PROGRAMME SPECIFICATION
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Illustration & Animation, MA – 2006-2007


A.
NATURE OF THE AWARD

Awarding Institution:
Kingston University

Final Award(s):
MA 
Field Title:
Illustration & Animation
FHEQ Level for the final award:
Masters

Credit rating by level:
MA – 180 credits at Level 7

Exit awards only:


P/G Dip. – 120 credits at Level 7

P/G Cert. – 60 credits at Level 7
JACs code:
W220
QAA Benchmark Statement(s):
None at PG level but aware of U/G Benchmarks in Art & Design

Minimum/Maximum 
MA - 45 weeks / 90 weeks
Periods of Registration:
Exit award only:

PG Dip. – 30 weeks / 60 weeks
Faculty: 
Art, Design & Architecture


School: 
Design
Location:                                   
Knights Park  

Date Specification Produced:
March 2004
Date Specification Revised:
November 2006
B.
FEATURES OF THE FIELD

1.
Title: MA Illustration & Animation

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

· Full-time

3. Features of the Field

This challenging course provides students with the creative opportunity to develop a singular vision as an illustrator or animator.  Students work within illustration or animation in their broadest contexts, testing the barriers of visual culture, looking at subjects in new ways.

The profile of the student group identifies both mature students and recent graduates, from many different backgrounds and disciplines, eager to consolidate their previous artistic experience, to rejuvenate their careers and direction in the fields of illustration or animation.

The course acts as a springboard to nourishing research and revitalising creative potential to advance student ambitions, allowing every opportunity to initiate and sustain personal interests whilst maintaining self-reliance and independence towards professional excellence.

Working alongside fellow students from different cultural and professional backgrounds, students will acquire a renewed spirit and critical edge in developing highly individual and personal work.  By exploring the cultural diversity of either illustration or animation pathways, the course recognises the unique traditions of these disciplines and encourages new work that challenges the present paradigms accepted by industry.

The success and integrity of the course is in developing a relationship of trust and judgement between the student and tutor enabling imaginative and conceptual development through research and innovation, towards work of the highest creative and professional standard.
C. EDUCATIONAL AIMS OF THE FIELD

For the Postgraduate Diploma award the field aims:

· To provide a comprehensive understanding of the creative ,practical and theoretical knowledge and skills required in the specialist area of  Illustration & Animation
· To forge skills acquired in previous study and experience through an intense programme of specialist development.

· To foster a critical awareness of traditional and contemporary working methods, including an understanding of new technologies and their effect on the design process.

For the MA award the field aims:

· To provide an academic and technical education which enables the development and evaluation of individual creativity in the specialist area of Illustration & Animation.

· To foster a developing dialogue between theoretical and practical issues which ensures a research framework appropriate to masters level.

· To provide for the acquisition of inter- personal skills necessary to practice autonomously in unfamiliar and challenging situations within the profession.

· To provide the opportunity for a student to graduate with a comprehensive portfolio demonstrating innovative and original work which questions established practices through research and experimentation.

· To produce students who will go on to work at the highest level within the industry, bringing to it innovative ideas that will challenge and progress established practices.

· To highlight the broad scope that the profession offers and preparing students to find appropriate channels within it.

D. 
LEARNING OUTCOMES
1.
Knowledge and Understanding

· An advanced  systematic knowledge of the Illustration & Animation processes 
· A capacity to critically appraise both traditional and current approaches to Illustration & Animation in order to select the most appropriate design solution

· A constructively self critical approach to their own work shown through responses to briefs dealing with both the practical and written

· A knowledge of the practices and ideas current in Illustration & Animation
· An understanding of the relationship between theory and practice in Illustration & Animation
· An advanced systematic knowledge of the Illustration & Animation process within the framework of the editorial and publication industries.
2.
Cognitive Skills

· An ability to engage in sustained, in depth research and critical analysis and the application and integration of theoretical studies throughout the design process

· An appropriate level of individual creativity, vision, personal expression and intellectual ability in the chosen specialism to enable students to practice successfully in their chosen profession
· The ability to undertake, at the appropriate level, independent and sustained research, analysis and creative evaluation of history, theory and/or practice.
3.
Practical skills

· An individual and confident response to the demands of a Illustration & Animation brief, showing the creative and organisational skills necessary to realise a viable solution.

· The communication of ideas effectively through a high level of visual, written and oral presentation, showing a comprehensive application of creative and analytical skills

· An understanding of new methods, materials, processes and technologies appropriate to Illustration & Animation
· Information retrieval skills

4.
Key Skills


On completion of the field students will have acquired transferable skills to:

a.
Communication Skills
· Make positive and effective contributions to group work and discussions.

· Participate through independent and group projects, oral and visual presentations.

· Integrate visual material from a variety of primary and secondary research sources as appropriate to set and independent work.

· Successfully use a broad range of presentation techniques appropriate to project and audience.

b.
Numeracy

· Selectively collect data from primary and secondary sources where appropriate.

· Record and present data in suitable formats.

· Evaluate data to inform and develop process.

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

c.
Information, Communication and Technology
· Integrate electronic techniques in the presentation of text, data and images.

· Produce documents at appropriate levels of complexity as required, combining information from a variety of sources.

· Select appropriate on-line information and evaluate its quality.

· Use on-line communication systems (including the University’s learning management systems) to search, retrieve, store or send information.

d.
Teamwork

· Effectively communicate as a team player by leading seminar presentations and making a positive contribution to discussions and projects.

· Work as part of a team through the experience of directing and realising projects and exhibitions.

· Review and evaluate individual and collective contributions to progress and performance, identifying ways of improving individual and group performance.

e.
Independent Learning

· Be reflective, positively evaluating academic and personal development (including planning and preparing for a career on graduation).

· Further develop research and information handling skills in relation to personal ambitions.

· Refine time management and team working skills, addressing problems positively and rising to challenges with confidence.

E.
FIELD STRUCTURE

This field is part of the University’s Postgraduate Credit Framework. Fields in the PCF are made up from modules which are designed at Level 7. Single modules in the framework are valued at 15 credits and the field may contain a number of multiple modules. The minimum requirement for a postgraduate diploma is 120 credits and a Masters degree 180 credits In some cases the diploma may be the final award and diplomas may be offered to students who only complete specific parts of the Masters degree. The awards available are detailed in section A and the requirements are outlined below. All students will be provided with the PCF regulations and specific additions that are sometimes required for accreditation by outside bodies are outlined below and will be provided in detail for students in field handbooks.

FIELD CONTENTS

Within the modular Studio practice framework, routes are established for both Illustrators and Animators to undertake specific projects within which essential skills are learnt in parallel to the conceptual development of the individual. Tutorial support provides and integral part of the learning process in monitoring progression, encouraging peer group participation in critiques, strengthen self reliance and self directed study, in building independence and confidence in their developing work towards a chosen direction and subject interest.

A lecture based programme provides essential knowledge of the historic traditions of illustration as well as the narrative cultural links with animated film and the publishing of stories. Business studies seminars enable students to form a clear understanding of the means to promote and market their talents and prepare themselves for professional practice after graduation.

List of modules that contribute to the field:

	Module Code
	Title
	Credits
	Pre-requisites

	IAM401
	Narrative Contexts: Working Methods
	30 
	Degree or equivalent

	IAM402
	Text & Image – Illustration and Moving Sequence
	30 
	IAM 401

	IAM403
	Individual Projects
	30 
	IAM 401&2

	IAM404
	History of Illustration
	7.5 
	Degree or equivalent

	IAM405
	Contemporary Illustration
	7.5 
	IAM 404

	IAM410
	Masters Project
	60 
	IAM 401,2,3,4&5

	IDM424
	Interdisciplinary Practice Research
	15 
	Degree or equivalent

	
	TOTAL
	180 
	


F. FIELD REFERENCE POINTS 

· The field has been designed with reference to Kingston University's Postgraduate Credit Framework
· 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

G.
TEACHING AND LEARNING STRATEGIES

The course team will integrate the relevant elements of the University’s teaching and learning strategy into their teaching and assessment.

The emphasis within the field is on directed, student-centred learning, rather than prescriptive teaching, where projects and written submissions, rather than closed examinations, are the vehicles used for assessment. Practical elements are taught through projects with a direct connection to the practice of Illustration and Animation. Related contextual studies are integrated with the development of design studies and are taught through a series of lectures and seminars.

The teaching and learning strategies for each course module are structured to deliver a particular range of learning outcomes.  However, the general strategies, which are described more fully in module guides, are as follows: 

· Studio-based teaching and learning is the fundamental, central strategy

· Induction courses and practical work

· Seminars and tutorials

· Lectures

· Study visits

· Self-directed study and portfolio development

· Group work

· Interdisciplinary collaboration

Although the major teaching and learning components of the course are through project briefs, the range of the other activities aim to make the learning process a rich and rewarding experience. The projects / modules are designed to address particular skills in a cumulative way so that by the end of the course the student will be well versed in all aspects of Illustration & Animation.

Fundamental to the teaching and learning strategies is the continuous development of each student’s portfolio.  The portfolio is not only a record of past work but also provides a reflexive mechanism for the student to review their progression through the course and personal development; it forms part of their creative development. 

The studio

Studio teaching and learning, with its implicit high levels of personal contact (with teaching staff and peers), is the fundamental, central strategy.  It provides a focus for activities throughout the course, including design projects, group and individual tutorials, critiques (crits) and seminars.
Studio related work can take place outside the physical studio environment (eg through lectures or in workshops), however, the studio accommodation itself is the place for informal, peer-assisted learning.  The dedicated course studio although limited in space operates, as in many design studios, on a flexible system. This is combined with areas for group discussion complete with video/DVD facilities, which are used on both a formal and informal basis. Additional rooms are available and are booked for group crits, seminars and lectures.

Design projects
Studio projects test the development, application and understanding of knowledge and practical skills in an integrated and holistic way. 

Projects (or assignments) can be of varied length, though generally increase in length as the student progresses, as in the case of the final major project.  Each project ‘brief’ provides the framework for enquiry, personal expression and problem solving, and establishes the submission requirements against which study is assessed.

Project briefs are devised in relation to the aims and outcomes defined in the overall module description, with clear teaching and learning objectives. Each project outcome is normally assessed following a crit although certain projects may also have an interim review stage to verify progress and provide an opportunity for a student to receive informal feedback. 

Studio tutorials

Teaching is structured in relation to the project timetable, with professionals from the industry brought together to form a project teaching team. All staff are current practitioners in the profession and are chosen to suit the material and specialisations of a particular project brief, visiting lecturers provide a range of input throughout the course.   The members of the teaching team are responsible for carrying out the studio tutorials, either in small groups or individually, on a one-to-one basis where particular individual support is needed.

Critiques

The critique (crit) of the project is a learning strategy as well as an assessment.  Students are required to present and defend their work in relation to a defined brief, normally to a group made up of peers and staff.  Communication skills, including the ability to engage in positive dialogue are fundamental to the crit process.  Crits occur regularly throughout the studio programme, and students will be given verbal feedback, normally followed by written feedback and a formative mark. 

Induction courses and practical work

Students are provided with induction courses dealing with research and IT skills and advising them how to access to a range of resources, including the libraries, CAD facilities and the Internet.  Workshops are also held throughout the course dealing with skills particularly related to a specific module or individual needs, for example 3D modelling on computer and video editing or printmaking. 

Seminars and tutorials

They are an opportunity for dialogue in both a formal and informal sense and involve student or staff-led presentations followed by discussion. Tutorials support individual progression through the course, most notably in the context of the studio.

Lectures

Lectures normally last for one to two hours and aim to present subject knowledge appropriate to the module being studied. Lectures are usually delivered with accompanying visual support material, and a summary and associated reading list is published in the module guide. 
Interdisciplinary collaboration

Students are able to establish contact early in the course with others in the growing post-graduate community through the interdisciplinary research module.

H. ASSESSMENT STRATEGIES 

Assessment in the field is structured to support creative development to the highest level, and provide guidance and monitoring as a student progresses. To this end a wide range of formative and summative assessment strategies are employed. 
The assessment criteria for each module relates to the assessment strategy given in each module description and the particular teaching and learning strategies employed. Project briefs, tutorial timetables and submission requirements describe the scope of the work.  Throughout the course students are provided with verbal/written feedback, marks and summative module grades.

Modes of assessment include:

Design project assessment – Design projects are defined by a brief and are usually assessed after a crit where students are asked to present and defend their work to a group made up of peers and tutorial staff. During the crit the student is given verbal feedback. Normally the assessment outcomes pf the crit are recorded and made available to the school office and the project given a formative mark.
Module Assessments

A module may involve several separate projects, which will be submitted for final assessment at the end of the module and the body or work completed for that module given a summative mark.
Exhibition assessment – The Masters project is assessed through a presentation of the student’s work in an exhibition. The assessment criteria follows that of earlier design projects however students are may be required to give a verbal presentation.
Portfolio assessment – Portfolio development is formatively assessed during the course on an individual basis, providing an opportunity for specialist strengths and interests to be identified and guide future personal development or directions for employment, and forms part of the exhibition assessment.
Seminar presentations – These test the understanding, synthesis and communication of research often gathered through independent study.
Essays and Design Report – These are used to assess critical research and writing skills.
The course complies with the PCF assessment regulations.
I.
ENTRY QUALIFICATIONS

The minimum entry qualifications for the field are:

A BA (Hons) degree or alternative qualifications or experience, including those of a professional or vocational nature in a related subject. Applicants must also supply a portfolio of work demonstrating the necessary skills required. Applications from international students with relevant qualifications, to include a 6.5 IELTS score, are welcome. 

Typical entry qualifications set for entrants to the field are:

A good BA (Hons) degree or alternative qualifications or experience, including those of a professional or vocational nature in a related subject.

All qualified applicants are invited for interview where they are expected to demonstrate:

· A high level of art and design skills and related aptitude through a portfolio submission together with an understanding of and commitment to the subject.

· An ability to deal with the written and spoken word in English
J. CAREER OPPORTUNITIES

Graduates from this course have a good record of achievement. An entrepreneurial outlook when seeking employment and marketing individual talents is encouraged.  Students promote themselves in finding work in many different areas of the market place for example in television, interactive media, games, publishing and galleries.  Our business studies seminars provide important information and insight into professional practice and on matters concerned with freelance issues and the business of illustration now and in the future.

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 

· Industrial links:  the course benefits from a wide network of practising illustrators who have taken students on placement, organised production visits or donated material in the past.  

· Research and consultancy and staff links with industry 
· The field is contained within the School of Design which has a high reputation for quality and graduate employment. 
L. APPROVED VARIANTS FROM THE UMS/PCF

None.
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