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A.
NATURE OF THE AWARD

Awarding Institution:
Kingston University

Programme Accredited by:
N/A

Final Award(s):
MA

Intermediate Award(s):
P/G Dip


P/G Cert

Field Title:
Digital Set Design


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:
W290
QAA Benchmark Statement(s):
None at PG level but aware of U/G 

Benchmarks in Art &Design

Minimum/Maximum:
MA – 45 weeks / 90 weeks

Period of Registration
Exit award only:


P/G Dip 30 weeks / 60 weeks

Faculty:
Art Design & Architecture 
School:



3D Design
Location:
Knights Park / Penrhyn Road
Date Specification Produced:
April 2008
Date Specification Last Revised:

B.
FEATURES OF THE FIELD

1.
Title: MA Digital Set Design


The field is available in the following forms: Full

2.
Modes of Delivery


The field is offered in the following alternative patterns: 


Full time

3.
Features of the Field

Design for film and television has reached an exciting point in its development. While traditionally the areas of production design and  post production design have utilised different skills to produce physical and digital environments for the screen their ongoing integration has resulted in the need for graduates with a knowledge of both whilst still retaining an emphasis on their specialism. Their shared aim is to produce the best possible visual solutions for the film or television production the design is intended for. The MA Production Design for Film and Television has already an established reputation with graduates going on to work on a wide spectrum of film and TV productions. Students on this course deal with digital solutions to a lesser extent but the need for a course which focuses on the digital while having an in-depth knowledge of production design has become increasingly apparent.

The MA Digital Set Design at Kingston University provides a unique opportunity to study in this area that is an exciting fusion of technology and creativity. It offers an opportunity to develop the digital and production related skills needed in the design and visualization of 3D environments. While the main focus of the course is in the area of film and television, the majority of the modules being shared with the MA Production Design for Film and Television, skills learned could also be applied to related areas including game design or design for on line communities. While based in FADA the course is a collaboration with the Faculty of Science enabling the course to offer this unique combination of elements.

Students are drawn from visual arts related backgrounds which can range from Architecture and Interior Design to Fine Art. A good knowledge of appropriate computer software in either the 2D or 3D areas is essential as most of the practical work uses advanced software packages.  As with the MA Production Design sharing of skills is encouraged with interaction between the two courses being of key importance.

Students would leave the course with both a showreel and a portfolio concentrating on the area in which they would like to work. This may be in a film art department working on the previsualization of a production, in the area of post production realizing digital environments, creating digital extensions to existing locations or in a related internet based digital area.

The course builds on the industry network already established by the MA Production Design for Film and TV extending links into the area of post production. This enables students to experience work of the highest calibre either through industry visits or practitioners as visiting lecturers.

C.
EDUCATIONAL AIMS OF THE FIELD

· To provide a comprehensive understanding of the creative, technological and theoretical knowledge and skills required in the specialist area of digital set design

· To forge skills acquired in previous study and experience through an intense programme of specialist development.

· To provide an in depth understanding of the relationship between Production Design and Digital Set Design.

· To foster a critical awareness of digital working methods in conjunction with an understanding of the traditional production process in film and television.

· To provide an academic and technical education which enables the development and evaluation of individual creativity in the specialist area of digital set design.

· 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 practise autonomously in unfamiliar and challenging situations within the profession.

· To provide the opportunity for a student to graduate with a comprehensive showreel and/or 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 create an awareness of advanced contemporary developments in 2D and 3D computer graphics, and how this affects digital set design.
D.
LEARNING OUTCOMES (OBJECTIVES) OF THE FIELD

1.
Knowledge and Understanding
· An advanced systematic knowledge of the digital design process within the framework of the film and television industry

· A capacity to critically appraise a digital approach to set design 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 digital set design
· An understanding of the relationship between theory and practice in digital set design 
2.
Cognitive (thinking) Skills

· An ability to critically appraise current approaches to Digital Set Design in order to select the most appropriate design solution

· 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 practise 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 design brief, showing the creative and technological 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, processes and technologies appropriate to digital set design
· Information retrieval skills
· The development of a high standard of skill in the use of 2D and 3D software used in the digital set design industry.

· An ability to seamlessly integrate digitally generated content into live action film and TV footage.

4.
Key Skills

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

a. Communication Skills

· Communicate complex ideas both systematically and creatively, make sound judgements and impart their conclusions clearly to specialist and non specialist audiences
· Exercise initiative and personal responsibility in decision making in complex and unpredictable situations

b. Numeracy

· Collect, evaluate and present data in suitable formats
c. Information, Communication and Technology

· Demonstrate self-direction in finding and applying the various forms of information and technology relevant to the discipline to solve complex problems
· Have an in-depth understanding of 3D computer software and be able to create digital imagery for set design and related design solutions with confidence and professionalism
d. Teamwork

· Engage with a critical community of peers including reflection on their own and others’ practice 

· Contribute to a supportive learning environment with the intention of developing to a high level both of their own work and that of their peers
e. Independent Learning

· Demonstrate self-direction and originality in tackling and solving problems 

E. FIELD STRUCTURE

This field is part of the University’s Postgraduate Credit Framework (PCF).  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 Certificate is 60 credits, for a Postgraduate Diploma is 120 credits and a Masters degree is 180 credits.  The awards available are detailed in section A.  All students will be provided with the PCF regulations.

FIELD CONTENTS

The modules forming the field reflect the impact of digital imagery on production design for film and television and related environment design such as that for computer games and the internet. This type of imagery now extends beyond the realm of the large scale fantasy feature and is now used regularly not only to create entirely digital environments but also to extend or alter existing footage of physical sets or locations.

Students are initially taken through the fundamentals needed to produce this type of work which include a detailed knowledge of industry relevant 3D software.  This knowledge is then applied to detailed, carefully constructed briefs asking students to produce work ranging from the manipulation of an existing interior to the creation of an entirely digital set. The production pipeline (process of digital production from initial ideas to completed project) is examined and students are encouraged to explore the technology in order to create innovative and original designs.

As the modules in the latter part of the course are shared with MA Production Design for Film and TV students, both courses will benefit from exposure to the other’s work. This bringing together of production and post production is an entirely new approach and one that reflects the increased fusion of these two areas in the industry.

Students will also participate in the interdisciplinary module with other design students and will be offered the opportunity to attend the complimentary workshop in editing and to visit the various studios and industry related sites that Production Design students undertake. 

List of modules that contribute to the field:

	Module code
	Title
	Credits

	TSM 001
	Fundamentals of 3D CGI 
	15

	TSM 002
	Applications of CGI
	22.5

	TDM 003 
	Contemporary Drama
	15

	TDM 004
	Period Sci- Fi Drama
	22.5

	TDM 006
	Personal Project
	30

	TDM 007
	Major Project
	60

	IDM424
	Interdisciplinary Practice Research
	15


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 complex design projects with a direct connection to the film and television industry made with a programme of visiting lecturers who are all high level practitioners in the field. 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 showreel / portfolio development

· Group work

· Interdisciplinary collaboration
Although the major teaching and learning components of the course are the design projects, 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 most aspects of digital set design.
Fundamental to the teaching and learning strategies is the continuous development of each student’s showreel / portfolio.  The showreel / 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 / computer lab

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 / computer lab itself is the place for informal, peer-assisted learning.  The course studio operates, as in many design studios, on a flexible system where space is used by students when needed. This is combined with an area 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
Design 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 the design study is assessed.
Project briefs are devised in relation to the aims and outcomes defined in the overall module descriptor, with clear teaching and learning objectives. Each project outcome is normally assessed at 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. 

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 practitioners in the profession or have relevant specialist knowledge  and are chosen to suit the material and specialisations of a particular project brief, providing a range of varied input throughout the course. 
The members of the teaching team are responsible for carrying out the 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 debate 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, to be followed by written feedback and a mark. 

Induction courses and practical work

Students are provided with induction courses dealing with research skills and advising them how to access a range of resources, including the libraries, the Internet and Blackboard.  

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/lab.

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. 

Studio Visits  
Industrial experience is also introduced through visits to television and film studios and post production houses

Interdisciplinary collaboration

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


Teaching methods have been developed to relate directly to the industry. The emphasis is on mainly directed, student centred learning and projects and essays are used for assessment. The course programme is designed to develop a range of practical and academic skills through a progressively more complex and related series of modules.

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 describe the scope of the work, tutorial timetables and submission requirements. Throughout the course students are provided with written and verbal feedback.

Modes of assessment include:

Design project assessment – Design projects are defined by a brief and are usually assessed at 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. The assessment outcomes of the crit are subsequently recorded on an assessment form which includes written tutorial feedback, indication of achievement against set criteria and the project or module mark. Formative peer assessment is used throughout the projects.

Exhibition assessment – The major 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 not required to give a verbal presentation for their major project.

Showreel/Portfolio assessment –This development is only 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.

Seminar presentations – These test the understanding, synthesis and communication of research often gathered through independent study.

Essays – 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 showreel / portfolio of work demonstrating the necessary skills required which must include a good knowledge of relevant software packages. 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 showreel / 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

The MA Production Design for Film and TV course on which this course is based already has an established reputation within the film and television industries. Graduates from this course have gone on to work on a multitude of productions ranging from studio based programmes such as  Big Brother, Top Gear and Celebrity Fame Academy to drama productions such as Foyles War, New Tricks and LoveSoup. Features involving Kingston University graduates include Kenneth Branagh’s As You Like It, Charlie and the Chocolate Factory and Munich.  Contact with the industry is fundamental to both courses, with a range of professional designers from both production and post production contributing to the teaching throughout the programme, 

Visits to post production houses are arranged during the course which provide students with the opportunity to meet possible future employers. Visits are also made to BBC Television Centre, Shepperton or Pinewood Studios, Film and Television locations.
The UK has a very healthy post production industry with London being home to some of the largest post production houses in Europe. Companies such as Double Negative, Framestore CFC, The Moving Picture Company, Cinesite and The Mill are potential employers for graduates from this programme.

K.
INDICATORS OF QUALITY

· All staff are professionally active and/or 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 from the MA Production Design for Film and TV course have consistently indicated work of a high level. This is reflected in the high level of graduate employment

· Industrial links:  The course benefits from a wide network of practising designers who have organised production visits, donated reference material or their own time in the past. Links have already been established with leading post production houses Double Negative and Framestore CFC.

· Research and consultancy and staff links with industry 
· The field is contained within the School of 3DD which has a high reputation for quality and graduate employment. 

L. APPROVED VARIANTS FROM THE PCF

None.
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Mapping of Field Learning Outcomes

	Field Learning Outcomes
	TSM001
	 TSM002
	TDM003
	TDM004
	TDM006
	TDM007
	IDM424

	Knowledge and Understanding

	An advanced systematic knowledge of the digital design process within the framework of the film and television industry
	F  
	F S
	F S
	F S
	F S
	F S
	

	A capacity to critically appraise a digital approach to set design in order to select the most appropriate design solution
	F 
	F S
	F S
	F S
	F S
	F S
	

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

	A knowledge of the practices and ideas current in digital set design
	F
	F S
	F S
	F S
	F S
	F S
	

	An understanding of the relationship between theory and practice in digital set design 
	F S
	F  S
	F S
	F S
	F S
	F S
	

	Cognitive (thinking) Skills

	An ability to critically appraise current approaches to Digital Set Design in order to select the most appropriate design solution
	F
	F S
	F S
	F S
	F S
	F S
	

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

	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
	F S
	F S
	F S
	F S
	F S
	F S
	

	The ability to undertake, at the appropriate level, independent and sustained research, analysis and creative evaluation of history, theory and/or practice
	
	F 
	F S
	F S
	F S
	F S
	 S

	Practical Skills

	An individual and confident response to the demands of a design brief, showing the creative and technological skills necessary to realise a viable solution
	F S
	F S
	F S
	F S
	F S
	F S
	

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

	An understanding of new methods, processes and technologies appropriate to digital set design
	F S
	F S
	F S
	F S
	F S
	F S
	

	Information retrieval skills
	F S
	 F S
	F S
	F S
	F S
	F S
	 S

	The development of a high standard of skill in the use of 2D and 3D software used in the digital set design industry
	F S
	F S
	F S
	F S
	F S
	F S
	

	An ability to seamlessly integrate digitally generated content into live action film and TV footage
	F S
	F S
	F S
	F S
	F S
	F S
	

	Key Skills

	Communication Skills

	Communicate complex ideas both systematically and creatively, make sound judgements and impart their conclusions clearly to specialist and non specialist audiences
	S
	S
	 S
	 S
	S
	S
	S

	Exercise initiative and personal responsibility in decision making in complex and unpredictable situations
	
	F S
	F S
	F S
	F S
	F S
	

	Numeracy

	Collect, evaluate and present data in suitable formats
	F S
	F S
	F S
	F S
	F S
	F S
	F S

	Information, Communication and Technology

	Demonstrate self direction in finding and applying the various forms of information and technology relevant to the discipline to solve complex problems
	F S
	F S
	F S
	F S
	F S
	F S
	 S

	Have an in-depth understanding of 3D computer software and be able to create digital imagery for set design and related design solutions with confidence and professionalism
	FS
	FS
	FS
	FS
	FS
	FS
	F

	Teamwork

	Engage with a critical community of peers including reflection on their own and others practice. 
	F S
	F S
	F S
	F S
	F S
	F S
	F 

	Contribute to a supportive learning environment with the intention of developing to a high level both their own work and that of their peers
	F S
	F S
	F S
	F S
	F S
	F S
	F 

	Independent Learning

	Demonstrate self direction and originality in tackling and solving problems 
	F S
	F S
	F S
	F S
	F S
	F S
	 S


Major Project


TDM 007


	60





Contemporary Drama


TDM 003


	15





Interdisciplinary Research Module


IDM 424		15





Application of CGI


TSM 002


	22.5





Personal Project


TDM 006


	30





Fundamentals of 3D CGI


TSM 001


	15





Period Sci-Fi Drama


TDM 004


	22.5





PG Dip


120 credits





120 pts








MA


180 credits
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