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A.
NATURE OF THE AWARD

Awarding Institution:
Kingston University
Programme Accredited by:
N/A
Final Award(s):
BA (Hons) 
Intermediate Award(s)
Cert. HE, Dip. HE
Field Title:
Design Joint Honours
FHEQ Level:
Honours


Credit rating by level:
60 credits at Level 4, 60 credits at Level 5, 



60 credits at Level 6
JACs code:
W200
QAA Benchmark Statement(s): 
Art & Design / History of Art, Architecture & Design

Minimum and Maximum: 
Periods of Registration 
3 years / 6 years
Faculty:
Art, Design & Architecture
School:
Design
Location:
Knights Park 

Date Specification Produced:
September 2002
Date Specification Revised: 
November 2006
B.
FEATURES OF THE FIELD

1.
Title: 
B.A. (Hons) Design Joint Honours
2.
Modes of Delivery: Full time 


The field is offered in the following pattern:
Half Field, Full Time

3. Features of the Field

The Design Joint Honours course enables students to combine a design-based education with a range of other fields at Kingston University.
The Course aims to provide students with an education experience where innovation is encouraged, inter-disciplinary work valued and design-related practice is ‘fit for purpose’ and relevant to developing careers in the creative industries or business worlds.

The Course draws on the expertise of staff and technicians in the School of Design and Schools in other Faculties within the University. Students will have the opportunity to explore the broad spectrum of the design process within a lively, studio-based environment. Projects undertaken will cover areas such as communication, product and furniture design and fashion design in relation to the other chosen area of study.
Students will be encouraged to develop their creative thinking ability, together with a sound knowledge of the cultural context of the design.

At each Level of the course students will have the opportunity to explore the relationship between design and their chosen subject, e.g. English literature and animation; drama and illustration; film studies and graphic design.

It is expected that graduates from the course will enter the creative industries, one of Britain’s growth areas and of major international importance. Subject areas that are anticipated to be of interest are media, publishing, television, film, leisure industries such as games, heritage and information technology, business areas such as product and service innovation, marketing, design management and brand identity, or perhaps education.

C. EDUCATIONAL AIMS OF THE FIELD

· To provide a programme of study and stimulating disciplinary field that is responsive to the interests and needs of students from a wide range of backgrounds and with varied subject interests and professional expectations

· to cultivate a cross-disciplinary approach to Design that will lead students to understand the broad spectrum of the design process and its relationship/application to other subject disciplines

· to develop in students those research skills and methods of analysis appropriate to the process of design to enable them to apply those insights successfully with their chosen combined discipline 

· to provide opportunities for a range of key skills dealing with oral, written and visual presentation of information, and competencies in research and investigation relevant to their personal development and future employment

· to promote student self-management and greater responsibility for their own learning experiences by providing opportunities for students to develop their own programme of study 

· to encourage and enable students from a range of backgrounds and with a variety of abilities to gain a knowledge and greater understanding of the role and function of the design process in relationship to a broad range of subject disciplines. 
D. LEARNING OUTCOMES

The generic learning outcomes of the field are:
1.
Knowledge and Understanding
· A knowledge of the practices and ideas current in design and related areas
· A knowledge of the historical context of art and design practice
· An understanding of the relationship between theory and practice in art and design
· A comprehensive understanding of the breadth of communication design
· An enquiring attitude, imagination, clarity of expression together with the knowledge of relevant technologies.

2
Cognitive (Thinking ) Skills
· A wide ranging understanding of contemporary and historical art and design issues, appropriate theory and the development of skills in critical analysis.
· An appropriate level of individual creativity, personal expression and intellectual ability in the chosen specialism to enable students to practice successfully in their chosen professions
· Maintaining an open minded, informed and independent approach, understanding the role of the designer as both author and contributor.

· The ability to analyse and solve complex problems.
3.
Practical Skills
· An appropriate level of practical understanding and technical competence -  whether in traditional technology or the use of high end equipment - in their chosen specialism to enable them to practice successfully in their chosen professions
· An understanding of new methods, materials, processes and technologies appropriate to the specialism
· Information retrieval skills
· Demonstrate the use of appropriate communication, aesthetic, interpersonal and entrepreneurial skills required in the practice of communication design.
4.
Key Skills

· 
Self and project management, independent learning, communication and presentation  skills, interpersonal skills and critical self-awareness
· 
The development of an intelligent, open-minded, informed, sensitive and confident personal approach and sense of direction
· 
An ability to demonstrate creative and original thought in the process of resolving problems through research, analysis and creative activity
· 
An ability to construct an argument based on evidence
On successful completion of the field students will have acquired transferable skills to:

a)
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.

· 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 audio visual techniques in presentations.
· Evaluate and discuss precedent, conceptual and theoretical issues.

· Communicate effectively orally and in written and graphic form to intended audiences.

 b)
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.

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

· Generally display a confidence and competence with numbers.

c)
Information, Communication and Technology

· 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 software relevant to the discipline (including page layout, image manipulation, web design and moving image).
· Use on-line communication systems to send and obtain information including the University’s learning management systems.
· Use appropriate ICT to present data, text, images and in the production of design.
d)
Teamwork
· Be an effective and communicative team player by leading and contributing to studio discussions and ethos. 

· Negotiation of agreed approach, development and production strategies, (accepting and delegating responsibility) and presentation.

· Be supportive and proactive in groups, reviewing and evaluating group and individual progress.

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

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

e)
Independent Learning

· 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.
FIELD STRUCTURE
Current options for Joint awards with Design are as follows:

· Business

· English Literature

· Entrepreneurship & Management

· Film Studies

· Media & Cultural Studies

· Media Technology

· Politics

The Design Joint Honours 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 4 modules each worth 15 credits (or an equivalent combination of half and multiple modules in some cases). Typically, a student must complete 60 credits at each level.  Some students may exit with an intermediate award.  The awards available are detailed in Section A and the requirements outlined below. All students will be provided with the UMS regulations.

(See Appendix)
The course is continuous over three levels. Each of the levels is divided into two parallel and inter-connected areas of teaching and learning.
· Three studio-based modules
· One contextual study module
The two areas of study are complementary to and supportive of each other.
Intermediate Awards: 

In line with UMS regulations
1. Students who complete 60 Level 4 credits and discontinue their studies are eligible for the award of a certificate of Higher Education (CertHE).

2. Students who 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 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.
Intermediate awards are dependent on successful completion of both the above Design credits and the equivalent credits at Levels 4, 5 and 6 in the student’s other chosen subject.



FIELD CONTENTS:

Design studies cover studio-based learning through projects of varying length and levels of complexity, including the development of the portfolio.  The projects are brought together in a number of modules, each module exploring and testing particular aspects of learning within the design studio and through location work together with the development of a level of skills.

The importance of portfolio development is paramount throughout the course, indicated by the increased module weighting in Level 6.  The portfolio is a summary of the body of work covered in design studies as well as an indicator of the level and knowledge attainment of skills.

The studio environment provides a focus for student centred learning, as individual development is essential throughout the course.  Supported by personal contact with teaching staff and peers, the student is able to reflect on wide ranging studio-based activities, nurturing self-directed study and personal achievement.

Level 4
Level 4 is designed to introduce students to the studio culture and to provide an understanding of the intellectual and technical skills necessary for the degree; to enable productive team working. This includes the development of an effective design process, visual awareness and an introduction to the resources available in Faculty, the University and in London. Key concepts and media are introduced through a range of projects. These include, photography, moving image and narrative, conceptual thinking, two-dimensional design, appreciation of colour, and electronic media.
Summary of Modules – Level 4
	Code
	Title
	Credits
	Prerequisites

	DF1 101
	Visual Thinking
	15
	Entry Qualifications



	DF1 102
	Visual Structures
	15
	

	DF1 104
	Visual Futures
	15
	

	DF1 103
	Design in Context 1
	15
	

	
	Total
	60
	


Students must successfully complete all Level 4 modules to enter Level 5.

Level 5
At this level students are encouraged to interpret briefs in various media appropriate to their chosen specialist area, placing their work in context.  Students will investigate alternative ways of communicating which challenge conventions, extending personal initiative and endeavour to begin to develop individual directions and audiences for their work. The opportunity for choice and in-depth study are provided by the range of modules offered, supported and integrated within the contextual studies modules.

Summary of Modules – Level 5
	Code
	Title 
	Credits
	Prerequisites

	DF2 201
	Design Process
	15
	Successful completion  of Level 4 or equivalent

	DF2 202
	Design Scenarios
	15
	

	DF2 204
	Design Synthesis
	15
	

	DF2 203
	Design in Context 2
	15
	

	
	Total
	60
	


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

Level 6
At this level students are directed towards successful independent study. They develop further research, critical and analytical skills, together with a sophisticated awareness of design practice within their specialist area. Students have the confidence which enables them to take the initiative and responsibility for their own development. Projects provide the opportunity to attain high levels of technical competence appropriate to the realisation of work together with the necessary aesthetic.

By this stage individuals make a significant contribution to maintaining a supportive working environment through individual and team projects and have a good understanding of the broad context of study and how their own practice relates to the wider historical and contemporary context. By these means, at this level, the course produces independent, creative and autonomous learners. They have the opportunity to undertake sustained project work towards their Degree Show assessment and a body of individual work appropriate to embarking on their chosen career, which ideally will complement their other chosen field.
Summary of Modules – Level 6
	Code
	Title
	Credits
	Prerequisites

	DF3 301
	Final Design Project
	30
	Successful completion of Level 5 or equivalent



	DF3 302
	Design in Context 3
	15
	

	DF3 303
	Individual Design Project
	15
	

	
	Total
	60
	


F.
FIELD REFERENCE POINTS

· The field has been designed with reference to QAA Subject Benchmark Statements 

· The awards made to students who complete the field or are awarded intermediate qualifications comply 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.
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 distinctive patterns of studio based teaching and learning practices. Teaching methods have been 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 design projects with reference to contemporary society, relevant market areas, and the development of individual creative skills, together with, as 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, audiences 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 are by means of lectures, seminars, workshops, group critique, individual tutorials, demonstration, academic supervision, projects, briefings, study visits, peer learning, independent learning.

Studio culture is fundamental and is central to learning. Teaching and learning is project based and interactive between students and tutors. Studio teaching and learning is described within the design studies modules

During the teaching week, at each Level, a minimum of one and a half studio days are tutor-supported. Students are required to engage in an approximately equivalent amount of self directed research and personal work in support of their studio practice. Project related work takes place both in and outside the physical studio environment but the studio accommodation itself is a focus for teaching and informal, peer assisted learning.

· 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 
· Studio-based projects are both set and self initiated.

· Studio seminars are discussions within the studio group normally pertaining to a theme or discipline relevant to the project. They are mainly tutor led and may include demonstrations. 

· 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 and encouraged.

· Group Critique - Commonly known as Group ‘ Crits’. On these occasions a group of students and members of staff and, if appropriate, invited industry guests 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 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. Studio presentations are integral to group crits.

· 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 and creative learning and thought.

· Open Door Policy - The school has adopted an ‘open door’ access policy for students which provides the opportunity, throughout the academic year to discuss pressing issues whether work or pastoral as they arise with the member of staff of their choice.

· 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 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 and design 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 normally has a strict deadline. Students also devise their own projects (self initiated briefs). Self initiated projects are comprised of a body of work which reflects the specific interests of the student and which may be developed over a period of time.
· Briefing - A briefing takes place to make known and explain details of projects. 

· Peer Learning - A vital component of teaching and learning practices of 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 progress and issues informally. Peer learning will also takes place through other activity such as group crits and seminars.

· 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 the autonomous and creative capabilities required for independent learning and through an increasingly complex and wide ranging design issues.

· Independent Study - It is 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 leads 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.
· The Portfolio allows for progression and is the record of an individual’s creative and technical development at each level, and the Professional Portfolio developed during Level 6 is intended to compliment their other chosen field and assist the student to embark on an appropriate career.

· End of Year Shows and the Degree Show Exhibitions are designed to enable students to demonstrate critical self-selection and creative ambition and at Level 6 reflects the individual student’s highest achievement on completion of the course.

H. 
ASSESSMENT STRATEGIES 


A range of assessments strategies are employed in the field. Supporting student learning, recognising 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 multiple module are given verbally and in written form and in module descriptions and guides. 

Module Assessment Methods

At each level students will have the experience of individual and group presentations 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.  The entire submission, which may involve several separate tasks, will be submitted for final assessment at the end of the module and be 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)
· 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
· 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.
The Aims of the Assessment Strategies are:
· 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 of project work relevant to their career aspirations.

The Objectives of Assessment Strategies are:

The main objectives of assessment are to develop student’s critical judgement, 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 and course evaluation. Staff use this information positively to refine modules, to initiate new modules and areas of study. 

I.
ENTRY QUALIFICATIONS 
1) The minimum entry qualifications for the field are:

Admission at Level 4
Students will normally be required to present evidence of:
The standard (minimum) entry requirements for a Kingston degree level programme - a minimum of five GCSE passes, to including English Language plus two six-unit awards (for example, two A2 awards –one of which should be in an Art & Design subject discipline - or a Vocational A Level double award); International Baccalaureate passed at a suitable level.
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.

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

Normally students will have to achieve the points required by their second subject (220-240) and have a portfolio of Art & Design related work to present at interview.

International Students

International students are normally interviewed and 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.  The majority of international students have achieved a 6.5 IELTS score although the strength of the portfolio is taken into account when making a decision if a lower score has been recorded.
J. CAREER OPPORTUNITIES

This degree equips students for a wide range of careers in the communication (arts) industry or related areas.

It is anticipated that graduates will have developed an appreciation of their chosen design area and, in combination with their other subject, would be in a good position to enter the creative industries, such as media, publishing, television, film, leisure industries such as games, heritage and information technology, business areas such as product and service innovation, marketing, design management and brand identity, or perhaps education.
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.
· High employment rate of courses in the School
· Industrial links 

· Research, consultancy and staff links with industry.

L. APPROVED VARIANTS FROM THE UMS

None
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