the assessment sections of the assessment instruments.
Additionally:
This module seeks to helps the student develop the fundamental skills of research, analysis and project development. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. 
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014




BIBLIOGRAPHY

Essential

WRIGHT, S., (2011) 	Compositing Visual Effects: Essentials for the Aspiring Artist, Focal Press. 
GANBAR, R., (2011) 	Nuke 101: Professional Compositing and Visual Effects, Peachpit Press
LANIER, L., (2009) 	Professional Digital Compositing: Essential Tools and Techniques, John Wiley & Sons.
DOBBERT, T., (2012)  	Matchmoving: The Invisible Art of Camera Tracking, John Wiley & Sons.
OKUN, J. A.  (2012) 	The VES Handbook of Visual Effects: Industry Standard VFX Practices and Procedures, Focal Press. 
FOSTER, J., (2010) 	The Green Screen Handbook: Real-World Production Techniques, John Wiley & Sons.
Recommended
FROST. J. B. (2009) 	Cinematography for Directors: A Guide for Creative Collaboration, Michael Wiese Productions.
BLUTTMAN/CAMPBELL (2012) 	Digital Photography in Simple Steps, Pearson
BRIDSON R.  (2008) 	Fluid Simulation for Computer Graphics, A K Peters/CRC Press
FLAKE, G. (2000)	The Computational Beauty of Nature: Computer Explorations of Fractals, Chaos, Complex Systems and Adaptation, MIT Press. 
Journals 

ACM Digital Library
Science Direct
Ingenta Connect
Design and Applied Art Index
ISI Web of Science

Websites 
www.the foundry.co.uk
www.videocopilot.net
www.imagineer.com
 
www.cambridgeincolour.com
www.videomaker.com



MODULE CODE:	M5X02054
TITLE:			The Art and Science of Motion Capture
DATED:		24/11/2015 

LEVEL: 		5					
CREDITS:		20 	
				
JACS CODE:		W600	

AIM(S)

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

· Advance the principles and production processes which encapsulate the motion capture process that integrate 3D modelling, lighting and rendering procedures.

· Cultivate the wide-ranging technical and aesthetic skills necessary in the pre-production stages of digital visual content for later stages in the integration of a technically driven VFX sequence

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Extend visual acuity and movement prowess in key visual design and analysis techniques to help the motion capture workflow.
· Develop technical and artistic skills that define effective visual 3D imagery and methods for effective motion capture aided animation and visual effects.
INDICATIVE CONTENT
· Research and analysis of visual material and self-sustained visual research.
· Technical composition and design principles for film and visual effects/motion capture.
· Anatomical studies and illustration and human and animal biophysical motion studies
· Pre-production, film language and production based planning methods (with reference to the integration of motion capture)
· Workshops focusing on formal aspects of design, sound, 3D space and form.

· Technically orientated exercises and simulations will incorporate other studies (e.g. bio-medical systems, effects upon physical bodies) and what is required to present these via 3D technology, to include:
· Characteristics of Rigid & Soft Bodies - weight, mass, inertia, flexibility.
Creating & Manipulating Hierarchies - simulating jointed structures, linking objects, locating and defining joints, parent/child relationships.
· Forward Kinematics
· Inverse Kinematics - Interactive IK and Applied IK

Students will also extend such techniques in order to draw parallels to motion capture crossovers within:
· Motion Paths
· Virtual Camera Motion Control
· Particles and particle expression techniques
· Cloth simulation
· Motion Capture workflow

LEARNING AND TEACHING STRATEGY

The Module develops key areas of character-led technical design and innovation, underpinning the working practices of digital motion capture production facilities. It is expected that the class content will cover the structural phases required to generate effective creature and character shots, gestures and motions through to the specific technical knowledge required in the rendering and compositing of images and sequences. 
These may vary from the implementation of walking bipeds or character defined designs and conditions to analysis of pre-recorded animals and action to the synthesis and combination of these factors for fantasy or imaginary characters, effects or locations.
It is envisaged that much of the practice-based work will be carried out in small groups (“design teams”) and that these activities will reflect real-world scenarios. Through experimentation and tutorial guidance the student will develop an understanding of the technical requirements in the production of advanced motion captured-based 3D sequences and effects shots.  
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	-
	

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1 – Coursework 50%

Coursework		Visual collection/portfolio of bipedal design work

Exemplar
Students to depict details of a character’s (e.g. bipedal) physical motions and simulations in traditional and digital forms, to act as pre-production design illustrations for crossovers to 3D and motion capture.


Assessment Component 2 – Coursework 50%
Coursework	Practical-based 3D/Motion Capture digital work that has been constructed/aided via the technology. 
Exemplar
Students will develop and implement code in relation to movements and rotations in 3D space, using appropriate mathematical tools and techniques, e.g. in the data analysis of a human walk and/or repetitive motion, etc.

Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%









EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	Level 5 will fully immerse the student in degree-level study, with theoretical underpinning and scholarly activity across a wide variety of disciplines and sciences. Students are expected to learn the processes and structures of human physiology and human movement in the design and implementation of their 3D animations with intermittent ongoing presentations and documentary evidence needed across the module.
Additionally:   
This module seeks to helps the student develop the fundamental skills of research, analysis and project development. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. 
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014





BIBLIOGRAPHY

Essential

LIJIMA, T (2005) 	Action Anatomy: For Gamers, Animators and Digital Artists, Harper Collins Design International
LIVERMAN, M. (2004) 	The Animator’s Motion Capture Guide, Charles River Media
KELLER E. (2013) 	Maya Visual Effects: The Innovator's Guide, John Wiley & Sons.
KITAGAWA, M. (2008) 		MoCap for Artists: workflow and Techniques for Motion	 				Capture, Focal Press.
CAPIZZI, T. (2002) 			Inspired 3D Modelling & Texture Mapping, Premier Press, Inc.
JEREMY, C. AND MAESTRI, G. (2013) Digital Lighting & Rendering, New Riders Publishing

Recommended

OKUN, J. A. (2010) 	The VES Handbook of Visual Effects: Industry Standard VFX Practices and Procedures, Focal Press. 
ABDEL-MALEK, K (2013) 		Human Motion Simulation: Predictive Dynamics,						Academic Press
HAY, J (1988)	Anatomy, Mechanics and Human Motion, Benjamin Cummings
WILLIAMS, R. (2002)  	The Animator's Survival Kit: A Manual of Methods, Principles, and Formulas for Classical, Computer, Games, Stop Motion, and Internet Animators, Faber & Faber.
Journals 

ACM Transactions on Database Systems
ImagineFX
3D Artist: Practical Inspiration for the 3D Community
3D World
Animation Magazine 
Computer Graphics World 



Websites 
www.fxguide.com

ACM Digital Library Database (with reference to SIGGRAPH)
IEEE ‘XPLORE’ Digital Library
Science Direct



























MODULE CODE:	M5X02055
TITLE:			Enhanced Motion Capture Expressions
DATED:		24/11/2015 
		
LEVEL: 		5					
CREDITS:		20 	
				
JACS CODE:		W600	

AIM(S)
· To explore and conduct alternative simulation processes and work in procedural automated systems and cache driven animations. 

· To develop new approaches and new forms of 3D simulated expression to the relationship between life states, objects, functions, forces and patterns in the real, natural and virtual worlds.
LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· demonstrate an advanced appreciation and understanding of the motion-induced states of change that can be deduced from time-dependent observations and research activity.

· demonstrate knowledge of practical dynamics, digital display and motion awareness skills in the capture and representation of these - from the raw data through to pipeline simulations and models for further investigations in the chosen field of motion-tracked study or science.

INDICATIVE CONTENT

· Students will be involved in new forms of Motion Capture work and their study, to include time lapse, for induced and/or primary research work, real world forces and their Cg counterparts
· Further research and development will be covered, including the modern trends and technological developments with FaceRobot, FaceShift, bespoke rig designs, etc. 
· Studio work will involve a heightened level of motion analysis of core data and procedural simulation techniques in a real/3D environment, including sound design. 
· Data loading and network real-time streaming issues and solutions
· Core data filtering techniques for the film environments, (retaining the essence of the data)
· Classes and exercises will capitalise on observations and analysis of natural motions and their components from wildlife, natural history, thermodynamics, etc.
· Technical skills will be further advanced via Procedural techniques, concepts of dynamics
· Theoretical input will cover topics related to the underpinning science and biophysical foundations of motion across life
· Principal studies are involved in how the technology can help in providing new insights and thoughts on natural and scientific phenomena to include:
· Flocking and particle physics and simulation
· Fractals, growth patterns, flock and swarm studies
· States of matter and their changes of state via time
· Biological studies and analysis 
· Environmental conditions and forces (e.g. gravity, friction, inertia)


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 convincing look development solutions for a range of typical production scenarios.

The Module develops key areas of replicating and evaluating natural states that underpin the working practices of procedural motion capture work. Classes will cover each stage of the planning and structure required in planning the research activity to the specific technical task/study. The nature of these simulations demands a lot of time in the planning, staging, recording, rendering and execution of final images and scientific model(s) sequences via the integration of CG elements.

The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	-
	

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1 – 50%.
Coursework		3D/Motion Capture/effects-orientated theoretical work
Exemplar
Students will need to understand the physical forces applied to objects and environments and how these can be simulated/replicated with motion capture technology. In this stage of the module students may present such findings as a part of iterations or as a progression blog, document or sequence (at approx. 45-60 secs in length).
Assessment Component 2 – 50%
Coursework		3D/Motion Capture/Effects-orientated practical work
Exemplar
From the study outlined above the students utilise procedural tools and manipulate the motion facilities in the representation of the properties and movement of bodies.
The work may be directed towards particular branches of science, entertainment or academic study, e.g. A student that has done work on medical simulations within semester 1 is given the opportunity to focus the nature of this work towards a) aiding medical research b) simulated visual effects shots c) demonstrative sequences for online purposes, etc.
This will obviously help the student to direct the way they may want to take what they have done for their intended specialism at Level 6.
Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%








EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	Clearly the MAYA/Motion Builder/Faceshift (etc.) work is technologically-dependant and will require students to gain proficiencies in the control and manipulation of the hardware/software in the realisation of this material. In keeping with ideas of learning through collaboration, learning with staff but also with and from outsiders the module will allow students to work in inter-disciplinary teams and are a core element of this award and across the School. 
Additionally:
This module seeks to helps the student develop the fundamental skills of research, analysis and project development. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. 
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014



BIBLIOGRAPHY

Essential

KELLER E. (2013) 	Maya Visual Effects: The Innovator's Guide, John Wiley & Sons.
KITAGAWA, M. (2008) 		MoCap for Artists: workflow and Techniques for Motion	 				Capture, Focal Press.
SAWICKI, M. (2007) 		Filming the Fantastic: A Guide to Visual Effects Cinematography, Focal Press.
CAPIZZI, T. (2002), 			Inspired 3D Modelling & Texture Mapping, Premier Press, Inc.
JEREMY, C. AND MAESTRI, G. (2013) Digital Lighting & Rendering, New Riders Publishers 
DOBBERT, T., (2012)  		Matchmoving: The Invisible Art of Camera Tracking, John Wiley & Sons.
Recommended

O’HAILEY, T. (2013) 	Rig it Right! Maya Animation Rigging Concepts Focal Press.
OKUN, J. A.  (2010) 	The VES Handbook of Visual Effects: Industry Standard VFX Practices and Procedures, Focal Press. 
ABDEL-MALEK, K (2013) 		Human Motion Simulation: Predictive Dynamics,						Academic Press
Websites 
ACM Digital Library Database (with reference to SIGGRAPH)
IEEE ‘XPLORE’ Digital Library
Science Direct
www.fxguide.com
http://www.3dworldmag.com
http://www.digitalartsonline.co.uk/
http://www.computerarts.co.uk/
http://www.3dtotal.com


MODULE CODE:	M5X01568
TITLE:			Creative Practice 3
DATED:		21/07/2015

LEVEL:      		5 			
CREDITS:  		10
			
JACS CODE:		W600	


AIM(S)
The aim of this module is to extend and develop the students' comprehension of industry-relevant production processes, to develop students’ ability to work effectively in teams.
LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Successfully manage the production pipeline.
· Develop and produce relatively complex new media objects within the context of a production team.

INDICATIVE CONTENT

· The production pipeline;
· Project management, scheduling, and control (including scope, documentation, time and people management, etc.);
· Developing and pitching ideas;
· Identify target audience;
· Sustainability: futures thinking, critical and creative thinking, systemic thinking;
· Addressing environmental impact;
· Project-dependent subject matters.

LEARNING AND TEACHING STRATEGY
This module is a common module to all SFDM programmes. Students will identify and develop ideas for subject-relevant media objects and, working in small groups that may or may not include students from other subject areas, bring these ideas to fruition.
At L5 the emphasis will move from a basic understanding of processes, methodologies, and techniques to one of development and extension. We would be expecting students to be able to adapt the production pipeline effectively to the needs of the project; to be able to work effectively in a team; to have a broader skills base; and to therefore be able to produce more sophisticated outputs. With this increased sophistication we would also expect the need for specialist skills from other subject areas to become more of a necessity with the likelihood of multi-disciplinary teams therefore increasing.
Techniques from Agile development methodologies (such as 5-minute stand-up sessions at the beginning and end of each class) will be adapted to facilitate the flow of ideas across groups, to keep track of group progress, and to provide formative feedback on a weekly basis.
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24

	Independent learning
	76
	76

	Placement learning
	
	

	TOTAL
	100
	100%




ASSESSMENT

Assessment Component 1 – Practical: production practical (50%)
Exemplar: Create a relatively complex new media object from an original idea and externalize and evidence the production process of the new media object (for example in an individual learning journal, production diary, blog, or similar). The student will need to show how the idea was adapted and shaped to fit the needs of the project, comparing and/or synthesising differing methodologies, materials, conceptual frameworks, etc.
Assessment Component 2 – Coursework: production written (50%)
Exemplar: Externalize and evidence the group planning and development work (for example in a mood boards, reference, concept art, Product Definition Document, storyboard, cue sheets, dope sheets, media files, presentations, etc.). Produce a 1250 word critical reflective analysis of the production process.

Assessment Summary
	Activity type
	Percentage

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%







EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	This module seeks to helps the student develop knowledge and understanding, skills, and attributes related to sustainability, particularly those related to systems thinking, planning, interdisciplinarity, negotiation, and consensus. Problem-solving and critical thinking about their own practice are key elements of the module.




BIBLIOGRAPHY

Essential
Cottrell, S. (2008)                The Study Skills Handbook. Palgrave Macmillan.
Tharp, T. (2007)                   The Creative Habit: Learn It and Use It for Life. Simon and 
                                             Schuster.

Recommended
Belsky, S. (2011)                   Making Ideas Happen: Overcoming the Obstacles Between 
                                              Vision and Reality. Penguin. 

de Bono, E. (2007)                How to Have Creative Ideas: 62 Exercises to Develop the Mind. 
                                              Vermilion. 

Duarte, N. (2008)                   slide:ology: The Art and Science of Creating Great 
                                               Presentations. O'Reilly. 

Johnson, S. (2011)                Where Good Ideas Come From: The Seven Patterns of 
                                               Innovation. Penguin.

Graham, N. (2010)                 Project Management for Dummies. Wiley. 
Nokes, S. (2007)                    The Definitive Guide to Project Management. FT/Prentice Hall.
Journals
Subject-specific titles as appropriate.

Websites 
www.acm.org
www.ieeexplore.ieee.org 
www.sciencedirect.com


MODULE CODE:	M5X01569
TITLE:			Creative Practice 4
DATED:		21/07/2015

LEVEL:      		5 			
CREDITS:  		10
		
JACS CODE:		W600	


AIM(S)
The aim of this module is to extend and develop the students' comprehension of industry-relevant production processes and to develop students’ ability to work effectively in teams.
LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Successfully manage the production pipeline.
· Develop and produce sophisticated and professional new media objects within the context of a production team.

INDICATIVE CONTENT

· The production pipeline;
· Project management, scheduling, and control (including scope, documentation, time and people management, etc.);
· Developing and pitching ideas;
· Identify target audience;
· Sustainability: futures thinking, critical and creative thinking, systemic thinking;
· Addressing environmental impact;
· Project-dependent subject matters.

LEARNING AND TEACHING STRATEGY

This module is a common module to all SFDM programmes. Students will identify and develop ideas for subject-relevant media objects and, working in small groups that may or may not include students from other subject areas, bring these ideas to fruition.
At L5 the emphasis will move from a basic understanding of processes, methodologies, and techniques to one of development and extension. We would be expecting students to be able to adapt the production pipeline effectively to the needs of the project; to be able to work effectively in a team; to have a broader skills base; and to therefore be able to produce more sophisticated outputs. With this increased sophistication we would also expect the need for specialist skills from other subject areas to become more of a necessity with the likelihood of multi-disciplinary teams therefore increasing.
Techniques from Agile development methodologies (such as 5-minute stand-up sessions at the beginning and end of each class) will be adapted to facilitate the flow of ideas across groups, to keep track of group progress, and to provide formative feedback on a weekly basis.
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24

	Independent learning
	76
	76

	Placement learning
	
	

	TOTAL
	100
	100%




ASSESSMENT

Assessment Component 1 – Practical: production practical (50%)
Exemplar: Create a sophisticated and professional new media object from an original idea and externalize and evidence the production process of the new media object (for example in an individual learning journal, production diary, blog, or similar). The student will need to show how the idea was adapted and shaped to fit the needs of the project, comparing and/or synthesising differing methodologies, materials, conceptual frameworks, etc.
Assessment Component 2 – Coursework: production written (50%)
Exemplar: Externalize and evidence the group planning and development work (for example in a mood boards, reference, concept art, Product Definition Document, storyboard, cue sheets, dope sheets, media files, presentations, etc.). Produce a 1250 word critical reflective analysis of the production process.
Assessment Summary
	Activity type
	Percentage

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%








EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	This module seeks to helps the student develop knowledge and understanding, skills, and attributes related to sustainability, particularly those related to systems thinking, planning, interdisciplinarity, negotiation, and consensus. Problem-solving and critical thinking about their own practice are key elements of the module.




BIBLIOGRAPHY

Essential
Cottrell, S. (2008)		The Study Skills Handbook. Palgrave Macmillan.
Tharp, T. (2007)	The Creative Habit: Learn It and Use It for Life. Simon and Schuster.

Recommended
Belsky, S. (2011)		Making Ideas Happen: Overcoming the Obstacles Between 
                                              Vision and Reality. Penguin. 

de Bono, E. (2007)		How to Have Creative Ideas: 62 Exercises to Develop the Mind. 
                                              Vermilion. 

Duarte, N. (2008)		slide:ology: The Art and Science of Creating Great 
                                               Presentations. O'Reilly. 

Johnson, S. (2011)		Where Good Ideas Come From: The Seven Patterns of 
                                               Innovation. Penguin.

Graham, N. (2010)		Project Management for Dummies. Wiley. 
Nokes, S. (2007)		The Definitive Guide to Project Management. FT/Prentice Hall.
Journals
Subject-specific titles as appropriate.
Websites 
www.acm.org
www.ieeexplore.ieee.org 
www.sciencedirect.com


MODULE CODE:	M5X01572
TITLE:			Entrepreneurship
DATED:		24/11/2015

LEVEL:  		5	
CREDITS:		20
	
JACS CODE:		N900


AIM(S)

This module will relate to issues relevant to innovation, entrepreneurship and self promotion. It will encourage and develop the student’s entrepreneurial skills, self-motivation and analytical abilities through an investigation of a specific market, production of a professional business plan and self promotional materials.

LEARNING OUTCOMES
Upon successful completion of this module, the student will be able to:
· Create, recognize, and exploit a business opportunity and devise a realistic and professional business/venture plan to take it forward based on a critical evaluation of a given competitive scenario.
· Articulate these findings through digital iterations and adaptation for further investigations in the chosen field.

INDICATIVE CONTENT
· Venture planning development techniques – mission statement and objectives, marketing (research, placement, marketing planning), collaboration (professional bodies, competitors), operations (intellectual property and clearance rights, insurance and liability, health and safety at work).  
· Development of costing techniques for services or product.
· Analysis and development of relevant personal marketing techniques and procedures (show reels, professional and social online networking sites, business cards, professional journal and magazine image folio, face to face networking).
· Presentation techniques for differing circumstances (venture pitching, show reel pitching).
· Development and design of CV’s, and awareness of interview techniques.
· Awareness of subject specific professional design groups, future employers and recruitment agencies.

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 convincing look development solutions for a range of typical production scenarios. Continuous student feedback is achieved through group discussions and critiques.

The professional emphasis of the module is augmented by visiting industrial practitioners where possible (e.g. intellectual property and clearance lawyers, ex-graduate local SME’s, discipline specific studio representatives, etc).
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	
	

	TOTAL
	200
	100%



ASSESSMENT
Assessment Component 1 – Coursework 100%
Exemplar. Portfolio of industry-facing project work and promotional material. This module requires the students to develop business methods and ideas throughout the course of study. Assessment will ask students to consider marketing and self-promotion (e.g. to capitalise upon their practical work and skills) and deploy business-planning acumen appropriate to the task, e.g. in the form of a written business plan for a self-selected business opportunity.
Assessment Summary
	Activity type
	Percentage

	Coursework
	100%

	TOTAL
	100%






EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)
	Does the module contribute to ESD?
	Yes


	
	

	This module seeks to helps the student develop the fundamental skills of working and communicating as part of a group toward a common objective. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working, learning and thriving in a future which is as yet unknown.  



BIBLIOGRAPHY

Essential
Harrison, S. (2010)	Idea selling: Successfully Pitch Your Creative Ideas to Bosses, Clients & Other Decision Makers. North Light Books.  

Lambert, J. (2009)	Enforcing Intellectual Property Rights: A Concise Guide for Businesses, Innovative and Creative Individuals.  Gower.

Wood, M. (2010) 	The Marketing Plan Handbook (4th Edition). Prentice Hall.


Recommended
Kaushik, A. (2007)             Web Analytics: An Hour a Day.  John Wiley & Sons.

Mourkogiannis, N. (2008)   Purpose: The Starting Point of Great Companies. Palgrave.

Reynolds, G. (2011)           Presentation Zen: Simple Ideas on Presentation Design and 
                                           Delivery (Voices That Matter). New Riders.

Riches, S. &              	        Business Law (9th Edition). Longman
Allen, V. (2009)

Tharp, T. (2008)	 The Creative Habit: Learn It and Use It for Life, Simon &                                             Schuster.

Journals & electronic resources via: 
ACM Digital Library Database (with reference to SIGGRAPH)
IEEE ‘XPLORE’ Digital Library
Science Direct

Journals
Entrepreneurship & Regional Development
Frontiers of Entrepreneurship Research 
Journal of Business Venturing
Journal of Small Business Management
Small Business Economics
The Journal of Product Innovation 
Management
Venture Capital

Websites 
http://www.ipo.gov.uk/  The U.K. Intellectual Property Office
http://www.nesta.org.uk The National Endowment for Science and the Arts
http://www.own-it.org/  Intellectual Property Advice for Creative Businesses (University of the Arts London and London College of Communication).
http://www.bized.co.uk Business education brought to life.
http://www.bytestart.co.uk  How to set up and run a small business.
http://www.itwales.com Online resource for business and academia in Wales.
http://zdnetweek.co.uk Tech news and reviews.
http://www.bigideaswales.com  Encouraging youth entrepreneurship.
MODULE CODE:	M5X01599
TITLE:			Creative Research 
DATED:		24/11/2015

LEVEL:      		5			
CREDITS:  		10	
		
JACS CODE:		X210	


AIM(S)

· To apply critical and analytical skills and knowledge of various forms of research for essays, projects or creative productions involving sustained independent enquiry

· To develop the critical and analytical skills and knowledge of various forms of research for essays, projects or creative productions involving sustained independent enquiry

LEARNING OUTCOMES

Upon the successful completion of this module, the student will be able to demonstrate the ability to:
· Identify and examine the historical formation of their particular objects of study, and their contexts and interfaces
· Engage with forms of critical analysis, argument and debate, expressed through an appropriate command of oral, written and other forms of communication

INDICATIVE CONTENT
· Research methods
· Visual research
· Iconography
· Empiricism
· The body
· Audience

LEARNING AND TEACHING STRATEGY

During semester one, students will attend a range of Lectures, tutorials and seminars, which provide the stimuli, and ideas development to ensure that each student can explore their creative practice beyond the parameters of their normal subject discipline. The evidence of researching a topic and exploring other ways of thinking in the development of work is recorded in the module assignments. There will be a formative and summative assessment during the module. The formative piece will be used to provide both feedback and feed-forward for the final summative assessment.
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24

	Independent learning
	76
	76

	Placement learning
	
	

	TOTAL
	100
	100%



ASSESSMENT

Assessment Component 1 – Essay (100%)
Exemplar: One 3000 word essay on a topic relevant to the student’s practice and themes presented in the lecture series.

Assessment Summary
	Activity type
	Percentage

	Written Exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%








EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	This module seeks to helps the student develop the fundamental skills of research and visual inquiry. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. 
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014







BIBLIOGRAPHY

Essential
Dean, R. T., & Smith, H. (2009) 	Practice-Led Research, Research-Led Practice in the Creative Arts. Edinburgh: Edinburgh University Press.
Leavy, P. (2008) 	Method Meets Art: Arts-Based Research Practice. London: Guilford.
Macleod, K. & Holdridge, L. (2009)	Thinking Through Art: Reflections on Art as Research. London: Routledge.

Recommended
Collins, H. (2010) 	Creative Research: the Theory and Practice of Research for the Creative Industries. Lausanne: AVA Academia.
Cooper, K. & White, R. E. (2012) 	Qualitative Research in the Post-Modern Era: Contexts of Qualitative Research. Dordrecht: Springer.
Creswell, J. W. (2013) 	Qualitative Inquiry & Research Design: Choosing Among Five Approaches. London: Sage.
Pink, S. (2013) 			Doing Visual Ethnography. Los Angeles: Sage.
Schneider, J. & Stickdorn, J. (2011) 	This is Service Design Thinking: Basics, Tools, Cases. Hoboken: Wiley.
Silverman, D. (2011) 	Qualitative Research: Issues of Theory, Method and Practice. London: Sage.
Wright, C. & Schneider, A. (2010) 	Between Art and Anthropology: Contemporary Ethnographic Practice. Oxford: Berg.

Background
Biggs, M. & Karlsson, H. (2010) 	The Routledge Companion to Research in the Arts. London: Routledge.
Bolt, B. & Barrett, E. (2010) 	Practice as Research: Approaches to Creative Arts Enquiry. London: I. B. Tauris.
Journals 
Aesthetica
Art Review
Textile Design Research and Practice
Craft Research
Photography & Culture
Visual Communication
Journal of Visual Art Practice

Websites 
www.artswales.org.uk
www.bbc.co.uk/arts
www.tate.org.uk


MODULE CODE:	M5X01571
TITLE:			Research Practices
DATED:		24/11/2015
LEVEL:      		5			
CREDITS:  		10			

JACS CODE:		X210	


AIM(S)

· To strengthen analytical skills and knowledge in order to perform various forms of research for essays, projects or creative productions involving sustained independent enquiry
· To formulate appropriate research questions and employ appropriate methods and resources for exploring those questions

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
1. Further develop the critical and analytical skills and knowledge acquired in the module Creative Research to perform various forms of research for essays, projects or creative productions involving sustained independent enquiry

2. Critically investigate and analyse relevant knowledge of appropriate research practices, procedures and traditions, and some awareness of their strengths and limitations

INDICATIVE CONTENT

· Ethics
· Annotated bibliography
· Practice as Research
· Ethnography
· Literature review
· Digital research

LEARNING AND TEACHING STRATEGY
During the year, students attend a range of Lectures, tutorials and seminars, which provide stimuli, and ideas development so that each student can explore their creative practice beyond the parameters of their normal subject discipline. The evidence of researching a topic and exploring other ways of thinking in the development of work is recorded in the module assignments. 


The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24

	Independent learning
	76
	76

	Placement learning
	-
	

	TOTAL
	100
	100%



ASSESSMENT

Assessment Component 1 – 100%
· Practical: A 10 minute verbal presentation (with 10 minutes of tutor questions) on your selected research question(s) and method(s) demonstrating how they address your intended research interest at level 6. 

Exemplar:  This could be a 10 min live presentation identifying the main element of application of a critical theory to a practice based research output. The presentation script (1500 words with references and bibliography must be submitted via Turnitin.)

Assessment Summary
	Activity type
	Percentage

	Practical
	100%

	TOTAL
	100%






EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	No


	This module seeks to helps the student develop the fundamental skills of research and visual inquiry. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. 
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2010)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014






BIBLIOGRAPHY

Essential

	Dean, R. T, and Hazel, Smith (2009)
	Practice-led research, research-led practice in the creative arts (Edinburgh: Edinburgh University Press)

	Leavy, Patricia (2008)
	Method meets art: arts-based research practice (London: Guilford)

	Macleod, Katy, and Lin Holdridge (2009)
	Thinking through art: reflections on art as research (London: Routledge)



Recommended

	Collins, Hilary. (2010)
	Creative research: the theory and practice of research for the creative industries (Lausanne: AVA Academia)


	Cooper, Karyn, and Robert E White. (2012)
	Qualitative research in the post-modern era: contexts of qualitative research (Dordrecht: Springer)


	Creswell, John W. (2013)
	Qualitative inquiry & research design: choosing among five approaches (London: Sage)


	Pink, Sarah  (2013)
	Doing visual ethnography (Los Angeles: Sage)


	Schneider, Jakob, and Marc Stickdorn. (2011)
	This is service design thinking: basics, tools, cases (Hoboken: Wiley)


	Silverman, David. (2011)
	Qualitative research: issues of theory, method and practice. (London: Sage)


	Wright, Christopher: Schneider, Arnd,. (2010)
	Between art and anthropology: contemporary ethnographic practice (Oxford: Berg)



Background

	Biggs, Michael, and Henrik Karlsson. (2010)
	The Routledge companion to research in the arts (London: Routledge)


	Bolt, Barbara, Dr, and Estelle Barrett. (2010)
	Practice as research: approaches to creative arts enquiry (London: I. B. Tauris)



Journals 

Aesthetica
Art Review
Textile Design Research and Practice
Craft Research
Photography & Culture
Visual Communication
Journal of Visual Art Practice

Websites 

www.artswales.org.uk
www.bbc.co.uk/arts
www.tate.org.uk






















































					LEVEL 6


MODULE CODE:	M6X02056
TITLE:			Advanced Character Animation
DATED: 		24/11/2015 
		
LEVEL: 		6     					
CREDITS: 		20 	
				
JACS CODE:		W615	

AIM(S)

· To support the other (practical) work conducted at Level 6 by heightening and extending the student’s character animation skills and techniques within the context of emerging trends and innovations in the animation industry.
· To formulate effective 3D strategies and industry-facing methods in advancing the visual components that aid in designing both realistic and stylistic-based sequences.
LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Critically analyse and cultivate their animation ability to high-end levels of character performance and/or realism. 

· Select, evaluate and employ industry method processes, trends, techniques and production environments to progress their own developing animation skillset.

INDICATIVE CONTENT

Content will be largely dependent upon the student’s own self-directed specialist area as they select their course of character animation investigations to develop practical character/story-based animated demonstrations of their research findings.

The module will initially task the graduate students to define the animation being analysed and the research and practical parameters to the studies of the scene/purpose/animation to be conducted. Research methodology and identifiable (and feasible) techniques will be encouraged within the 3D animation/character subject.
Planning and development of the animated examples – together with reviews of the findings will continue through the module.

It is expected that topics to be considered may isolate technical and/or artistic categories specific to the student’s research needs, with advice and support from specialist academic staff, but expected to be within one of the following:
· Generalist and specialist Animator/Lead Animator/Story dept. roles
· Animation production and pipeline considerations
· Progression of animation specialisms in: 
· Pre-production and Concept design
· Character animation
· 3D Character deployment
· Principles of animation
· Use of technology to benefit animation workflows
· Story design and evocation
· Story mechanics
· Rigging
· Effects Animation


LEARNING AND TEACHING STRATEGY

This module offers the student the opportunity to conduct self-directed and in-depth research into a specialist 3D effects area relevant to the programme of study. The resulting artefact will be based upon an understanding of contemporary and novel software techniques in the 3D computer animation/film/visual effects industries. 
Students will (initially) be given a series of software and technical demonstrations in contemporary 3D animation developments, to illustrate and acquire knowledge at the forefront of the 3D computer animation discipline. This will be contextualised within industrial roles and production processes in both lecture and seminar format. Guest industry speakers and or tours can take place as appropriate in conjunction with this module.
Students will also engage in tutorials with the tutor, designed to identify and support their particular goals in professional development and specialisms within 3D effects and computer animation.   
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	-
	

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1 – Coursework (practical) 100%
Exemplar
The final submission will be a single or series of innovative self-directed animations (to total some 20-30 seconds) derived from their studies into a relevant CG subject. This may be packaged as a technical document, blog, research paper, online tutorial, but whatever the presentation form it will need to contain animated examples or representations in 3D in support of the topic considered.

Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%


EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)
	Does the module contribute to ESD?
	Yes

	
	

	This module seeks to helps the student develop the fundamental skills of research and subject-specific inquiry. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also provide the skills the individuals need to know in terms of working, learning, and thriving in a future which is as yet unknown. 

Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014


BIBLIOGRAPHY
Recommended
Project-specific texts, sites, files determined in conjunction with module tutor(s).
It is anticipated that students would want to study/refer to some of the following, for Character Animation students, to begin:
KELLER E. (2013) 	Maya Visual Effects: The Innovator's Guide, John Wiley & Sons. 
OSIPA, J., (2010)	Stop Staring: Facial Modelling and Animation Done Right, John Wiley & Sons

CHOPINE, AMI (2011)		3D Art Essentials: The Fundamentals of Modelling, Texturing and Animation, Focal Press
ROBERTS, S. (2004).  		Character Animation in 3D: Use traditional drawing techniques to produce stunning CGI animation, Focal Press.
O’HAILEY, T. (2013) 	Rig it Right! Maya Animation Rigging Concepts Focal Press
SAWICKI, M. (2007) 	Filming the Fantastic: A Guide to Visual Effects Cinematography, Focal Press
Journals 
Project-specific publications determined in conjunction with module tutor(s).
Websites 
Project-specific sites and supporting files determined in conjunction with module tutor(s
















MODULE CODE:	M6X02057
TITLE:			Advanced Effects Animation
DATED: 		24/11/2015 
		
LEVEL: 		6     					
CREDITS: 		20 	
				
JACS CODE:		W615	


AIM(S)

· To support the other (practical) work conducted at Level 6 by heightening and extending the student’s effects animation skills and techniques within the context of emerging trends and innovations in the VFX industry.
· To formulate effective 3D strategies and industry-facing methods in advancing the visual components that aid in designing both realistic and effects-based sequences.
LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Critically analyse and cultivate their animation ability to high-end production effects shots and scenes and levels of performance. 

· Select, evaluate and employ industry method processes, trends, techniques and production environments to progress their own developing skillset.

INDICATIVE CONTENT

Content will be largely dependent upon the student’s own self-directed specialist area as they select their course of animation-centric effects investigations to develop practical effects-based animated demonstrations of their research findings.

The module will initially task the graduate students to define the effects needed and practical studies of the scene/purpose/animation to be conducted. Research methodology and identifiable (and feasible) techniques will be encouraged within the 3D effects subject.

Planning and development of the animated examples – together with reviews of the findings will continue through the module.

It is expected that topics to be considered may isolate technical and/or artistic categories specific to the student’s research needs, with advice and support from specialist academic staff, but expected to be within one of the following:
· Generalist and specialist TD roles
· Tool development and production pipelines
· Progression of animation specialisms in: 
· Rigging
· Compositing 
· Effects Animation
· Texturing/Surfacing
· Rendering
· Lighting
· Dynamics


LEARNING AND TEACHING STRATEGY

This module offers the student the opportunity to conduct self-directed and in-depth research into a specialist 3D effects area relevant to the programme of study. The resulting artefact will be based upon an understanding of contemporary and novel software techniques in the 3D computer animation/film/visual effects industries. 
Students will (initially) be given a series of software and technical demonstrations in contemporary 3D animation developments, to illustrate developing and acquiring knowledge at the forefront of the 3D computer animation discipline. This will be contextualised within industrial roles and production processes in both lecture and seminar format. Guest industry speakers and or tours can take place as appropriate in conjunction with this module.
Students will also engage in tutorials with the tutor, designed to identify and support their particular goals in professional development and specialisms within 3D effects and computer animation.   
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	-
	

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1 – Coursework (practical) 100%
Exemplar
The final submission will be a single or series of innovative directed animations (to total some 20-30 seconds) derived from their studies into a relevant CG subject. This may be packaged as a technical document, blog, research paper, online tutorial, but whatever the presentation form it will need to contain animated examples or representations in 3D in support of the topic considered.



Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%


EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)
	Does the module contribute to ESD?
	Yes

	
	

	This module seeks to helps the student develop the fundamental skills of research and subject-specific inquiry. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also provide the skills the individuals need to know in terms of working, learning, and thriving in a future which is as yet unknown. 

Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014


BIBLIOGRAPHY
Recommended
Project-specific texts, sites, files determined in conjunction with module tutor(s).
It is anticipated that students would want to study/refer to some of the following, for Visual Effects students, to begin:
PALAMAR, T. (2009)			Maya Studio Projects: Dynamics, Sybex.
WRIGHT, S., (2011) 	Compositing Visual Effects: Essentials for the Aspiring Artist, Focal Press.
KELLER E. (2013) 	Maya Visual Effects: The Innovator's Guide, John Wiley & Sons. 
STUMP, D. (2014)	Digital Cinematography: Fundamentals, Tools, Techniques, and Workflows. Focal Press.

WRIGHT, S., (2011) 	Compositing Visual Effects: Essentials for the Aspiring Artist, Focal Press. 
GANBAR, R., (2011) 	Nuke 101: Professional Compositing and Visual Effects, Peachpit Press
LANIER, L., (2009) 	Professional Digital Compositing: Essential Tools and Techniques, John Wiley & Sons.
DOBBERT, T., (2012)  	Matchmoving: The Invisible Art of Camera Tracking, John Wiley & Sons.
Journals 
Project-specific publications determined in conjunction with module tutor(s).
Websites 
Project-specific sites and supporting files determined in conjunction with module tutor(s


















MODULE CODE:	M6X02058
TITLE:			Advanced Motion Capture Animation
DATED: 		24/11/2015 

LEVEL: 		6     					
CREDITS: 		20 
					
JACS CODE:		W615	


AIM(S)

· To support the other (practical) work conducted at Level 6 by heightening and extending the student’s motion capture animation skills and techniques within the context of emerging trends and innovations in the VFX industry.
· To formulate effective 3D strategies and industry-facing methods in advancing the visual components that aid in designing synthetic, realistic and/or effects-based adaptive sequences.
LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Critically analyse and cultivate their motion capture production ability to advanced/high-end levels of motion capture animation and performance. 

· Select, evaluate and employ industry method processes, trends, techniques and production environments to progress their own developing motion capture skillset.

INDICATIVE CONTENT

Content will be largely dependent upon the student’s own self-directed specialist area as they select their course of animation-centric effects investigations to develop practical 3D motion capture animated demonstrations of their research findings.

The module will initially task the graduate students to define the motion capture scene/purpose/animation to be conducted. Research methodology and identifiable (and feasible) techniques will be encouraged within the motion capture subject.
Planning and development of the animated examples – together with reviews of the findings will continue through the module.

It is expected that topics to be considered may isolate technical and/or artistic categories specific to the student’s research needs, with advice and support from specialist academic staff, but expected to be within one of the following:
· Generalist and specialist Motion Capture roles
· MC development and production pipelines
· Progression of animation specialisms in: 
· Camera and Calibration
· Performance and Facial recognition systems and animations
· Rigging tools and workflows
· Effects Animation
· Dynamically/procedurally–driven animation via motion capture


LEARNING AND TEACHING STRATEGY

This module offers the student the opportunity to conduct self-directed and in-depth research into a specialist motion capture effects area relevant to the programme of study. The resulting artefact will be based upon an understanding of contemporary and novel software techniques in the 3D computer animation/film/visual effects industries. 
Students will (initially) be given a series of software and technical demonstrations in contemporary motion capture developments, to illustrate developing and acquiring knowledge at the forefront of the 3D computer animation discipline. This will be contextualised within industrial roles and production processes in both lecture and seminar format. Guest industry speakers and or tours can take place as appropriate in conjunction with this module.
Students will also engage in tutorials with the tutor, designed to identify and support their particular goals in professional development and specialisms within motion capture effects and computer animation.   
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	-
	

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1 – Coursework (practical) 100%
Exemplar
The final submission will be a single or series of innovative directed animations (to total some 20-30 seconds) derived from their studies into a relevant motion capture subject. This may be packaged as a technical document, blog, research paper, online tutorial, but whatever the presentation form chosen it will need to contain animated examples or representations in 3D in support of the topic considered.



Assessment Summary

	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%


EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)
	Does the module contribute to ESD?
	Yes

	
	

	This module seeks to helps the student develop the fundamental skills of research and subject-specific inquiry. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also provide the skills the individuals need to know in terms of working, learning, and thriving in a future which is as yet unknown. 

Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014


BIBLIOGRAPHY
Recommended
Project-specific texts, sites, files determined in conjunction with module tutor(s).
It is anticipated that students would want to study/refer to some of the following, for MoCap students, to begin:
MENACHE, A. (2011), 	Understanding Motion Capture for Computer Animation, Morgan Kaufmann
KITAGAWA M. (2008) 	MoCap for Artists: Workflow and Techniques for Motion Capture, Focal Press.
WRIGHT, S., (2011) 	Compositing Visual Effects: Essentials for the Aspiring Artist, Focal Press.
WRIGHT, S., (2011) 	Compositing Visual Effects: Essentials for the Aspiring Artist, Focal Press.
STUMP, D. (2014)           	Digital Cinematography: Fundamentals, Tools, Techniques, and Workflows. Focal Press.
DOBBERT, T., (2012)  	Matchmoving: The Invisible Art of Camera Tracking, John Wiley & Sons.
Journals 
Project-specific publications determined in conjunction with module tutor(s).
Websites 
Project-specific sites and supporting files determined in conjunction with module tutor(s)


MODULE CODE:	M6X01791
TITLE:			Dissertation
DATED:		24/11/2015 

LEVEL:  		6		
CREDITS:		20	

JACS CODE:		W630


AIM(S)
To enable the student to engage in extended self-directed research, and data collection building on skills developed at Levels 4 and 5. The student will be required to challenge themselves through independent learning, demonstrating research skills, data management and presentation of material. Students will need to use critical enquiry to give appropriate social context to their chosen exploration, using evaluative thinking to reflect on and clearly identify aims and considerations.

[In recognition of the wide range of differing cognitive styles it is possible for students to be offered the opportunity to produce a dissertation which in part constructs their arguments using visual structuring techniques. If this pathway is taken, it is possible to reduce the total word count of final submission. See separate guidelines for the visual dissertation.]

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Critically analyse information and experiences, formulate independent judgments, and articulate reasoned arguments through reflection, review, and evaluation in either written or visual forms.
· Source, navigate, select, retrieve, evaluate, manipulate, and manage information and data from a variety of sources.   
· Anticipate and accommodate change and work within context of ambiguities, uncertainties and unfamiliarity.

INDICATIVE CONTENT
The dissertation topic is chosen by the student in consultation with a member of staff in any relevant and appropriate area of study. Students receive guidance in both lectures and tutorials on: [image: ]


· Appropriateness of research
· Research Methods
· Planning and Structure
· Communication skills
· Developing and extending a critical point of view
· Strategies for structuring visual data in a coherent argument 
· Acknowledgement of sources (References and Bibliography) 
· Presentation
· Organisation of time
· Using a tutorial effectively

LEARNING AND TEACHING STRATEGY

A lecture/seminar programme (approx. 4 weeks) at the beginning of the module delivery provides guidance on research methods, presentation etc., as does a detailed Dissertation Guideline handbook which is made available to students. Tutorials provide structured contact with supervisors. Written feedback will be given to students throughout the tutorial process. A timetable of tutorials will be posted at the start of the module
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	12

	Independent learning
	176
	88

	Placement learning
	
	

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1 – Dissertation 100%
Exemplar. Students to identify an appropriate subject area suitable for investigation in conjunction with supervisory staff, with the intended outcome the generation of an academically valid document. The final submission should not exceed 6000 words.

Assessment Summary
	Activity type
	Percentage

	Written Exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%










EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes

	
	

	This module seeks to helps the student develop the fundamental skills of research and academic inquiry. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. It is the skill of Reflective Writing and the associated skill of Critical Reflection as described by Donald Schön that find the springboard to development in this module.   
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2010)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014

Schön, D. A. (1987). Educating the reflective practitioner: Toward a new design for teaching and learning in the professions. San Francisco.





BIBLIOGRAPHY

Essential

Cottrell, S. (2011) 		Critical Thinking Skills: Developing Effective Analysis and Argument. Palgrave Macmillan.

Weyers, J. & 			How to Write Dissertations & Project Reports. Prentice McMillan, K. (2011)		Hall			

Recommended

Few, S. (2012) 		Show Me The Numbers: Designing Tables and Graphs to Enlighten. Analytics Press.

Hartley, J. (2008) 		Academic Writing and Publishing: A Practical Handbook. Routledge.

Punch, K. (2000) 		Developing Effective Research Proposals. Sage.

A subject-specific bibliography of primary and secondary texts is to be developed, under direction from an academic supervisor in conjunction with the student. Since the module comprises mostly independent study, it is up to the student to seek out secondary or archival material in the course of their research. Supervisors will guide and strongly encourage the research process, which may include online journals, audio-visual material, artefacts from Special Collections, etc. 


MODULE CODE:	M6X01898
TITLE:			SFDM Major Project Stage 1
DATED:		24/11/2015

LEVEL:      		6			
CREDITS:  		20	
		
JACS CODE:		W600

AIMS
Stage 1 of the Major Project offers the student an opportunity to thoroughly research a problem area and to communicate that information with intended solutions to an audience in a manner that reflects practices and standards found in industry.

LEARNING OUTCOMES (Stage 1)
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Identify and critically evaluate an intellectually challenging idea that would be appropriate for their Major Project.
· Communicate effectively the research areas, design solutions, technical requirements, and overall specification relevant to their Major Project idea, using contemporary methods and techniques.

INDICATIVE CONTENT
· Project definition.
· Research opportunities, methods, and techniques.
· Project synopsis.
· Project treatment.
· Project planning.
· Target audience identification and user expectation.
· Further development in project design or definition such as test recordings, proof of concept demos, scripts, real or virtual models, storyboards, etc.
· Audio-visual communication techniques.
· Specific to the student’s research needs, with advice and support from specialist academic staff.

LEARNING AND TEACHING STRATEGY
Introductory lectures will delineate the indicative content above, encouraging the depth of research and development necessary for a project of this size, duration and level. The material specific to the student’s individual research needs will be addressed through a scheduled programme of one-to-one tutorials.
	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	12

	Independent learning
	176
	88

	Placement learning
	
	

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1 – Practical: Oral Presentation (50%)

Exemplar: Each student presents his/her proposal in a manner that simulates a ‘pitch’ in industry, where the student formally presents all the research and preparatory work together with a detailed indication of intent for the following stages.  
A minimum of two, but normally three lecturers are present for the assessment. The presentation lasts twenty minutes with a further ten minutes to explore the proposal more fully by questions and answers. After the student has left the room, another ten minutes are allocated for the lecturers to discuss and allocate appropriate grades.
Assessment Component 2 – Coursework: Essay (50%)
Exemplar. An in-depth and analytical study of an area of research associated with the individuals chosen subject or area of interest. Approx. 3000 words.

Assessment Summary
	Activity type
	Percentage

	Coursework
	50

	Practical
	50

	TOTAL
	100%









EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	This module seeks to helps the student develop the fundamental skills of research and subject-specific inquiry. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also provide the skills the individuals need to know in terms of working, learning, and thriving in a future which is as yet unknown. 
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014



BIBLIOGRAPHY
Project-specific texts determined in conjunction with supervisors.


MODULE CODE:	M6X01899
TITLE:			SFDM Major Project Stage 2
DATED:		24/11/2015

LEVEL:      		6			
CREDITS:  		40
			
JACS CODE:		W600
AIMS
Stage 2 of the Major Project offers the student the opportunity to develop and realize their Major Project idea with continual one-to-one tutorial support and supervision, developing the innovative, creative, and communicative skills of the student before typically leading to a public showing of the work.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Produce an artefact that reflects contemporary thinking and practice in the subject domain and successfully addresses the issues raised in the project specification.
· Conceive and apply a relevant suite of project- and self-management skills.
· Communicate the conception, development, and creation of the artefact.

INDICATIVE CONTENT
· Research at the forefront of the discipline.
· Ongoing and adaptive use of comprehensive project planning.
· Evidence of iterative design and development methodologies (e.g. versioning, debugging strategies, user testing, etc.)
· Design and realization of the artefact.
· Specific to the student’s research needs, with advice and support from specialist academic staff.

LEARNING AND TEACHING STRATEGY
The student’s individual needs will be addressed through a scheduled programme of one-to-one tutorials.
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	12

	Independent learning
	352
	88

	Placement learning
	
	

	TOTAL
	400
	100%






ASSESSMENT

Assessment Component 1 – Practical: Oral Presentation (20%)
Exemplar: To be held at the end of Term 2. An interim presentation showing the ongoing development of the artefact. A minimum of two, but normally three lecturers are present for the assessment. The presentation lasts twenty minutes with a further ten minutes to explore the proposal more fully by questions and answers. After the student has left the room, another ten minutes are allocated for the lecturers to discuss and allocate appropriate grades.
Assessment Component 2 – Coursework: Learning Journal (20%)
Exemplar: Formally submitted at the end of the Project in mid-May, this will have been maintained by the student throughout the year. A learning journal (most likely in the form of a blog) the equivalent of around 2400 words and written in an appropriate academic and/or technical style. Ideally it should include evidence in the form of project-specific research, images, sound, and video, documenting the development of the artefact in its entirety.
Assessment Component 3 – Coursework: Artefact (60%)
Exemplar: Each student is expected to produce an artefact as the end result of their research and development process. This artefact will vary depending on the area of interest and study, the nature and shape of the project to be decided in consultation with the tutorial team. Unique and project-specific assessment criteria to be developed in negotiation with the student in tutorials. Formally submitted at the end of the Project in mid-May.
Assessment Summary

	Activity type
	Percentage

	Coursework
	80%

	Practical
	20%

	TOTAL
	100%








EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	This module seeks to helps the student develop the fundamental skills of research and subject-specific inquiry. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also provide the skills the individuals need to know in terms of working, learning, and thriving in a future which is as yet unknown. 

Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014




BIBLIOGRAPHY
Project-specific texts determined in conjunction with supervisors.












































MODULE CODE: 	M6X01580
TITLE:	 		Critical Review		
DATED: 		24/11/2015	
	
LEVEL: 		6					
CREDITS:  		20	
			
JACS CODE:		N212	

AIM(S)
· To foster critical evaluation, reflection, and interpretation relevant to the individual students' practice.
· To challenge the student to identify, understand, and contextualise underlying patterns within their work so that they may go on to construct sustainable practices.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Originate and effectively communicate critical evaluation, reflection, and interpretation relevant to their individual professional practices.
· Deconstruct and defend aesthetic and technical patterns present in work.

INDICATIVE CONTENT
· Self-evaluation.
· Critical analysis.
· Review of cultural context.
· Report writing.

LEARNING AND TEACHING STRATEGY
During the year, students will attend a series of lectures, tutorials and seminars which provide developmental stimuli and contextualization, allowing each student to explore their creative practice beyond the parameters of their normal subject discipline. The evidence of researching a topic—their own practice—and exploring other ways of thinking about it is recorded in the module assignments. 
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	
	

	TOTAL
	200
	100%




ASSESSMENT

Assessment Component 1 – Coursework 50%
A critical self-reflective online blog that is comprised of weekly entries that looks at the student’s professional approach to practice. This will include comments on time-management, paperwork, team-work, report writing, etc. Research sources and materials can form part of the portfolio to show development pathways. 
Assessment Component 2 – Coursework 50%
Podcast essay. The student will produce a 10 minute podcast that contains a broad selection of their work that is critical analysed by the student. The analysis must not be descriptive, but demonstrate a contextualised and critical perspective of their work (strengths and weaknesses). The piece should be professionally designed and formatted. The script of the piece should be submitted to Turnitin with correctly formatted bibliography.

Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%








EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	This module seeks to helps the student develop the fundamental skills of research and inquiry. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. 
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2020)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014







BIBLIOGRAPHY

Essential
Bolton, G. (2014) 	Reflective Practice: Writing and Professional Development. Sage.
Cottrell, S. (2010) 	Skills for Success: Personal Development and Employability. Palgrave MacMillan.
Recommended

Bassot, B. (2013) 		The Reflective Journal. Palgrave MacMillan.

Moon, J. (2006) 		Learning Journal: A Handbook for Reflective Practice and Professional Development. Routledge.

Musberger, R. B. (2007) 	An Introduction to Writing for Electronic Media. Focal Press.

Smith, H. & 			Practice-led Research, Research-led Practice in the Dean, R. T. (2009) 		Creative Arts. Edinburgh UP.

Subject-specific texts related to students' individual practice.

Journals 
Journal of Writing in Creative Practice
Journal of Arts Marketing
Subject-specific journals related to students' individual practice.
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MODULE CODE:	M7X01586
TITLE:			Research Methods and Communication
DATED:		24/11/2015

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 allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	
	

	TOTAL
	200
	100%



ASSESSMENT
Assessment Component 1 – Coursework: Project Proposal & Research Methodology 50%
Coursework (3000 words).
Exemplar. A proposal detailing the aim(s) of the project and a rationale for the proposed work. This will be supported by specific and detailed needs requirements taking into account key stakeholders, the research following an established and justified methodology. Critical perspectives on contemporary practice within the field of choice should frame this work.
Assessment Component 2 – Practical: Communication of Project Context & Strategy 50%
Exemplar. A presentation outlining the cultural and commercial context in which the project exists and mapping out the intended plan of work. A minimum of two, but normally three lecturers are present for the assessment. The presentation lasts twenty minutes with a further ten minutes to explore the proposal more fully by questions and answers. After the student has left the room, another ten minutes are allocated for the lecturers to discuss and allocate grades. 
Assessment Summary

	Activity type
	Percentage

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%







EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	This module seeks to helps the student develop the fundamental skills of research and academic inquiry. This forms part of the sustainable assessment/sustainable teaching agenda which sees the assessment process as developing skills that can be used beyond the end of the programme of study and also the skills the individuals need to know in terms of working learning and thriving in a future which is as yet unknown. It is the skill of Reflective Writing and the associated skill of Critical Reflection as described by Donald Schön that find the springboard to development in this module.   
Boud. D, Assessment 2020: Creating Sustainable Assessment for Long-term Learning University of Technology, Sydney (2010)
Available at https://www.uts.edu.au/sites/default/files/davidboudKeynote.pdf
Accessed 10:30, 17th October 2014
Schön, D. A. (1987). Educating the reflective practitioner: Toward a new design for teaching and learning in the professions. San Francisco.




BIBLIOGRAPHY

Essential

Collins, H. (2010) 		Creative Research. AVA Publishing.
Miller, V. (2011) 		Understanding Digital Culture. Sage.
Wallace, M. & 			Critical Reading and Writing for Postgraduates. Sage.       Wray, A. (2011)
Recommended

Giddings, S. & 		The New Media & Technocultures Reader. Routledge.      Lister, M. (2011)
McCandless, D. (2010) 	Information Is Beautiful. Collins.
Prosser, J. (Ed.) (1998) 	Image-Based Research: A Sourcebook for Qualitative Researchers. Falmer.
Wardrip-Fruin, N. & 		The New Media Reader. MIT.                                        Montfort, N. (2003)

MODULE CODE:	M7X01587
TITLE:			Creative Enterprise and Practice
DATED:		24/11/2015

LEVEL:      		7 			
CREDITS:  		20
			
JACS CODE:		N212	

AIM(S)
· To build critical awareness of current creative enterprise and practice. 
· To develop strategic and practical skills for the maximisation of personal intellectual property through a creative venture.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Critically evaluate and respond to a range of business models, theories and strategies applied by contemporary design practitioners in relation to commercial practice.
· Develop and present detailed, innovative and sustainable professional strategies for the exploitation of their personal intellectual property and design skills.

INDICATIVE CONTENT
· Analysis of Creative Enterprise and Practice - industry structure and development. 
· Business Models – understanding existing approaches and skills for generating sustainable business models.
· Digital Enterprise - The role of digital technologies in contemporary creative enterprises (e.g. crowd funding, digital marketing, and digital third-party tools).
· Intellectual Property – strategic approaches to protecting and exploiting IP (e.g. evaluating cost/benefit of protection, managing a portfolio of IP, licensing, defending your IP, etc.).
· Practical and Legal Requirements - setting up a creative enterprise (e.g. funding, organisational forms, registration, and legal obligations).
· Launching and Sustaining a Creative Enterprise – creating a strategy, leadership, growth, and enterprise sustainability.

LEARNING AND TEACHING STRATEGY

The first phase of the module will be delivered through a combination of lectures, workshops, blended learning approaches and practical tasks designed to allow students to think divergently about the current methods and enterprise strategies employed by the creative industries, and critically evaluate these in order to develop a personal response.
This is followed by an opportunity to converge and work independently to formulate a professional commercial strategy, with practical plans for delivery. Throughout the module, case studies will be used to illustrate alternative approaches and elicit critical responses and students will be supported in the development of their individual strategy with personal tutoring and peer-to-peer feedback. 
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24

	Independent learning
	152
	76

	Placement learning
	
	

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1 – Coursework: Written Report 30%
Exemplar. A written report critically analysing current enterprise activities, models and theories within the students chosen sphere of creative activity providing a personal response and ‘trajectory’ for exploration (2000 words).
Assessment Component 2 – Coursework: Creative Enterprise/Practice Exploration 70%
Exemplar. Develop, execute and present an appropriate enterprise/practice exploration, considering issues in relation to intellectual property. This exploration may take a variety of forms (e.g. case study, consultation, trial, etc.) and may be presented for summative assessment in a range of appropriate professional formats, to be negotiated and agreed with the tutor (e.g. report, learning journal, website). Students are encouraged to be innovative and consider commercial audiences when developing their strategy for presentation.

Assessment Summary
	Activity type
	Percentage

	Written Exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%










EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)
	Does the module contribute to ESD?
	Yes


	
	

	
The Module fosters the element of self-reliance and self-motivation. The skills of personal research and identification of research sources all coalesce with elements and strands of ESD. The self-motivation and self-directed study is important for the development of professional employability skills in a number of academic and practical study disciplines.




BIBLIOGRAPHY

Essential

Klein, B. & Moss, G. (2015) 	Understanding Copyright: Intellectual Property in the Digital Age.  Sage.
Miller, V. (2011) 		Understanding Digital Culture. Sage.
Recommended

Giddings, S. & 		The New Media & Technocultures Reader. Routledge.       Lister, M. (2011)
Lucena, C. (2015) 		Collective Rights and Digital Content. Springer.
Wardrip-Fruin, N. & 		The New Media Reader. MIT. 			     Montfort, N. (2003)


MODULE CODE:	M7X01588
TITLE:			Creative Venture 1: Development
DATED:		24/11/2015

LEVEL:      		7 			
CREDITS:  		20
			
JACS CODE:		W600	

AIM(S)
To produce a creative proposal from investigation, or in response to identified opportunities or requirements, using appropriate thinking and professional practices and taking account of key stakeholders (e.g. users, audience, makers, producers, investors).

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Implement previously identified research and enterprise strategies, applying knowledge acquired to the exploration and development of a creative response that satisfies the cultural, environmental, and commercial needs.
· Think speculatively, employing both convergent and divergent approaches to arrive at appropriate solutions, evaluating issues and making decisions in situations of ambiguity, uncertainty, and risk.
· Communicate in a professional manner using appropriate media and technologies the outcome of the intellectual, experimental and practical modes of the investigation.

INDICATIVE CONTENT
The specific nature of the module reflects the student’s own personal and professional ambition, and is dependent upon the identified project aims and objectives specific to the programme of study. Students will be exposed to the following ‘shifts of focus’ content in order to help develop and demonstrate innovative and entrepreneurial effectiveness:

a. from case studies to emerging situations.
b. from abstract problems to innovation.
c. from passive learning to active learning.
d. from objective analysis to subjective experience.
e. from text-heavy communication to multimedia communication.
f. from neutrality to personal perspectives.
g. from formal activities to authentic activities.
h. from fearing failure to learning from failure.
i. from dependency to self-reliance and resilience.

LEARNING AND TEACHING STRATEGY

Students will be encouraged to draw on a wide range of intellectual resources, theoretical perspectives, and practical applications to illuminate their learning and the contexts within which it takes place. These may take the learning process beyond their direct expertise and require broader engagement. Moreover, as self-directed learning is a key element of the Creative Venture, informal and exploratory learning will enable the students to do more than they could do before, and to challenge their ability to tackle and respond to problems.
Due to the complex and unpredictable nature of the individual projects a flexible pattern of seminars and workshops will be incorporated at appropriate junctures. These modes of delivery will impart a combination of general knowledge and specific specialist information appropriate to the area of study.
Students will be required to present their work in progress at regular scheduled meetings to the project team and their peer group. The tangible outcomes from these meetings will be negotiated and agreed project development targets. This contact model will provide the support structure to stimulate and enable students to work towards these targets with a high degree of personal procedural autonomy. It will require students to identify and undertake the learning needed to complete these tasks successfully.
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	12

	Independent learning
	176
	88

	Placement learning
	
	

	TOTAL
	200
	100%



ASSESSMENT
Assessment Component 1 – Practical: Oral Assessment and Presentation 50%
Exemplar. Present the final developmental stage of the Creative Venture and defend the quality of this in relation to:
· Fitness for purpose (with reference to the project context);
· Effectiveness of research methodology;
· Effectiveness of creative and/or cultural strategies;
· Sustainability;
· Entrepreneurial effectiveness.

Presentation 15mins; oral assessment 30mins.
Assessment Component 2 – Coursework: Development Portfolio 50%
Exemplar. An individual record of the exploratory journey undertaken within the Creative Venture, presenting extensive evidence (e.g. schedules, contracts, scripts, storyboards, test recordings, risk assessments, permissions, scores, concept art, maquettes, programs, mood boards, business plans, blogs, wire frames, proof of concept demos, etc.) as a real or digital portfolio.
Assessment Summary

	Activity type
	Percentage

	Written Exam
	

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%











EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	
The Module fosters the element of self-reliance and self-motivation. The skills of personal research and identification of research sources all coalesce with elements and strands of ESD.  The self-motivation and self-directed study is important for the development of professional employability skills in a number of academic and practical study disciplines.




BIBLIOGRAPHY
As appropriate to each individual focus and direction.










MODULE CODE:	M7X01589
TITLE:			Creative Venture 2: Realisation
DATED:		24/11/2015

LEVEL:      		7 			
CREDITS:  		60	
		
JACS CODE:		W600	

AIM(S)
· To demonstrate the intellectual capacity and self-management to engage with professional practice, and to facilitate critical thinking of appropriate knowledge—both subject specific and contextual—relevant to the student’s pathway through innovative creative discourse.
· To strengthen, extend, and apply the knowledge, skills, and experiences students have gained from their programme in the context of commercial awareness and industry collaboration, and to complement, stimulate, reinforce, and encourage the development of both this discipline-specific technical knowledge and students' transferable skills.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· Formulate advanced understanding of a problem context and generate multiple ideas, concepts, proposals, solutions, or arguments independently and/or collaboratively in response to research findings and/or commercial opportunities.
· Apply strategies for the resolution to the problem that are based on systematic and creative analysis.
· Offer innovative and creative solutions to challenging and complex problems.
· Act autonomously in planning and implementing tasks at a professional level through self-direction and informed value judgements.
· Evaluate their own learning and respond positively to identified shortfalls (skills gaps).

INDICATIVE CONTENT

The specific nature of the module is totally reflective of the student’s own personal and professional ambition, and is dependent upon the relevant project aims and objectives specific to the programme of study.

LEARNING AND TEACHING STRATEGY

Students will be encouraged to draw on a wide range of intellectual resources, theoretical perspectives, and practical applications to illuminate their learning and the contexts within which it takes place. These may take the learning process beyond their subject specialisms and direct expertise, encouraging the students to broaden their repertoire and to challenge their ability to tackle and respond to problems.
Due to the complex and unpredictable nature of the individual projects a flexible pattern of seminars and workshops will be incorporated at appropriate junctures. These modes of delivery will impart a combination of general knowledge and specific specialist information appropriate to the area of study. All projects require the production of a major body of work supported by a report and ideally including or related to a business opportunity.
Throughout each assessment stage the project team and external collaborators where appropriate, will be seeking evidence that the student has systematically applied the knowledge gained from the programme in an accurate and coherent fashion. The student must demonstrate sensitivity and creative ability, with the necessary communication skills that this implies, to a solution for the problem/opportunity identified. Students will be required to present their work in progress at regular scheduled meetings to the project team and their peer group. The tangible outcomes from these meetings will be negotiated and agreed project development targets. This contact model will provide the support structure to stimulate and enable students to work towards these targets with a high degree of personal procedural autonomy. It will require students to identify and undertake the learning needed to complete these tasks successfully.
The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	72
	12

	Independent learning
	528
	88

	Placement learning
	
	

	TOTAL
	600
	100%




ASSESSMENT
Assessment Component 1 – Coursework: Evaluative Report 30%
Exemplar. Produce a critical review of the creative venture and its outcome; this should include the following key elements:
· Executive summary (1 page max. not included in word count);
· Review of research methodology and methods (1000 words);
· Review of creative/enterprise strategy (1000 words);
· Critical appraisal of the final proposition (1000 words);
· Future trajectories (1000 words).



Assessment Component 2 – Practical: Artefact 70%
Exemplar. Deliver the artefact in a relevant and professional format suitable for dissemination via commercial outlets and/or the appropriate communication channels such as an installation or exhibition, e-commerce site, webcast, kick-starter campaign, social media channel, etc. as appropriate to the individual student project and the effective communication of the proposition to the target audience.

Assessment Summary

	Activity type
	Percentage

	Written Exam 
	

	Coursework
	30%

	Practical
	70%

	TOTAL
	100%











EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)
	Does the module contribute to ESD?
	Yes


	
	

	
The Module fosters the element of self-reliance and self-motivation. The skills of personal research and identification of research sources all coalesce with elements and strands of ESD.  The self-motivation and self-directed study is important for the development of professional employability skills in a number of academic and practical study disciplines.




BIBLIOGRAPHY 
As appropriate to each individual focus and direction.
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