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B.
FEATURES OF THE FIELD

1.
Title: 

BSc (Hons) Product Design


The field is available in the following forms: Full Field
2.
Modes of Delivery: 



The field is offered in the following pattern: Full Time

3. Features of the Field

Kingston University’s School of The Design School and the Faculty of Science, Engineering and Computing (SEC) have an immensely successful record in specialist design education, producing world-class students who have gone on to be global leaders in the design and engineering industries and associated businesses.

The Product Design BSc jointly run by the two areas will further enhance this success by supporting the convergence of human centric, technological and digital drivers, demanded by industry in the 21 century.

The cornerstone for convergence is the ability to cross-fertilise ideas by working “in hand” with other disciplines and experts. This philosophy is reflected by the closely linked relationship between the Faculty of Science, Engineering and Computing and the support of the Product and Furniture design course.

Specifically the BSc Product Design Course provides a unique opportunity to develop product design skills complimented by strategic theoretical and practical knowledge of science, engineering and computing.  The contemporary skill set provided by the course enables students to explore not only how we experience and interact with objects but also the opportunities presented by industrial manufacture.

The course seeks to combine design, technology, science and computing to develop and realize concepts for new design products, product interactions, experiences and behaviours.
The start of the course, Level 4, deals with the issues of fundamental design skills and a structure for design, the process and basic technological and scientific principles as they relate to Product Design.  Level 5 is concerned with application of learnt techniques and introduction of real “practice” experience.  Level 6 allows the convergence of for example of technological, ecological, digital and human centric issues within a set of self-selected projects reflecting personal ambition and future opportunities.

The course encompasses a wide range of design projects used in isolation & combinations to impart specific knowledge and learning. Content includes the Design Process; User focused design strategies, and the appropriate application of technology; Innovation & Insight; Design for Production, Materials & Processes, Design interaction and Contemporary & Social factors.

Product areas will be wide and varied, and can include consumer goods, packaging, medical products white goods, small electrical, home entertainment and leisure products. It is expected manufacturing content will range from batch to high volume production methods. A Contextual Study programme underpins the core studio design and technology studies throughout the course delivering a social, economic and historic context to their work.

C. EDUCATIONAL AIMS OF THE FIELD

The overall aim of the field is:

· To enable participants to obtain an honours degree and gain the necessary academic, technical, studio skills and professional understanding required to meet the diverse needs of the Design Industry.

The field aims to:

· provide a broad-based education in art and design to students from a wide range of backgrounds and with varied subject interests and professional expectations
· create a supportive and stimulating learning environment to enable students to develop their capacity for creativity, visual and critical awareness, analysis, problem-solving, research, and speculative and intellectual enquiry.
· enable students to acquire the knowledge, and develop specialist and transferable skills appropriate for contemporary art and design practice, and for analytical and critical abilities as they relate to the area of historical and contextual study.
· emphasise individual, collaborative and interdisciplinary work undertaken within the studio and other appropriate environments.
· equip students to pursue their chosen specialisms through professional practice, related employment or further study or research
· promote an awareness of the historical and theoretical context within which contemporary practice has evolved and flourished and will continue to flourish, and, to foster a creative dialogue between theory and practice.
· contribute to the development of art and design theory and practice.

· contribute to the development of Product Design as a discipline.

D. LEARNING OUTCOMES (OBJECTIVES) OF THE FIELD
1. Knowledge and Understanding

· Have knowledge of the practices and ideas current in product design.
· Have knowledge of the technology, manufacture and engineering principles necessary for successful product design.
· Have knowledge of the historical context of art and design practice.
· Understand the relationship between theory and practice in art and design.
· Understand the international context of art and design practice.
· Understand the nature of interdisciplinary work in the broad field.
· Develop problem solving skills through research and analysis of specific contexts and purposes, and the subsequent development of elegant solutions within a professional, aesthetic and ethical framework.

· Understand contemporary product design practice and theory.

· Know relevant science and mathematics.

2. Cognitive (Thinking) Skills

· Demonstrate comprehensive understanding of contemporary and historical issues and theory. 
· Analyse critically their own and others work.
· Evidence an appropriate level of individual creativity, vision, personal expression and intellectual ability in product design to enable students to practice successfully in their chosen professions.
3.
Practical Skills

· Display an appropriate level of practical understanding and technical competence - whether in traditional technology or the use of high end equipment - in product design to enable them to practice successfully in their chosen professions.
· Apply an understanding of new methods, materials, processes and technologies appropriate to three-dimensional design.
· Utilise information retrieval skills.
· Demonstrate individual creativity, personal expression and technical competence, using the practical skills necessary to evaluate, realise and communicate three-dimensional ideas in appropriate media.

· Demonstrate an understanding of new technologies and their impact on culture, society and the environment, including an appropriate knowledge of the application of materials and processes.
· Carry out subject related studio/practical work safely and understand safety requirement of their work.
4.
Key Skills

On completion of the field students will have acquired the following key skills:
a)
Self awareness skills
· Explore self and project management, independent learning, communication and presentation skills, interpersonal skills and critical self-awareness
· Develop an intelligent, open-minded, informed, sensitive and confident personal approach and sense of direction
· Have the ability to demonstrate creative and original thought in the process of resolving problems through research, analysis and creative activity
· Have the ability to 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 ideas and information with wit, identifying relevance.

· Develop high levels of visual, aesthetic and verbal communication skills in line with developing creative ambition, incorporating visual and audiovisual techniques in presentations.

· Evaluate and discuss precedent, conceptual and theoretical issues.
c)
Interpersonal Skills
· Contribute and lead studio discussions by being an effective and communicative team player.

· Negotiate an agreed approach, development and production strategies, (accepting and delegating responsibility) and presentation.

· Show support and be proactive in groups, reviewing and evaluating group and individual progress.

· Manage complex design tasks and evaluate performance, their own and others within a team.

· Contribute significantly to establishing supportive working environments, identifying ways of improving the performance of the group and their own contribution to the group.

d)
Creativity & Problem Solving
· Demonstrate awareness and the 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 review own progress in relation to academic and personal development.

e)
Research & Information Literacy Skills
· Interrogate the web effectively and use other forms of electronic data retrieval where appropriate.
· Undertake library searches both manually and by selecting appropriate on-line information and evaluate its quality.
· Demonstrate competence in the understanding and knowledge of specialist software relevant to the discipline.
· Use on-line communication systems to send and obtain information including the University’s learning management systems.
f)
Numeracy

· Undertake mathematical calculations necessary and relevant to their design exploration and solutions.

· Collect data from primary and secondary sources selectively.

· Evaluate and present data in suitable formats.

· Show awareness of issues of selection, accuracy and uncertainty in the collection and analysis of data.

· Display a confidence and competence with numbers.

g)
Management & 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 8 modules each worth 15 credits (or an equivalent combination of half and multiple modules). Typically, a student must complete 120 credits at each level.

The course is continuous over three levels. Each of the levels is divided into three parallel and inter-connected areas of teaching and learning.

· Design Studies

· Supporting Studies

· Contextual Studies

The three areas of study are complementary to and supportive of each other.

The course maximises the expertise of both The Design School and The Faculty of Science Engineering and Computing in its ambition to produce engaging products and artefacts that attract and delight in equal measure, that are fit for purpose, sustainable, and able to be manufactured to a cost. Students will be furnished with new skills and knowledge to respond not only to the physical design but to the way products interact with us. It is expected a combination of technical, ecological, digital and human centric values will drive new product types and aesthetics.

Four themes bind the course in this aim: 

User and Market

Users are made the central focus of the design activity, informing the students to create useful and pertinent design products that meet their real needs. Building an understanding of market as a catalyst for invention and creativity and relevance.

Design Aptitude

A sensitivity and aptitude for design, students are expected to leverage their insights and experiences to create inventive and far reaching product solutions. Untethered, these solutions embrace across Art, Science, Engineering and Design.

Form and Semantics

Envisioning and building products that are attractive, aesthetically functional and beautiful that connect with the values of the customer and marketplace.

Technology Opportunity and Innovation

Building prototyping and experiencing practical engineering, scientific  and

computing technologies to inspire and realise new product opportunities. To gain first-hand knowledge of how it works and the implications for later design and manufacture.

To explore interactivity and experience of use and new product archetypes.
The course encompasses the design of products and product interactions informed by the user, context of use, method of manufacture, culture and chosen market. Designed objects can be of any size and product arena, and are also informed by material choice and manufacturing method; this could range from batch to mass production methods.

A studio based structure and philosophy support project based learning and echo studio practice in industry. Projects of differing scales and increasing complexity offer a developing framework throughout the course, integrating learning from design, supporting and contextual studies streams. 

Projects are also used to introduce professional awareness reproducing the realities of real practice within the confines of the educational context. Personal reflection, critical appraisal and comprehension are nurtured within this project and studio based context.

The programme will equip students with good communication and presentation skills, the ability to organize and structure their work informed by primary and secondary research. Most importantly students will be able to develop an abstract idea to a realized product or concept.

FIELD CONTENTS

Level 4

A series of introductory projects reveal a practical understanding of design including hand drawing and rendering techniques, measured drawings, material exploration and model making techniques and digital design and technology, run in conjunction with safe workshop tuition. Semester 2 introduces a user focused methodology and design process, where a structure for design is exposed - understanding, observation techniques, idea generation, concept development and realization. You are introduced to contemporary product design practice and traditional design factors like human factors & ergonomics, materials and manufacture, usability and sustainability issues.


Underpinning and integrating with the design content over both semesters is a practical application of materials, technology and manufacturing knowledge. This introduces students to product design for manufacture and as such emphasis is placed upon the practical application of knowledge of materials and manufacturing techniques in context. The application of technology to product design is the central ambition, supporting and enabling creative ideas to be realized. An appreciation of engineering language and the application of scientific techniques to solve design problems support this intent.


Great importance is placed on creative and technical learning using digital media. This learning forms the backbone of product design BSc delivering skills to support the whole of the design process. The social backdrop to design is delivered through the contextual studies programme – design in context.
Summary of Modules – Level 4

	Code
	Title
	Credits
	Prerequisites

	
	TD1 110
	Design Fundamentals
	30
	Entry qualifications

	
	TD1 111
	Design 1
	30
	

	
	EG1181
	Structural Mechanics and Dynamics
	15


	

	
	EG 1089
	Engineering Applications
	15
	

	
	EG1088
	Engineering Design
	15
	

	
	HA1481
	Design in Context 
	15
	

	
	
	Total
	120
	


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

Level 5


Level 5 Semester 1 delivers appropriate knowledge of sustainability as related to material quality and selection, product design and recycling systems.  

Projects are informed by greater knowledge of materials design for manufacture and the application of technology.  Electronic products and basic mechatroics are explored as a basis for the practical introduction of interactive product design. 
Semester 2 introduces the hard reality of the design marketplace, and may introduce client based “live” projects and international design competitions. Students will gain knowledge of the forces that inform the strategic development, manufacture and distribution of products.  Personal design insights are supported by integration of materials, technology and user needs. Techniques are employed to aid innovation and design exploration, fostering an understanding of the relationship between contemporary culture, design and the market. Future factory seeks to promote an intellectual engagement with the design world by challenging product preconceptions and the manufacturing norm. Students are challenged to “envision” new and pertinent design outcomes based on creative insight, digital making and new manufacturing knowledge.

Students will explore “multimedia” as a route to inform the design of truly interactive products and services. The module explores video, graphics, text animation and computer code to generate user defined interactivity.
Contextual design and digital skills learning continue to support and inform the process.
Summary of Modules – Level 5

	Code
	Title
	Credits
	Prerequisites

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

	
	PD5003
	Future Lab
	30
	

	
	ME2062
	Engineering Design and Materials
	15
	

	
	ME2063
	Engineering Design & Manufacture
	15
	

	
	TS2100
	Introduction to Multimedia
	15
	

	
	EG2 304
	Electronic Products
	15
	

	
	
	Total
	120
	


Students who have successfully completed Level 5 may enter the programme at Level 6. Candidates from other institutions may exceptionally be admitted to Level 6 following an interview and portfolio submission which demonstrates comparable attainment.

Level 6

This Level is concerned with personal development  via one industry facing “Production Project” and a personal major project. A student may choose to remain broadly based or to specialise in one particular subject area covered by the course.

This is an opportunity to embrace advanced and challenging design projects, supported by an intimate knowledge of materials construction and production process.  The major projects for the year demands detailed research, analysis and specification of a high level on a subject of the student's choice following tutorial approval.  The projects are the focus of the degree exhibition.

The Major Project Reflection reports and records the progress of their project, establishing specification and context leading to a final reflection on the key issues, interventions and changes required to improve their project. The report should provide a professional or industrial narrative to a major final year project and as such should deal with issues of professional practice.
The Course is structured to maximise the progressive development of the individual’s intellectual, technical and creative potential and to advance the ability to develop ideas within the dynamic of a group. Students are expected to be creative and independent thinkers and are given the opportunity to undertake sustained project work towards the development of their professional portfolios, necessary to embarking on their chosen careers.

Summary of Modules – Level 6

	Code
	Title
	Credits
	Prerequisites

	
	TD3 310
	Major Project
	30
	Successful completion of

Level 5 or equivalent



	
	TD3 332
	Design for Production 
	30
	

	
	TD3 334
	Major Project Reflection
	15
	

	
	TD3 313
	Portfolio/ Advanced Digital Design Tools
	15
	

	
	EG3 304
	Technology Systems
	15
	

	
	HA3 481
	Design in Context III
	15
	

	
	
	Total
	120
	


F.
FIELD REFERENCE POINTS

· The field has been designed to take account of QAA Subject Benchmark Statements 

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

· All of the procedures associated with the field comply with the QAA Academic Infrastructure.

· The field is part of Kingston University’s Undergraduate Modular Scheme and is compliant with all the regulations contained within the 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 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, developing technologies, 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. Teaching and Learning will exploit the best attributes of each faculty but will be consistent in style.

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.  The teaching and learning will exploit the relevant attributes of the School of Three-dimensional Design and the Faculty of Engineering but will be comparable in style.

· 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 to 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. 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 will 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 self-motivated personal development. Reflective practice is an integral part of learning and will be formally encouraged through the voluntary completion of a structured Personal Development Plan.
· Portfolio - 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 oriented work to the development of autonomous and creative capabilities for independent learning and through an increasingly complex and wide ranging set of design issues.
· Personal Development Planning – students will identify, analyse and reflect on learning, achievement and personal values through the compilation of a Personal Development Portfolio throughout the course.

Teaching and Learning Strategies for Work Based Learning


The relationship between the University and industry is paramount in the educational development of our students. The School and course actively seek live industry projects through both its network of practicing design staff and University initiatives. Examples of the success of this method include projects for London Transport, Glaxo SmithKline, Ikea and Motorola. Introduction to the design industry is furthered by a visiting lecture series. In addition, there are opportunities for students to undertake relevant work placements during holiday periods, normally from Level 5.

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 description and/or on project briefs. 

Assessment criteria for the formative and summative assessments of each single or double module is given verbally and in written form in project briefs and in module descriptions and guides.

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 programme, oral and visual communication skills (normally formative) or the formal presentation of a body of work to staff and one’s peer group for critical appraisal.
· Module assessment – to assess the standard of the body of project work achieved
· Essays – to assess critical research, organization of ideas and writing skills
· Self assessment - to allow a student an opportunity for self reflection
· Shows and Degree Show Exhibitions – to assess creative ambition and appropriate response to set and self initiated practical projects and the use of appropriate technologies to realise work in context.
· Portfolios – reflect student’s skills and achievements, strengths and weaknesses and personal values in relation to career choices.
The Aims of the Assessment Strategies are to:

· To offer feedback, support and guidance

· Monitor and assess student progress

· Determine that the student has demonstrated the learning outcomes of the field

· To enable continual evaluation

· To give students independence in selecting their own ‘pathways’ building on their own interests and research in the development of a portfolio relevant to their career aspirations.

· Ensure parity of student experience and student’s holistic development at each Level of the course.

The Objectives of Assessment Strategies are:

The main objectives of assessment are to develop student’s critical judgment, practical skills and intellectual breadth.

Feedback, both formal and informal, is maximised throughout the programme. Students are given regular feedback through interaction in the studios in the development of course work, tutorials, crits, seminars, group discussions and presentations. Students have the opportunity to give constructive feedback via module, questionnaires for every module and course evaluation. Staff use this information positively to refine modules, to initiate new modules and areas of study.

I. ENTRY QUALIFICATIONS

Admission at Level 4

1. The minimum entry qualifications for the field are:

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 the following points of qualification.

Five GCSE’s including Maths and English language at C or above, Plus one of the following:

GCE and VCE Advanced level: 240 UCAS tariff points gained from a minimum of two 6-unit awards including Art or Design Technology with Math’s or Science. Edexcel/BTEC National: 240 UCAS tariff points from a 12 or 18 unit award in a relevant subject.

Students who have successfully completed a one year full time Foundation course in Art & Design or a two year EdExcel National Diploma in General Art & Design, Product Design or equivalent, are encouraged to apply providing they demonstrate suitable ability in technical design / science subjects.

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.

International Students
International students are normally interviewed and only in exceptional 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.

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

Normally, all 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 come from other sources such as a change of career choice, have entry from industry or access courses (this particularly applies to mature students entering higher education later than normal) and exceptionally directly from A Levels.

The majority of international students have achieved a 6.0 IELTS score although the strength and successful completion of the portfolio and successful completion of an appropriate pre-sessional English course will be taken into account when making a decision if a lower score has been recorded.

Admission to Levels 5 and 6

In accordance with University regulations candidates may be admitted to Level 5 of the course and exceptionally 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. Applicants holding an appropriate HND may be admitted to the start of Level 5 and applicants, who have successfully completed part or all of an appropriate, related degree course might be admitted during Level 5. Admission to Level 6 is exceptional. Industrial experience may be acceptable. Applicants seeking prior credits for advanced standing will be considered through the university AP (E)L credit rating mechanism.

J. CAREER OPPORTUNITIES

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


The majority of graduates are expected to embark on careers in Product Design consultancies or manufacturing industries and related areas, however, some elect to go on to postgraduate study.
Graduates of the Three Dimensional Design courses have excellent employment records 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.
· External examiner reports of related Design and Engineering courses.

· Success of students from both Faculties in national and international competitions.

· Employment rate.

· Research and consultancy.

· Links with industry, IDEO, IKEA, Bloomberg, Sony, LEGO and Phillips.

L. APPROVED VARIANTS FROM THE UMS

None
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Mapping of the Field Learning Outcomes 
	FIELD LEARNING OUTCOMES
	TD1 110
	TD1 111
	EG1 181
	EG1 089
	EG1 088
	PD5 001
	PD5 003
	ME2 062
	 ME2063
	TS2 100
	EG2 304
	TD3 310
	TD3 332
	TD3 334
	TD3 313
	EG3 304

	KNOWLEDGE AND UNDERSTANDING
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Have knowledge of the practices and ideas current in product design.
	F
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	F
	
	F
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	Have knowledge of the technology, manufacture and engineering principles necessary for successful product design.
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	S
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	S
	F
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	Have knowledge of the historical context of art and design practice.
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	Understand  the relationship between theory and practice in art and design.
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	Understand  the international context of art and design practice.
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	S

	Understand the nature of interdisciplinary work in the broad field.
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	F
	F
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	F
	F
	
	F
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	Develop problem solving skills through research and analysis of specific contexts and purposes, and the subsequent development of elegant solutions within a professional, aesthetic and ethical framework.
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	F
	F
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	S
	S
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	F
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	Understand contemporary product design practice and theory.
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	Know relevant science and mathematics.
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	F
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	COGNITIVE SKILLS
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Demonstrate comprehensive understanding of contemporary and historical issues and theory. 
	
	F
	
	
	
	
	F
	
	
	
	
	S
	S
	
	
	

	Analyse critically their own and others work.
	F
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	F
	F
	F
	S
	S
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	Evidence an appropriate level of individual creativity, vision, personal expression and intellectual ability in product design to enable students to practice successfully in their chosen professions.
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	S
	S
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	PRACTICAL SKILLS
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Display an appropriate level of practical understanding and technical competence - whether in traditional technology or the use of high end equipment - in product design to enable them to practice successfully in their chosen professions.
	FS
	
	F
	F
	S
	F
	F
	S
	S
	S
	S
	S
	S
	
	S
	S

	Apply an understanding of new methods, materials, processes and technologies appropriate to three-dimensional design.
	
	
	FS
	FS
	FS
	
	F
	S
	S
	
	F
	S
	S
	
	S
	F

	Utilise information retrieval skills.
	F
	S
	
	
	
	
	
	F
	F
	F
	F
	
	
	
	
	F

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

	Demonstrate an understanding of new technologies and their impact on culture, society and the environment, including an appropriate knowledge of the application of materials and processes.
	
	
	S
	S
	F
	
	F
	S
	F
	
	S
	S
	S
	
	
	S

	Carry out subject related studio/practical work safely and understand safety requirement of their work.
	F
	S
	F
	F
	S
	
	
	
	
	
	
	
	
	
	
	

	KEY SKILLS
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	SELF AWARENESS SKILLS
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

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

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

	Have the ability to demonstrate creative and original thought in the process of resolving problems through research, analysis and creative activity
	
	F
	
	
	
	
	
	S
	S
	S
	
	S
	
	
	
	

	Have the ability to construct an argument based on evidence
	
	
	
	
	
	F
	
	F
	F
	
	S
	S
	
	
	
	S

	COMMUNICATION SKILLS
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

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

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

	Communicate ideas and information with wit, identifying relevance
	
	F
	
	
	F
	
	F
	S
	S
	
	F
	
	
	
	S
	F

	Develop high levels of visual, aesthetic and verbal communication skills in line with developing creative ambition, incorporating visual and audiovisual techniques in presentations.
	
	
	
	
	
	F
	F
	
	
	S
	S
	S
	S
	
	
	S

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

	INTERPERSONAL SKILLS
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Contribute and lead studio discussions by being an effective communicative team player.
	
	F
	
	F
	F
	FS
	FS
	S
	S
	
	
	
	
	
	
	

	Negotiate an agreed approach to development and production strategies, (accepting and delegating responsibility) and presentation.
	
	F
	
	
	
	F
	
	
	
	
	
	
	S
	
	
	

	Show support and be proactive in groups, reviewing and evaluating group and individual progress.
	F
	
	F
	F
	F
	
	S
	S
	F
	F
	
	
	
	
	
	

	Manage complex design tasks and evaluate performance, their own and others within a team.
	
	F
	
	F
	
	
	
	
	
	
	
	S
	S
	
	
	

	Contribute significantly to establishing supportive working environments, identifying ways of improving the performance of the group and their own contribution to the group.
	
	
	S
	F
	F
	F
	S
	S
	S
	S
	
	
	
	
	
	

	CREATIVITY & PROBLEM SOLVING
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

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

	
	
	
	
	F
	F
	
	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
	S
	
	
	

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

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

	RESEARCH & INFORMATION LITERACY SKILLS
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

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

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

	Demonstrate competence in the understanding and knowledge of specialist software relevant to the discipline.
	F
	F
	S
	F
	S
	
	S
	S
	S
	S
	
	
	
	
	
	

	Use on-line communication systems to send and obtain information including the University’s learning management systems.
	F
	F
	
	
	
	F
	S
	F
	F
	F
	
	
	
	
	
	

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

	NUMERACY
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

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

	Collect data from primary and secondary sources selectively.
	
	F
	F
	F
	F
	S
	
	F
	F
	
	F
	
	
	
	
	S

	Evaluate and present data in suitable formats.
	F
	
	
	S
	S
	S
	
	S
	S
	S
	F
	
	
	
	
	F

	Be aware of issues of selection, accuracy and uncertainty in the collection and analysis of data.
	
	F
	F
	F
	
	S
	
	S
	F
	
	S
	
	
	
	
	S

	Display a confidence and competence with numbers.

	F
	S
	S
	S
	F
	
	
	S
	F
	
	
	
	
	
	
	

	MANAGEMENT & LEADERSHIP SKILLS
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Exercise effective time management
	
	F
	
	
	S
	F
	S
	S
	S
	F
	S
	
	
	
	
	

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

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


F
= 
Formative Assessment

S
= 
Summative Assessment

FS
= 
Formative and Summative Assessments


































Design for Production





TD3 332                                   30





Design Fundamentals





TD1110                                   30





Future Lab





PD5 003			30	





Design 1





TD1111                                    30








Major Project





TD3310                                    30





Context & Communication





PD5 001			30	





Structural Mechanical & Dynamics


EG1181                                   15





Portfolio & Advanced Digital Design Tools


TD3313                      		 15








Major Project Reflection





TD3 334               		 15                              						








Introduction to Multimedia





TS2 100       15





Engineering Design & Materials	 ME2062       15





Engineering Design





EG1088                                    15





Engineering Applications





EG1089                                    15





Technology Systems


EG3304                                  15





		


	                                    15						








Engineering Design & Manufacture


ME2063       15





Electronic Products





EG2304     15





Design in Context III





HA3481                             15





Design in Context I





HA1481                                    15
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