PROGRAMME SPECIFICATION

    KINGSTON UNIVERSITY

Creative Industries and the Creative Economy, MA 2009-2010

A.
NATURE OF THE AWARD

Awarding Institution:
Kingston University

Programme Accredited by:
none

Final Award(s): 
Masters
Intermediate Award(s):
PgDip, PgCert

Field Titles:
Masters in Creative Industries & the Creative Economy – individually designed programmes by learning agreement leading to:

The Built Environment:

MA Architecture & the Creative Economy

MA Landscape Urbanism & the Creative Economy

MA Sustainable Communities & the Creative Economy  

The Design Industries:

MA Communication Design & the Creative Economy

MA Fashion & the Creative Economy

MA Product Design & the Creative Economy

MA Spatial Design & the Creative Economy

Heritage and the Visual Arts:

MA Art & the Creative Economy

MA Contemporary Art Practices & the Creative Economy

MA Museums and Galleries & the Creative Economy 

The Media:

MA Advertising & the Creative Economy [starting from 2008]

MA Creative Writing & the Creative Economy

MA Digital Media & the Creative Economy

MA Film and Television Design & the Creative Economy

MA Film and Television Motion Graphics & the Creative Economy

MA film making & the Creative Economy

MA Journalism & the Creative Economy [starting from 2008]

MA Publishing & the Creative Economy

The Performing Arts:

MA Drama & the Creative Economy [starting from 2008]

MA Music & the Creative Economy

Other management contexts:

MA Managing in the Creative Economy

(see Annex A for a full list with intermediate award titles)

FHEQ Level:



Masters
Credit Rating by level

180 @ level 7 (=level M)
JACs code:



N900/W900 
QAA Benchmark Statement(s): 
All awards in the Faculty of Business & Law, conform to the QAA Business & Management benchmark statement. 

Min/Max Registration Period:
Full-time: one year min / 3 years max

Part-time: two years min / 6 years max

Faculty

Current participating Faculties are: 

Business and Law; Art, Design & Architecture; Arts & Social Sciences. 

School

Current participating Schools are: 

Business School; Design; Architecture & Landscape; Fine Art; Surveying; Art and Design History; Performance and Screen Studies; Humanities

Location:



Kingston University and in the workplace

Date Specification Revised:
September 4th, 2007  

B.
FEATURES OF THE FIELD

1. Title:

Masters in Creative Industries & the Creative Economy – individually designed programmes by learning agreement:


For complete list of awards within this framework see above.

2.
Modes of Delivery

The Field is developed on a foundation of existing faculty-based modules and faculty-based learning agreement goals, delivered in post-graduate level courses within the Faculty of Business & Law, the Faculty of Art Design and Architecture and the Faculty of Arts and Social Sciences.  The programmes are offered within a learning contract
 framework to provide flexibility of approach whilst retaining overall unity across the courses being delivered.  Candidates are supported by their respective Subject Leaders, with subject-specific knowledge and expertise, as well as the overall Course Director. 

The Field is offered in the following alternative patterns: 

Part time / Full time.  

The Masters degrees available within this new suite of programmes will be awarded on the accumulation of 180 level 7 credits.  The courses are structured in 3 Phases (each of 60 credits).  

3.
Features of the Field

This new Field seeks to give students the opportunity to explore the inherent contradictions of our creative economy, equipping them with the knowledge and skills to overcome its challenges and realise value in a particular creative industry context. 

The contradictions to be explored include:

· the notion that creativity has its origins “in individual creativity, skill, talent” (DCMS, 1998), whilst recognising the need for teamwork.

· the need for highly specialised creative skills alongside the development of other entrepreneurial, management and leadership skills.

· the sense in which creativity thrives on ‘counter-cultural’ experimentation, alongside the drive to develop models of ‘best practice’ and ‘mainstream’ approaches to realising value in the creative industries.

· the increasingly central role of ‘creatives’ in our social and economic lives, whilst recognising that technological innovations in the form of digital media and platforms for peer-to-peer production (e.g. Wikipedia; MySpace etc.) challenge the traditional view that ‘content is king’.

The development of this Field reflects the widely held view that business and creative skills should be brought closer to each other in the marketplace (Cox Review, 2005).  The courses will enable stakeholders within the different creative industries (i.e. design, media, built environment, heritage and the visual arts, and performing arts) to understand and value each others’ languages and cultures.  The perceived communication gap between those directly involved in the creative process (i.e. the originators; authors; creatives) and the many other occupational roles and activities which together constitute the creative industries (e.g. producers; managers; marketers) will receive particular scrutiny.
Three features of the new Field merit particular attention.  These are i) its emphasis on practice-based experiential learning; ii) the potentially diverse and multi-disciplinary nature of the student intake; and iii) the importance of networking at personal and organisational levels (i.e. both within Kingston University and across the creative industries in London, the UK and abroad).  The programme has been specifically designed to provide an appropriate content, structure and mode of delivery to accommodate these features - being delivered through the Learning Contract Framework.  Following the learning cluster programme approach (see Management Document Annex A), each course within the Field will have its own Learning Agreement, which students will contextualise according to their particular interests, experience and aspirations.  

The Field benefits from the development of a bespoke website (www.ourcreativeeconomy.com) which will provide a virtual home for the creative enterprise projects created and managed by the students themselves in Phase 1 of the programme.  This complements the use of BlackBoard as an integral means of communicating with the diverse student cohort, as well as the intended physical home for the Creative Economy MA students (refer to Resources Document).

C.
EDUCATIONAL AIMS OF THE FIELD*

This flexible Masters aims to:

· equip students with the mix of knowledge and skills required to successfully harness the tensions of the creative economy and to realise value in a particular creative industry context

· provide students with the means to overcome communication skills gaps in their chosen creative industry context

· encourage students to develop their entrepreneurial management and leadership capabilities and behaviours

· provide experiential learning of the creative process and relate this to relevant theory and research

· provide the opportunity to evaluate the critical success factors for commercialising creativity, through in-depth study of a creative industry specialism and the creative economy

· encourage the critical appraisal of contemporary issues in the creative industries and the creative economy

*These aims should be read in conjunction with section C of the Masters by Learning Contract Programmes Field Specification

D.
LEARNING OUTCOMES (OBJECTIVES) OF THE FIELD*

Generic Learning Outcomes of the Field: (independent of route of study):

Students will be able to demonstrate an ability to:

· Engage with appropriate theory and practice so as to successfully harness the tensions of the creative economy and to realise value in a particular creative industry context

· Identify the communication skills gaps in their chosen creative industry, and the means by which these gaps can be overcome

· Recognise entrepreneurial management and leadership behaviours and capabilities, and critically evaluate how their attitudes towards entrepreneurial management and leadership have changed over the duration of the course

· Engage and reflect upon the creative process, relating their experiential learning to relevant theory and research

· Evaluate the critical success factors for commercialising creativity

· Critically appraise key contemporary issues in the creative industries and the creative economy

* These Learning Outcomes should be read in conjunction with section D of the Masters by Learning Contract Programmes Field Specification

E. FIELD STRUCTURE*

Courses within the Field are structured in 3 phases:

In Phase 1, students from across all the courses within this Field will take 4 core (15 credit) learning goals:

1.  The creative economy:  Students will gain ‘hands on’ experience of harnessing the tensions of the creative economy, collaborating with the students from courses across the Field.  Students will create, design and manage a viable creative enterprise project, requiring the generation and exploitation of Intellectual Property.  This will form the context for subsequent learning throughout the course.

2.  Managing creativity and innovation:  Students will be encouraged to develop their entrepreneurial management ability, developing behaviours and an attitude to learning that copes with and enjoys uncertainty, risks and complexity.  The core curriculum of this learning goal will underpin the knowledge and skills required for ‘The creative economy’.

3.  Contemporary issues in the creative economy:  Students will develop an understanding of contemporary issues in the creative economy, focusing on the relationship between creativity and capitalism, sustainability, and critical analysis.  Students will discuss and apply the ideas that are raised by these developments to their specialist creative industry subject areas.  They will be encouraged to grasp their contradictions and their potential for changing—for the better or the worse—the societies, economies and cultures we live in.

4.  Leadership in the creative economy:  Students will develop an understanding of leadership theories and how they apply to personal leadership style and organisational leadership in the context of the creative economy.  Students will develop skills, techniques and tools to support their learning, and will learn experientially about leadership in the creative economy through performance. There will be a strong focus on developing individual leadership capability in practice. 

In Phase 2, students will complete 60 credits worth of learning based on existing Masters level modules (and learning goal variants) that relate to the creative industry specialism of their chosen course.  Students can expect to take an active part in taught sessions and workshops and seminars where, in the main, the emphasis is on the applied practical nature of the creative industry specialism.  In the case of students with little previous specialist experience, this will call for related reflective work that analyses the nature of the creative process in more detail.  Under the Full-time mode, Phase 2 runs parallel with Phase 1, encouraging integration of subject-specific and multi-disciplinary inputs.  In the Part-time programme, Phase 2 is delivered after Phase 1 (in Year 2).  Since most part-time students will be working in a creative industry context whilst enrolled on the course, they will also be encouraged to integrate their (work-based) subject-specific knowledge and experience throughout the course.

In Phase 3, students will develop a personal project of their choice.  This project can take one of three main forms – a major practice-based project; a dissertation; or an innovative new venture project.  Whatever the choice made, this project will involve an appropriate Masters level of underpinning research activity. 

As outlined above, the Masters by Learning Contract Framework has been adopted as the primary mode of delivery for this Field.  One learning agreement (with learning goal options, where appropriate) will be written for each of the courses within the Field (i.e. not at the level of each individual student).  Changes to contracts will only be made subject to approval of appropriate Heads of Schools and Faculties.

This Field is part of the University’s Postgraduate Credit Framework.  

*  This Field Structure should be read in conjunction with section E of the Masters by Learning Contract Programmes Field Specification.  

F. FIELD REFERENCE POINTS*

*Refer to section F of the Masters by Learning Contract Programmes Field Specification


G. TEACHING AND LEARNING STRATEGIES

The multidisciplinary nature of the Creative Industries & the Creative Economy Field, with its need to develop both “hard” and “soft” skills, draws upon a range of approaches to teaching and learning that includes experiential and blended learning.  The teaching and learning incorporates a mixture of lecture/workshops, studio sessions, together with web based support and action learning sets, which:

i) encourage both the acquisition and transfer of knowledge from a variety of learning contexts and sources

ii) develop critical and analytical faculties in the application of that knowledge, and 

iii) facilitate understanding in the solving of problems in the context of the creative economy

The use of role-play, simulations, games, and interviews in ‘core’ modules of Phase 1 will also encourage students to develop their conative (motivational) and affective (emotional) learning – which are considered central to the creative and entrepreneurial learning process.     

The emphasis of the Field is on developing students’ capability to develop their particular creative and entrepreneurial skills whilst working successfully with others to realise value (i.e. introduce innovations).  Both individual and group work is, therefore, encouraged.  

Autonomous and interactive learning is facilitated through independent study, either individually or in action learning sets.  Independent study is increasingly supported by BlackBoard, the electronic learning management system, as well as by the Learning Resources Centres.  Students are expected to manage their own learning. This capability will be particularly important for the development of interdisciplinary group creative projects, which represent essential vehicles for learning throughout the course.

Typically, lectures will be used to convey knowledge and understanding and to provide a framework for further independent study. Where appropriate, students will be introduced to examples and case-studies from a wide range of organisations and creative industry businesses that illustrate the concepts being discussed. Seminars/workshops present an opportunity for dialogue in a smaller teaching group or action learning set that can include student-staff-student as well as student-student interactions and learning.  

There is considerable emphasis throughout the course in developing the ability of students to work effectively in groups. There is also particular focus in this Field on the development of entrepreneurial alertness and environmental scanning skills. 

H.
ASSESSMENT STRATEGIES*

A range of formative and summative assessment strategies are employed in the Field. Summative assessment is designed to allow students to demonstrate that they have achieved the learning outcomes of the Field as a whole, and of the individual learning goals within it.  The learning outcomes to be assessed will include knowledge and understanding, cognitive skills, practical skills and transferable and key skills.  

The use of the learning agreement affords a level of flexibility in assessment strategy which is necessitated by the potentially diverse student intake.  Students will be able to work alongside peers to undertake appropriate learning, whilst being assessed according to their particular level of creative and business skills (i.e. where practice-based creative work is not appropriate in any Phase 2 subject specialism, this may be replaced with an alternative reflective assignment which meets the criteria of the learning goal in question).  

*  These Assessment Strategies should be read in conjunction with section H of the Masters by Learning Contract Programmes Field Specification.  

I.
ENTRY QUALIFICATIONS

The minimum entry qualifications for the Field are:

Candidates will normally be required to have a degree in a relevant area and/or evidence of two years’ work experience in the creative industries.  

The relevant Subject Leader (and Course Director, where required) will evaluate whether the prospective candidate has the opportunity and capability to work at Master’s level.  

International students must have an IELTS score of 6.5 or equivalent.

All candidates are approved for enrolment by the Board of Study (refer to Management Document for details).

J.
CAREER OPPORTUNITIES

It is expected that graduates from these courses will have enhanced career prospects within the creative industries and the creative economy.  The courses will be beneficial for those students wishing to set up their own creative enterprises.

Annex A:
Full list of named awards

N.B. These are offered under 6 sectors:

1.
The Built Environment:

MA Architecture & the Creative Economy

MA Sustainable Communities & the Creative Economy

MA Landscape Urbanism & the Creative Economy

2.
The Design Industries:

MA Spatial Design & the Creative Economy

MA Product Design & the Creative Economy

MA Communication Design & the Creative Economy

MA Fashion & the Creative Economy

3.
Heritage and the Visual Arts:

MA Art & the Creative Economy

MA Museums and Galleries & the Creative Economy 

MA Contemporary Art Practices & the Creative Economy

4.
The Media:

MA Advertising & the Creative Economy [N.B. from 2008]

MA Creative Writing & the Creative Economy

MA Publishing & the Creative Economy

MA Journalism & the Creative Economy [N.B. from 2008]

MA Digital Media & the Creative Economy

MA film making & the Creative Economy


MA Film and Television Design & the Creative Economy

MA Film and Television Motion Graphics & the Creative Economy


5.
The Performing Arts:

MA Music & the Creative Economy

MA Drama & the Creative Economy [N.B. from 2008]

6.
Other contexts:

MA Managing in the Creative Economy

Intermediate awards:

In a situation where a student does not complete the full course, the following intermediate awards will also be available:

PG Certificate Creative Industries & the Creative Economy

PG Diploma Architecture & the Creative Economy

PG Diploma Sustainable Communities & the Creative Economy

PG Diploma Landscape Urbanism & the Creative Economy

PG Diploma Spatial Design & the Creative Economy

PG Diploma Product Design & the Creative Economy


PG Diploma Communication Design & the Creative Economy

PG Diploma Fashion & the Creative Economy

PG Diploma Art & the Creative Economy

PG Diploma Museums and Galleries & the Creative Economy 

PG Diploma Contemporary Art Practices & the Creative Economy

PG Diploma Advertising & the Creative Economy [N.B. from 2008]

PG Diploma Creative Writing & the Creative Economy


PG Diploma Publishing & the Creative Economy

PG Diploma Journalism & the Creative Economy [N.B. from 2008]

PG Diploma Digital Media & the Creative Economy

PG Diploma film making & the Creative Economy

PG Diploma Film and Television Design & the Creative Economy

PG Diploma Film and Television Motion Graphics & the Creative Economy


PG Diploma Music & the Creative Economy

PG Diploma Drama & the Creative Economy [N.B. from 2008] 

PG Diploma Managing in the Creative Economy

� The learning contract is now generally referred to as a learning agreement
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