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Programme Specification XE "Programme Specification" 
Title of Course: Computer Animation MA
Date Specification Produced: September 2017
Date Specification Last Revised: November 2017
This Programme Specification XE "Programme Specification"  is designed for prospective students, current students, academic staff and potential employers.  It provides a concise summary of the main features of the programme and the intended learning outcomes that a typical student might reasonably be expected to achieve and demonstrate if he/she takes full advantage of the learning opportunities that are provided.  More detailed information on the teaching, learning and assessment methods, learning outcomes and content of each module can be found in the Course Handbook and Module Descriptors.

SECTION 1:
GENERAL INFORMATION
	Title:
	Computer Animation MA

	Awarding Institution:


	Kingston University

	Teaching Institution:


	Faculty of Science, Engineering and Computing (SEC)

in collaboration with Faculty of Art, Design and Architecture (FADA)


	Location:
	Penrhyn Road

	Programme Accredited by:


	N/A


SECTION2: THE PROGRAMME

A. Programme Introduction
Welcome to your course in Computer Animation MA. This is a course from our expanding portfolio of digital media courses which includes Game Development (Programming) MSc, Game Development (Design) MA, User Experience Design MSc as well as a number of undergraduate courses including Games Technology BSc, Computer Graphics Technology BSc and Creative Technology BSc. 

The significant aspect of study on this course is its articulation with other taught Masters courses as part of Digital Media Kingston (DMK) that offers computer animation MA alongside game development and user experience design. This provides an integrated learning environment where students can develop their media specialist practice as part of a community engaged in interdisciplinary collaborative innovation.    

The Masters in Computer Animation encourages students to devise and participate in projects where they can develop in their field whilst emphasising research informed industry focussed practice.  Each subject pathway provides an intensive period of study that is made up of both course-specific modules and shared core modules within DMKs Postgraduate Framework. Our goal is to help students develop the critical thinking and the understanding of interdisciplinarity that will underpin their practice in the future.

The induction week programme includes an introduction to the Faculty computer network system and much more.  It contains useful information about your course, Faculties, and broader community around Kingston University. 
The programme also helps develop employment-ready students through an integrated industrial experience in the form of a work placement on the two year version of the programme.

This integrated placement provides students with an exciting opportunity to apply and develop their knowledge and skills in a real-world setting, which enables them to develop their self-confidence. Students undertaking such placement activities are in a stronger position to gain the skills and experience that employers desire today.
This guide is one of many and contains important and useful information. It contains details information specific to your course, contact names, telephone numbers, and e-mail addresses. We hope this information is useful to you over the whole of the course.

B. Aims of the  Field/Course
The Aims of the Course are to:

•
Equip students with the capability to use and employ tools relevant to animation;

•
Enhance a student’s job performance and enable him/her to contribute effectively to the knowledge base of the employer;

•
Give students the means to explore in detail the analysis, design and evaluation of animation;

•
Undertake continuing professional development and updating for established animation professionals;

•
Develop an enquiring, analytical and creative approach to both personal and professional activities that leads to the critical and responsible use of informed and independent judgement.

•
Undertake a more effective role in animation;

•
Gain a solid foundation in this specialist area, adding to and integrating, the knowledge and skills gained from each student’s individual educational background and work experience;

•
Have an in depth understanding of a broad range tasks within the production pipeline;

•
Explore disciplinary boundaries, resolve value conflicts and bridge gaps in knowledge with arguments from first principle and activity at the forefront of best practice.

•
Apply specialised knowledge and skills, and conduct reflexive, critical and collaborative practice, to the design and development of innovative animation.

•
Develop students’ reflexive, critical and cross-disciplinary practice with particular regard to animation.
•
Give students on the 2 year version an opportunity to develop further skills,  preparing them for higher levels of employment
C. Intended Learning Outcomes
The field/course provides opportunities for students to develop and demonstrate knowledge and understanding specific to the subject, key skills and graduate attributes in the following areas.  The programme outcomes are referenced to the QAA subject benchmarks for Computing and the Framework for Higher Education Qualifications  XE "Framework for Higher Education Qualifications:FHEQ"  in England, Wales and Northern Ireland (2008), and relate to the typical student.

Regarding the learning outcomes, the students on successful completion of the module, students will be able to: 

• Demonstrate a high proficiency with modelling in 3D at a level that allows for further independent learning.

• Create complex organic forms to technical specifications.

• Judge the most appropriate and efficient method for producing models for a different range of purposes.

• Create believable animation based on observation and mimicry of live moving forms.

• Make assessments of the technical requirements of a shot, to achieve particular look.

• Successfully composite 3D assets into a live action scene, and composite together elements of a 3D rendered scene.
	Programme Learning Outcomes



	
	Knowledge and Understanding

On completion of the course students will be able to:
	
	Intellectual Skills

On completion of the course students will be able to
	
	Subject Practical Skills

On completion of the course students will be able to

	A1
	Judge the most appropriate and efficient method for producing models for a different range of purposes
	B1
	Make assessments of the technical requirements of a shot, to achieve particular look.
	C1
	Demonstrate a high proficiency with modelling in 3D at a level that allows for further independent learning.

	A2
	Create complex organic forms to technical specifications
	B2
	
	C2
	Create believable animation based on observation and mimicry of live or not moving forms.

	A3
	
	B3
	
	C3
	Successfully composite 3D assets into a live action scene, and composite together elements of a 3D rendered scene.

	A4
	
	B4
	
	C4
	

	
	
	
	
	
	

	
	
	
	
	
	


In addition to the programme learning outcomes identified overleaf, the programme of study defined in this programme specification will allow 

students to develop a range of Key Skills as follows:

	Key Skills

	Self Awareness Skills
	Communication Skills
	Interpersonal Skills
	Research and information Literacy Skills
	Numeracy Skills
	Management & Leadership Skills
	Creativity and Problem Solving Skills

	Take responsibility for  own learning and plan for and record own personal development
	Express ideas clearly and unambiguously in writing and the spoken work
	Work well  with others in a group or team
	Search for and select relevant sources of information
	Collect data from primary and secondary sources and use appropriate methods to manipulate and analyse this data
	Determine the scope of a task (or project)
	Apply scientific and other knowledge to analyse and evaluate information and data and to find solutions to problems

	Recognise own academic strengths and weaknesses, reflect on performance and progress and respond to feedback
	Present, challenge and defend  ideas and results effectively orally and in writing
	Work flexibly and respond to change
	Critically evaluate information and use it appropriately
	Present and record data in appropriate formats
	Identify resources needed to undertake the task (or project) and to schedule and manage the resources
	Work with complex ideas and justify judgements made through effective use of evidence

	Organise self effectively, agreeing and setting realistic targets, accessing support where appropriate and managing time to achieve targets
	Actively listen and respond appropriately to ideas of others
	Discuss and debate with others and make concession to reach agreement
	Apply the ethical and legal requirements in both the access and use of information
	Interpret and evaluate data to inform and justify arguments
	Evidence ability to successfully complete and evaluate a task (or project), revising the plan where necessary
	

	Work effectively with limited supervision in unfamiliar contexts
	
	Give, accept and respond to constructive feedback
	Accurately cite and reference information sources
	Be aware of issues of selection, accuracy and uncertainty in the collection and analysis of data
	Motivate and direct others to enable an effective contribution from all participants
	

	
	
	Show sensitivity and respect for diverse values and beliefs

	Use software and IT technology as appropriate

	
	
	


D. Entry Requirements
The minimum entry qualifications for the programme are:

BSc 2.2
A minimum IELTS score of 6.5 or equivalent is required for those for whom English is not their first language. 
Portfolio demonstrating previous work on modelling, animation and compositing.

E. Field/Course Structure

This programme is offered in full-time/part-time mode, and leads to the award of MA.  Entry is normally at BSc 2.2 or equivalent qualifications (See section D). Intake is normally in September and January.
E1.
Professional and Statutory Regulatory Bodies


e.g. British Association of Neurobiology

E2.
Work-based learning, including sandwich courses
Work placements are actively encouraged – although it is the responsibility of individual students to source and secure such placements.  This allows students to reflect upon their own personal experience of working in an applied setting, to focus on aspects of this experience that they can clearly relate to theoretical concepts and to evaluate the relationship between theory and practice.
The 2-year version of the programme is designed to include work-based learning through assessments and the reflective report. Many of the students on the programme are already working and they can use that experience to relate to theoretical concepts and to evaluate the relationship between theory and practice.
While it is the responsibility of individual students to secure such placements, the KUTalent support offers each student support at all stages of the application process, including writing CVs, completing application forms, participating in mock interviews, assessment centre activities and psychometric tests. The process of applying for a placement gives students the opportunity to experience a real-life, competitive job application process.
The business experience period enables students to apply their learning in the real-world work environment, to reflect upon their own personal experience of working in an applied setting, to focus on aspects of this experience that they can clearly relate to theoretical concepts and to evaluate the relationship between theory and practice. Students will be assessed during and at the end of this period, normally through a portfolio. This will be marked as pass/fail. 
Students who undertake work-based placements often benefit greatly from the experience, gaining real experience and work achievements
E3.
Outline Programme Structure

For the full time students the course is for one year, with two modules per semester and the final project at the end. During the autumn semester we have the Creation and Animation and the Digital Studio Practice modules. During the spring semester we have the Perfecting the Look and Media Specialist Practice modules. All of them are assignment based and each one is a 30 credit module. The part time students have one module per semester and the course is for two years. 

Regarding the module guides they are available on Canvas at the corresponding module pages.

The academic year is comprised of two Blocks. Some modules run across the teaching block for 10 weeks generally on a particular day. Other modules run over two whole weeks. 

Although you do not have lectures in every week of the term time, you are obliged to remain in contact with the university during term time and be available to come in if necessary.
Students starting the course in September will work on the placement for between 10 – 12 months, starting from June, before their dissertation. Those students must confirm their placement before 15 May. Students on courses with January intake will work on the placement for between 10 – 12 months, starting from February, after completing their dissertation. Students on this intake must confirm their placement before 20 December. In either case, the suitability of the placement requires approval of the Course Leader. 

Students on placement must complete a portfolio assessment which includes a reflection on how the theories they have learnt during their teaching year have helped them in their placement and demonstrate ability to apply their teaching in a real world situation
	Level 7  

	Compulsory modules


	Module code
	Credit 

Value
	Level 
	Teaching Block
	

	Digital Studio Practice
	CI7810
	30
	7
	1
	

	Media Specialist Practice
	CI7820
	30
	7
	2
	

	Digital Media Final Project
	CI7800
	60
	7
	Final Project
	

	Creation and Animation
	CI7840
	30
	7
	1
	

	Perfecting the Look
	CI7860
	30
	7
	2
	

	Option modules
	
	
	
	
	Pre-requisites

	Professional Placement    
	CI7900
	120
	7
	
	


You will be considered for your award once you have completed the following:

•
Postgraduate Certificate - a minimum of 60 credits at level 6 or 7 of which at least 45 credits must be at level 7

•
Postgraduate Diploma - a minimum of 120 credits at levels 6 or 7 of which at least 90 credits must be at level 7.

•
Masters Degree – at least 180 credits at level 6 or above of which at least 150 credits must be at level 7.

The standard module size equates to 30 credits so, for example, a Masters Degree normally consists of 4 x 30 credit modules with a 60 credit dissertation

For a Masters Degree or Postgraduate Diploma with commendation, you must have achieved an average score of 60-69% across all of the credit required for the qualification. 

For a Masters Degree or Postgraduate Diploma with distinction, you must have achieved an average score of 70% or above across all of the credit required for the qualification (Note: the Postgraduate Certificate may not be awarded with commendation or distinction). 

The full version of the KU Postgraduate regulations (Academic Regulations AR3) can be accessed at: http://www.kingston.ac.uk/academicregulations  

A postgraduate degree calculator, to provide you with an idea of the overall class of degree you are entitled to, can be accessed at:

http://secwebapps.kingston.ac.uk/pdcc/Help.aspx
F. Principles of Teaching, Learning and Assessment 

The University encourages a culture of continuous enhancement which means that changes are made to the curriculum content, learning, teaching and assessment of courses and modules every year in order to improve the course and the student experience.  These changes are usually as a result of: 

•
staff and student feedback;

•
feedback from external examiners;

•
professional, statutory and regulatory body requirements;

•
contemporary research and practice in the field;

•
feedback from employers or in response to industry requirements.

These changes will usually be discussed at the Staff Student Consultative Committee and the Board of Study for your course.  Both these committees have student membership to ensure student consultation.  The changes are then considered and approved by the faculty Quality Assurance Committee and published in the module and course guides for the following academic year.  
G. Support for Students and their Learning

Students are supported by:

Personal Tutor System

A Personal Tutoring Scheme is established across the Faculty to help masters students realise their potential and to advise on the matters such as career development and employability. A personal tutor is assigned to each masters student and is a member of the teaching team on their course. The first contact between student and the Personal Tutor is during Induction Week for an introductory meeting and thereafter a scheduled set of meetings is set up to ensure the continuity of the student progress and the appropriate personal development throughout the course. The minimum of three meetings per academic year is a norm.

Level 7 : Getting the most out of the Masters

· To help students to make the transition to Masters level study and understand how to use feedback on the postgraduate course 

· To encourage students to be proactive in making links between their course and their professional and/or academic aspirations 

· To explore students’ research aspirations 

· To help students gain confidence in contributing to, and learning from, constructive peer review 

· To encourage students to become part of a wider disciplinary and/or professional community 

· To help students to prepare for the dynamics of supervision

Staff office hours

The focus for all students is The Student Office manages all administrative matters and is situated on the ground floor of the Sopwith Building Room PRSB34. It is open at the following times;

Monday
9:30
-
17:30

Tuesday
9:30
-
17:30

Wednesday
9:30
-
17:30

Thursday
9:30
-
17:30

Friday

9:30
-
17:30

Throughout the Faculty of SEC there is a system of ‘Office Hours’ for general student enquiries to academic staff. Office hours are times at which academic staff will normally be available to speak to students in their office, and are usually advertised on staff office doors. In the event of a member of staff being unavailable to deal with an urgent matter, an appointment can be made by sending an e-mail to the staff member.

Services for Students 
Faculty Student Support & Engagement Officers

Your Faculty Student Support and Engagement Officer is part of a support system to ensure you make the most of your time at Kingston. They can: 

· Signpost you to a range of services designed to support your journey through university 

· Offer information, advice and guidance 

· Support if your time at Kingston isn’t going to plan 

They can also be contacted via engagement@kingston.ac.uk 
StudentHUB 
The StudentHUB is available to all Kingston University students and provides access to support services on a 24/7 year round basis. If you can’t find an answer there, then you can submit an enquiry to our expert professional staff, trained in their specific field. 

You can view your enquiry at any time and we aim to get back to you within five days. All information that you provide will remain confidential and will not be disclosed to anyone who is not a trained and authorised staff user of StudentHUB. 

My Kingston > StudentHUB
Student Life
In Student Life, we have a range of services to support you on every step of your student journey:

Accommodation 
Whether it’s a place in Halls of Residence, renting privately or information on your housing options for your second year and beyond, including our popular Headed Tenancy Housing Management Service, our Accommodation Officers are here to help. 

T. 020 8417 7311 
Money & Housing Advice
Our Money and Housing Advisors can offer advice and support on a range of areas including student finance queries, budgeting and money management, dealing with debts, welfare benefit entitlement, landlord disputes and problems in accommodation. You could also join the Money Movement to help you keep more money in your pocket. 

T. 020 8417 7312 
Disability & Mental Health

The Disability and Mental Health advisors can provide you with information and support if you have a disability, specific learning difference (such as dyslexia or dyspraxia), long-term illness or mental health condition. 

T. 020 8417 7314 
Compliance (Complaints and Discipline) 
If you are unhappy with the way your complaint has been dealt with, we can review it with the aim of putting it right. We will also investigate allegations of student misconduct, to ensure that the Kingston University community remains safe. 

T. 020 8417 7522 or 020 8417 7529

Student Funds
Student Funds administer a number of University funds to provide additional financial help to students – including the Student Support Fund that can help with the cost of international field trips, specific learning difference (SpLD) assessments, costs of equipment not met by Disabled Students’ Allowances (DSAs) and unexpected financial need. They also administer the Kingston University Bursary scheme and Financial Aid for students from Canada and the USA. 

T. 020 8417 7315 
University Nursery
We have an Ofsted-registered childcare facility available for children aged 2-5 years. This is available to all students at the University. We provide childcare Monday-Friday 8:15-5:45. Further information can be found on the University website: www.kingston.ac.uk/nursery. 

T. 020 8417 4022 
E. K.Davis@kingston.ac.uk
Student Wellbeing
The Student Wellbeing group of Student Services at Kingston University is composed of three main areas: 

Health & Wellbeing
This service provides focused counselling, online self-help resources, workshops on subjects such as exam stress and time management, and groups including relaxation and mindfulness. It also includes the Fairhill medical practice, an exclusive on-site doctors’ surgery for Kingston University students. 

Student Wellbeing can be contacted on 020 8417 2172 or you can speak to a practitioner in person by visiting one of our daily drop-ins at either Penrhyn Road Health Centre or Kingston Hill Student Services Centre. 

Fairhill Medical Practice contact details: 

Penrhyn Road – 020 8417 2204 (term time) 

Kingston Hill – 020 8546 1407 (holidays) 

Fairfield South – 020 8546 1407 (holidays) 

www.fairhill.gpsurgery.net  
Further information on all Student Wellbeing services, including drop-in details can be found at www.kingston.ac.uk/health   
Faith & Spirituality
Our faith adviser can offer confidential pastoral care and support for individuals of all faiths or none. He is supported by a team of voluntary advisers, representing most of the major religious traditions, who are available for specific assistance if required. The University provides dedicated spaces for prayer and quiet reflection, an active student faith network and a lively programme of relevant events. 

Student Faith and Spirituality team – 020 8417 2940

Sport & Active Lifestyles
Are you interested in playing sport and living an active lifestyle, making new friends, or perhaps even completing a coaching course? Whether it be juggling performance sport at the highest level, an informal kick-around, or a free swim at the local swimming pool the Sport and Active Lifestyles team can help. 

In addition to the stunning 55-acre multisport sports ground and pavilion we provide at Tolworth Court, we also have an indoor fitness centre at our Penrhyn Road campus and a tennis court and multi-use games area at our Kingston Hill campus. We can also help you to access a variety of other local sporting facilities. 

Sports and Active Lifestyles team – 020 8417 2413 
Student Engagement & Enhancement (SEE)

This group encompasses three elements that are designed to support you throughout your university life and beyond, give you opportunities to develop and get involved with activities outside of your course. These may complement your studies or enable you to enhance particular skills.

Engagement

This strand focuses on projects to make sure you feel part of a community (whether you live in Halls, Kingston or commute from another area), get involved with the University and help you to gain some really useful skills to support with your life during and after KU. 

Enhancement

This strand supports your academic development. Academic Mentoring aims to support you with particular modules, whilst the accredited courses on offer can enhance your professional development. 

For a full overview of all the activities run by Student Engagement and Enhancement, please click here 

My Kingston > My University > Student Engagement and Enhancement

Careers

KU Talent is Kingston’s award-winning careers service and is here to support you with all things related to opportunities and career choices. 

All of this is supported by our events, as well as the option to meet one to one with a member of the team at our weekly drop-in sessions.

For more information click here
My Kingston > My Support > KU Talent
The Union of Kingston Students Support provides a dedicated team of professional advisors to offer free, independent advice for any student studying at Kingston.

We offer confidential advice on a range of issues:

· Academic appeals

· Misconduct hearings

· Complaints and Disciplinaries

· Notices to Quit

· Fitness to Practise

The Faculty Student Support Team are available to assist you with any difficulties you may be having that you feel are having an adverse effect on your ability to study successfully.

Drop in times at Penrhyn road and Roehampton Vale are given on MyKingston site

https://mykingston.kingston.ac.uk/myfaculty/sec/Pages/Faculty-Student-Support-and-Engagement-.aspx
Student Academic Success Centre
The Student Academic Success Centre (SASC) is available to help you with your academic skills such as report writing, presentations, note taking, time management, exam revision, referencing and mathematical skills. The centre provides assistance and advice on draft assignments prior to hand in.

New: At the time of writing it is being relocated to the first floor of the Sopwith building at the far end.

https://mykingston.kingston.ac.uk/mysupport/myskills/Pages/asc.aspx 

Maths Aid / Java Aid / C++ Aid

To enrol onto the Canvas MathAid module go to MyKingston site:

https://mykingston.kingston.ac.uk/mysupport/myskills/Pages/MathsAid.aspx 

Several times per week during term time we run one to one and group sessions to help you with maths and programming.

Information on a wide range of topics (including disability advice, student finance, accommodation, health and wellbeing) can be accessed via MyKingston: https://mykingston.kingston.ac.uk/Pages/home.aspx 

Other useful links 

Guidance BG(vi) in the AQSH)

H. Ensuring and Enhancing the Quality of the Course

The University has several methods for evaluating and improving the quality and standards of its provision.  These include:

· External examiners

· Boards of study with student representation

· Annual review and development

· Periodic review undertaken at subject level

· Student evaluation

· Moderation XE "Moderation"  policies

I. Employability Statement 

Computer Animation MA course has been developed in consultation with an industry advisory board, which so far includes members of Sony Computer Entertainment Europe, DreamWorks, The Foundry, The BFi, Alloy, The Other Media, Sunrise Software, Abelton Live, Tonic, Active Ingredient.

Employability statement

All courses in DMK address the issue of employability through engaging directly with industry and external partners and institutions. This is supported in course teaching by the professional and industrial expertise of course teams as well as visiting specialist practitioners.

This ethos of professionalism is planned and delivered through the course curriculum so that students are effectively equipped for the world of work on their graduation from the course. 

The courses and both Schools have strong and well-established links to the digital media industry both nationally and internationally. This is significant for the course as a high percentage of students are from and, post-graduation, return to a wide range of international locations. Modules within the course structure are intended to address the changing nature of the disciplines of digital media production and the emerging global workplace.  Where relevant and practical the course works in collaboration with organisations and business. Competitions are offered within the delivery of the course as activities intended to provide opportunities for those students who wish to allow an additional focus to their portfolio. The course also organises a regular programme of professional lectures and studio visits.

Graduates of DMK courses have joined global and major UK companies as a QA, Beta Tester at Colossal Games, 3D Artist Intern at Colossal Games; Character Artist at Extra Mile Studios, Turner broadcasting, Plowman Craven and a Coordinating Designer at Aventurine South Africa.

Careers support

KUTalent

All students are supported with CV preparation, applications, interview techniques and assessment centres, and guided through practical sessions in partnership with industry experts. 

https://mykingston.kingston.ac.uk/mysupport/KUTalent/Pages/default.aspx  

inKUbator

Kingston responded to one of the key recommendations of the Livingstone-Hope review by setting up the inKUbator. This is intended to be a 'hothouse' to grow, manage and nurture game projects and media projects and enable students to build their portfolios, emulate industry roles and enhance their future employability prospects. In addition it is intended to help create a culture of entrepreneurship encouraging students to work towards publishing and commercialising their games. inKUbator breaks down the walls between disciplines by providing an environment for students to come together to develop games across multiple faculties. It regularly invites games companies to speak to students about what it is like to work in the games industry. This focus beyond just technical skills should aid with portfolio development and employability in the very competitive marketplace in digital media.

The inKUbator is run by Hope Caton. It takes place on a Wednesday afternoon in term time from 1.00 – 5.00pm in the Games Lab PRSB1026. Please refer to Canvas for details of when events which are running.

Overview

KU Talent is Kingston’s award-winning careers service and is here to support you with all things related to jobs! We offer practical group and individual support with career direction, finding and applying for jobs. We run training sessions throughout the academic year on topics including (but not limited to) CVs, applications, interviews, body language and using LinkedIn. 

All of this is supported by our events and training initiatives, as well as the opportunity to meet with a member of the team at our weekly drop-in sessions. 

You can find out about all of the support offered by KU Talent here.

My Kingston > My Support > KU Talent > What’s on in my Faculty 

Your Employability Consultants: 

Jonathan Eastwood

Subjects: Aerospace, Mechanical and Motorsport Engineering, Computer Information Systems and the Built Environment.

Tel: 0208 417 2817

Email: J.Eastwood@kingston.ac.uk

Natasha Panes

Subjects: Life Sciences, Pharmaceutical Science, Chemistry, Mathematics and Geography and Geology. 

Tel: 0208 417 7445

E-mail: N.panes@kingston.ac.uk 

Employability Drop-Ins:

Every Monday, 12.00-14.00, PR JG0004,

Every Tuesday, 12.00-14.00, RV LRC Café 

Every Wednesday, 13.00-15.00, PR JG0004

Employability Events

KU Talent offer a range of events, including Careers Uncovered fairs, which include employers coming to campus to promote internship, placement and graduate opportunities, Spotlight on… which profile specific roles within industry and a range of other events which are aimed at exposing students to employers and building skills and knowledge.

Placements and Internships

KU Talent are delivering a comprehensive package to support students to gain placements. There are weekly sessions taking place which range from why you should undertake a placement, support searching for roles and making applications and a bespoke programme designed for Kingston students aimed at ensuring you have all the skills necessary to gain and make the most of placement opportunity. 

For more information click here 

My Kingston > My Support > KU Talent

Talent Train

Talent Train’, is the umbrella programme for all of our training provision.  The training will fall into three strands as follows: 

•
Continuous development: open to students from any level and any degree and includes; personal, professional and technical training

•
Placements and internships preparation: open to all level 4 and 5 students who fall under the traditional placements model, this will be a yearlong programme of development and training activity

•
Graduate development : open to level 6 students from any degree

J. Approved Variants from the Postgraduate Regulations 
N/A
K. Other sources of information that you may wish to consult

http://www.kingston.ac.uk/postgraduate-course/computer-animation-ma/
Development of Field/Course Learning Outcomes in Modules

This map identifies where the field/course learning outcomes are summatively assessed across the modules for this field/course.  It provides an aid to academic staff in understanding how individual modules contribute to the field/course aims, a means to help students monitor their own learning, personal and professional development as the field/course progresses and a checklist for quality assurance purposes. There are only core modules.
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Students will be provided with formative assessment opportunities throughout the course to practise and develop their proficiency in the range of assessment methods utilised.  
Technical Annex

	Final Award(s):


	

	Intermediate Award(s):


	Indicate those awards available to students who exit the programme before completion of the award which they are registered on e.g. Cert HE, Ordinary degree, PgCert

	Minimum period of registration:
	

	Maximum period of registration:

	

	FHEQ Level for the Final Award:


	

	QAA Subject Benchmark:

	

	Modes of Delivery:

	

	Language of Delivery:

	

	Faculty:

	

	School:

	

	Department:


	

	JACS code:
	This is the Joint Academic Coding System (JACS) agreed jointly by UCAS and HESA

	UCAS Code:

	

	Course/Route Code:
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