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B.
FEATURES OF THE FIELD

1.
Title:   BA (Hons) Product & Furniture Design

The field is available in the following form: Full Field

2.
Modes of Delivery: 
Full time


The field is offered in the following pattern:

Full Time

3. Features of the Field

Kingston University’s Design School seeks to provide unique and exciting specialist design education that is based on a long established and highly respected tradition but which challenges conventional concepts, processes, methods and solutions in order to meet the needs of present and future generations.

The Product and Furniture Design course provides students with the necessary knowledge, skills and understanding for the practice of designing both furniture and products. It makes no distinction between these archetypes and provides a unique curriculum that reflects the needs of the discrete disciplines but also the multidisciplinary nature of contemporary practice. 

The course is part of a programme of which it shares core studio-based design modules with BSc Product Design. The strategic positioning of both this BA with a BSc provides an environment in which it is possible to experience and debate the subject area from polarized perspectives i.e. from the philosophical or batch produced to the technological or mass manufactured. We believe this breadth of awareness and understanding is essential to the successful undergraduate study of furniture and product design.

The course emphasises the national and international nature of contemporary practice and encourages a global perspective. Level 5 provides students with the opportunity to take part in study exchanges in Europe and Australia as well as participation in international design projects such as Audi: Designs for Substance and competitions such as the RSA Awards.

Additionally, the students’ learning experience is supported by practical making and workshop practice in both traditional and digital formats. The course promotes ‘intelligent making’ which it defines as the appropriate and sustainable use and application of materials, technologies and processes in a given design context. 

Specifically the Product & Furniture Design course aims to provide a design education based upon the key themes of:

1. Contextual Awareness

2. Creativity

3. Technical Knowledge

These themes not only support the aims and objectives of the course but also ensure that the graduates are employable by a broad cross section of industry.

The start of the course, the first year (Level 4), introduces the processes of design through a series of skill based 2D and 3D projects. Emphasis is placed upon the understanding of the factors that inform and affect the design, development and realisation of artefacts.

The second year (Level 5) is concerned with the interpretation and experimentation. The concept of ‘Intelligent Making’ is introduced, as the students are encouraged to investigate and explore the relationship of design to materials, processes and manufacturing methods. 

The third year (Level 6) encourages and supports the student in developing a fluent and cohesive body of work, which reflects their knowledge of the subject as well as their graduate aims and aspirations.

The course encompasses a wide range of design projects, each with a particular emphasis such as design methods, materials, manufacturing processes, sustainability, intelligent making, contemporary social issues, and personal development. These projects may be concerned with individual items, batch production or mass production, as well as introducing different contexts and user groups. Critical and Historical Study programme underpins the studio project and provides essential theoretical understanding.




C. EDUCATIONAL AIMS OF THE FIELD

· Develop a range of critical, creative, technical and professional skills relevant to employment in Product and Furniture Design and related areas.

· Develop an understanding of key critical, technical and theoretical debates in the area of Product and Furniture Design.

· Encourage experimentation with, and the creative use of, new and existing technologies and materials.

· Develop skills in research and analysis and encourage critical reflection, intellectual risk taking and the development of effective and appropriate communication methods.

· Encourage independent and critical thinking and develop transferable skills and competencies.

· Develop experience and knowledge of collaborative working methods and processes within an industrially focused multidisciplinary environment.

D.
LEARNING OUTCOMES (OBJECTIVES) OF THE FIELD

The generic learning outcomes of the field are:
1. Knowledge and Understanding

· Understand and have a comprehensive knowledge of historical and contemporary product and furniture design practice and theory.
· Understand the relationship between theory and practice in art and design as it relates to the subject.
· Understand the national and international context of art and design practice.
· Demonstrate the development of problem solving skills through research, critical analysis and the subsequent development of creative solutions within a professional, contextual and ethical framework.

2.
Cognitive (Thinking) Skills

· Understand contemporary and historical art and design issues, appropriate theory and the development of skills in critical analysis for their own sake or for their application to art and design practice

· Possess a professional level of individual creativity, vision, personal expression and intellectual ability in the product and furniture to enable students to practise successfully in their chosen disciplines.

· Demonstrate the ability to recognise the cultural, conceptual and professional contexts relevant to the evaluation and understanding of their work.

3.
Practical Skills

· Demonstrate an advanced level of practical understanding and technical competence -  whether in traditional or digital technology - in product and furniture to enable them to practice successfully in their chosen professions

· Demonstrate an advanced understanding of new and future methods, materials, processes and technologies appropriate to three-dimensional design.

· Demonstrate individual creativity, personal expression and technical competence, using the practical skills necessary to critically evaluate, realise and coherently communicate three dimensional ideas in appropriate media.

· Demonstrate a critical understanding of current and future technologies and their impact on culture, society and the environment, including an appropriate knowledge of the application of materials and processes.

4.
Key Skills

On successful completion of the field students will have acquired the following key skills:

a)
Self Awareness Skills
· Demonstrate self and project management, independent learning, communication and presentation skills, interpersonal skills and critical self-awareness

· Develop of an intelligent, open-minded, informed, sensitive and confident personal approach and sense of direction

· Demonstrate creative and original thought in the process of resolving problems through research, analysis and creative activity

· Construct an argument based on evidence

b)
Communication Skills 
· Communicate effectively in writing by the preparation of supporting texts and in the composing of academic essays.

· Prepare and deliver oral presentations with confidence and competence compatible with entry to the profession.

· Communicate creative ideas and information visually and verbally with relevance and coherency to specific audiences. 

· Evaluate critically and confidently discuss precedent, conceptual and theoretical issues.

c)
Interpersonal Skills 
· Contribute to and be an effective and communicative team worker by leading and contributing to studio discussions and ethos. 

· Manage confidently complex design tasks, accepting and delegating responsibility relevant to group working.

· Review and critically evaluate group and individual progress and be supportive   and proactive in groups.
d)
Creativity and Problem Solving 
· Demonstrate awareness and the advanced ability to manage time and work efficiently and effectively.

· Show and understand synthesis and scope of information gathered through independent study, during seminars and workshops.

· Undertake individual research and development for both studio projects and personal work, working constructively independently, rising to challenges with confidence.

· Monitor and critically review own progress in relation to academic and personal development.
e)
Research & Information Literacy Skills 
· Demonstrate advanced understanding and knowledge of specialist software relevant to the discipline.

· Undertake library searches both manually and by selecting appropriate on-line information and evaluate its quality.

· Interrogate the web effectively and intelligently and use other forms of electronic data retrieval where appropriate.

f)
Numeracy 
· Undertake mathematical calculations necessary and relevant to design exploration and solutions.  

· Evaluate critically and present data in suitable formats.

· Display a general confidence and competence with numbers as appropriate to professional practice

g)
Management and Leadership Skills

· Exercise effective time management

· Formulate and manage study plans appropriate for extended periods including self-directed study

· Liaise with external agents to promote professionalism, rigour and credibility

E.
FIELD STRUCTURE

The field is part of the University’s Undergraduate Modular Scheme. Fields in the UMS are made up of modules, which are assigned to levels. Levels are progressively more challenging as a student progresses through the field. Each level is normally made up of modules each worth 30 credits (or an equivalent combination of half and multiple modules in some cases). A student must complete 120 credits at each level in order to progress to the next level. All students will be provided with the UMS regulations.

Intermediate Awards: 

In line with UMS regulations

1. Students who successfully complete 120 Level 4 credits and discontinue their studies are eligible for the award of a certificate of Higher Education (CertHE).

2. Students who successfully complete 120 Level 5 credits (following 120 Level 4 credits) and discontinue their studies are eligible for the award of a Diploma of Higher Education (Dip.HE).

3.
Students who have successfully completed Level 5 may choose to progress to a Degree rather than an Honours Degree.  This requires the successful completion of 60 Level 6 credits.

FIELD CONTENTS:

The Product and Furniture Design course is concerned with the development of the creative professional practice, technological knowledge and theoretical understanding necessary to enter a variety of careers in the areas of product and furniture design. Strong emphasis is placed upon the acquisition and development of skills relating to the creative and intelligent application of current and emerging materials technologies.

The course is distinct because it aims to develop within the students the appreciation that the nature of individual artefacts or products can only be understood within the various contexts that influence the state of the artefact. For the course these contexts are seen as having substantial influence on the conception, design, production and use of artefacts. The critical understanding and application of the knowledge of contexts and their interaction form the focus of learning and the basis for the development of students individual creativity and design process.

The area of study is inherently multidisciplinary, requiring students to operate effectively in two and three dimensions and by its very nature it spans both the physical and virtual worlds. Students will have opportunities to develop creative skills in product design, furniture design, design for batch production, sustainable design etc. A comprehensive technical and theoretical understanding of the forces driving the conception, design and development of artefacts will reinforce these skills.
LEVEL 4

The first level of the course deals with the design process and the underpinning skills and theory. Curriculum areas include: design methods; design in context; human factors; key material and manufacturing technologies; semantics and semiotics; 2D and 3D communication and representation; studio and workshop practice; CAD/software skills. Particular importance is placed on the development of a contextual framework to underpin the design process.
Summary of Modules – Level 4

	Code
	Title
	Credits
	Prerequisites

	TD1 110
	Design Fundamentals
	30
	Entry qualifications

	TD1 111 
	Design 1
	30
	

	PD4003
	Workshop & Studio Practice
	30
	

	HA4102
	Materials and Making; Themes in Design History
	30
	

	
	Total
	120
	


Full field students must successfully complete all Level 4 modules to enter Level 5.

LEVEL 5

In Level 5, the course focuses on interpretation and experimentation. Students are encouraged to develop a broader understanding of how their new skills can be applied, through the creative processes, to a variety of increasingly challenging projects. Some of the work covered in this year maybe collaborative, either within the School or with design consultancies, user groups, manufactures and retailers.

Summary of Modules – Level 5

	Code
	Title
	Credits
	Prerequisites

	PD5001
	Context & Communication
	30
	Successful completion  of Level 4 or equivalent

	TD2 227
	Intelligent Making
	30
	

	PD 5003
	Future Lab
	30
	

	HA2 233
	Contemporary Issues in Research
	15
	

	Code to choice
	Options:
Art & Design History option 
or 
Language option 2 
or 
Entrepreneurship: Young Enterprise Graduate Programme (Non-business Students)
	15
	

	
	Total
	120
	


Students who have successfully completed Level 4 or its equivalent may enter the programme at Level 5 from this or another institution.

LEVEL 6
At this level students will explore and expand the envelope of their knowledge through self-initiated projects that, through the creative process, may be of an experimental research-based nature or production orientated industry. The focus is on the student’s own aims and ambitions, which reflect their area of study and understanding of potential careers.. This final year leads to the strategic construction of a professional portfolio in a relevant and appropriate form.

Summary of Modules – Level 6

	Code
	Title
	Credits
	Prerequisites

	TD3332
	Design for Production
	30
	Successful completion of Level 5 or equivalent



	TD3 303
	Design 5
(Major Project)
	30
	

	TD3 333
	Professional Portfolio
	22.5
	

	TD3 334
	Major Project Reflection
	15
	

	HA3 301
	Dissertation
	22.5
	

	
	Total
	120
	


F.
FIELD REFERENCE POINTS

· The field has been designed to be fully in accord with QAA Subject Benchmark Statements 

· The awards made to students who complete the field or are awarded intermediate qualifications comply fully with the Framework for Higher Education Qualifications.

· All of the procedures associated with the field comply with the QAA Codes of Practice for Higher Education and Kingston University Undergraduate Modular Scheme.

G.
TEACHING AND LEARNING STRATEGIES

The course team integrates the relevant elements of the University’s Teaching and Learning Strategy into their teaching and assessment.

The Design courses have always promoted and sustained a distinctive pattern of teaching and learning practices. Teaching methods have developed in close relation to the subject and the creative industries.  The ways in which students learn their skills and develop an understanding of their subject is equally distinctive, with a strong emphasis being placed on the management of complex studio based design projects, with reference to contemporary society, product & furniture design practice as it relates to the design industry, relevant market areas, and the development of individual creative skills, with, as is appropriate, the involvement and collaboration of industry

In addition, students are strongly encouraged to develop their own informed and creative approach, taking into account recent and current research as well as contemporary industry and artistic practices. This is achieved through the teaching philosophy in the School, which highlights the importance of knowledge of the contemporary design context and through awareness of the areas, forces and issues that influence society and industry to meet the needs of present and future generations.

The delivery of modules will be by means of lectures, seminars, workshops, group critique, individual tutorials, demonstration, academic supervision, projects, briefings, study visits, peer learning, independent learning and study skills.

· Lectures - A member of staff or invited guest will provide taught input, often followed up by group discussion to ensure a full understanding and to encourage critical analysis of the material. Lectures are normally illustrated by still or moving images, in order to present knowledge that stimulates critical thought and supplementary reading, research and other related work in their individual study time.

· Seminars - Seminars normally consist of a structured discussion that may be student or staff-led presentations followed by discussion. The seminar is usually based upon a topic which has been previously prepared and circulated. Active participation and quality of presentation and discussion in seminars is expected. Student discussion and critical debate is encouraged.

· Group Critique - Commonly known as Group ‘ Crits’. On these occasions a group of students and members of staff and, if appropriate, invited guests from industry will discuss the work of one or more students who are present. Group crits can take place in studios or students’ work place, if appropriate, the work to be discussed might alternatively be more formally exhibited. Discussion of this kind provides an ideal arena for the realisation of common issues and for the dissemination of ideas. Crits also provide an invaluable form of self-appraisal, since the student will not only receive individual oral feedback, but will indirectly learn by means of the discussion centred upon the work of other members of the group.

· Tutorial - Opportunities to discuss a range of issues relating to individual development and to clarify existing knowledge, to support essay and project initiatives, and to guide and facilitate further independent creative learning and thought.

· Demonstration - This often involves the first introduction to a process, technique or equipment not previously experienced by a group of students.  It is intended to make students aware of the potential and characteristics of equipment and skills. It is not intended that every student will necessarily go on to learn and use the skills.

· Academic or Technical Supervision - Academic supervision builds on demonstration in that members of staff will assist students in the acquisition or strengthening of a particular skill or aspect of learning. The degree of assistance is usually determined by the capabilities of the individual student as appropriate. Supervision of this kind will mean that a member of staff is close at hand to assist with problems.

· Study Visits - By definition, a study visit will involve traveling to particular places of interest which may vary from visits to museums and libraries or to course specific events such as shows, exhibitions, or visits to industry. They may also take the form of an extended visit, where appropriate. They form an essential part of the education practices in that it is vital that the student is able to see examples of art, design and industry at first hand.

· Projects - The term ‘project’ is used in two ways. Set projects consist of a set of objectives and procedures, which are often linked to a given theme or design problem and are designed for a particular group of students. This kind of project usually has a strict deadline. Students also devise their own projects (self initiated briefs). This kind of project comprises a body of work which reflects the specific interests of the student and which may be developed over a period of time which is agreed between the individual student and a member of the academic staff.

· Briefing - A briefing takes place to make known and explain specifics of projects. 

· Peer Learning - A vital component of teaching and learning practices of the design courses. The work of the course is largely studio based, and thus enables students to take notice of each other’s work and discuss issues informally. Peer learning also takes place through other activities such as group crits and seminars.

· Independent Study - It will be recognised that all students engage in forms of independent learning in relation to the broad issues of the subject. Formal tuition will often be based upon the expectation of some level of self-motivated personal development. Independent study and the individual selection of a range of projects, both set and self-initiated, lead to the development of individual portfolios of work in the later stages of the course and for entry into the student’s individual choice of career.
· Study Skills – Study skills refer to the acquisition of communication skills, techniques of information retrieval and strategies of self-management in relation to study. Above all study skills means learning how to study.

· Professional Practice and Careers - Opportunities for students to plan and manage their future careers.  Keeping an appropriate balance between these different teaching and learning strategies, from level to level the balance shifts in such a way as to lead the student from task orientated work to the development of autonomous and creative capabilities for independent learning and through an increasingly complex and wide ranging set of design issues.
· Study Space (Blackboard)/E-learning - The delivery of curriculum content is undertaken in an environment which aims to make the most effective use of a range of teaching and learning tools. The School is involved in the development of content for the Study Space (Blackboard) e-learning system, and it is developing innovative projects to explore the use of web-based moving image materials to support real-time workshop induction training. The aim is to develop a flexible set of visual resources demonstrating processes, materials and methods valuable for enhancing creativity and skills in three dimensional design. 

H. ASSESSMENT STRATEGIES 

A range of assessment strategies are employed in the field; supporting student learning, recognizing differences in individual learning styles and giving students the opportunity to demonstrate the diversity of abilities developed during the programme.

The assessment system gives feedback to students on their progress. It defines achievement in each module and finally allows for the designation of the degree award classification. Students are informed of assessment methods and criteria at the start of each level and given feedback, verbal or written, regularly during and on completion of each module and at the end of each level.

Assessment is based on an evaluation of the level of achievement for each module, in relation to the aims and learning outcomes and demonstrates that students have achieved these learning outcomes.

The assessment procedure supports creative development and provides guidance and monitoring as a student progresses. The particular criteria for the assessment of each module are set out in the module descriptor and/or on project briefs. 

Assessment criteria for the formative and summative assessments of each single, half or multiple modules are given verbally and in written form in project briefs and in module descriptors and guides.

Student peer evaluation also contributes to the assessment of group projects. Students take an active role in giving formative feedback to peers during project critiques and are expected to maintain records of verbal and written feedback of their own and others work in order to reflect on and inform their progress.

Module Assessment Methods

At each level students will have the experience of individual and group presentations of projects and different forms of critical and reflective writing.

Each module is individually assessed and the form of the assessment will generally be by the presentation of projects and/or bodies of work. In the case of modules having a number of component projects, a formative mark will be assigned to each project. In this case the mark provides an indication of attainment for that project.  The entire submission, which may involve several separate projects, will be submitted for final assessment at the end of the module and given a summative grade.

Modes of Assessment include:

· Project crit – to assess and monitor ongoing progress on the course, oral and visual communication skills (normally formative) or the formal presentation of a body of work to ones’ peer group of critical appraisal.
· Module assessment – to assess the standard of the body of work achieved
· Essays – to assess critical research, reading and writing skills
· Dissertation – to assess a major piece of writing
· Self assessment - to allow a student an opportunity for self reflection
· Peer assessment – to provide formative feedback to colleagues and inform the assessment of group work.
· Shows and Degree Show Exhibitions – to assess creative ambition and appropriate response to set and self-initiated projects and the use of appropriate technologies to realise work in context.
· Portfolios – to identify student’s skills and achievements, strengths and weaknesses and personal values in relation to career choices.
I.
ENTRY QUALIFICATIONS

1. The minimum entry qualifications for the field are:

Admission at Level 4

Students must be 18 years or over on 1st September in the session of admission.

All applicants invited for interview present a portfolio of work and have successfully completed a one year full time Foundation Diploma course in Art & Design or a two year EdExcel National Diploma in Art & Design, Product Design or its equivalent.

A minimum of 5 or more GCSE’s (grades A-C) including English Language and 2 other academic subjects, with preferably completed A level studies or a minimum of 4 GCSE’s (grades A-C) plus one A Level.  A merit at GNVQ Level 3 is considered equivalent to two A Levels.  All applicants will be required to attend an interview with a portfolio of work.

A mature applicant of 21 or over on 31st December in the year of entry, may be permitted to enter at the beginning of the course without normal minimum entry qualifications but will be required to attend an interview with a portfolio of work.

Admission to Levels 5 and 6

In accordance with University regulations candidates may be admitted to Level 5 of the course and to Level 6, providing that they can demonstrate their ability to effectively fulfil the objectives of the course. This will require an interview and the submission of a portfolio to demonstrate design ability, and the successful completion of an equivalent part of the course to that missed, at another educational establishment or from within the workplace. An applicant holding an appropriate HND may be admitted to the start of Level 5.  Students holding an appropriate FdA will be considered for entry into Level 6 after successful completion of a bridging module.  Industrial experience may be acceptable. Applicants seeking prior credits for advanced standing will be considered through the university AP(E)L credit rating mechanism.

2.
International Students
International students are normally interviewed and only in some circumstances allowed to send a portfolio for review and telephone interview. They must demonstrate evidence of satisfactory competence in English, where this is not their first language.  In accordance with the requirements of the University, International students will have achieved a 6.0 IELTS score although students with exceptional portfolio and lower IELTS score may be accepted onto the course after successfully completing specified pre-sessional English sessions before entering on the course.

3.
Typical entry qualifications set for entrants to the field are:

Normally, the majority of students will have successfully completed a one year Foundation course in Art & Design or a two year EdExcel Diploma in a relevant subject or its equivalent.  However, a number of students do come from other sources such as a change career choice, entry from industry or access courses (this particularly applies to mature students entering higher education later than normal) and exceptionally directly from A Levels. 

J. CAREER OPPORTUNITIES

This course equips students for a wide range of careers in the Product & Furniture Design industry or related areas in the creative industries.

The majority of graduates embark on careers in Product & Furniture Design consultancies or manufacturing industries and related areas, however, some elect  to go on to postgraduate study.
Graduates of the Product & Furniture Design course have a record of excellent employment and are employed globally in design related careers in the fields of product design, furniture design, interior design, film and television design, model-making and teaching. Many students establish their own successful practices or take up influential positions in prestigious national and international companies. Others will take advantage of postgraduate opportunities both in the UK and overseas before embarking on a career in industry.

K. INDICATORS OF QUALITY

· All staff are professionally active and academically qualified, bringing a high level of expertise to their teaching. Their current practice, enthusiasm and experience ensure the course will be kept at the forefront of new developments and practice. The department is engaged with international research into the sustainable development of materials and the design process and now houses a unique physical materials library of more than 800 samples from 12 countries, many of which are made from 100% recycled waste.
· External examiner reports 

· Feedback from industry through first destinations 

· Success in national and international competitions 

· Employment rate 

· Industrial links 

· Research and consultancy

· Staff links with industry, IDEO, IKEA, New Balance, Sony, VITSOE and Phillips etc.

L. APPROVED VARIANTS FROM THE UMS

None.
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Mapping of the Field Learning Outcomes 
	FIELD LEARNING OUTCOMES
	TD1 110
	TD1 111
	PD4003
	PD5001
	PD5003
	TD2 227
	TD3 303
	TD3 333
	TD3 334
	TD3 332

	KNOWLEDGE AND UNDERSTANDING
	
	
	
	
	
	
	
	
	
	

	Understand and have a comprehensive knowledge of historical and contemporary product and furniture design practice and theory.
	
	F
	F
	
	F
	
	S
	
	
	S

	Understand the relationship between theory and practice in art and design as it relates to the subject.
	F
	
	
	
	F
	
	S
	
	
	S

	Understanding the national and international context of art and design practice.
	
	
	F
	F
	F/S
	
	
	S
	
	

	Demonstrate an ability to demonstrate the development of problem solving skills through research, critical analysis and the subsequent development of creative solutions within a professional, contextual and ethical framework.
	F
	
	
	F
	F
	F
	S
	
	
	S

	COGNITIVE SKILLS
	
	
	
	
	
	
	
	
	
	

	Understand contemporary and historical art and design issues, appropriate theory and the development of skills in critical analysis for their own sake or for their application to art and design practice
	
	
	
	
	F
	
	
	
	S
	

	Possess a professional level of individual creativity, vision, personal expression and intellectual ability in the product and furniture to enable students to practise successfully in their chosen disciplines.
	
	F
	
	
	
	F/S
	S
	
	
	S

	Demonstrate the ability to recognise the cultural, conceptual and professional contexts relevant to the evaluation and understanding of their work.
	
	
	F
	F
	
	
	
	S
	
	

	PRACTICAL SKILLS
	
	
	
	
	
	
	
	
	
	

	Demonstrate an advanced level of practical understanding and technical competence -  whether in traditional or digital technology - in product and furniture to enable them to practice successfully in their chosen professions
	
	
	
	
	F
	
	S
	S
	
	S

	Demonstrate an advanced understanding of new and future methods, materials, processes and technologies appropriate to three-dimensional design.
	
	
	F
	
	F
	
	S
	
	S
	S

	Demonstrate creativity, personal expression and technical competence, using the practical skills necessary to critically evaluate, realise and coherently communicate three dimensional ideas in appropriate media.
	F
	
	F
	
	F
	F/S
	
	S
	
	

	Demonstrate a critical understanding of current and future technologies and their impact on culture, society and the environment, including an appropriate knowledge of the application of materials and processes.
	
	
	
	
	F
	
	
	
	
	

	KEY SKILLS
	
	
	
	
	
	
	
	
	
	

	SELF AWARENESS SKILLS
	
	
	
	
	
	
	
	
	
	

	Demonstrate self and project management, independent learning, communication and presentation skills and critical self-awareness
	
	F
	
	
	F
	
	
	S
	
	

	Develop an intelligent, open-minded, informed, sensitive and confident personal approach and sense of direction
	
	F
	
	S
	
	
	
	
	
	

	Demonstrate creative and original thought in the process of resolving problems through research, analysis and creative activity
	
	
	
	
	
	F
	S
	
	
	S

	Construct an argument based on evidence
	
	
	
	F
	
	
	S
	
	
	S

	COMMUNICATION SKILLS
	
	
	
	
	
	
	
	
	
	

	Communicate effectively in writing by the preparation of supporting texts and in the composing of academic essays.
	
	
	F
	F
	
	
	
	
	S
	

	Prepare and deliver oral presentations with confidence and competence compatible with entry to the profession.
	
	F
	F
	F
	
	
	S
	S
	S
	S

	Communicate creative ideas and information visually and verbally with relevance and coherency to specific audiences.
	
	
	F
	F/S
	
	
	S
	S
	
	S

	Evaluate critically and confidently discuss precedent, conceptual and theoretical issues.
	
	
	
	
	F
	
	S
	
	F
	S

	INTERPERSONAL SKILLS
	
	
	
	
	
	
	
	
	
	

	Contribute to and be an effective and communicative team worker by leading and contributing to studio discussions and ethos.
	F
	
	
	
	S
	
	
	
	
	

	Manage confidently complex design tasks, accepting and delegating responsibility relevant to group working.
	
	
	
	F
	S
	
	
	
	
	

	Review and critically evaluate group and individual progress and be supportive and proactive in groups.
	
	
	
	
	F
	
	F/S
	F/S
	
	

	CREATIVITY & PROBLEM SOLVING
	
	
	
	
	
	
	
	
	
	

	Demonstrate awareness and the advanced ability to manage time and work efficiently and effectively.
	
	F
	
	
	
	F
	S
	S
	S
	S

	Show and understand synthesis and scope of information gathered through independent study, during seminars and workshops.
	
	
	
	F
	F/S
	
	
	
	
	

	Undertake individual research and development for both studio projects and personal work, working constructively independently, rising to challenges with confidence.
	
	F
	
	F
	F/S
	F
	F/S
	
	
	F/S

	Monitor and critically review own progress in relation to academic and personal development.
	
	
	F
	
	F/S
	
	
	F/S
	
	

	RESEARCH & INFORMATION LITERACY SKILLS
	
	
	
	
	
	
	
	
	
	

	Demonstrate advanced understanding and knowledge of specialist software relevant to the discipline.
	
	
	F
	
	F/S
	
	
	S
	
	

	Undertake library searches both manually and by selecting appropriate on-line information and evaluate its quality.
	F
	
	F
	S
	F
	
	
	
	S
	

	Interrogate the web effectively and intelligently and use other forms of electronic data retrieval where appropriate.
	
	
	S
	
	
	
	
	S
	
	

	NUMERACY
	
	
	
	
	
	
	
	
	
	

	Undertake mathematical calculations necessary and relevant to design exploration and solutions.  
	F
	S
	F/S
	
	
	
	
	
	
	

	Evaluate critically and present data in suitable formats.
	
	F
	
	
	
	
	
	
	
	

	Display a general confidence and competence with numbers as appropriate to professional practice
	F
	S
	
	
	
	
	
	
	
	

	MANAGEMENT AND LEADERSHIP SKILLS
	
	
	
	
	
	
	
	
	
	

	Exercise effective time management
	
	F
	
	F
	S
	F
	
	
	
	

	Formulate and manage study plans appropriate for extended periods including self-directed study
	
	
	
	
	F
	
	S
	
	
	S

	Liaise with external agents to promote professionalism, rigour and credibility
	
	
	
	F
	
	F
	S
	
	F
	S










































































Contemporary Issues in Research


HA2 233        


15





Art & Design History module 


OR 


Language option 


OR Entrepreneurship: module


Code to choice


15





Materials and Making: Themes in Design History	


HA4102				30					





HA 3 301 Dissertation		


22.5





Major Project Reflection


TD3 334			15





Future Lab





PD5003				30





Workshop & Studio Practice





PD4003		                    	 30						





Professional Portfolio





TD3 333			22.5





Design 1





TD1 111     			          	30








Intelligent Making


TD2 227				30





Design 5 





TD3 303			30





Context & Communication





PD5001				30				





Design Fundamentals





TD1 110         				30





Design for Production





TD3 332			30		
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