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Introduction
Your Programme Handbook
The purpose of this Handbook is to introduce you to your programme of study and to direct
you to other general information about studying at SAE Institute and Middlesex University.
The material in this document is as accurate as possible at the date of production; however,
you will be informed of any major changes in a timely manner.
Your comments on any improvements to this handbook are welcome. Please put them in
writing (an email will suffice) with the name of the Programme Handbook to the Directorate
of Academic and Student Services at registry_EU@sae.edu.
Information in Alternative Formats
This handbook can be found online on the student portal: https://campusonline.uk.sae.edu/
If you have a disability which makes reading this handbook or navigating our website difficult
and you would like to receive information in an alternative format, please contact your
Academic Coordinator.
We can supply sections from this publication as:
•
•
•
•

A Word document with enlarged type — sent by email or supplied on a CD or
memory stick;
Printed copy on non-white paper;
Printed copy with enlarged type;
Braille.

Other formats may be possible. We will do our best to respond promptly. To help us, please
be as specific as you can about the information you require and include details of your
disability.

The SAE Institute Quality Manual & Regulations
This handbook should be read in conjunction with The SAE Institute Quality Manual,
available online at http://www.sae.edu/gbr/sae-regulations.
The SAE Institute Quality Manual forms the framework for the provision and maintenance of
academic quality and standards for all programmes offered by SAE Institutes in Europe, at
all campuses offering SAE Institute programmes or awards, including Licensed operations,
and at all campuses providing collaborative programmes or operations with Middlesex
University. Local regulations may also be taken into consideration.
Further regulations are available from Middlesex University’s website:
http://www.mdx.ac.uk/regulations. Those regulations apply in cases where SAE Institute’s
regulations do not apply or have been fully exhausted.
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Welcome to SAE Institute!
SAE Institute was founded in 1976 by Tom Misner in Sydney, Australia offering postsecondary courses in audio engineering and has grown to become the world’s largest
practical creative media educator, currently with over 30 campuses in approximately 20
countries and an expanded course portfolio in creative media technologies with a strong
tradition of practical application and industry recognition.
One of the world’s leading creative media institutions, SAE builds on a proud tradition of
exceptional post-secondary education spanning 51 campuses in 25 countries.
Thanks to our distinct model of hands-on learning and strong focus on industry and global
engagement, many of our students have gone on to enrich the world with their creative
talents winning Oscars, Grammys, BAFTAS and becoming digital entrepreneurs.
With a commitment to preparing the next generation of creative workers our courses are
industry-focused, practice-based and taught by a specialist community of leading
practitioners.
Our state-of-the-art campuses are located in the thriving digital hubs of London, Liverpool,
Oxford and Glasgow, inspiring students to not only work in but also to shape creative
industries worldwide.
SAE Institute is a member of Study UK and a listed body on the register of the Department
for Business, Innovation & Skills. From 2018, SAE Institute UK has been registered with the
Office for Students in the approved (fee cap) category. SAE Institute is the trading name of
SAE Education Ltd.
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Welcome from the Dean of SAE Institute UK
I warmly welcome you as you continue your education here
at SAE Institute.
Ahead of you is a programme consisting of knowledge,
challenge and experience. During your time in the programme, I
encourage you to actively participate in every opportunity and
challenge yourself to push your limits. Discuss and debate ideas
both in class and outside. Strive to learn more than what is
written, spoken or given. Always remember that knowledge is
not just transferred, it is acquired.
During your time in the degree programme at SAE Institute you will develop your skills, talent
and career, and also form friendships and discover working relationships.
With the qualified and skilled staff, well equipped facilities and carefully crafted curricula, I
assure you of an invaluable educational experience during your time at SAE Institute. You
will engage in research whilst also learning advanced practical skills and techniques in your
chosen programme of study and hands on experience in juggling many projects and
deadlines.
I encourage you to take advantage of every opportunity so that at the end of your time as a
student here, you should be able to proudly say that you worked hard and earned your
degree.
Thank you for choosing SAE. I wish you an exciting, challenging and rewarding time with the
Institute and the very best in your future.
Saad Qureshi
Dean UK, SAE Institute
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Introduction to Middlesex University
Although you will enrol at and attend SAE Institute the BA/BSc (Hons) Visual Effects and
Animation programme is validated by Middlesex University and therefore you are a student
of both. Within Middlesex University the programme is part of the School of Media and
Performing arts.
Being a student with Middlesex means the following:
•
•
•
•
•

If you successfully complete the programme you will receive the Middlesex
qualification of BA (Hons) or BSc (Hons) Visual Effects and Animation;
You may attend the appropriate Middlesex graduation ceremony;
You do not receive a Middlesex ID card but your own SAE Institute ID may mention
the University;
You are not a member of the Middlesex University Students’ Union;
Where SAE Institute’s regulations do not apply or have been fully exhausted, the
programme you are enrolled on abides by Middlesex University Regulations which
are available online at: http://www.mdx.ac.uk/about-us/policies/university-regulations.

This list is not exhaustive and therefore please contact your Academic Coordinator if you
have any questions about your entitlements as a Middlesex student.
Appeals
Please note that SAE Institute uses its own regulations for handling student appeals; A07
Academic Grievance Policy and G05 Non-Academic Grievance Policy. More information
about the appeal process is available in a later chapter of this document.
Academic Misconduct
Please note that SAE Institute uses its own regulations for handling academic misconduct.
More information about Academic Honesty is available from A03 Academic Honesty Policy
on your student portal or on our website.
Other Documents
The following are also important documents which relate to the academic relationship
between SAE Institute and Middlesex University:
The Memorandum of Cooperation
This is the formal agreement between Middlesex University and SAE Institute on
the delivery of the Programme. The Memorandum, among other things, sets out
the responsibilities of both SAE Institute and Middlesex University. In brief these
include: Insert an outline of the responsibilities of each partner as per the MoC.
This does not need to be a full list, just points of relevance to students (e.g.
access to facilities at Middlesex, link tutor attendance at Boards of study,
arrangements for appeals and complaints, etc.).
Quality Assurance Agency for Higher Education (QAA) UK Quality Code
The QAA is an independent agency appointed by the UK Government to be
responsible for upholding the academic quality and standards of all universities
and colleges in the UK. The QAA produce the UK Quality Code which outlines
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the key expectations placed on all UK Higher Education providers. There is a
specific chapter on how institutions should manage partnership arrangements,
such as the programme you are now enrolled on.
The QAA also review higher education providers (including Middlesex) to ensure
that it is operating in line with the Quality Code and providing the best academic
experience for its students. You can also learn more about Quality Assurance
from watching two short videos designed specifically for students in Higher
Education, which are available on line at: http://www.qaa.ac.uk/quality-code.

Academic Calendar
You are allocated to timetabled lectures, labs, seminars, and workshops based upon
your module registrations. If your timetable is incomplete or if you have any queries
about your timetable then please contact your Programme Coordinator.
Unlike most universities, SAE Institute normally offers degree course intakes more than
once in each calendar year. These dates vary from one Degree Centre to another and
may be influenced by demand and local resources. Information regarding course
schedules, class times and other important events is provided at each Centre and
Campus Academic Coordinators can be consulted for clarification. For students wishing
to transfer between colleges, details regarding the schedules at the branch to which you
wish to transfer can be obtained from your local administration department who will also
advise you of the most suitable timing for your transfer.
SAE UK terms for the academic year 2019/20 will run as follows:
•
•
•

19T3: 9 September 2019 to 10 January 2020 (incl. campus closure)
20T1: 13 January to 1 May 2020
20T2: 5 May to 6 September 2020 (incl. campus closure)

For a copy of your full academic calendar, please go to our website at:
http://www.sae.edu/gbr/term-dates
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Part One: Programme Details
Your Programme
The BA/BSc (Hons) Visual Effects and Animation is validated and awarded by Middlesex
University. This means that students successfully completing all modules of their
selected programme will receive a Middlesex University degree certificate and may, if
they wish, attend the appropriate Middlesex University graduation ceremony. Students
enrol as students of SAE Institute and, once their enrolment has been confirmed, they
are registered with the University by the relevant SAE administrative department.
If you do not complete the full programme you may be given a Diploma Supplement
recording any individual modules that were completed, and in some cases exit awards of
the Certificate of Higher Education or Diploma of Higher Education may be made where
the requirements for the award have been met.
Details on the course layout and delivery mode can be seen below:
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Further details about the programme and modules can be found in the programme
specifications and module narratives. Please note that the 180 credits for the SAE
Diploma will only be awarded to students who successfully complete a programme
validated by Middlesex University following the SAE Diploma.
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Your Modules
From the serenity of an Elven forest to an explosive planetary invasion, visual effects are
at the core of the movie industry. From blockbuster movies to high-impact commercials
and interactive video games, visual effects artists are now embedded across all kinds of
projects, working to shape the visual language of entire media works. In the UK, the
visual effects sector continues to evolve and grow.
From modelling to 3D animation and motion capture, you’ll learn the critical hands-on
elements and processes needed to tell a story and release your ideas from the page.
You will learn how to analyse and design images and animations for a range of
professional contexts. We place a strong emphasis on equipping you with the tools you’ll
need to manipulate your creations, and you’ll gain an understanding of critical preproduction planning processes. You’ll also explore how lighting, rendering and visual
language combine to bring visual effects to life.
A full in depth breakdown of the modules you will be expected to complete can be found
on our website: https://www.sae.edu/gbr/visual-effects-and-animation.
Please check electives lists on each of our individual campuses pages as local
availability may vary. Please speak with your Academic Coordinator or faculty
members for further information on which electives run on your campus.
Please be advised that in those programmes where both BA and BSc awards are
available, the distinction between BA and BSc is determined by the orientation of the
final major project (modules CMN6301 and CMN6302).
During the development of your major project proposal, your preference for BA or BSc
will be explored, and you will be offered tutorial guidance about specific BA or BSc
issues when planning the work you will submit for assessment. Up to the point when
your Major Project Proposal is formally approved, you may request to change your
intended award from BA to BSc or vice versa; any such request is subject to approval by
your appointed supervisor and the Academic Coordinator.
Your Major Project Proposal must contain a convincing justification of the creative,
artistic elements that is appropriate for a BA and technological, or the technical and
scientific elements in the final project that is appropriate for a BSc. Guidance about this
is given in tutorials prior to submission of the Major Project Proposal.
Should an unsuccessful attempt be made at level 6 on CMN6301 or CMN6302, you may
be eligible to exit the course with a Bachelors degree. This will be without Honours, and
at the ultimate discretion of your Academic Coordinator. Please note that you must aim
to complete the programme you have enrolled on, and engagement with the Major
Project with a genuine intention to complete is a requirement of both SAE and Middlesex
University. If it is deemed that you are not making sufficient academic progress, this may
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lead to a review of your enrolment status on the course.

Quality Assurance
How your Programme is Quality Assured
You may have not heard the terms 'quality assurance', 'academic quality', 'academic
standards' before and now you have you may think they have nothing to do with you,
however these terms are important to you and your programme. The below definitions
explain why:
'Quality' refers to how well SAE Institute and Middlesex support you in your
learning and covers the following areas: the teaching, the support available, the
resources available, and how you are assessed.
'Standards' refers to the level of achievement you need to succeed on your
course and get your qualification. Standards should not vary from one higher
education provider to another.
Having both quality and standards means that you and everyone else can have
confidence in your degree and your education.
Quality assurance is therefore mainly about maintaining standards and ensuring you
have the best possible experience at SAE Institute. Middlesex University has a range of
quality assurance processes and procedures (please see their LQEH here) which include
the following:
●
●
●
●
●
●

Institutional Approval – This is the process that confirms whether Middlesex
University will enter a partnership.
Programme approval and validation –The process a programme must go
through before it can run.
Collaborative review – A process which looks at programmes every 6 years to
see how they have been running.
Annual monitoring – How the University reviews how programmes are doing
every year.
External Examining – Independent moderators who help ensure academic
standards are being met but are also comparable nationally.
Student feedback and representation – This includes student surveys, Boards of
Study and student representation.

Further information on quality assurance and enhancement can be found here:
http://www.sae.edu/gbr/quality-assurance
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Your Programme Team
Campus Directors
Glasgow:
Tommy Wylie (t.wylie@sae.edu)
Liverpool:
Michael Carroll (m.carroll@sae.edu)
London:
Nathan Loughran (n.loughran@sae.edu)
Oxford:
Richard Peirson (r.peirson@sae.edu)
Academic Coordinators
Glasgow:
Dan Ashman (d.ashman@sae.edu)
Liverpool:
Kate Corbin (k.corbin@sae.edu)
London:
Robert Finder (r.finder@sae.edu)
Oxford:
Dean McCarthy (d.mccarthy@sae.edu)
For further information on the names of teaching staff in each campus and their profiles,
please visit http://www.sae.edu/gbr/staff.

Learning, Teaching and Assessment
The learning, teaching and assessment approaches used throughout your programme
will encourage you to be actively involved in your learning and to cooperate with other
students. We aim to give you prompt feedback on your learning as well as opportunities
to reflect upon and learn from that feedback.
Learning and Teaching Methods
You will be actively involved in a range of learning, teaching and assessment
approaches as part of the BA/BSc (Hons) Visual Effects and Animation such active
approaches aim to put you at the centre of your learning so you are involved and
engaged in all aspects of your assessment and learning. Your programme will require
your active participation in learning activities and engagement with your fellow students
both individually and collaboratively, working and learning with other students as part of
a small group. Learning activities may also occur both within and outside the classroom.
Your learning will also be supported by technology. Increasingly your tutors will be using
existing and emerging learning technologies to engage you in e-learning activities. Your
programme may be facilitated using a variety of media and online tools that will allow you
flexible access to a diverse range of online resources and learning materials. Your
lecturers will provide any support you may need whilst learning online.
By engaging with e-learning you will also be developing skills which are essential for
your learning and are also highly valued by employers. These include but are not limited
to: working flexibly, communication, understanding of IT, team working and creating
shared understandings based on quality resources and access to global expertise.

Coursework
Types of coursework include:
•

Written coursework: essays, exercises, technical logbooks, projects, dissertations,
portfolios of written work, in-class tests, exams, etc.
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Practical coursework: recordings, short films, websites, games, etc.
Other coursework: presentations, viva voce, performances, exhibitions etc.
Online activities: through the VLE

Handing in Coursework
Deadlines for submission of coursework will be published within each module site on the
Virtual Learning Environment. All written work should include the correct cover page,
giving the necessary information, and all files should follow the guidance for correct
nomenclature. For further details, please see the Submission & Formatting Guidelines
available on the VLE.
SAE Institute requires all students to submit coursework via the relevant module site on
the Virtual Learning Environment, either directly to the site (for most written work) or
through a Dropbox system (most media and practical work). You will be shown how to
submit coursework on the VLE during induction. Do not give written assessed
coursework directly to your tutor; coursework will not be accepted when submitted via email, in person to the lecturer by any other means than those specified here.
Submitting Assignments in Hard Copy
If there are technical problems with the Virtual Learning Environment, you may in special
circumstances be notified by your Academic Coordinator that hard copy submissions will
be accepted.
A ‘Cover Sheet for Coursework’ form must be completed and you will be given a receipt
of submission. The following information must be CLEARLY PRINTED on the front cover
sheet of the coursework:
•
•
•
•
•

Student Name and Student Number
Intake
Module Number and Module Name
Assignment Name
Date of Submission

Faculty will not allow any amendments (including additional pages) to the coursework
once it has been submitted. Students are advised to take a copy of all their work prior to
submission. SAE will not return coursework to the student to be changed under any
circumstances. The coursework must be complete and final at the time of submission.
Please note that coursework of students with financial holds will be accepted, but not be
graded until any outstanding fees have been settled.
You should ALWAYS keep copies of all your work (on personal data storage devices or
online), especially assignment work for submission. This is to mitigate against the risk of
file loss, file corruption, or other problems, and is necessary for your own protection.
Software and hardware failures that are not the responsibility of SAE are not accepted as
extenuating circumstances for assessment submission.
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Deadlines
It is important to meet deadlines for submitting coursework. The due dates will be confirmed
no later than the first week of the module. Sometimes deadlines from different modules will
come at the same time, and it is important to plan your workload to meet these deadlines.
Coursework must be submitted on the Virtual Learning Environment no later than 6:00pm on
the stipulated due date.
Deferral of assessment of coursework is possible, but you should ensure that you are aware
of the possible consequences of doing this. For more information see ‘Deferral of
Assessment’ in this section.
Working in Groups and Teamwork
The ability to work in a team is an important skill for your future careers. And yet, even some
of the brightest students dread assessment work that has to be completed in teams.
Students feel that it is difficult to find a time when everyone is available to meet or that not all
team-members put in the same amount of effort.
However, when managed successfully, group work can be, in fact, a highly effective,
enjoyable and irreplaceable way of learning new ideas, testing your knowledge and
producing high quality assignments.
During your programme of study at SAE Institute you will invariably have some assessment
tasks that you will need to complete in groups and the following guidelines should be useful:
•
•
•
•

•

Choose your group carefully and develop an understanding of the different
learning styles and personality of your colleagues in the team.
Working with people who share your views, like your friends, may not be the best
way to gain a variety of perspectives and ideas.
Assign specific roles to each team member such as team-leader, timekeeper,
note-taker and so on.
Consider a formalised structure for team meetings where a member of the team
takes minutes and documents the outcomes of each meeting – including tasks to
be completed and a specified timescale.
Develop an understanding and appreciation of cultural differences. You have
been provided with an opportunity to work with students from a wide range of
countries in a rich diverse environment – use this opportunity to enhance your
learning.

Assessments and Results
New students often ask: ‘How do I pass my modules?’ To do this you must complete all
specified assessments to the minimum standard required. You will be assessed by various
methods throughout your programme of study. Some modules are assessed by coursework
only, some by examination and some by a mixture of both.
Details of assessment tasks along with the grading scheme and requirements for submission
of work are given in your Module Assessment Guidelines/Brief.
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Many modules require all assessment components to be passed. At the beginning of
each module you should ensure that you have a written statement of the assessment
requirements from the lecturer, in the module narrative.
You will get feedback on your performance in your assessed work. You may see your
lecturer about feedback on your coursework, and it will be published in our Virtual
Learning Environment.
If you are unable to submit a coursework by its due date or attend a scheduled or re-sit
examination, you should contact the Academic Coordinator or Programme Coordinator
as soon as possible to apply for a deferral.
Grading System
SAE Institute uses Middlesex University’s 1-20 grading scale with 1 being the highest
mark and 20 being the lowest. A grade of 16 is the minimum required to achieve a pass.
Full details are available at www.mdx.ac.uk/regulations.
The numerical grades (20-Point Scale) are detailed on the table below:

For level 4 modules (1st year of an Honours degree, which do not contribute to determine the class of
honours degree) the grade Y (ungraded pass) may be used
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In addition, the following administrative grades are used:

Publication of Results
Module results will normally be published via the Virtual Learning Environment. If any results
are still provisional then they will be clearly labelled as such. Final qualification results will be
published following the Assessment Boards, held three times a year (see Academic Policy
A09).
If you experience any problems with accessing your results, you should contact your
Programme Coordinator or Academic Coordinator. Note that we are not able to provide
results over the telephone, or to assist students with ‘Financial Holds’.

Academic Misconduct and Plagiarism
It is important that you are aware of what constitutes academic misconduct. The following
are some examples but note that this is not an exhaustive list:
a.
b.
c.
d.
e.
f.
g.
h.
i.

Breaking of the Examination Room rules;
Obtaining or trying to obtain access to the examination papers prior to the exam;
Failure to comply with instructions from the Invigilators;
Behaviour of a manner likely to prejudice the chances of other candidate(s);
Plagiarism, including self-plagiarism;
Fraudulent reporting of source materials;
Fraudulent reporting of experimental results, research or other investigative work;
Colluding with others in the preparation or production of submitted work;
The use or attempted use, of ghost-writing services for any part of assessment.
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SAE Institute takes any case of Academic Misconduct seriously and you will face a penalty if
found guilty regardless of whether it was unintentional or a first offence. We advise you to
read policy A03 Academic Honesty carefully: http://www.sae.edu/gbr/sae-regulations
Plagiarism is the presentation by a student, as his or her own work, of a body of material
(written, visual or oral), which is wholly or partly the work of another. In fact, plagiarism
extends to cover one’s own work previously assessed or published, which is also required to
be properly referenced. Taking unfair advantage over other authors, students or oneself in
this way is considered by SAE to be a serious offence. SAE Institute will take serious action
against any student who plagiarises whether through negligence, foolishness or deliberate
intent. Make sure written material, ideas, theories, formulae, etc. are acknowledged through
the use of quotation marks, references and bibliographies.
Information on the correct way of acknowledging work from other sources is available from
the campus Virtual Learning Environment.
Often it is an innocent mistake; a misunderstanding about what constitutes plagiarism or
incorrect referencing. Sometimes, however, students are caught just plain cheating. Whether
you deliberately cheated or accidentally failed to properly acknowledge the work of another,
the penalty is the same.
By not acknowledging other people’s work, you give yourself an unfair advantage over other
students. SAE Institute has sophisticated technology (Turnitin) that will catch plagiarised
work, so by doing it you may seriously affect the outcome of your degree.

Re-Assessment
If you do not pass a module at the first attempt, you are eligible for re-assessment once.
You will find the following codes in your grades overview :
RE - Resit examination
RC - Resit coursework
RA - Resit all components
RO - Resit other
Re-assessment must take place at the next available opportunity for assessment. A date will
also be added alongside these codes showing when the assessment should take place.
The deadlines for re-assessed coursework will be given to you by the Programme
Coordinator and will normally be on or before the deadlines mentioned in the academic
calendar. You may have to re-submit your coursework or complete a new assignment.
Contact your Programme Coordinator for information about this.
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Extenuating Circumstances
Students who wish the Assessment Panel / Board to take account of extenuating
circumstances (including health and other problems) which have affected their performance
must bring them to the attention of the Assessment Board by informing their Academic
Coordinator in writing prior to an assessment deadline by completing the online extenuating
circumstances form available under Policy/Key Forms on AXIS. This notification must be
accompanied, where appropriate, by documentary evidence (e.g. a medical certificate). This
should be presented as soon as possible and before the date of final assessments. Any such
information will be treated confidentially.
Please note that reasons for Extenuating Circumstances are unforeseen circumstances such
as ill health supported with a medical certificate, loss of accommodation or family
bereavement.
Extenuating circumstances will not include:
a)
b)
c)
d)
e)

proximity or number of examinations or other assessments;
pressure of work;
misreading of examination timetables;
poor time management;
scheduling of holidays or time abroad.

Deferral of Assessment
You must seek permission to defer part of the assessment in a module or the whole module
to the next available opportunity, as shown on your student record. This can only be granted
in exceptional circumstances and only when a reassessment opportunity will be available at
a future point. To obtain a deferral, you must apply to the Academic Coordinator in writing,
completing the online Deferral Form and submitting the relevant supporting documentation,
e.g. medical certificates.
The deadline for applying for a deferral is within two weeks of the date of the missed
assessment. Processing of a deferral may take a maximum of 10 working days and the
student will be informed by email once a decision has been made.
A deferral is denoted by a grade ‘I’, followed by a code to show which part of the assessment
is deferred:
DE - Deferred examination
DA - Deferred all
DC - Deferred coursework
DO - Deferred other
Students must take care in deciding to defer modules: if you are on an Honours degree
programme you may be moved to an Ordinary degree track until you catch up. You will not
be permitted to progress as a full- time student, if you fall more than 30 credit points behind
the normal rate of progress. Please note that moving to part-time mode may have funding
implications and you are advised to contact your funding agency for details.
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Deferred examinations must be taken at the next available assessment opportunity and
deferred coursework must be completed and handed in on or before the next final
coursework deadline. Failure to do so will result in failure in that assessment.
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Part Two - Resources and Student Support
Student Voice: Your Feedback
SAE Institute values the importance of the student voice and student feedback within
the programme of study and always seeks to respond to student feedback in a positive
and timely fashion.
From time to time SAE Institute will distribute surveys to elicit your views on the quality
of the services offered by SAE Institute and your student experience on areas other
than your programme of study. These surveys will be completely anonymous. We will
try not to send you too many surveys, but if you do receive one then please remember
that your responses do count and they do make a difference feedback can also be
given by the class appointed student representatives.

End-of-Trimester Programme Feedback Survey
Module feedback surveys are conducted towards the end of each trimester. These
surveys are completely anonymous, and seeks your views on your programme
experience including comments on the teaching and learning environment at SAE,
organisation and management of the programme, academic support, learning
resources and your personal development. You can expect to receive updates on any
issues that have been identified and the measures taken to resolve any problems.
Programme feedback survey results will be an item for discussion during Boards of
Study and will, where necessary, be reported upon during the quality/annual
monitoring process. The whole feedback process will also be reviewed on a regular
basis, to ensure that it is effective in helping provide a good quality experience for
students.

Boards of Study
The Boards of Study are one of the main formal channels of communication between
staff and students. They are a forum in which students (through the class appointed
student representative) and staff can constructively discuss areas of good practice as
well as areas needing improvement, with the collective aim of enhancing the student
experience. Students and Staff should both be given assurances they will not be
penalised for raising issues at a Board of Study.
Boards of Study occur each trimester, typically in week 7, and your class appointed
Student Representative will ask for programme feedback from you to report to staff at
the meeting. You will also be given feedback from both staff and the class appointed
Student Representative on the outcomes of the feedback.
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The dates of the Boards of Study for 2019/20 are:
•
•
•

19T3: 21-25 October
20T1: 24-28 February
20T2: 15-19 June

Minutes and actions from previous Boards of Study should be made available to you
through Campus Online. Further guidance on the Board of Studies can be found here:
http://www.sae.edu/gbr/student-voice.

Becoming a Student Representative
A Student Representative is an elected member of a class who represents their fellow
students in dealings with SAE. The Student Representative is an intermediary between
students and staff.
We have Student Representatives in order to make communication between the staff and
the student body as easy as possible.
Student Representatives are democratically elected by their class. This is done by the
students but facilitated by the Student Experience Team. Once elected, a Student
Representative may elect a deputy representative to fill in for them if they cannot make a
meeting.
Individual students can choose to speak with staff members directly. Sometimes, however,
they may prefer to explain their concerns to their Student Representative, and have the
Student Representative pass this on to the relevant staff member. As Student
Representatives will be called in to regular meetings, this also provides more structured
opportunities to give feedback.
As a representative you can receive a certificate that recognises your representational
achievement. For the certificate you will have to attend the pass the online training
sessions and be present at the Board of Studies each term. This is a great opportunity and
will add value to your CV. Please speak to your Programme Coordinator for more
information.

Lead Student Representative
Each campus has a lead Student Representative who can be nominated from the current
Student Representatives or be a standard student. The lead Student Representative holds
a more substantial role and will support SAE in a number of endeavours, including, but not
limited to;
•
•
•
•

Input regarding new policies and strategies;
Input on managerial decisions when required, both regional and nationally;
Supporting new initiatives to improve student experience;
Assisting SAE in procedure, such as complaints.
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The lead Student Representative will also hold the same responsibilities as a standard
Student Representative.
How We Consider Your Feedback
The feedback you give through your student reps, through surveys and at Boards of Study
meetings plays an important part in reviewing the programme during and at the end of the
academic year. Some of the changes we have made to the programme have been a result
of student feedback. Should you like to find out more about these, please contact the
Academic Coordinator.

The Student Protection Plan
One of the Middlesex University core values is ‘We put students first’. We have a
regulatory framework to support student continuation of study. The Student Protection Plan
covers an assessment of the range of risks to the continuation of study for our
students, and the measures put in place to mitigate those risks, arrangements for refund
and compensation. Full details of the Student Protection Plan are available here.

Learning Resources, IT and Library
Learning resources will vary slightly from one SAE Institute to another. However, SAE
policy is to support theoretical tuition with a substantial practical component and, in serving
this purpose, to provide and maintain technical resources akin to those found in the
relevant industries. In this regard, SAE is a forerunner. For practical tuition and project
development, students in all disciplines have access to a wide variety of industry-standard
formats, studios, recording, capturing, editing and mixing technologies and computer
software.
At programme commencement, you will be given comprehensive guidelines regarding the
access that you have to the learning resources at your chosen Degree Centre. Online
resources are available across all campuses for access to technical information, journal
articles etc. E-learning material will increasingly be made available, including the following
(correct at time of printing):
•
•
•
•
•

AES E-library
ACM Digital Library
JSTOR
ProQuest
Ebook Central

For further information regarding online learning resources, see the Library & Learning
Centre site on the Virtual Learning Environment, or look for details in the Campus Guide.
Under the terms of the current Memorandum of Understanding, SAE students do not gain
access to resources on Middlesex University campuses.
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Virtual Learning Environment (VLE)
Each module that you take at SAE will be supported by a VLE course site. Currently, SAE
uses Moodle as a VLE. These sites will have a range of learning materials developed by
programme lecturers, as well as links to important external learning resources; information
on assignment requirements and deadlines; and much more.
To access the VLE, please go to https://campusonline.uk.sae.edu and sign in using your
student account.
Email
Every SAE UK student is issued with an email account, hosted through Gmail, upon
enrolment. This account, based on your student number, will be the primary method used
by SAE to contact you on a daily basis. It is essential that you check your email regularly,
at a minimum once per day, as otherwise you may miss important communications or
information relating to your programme, extra-curricular and special events, job
opportunities, and anything else that SAE will contact you with regards to.
Full information on how to access and begin using your student email will be given during
induction; if you have any queries, please contact the Student Experience Officer at your
campus.
Your SAE email is subject to your student status. You will have access to your email
throughout your studies at SAE and upon graduation as an alumni, however, if you
withdraw, defer or suspend your studies you will lose access to your account.
Learner Development
Your campus, at their own discretion, may organise any additional extra curricular activities
or assistance. For example, assistance with academic writing (essay writing, presentations,
referencing), numeracy skills, etc., on a one-to-one or group basis.
In
some
circumstances, students may be required to attend these seminars as part of their
conditional or probationary enrolment terms.
Lost Item and Replacement Charges
Responsibility for a borrowed item is on the person who checked it out from the library.
Even if the item is then passed on to somebody else, it is the staff member or student in
whose name the item has been borrowed who retains responsibility.
A record is kept of the condition of all library items. If a student borrows an item, and
returns it with damage, they may be asked to replace the item (depending on the severity
of the damage). In this case they may keep the damaged item, once a new one has been
provided. Damage will be judged by the librarian.
If an item has been lost, the student must replace it.
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Student Support
Although you are expected to be independent and to take responsibility for your own
academic and personal life, there is still a lot of help available to support you throughout
your programme.
Your lecturers will direct your studies and ensure that you know what work you need to
cover in any given module. Seek advice from academic staff either during their office hours
or by email or telephone.
In addition to lectures and seminars, students may book individual or group tutorials with
their lecturer, supervisor/tutor, Programme Coordinator or Academic Coordinator.
Student Experience Team
The Student Experience Officers can assist you with any administrative queries, including,
but not limited to, your enrolment, status confirmation letters, and your tuition
fees.
They can also offer you advice, support and information on a wide range of non-academic
issues including finance, disability, issues relating to your general welfare and support.
Help with assignments can also be obtained from the local Student Experience Officers
who would normally be the first point of contact for student support.
To find out the contact details for your local Student Experience Officer, please visit:
http://www.sae.edu/gbr/student-voice
Academic Coordinator and Programme Coordinators
For all academic matters, the first point of call would be your Academic Coordinator or your
Programme Coordinator. In addition, you may also have student support services available.
The Dean
The Dean has academic responsibility for a designated group of SAE Campuses and
Degree Centres. They have responsibility to ensure that there is regulatory compliance,
consistency in high-level academic course standards and comparable high quality student
experience between the designated SAE Campuses and Degree Centres, with particular
accountability for programs delivered in partnership with Middlesex University (MU). You
can find their contact details in this Handbook, and can contact them directly if your query
cannot be resolved at campus level.
International Student Support
SAE Institute is aware that students from overseas countries at any of its Degree
Centres need additional support. This is the responsibility of Campus Managers and
Academic Coordinators.
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If you are studying in the UK on a Tier 4 study visa, you have the following
responsibilities:
•
•
•
•
•
•

To study full time (apart from during the end of module study breaks, and
during the Winter and Summer breaks);
To inform us immediately if you will be absent from your classes for any reason;
To maintain contact with us, and tell us immediately if you change your address
or contact details;
To do no paid work;
Some students may be required to register at a police station. If this is the case
for you, it will say on your visa;
To leave the UK when your visa expires.

Please see your induction notes for more detailed information. If you have any
questions, please contact Gina Caprio, Recruitment Manager, g.caprio@sae.edu.

Campus Guides
Guides to each of the four campuses that make up SAE UK can be found online here.
These guides provide lots of useful information on all aspects of living and studying in the
local area. They cover information on travel, things to do in the city, wellbeing activities
relating to health and fitness, places to eat and drink, places to go out, SAE student
discounts, student support, Disabled Students’ Allowance, bills (water, gas, electricity, wi-fi
and council tax), GP and dentist registration, and vaccinations.

Student Wellbeing
Wellbeing Resources
Every SAE Institute campus has a Student Experience Officer who is there to provide you
with student support, helping you with academic and financial issues as well as being
someone to turn and talk to if you need it. The Student Experience Team have links with
local medical professional services and can support you in finding the right help.
A comprehensive list of wellbeing resources and toolkits are available online via the Virtual
Learning Environment.
Please note that the mental health support services we provide should not be a substitute
for seeking professional medical advice. If you are in immediate danger please contact 999
- the UK emergency services. If you feel you need to speak to a medical professional then
notify a member of the Student Experience Team as soon as possible and we will help you
find the appropriate medical help.
Disability Support Service
SAE Institute is committed to ensuring wherever possible that their programmes are
accessible to students with motor and learning difficulties. Due to the relatively small
number of students enrolled on our programmes, SAE Institute does not provide a
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dedicated Disability Support Service department. The requirements of students with
disabilities are dealt with on a case by case basis in consultation with the Academic
Coordinator and college management whereby, if possible, suitable provision is agreed
prior to such students enrolling on their programme of study.
Examples of special provision include:
1) Additional time for dyslexic students to complete examinations. Students
on the Diploma year of the degree, for example, typically have an extra
½ hour on top of the standard 2-hour examinations
2) Students with ADHD may, if required, sit exams in a separate room from
other students
3) Students with dyslexia may be allocated additional time beyond the
normal deadline to complete written assignments
4) Provision is made for wheelchair users. Classrooms and practical areas
(workstations and studios) at some SAE Institute campuses are
accessible to wheelchair users, and toilets with disabled facilities are
provided throughout the college.
Further Information on our student
http://www.sae.edu/gbr/student-support

support

within

SAE

can

be

found

here:

In order for SAE Institute to negotiate suitable provision, prospective students must be
registered with the NHS (or local relevant health authority) and formally disclose any
disabilities they are known to have in their application form. The application must include
evidence of the nature and scope of their condition, for example medical certificates or
education psychologist’s report. All applications are treated in the strictest confidence.
Students who are diagnosed, develop or suspect that they have developed, a disability or
learning difficulty during the course of their studies are advised to inform the Academic
Coordinator at the earliest opportunity.

Attendance
While SAE encourages students to achieve 100% attendance on their programme of study,
we operate a 85% minimum attendance requirement for all classes and reserve the right to
cancel a student’s course registration, it is the student’s responsibility to ensure that they
meet all attendance requirements stipulated for each module of study.
Failure to meet the minimum attendance requirements may result in module failure,
exclusion or programme cancellation. Exceptions will only be granted in the case of
demonstrable extenuating circumstances and, should non-attendance have resulted for
medical reasons, the student will be required to present the appropriate medical
certificates. In certain circumstances, non-attendance of theory classes may result in a ban
on the use of practical resources and facilities.
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Online support material on the Virtual Learning Environment is provided as a guide to the
content of the class but is no substitute for interaction with your lecturer and classmates.
The ‘X’ assessment grade is applied to your module if you fail to participate in the learning
processes of a module (as specified in the programme handbook) for which you are
registered. It is not a ‘punishment’ for poor attendance but a recognition that you have not
been able to prepare yourself for assessment in the content of the module. It is also given
when you drop a module without formally removing it from your registered programme of
study.
You must be available to attend all formal assessments at the scheduled times, including
viva voce examinations. Failure to attend an assessment or submit coursework by the
deadline without having obtained a prior approval will result in failure in the module with a
grade 20. Any resubmission or resit opportunities must be completed at the next available
opportunity. Administrative fees may be applicable for each instance of resubmission or
resit.
Students who have applied for funding should note that most lenders will monitor
attendance and that financial support may not be on-going in the event of attendance
falling below the stated minimum.
Where students are studying under country-specific student visas, SAE Institute is obliged
to inform government authorities if attendance falls below the required minimum. Under
these circumstances, a student could lose their right to hold a student visa and may be
required, under immigration legislation, to leave their country of study.
Punctuality and Arriving Late to Class
You should arrive to your class on time. Students are expected to attend all scheduled
classes and prescribed activities on time. Students who arrive more than 15 minutes late
will not be permitted to enter the classroom until the next available opportunity, to ensure
classes are not interrupted. Please remember that your late arrival diminishes your own
learning experience and disturbs your fellow classmates.
Students arriving late for class will be marked as ‘Late’ for attendance. Students who arrive
more than 15 minutes late may be marked as ‘Absent’ at the discretion of the lecturer.
Absence from SAE Institute
It is your responsibility to:
•

•

Report any period of absence, in the case of unavoidable circumstances only, to
Student Services within 7 calendar days of the absence period by filing the online
‘Request for Authorised Absence’ form available under policy/key forms on AXIS.
Fill in the online ‘Request for Authorised Absence’ accurately and completely, and
to attach valid evidence as proof of excused absence.
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Inform Student Services immediately in writing if you are withdrawing / interrupting
from a programme of study by filling the online Cessation of Studies form on AXIS.
As a matter of courtesy, if you cannot attend a scheduled class for any reason you
should email your lecturer to explain your absence.

If you do not attend the scheduled classes for your modules for 4 consecutive weeks at
any time during an academic year, and are not able to provide a satisfactory explanation to
your Academic Coordinator, SAE Institute has the right to withdraw you from your
programme.
Prolonged absence may put your Student Visa at risk and you may be required to leave
the country.

Transferring
Subject to appropriate scheduling and availability, students enrolled in SAE Institute
courses have the option to transfer between campuses within their region or group of
campuses, and in some cases may wish to transfer internationally. Where the courses are
the same and awarded by the same awarding body such as Middlesex University, the
process is likely to be more straightforward. Where the awarding body of the programmes
and at the campuses are different then the process of transfer will need to be examined
and may need to consider the Academic Credit and RPL policy if possible.
If a student wishes to transfer to another campus at an appropriate point in their course of
studies, this shall always be subject to the agreement of the receiving campus, and
students should be advised to investigate closely any possible impact on their studies and
financial support arrangements. At all times transfers should be arranged with plenty of
notice and at a time in the academic year to enable minimum disruption to studies. Only
common modules can be transferred and where elective modules offered in the campuses
are the same.
For more information speak to your Academic Coordinator.

Deferring Your Studies
If, for any reason (for example, serious illness), you need to interrupt your studies, you will
need to receive permission from your Programme Coordinator to suspend your studies,
and complete the online Cessation of Studies Form available under Policy/Key Forms on
AXIS. This will record your period of absence and a place will be reserved for you when
you are able to return.
Students who interrupt their studies should be aware that their current academic
programme cannot be guaranteed to resume following re-admission as if no interruption
had occurred and that it is their responsibility to make themselves familiar with any
changes in assessment policy or practice in the programme of study syllabus that may
have taken place during their absence.
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Where the length of temporary withdrawal from study is extensive, students must be aware
of the maximum indicative length of a programme and the limit of time within which
deferred assessment or reassessment is available.
The maximum indicative length of registration for an Honours degree is 6 years.

Withdrawing Your Studies
We understand that everyone experiences difficulties at times, which may impact on
their ability to study. If this happens to you, we hope that you do not decide to withdraw
from or stop attending your course without talking to your Programme Coordinator or
Student Services first. There may be alternatives available. If you still wish to withdraw,
SAE Institute lays down formal regulations about withdrawal from SAE Institute. The
main points are:
•

•
•

•

If you are withdrawing from SAE Institute please inform your Academic
Coordinator in writing or by completing the online Cessation of Studies Form,
without delay.
It is for you to decide whether it is more helpful for you to withdraw from SAE
Institute temporarily (deferral) or permanently.
We strongly advise that you discuss this decision with your Programme
Coordinator and your Academic Coordinator as there may be other options
available to you such as interrupting your studies for a period (see ‘Deferring
Your Studies’ in this section). Also, there will be financial implications to
withdrawing and it is important that you fully understand what these are before
making the final decision to withdraw.
It is important that you specify the date on which you are withdrawing as well as
your last date of attendance, as this will impact on any financial liability that you
may incur.

Students may return to SAE Institute up to one year of withdrawal (or transfer to
another campus/institution). Students wishing to return will need to inform the
Academic Coordinator in writing. If you return more than one year after the date of
withdrawal, interruption or transfer, you will need to complete a new application for
admission via the Admissions Office.
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Part Three - University Policies You Should Know
Programme Regulations
All of SAE’s regulations, policies and procedures can be found on our website:
http://www.sae.edu/gbr/sae-regulations
Code of Conduct
SAE Institute expects all staff and students to behave in a manner which is deemed
acceptable and respectful both to all internal colleagues and external members. The
code of conduct is written in partnership with Middlesex University to ensure all of our
staff and students are confidence in the integrity and professionalism of the Institute.
Appeals and Complaints
SAE Institute is committed to providing a collaborative and collegial learning and
teaching environment by undertaking all necessary actions to resolve complaints
relating to academic decisions and/or any operations of SAE Institute in a fair and
expeditious manner.
If you have a suggestion or a complaint about any aspect of your studies, please raise
it with the person concerned in the first instance. If you are not satisfied with the
outcome you can progress the matter through informal and formal procedures step by
step up the management structure of SAE Institute. Students who wish to make a
complaint, should read the following policies:
A07 Academic Grievance Policy
Circumstances may arise from time to time in which a student feels that the published
examinations or assessment procedures have not been correctly followed and, that a
review of the awarded result may be merited. A request of this nature constitutes an
academic grievance. Academic grievances may also relate to decisions regarding
student progress in a course of study.
All other types of grievances are non-academic or general grievances.
G05 Non-academic Grievance Policy
This policy covers all types of grievances other than academic grievances relating to
student results and student progression (as defined in A07 Academic Grievance
Policy). These grievance procedures are intended to provide fair and timely resolution
for all grievances concerned with general and procedural matters within the operations
of SAE Institute.
The complaints and grievance procedures of SAE Institute must be followed and have
been fully exhausted before you can follow the Middlesex University “Complaints in
relation to collaborative partner institutions” which can be found in the Middlesex
University regulations: www.mdx.ac.uk/regulations
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External Examiner Information
External Examiners are one way we assure the academic quality of your programme.
They are subject experts who help assure that your Middlesex award is comparable to
that at other UK universities by reviewing the programme curriculum, the assessment
and the learning resources. Among other things they approve all exam papers before
they are taken, attend the assessment board and write a report at the end of the year.
You can obtain a copy of this report by contacting the academic coordinator at your
campus.
The External Examiner(s) for the Visual Effects and Animation programme are:
● Prof. Kenny McAlpine, Melbourne Conservatorium of Music;
● Don Hendy, Senior Lecturer, University of Winchester.
The Chief External Examiner for SAE Institute is:
● Prof. Kenny McAlpine, Melbourne Conservatorium of Music.
IMPORTANT: It is inappropriate for you or any other student to make direct
contact with an External Examiner. The appeal and complaints systems exist to
allow you to express any concerns you have, including the marks you have been given
for your performance.
You can read more about the role of External Examiners and quality assurance on the
QAA website:
http://www.qaa.ac.uk/AssuringStandardsAndQuality/what-is-quality/pages/default.aspx

Page | 31

Visual Effects and Animation Programme Handbook 2018-19

Appendix 1: Programme
Specification(s)

Visual Effects and Animation

1. Programme title
2. Awarding institution

Visual Effects and Animation
Middlesex University

3. Teaching institution

SAE Institute

4. Details of accreditation by
professional/statutory/regulatory body

None

5. Final qualification

BA or BSc

6. Year of validation

2015

Year of amendment
7. Language of study
8. Mode of study

2020
English, French, German, Greek, Italian, Spanish
Full/Part time: On-campus/Distance

9. Criteria for admission to the programme
Selection Process
SAE Institute looks for motivated individuals with the necessary academic and
non-academic preparation who will benefit from the Institute’s learning
environment and demonstrate they can successfully complete the programme
of study.
When assessing the academic suitability and potential of applicants we
normally consider one or more of the following:
1. Prior achievement in awarded qualifications
2. Predicted achievement in qualifications currently being studied
3. Personal statement or statement of
purpose, for evidence of motivation and
commitment to the chosen subject area(s)
4. Evidence of previous production and creative
practice, normally presented as a portfolio.
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5. An interview that allows us to find out more about
you, to better understand your aspirations and
interests and for you to learn more about us.
6. Reference(s), for confirmation of academic potential and personal
qualities
7. Details of time spent at another Higher
Education (HE) institution, even if the course
was not completed.
Degree Programme: University Entry Qualifications
Offers are based on local university entry qualifications. Wherever possible, we will
make offers to applicants using the UCAS Tariff or guidance from UK NARIC to
determine the international equivalent. Normally we calculate UCAS tariff points from a
minimum of 2 A levels (or equivalents such as BTEC qualifications) and would expect
successful applicants to have achieved a minimum of 180 UCAS Tariff Points.
We also count points from AS level qualifications (or equivalents) and these can be
used in substitution for up to one A level. We accept students with a wide range of
educational experiences and recognise a variety of qualifications, either on their own
or in combination with others. This also includes a wide variety of international
qualifications which are assessed using guidance from local National Academic
Recognition Information Centres.
Diploma of Higher Education Programme: Entry Qualifications
Offers are based on local secondary school qualifications (GCSE or equivalent).
Normally successful applicants would have a minimum of GCSE grade C or higher in
four subjects, including Mathematics and English (or (international) equivalent).
Mature Applicants
For applications from mature students, we also consider work and life experience. In
such cases, SAE Institute requires applicants to provide satisfactory evidence of their
ability to successfully complete the programme. Mature applicants will normally be
interviewed and may be required to show a portfolio of their work.
SAE Diploma
Applicants for degree study who have successfully completed the relevant SAE
Diploma may normally progress to the degree phase of the total programme and
carry credit (120 credits at level 4 and 60 at level 5) towards the award.
GCSE Requirements and Equivalents
We normally require applicants to have an A*-C grade for both English and
Mathematics GCSE or (international) equivalent.
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Language
For students whose first language is not the local language of teaching and assessment,
we accept a range of language tests to check language proficiency. You must have
taken the test within the last two years.
The minimum entry requirement is that you are proficient in the local language
of teaching and assessment at level B2 of the Common European
Framework for Languages in each of the four components of language
learning:
• Reading
• Writing
• Speaking
• Listening
Your local campus can provide you with a list of common tests accepted by
SAE Institute.
10. Aims of the programme
The programme aims to:
● Provide the opportunity for students to explore and enhance their
technical skills and abilities, integrating industry standard technologies
and knowledge within a range of projects;
● Develop students ability to implement innovative and creative
solutions, and operate effectively within a variety of professional
contexts;
● Develop the students ability to plan and complete projects in a timely
manner, working both independently and within group environments;
● Ability to solve complex problems independently and develop critical,
analytical and reflective skills and abilities, and communicate outcomes
effectively through a range of means;
● Promote the acquisition of historical and contemporary knowledge of the
creative industries, with an awareness of professional, societal and ethical
contexts;
● Support students exploration of specialized professional areas of
interest within the wider animation and visual effects field;
● Facilitate the development professional and research skills and the
acquisition of transferable skills for lifelong learning pertinent to academic
and industry settings.
11. Programme outcomes
A. Knowledge and understanding
On completion of this programme the
successful student will have
knowledge and understanding of :

Teaching/learning methods
Students gain knowledge
and understanding
through:
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A1 Legal, Cultural, Ethical
and Theoretical
considerations for all aspects
of computer generated
animation and visual effects;
A2 Cultural and historical
perspectives affecting
animation and visual
effects;
A3 The business,
marketing, legal and
ethical aspects involved
in creative media
activities;
A4 The structure and
functions of the
creative industry,
current issues,
policies and
attitudes;
A5 The most relevant topics
relating to media
technology and
corresponding areas of
application.

●

●

●

●

●

Framing their studies within
module outlines, each of
which includes specialist
reading lists, and other
directed and self directed
learning activities;
Specialist lectures and
workshop sessions;
Self-directed study and
active participation in
tutorials and seminars;
Presenting ideas and
engaging in presentations or
debates with other students;
Participating actively in
seminars and research
supervisions or equivalent
blended learning
Blended learning activities
that engage students through
a combination face to face
and online learning activities.

Assessment methods
Students’ knowledge and understanding
is assessed by:
● Written assignments;
● Examinations;
●

Seminar presentations;

●

Demonstrations;

●

Blended learning;

●

Other appropriate
projects and forms of
presentation, including
creative and re- creative
work;
● Dissertation and/or
project work.

B. Cognitive (thinking) skills
On completion of this programme the
successful student will be able to:

Teaching/learning methods
●

Engaging in written work
in response to specific
topics requiring
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B1 Conduct self-directed
research through the
evaluation, selection, and
application of relevant concepts
methodologies;

●

B2 Solve problems by
utilising and/or adapting
existing knowledge,
identifying relevant solution
strategies;

●

B3 Analyse written, verbal
and audio-visual materials
critically, evaluating their
validity and relevance;

●

B4 Systematically plan a variety
of animation and visual effects
production activities;
B5 Apply project
management
techniques to
achieve personal
and group project
objectives.

●

●
●
●

critical/conceptual and
analytical thinking;
Other work requiring the
production of a product (or
work) informed by reflective
thinking and problem solving;
Opportunities for
theoretical and critical
investigation by means of
practical work;
Seminar discussions and
debates;
Directed and independent
critical reading;
Directed and independent
research activities;
Lectures and individual and
group tutorials;
Blended learning activities
that engage students through
a combination face to face
and online learning activities.

Assessment methods
Students’ cognitive skills are assessed
by:
●

Written assignments long and short essays
and other forms of
continuous writing;
● Research
assignments and
dissertation;
● Seminar presentations group and individual;
● Workbooks and other
collections of materials and
dossiers;
● Other appropriate projects
and forms of presentation,
including creative and recreative work
C. Practical skills
On completion of the programme
the successful student will be able
to:

Teaching/learning methods
Students learn practical skills through:
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C1 Implement animation
and visual effects
production tools and
techniques effectively
within production pipelines,
utilising appropriate
production methods and
workflow;
C2 Plan and execute complex
animation projects according to
a brief;
C3 Create animation and
visual effects assets, through
the use of professional
production tools and systems;

●

●
●

●

●
●
●

C4 Use animation and visual
effects technology to create
creative works;
C5 Produce and effectively
present production
strategies and related
business concepts.

Lectures and individual and
group tutorials or equivalent
blended learning;
Practical workshop
sessions;
Other work requiring the
production of a product
informed by critical thinking
and problem solving;
Seminar discussions and
debates or equivalent
blended learning;
Directed and independent
critical reading;
Directed and independent
practical activity;
Blended learning activities
that engage students
through a face to face and
online learning activities.

Assessment methods
Students’ practical skills are assessed
by
●
●

●

●

●
●
D. Graduate skills
On completion of this programme
the successful student will be able
to:

Practical exams and
assignments;
Short
demonstrations
and exercises;
Creative work,
including the
application of new
technologies;
Seminar presentations,
group and individual or
equivalent blended
learning;
Development of portfolio
work;
Creative and investigative
projects

Teaching/learning methods
Students acquire graduate skills through:
●

Learning activities
embedded across all
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D1 Personal and
career development;
D2 Effective

●

learning;
D3 Communication;
D4 Teamwork;

●

D5 Information
technology;
D6 Numeracy.

●

modules of the
programme;
Engagement with
scholarly work and
research through directed
assessment activities;
Direct and indirect exposure
to and engagement with
industry
Blended learning
activities that engage
students through a
combination face to face
and online learning
activities.

Assessment methods
Students’ graduate skills are assessed by:
a range of assessment tasks in modules
across the programme (see assessment
methods for (C)
12. Programme structure (levels, modules, credits and progression requirements)
12. 1 Overall structure of the programme
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12.2 Levels and modules
Level 4 (1)
COMPULSORY
Students must take
all of the following:
ANM4100
CMN4200
ANM4300
ANM4400

OPTIONAL
Students must also
choose one from the
following:
Not applicable

PROGRESSION
REQUIREMENTS
Students are required
to successfully
complete at least 90
credits in total at
Level 4 to progress to
Level 5 with a 30
credit deficit
permitted at Level 4
which must be made
good by the end of
Level 5. Progression
with credit deficit is
subject to approval by
the Programme
Progression
Committee.

Level 5 (2)
COMPULSORY
Students must take
all of the following:
AFX5100
ANM5300
CMN5400

OPTIONAL
Students must also
choose one from the
following:
CMN5201
CMN5202
AFX5203
AFX5204

PROGRESSION
REQUIREMENTS
Students are required
to successfully
complete 120 credits
in total at level 4 and
at least 90 credits in
total at Level 5 to
progress to Level 6
with a 30 credit deficit
permitted at Level 5
which must be made
good by the end of
Level 6. Progression
with credit deficit is
subject to approval by
the Programme
Progression
Committee.

Level 6 (3)
COMPULSORY

OPTIONAL

PROGRESSION
REQUIREMENTS
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Students must take all of
the following:
CMN6100

Students must also choose
one from the following:
CMN6201
CMN6202
CMN6204
ANM6203
ANM6204
AFX6205

Students are required to
successfully complete
120 credits at level 4, 120
credits at level 5 and 120
credits at level 6 for the
award of an Honours
degree.

AND one of the following:
CMN6301
CMN6302

12.3 Non-compensatable modules (note statement in 12.2 regarding FHEQ levels)
Module level

Module code

6

CMN6100

6

CMN6301

6

CMN6302

13. Curriculum map
See attached.
14. Information about assessment regulations
Assessment regulations conform to those of the University. Normally, assessment of
theoretical work involves coursework, written tests, examinations and seminar
contribution. Practical work involves progressive assessment, submission of logs,
projects, and viva voce examination. These are graded by lecturers and moderated by
the Module Leader or Programme Coordinator.
In order to maintain comparability and standards between assessment in different
locations and languages the University has agreed a special procedure for external
examining, including appointment of a Chief External Examiner.
Module grades are considered by local or regional Assessment Panels attended by the
appropriate External Examiner. Recommendations of Panels are passed on to the
Assessment Board, attended by the Chief External Examiner.

15. Placement opportunities, requirements and support (if applicable)
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There are no compulsory work placement requirements in the core programme
modules. However, an Industry Engagement elective module allows students to pursue
various forms of industry engagement including work placement, as part of their studies
(The requirements of the industry engagement may be subject to local regulatory
provisions).
SAE monitors and supports all students undertaking the Industry Engagement
module.SAE industry engagement officers will also actively promote various forms of
industry engagement opportunities, events and work placements.
16. Future careers (if applicable)
SAE maintains an active dialogue with the creative industries to ensure that prospective
employers are aware of our graduates. It is a primary objective that our students find
success in their chosen careers. Employers regularly approach SAE seeking staff with
suitable skills. During study, individual student progress is monitored by staff who will
advise in situations where someone with a particular range of skills and expertise is
being sought by a prospective employer. Students who meet the required criteria are put
in touch directly with the individual or company seeking staff. SAE also encourages
prospective employers to forward more general job offers and these are posted on the
relevant college notice boards. Employment opportunities are also posted on SAE
websites.

SAE has established an Alumni Association, which encourages on-going dialogue and
also helps to develop employment opportunities for graduates.
17. Particular support for learning (if applicable)
It has always been the policy of SAE to provide students with "real world" experience
during their studies. This aim is achieved, in part, through the provision of industry
standard equipment for all students, the extent of which makes SAE unique amongst
training providers.
Students on the programme have access to a wide range of specialist equipment and
facilities which mirror what is to be found in a professional environment. All practical lab
and studio time is staff supervised. By giving students access to such "high end"
resources during their study, they will be better equipped to enter the industry without
the delay normally associated with having to master the complex equipment in use.
Online resources are available for access to technical information, journal articles
etc.E- learning material will increasingly be made available.
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18. JACS code (or other relevant coding
system)

19. Relevant QAA subject benchmark
group(s)

W615 Animation techniques
W614 Visual & audio effects
I710 Computer generated
imagery
Communication, media, film and cultural
studies
Art and Design

20. Reference points
• Middlesex University Regulations;
• M
 iddlesex University Learning and Quality Enhancement Handbook;
• Q
 AA Quality Code;
• H
 igher Education Academy;
• F
 ramework for Higher Education Qualifications (FHEQ);
• S
 AE Institute strategic directions;
• S
 AE Quality and Manual and Policies;
• S
 AE Institute Australia Undergraduate Programmes validated by the

Tertiary Education Quality Standards Authority (TEQSA);
• S
 AE Industry Experts Panel (Film and Animation).

21. Other information
Please note programme specifications provide a concise summary of the main
features of the programme and the learning outcomes that a ttypical student might
reasonably be expected to achieve if s/he takes full advantage of the learning
opportunities that are provided. More detailed information about the programme can
be found in the rest of your programme handbook and the university regulations.
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Appendix 2: Curriculum Map
Curriculum map for Visual Effects and Animation
This section shows the highest level at which programme outcomes are to be achieved by all graduates, and
maps programme learning outcomes against the modules in which they are assessed.

Programme learning outcomes
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Appendix 3: Module Narratives
In this section you will find details of all the modules associated with your programme so that
you can see what is involved in your programme and make any choices over option modules
(if applicable).

1.

Module Code

ANM4100

2.

Module Title

2D Fundamentals

3.

Level

4

4.

Credit Points

30

5.

Notional Learning Hours

300

6.

Subject

Game Art Animation, Visual Effects
Animation

7.

Module Leader

8.

Module Restrictions

tbc

a. Prerequisites

None

b. Programme Restrictions

None

c. Level Restrictions

None

d.

Other
Restrictions or
Requirements

None

9. Aims
The aim of the module is to introduce students to the principles of 2D, and
develop the skills and techniques used for content creation. It provides an insight
into drawing and digital imaging and shows standard workflow operations in a 2D
pipeline. The module further aims to outline the design process from the first idea
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to a finished 2D scene, with an emphasis on researching reference. Students will
apply the theoretical underpinnings of design processes via a range of practical
explorations and critical analyses. This will provide the students with a solid
understanding of 2D workflows and methods that will form the foundation of
successive modules.
10. Learning Outcomes
On successful completion of this module students will be able to:
Knowledge
K1 Discuss the basic principles of 2D design fundamentals;
K2 Outline the design and production pipeline fundamentals;
K3 Define the basic principles of drawing.
Skills
S1 Demonstrate drawing techniques using digital applications;
S2 Demonstrate teamwork in the creation of artifacts;
S3 Demonstrate the use of the principles of design for creating 2D
content.

11. Syllabus
The content of this module address the foundational skills and knowledge of
drawing and composition and related principles of design. In doing so, the module
will cover topics such as:
●

Thumbnail sketches

●

Concept design

●

Technical Drawing

●

Digital Imaging

●

Observational Drawing

●

Photo Imaging

●

Graphic File Formats

●

Drawing from Reference

The module utilises current industry-standard digital technology to assist students
to develop the skills to demonstrate their understanding of these topics.
12. Learning, Teaching and Assessment Strategy
Learning activities include lectures, workshops, seminars, tutorials, presentations
and independent study. Students will produce both practical and written work,
and sit examinations to demonstrate that they have achieved the learning
outcomes; (K1, K2, S1, S2, S3, S4)
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Lectures will introduce theoretical, critical/conceptual and technical issues related
to the key topics of the syllabus; they will include guidance for further independent
study, and open up associated issues and invite student questions and subsequent
discussion; (K1, K2)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also include individual or group led presentations and
be subject to peer review; (K1, K2, S1, S2, S3, S4)
Practical skills will be facilitated in group demonstrations and workshop sessions,
and students will also engage in individual/project group practical sessions in
studio, labs workstation environments; (S1, S2, S3, S4)
Where applicable, practical and theoretical learning activities will be organised
on a team-work basis; (K1, K2, S1, S2, S3, S4)
A substantial part of students’ learning will be constructed through independent
self-directed activities, scaffolded through access to lecturer/supervisor/tutor
support and guided study sessions; (K1, K2)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on
campus and remote access to a variety of learning materials, through a
combination of synchronous and asynchronous means; (K1, K2, S1, S2, S3, S4)
13. Assessment Weighting
Formative assessment
Students will be required to undertake a series of 1-3 formative assessment tasks
linked to the summative assessment tasks. The formative assignments will provide a
structured opportunity for students to receive formal feedback that will direct the
learning for each summative assessment task.
Summative assessment
Summative assessment will take the form of a range of work demonstrating that the
student has met the learning outcomes of the module. The work will normally be
constituted as follows:
Coursework: 
100%
Practical Assignment 1 (K1, K2, K3, S2, S3)
(30%)
Practical assignment where students demonstrate fundamental drawing techniques
and 2D production.
Practical Assignment 2 (K1, K2, S1, S2, S3)
Team based project. Students work in a team, building an environment piece
from concept to final scene.

(40%)
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Online Blog Posts (K1, K2, K3 S3)
A series of Blog posts documenting the process and practical work of this
module. Students should comment on the postings of their peers.

(30%)

14. Learning Materials
Essentials
Hornung, D. and James, M. (2012) Colour: A Workshop For Artists and Designers, 2nd
edn: Laurence King
Wong, W. Principles of Form and Design (1993):John Wiley & Sons.
Robertson, S. and Bertling, T. (2013) How to Draw: drawing and sketching objects
from your imagination: Design Studio Press.
Edwards, B. (2012) Drawing on the Right Side of the Brain: The Definitive, 4th Edition,
4th edn. New York: TarcherPerigee.
Ackerman, G. M., Parrish, G. (2016) Charles Bargue : Drawing Course, Reprint,
Courbevoie: ACR.
Recommended
Sykut, A., Ragonha, F.M., Korcsok, Z.,Tilbury, R. (2011) Photoshop for 3D Artists:
Volume 1: Enhance Your 3D Renders! - Previz, Texturing and Post-Production.
Worcester: 3DTotal Publishing.
Faulkner, A., Chavez, C. (2015) Adobe Photoshop CC Classroom in a Book (2015
release), Adobe.
Hale, R.B. (1989) Drawing Lessons from the Great Masters: Watson-Guptill Publications.
Solarski, C. (2012) Drawing Basics and Video Game Art, New York: Watson-Guptill
Publications.
15. Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE
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1. Module Code

CMN4200

2. Module Title

Information, Communication and
Professional Media Practice

3. Level

4

4. Credit Points

30

5. Notional Learning Hours

300

6. Subject

All programmes

7. Module Leader

tbc

8. Module Restrictions
a. Prerequisites

None

b. Programme Restrictions

None

c. Level Restrictions

UG

d. Other Restrictions or
Requirements

None

9. Aims
This module aims to introduce the student to concepts and routines of academic
research, critique and writing and develop tools for good study practice and
management. It aims to introduce the student to theories of culture and
communication, develop a basic understanding of the creative media industries
and the students’ role as professional creative media practitioners. Together all of
theses skills will help students to find relevance to wider career development in
their studies and develop career development skills.
10. Learning Outcomes
On successful completion of this module students will be able to:
Knowledge
K1 Summarise basics of learning theories and their application in learning,
communication and teamwork
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K2 Explain academic practice, critical thinking and reasons for their
importance
K3 Identify key players in the creative media industries and discuss their
interplay with wider cultural, economical, political and geographical
phenomena
K4 Articulate a thought-through plan for development of a career, project or
concept
Skills
S1 Derive tasks from goals, plan time and resources accordingly and manage
working in group context
S2 Present an objective argument succinctly in written form employing a
standard referencing system
S3 Apply the most appropriate method of learning in a given scenario and
adapt learning methods when needed
S4 Discuss culture and communication in different media disciplines (audio,
picture, film, web)
11. Syllabus
The module is divided into two units as follows (indicative list of key subjects):
Unit CMN4200.1: Study skills development & Project Management
● Learning theories and methods
● Introduction to basic concepts and tools of project management,
including group and collaborative work
● Tools for career development
● Defining and developing goals and outcomes
Unit CMN4200.2: Research, Writing skills and Media & Culture overview
● Concepts of, practices in, and reasons for research
● Writing skills (articles, essays, journals, reports, proposals)
and the differences between concept development and
presentation format
● Essay structure, paragraph structure, sentence structure
● Concept of a thesis/hypothesis
● Ownership, intellectual copyright and plagiarism
● Referencing, APA and Harvard
● Introduction to culture and cultural movements
● Overview of the creative media industries
12. Learning, Teaching and Assessment Strategy
Learning activities include lectures, workshops, seminars, tutorials, presentations and
independent study. Students will produce both practical and written work, and
examinations to demonstrate that they have achieved the learning outcomes; (K1,
K2, K3, K4, S1, S2, S3, S4)
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Lectures will introduce theoretical, critical/conceptual and technical issues related to
the key topics of the syllabus; they will include guidance for further independent
study, and open up associated issues and invite student questions and subsequent
discussion; (K1, K2, K3, K4, S3)
Seminars and tutorials will enable students to engage critically with the module topics
as well as providing opportunities to reflect on their learning and work in progress.
Sessions may also be facilitated by individual or group led presentations and be
subject to peer review; (K2-3, S2-4)
Practical skills will be facilitated in group demonstrations and workshop sessions, and
students will also engage in individual/project group practical sessions in studio, labs
workstation environments. (S4)
Where applicable, practical and theoretical learning activities will be organised on a
team-work basis; (K1, K2, K3, K4, S1, S2, S3, S4)
A substantial part of students’ learning will be constructed through independent self
directed activities, scaffolded through access to lecturer/supervisor/tutor support and
guided study sessions; (K1, K2, K3, K4, S1, S2, S3, S4)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on campus
and remote access to a variety of learning materials, through a combination of
synchronous and asynchronous means;
Students studying via distance education mode will utilize the VLE and the primary means of
engagements with teaching staff and learning materials.
13. Assessment Weighting
Formative Assessment
Students will be required to undertake a series of 1-3 formative assessment tasks
linked to the summative assessment tasks. The formative assignments will provide a
structured opportunity for students to receive formal feedback that will direct the
learning for each summative assessment task.
Summative Assessment
Summative assessment will take the form of a range of work demonstrating that the
student has met the learning outcomes of the module. The work will normally be
constituted as follows:
Coursework:

100%

Written Assignment 1 (K3, S2, S4)

(40%)

The student is required to write an essay comparing an aspect of their own discipline
to another chosen discipline of creative media. (2500 words)
Presentation (K3, S3)
(20%)
Students are required carry-out an analysis of a major work in a discipline that is
not their own. The analysis should refer to theories of culture and industry
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covered in the module as well as linking it to other media/products in the same
genre. The analysis should be submitted both in written form as well as a
presentation, and their balance will be agreed with a tutor. Thought should be
given to the presentation formats and their appropriateness for the information
to be communicated. (Duration: 10 minutes)
Written Assignment 2 (K1, K2, K4, S1)
(40%)
Students are required to write a short report outlining their initial planned
pathway into their industry of choice and how they can maximise learning
during the programme. It should include a CV, cover letter and template for a
project plan (project could be a study project). (2500 words)
14. Learning Materials
NB: The materials identified here are indicative and will be reviewed and updated annually.
Essential
Dirksen, J (2012) Design for How People Learn. Berkley: Pearson Education.
Pears, R., Shields, G.J. (2008) Cite Them Right: the essential referencing guide.
Newcastle-upon-Tyne: Pear Tree Books.
Storey, J. (2012) Cultural Theory And Popular Culture: An Introduction. 2nd Edition. Athens:
University of Georgia Press.
Recommended
Ambrose, S.A., Bridges, M.W., DiPietro, M., Lovett, C. (2010) How Learning Works:
Seven Research-Based Principles for Smart Teaching. San Fransisco: John Wiley
& Sons.
Bently, L., Sherman, B. (2008) Intellectual Property Law. N
 ew York: Oxford
University Press, USA.
Cottrell, S. (2011) Critical Thinking Skills: Developing Effective Analysis and
Argument. B
 asingstoke: Palgrave Macmillan.
Frey, N., Fisher, D., Everlove, S. (2009) Productive Group Work - How to
Engage Students, Build Teamwork, and Promote Understanding.
Alexandria VA: ASCD.
Godfrey, J. (2013) How to Use Your Reading in Your Essays. 1
 st Edition.
Basingstoke: Palgrave Macmillan
Hanna, S.L., Radtke, D., Sugett, R. (2008) Career by Design:
Communicating Your Way to Success. 4th Edition. Upper Saddle
River: Pearson Prentice Hall.
Moon, J. (2006) Learning Journals: A Handbook for Academics,
Students and Professional Development. London: Routledge.
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Schon, D.A. (1995) The Reflective Practitioner: How Professionals
Think in Action. Aldershot: Ashgate Publishing.
Stott, R. (2000) Making your case: a practical guide to essay writing.
London: Longman
Journal of Writing Research [online]. Available at http://www.jowr.org/
SAE Digital Libraries (in particular JSTOR, also AES and ACM). See
Campus guide for access details.
15. Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE
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1.

Module Code

ANM4300

2.

Module Title

3D Fundamentals

3.

Level

4

4.

Credit Points

30

5.

Notional Learning Hours

300

6.

Subject

Game Art Animation, Visual
Effects Animation

7.

Module Leader

8.

Module Restrictions

tbc

a. Prerequisites

None

b. Programme Restrictions

None

c. Level Restrictions

None

d.

Other
Restrictions or
Requirements

None

9.
Aims
The aim of the module is to introduce students to the principles of 3D, and develop
the skills and techniques used for content creation. It provides an insight into
modeling, texturing and shows standard workflow operations in a 3D pipeline,
including interoperability. The module further aims to outline the effective use of
geometry in regards of performance and workflow optimisation. At the end of
module, the students will have developed the skills for designing and realizing an
environment in 3D using various 3D modeling applications, adopting professional
workflows and demonstrating a practical understanding of the production pipeline.
10.

Learning Outcomes

On successful completion of this module students will be able to:
Knowledge
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K1 Define the basic principles of 3D modeling;
K2 Outline the design and production pipeline of 3D workflows;
K3 Identify the effective use of 3D topology.
Skills
S1 Operate in a production pipeline for 3D content creation;
S2 Apply pipelines and creative workflows;
S3 Apply 3D modelling techniques and tools using appropriate workflow;
S4 Apply basic texturing techniques and tools using appropriate workflow.

11.
Syllabus
The content of this module address the foundational skills and knowledge of 3D
modelling and related production workflows. In doing so, the module will cover topics
such as:
●

Principles of 3D

●

3D Modeling Techniques

●

UV Mapping

●

Basic texturing

●

Topology and Optimisation

●

3D Assets File Formats

●

Pipeline overview

The module utilises current industry-standard digital technology to assist
students to develop the skills to demonstrate their understanding of these topics.
It is advisable this module is taught prior to ANM4400 rather than in parallel.
12.
Learning, Teaching and Assessment Strategy
Learning activities include lectures, workshops, seminars, tutorials, presentations
and independent study. Students will produce both practical and written work, and
examinations to demonstrate that they have achieved the learning outcomes; (K1,
K2, K3, S1, S2, S3, S4)
Lectures will introduce theoretical, critical/conceptual and technical issues related to
the key topics of the syllabus; they will include guidance for further independent
study, and open up associated issues and invite student questions and subsequent
discussion; (K1, K2, K3, S1)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also be facilitated by individual or group led discussions and
presentations and that may be subject to peer review; (K1, K2, K3, S1, S2, S3, S4)
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Practical skills will be facilitated through group demonstrations and workshop
sessions, and students will also engage in individual/project group practical sessions
in studio, labs workstation environments. (S1, S2, S3, S4)
Where applicable, practical and theoretical learning activities will be organised on a
teamwork basis. (K1, K2, K3, K4, S1, S2, S3, S4)
A substantial part of students’ learning will be constructed through independent self directed
activities, scaffolded through access to lecturer/supervisor/tutor support and guided study
sessions; (K1, K2, K3, K4, S1, S2, S3, S4)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will enhance the
Learning, Teaching and Assessment strategy, facilitating on campus and remote access to a
variety of learning materials, through a combination of synchronous and asynchronous
means; (K1, K2, K3, K4, S1, S2, S3, S4)
13.

Assessment Weighting

Formative assessment
Students will be required to undertake a series of 1-3 formative assessment tasks
linked to the summative assessment tasks. The formative assignments will provide a
structured opportunity for students to receive formal feedback that will direct the
learning for each summative assessment task.
Summative assessment
Summative assessment will take the form of a range of work demonstrating that the
student has met the learning outcomes of the module. The work will normally be
constituted as follows:
Coursework 
Practical Assignment 1 (K1, K2, K3, S1 S2, S3, S4)
Practical assignment where students demonstrate modeling and texturing
techniques in 3D production.

100%
(30%)

Practical Assignment 2 (K1, K2, K3, S1 S2, S3, S4)
(40%)
Team based project. Students work in a team, extending Practical Assignment 1 with
3D modeling techniques and presenting their results in a scene.
Technical Design Documentation (K1, K2, K3)
(30%)
Students to create a production bible documenting each stage of the practical process
and submit as a team.
14.
Learning Materials
NB: The materials identified here are indicative and will be reviewed and
updated annually.
Essential
Chopine, A. (2011) 3D Art Essentials: The Fundamentals of 3D Modeling,
Texturing, and Animation. Oxford: Focal Press.
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Thilakanathan, D. (2016) 3D Modeling For Beginners, 1st edn., CreateSpace
Independent Publishing Platform.
Recommended
Association for Computing Machinery (ACM) Journals:
● ACM Journal on Emerging Technologies in Computing Systems
(JETC)
●

Journal on Computing and Cultural Heritage (JOCCH)

●

Journal of Experimental Algorithmics (JEA)

Palamar, T. (2012) (Pap/Dvdr edition) Mastering Autodesk Maya. Indianapolis: John
Wiley & Sons.
Murdock. K, (2015) Kelly L. Murdock's Autodesk 3ds Max 2016 Complete Reference Guide.
Mission: SDC Publications
Association for Computing Machinery (ACM) Journals:
15.

Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE
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1.

Module Code

ANM4400

2.

Module Title

Rendering and Animation
Fundamentals

3.

Level

4

4.

Credit Points

30

5.

Notional Learning Hours

300

6.

Subject

Game Art Animation, Visual
Effects Animation

7.

Module Leader

8.

Module Restrictions

tbc

a. Prerequisites

None

b. Programme Restrictions

None

c. Level Restrictions

None

d. Other Restrictions or
Requirements

None

9.
Aims
The aim of the module is to introduce students to the principles of animation and
rendering and develop the skills and techniques used for content creation and animation.
It provides an insight into the rigging and animation process and shows standard
workflows in 2D and 3D animation. Students will apply the theoretical underpinnings of
animation processes via a range of practical explorations and critical analyses. This will
provide the students with a solid understanding of animation principles and rendering
processes leading to a presentation in different output formats.
10.

Learning Outcomes

On successful completion of this module students will be able to:
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Knowledge
K1 Examine the effective use of animation techniques to create simple animation;
K2 Identify the basic principles of 3D animation;
K3 Demonstrate a basic understanding of the production pipeline for 3D
animation.
K4 Identify appropriate rendering techniques and tools.

SkillS
S1 Create digital assets for integration into animation production;
S2 Apply basic rendering techniques;
S3 Develop a 3D animation that demonstrates the effective
use of animation techniques.
11.

Syllabus

The module is divided into two units as follows (indicative list of key subjects):
Unit ANM4400.1: Animation Techniques
●
●
●
●

History of Animation
2D Animation techniques
3D Animation techniques
Rigging basics

Unit ANM4400.2: Rendering
●
●
●
●
12.

Principles of lighting
Camera
Material Theory and Shader
Rendering techniques

Learning, Teaching and Assessment Strategy

Learning activities include lectures, workshops, seminars, tutorials, presentations
and independent study. Students will produce both practical and written work, and
examinations to demonstrate that they have achieved the learning outcomes; (K1,
K2, K3, K4, S1, S2, S3)
Lectures will introduce theoretical, critical/conceptual and technical issues related to
the key topics of the syllabus; they will include guidance for further independent
study, and open up associated issues and invite student questions and subsequent
discussion; (K1, K2, K3, K4, S1)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also be facilitated by individual or group led discussions
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and presentations and that may be subject to peer review; (K1, K2, K3, K4, S1,
S2, S3)
Practical skills will be facilitated through group demonstrations and workshop
sessions, and students will also engage in individual/project group practical
sessions in studio, labs workstation environments. (S1, S2, S3)
Where applicable, practical and theoretical learning activities will be
organised on a teamwork basis. (K1, K2, K3, K4, S1, S2, S3)
A substantial part of students’ learning will be constructed through
independent self directed activities, scaffolded through access to
lecturer/supervisor/tutor support and guided study sessions; (K1, K2, K3, K4,
S1, S2, S3)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on
campus and remote access to a variety of learning materials, through a
combination of synchronous and asynchronous means; (K1, K2, K3, K4, S1, S2,
S3)

13.

Assessment Weighting

Formative assessment
Students will be required to undertake a series of 1-3 formative assessment tasks
linked to the summative assessment tasks. The formative assignments will provide a
structured opportunity for students to receive formal feedback that will direct the
learning for each summative assessment task.
Summative assessment:
Summative assessment will take the form of a range of work demonstrating that the
student has met the learning outcomes of the module. The work will normally be
constituted as follows:
Coursework:
100%
Practical Assignment (K1, K3, K4, S1, S2, S3)
(70%)
Students will create a basic animation in 2D and transfer this animation to a 3D
scene. Subsequently they will have to rig and animate objects from an environment
scene. The result will be presented in a rendered format. Students will submit the
3D rendered animation with a document showcasing their 2D animation, in the
format of a flipbook for instance.
Reflective Documentation (K1, K2, K3, K4)
(30%)
Students will produce a written piece documenting the creative process of Practical
Assignment. The piece will demonstrate an acknowledgment of issues and
opportunities for improvement in the final submission of the Practical Assignment.
14.
Learning Materials
NB: The materials identified here are indicative and will be reviewed and
updated annually.
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Essential
Williams, R. (2012) The Animator’s Survival Kit, 4th edn., New York: Farrar,
Straus and Giroux.
Johnston, O., Thomas, F. (1995) The Illusion of Life: Disney Animation. New York:
Disney Editions
Chopine, A. (2011) 3D Art Essentials: The Fundamentals of 3D Modeling,
Texturing, and Animation. Oxford: Focal Press.
Levy, D.B. (2009) Animation development: from pitch to production. New York:
Allworth Press.
White, T. (2006) Animation from Pencils to Pixels: Classical Techniques for the
Digital Animator. Burlington: Focal Press.
Recommended
Association for Computing Machinery (ACM) Journals:
● ACM Journal on Emerging Technologies in Computing Systems (JETC)
● Journal on Computing and Cultural Heritage (JOCCH)
● Journal of Experimental Algorithmics (JEA)
Bendazzi, G. (1994) Cartoons: One Hundred Years of Cinema Animation.
Bloomington: Indiana University Press.

Birn, J. (2014) (3rd Edition) Digital Lighting & Rendering. New Riders.
Blair, P. (1995) Cartoon Animation. L
 aguna Hills: Walter Foster Publications.
Golberg, E. (2008) Character Animation Crash Course. Los Angeles: Silman-James
Press
Jones, A., Jamie Oliff, J. (2006) Thinking Animation: Bridging the Gap Between 2D
and CG. Course Technology PTR.

Mattesi, M. (2006) Force: dynamic life drawing for animators. Boston: Focal Press.
Palamar, T. (2012) (Pap/Dvdr edition) Mastering Autodesk Maya. Indianapolis: John
Wiley & Sons.
Stanchfield, W. (2009) Drawn to Life: 20 golden years of Disney master classes, Vol 1.
Boston: Focal Press/Elsevier.
Sykut, A., Ragonha, F.M., Korcsok, Z.,Tilbury, R. (2011 ) Photoshop for 3D Artists:
Volume 1: Enhance Your 3D Renders! - Previz, Texturing and Post-Production.
Worcester: 3DTotal Publishing.
Winder, C., Dowlatabadi, Z. and Miller-Zarneke, T.(2011) Producing animation [Ebook + book]. 2nd edn. Oxford: Focal Press.
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15.

Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE
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AFX5100

1.

Module Code

2.

Module Title

3.

Level

5

4.

Credit Points

30

5.

Notional Learning Hours

300

6.

Subject

Visual Effects and Animation

7.

Module Leader

tbc

8.

Module Restrictions

Introduction to VFX

a. Prerequisites

ANM4100, ANM4300, ANM4400

b. Programme Restrictions

Visual Effects and Animation

c. Level Restrictions

None

d.

Other
Restrictions or
Requirements

None

9.
Aims
The aim of this module is to develop the student’s understanding of VFX production
pipelines, as well as core concepts of cinematography applicable to VFX production.
The module will explore the technical aspects of live action shooting, and how these
transfer into a digital environment. Students will be provided with fundamental tools
to develop realistic aesthetics for digital animated content production. Students will
also develop film language skills using traditional film media, which complement the
VFX production process. Students will develop skills to research, analyse and
communicate information, follow and understand briefs to an industry standard.
10.

Learning Outcomes

On successful completion of this module students will be able to:
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Knowledge
K1 Explain the fundamental concepts and techniques of VFX
production pipelines K2 Interpret the codes essential to vfx
aesthetics
K3 Explain the fundamental concepts and techniques of optics and
lighting for film production
K4 Identify the core aspects of production planning and workflow for
VFX
Skills
S1 Demonstrate the effective use of lighting and colour
S2 Demonstrate professional practice using industry techniques
S3 Produce 3D content appropriate for basic integration into live action
footage
11.

Syllabus

The module is divided into two units as follows (indicative list of key subjects):
Unit AFX5100.1: VFX Production
● VFX Production Pipeline
● Compositing fundamentals
● Photography
● Live Shot Visual Properties
Unit AFX5100.2: Look Development
●
●
●
●
12.

Aesthetics in Cinema
Colour Grading
Lighting setups for live action
Shading

Learning, Teaching and Assessment Strategy

Learning activities include lectures, workshops, seminars, tutorials, presentations
and independent study. Students will produce both practical and written work, and
examinations to demonstrate that they have achieved the learning outcomes; (K1,
K2, K3, K4, S1, S2, S3)
Lectures will introduce theoretical, critical/conceptual and technical issues related to
the key topics of the syllabus; they will include guidance for further independent
study, and open up associated issues and invite student questions and subsequent
discussion; (K1, K2, K3, K4, S1)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also be facilitated by individual or group led discussions and
presentations and that may be subject to peer review; (K1, K2, K3, K4, S1, S2, S3)
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Practical skills will be facilitated through group demonstrations and workshop
sessions, and students will also engage in individual/project group practical sessions
in studio, labs workstation environments. (S1, S2, S3)
Where applicable, practical and theoretical learning activities will be organised on a
teamwork basis. (K1, K2, K3, K4, S1, S2, S3)
A substantial part of students’ learning will be constructed through independent self
directed activities, scaffolded through access to lecturer/supervisor/tutor support and
guided study sessions; (K1, K2, K3, K4, S1, S2, S3)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on campus
and remote access to a variety of learning materials, through a combination of
synchronous and asynchronous means; (K1, K2, K3, K4, S1, S2, S3)
13.

Assessment Weighting

Formative assessment
Students will be required to undertake a series of 1-3 formative assessment tasks
linked to the summative assessment tasks. The formative assignments will provide a
structured opportunity for students to receive formal feedback that will direct the
learning for each summative assessment task.
Summative assessment
Summative assessment will take the form of a range of work demonstrating that the
student has met the learning outcomes of the module. The work will normally be
constituted as follows:
Coursework (no examination): 
100%
Written Assignment (K1, K2, K3, K4)
(30%)
Report. Students are to analyse an extract from an animated feature-length
production. The piece must deconstruct the sequence into shots, then outline
and comment on the use of VFX techniques within each. Students are to
analyse the aesthetics of the sequence in order to determine the intent of the
shots, and then correlate their findings with the first part of the piece to
conclude on the efficiency of the sequence. (2000 words).
Practical Assignment (S1, S2, S3)
(70%)
3D Production. Students are to produce a live video sequence incorporating a
3D object within a realistic environment. The render must recreate the lighting
from a proposed list of lighting setups, as well as the optical phenomenon
generated by the use of a determined camera, also to be chosen from a
proposed list.
14.

Learning Materials

NB: The materials identified here are indicative and will be reviewed and updated annually
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Essential
Alaban, D. (2002) Digital Cinematography and Directing. Indianapolis: New Riders.
Brinkmann, R. (2008) The Art and Science of Digital Compositing: Techniques for Visual
Effects, Animation and Motion Graphics. 2nd Edition. Oxford: Elsevier Ltd.
Zwerman, S. (2014) The VES Handbook of Visual Effects: Industry
Standard VFX Practices and Procedures. MA: Focal Press
Recommended
Association for Computing Machinery (ACM) Journals:
●
ACM Journal on Emerging Technologies in Computing
Systems (JETC)
●
Journal on Computing and Cultural Heritage (JOCCH)
●
Journal of Experimental Algorithmics (JEA)
Bendazzi, G. (1994) Cartoons: One Hundred Years of Cinema Animation.
Bloomington: Indiana University Press.
Birn, J. (2014) Digital Lighting and Rendering (Voices That Matter). New Riders
Brinkmann, R.(2008) (2nd Edition) The Art and Science of Digital Compositing:
Techniques for Visual Effects, Animation and Motion Graphics (The Morgan
Kaufmann Series in Computer Graphics). Elsevier, Inc.
Gress, J. (2015) [Digital] Visual Effects and Compositing. New Riders.
James, J. (2009) Fix It In Post: Solutions for Postproduction Problems. Elsevier.
Jones, A., Jamie Oliff, J. (2006) Thinking Animation: Bridging the Gap Between
2D and CG. Course Technology PTR.
Lancaster, K. (2014) (2nd Edition) DSLR Cinema: Crafting the Film Look with
Large Sensor Video Cameras. Focal Press.
Mascelli, J.V. (1988) FIVE C'S OF CINEMATOGRAPHY: Motion Pictures
Filming Techniques.
McClean, S. (2007) Digital Storytelling: The Narrative Power of Visual Effects in
Film. Massachusetts Institute of Technology.
Sykut, A., Ragonha, F.M., Korcsok, Z.,Tilbury, R. (2011 ) Photoshop for 3D
Artists: Volume 1: Enhance Your 3D Renders! - Previz, Texturing and
Post-Production. W
 orcester: 3DTotal Publishing.
O’Connor, J. (2010) Mastering Mental Ray, Hoboken: Sybex.
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Wright, S. (2008) Compositing Visual Effects: Essentials for the Aspiring Artist.
Taylor & Francis.
Sawacki, M. (2011) Filming the Fantastic: A Guide to Visual Effects
Cinematography. E
 lsevier, Inc.

15.

Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE
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1.

Module Code

CMN5201

2.

Module Title

Creative Production

3.

Level

5

4.

Credit Points

30

5.

Notional Learning Hours

300

6.

Subject

All programmes

7.

Module Leader

tbc

8.

Module Restrictions
a. Prerequisites

None

b. Programme Restrictions

None

c. Level Restrictions

UG

9. Aims
This module aims to further students’ ability to engage in a reflective process in
parallel with their production practice. It seeks to provide students with the
opportunity to explore focused production practice in their own or other related
disciplines, and to advance their holistic production skills. Students will build on
previous production management experience through adhering to specific briefs in
larger production situations and further their affinity for continual monitoring and
evaluation of own work. The module aims to develop students’ aesthetic judgment to
give students a focussed opportunity to develop advanced production skills in a
specific field, on a larger scale.
10. Learning Outcomes
On successful completion of this module students will be able to:
Knowledge
K1
Evaluate their own production processes and creative decisions;
K2
Discuss media production processes in a wider theoretical context;
K3
Differentiate between good ideas, and good ideas that will improve a
production in its entirety.
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Skills
S1 Apply production theories to practical production techniques;
S2 Produce complex digital media products of a high standard;
S3 Experiment with production techniques based on feedback;
S4 Produce detailed yet concise project evaluations.
11. Syllabus
The module is divided into two units as follows (indicative list of key subjects):
Unit CMN5201.1: Practical production skills
● Practical production planning
● Production techniques in relevant discipline
●

Specialised digital production software

●

Innovative use of built-in software features

Unit CMN5201.2: Theoretical contextualisation
● Production planning
● Methods for evaluation
●

Reflective and critical analysis

●

Giving, receiving and learning from feedback

●

Cross-disciplinary production practice

12. Learning, Teaching and Assessment Strategy
Learning activities include lectures, workshops, seminars, tutorials, presentations and
independent study. Students will produce both practical and written work, and
examinations to demonstrate that they have achieved the learning outcomes; (K1,
K2, K3, S1, S2, S3, S4)
Lectures will introduce theoretical, critical/conceptual and technical issues related to
the key topics of the syllabus; they will include guidance for further independent
study, and open up associated issues and invite student questions and subsequent
discussion; (K2, K3, S3, S4)
Seminars and tutorials will enable students to engage critically with the module topics
as well as providing opportunities to reflect on their learning and work in progress.
Sessions may also be facilitated by individual or group led presentations and be
subject to peer review; (K1, K2, K3, S4)
Practical skills will be facilitated in group demonstrations and workshop sessions, and
students will also engage in individual/project group practical sessions in studio, labs
workstation environments. (S1, S3)
Where applicable, practical and theoretical learning activities will be organised on a
team-work basis; (K2, K3, S1, S2, S3, S4)

Page | 65

Visual Effects and Animation Programme Handbook 2018-19

A substantial part of students’ learning will be constructed through independent self
directed activities, scaffolded through access to lecturer/supervisor/tutor support and
guided study sessions; (K1, K2, K3, S1, S2, S3, S4)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on campus
and remote access to a variety of learning materials, through a combination of
synchronous and asynchronous means; (K1, K2, K3, K4, S1, S2, S3, S4)
13. Assessment Weighting
Formative Assessment
Students will be required to undertake a series of 1-3 formative assessment tasks
linked to the summative assessment tasks. The formative assignments will provide a
structured opportunity for students to receive formal feedback that will direct the
learning for each summative assessment task.
Summative Assessment
Summative assessment will take the form of a range of work demonstrating that the
student has met the learning outcomes of the module. The work will normally be
constituted as follows:
Coursework:

100%

Practical Assignment (K3, S1, S2, S3)

(80%)

The student is required to plan and produce a larger scale practical media work
in a discipline agreed in advance and relevant to tutoring provided during the
module. The project should be in accordance with a written proposal, outlining
style, scope, resources and grading criteria. Alternatively a coherent portfolio of
smaller scale productions can be submitted, with the proposal outlining the
collection as a whole. In this case the student should demonstrate a breadth of
production skills through the portfolio (as opposed to several versions of the
same type of production).
Written Assignment (K1, K2, S4)
(20%)
Students are required to write an evaluative report, reflecting on the production
process and putting it into a theoretical context. (1200 words)
14. Learning Materials
NB: The materials identified here are indicative and will be reviewed and updated annually.
Essential
Discipline specific resources to be proposed and agreed with the tutor / learning advisor for
each discipline.

Barett, E., Bolt, B. (2014) Practice as Research, Approaches to Creative Arts
Enquiry. London: I.B.Tauris.
Baron, C (2009) Designing a Digital Portfolio. 2nd Edition. Boston: New Riders
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McIntosh, P (2010) Action Research and Reflective Practice, Creative and Visual Methods to
Facilitate Reflection and Learning. Abingdon: Routledge.
Recommended
Corey, J (2013) Audio Production and Critical Listening, Technical Ear Training. 3rd
Edition. London: Focal Press.
Flew, T (2014) New Media. 4th Edition. Oxford: Oxford University Press.
Frick, T (2008) Managing Interactive Media Projects. 2
 nd Edition.
Clifton Park: Thomson Delmer Learning.
Henry, T (2013) The Accidental Creative, How to be brilliant at a
moments notice. New York: Portfolio/Penguin.
Kellison, C (2009) Producing for TV and New Media. 2nd Edition.
Abingdon: Focal Press.
Lind, R.A (2012) Race/Gender/Class/Media 3.0: Considering Diversity
Across Content, Audiences, and Production. 3
 rd Edition. Boston:
Pearson.
Stone, D., Heen, S. (2014) The Science and Art of Receiving
Feedback Well. New York: VIKING / Penguin.
Journal of Writing Research [online]. Available at http://www.jowr.org/
SAE Digital Libraries (in particular JSTOR, also AES and ACM). See Campus
guide for access details.
15. Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE
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1. Module Code

CMN5202

2. Module Title

Practical Mobile App Design

3. Level

5

4. Credit Points

30

5. Notional Learning Hours

300

6. Subject

All programmes

7. Module Leader

tbc

8. Module Restrictions
a. Prerequisites

None

b. Programme Restrictions

None

c. Level Restrictions

UG

d. Other Restrictions or
Requirements

None

9. Aims
This module aims to provide students with an overview of the Mobile App industry, its
history, user areas and user culture. It aims to provide an understanding of, and skills in
User Interface Design (UID) and User Experience (UX), specifically for mobile app design.
Students will use “drag and drop” middleware to be able to (without programming skills)
develop a viable concept for a mobile app, design it and produce a working version at
completion.
10. Learning Outcomes
On successful completion of this module students will be able to:
Knowledge
K1
K2
K3
K4

Illustrate understanding of User Experience (UX) needs in an App context;
Analyse user needs and behaviour when using Apps;
Explain architecture of applications;
Discuss the cultural impact of mobile apps, their development and use.

Page | 68

Visual Effects and Animation Programme Handbook 2018-19

Skills
S1
Use established middleware to produce basic working apps;
S2
Apply knowledge of consumer needs in User Experience (UX) and
User Interface Design (UID);
S3
Plan and carry-out basic User Experience (UX) surveys;
S4
Design and manage content of mobile apps
11. Syllabus
The module is divided into two units as follows (indicative list of key subjects):
Unit CMN5202.1 - History and Design
● Overview of Application (App) industry
● Uses, users and user needs
●

User Experience (UX) and User Interface Design (UID)

●

Key functions

●

Application architecture

●

Design process

●

Legal and copyright considerations

●

Testing, distributing and selling Apps

Unit CMN5202.2 - Application
● Information architecture
● Basic concepts of coding
●

Middleware for App creation

●

Use of media

●

Use of devices’ functions (camera, microphone, accelerometer)

●

Prototyping

12. Learning, Teaching and Assessment Strategy
Learning activities include lectures, workshops, seminars, tutorials, presentations and
private study. Students will produce both practical and written work to show that they
have achieved the learning outcomes; (K1, K2, K3, K4, S1, S2, S3, S4)
Lectures will introduce theoretical, critical/conceptual and technical issues related to
the key topics of the syllabus; they will include guidance for further private study, and
open up associated issues and invite student questions and subsequent discussion;
(K1, K2, K3, K4, S3)
Seminars and tutorials will enable students to engage critically with the module topics
as well as providing opportunities to reflect on their learning and work in progress.
Sessions may also be facilitated by individual or group led presentations and be
subject to peer review; (K4, S2, S3)
Practical skills will be facilitated in group demonstrations and workshop sessions, and
students will also engage in individual/project group practical sessions in studio, labs
workstation environments. (K3, S1, S2, S3, S4)
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Where applicable, practical and theoretical learning activities will be organised on a
team-work basis; (K3, K4, S2, S3, S4)
A substantial part of students’ learning will be constructed through independent self
directed activities, scaffolded through access to lecturer/supervisor/tutor support and
guided study sessions; (K1, K2, K3, K4, S1, S2, S3, S4)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on campus
and remote access to a variety of learning materials, through a combination of
synchronous and asynchronous means. (K1, K2, K3, K4, S1, S2, S3, S4)
13. Assessment Weighting
Formative Assessment
Students will research aspects of a contemporary issue concerning the subject of
learning and teaching that is relevant to their personal and professional interests and
development and report to the group on their findings.
Summative Assessment
Summative assessment will take the form of a range of work demonstrating that the
student has met the learning outcomes of the module. The work will normally be
constituted as follows:
Coursework: 

Written assignment (K1, K2, K3, K4)

100%
(30%)

The student is required to research a specific area of Mobile app user culture
and discuss the factors behind the success of a case study mobile application.
(2000 words)
Presentation (K1, K2, K3, K4)
Students are required to present their research and discussion in a
presentation. (Duration: 10 minutes)

(20%)

Practical assignment (S1, S2, S3, S4)
(50%)
The student is required to produce a Design Document (DD) for a mobile
application, and from this build a basic working Hi-Fidelity App or prototype for a
mobile device, using third party software. The App should include different
media and demonstrate appreciation of User Interface Design (UID) and User
Experience (UX) principles.
14. Learning Materials
NB: The materials identified here are indicative and will be reviewed and updated annually.
Essential
White, C (2013) Idea to iPhone - The essential guide to creating your first app for the iPhone
and iPad. C
 hichester: John Wiley & Sons.
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Tullis, T., Albert, B., (2013) Measuring the User Experience, Second Edition: Collecting,
Analyzing, and Presenting Usability Metrics (Interactive Technologies). 2nd Edition. Waltham
MA: Morgan Kaufmann.
Ginsburg, S. (2010) Designing the iPhone User Experience: A User-Centered
Approach to Sketching and Prototyping iPhone Apps. Upper Saddle River: Addison
Wesley.
Recommended
Allen, J. and Chudley, J. (2012) Smashing UX Design: Foundations for Designing
Online User Experiences (Smashing Magazine Book Series). (E-book). John Wiley &
Sons. Available at
http://www.amazon.co.uk/Smashing-Design-Foundations-Designing-Experiences-ebook/d
p/
B00ADVVHSK/ref=sr_1_1?s=digital-text&ie=UTF8&qid=1412934767&sr=1-1&keywords=
Sm ashing+UX+design+%3A+foundations+for+designing+online+user+experiences
(Accessed 10.10.14)
Hacker, W (2013) Mobile Prototyping with Axure 7. Birmingham: Packt Publishing
Hennigs, L. (2014) Axure for Mobile. 2nd Edition. USA: CreateSpace Independent
Publishing Platform
Fling, B. (2009) Mobile Design and Development: Practical concepts and techniques for
creating mobile sites and web apps (Animal Guide). Sebastopol: O'Reilly Media.
Banga, C., Weinhold, J., (2014) Essential Mobile Interaction Design:
Perfecting Interface Design in Mobile Apps (Usability). Upper Saddle
River: Addison Wesley.
Eyal, N., (2014) Hooked: How to Build Habit-forming Products. Nir Eyal.
Johnson, J., (2014) Designing With the Mind in Mind. 2nd ed. Waltham
MA: Morgan Kaufmann.
Goodman, E., Kuniavsky, M., MOed, A., (2012) Observing the User Experience – A
Practitioner’s Guide to User Research. 2nd edition. Waltham MA: Morgan
Kaufmann.
Krug, S,. (2014) Don’t Make Me Think, Revisited – A Common Sense
Approach to Web and Mobile Usability. San Francisco: Peachpit, a
division of Pearson Education.
Peters, D., (2013) Interface Design for Learning: Design Strategies for Learning
Experiences. San Francisco: Peachpit, a division of Pearson Education.
Rubin, J., Chisnell, D., (2008) Handbook of Usability Testing, How to
Plan, Design and Conduct Effective Tests. 2nd Edition. Indianapolis:
Wiley Publishing Inc.
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15. Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE
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1.

Module Code

2.

Module Title

3.

Level

5

4.

Credit Points

30

5.

Notional Learning Hours

300

6.

Subject

7.

Module Leader

8.

Module Restrictions

AFX5203
Dynamics for Visual Effects

Visual Effects and Animation
tbc

a. Prerequisites

ANM4100, ANM4400

b. Programme Restrictions

Visual Effects and Animation

c. Level Restrictions

None

d. Other Restrictions or
Requirements

None

9.
Aims
The aim of the module is to expose students to the principles and types of dynamics
simulations used in 3D production. Students will develop an in-depth knowledge of
complex natural phenomenon, and attain the skills to recreate them using an array of
software solutions. Students will critically examine the technical and aesthetic
requirements of VFX shots that contain simulations, to gain an understanding of wider
production based consideration. Student will also develop the skills and techniques to
create complex simulations for altering laws of physics for VFX and motion graphics.
10.

Learning Outcomes

On successful completion of this module students will be able to:
Knowledge
K1 Design effective visual effects pipelines;
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K2 Analyse concepts and theories underpinning dynamic computer
generated visual effects solutions;
K3 Describe the dynamics principles of natural phenomenon
commonly simulated in VFX;
K4 Describe and critique the role of dynamic, computer generated visual
effects in screen media.
Skills
S1 Apply scripting techniques to dynamic computer generated
visual effects;
S2 Create complementary effects using dynamic simulations;
S3 Implement technical principles of dynamics tools and
simulation concepts effectively
11.

Syllabus

The module is divided into two units as follows (indicative list of key subjects):
Unit AFX5203.1: Dynamics I
●

●
●
●
●
●

Dynamic Simulations overview (different types of
natural phenomenon and different types of
tools for VFX to achieve these phenomenons )
Rigid/Soft body Dynamics and Forces
Particle Dynamics (particle and emitter types, particle
collisions)
Caching Particle Simulations
Meshing Particles for Liquid Simulations
Rendering particles

Unit AFX5203.2: Dynamics II
●
Cloth Simulations and Cloth Constraints, Cloth
properties, Caching and Cache Blending
●
Hair Systems and Dynamic Follicles/ Rendering Hair
●
Fluid Dynamics
●
Fluid Properties, Caching, Meshing and Rendering
●
Exporting and Exchanging Simulation Caches, Point
Clouds and Meshes (xml, point cache, Alembic)
●
Scripted Simulations and Node Based Controlled
Simulations
●
Overview of Plugins and Specialized Dynamic
Simulation Softwares
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12.
Learning, Teaching and Assessment Strategy
Learning activities include lectures, workshops, seminars, tutorials, presentations
and independent study. Students will produce both practical and written work, and
examinations to demonstrate that they have achieved the learning outcomes; (K1,
K2, K3, K4, S1, S2, S3)
Lectures will introduce theoretical, critical/conceptual and technical
issues related to the key topics of the syllabus; they will include guidance
for further independent study, and open up associated issues and invite
student questions and subsequent discussion; (K1, K2, K3, K4)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also be facilitated by individual or group led discussions
and presentations and that may be subject to peer review; (K1, S1, S2, S3)
Practical skills will be facilitated through group demonstrations and workshop
sessions, and students will also engage in individual/project group practical sessions
in studio, labs workstation environments. (S1, S2, S3)
Where applicable, practical and theoretical learning activities will be organised on a
team-work basis; K2, K3, S2, S3)
A substantial part of students’ learning will be constructed through
independent self directed activities, scaffolded through access to
lecturer/supervisor/tutor support and guided study sessions; (K1, S1, S2,
S3)
Use

of a Virtual Learning Environment (VLE) and other e-learning solutions will

enhance the Learning, Teaching and Assessment strategy, facilitating on campus
and remote access to a variety of learning materials, through a combination of
synchronous and asynchronous means; (K1, K2, K3, K4, S1, S2, S3)
Students studying via distance education mode will utilize the VLE and the primary
means of engagements with teaching staff and learning materials; (K1, K2, K3, K4,
S1, S2, S3)
Labs and practical applications used in distance education mode will
make it possible for students to work within their preferred environment,
developing a better expertise on the equipment that they already own,
and experimenting with new set ups. (S1, S2, S3)

13.
Assessment Weighting
Formative assessment
Students will be required to undertake a series of 1-3 formative assessment tasks
linked to the summative assessment tasks. The formative assignments will provide a
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structured opportunity for students to receive formal feedback that will direct the
learning for each summative assessment task.
Summative assessment
Summative assessment will take the form of a range of work demonstrating that the
student has met the learning outcomes of the module. The work will normally be
constituted as follows:
Coursework:

100%

Practical Assignment (S1, S2, S3)
(80%)
Create a 3D scene for VFX shot that contains at least four types of dynamic
simulations (e.g. Cloth, particles, fluids, rigid bodies). Students will submit working
files and rendered shot (both image sequence and movie file)
Written Assignment (K1, K2, K3, K4)
Students are required to write a short report analysing the process and
outcomes of the practical assignment. (1200 words)

(20%)

 4.
1
Learning Materials
Essential
Bridson, R. (2007) Fluid Simulation for Computer Graphics. MA: AK Peters Ltd
Coutinho, M. (2013) Guide to Dynamic Simulations of Rigid Bodies and Particle
Systems (Simulation Foundations, Methods and Applications) B
 erlin: Springer
Magnenat-Thalmann, N. (2010) Modeling and Simulating Bodies and Garments. Berlin:
Springer
Recommended
Draper, P. (2009) Deconstructing the Elements with 3ds Max. 3rd Edition. Oxford:
Focal Press.

Goulekas, K. (2001) Visual Effects in a Digital World. San Francisco: Morgan
Kaufmann.
Keller, E. (2013) Maya® Visual Effects The Innovator’s Guide. 2nd Edition.
Hoboken: John Wiley & Sons, Inc.

Lanier, L. (2014) Creating Visual Effects in Maya. Fire, Water, Debris, and
Destruction. Burlington, MA: Focal Press.
Mannens, K., & Caspersen, E. (2009) Professional MEL solutions for production.
Plano, TX: Wordware Pub.
Mechtley, A. (2011) Maya Python for games and film: a complete reference for
Maya Python and the Maya Python API. San Francisco: Morgan Kaufmann.
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Palamar, T. (2010) Maya® Studio Projects Dynamics. Hoboken: Wiley
Publishing, Inc. Patel, M. (2009) The digital visual effects studio: the artists and
their work revealed. Toronto: Clock and Flame Studios.
Rickitt, R. (2007) Special effects: the history and technique. New York: Billboard
Books.
Sawicki, M. (2011) Filming the fantastic: a guide to visual effects
cinematography.Oxford: Focal Press.
Wilkins, M., Kazmier, C., & Osterburg, S. (2005) MEL scripting for Maya
animators. Amsterdam: Morgan Kaufmann
Zwerman, S. (2014) The VES Handbook of Visual Effects: Industry Standard
VFX Practices and Procedures. MA: Focal Press

15.

Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE
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1.

Module Code

2.

Module Title

3.

Level

5

4.

Credit Points

30

5.

Notional Learning Hours

300

6.

Subject

Visual Effects and Animation

7.

Module Leader

tbc

8.

Module Restrictions

Advanced Compositing and
Motion Graphics Applications

a. Prerequisites

ANM4100, AFX4300, ANM4400

b. Programme Restrictions

Visual Effects and Animation

c. Level Restrictions

None

d.

9.

AFX5204

Other
Restrictions or
Requirements

None

Aims

In this module student will explore digital compositing, learning the methods and
tools used to integrate visual elements from various sources to create the illusion of
single, unified still images and video sequences. Students will study the history of
compositing, theories of optics and consider the implications of technical
compositing issues. At the end of module, students will be capable of designing,
managing and composing a plan for various types of visual effects projects.
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10.

Learning Outcomes

On successful completion of this module students will be able to:
Knowledge
K1 Explain the principles of compositing and applications within a range of VFX and
animation works;
K2 Plan production pipelines for VFX or Animation projects.
K3 Critically analyse the efficiency of production workflows;
Skills
S1 Apply technical and theoretical knowledge in the effective operation of
compositing software;
S2 Employ effective workflow to develop VFX or Animation productions;
S3 Create believable and aesthetically pleasing composite images and
video sequences.
11.

Syllabus

The module is divided into two units as follows (indicative list of key subjects):
Unit AFX5204.1: Motion Graphics
●

Advanced layer based compositing

●

Motion graphics

Unit AFX5204.2: VFX Compositing Techniques

12.

●

Planning and supervising VFX projects

●

Matchmoving

●

Node based compositing

●

Scripting applications (Expressions / Extended Script)

Learning, Teaching and Assessment Strategy

Learning activities include lectures, workshops, seminars, tutorials, presentations
and independent study. Students will produce both practical and written work, and
examinations to demonstrate that they have achieved the learning outcomes; (K1,
K2, K3, S1, S2, S3)
Lectures will introduce theoretical, critical/conceptual and technical issues related to
the key topics of the syllabus; they will include guidance for further independent
study, and open up associated issues and invite student questions and subsequent
discussion; (K1, K2, K3)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also be facilitated by individual or group led discussions
and presentations and that may be subject to peer review; (K1, K2, K3, S1, S2, S3)
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Practical skills will be facilitated through group demonstrations and workshop
sessions, and students will also engage in individual/project group practical sessions
in studio, labs workstation environments. (S1, S2, S3)
Where applicable, practical and theoretical learning activities will be organised on a
team-work basis; (K1, K2, S1, S2)
A substantial part of students’ learning will be constructed through independent self
directed activities, scaffolded through access to lecturer/supervisor/tutor support and
guided study sessions; (K1, K2, K3, S1, S2, S3)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on campus
and remote access to a variety of learning materials, through a combination of
synchronous and asynchronous means; (K1, K2, K3, S1, S2, S3)
Students studying via distance education mode will utilize the VLE and the primary
means of engagements with teaching staff and learning materials; (K1, K2, K3, S1,
S2, S3)
Labs and practical applications used in distance education mode will make it possible
for students to work within their preferred environment, developing a better expertise
on the equipment that they already own, and experimenting with new set ups. (S1,
S2, S3)

13. Assessment Weighting
Formative assessment
Students will be required to undertake a series of 1-3 formative assessment tasks
linked to the summative assessment tasks. The formative assignments will provide a
structured opportunity for students to receive formal feedback that will direct the
learning for each summative assessment task.
Summative assessment
Summative assessment will take the form of a range of work demonstrating that the
student has met the learning outcomes of the module. The work will normally be
constituted as follows:
Coursework: 

100%

Practical Assignment (S1, S2, S3)
(70%)
Working in individually or in small groups, students will produce a short,
complete VFX or Animation production.
Written Assignment (K1, K2, K3)
(30%)
A reflective evaluation of the project as a whole that takes into account the
knowledge and understanding gained during the project. Production
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documentation must be submitted in support of the analysis – e.g. evidence of
project development and management. (2000 words)
Unseen Examination: 
Written Exam (K1, K2)
Theory Exam, covering all aspects of module (duration: 60-90 minutes)
14.

30%
30%

Learning Materials

Essential
Brinkmann, R. (2008) The Art and Science of Digital Compositing: Techniques for Visual
Effects, Animation and Motion Graphics. 2nd Edition. Oxford: Elsevier Ltd.
Drate, S., Salavetz, J. (2009) VFX Artistry: A Visual Tour of How the Studios
Create Their Magic. O
 xford: Focal Press.
Hornung, E. (2010) The Art and Technique of Matchmoving: Solutions for the VFX Artist.
Oxford: Focal Press.
Zwerman, S. (2014) The VES Handbook of Visual Effects: Industry Standard VFX Practices
and Procedures. MA: Focal Press
Recommended
Bratt, B. (2011) Rotoscoping: Techniques and Tools for the Aspiring Artist.
Oxford: Focal Press.
Christiansen, M. (2013) Adobe After Effects CC Visual Effects and Compositing Studio
Techniques. San Jose: Adobe.
Finance, C. (2009) The Visual Effects Producer: Understanding the Art and
Business of VFX. MA: Focal Press
Ganbar, R. (2014) Nuke 101: Professional Compositing and Visual Effects. 2nd Edition.
San Franciso: Peachpit Pr
Geduld, M. (2008) After Effects Expressions. Oxford: Focal Press.
Glintenkamp, P. (2011) Industrial Light & Magic: The Art of Innovation NJ: Abrams Books
Jackson, C. (2014) After Effects and Cinema 4D Lite: 3D Motion Graphics
and Visual Effects Using CINEWARE. B
 urlington, MA: Focal Press.

McClean, S. (2008) Digital Storytelling: The Narrative Power of Visual Effects
in Film. Massachusetts: The MIT Press.

Meyer, C., Meyer, T. (2013) Creating Motion Graphics with After Effects:
Essential and Advanced Techniques. 5th Edition. Boston: Focal Press.
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Wright, S. (2010) Digital Compositing for Film and Video. 3rd Edition. Oxford: Focal Press.

15.

Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE
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1.

Module Code

ANM5300

2.

Module Title

Advanced Character Animation and
Production Rendering

3.

Level

5

4.

Credit Points

30

5.

Notional Learning Hours

300

6.

Subject

Game Art and Animation, Visual
Effects and Animation

7.

Module Leader

8.

Module Restrictions

tbc

a. Prerequisites

ANM4100, ANM4400

b. Programme Restrictions

Game Art and Animation, Visual
Effects and Animation

c. Level Restrictions

UG

d. Other Restrictions or
Requirements

None

9.
Aims
The aim of the module is for students to develop strong character animation
techniques which integrate the classic principles of animation with anatomy and
movement knowledge, facial animation, comedic timing and general acting theories
and techniques for both humanoid and non-humanoid characters. Students will also
further enhance their knowledge in production rendering to be able to create visually
stunning pieces of work for their portfolio/showreel. The module aims to enable
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students to demonstrate both technical aptitude and individual style within advanced
applications of character animation and rendering techniques.
10.

Learning Outcomes

On successful completion of this module students will be able to:
Knowledge
K1 Interpret a brief in order to complete an animation project;
K2 Analyse the effective use animation techniques to create seamless
animation;
K3 Select the most efficient rendering techniques and tools for their project.
Skills
S1 Create strong character animation, drawing on both technical and creative
skills;
S2 Manage an animation project fulfilling a specific brief, on time and in full;
S3 Apply advanced rendering techniques.
11.

Syllabus

The module is divided into two units as follows (indicative list of key subjects):
Unit ANM5300.1: Advanced Character Animation
●
●
●
●

Facial animation
Performance capture and emotion for animation
Anthropomorphic animation
Zoomorphic animation

Unit ANM5300.2: Production Rendering
●
●
●
●
●

Rays, Scanline rendering & Raytracing
External render engines within a 3D application
Applying Image Effects
Global Illumination
GPU rendering

12.
Learning, Teaching and Assessment Strategy
Learning activities include lectures, workshops, seminars, tutorials, presentations
and independent study. Students will produce both practical and written work, and
examinations to demonstrate that they have achieved the learning outcomes; (K1,
K2, K3, S1, S2, S3)
Lectures will introduce theoretical, critical/conceptual and technical issues related to
the key topics of the syllabus; they will include guidance for further independent
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study, and open up associated issues and invite student questions and subsequent
discussion; (K1, K2, K3)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also be facilitated by individual or group led discussions
and presentations and that may be subject to peer review; (K1, K2, K3)
Practical skills will be facilitated through group demonstrations and workshop
sessions, and students will also engage in individual/project group practical sessions
in studio, labs workstation environments. (S1, S2, S3)
Where applicable, practical and theoretical learning activities will be organised on a
team-work basis; (K1, K2, K3)
A substantial part of students’ learning will be constructed through independent self
directed activities, scaffolded through access to lecturer/supervisor/tutor support and
guided study sessions; (K1, K2, K3, S1, S2, S3)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on campus
and remote access to a variety of learning materials, through a combination of
synchronous and asynchronous means; (K1, K2, K3, S1, S2, S3)
Students studying via distance education mode will utilize the VLE and the primary
means of engagements with teaching staff and learning materials; (K1, K2, K3, S1,
S2, S3)
Labs and practical applications used in distance education mode will make it
possible for students to work within their preferred environment, developing a better
expertise on the equipment that they already own, and experimenting with new set
ups. (S1, S2, S3)

13.
Assessment Weighting
Formative assessment
Students will be required to undertake a series of 1-3 formative assessment
tasks linked to the summative assessment tasks. The formative assignments will
provide a structured opportunity for students to receive formal feedback that will
direct the learning for each summative assessment task.
Summative assessment
Summative assessment will take the form of a range of work demonstrating that
the student has met the learning outcomes of the module. The work will normally
be constituted as follows:
Coursework (no examination): 

Practical Assignment 1 (S1, S2, S3)

100%
(70%)
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Advanced Character Animation. To create a 10 second animation
demonstrating an interaction between a human character and a non-human
character using dialogue and demonstrating performance and mood. Final
output must be fully rendered to industry standards.

Written Assignment (K1, K2, K3)
(30%)
Report. A reflective report based on the practical assignment outlining the
production methodology and analysing the outcomes. (2000 words)
14.
Learning Materials
NB: The materials identified here are indicative and will be reviewed and updated annually.
Essential
Birn, J. (2013) Digital Lighting and Rendering. 3rd Edition. Indianapolis: New Riders.
Loizidou, S (1992) Dynamic analysis of anthropomorphic manipulators in computer
animation. London: University of North London.
Osipa, J. (2010) Stop Staring: Facial Modeling and Animation Done Right. 3rd
Edition. Indianapolis: John Wiley & Sons.

Pardew, L. (2007) Character Emotion in 2D and 3D Animation. N
 antwich: Delmar.
Recommended
Clark, K. (2002) Inspired 3D Character Animation. Indianapolis: Premier Press
Ekman, P. (2003) Emotions Revealed: recognizing faces and feelings to improve
communication and emotional life. New York: Times Books.

Ekman, P. (2005) What the Face Reveals: basic and applied studies of

spontaneous expression using the facial action coding system (FACS). Oxford:
Oxford University Press.

Fagin, G. (1990) The Artists Complete Guide to Facial Expression. New York:
Watson-Guptill Publications.

Hooks, E. (2003) Acting for Animators: a complete guide to performance
animation.Portsmouth, NH: Heinemann.
Kitagawa, M. (2008) MoCap for Artists: Workflow and Techniques for Motion
Capture.Oxford: Focal Press.
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15.

Module Run

Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT
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9.

1.

Module Code

2.

Module Title

3.

Level

4.

Credit Points

5.

Notional Learning Hours

6.

Subject

7.

Module Leader

8.

Module Restrictions

CMN5400
Marketing, Business
Planning and Law
5
30
300
All programmes
tbc

a. Prerequisites

None

b. Programme Restrictions

None

c. Level Restrictions

None

d. Other Restrictions or
Requirements

None

Aims

This module aims to introduce students to essential tools to effectively function in
the business world and equip them with the knowledge of concepts and
analytical tools of business and marketing. It will also introduce students to key
legal and ethical issues that underpin practice specifically related to the creative
media industries. Students completing this module will develop and learn to
apply key communication skills having studies and engaged with communication
theories and the ways in which these shape how we understand each other in a
social, cultural and economic contexts.
10.

Learning Outcomes
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On successful completion of this module students will be able to:
Knowledge
K1
Demonstrate an understanding of basic business and
marketing concepts and practices in relation to the creative media
industries;
K2
Discuss legal and ethical issues of the creative media
industries;
K3

Discuss the basic concepts of communication studies.

Skills
S1

Apply business and marketing planning concepts;

S2
Effectively communicate business and marketing ideas and
proposals;
S3
Summarise the needs in a given situation and then
communicate their ideas succinctly in a fashion appropriate to that
context;
S4
Develop the contents of a basic contract and draw conclusions
as to its tenability.
11.

Syllabus

The module is divided into two units as follows (indicative list of key subjects):
Unit CMN5400.1: Business concepts and Legal Issues
●
Business and management studies
●

Business planning

●

Legal issues and law

●

Enterprise, entrepreneurship

●

Ethical considerations

Unit CMN5400.2: Marketing, Branding & Communication
●
Marketing concepts
●

Market segmentation and targeting

●

Marketing & promotional strategies;

●

Brand development

●

Brand management

●

Product development

●

Communication models and theories;

●

Crafting the pitch

●

Presentation techniques
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12.

Learning, Teaching and Assessment Strategy

Learning activities include lectures, workshops, seminars, tutorials,
presentations and independent study. Students will produce both practical and
written work, and sit examinations to demonstrate that they have achieved the
learning outcomes; (K1, K2, K3, S1, S2, S3, S4)
Lectures will introduce theoretical, critical/conceptual and technical issues
related to the key topics of the syllabus; they will include guidance for further
independent study, and open up associated issues and invite student questions
and subsequent discussion; (K1, K2, K3, S1, S2, S4)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also include individual or group led presentations and
be subject to peer review; (K2, K3, S2, S3, S4)
Where applicable, practical and theoretical learning activities will be organised
on a team-work basis; (K1, K2, K3, S2, S3, S4)
A substantial part of students’ learning will be constructed through independent
self-directed activities, scaffolded through access to lecturer/supervisor/tutor
support and guided study sessions; (K1, K2, K3, S1, S2, S3, S4)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on
campus and remote access to a variety of learning materials, through a
combination of synchronous and asynchronous means. (K1, K2, K3, S1, S2, S3,
S4)
13.

Assessment Weighting

Formative Assessment
Students will be required to undertake a series of 1-3 formative assessment
tasks linked to the summative assessment tasks. The formative assignments will
provide a structured opportunity for students to receive formal feedback that will
direct the learning for each summative assessment task.
Summative Assessment
Summative assessment will take the form of a range of work demonstrating that
the student has met the learning outcomes of the module. The work will normally
be constituted as follows:
Coursework:
100%
Written assignment and presentation (K1, S1, S2, S4)
(80%)
A portfolio of tasks, including business and marketing plan, draft contracts
and presentation. (4800 words or equivalent - Group)
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Written Assignment (K2, K3, S3)

(20%)

An individual reflective report following the written assignment and presentation.
(1500 words - Individual)
14.
Learning Materials
NB: The materials identified here are indicative and will be reviewed and updated annually.
Essential
Armstrong, G., Kotler, P. (2012) Marketing: An Introduction. 11th Edition. Upper Saddle
River: Pearson Education.
Evans, V. (2011) FT Essential Guide to Writing a Business Plan: How to Win Backing to
Start Up or Grow Your Business. Harlow: FT Prentice Hall.
Harris, P. (2007) An Introduction to Law. 7th Edition. Cambridge: Cambridge University
Press.
Recommended
Ferrell, O.C., Dibb, S., Simkin, L., Pride, W.M. (2012) Marketing
Concepts & Strategies. 6th Edition. Boston: Cengage Learning.
Fry, T. (2009) Design Futuring: Sustainability, Ethics and New Practice. Oxford: Berg.
Gallo, C. (2014) Talk Like TED: The 9 Public Speaking Secrets of the World's
Top Minds. 1st Edition. New York: St. Martins Press.
Scalin, N. and Taute, M. (2012) The design activist's handbook: how to change
the world (or at least your part of it) with socially conscious design. Cincinnati,
Ohio; Newton Abbot: How Design; David & Charles [distributor
Shrum, L. (2004) The psychology of entertainment media: blurring the
lines between entertainment and persuasion. Mahwah, N.J: Lawrence
Erlbaum.
Sicart, M. (2009) The ethics of computer games [E-book + book].
Cambridge, Mass.; London: MIT.
Stutely, R. (2006) The Definitive Business Plan: The Fast Track to
Intelligent Business Planning for Executives and Entrepreneurs. 2nd
Edition. Harlow: FT Prentice Hall.
Van Emden, J., Becker, L. (2010) Presentation Skills for Students. 2nd
Edition. Basingstoke: Palgrave Macmillan
Wheeler, A. (2013)
Wiley & Sons

Designing Brand Identity. 4th Edition. Hoboken: John
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E-conomics, The Open Access, Open Assessment Journal [online]. Available
at http://www.economics-ejournal.org
SAE Digital Libraries (in particular JSTOR, also AES and ACM). See
Campus guide for access details.
15.

Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT,

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT,

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT,

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT,

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT,

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT,
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9.

1.

Module Code

2.

Module Title

3.

Level

4.

Credit Points

5.

Notional Learning Hours

6.

Subject

7.

Module Leader

8.

Module Restrictions

CMN6100

Research Practice and Society
6
30
300

All programmes
tbc

a. Prerequisites

Successful completion of level 4 and 5
modules

b. Programme Restrictions

None

c. Level Restrictions

None

d. Other Restrictions or
Requirements

None

Aims

This module aims to develop an advanced critical understanding of qualitative
and quantitative research methodologies and their application for both artistic
and scientific research. Students will advance their knowledge of planning and
implementation of research based inquiry to address a specific research
questions, develop an in-depth understanding of the creative media industries
and the students’ role as creative media practitioners. Further to this it aims to
broaden students’ perspective on cultural issues and movements by drawing
attention to the development of ideas over time and the nature of cultural
diversity. Students will develop an understanding of the intersections of various
fields of the creative media industries, scientific and cultural history and the
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history of ideas in the context of creative media. This, together with a deeper
understanding of, and the ongoing interplay between science, culture and
creative media, is designed to promote a proactive approach to continuing
professional development planning.
10.

Learning Outcomes

On successful completion of this module students will be able to:
Knowledge
K1
Evaluate a range of qualitative and quantitative research
methodologies used in Creative Media;
K2
Critically analyse industry sectors, their relation to the arts and
specific contemporary issues within creative media industries;
K3
Discuss continuing professional development strategies;
K4
Critically appraise the interplay between culture and consumers of
culture, relating to different and changing cultural ideas.
Skills
S1
Apply qualitative, quantitative and mixed research methods in
academic and creative media contexts;
S2
Select the most appropriate research method(s) to address a
particular research question;
S3
Develop a personal continuing professional development plan;
S4
Communicate their knowledge of cultural issues effectively,
through comparative analysis of cultural ideas.
11.

Syllabus

The module covers:
●
●
●
●

Research methodologies and their application in the creative media industries;
Artistic and Scientific research and practice;
Theories and paradigms of research;
Contemporary issues surrounding research;

● Developing a research question / hypothesis;
● Gathering, analysis, interpretation and presentation of data;
● Literature review and critical analysis of existing research;
● Research ethics;
● Creative media industries: past, present and future;
● The role of practitioners in the creative media industries
● History of ideas, and scientific and cultural theories
● Types of culture
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● Scientific and cultural issues, the development of ideas over time and
cultural diversity;
● Decoding science and culture: communication, meaning and semiotics;
12.

Learning, Teaching and Assessment Strategy

Learning activities include lectures, workshops, seminars, tutorials,
presentations and independent study. Students will produce both practical and
written work, and sit examinations to demonstrate that they have achieved the
learning outcomes; (K1, K2, K3, K4, S1, S2, S3, S4)
Lectures will introduce theoretical, critical/conceptual and technical issues
related to the key topics of the syllabus; they will include guidance for further
independent study, and open up associated issues and invite student questions
and subsequent discussion; (K1, K2, K3, K4, S1, S2)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also include individual or group led presentations and
be subject to peer review; (K1, K2, K3, K4, S1, S2, S4)
Where applicable, practical and theoretical learning activities will be organised
on a team-work basis; (K1, K2, K3, K4, S1, S2, S3, S4)
A substantial part of students’ learning will be constructed through independent
self-directed activities, scaffolded through access to lecturer/supervisor/tutor
support and guided study sessions; (K1, K2, K3, K4, S1, S2, S3, S4)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on
campus and remote access to a variety of learning materials, through a
combination of synchronous and asynchronous means. (K1, K2, K3, K4, S1, S2,
S3, S4)

13.

Assessment Weighting

Formative Assessment
Students will be required to undertake a series of 1-3 formative assessment
tasks linked to the summative assessment tasks. The formative assignments will
provide a structured opportunity for students to receive formal feedback that will
direct the learning for each summative assessment task.
Summative Assessment
Summative assessment will take the form of a range of work demonstrating that
the student has met the learning outcomes of the module. The work will normally
be constituted as follows:
Coursework:



100%
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Written Assignment 1 (K2, K4, S4)
(40%)
Students are required to write an analytical essay on different and changing
cultural ideas. (2500 words)
Written Assignment 2 (K2, K3, S3)
(30%)
An analysis of the creative media sector with a focus on the student’s role
as a practitioner. (2000 words)
Written Assignment 3 (K1, S1, S2)

(30%)

Students are required to prepare and submit a formal proposal for their
research for the Major Project in module 6301/6302. (2000 words)
14.

Learning Materials

NB: The materials identified here are indicative and will be reviewed and updated
annually.
Essential
Booth, W.C., Colomb, G.G., Williams, J.M. (2008) The Craft of Research. 3rd
Edition. London: University Of Chicago Press.
Punch, K.F. (2006) Developing Effective Research Proposals. London: Sage
Publications Ltd.
Storey, J. (2012) Cultural Theory And Popular Culture: An Introduction. 2nd
Edition. Athens: University of Georgia Press.
Recommended
Cobley, P. et al (2009) The Routledge Companion to Semiotics. London:
Routledge
Cottrell, S. (2011) Critical Thinking Skills: Developing Effective Analysis and
Argument. Basingstoke: Palgrave Macmillan.
Creswell, J.W., (2014) Research Design. 4th Edition. London: SAGE Publications.
Dawson, C. (2009) Introduction to Research Methods. 4th Edition. London: How To
Books.
Gauch, H.G. (2012) Scientific Method in Brief. Cambridge: Cambridge University
Press.
Godfrey, J. (2013) How to Use Your Reading in Your Essays. 1st Edition.
Basingstoke: Palgrave Macmillan
McQuail, D. (2010). McQuail's mass communication theory. London: Sage
Publications.
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Punch, K.F., (2006) Developing Effective Research Proposals. 2nd Edition.
London: SAGE Publications.
Reardon, D. (2006) Doing Your Undergraduate Project (SAGE Essential Study
Skills Series). London: Sage Publications Ltd.
Journal of Writing Research [online]. Available at http://www.jowr.org/
SAE Digital Libraries (in particular JSTOR, also AES and ACM). See Campus
guide for access details.
15.

Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT
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1.

Module Code

CMN6201

2.

Module Title

Industry Engagement

3.

Level

4.

Credit Points

5.

Notional Learning Hours

6.

Subject

7.

Module Leader

8.

Module Restrictions

a.

Prerequisites

6
30
300

All programmes
tbc

Successful completion of level 4 and
level 5 modules

c.

b. Programme Restrictions

None

Level Restrictions

None

d. Other Restrictions or
Requirements

Minimum Industry
engagement equal to 40 hrs.

9.
Aims
The Industry engagement module provides an opportunity for students to
undertake structured industry based activities to support the development of
professional knowledge and skills within their chosen field in the creative
industries. Through a range of engagements, that may consist of single
placements or a series of industry engagements that foster an enhanced
understanding of workplace dynamics, facilitate active industry engagement, and
expose the student to current realities and practices within the field. Students will
reflect on the engagement experience, and compile a portfolio of work, that will
facilitate an informed transition from education to the workplace, and may
provide a practical situated, context for learning.
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10.

Learning Outcomes

On successful completion of this module students will be able to:
Knowledge
K1 Examine advanced theoretical and applied perspectives, ethical
principles and other knowledge applicable to the work/practice context;
K2 Reflect on the engagement of other industry practitioners and their
contribution to the work/practice;
K3 Posit a well reasoned rationale for the choice of methods of inquiry
that have informed creative approaches to action planning/problem
solving, contextualising the choices
K4 Evaluate the process of designing and developing your industrybased activity and how its outcomes have contributed to enhancing your
work/practice and that of others.
Skills
S1 Engage and take responsibility future professional development using the
learning from the project/inquiry process;
S2 Demonstrate coherent and organised communication,
interpersonal and networking skills when sharing ideas and information
within an industry based setting;
S3 Develop an effective portfolio with a range of suitable materials that
support the students career related focus.
11.
Syllabus
The module is divided into two units as follows (indicative list of key subjects):
Unit CMN6201.1: Preparing for Industry Engagement
●

Critically analysing current/historical industry trends and

practices (case study approach)
●

Industry engagement / analysis

●

Becoming a reflective practitioner

●

Logbook development

●

Building a portfolio

●

Supervisor consultation

●

Workplace health and safety

Unit CMN6201.2: Industry Engagement
●

Combination of directed and
self directed industry
engagement activities
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12.

Learning, Teaching and Assessment Strategy

Learning activities include industry engagement(s) completed through placement at a
single site or through multiple, inter-related engagements/placements, lectures,
workshops, seminars, tutorials, presentations and independent study. Students will
produce both practical and written work, and examinations to demonstrate that they
have achieved the learning outcomes; (K1, K2, K3, K4, S1, S2, S3)
Lectures will introduce theoretical, critical/conceptual and technical issues
related to the key topics of the syllabus; they will include guidance for further
independent study, and open up associated issues and invite student questions
and subsequent discussion;(K1, K2, K3, K4)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also include individual or group led presentations and
be subject to peer review; (K1, K2, K3, K4, S1, S2, S3)
Practical skills will be facilitated through active engagement within an industry
setting. (S1, S2, S3)
Where applicable, practical and theoretical learning activities will be organised
on a team-work basis; (K1, K3)
A substantial part of students’ learning will be constructed through independent
self-directed activities, scaffolded through access to lecturer/supervisor/tutor
support and guided study sessions; (K1, K2, K3, K4, S1, S2, S3)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on
campus and remote access to a variety of learning materials, through a
combination of synchronous and asynchronous means. (K1, K2, K3, K4, S1, S2,
S3)
13.

Assessment Weighting

Formative Assessment:
Students will be required to undertake a series of [1-3] formative assessment
tasks linked to the summative assessment tasks. The formative assignments will
provide a structured opportunity for students to receive formal feedback that will
direct the learning for each summative assessment task.
Summative Assessment:
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Summative assessment will take the form of a range of work demonstrating that
the student has met the learning outcomes of the module. The work will normally
be constituted as follows:
Coursework: 

100%

Practical Assignment (K1, K4, S2, S3)

(40%)

Portfolio. Develop a portfolio of materials gleaned from case study analysis
and creative works and other materials created by the student that that will
support future industry engagement.
Written Assignment (K1, K3, S1, S3)

(30%)

Logbook with Supervisor’s report. Overview/contextualisation of the
industry engagement experience with the supervisor’s evaluation included.
(2000 words or equivalent)
Written Assignment (K2, K4 )

(30%)

Report (Self assessment). Reflective evaluation of industry engagement
and outline of further professional development. (2000 words or
equivalent)

14.

Learning Materials

NB: The materials identified here are indicative and will be reviewed and
updated annually.
Essential
Cottrell, S. (2011) Critical thinking skills: developing effective analysis and
argument. Basingstoke: Palgrave Macmillan.
Johns, C., Burnie, S., Lee, S., Brooks, S., Jarvis, J. (2013) Becoming a
Reflective Practitioner. 4th Edition. Hoboken: Wiley-Blackwell.
Seguin, J., Culver, S. H. (2013) Media career guide: Preparing for jobs in the
21st century. 9th Edition. Bedford: St Martins.
Recommended
Andriopoulos, C., Dawson, P. (2008) Managing change, creativity & innovation.
London: Sage.
Cottrell, S. (2003) Skills for Success: The Personal Development Planning Handbook.
Basingstoke: Palgrave Macmillan.
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Fitzgerald, S. W. (2011) Corporations and cultural industries: Time Warner,
Bertelsmann, and News Corporation (critical media studies). Lanham: Lexington
Books.
Havens, T. & Lotz, A. D. (2011) Understanding media industries. Oxford:
Oxford University Print.
Hendricks, J.A. (2011) The twenty-first-century media industry: Economic and
managerial implications in the age of new media (studies in new media).
Lanham: Lexington Books.
Holt, J. & Perren, A. (2009) Media industries: history, theory, and method.
Chichester: Blackwell Pub.
Koskinen, I. et al. (2011) Design research through practice: From the Lab,
Field, and Showroom. Waltham, MA: Morgan Kaufman.
Marshall, L.A and Rowland, Frances. (2006) A guide to learning independently,
Frenchs Forest, NSW: Pearson Education.
Ruggerio, V. R. (2011) The art of thinking: A guide to critical and creative
thought. 10th Edition. Upper Saddle River, NJ: Pearson.
Wilson, S. (2001) Information arts: intersections of art, science, and
technology. Cambridge, MA: MIT Press.
Journal of Writing Research [online]. Available at http://www.jowr.org/
SAE Digital Libraries (in particular JSTOR, also AES and ACM). See
Campus guide for access details.

15.

Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT
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1.

Module Code

2.

Module Title

3.

Level

4.

Credit Points

5.

Notional Learning Hours

6.

Subject

7.

Module Leader

8.

Module Restrictions

a.

Prerequisites

CMN6202

Industry Engagement
6

60
600
All programmes

tbc

Successful completion of level 4 and
level 5 modules

b.

Programme Restrictions

None

c.

Level Restrictions

None

d. Other Restrictions or
Requirements

Minimum Industry
engagement equal to
80hrs.

9.
Aims
The Industry engagement module provides an opportunity for students to undertake
structured industry based activities to support the development of professional knowledge
and skills within their chosen field in the creative industries. Through a range of
engagements, that may consist of a single placement, or a series of industry engagements,
that foster an enhanced understanding of workplace dynamics, facilitate active industry
engagement, and expose the student to current realities and practices within the field.
Students will reflect on the engagement experience, and compile a portfolio of work, that will
facilitate an informed transition from education to the workplace, and may provide a practical
situated, context for the learning.
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10.
Learning Outcomes
On successful completion of this module students will be able to:
Knowledge
K1 Examine advanced theoretical and applied perspectives, ethical principles and
other knowledge applicable to the work/practice context;
K2 Reflect on the engagement of other industry practitioners and their
contribution to the work/practice;
K3 Posit a well reasoned rationale for the choice of methods of inquiry that
have informed creative approaches to action planning/problem solving,
contextualising the choices;
K4 Evaluate the process of designing and developing your industrybased activity and how its outcomes have contributed to enhancing your
work/practice and that of others.
Skills
S1 Engage and take responsibility future professional development using the
learning from the project/inquiry process;
S2 Demonstrate coherent and organised communication, interpersonal
and networking skills when sharing ideas and information within an
industry based setting;
S3 Develop an effective portfolio with a range of suitable
materials that support the students career related focus.
11.

Syllabus

The module is divided into two units as follows (indicative list of key subjects):
Unit CMN6202.1: Preparing for Industry Engagement
●
Critically analysing current/historical
industry trends and practices (case study
approach)
●

Industry engagement / analysis

●

Becoming a reflective practitioner

●

Logbook development

●

Building a portfolio

●

Supervisor consultation

●

Workplace health and safety

Unit CMN6202.2: Industry Engagement
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●

Combination of directed and self
directed industry engagement
activities

12.

Learning, Teaching and Assessment Strategy

Learning activities include industry engagement(s) completed through
placement at a single site or through multiple, inter-related
engagements/placements, lectures, workshops, seminars, tutorials,
presentations and independent study. Students will produce both practical and
written work, and examinations to demonstrate that they have achieved the
learning outcomes; (K1, K2, K3, K4, S1, S2, S3)
Lectures will introduce theoretical, critical/conceptual and technical issues
related to the key topics of the syllabus; they will include guidance for further
independent study, and open up associated issues and invite student questions
and subsequent discussion; (K1, K2, K3, K4)
Seminars and tutorials will enable students to engage critically with the module topics
as well as providing opportunities to reflect on their learning and work in progress.
Sessions may also include individual or group led presentations and be subject to
peer review; (K1, K2, K3, K4, S1, S2, S3)
Practical skills will be facilitated through active engagement within an industry
setting. (S1, S2, S3)
Where applicable, practical and theoretical learning activities will be organised
on a team-work basis; (K1, K3)
A substantial part of students’ learning will be constructed through independent
self-directed activities, scaffolded through access to lecturer/supervisor/tutor
support and guided study sessions; (K1, K2, K3, K4, S1, S2, S3)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on
campus and remote access to a variety of learning materials, through a
combination of synchronous and asynchronous means. (K1, K2, K3, K4, S1, S2,
S3)
13.
Assessment Weighting
Formative Assessment:
Students will be required to undertake a series of [1-3] formative assessment
tasks linked to the summative assessment tasks. The formative assignments will
provide a structured opportunity for students to receive formal feedback that will
direct the learning for each summative assessment task.
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Summative Assessment:
Summative assessment will take the form of a range of work demonstrating that
the student has met the learning outcomes of the module. The work will normally
be constituted as follows:

Coursework:

100%

Practical Assignment (K1, K4, S2, S3)

(40%)

Develop a portfolio of materials gleaned from case study analysis and
creative works and other materials created by the student that will
support future industry engagement.
Written Assignment (K1, K3, S1, S3)

(30%)

Logbook with Supervisor’s report. Overview/contextualisation of the
industry engagement experience. With the supervisor’s evaluation
included. (4000 words)
Written Assignment (K2, K4 )
(30%)
Report (Self assessment). Reflective evaluation of industry engagement and
outline of further professional development. (4000 words)
14.

Learning Materials

NB: The materials identified here are indicative and will be reviewed and updated
annually.
Essential
Cottrell, S. (2011) Critical thinking skills: developing effective analysis and argument.
Basingstoke: Palgrave Macmillan.
Johns, C., Burnie, S., Lee, S., Brooks, S., Jarvis, J. (2013) Becoming a Reflective
Practitioner. 4th Edition. Chichester: Wiley-Blackwell.
Seguin, J., Culver, S. H. (2013) Media career guide: Preparing for jobs in the 21st
century. 9th Edition. Bedford: St Martins.
Recommended
Andriopoulos, C., Dawson, P. (2008) Managing change, creativity & innovation. London:
Sage.
Cottrell, S. (2003) Skills for Success: The Personal Development Planning Handbook.
Basingstoke: Palgrave Macmillan.
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Fitzgerald, S. W. (2011) Corporations and cultural industries: Time Warner,
Bertelsmann, and News Corporation (critical media studies). Lanham: Lexington
Books.
Havens, T., Lotz, A. D. (2011) Understanding media industries. Oxford: Oxford
University Print.
Hendricks, J.A. (2011) The twenty-first-century media industry: Economic and
managerial implications in the age of new media (studies in new media).
Lanham: Lexington Books.
Holt, J., Perren, A. (2009) Media industries: history, theory, and method.
Chichester: Blackwell Pub.
Koskinen, I.. Binder, T., Redstrom, J., Wensveen, S., Zimmerman, J. (2011)
Design research through practice: From the Lab, Field, and Showroom.
Waltham, MA: Morgan Kaufman.
Marshall, L.A., Rowland, Frances. (2006) A guide to learning independently.
Pearson Education, Australia.
Ruggerio, V. R. (2011) The art of thinking: A guide to critical and creative
thought. 10th Edition. Upper Saddle River, NJ: Pearson.
Wilson, S. (2001) Information arts: intersections of art, science, and
technology. Cambridge, MA: MIT Press.
Journal of Writing Research [online]. Available at http://www.jowr.org/
SAE Digital Libraries (in particular JSTOR, also AES and ACM). See
Campus guide for access details
15.

Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT
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1.

Module Code

ANM6203

2.

Module Title

3.

Level

6

4.

Credit Points

30

5.

Notional
Learning Hours

300

6.

Subject

Animation

7.

Module Leader

tbc

8.

Module
Restrictions

Advanced Rigging Applications

Successful completion of level 4 and level 5

a.

Prerequisites

b.

Programme
Restrictions

Visual Effects and Animation, Game Art and

Level
Restrictions

None

c.

d. Other Restrictions or
Requirements

modules

Animation

None

9.
Aims
This module aims to develop discipline specific knowledge and skills to more
sophisticated conceptual and technical levels through the realisation and
evaluation of the tensions between creative application of animation technology
and anatomical and anthropological issues. Students will examine the various
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aspects of human expression, and the physical manifestations and traits,
translating these elements into the design of animated characters.
10.

Learning Outcomes

On successful completion of this module students will be able to:
Knowledge
K1 Analyse the anatomical and psychological origins of
character’s emotional response;
K2 Evaluate approaches used to determine the surface shape of a facial
model; K3 Plan modelling principles and techniques to be implement for
the development of character animation.
Skills
S1 Implement facial deformation models techniques to achieve a desired
expression;
S2 Develop control parameterizations and user interface for animation;
S3 Create an animation that demonstrates an in depth understanding
of the principles of character animation.
11.

Syllabus

The module is divided into two units as follows (indicative list of key subjects):
Unit ANM6203.1: Analysing Human Expression
●

History of facial animation

●

Awareness to body and facial expression

●

Human locomotion

●

Believability and Uncanny valley

●

Anatomy of the face

● Face Analysis and coding
● The universal expression
Unit ANM6203.2: Rigging Human Form
● Advanced character setup to support
production requirements
● Deformation techniques to preserve volume
● Blendshape Theory
● Face skeletal rig
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● Corrective shape
● Offset rig

12.

Learning, Teaching and Assessment Strategy

Learning activities include lectures, workshops, seminars, tutorials, presentations
and independent study. Students will produce both practical and written work, and
examinations to demonstrate that they have achieved the learning outcomes; (K1,
K2, K3, S1, S2, S3)
Lectures will introduce theoretical, critical/conceptual and technical issues related to
the key topics of the syllabus; they will include guidance for further independent
study, and open up associated issues and invite student questions and subsequent
discussion; (K1, K2, K3)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also be facilitated by individual or group led discussions and
presentations and that may be subject to peer review; (K1, K2, K3, S1, S2, S3)
Practical skills will be facilitated through group demonstrations and workshop
sessions, and students will also engage in individual/project group practical sessions
in studio, labs workstation environments. (S1, S2, S3)
Where applicable, practical and theoretical learning activities will be organised on a
team-work basis; (K1, K2, S2)
A substantial part of students’ learning will be constructed through independent self
directed activities, scaffolded through access to lecturer/supervisor/tutor support and
guided study sessions; (K1, K2, K3, S1, S2, S3)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on campus
and remote access to a variety of learning materials, through a combination of
synchronous and asynchronous means; (K1, K2, K3, S1, S2, S3)
Students studying via distance education mode will utilize the VLE and the primary
means of engagements with teaching staff and learning materials; (K1, K2, K3, S1,
S2, S3)
Labs and practical applications used in distance education mode will make it
possible for students to work within their preferred environment, developing a
better expertise on the equipment that they already own, and experimenting with
new set ups. (S1, S2, S3)
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13.

Assessment Weighting

Formative assessment:
Students will be required to undertake a series of [1-3] formative assessment tasks linked to
the summative assessment tasks. The formative assignments will provide a structured
opportunity for students to receive formal feedback that will direct the learning for each
summative assessment task.
Summative assessment
Summative assessment will take the form of a range of work demonstrating that
the student has met the learning outcomes of the module. The work will normally
be constituted as follows:
Coursework: 
100%
Practical Assignment (S1, S2, S3)
(70%)
Students are required to rig a full character based on a selection of given briefs.
Furthermore the students are to demonstrate their knowledge and ability to take
a character previously designed and carry it through the necessary production
needs in order to incorporate it into their chosen brief while taking into account
knowledge, experience, skills (transferable and role specific) and personal
aptitude. Background research and informed opinion is drawn from a range of
authoritative (e.g. theoretical texts, peer reviewed journals) in support of their
decisions.
Written Assignment (K1, K2, K3)
(30%)
Students will be required to analyse the human face using the Face Action
Coding system and be able to plan the development of an animated character
that can effectively communicate a range of emotions, as well as a study of
human locomotion. (2000 words)
14.

Learning Materials

NB: The materials identified here are indicative and will be reviewed and
updated annually.
Essential
Faigin, G. (2008) The Artist's Complete Guide to Facial Expression. New York:
Watson-Guptill.
Szunyoghy, A. & Feher, G. (2006) Human Anatomy for artists. USA:
Ullmann Publishing.
Ekman, P. and Friesen W. V. (1978) Facial Action Coding System: A

Technique for Measurement of Facial Movement. Palo Alto, CA: Consulting
Psychologists Press.
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Osipa, J. (2010) Stop Staring: Facial Modeling and Animation Done Right.
3rd edition. Indianapolis: John Wiley & sons.
Allen, E. and Murdock K. L. (2008) Body Language: Advanced 3D Character
Rigging. Indianapolis: John Wiley & Sons.
Recommended
Parke, F. I. And Water, K. (2008) Computer Facial Animation. 2
 nd Edition.
Wellesley: A K Peter Ltd.
Simon, M. (2003) Facial Expressions: A Visual Reference for Artists. New York:
Watson-Guptill Publications Inc.

Simon, M. (2008) Facial Expressions: Babies to Teens - A Visual Reference for
Artists.New York: Watson-Guptill Publications Inc.

Muybridge, E. (2000) The Human Figure in Motion. New York: Dover
Publications Inc.

15.

Module Run

Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT
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1.

Module Code

CMN6204

2.

Module Title

Advanced Specialised Project

3.

Level

6

4.

Credit Points

30

5.

Notional Learning Hours

300

6.

Subject

All programmes

7.

Module Leader

tbc

8.

Module Restrictions

a. Prerequisites

9.

Successful completion of
level 4 and level 5 modules

b. Programme Restrictions

None

c. Level Restrictions

None

d. Other Restrictions or
Requirements

None

Aims

The aim of the module is to develop students’ professional practice through the
planning and development of an independent activity (study or practical,
individual or team based). By choosing a specific area of specialisation, students
will develop a stronger awareness of their professional interests and the ability of
better directing their professional development of their future careers. Students
will learn how to assess their own skills and knowledge and how to develop a
strategy to bring them to the desired level.
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10.

Learning Outcomes

On successful completion of this module students will be able to:
Knowledge
K1

Evaluate their preparation on a specific area of the chosen discipline;

K2
Decide an area of specialisation based on industry and/or personal
requirements;
K3
Evaluate their progress independently;
K4
Develop a subject specific knowledge according to their
proposed project.
Skills
S1
Apply analytical skills to their own knowledge in order to identify
strengths and weaknesses;
S2
Develop a study plan to achieve the desired skills or knowledge and
organise work effectively in order to complete the chosen activity;
S3
Present the outcomes of their work in a convincing and effective
manner;
S4
Develop subject specific practical skills according to their
proposed project.
11.
Syllabus
This module is highly customisable by each student (or group of students),
therefore a specific syllabus will be proposed by them and agreed with their
assigned tutor and supervised by the programme coordinator. However, the
following subjects will be normally included:
●

Self assessment

●

Project planning and management

●

Resource allocation

●

Time management

●

Reporting and presentation

12.
Learning, Teaching and Assessment Strategy
Although the strategy might differ according to what is proposed by students, a
general approach could be:
Learning activities include lectures, workshops, seminars, tutorials,
presentations and independent study. Students will produce both practical and
written work, and sit examinations to demonstrate that they have achieved the
learning outcomes; (K1, K2, K3, S3, S4)
Lectures will introduce theoretical, critical/conceptual and technical issues
related to the key topics of the syllabus; they will include guidance for further
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private study, and open up associated issues and invite student questions and
subsequent discussion; (K1, K2, K3, K4)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also include individual or group led presentations and
be subject to peer review; (K1, K2, K3, K4, S1, S3, S3, S4)
Practical skills will be facilitated in group demonstrations and workshop sessions,
and students will also engage in individual/project group practical sessions in
studio, lab and workstation environments; (S1, S2, S4)
Where applicable, practical and theoretical learning activities will be organised
on a team-work basis; (S2, S4)
A substantial part of students’ learning will be constructed through independent
self-directed activities, scaffolded through access to lecturer/supervisor/tutor
support and guided study sessions; (K1, K2, K3, K4)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on
campus and remote access to a variety of learning materials, through a
combination of synchronous and asynchronous means. (K1, K2, K3, K4, S1, S3,
S3, S4)
13.

Assessment Weighting

Formative assessment
Students will be required to undertake a series of 1-3 formative assessment
tasks linked to the summative assessment tasks. The formative assignments will
provide a structured opportunity for students to receive formal feedback that will
direct the learning for each summative assessment task.
Summative Assessment
Summative assessment will take the form of a range of work demonstrating that the student
has met the learning outcomes of the module. The work will normally be constituted as
follows:
Coursework
100%
Practical/Written Assignment (K1, K2, K3, K4, S1, S2, S4)
(80%)
Depending on the nature of the project, this assignment can be a practical
component of one major media production, a portfolio of more than one smaller
projects or a written component such as an essay or an argumentative article.
The exact nature of the project and its grading criteria must be agreed in
advance with the assigned tutor (although some well-motivated deviation from
this agreement may be approved during the module). If the project is a
team-work, the submission can be common, but all members of the team are
expected to contribute equally to the project, and the single contribution of each
member must be agreed with the assigned tutor prior to the commencement,
and it must appear clearly in the project presentation. (4800 words or equivalent
- Individual)

Page | 115

Visual Effects and Animation Programme Handbook 2018-19

Presentation (K3, S3)

(20%)

Students are required to present their project to their peers, focusing more on their
professional development rather than on the project itself. Those who realised a
practical component should present it, explaining what skills and/or knowledge were
developed during the production of such a project, and those who engaged in a
written component should present their paper and findings with a similar focus. If the
project is a team-work, all members are required to present their particular
component within a single presentation, outlining their personal contribution and the
particular skills they have developed, and will be graded accordingly. Students
should prepare a powerpoint (or similar software) presentation. (duration: up to 10
minutes per student/member of the team)
14.

Learning Materials

Specific learning materials are to be proposed and agreed in the project
proposal, however they will normally include some of the following
resources:
Essential
Cottrell, S. (2003) Skills for Success: The Personal Development Planning
Handbook. Basingstoke: Palgrave Macmillan.
Gibbs, P. (ed), (2013), Learning, Work and Practice: New Understandings.
London: Springer.
Johns, C., Burnie, S., Lee, S., Brooks, S., Jarvis, J. (2013) Becoming a
Reflective Practitioner. 4th Edition. Hoboken: Wiley-Blackwell.
Recommended
Kolb, D. (1984), Experiential learning: experience as the source of
learning and development. Englewood Cliffs: Prentice-Hall.
Koskinen, I. et al. (2011) Design research through practice: From the Lab,
Field, and Showroom. Waltham, MA: Morgan Kaufman.
Marshall, L.A and Rowland, Frances. (2006) A guide to learning independently.
Frenchs Forest, NSW: Pearson Education.
Journal of Writing Research [online]. Available at http://www.jowr.org/
SAE Digital Libraries (in particular JSTOR, also AES and ACM). See Campus
guide for access details.
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15.

Module Run

Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT
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1.

Module Code

2.

Module Title

3.

Level

6

4.

Credit Points

30

5.

Notional Learning Hours

300

6.

Subject

7.

Module Leader

8.

Module Restrictions
a.

Prerequisites

ANM6204
Advanced Character Creation

Game Art and Animation, Visual
Effects and Animation
tbc

Successful completion of level 4
and level 5 modules

9.

b. Programme
Restrictions

Game Art and Animation, Visual

c. Level Restrictions

UG

d. Other Restrictions or
Requirements

None

Effects and Animation

Aims

The aim of the module is for students to learn and apply advanced techniques in
both character modelling and texturing. Students will enhance their knowledge in
modelling and texturing tools by learning new applications and applying them
towards refining and creating suitable characters for both film and games. The
module aims to enable students to demonstrate both technical aptitude and
individual style.
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10.

Learning Outcomes

On successful completion of this module students will be able to:
Knowledge
K1 Differentiate between the requirements for successful
character models in film or games;
K2 Produce a production analysis and plan for a complex character
animation project;
K3 Analyse style differences in character creation and use
them appropriately.

Skills
S1 Develop a 3D character to a given brief, style and industry standard;
S2 Apply texture to a character to a given brief, style and industry
standard;
S3 Implement advanced modelling, texturing and rendering techniques
within a 3D application
11.

Syllabus

The module is divided into two units as follows (indicative list of key subjects):
Unit ANM6204.1: Advanced Character Modeling
● Hard surface versus organic modeling using Digital sculpting and
transfer to 3D Application
● Anthropomorphic characters
● Zoomorphic characters
● Retopology
Unit ANM6204.2 Advanced Character Texturing
●
●
●
●
●
●
●
12.

UV unwrapping
Projection mapping
Sub-surface scattering material
Displacement and normal mapping creating and rendering techniques
Digital Painting
Photorealistic rendering
Stylised rendering techniques

Learning, Teaching and Assessment Strategy

Learning activities include lectures, workshops, seminars, tutorials, presentations
and independent study. Students will produce both practical and written work, and
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examinations to demonstrate that they have achieved the learning outcomes; (K1,
K2, K3, S1, S2, S3)
Lectures will introduce theoretical, critical/conceptual and technical issues related to
the key topics of the syllabus; they will include guidance for further independent
study, and open up associated issues and invite student questions and subsequent
discussion; (K1, K2, K3)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also be facilitated by individual or group led discussions
and presentations and that may be subject to peer review; (K1, K2, K3, S1, S2, S3)
Practical skills will be facilitated through group demonstrations and workshop
sessions, and students will also engage in individual/project group practical sessions
in studio, labs workstation environments. (S1, S2, S3)
Where applicable, practical and theoretical learning activities will be organised on a
team-work basis; (K1, K2, K3, S1, S2, S3)
A substantial part of students’ learning will be constructed through independent self
directed activities, scaffolded through access to lecturer/supervisor/tutor support and
guided study sessions; (K1, K3, S1, S2, S3)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on campus
and remote access to a variety of learning materials, through a combination of
synchronous and asynchronous means; (K1, K2, K3, S1, S2, S3)
Students studying via distance education mode will utilize the VLE and the primary
means of engagements with teaching staff and learning materials; (K1, K2, K3, S1,
S2, S3)
Labs and practical applications used in distance education mode will make it
possible for students to work within their preferred environment, developing a
better expertise on the equipment that they already own, and experimenting with
new set ups. (S1, S2, S3)

13.

Assessment Weighting

Formative Assessment
Students will be required to undertake a series of 1-3 formative assessment tasks
linked to the summative assessment tasks. The formative assignments will provide
a structured opportunity for students to receive formal feedback that will direct the
learning for each summative assessment task.
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Summative Assessment
Summative assessment will take the form of a range of work demonstrating that the
student has met the learning outcomes of the module. The work will normally be
constituted as follows:
Coursework (no examination) :

100%

Practical Assignment (K2, S1, S2, S3)
(70%)
Students will undertake a self-directed project in response to a set brief, which
will consolidate and apply knowledge and skills gained during previous and
current modules. Brief Summary: Model and texture one humanoid and one
non-humanoid character for a specific purpose and to a specific style.
Written Assignment (K1, K2, K3)
(30%)
A discussion of the theoretical foundations of the project, a description and analysis
of the creative process; an analysis of the project development and management
aspects of the project; an analysis of the legal, contractual and ethical issues
relevant to the process and end product; a reflective evaluation of the project as a
whole that takes into account the knowledge and understanding gained during this
module. Pre-production documentation must be submitted in support of the analysis.
(2000 words)
14.

Learning Materials

NB: The materials identified here are indicative and will be reviewed and updated annually.
Essential
3DTotal (Firm) (2011) Photoshop for 3D Artists: Volume 1. Worcester: 3DTotal
Publishing.
Johnson, G (2014) Getting Started in ZBrush: An Introduction to Digital
Sculpting and Illustration. B
 urlington: Focal Press.

Lanier, L (2011) Maya Studio Projects: Texturing and Lighting. Indianapolis: John
Wiley & Sons; Pap/Dvdr edition.

Spencer, S (2010) (Pap/DVD edition) ZBrush Digital Sculpting Human
Anatomy. Indianapolis: John Wiley & Sons
Recommended
Demens, O. (2001) Digital Texturing and Painting. Indianapolis: New Riders; 1
edition
Grassetti, R. (2012) ZBrush Character Sculpting: Volume 1. Worcester:
3DTotal Publishing.
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Keller, E. (2012) (Pap/Dvdr Edition) Introducing ZBrush. 3rd Edition.
Indianapolis: John Wiley & Sons.
Kingslien, R. (2011) (Pap/Dvdr Edition) ZBrush Studio Projects:
Realistic Game Characters. I ndianapolis: John Wiley & Sons.

Maraffi, C. (2003) Maya Character Creation: Modeling and Animation Controls.
Indinapolis: New Riders.
Vaughan, W. (2011) Digital Modeling. Berkeley: New Riders.

15.

Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE
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1.

Module Code

2.

Module Title

3.

Level

4.

Credit Points

5.

Notional Learning Hours

6.

Subject

7.

Module Leader

8.

Module Restrictions

a.

Prerequisites

AFX6205
Cinematics for Games
6
30
300
Visual Effects and Animation
tbc

Successful completion of level 4
and 5 modules

b.
Programme
Restrictions

Visual Effects and Animation

c.

None

Level Restrictions

d.
Other Restrictions
or Requirements

None

9.
Aims
This module aims to develop students skills and knowledge of cinematics as applied
within games related productions. The module will focus on environment modeling,
high resolution character development, dynamics, and compositing. Students will
develop skills in digital matte painting and 3D compositing. Through the module
students develop critical and analytical skills, to evaluate the aesthetic and technical
demands of contemporary high-end game cinematics.
10.

Learning Outcomes

On successful completion of this module students will be able to:
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Knowledge
K1 Develop effective models of project development,
management, workflows, pipelines and productivity;
K2 Analyse contemporary and historical cinematics based techniques;
K3 Evaluate the impact of the concept art, visual storytelling,
3D production and compositing on the final product.
Skills
S1 Implement various tools and methods to create high-end
production look;
S2 Produce complex animation projects that compliment a
planned technical and artistic direction;
S3 Create a range of assets and compositional elements for
integration into VFX production
11.

Syllabus

The module is divided into two units as follows (indicative list of key subjects):
Unit AFX6205.1: Cinematics Principles and Techniques
●
●
●

●
●
●
●

Advanced Visual Storytelling
Creative Editing Techniques
Storyboarding, Previz, Research and
Development, Technical Breakdown,
Planning
Transferring Concept Art to 3D
Complex Characters With Dynamic Props
Editing Motion Capture Files
Facial Animations

Unit AFX6205.2 Cinematics Production
●
●
●
●
●
●

Multipass Rendering and Compositing
Digital Matte Painting
3D Compositing
Using Dynamic Simulations to create complex VFX
Creating Rich Lighting Moods and Atmospheric Effects
Finalising and Packing the Final Product

12.
Learning, Teaching and Assessment Strategy
Learning activities include lectures, workshops, seminars, tutorials, presentations
and independent study. Students will produce both practical and written work, and
examinations to demonstrate that they have achieved the learning outcomes; (K1,
K2, K3, S1, S2, S3)
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Lectures will introduce theoretical, critical/conceptual and technical issues related to
the key topics of the syllabus; they will include guidance for further independent
study, and open up associated issues and invite student questions and subsequent
discussion; (K1, K2, K3)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also be facilitated by individual or group led discussions
and presentations and that may be subject to peer review; (K1, K2, K3)
Practical skills will be facilitated through group demonstrations and workshop
sessions, and students will also engage in individual/project group practical sessions
in studio, labs workstation environments. (K1,K3, S1, S2, S3)
Where applicable, practical and theoretical learning activities will be organised on a
team-work basis; (K1, K2, K3, S1, S2, S3)
A substantial part of students’ learning will be constructed through independent self
directed activities, scaffolded through access to lecturer/supervisor/tutor support and
guided study sessions; (S1, S2, S3)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on campus
and remote access to a variety of learning materials, through a combination of
synchronous and asynchronous means; (K1, K2, K3, S1, S2, S3)
Students studying via distance education mode will utilize the VLE and the
primary means of engagements with teaching staff and learning materials; (K1,
K2, K3, S1, S2, S3)
Labs and practical applications used in distance education mode will make it
possible for students to work within their preferred environment, developing a
better expertise on the equipment that they already own, and experimenting with
new set ups. (S1, S2, S3)

13.
Assessment Weighting
Formative Assessment
Students will be required to undertake a series of 1-3 formative assessment tasks
linked to the summative assessment tasks. The formative assignments will provide
a structured opportunity for students to receive formal feedback that will direct the
learning for each summative assessment task.
Summative Assessment
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Summative assessment will take the form of a range of work demonstrating that the
student has met the learning outcomes of the module. The work will normally be
constituted as follows:
Coursework: 
100%
Practical Assignment (S1, S2, S3)
(70%)
Students are required to create a PriVis of the intended composited game
cutscene demonstrating a clear understanding and planning of directing and
editing concept. Students are required to develop a fully composited game
cutscene using appropriate use of cinematic structure and story development
and practiced in the PriVis.
Written Assignment (K1, K2, K3)
(30%)
Students will be required to describe, analyse and evaluate of the project as
a whole, while taking into account the knowledge and understanding gained
during this module, furthermore the students are to demonstrate their
knowledge and ability to take, a description and analysis of the creative
process. (2000 words)
14.

Learning Materials

NB: The materials identified here are indicative and will be reviewed and updated annually.
Essential
Brinkmann, R. (1999) The Art and Science of Digital Compositing, Second Edition:
Techniques for Visual Effects, Animation and Motion Graphics (The Morgan Kaufmann
Series in Computer Graphics). L
 ondon: Academic Press.
Hawkins,

B. (2005) Real-Time Cinematography for Games, Hingham,

Massachusetts: Charles River Media

Mattingly, D.B. (2011) The Digital Matte Painting Handbook. Hoboken: Wiley
Publishing, Inc.

Newman, R. (2013) Cinematic Game Secrets for Creative Directors and Producers.
(Kindle) Focal Press. Available at http://www.amazon.co.uk/Cinematic-SecretsCreative-Directors-Producers-ebook/dp/B00ABKGHDS/ref=sr_1_1?s=digitaltext&ie=UTF8&qid=1412860520&sr=11&keywords=Cinematic+Game+Secrets+for+Creative+Directors+and+Producers.
(Accessed 09.10.14).
Wright S (2013) Digital Compositing for Film and Video. 3rd Edition. New York:
Focal Press.
Recommended
http://cggametrailers.blogspot.de/ (Trailers for different games)
http://conceptartworld.com/ (lots of concept arts for getting inspiration)
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http://www.creativebloq.com/3d-world-magazine (current trends, tips on materials
and creating certain moods)
http://getinmedia.com/careers/cinematics-director (about cinematography)
Le, K., Yamada M., Yoon, F., Robertson, S. (2005) The Skillful Huntsman: visual
development of a Grimm tale at Art Center College of Design. Culver City, CA:
Design Studio Press.
Livny, B. (2007) Mental ray for Maya 3ds Max and.XSI. SanFancisco: Wiley
Publishing, Inc.
van der Steen, J. (2007) Rendering with mental ray and 3ds Max. Burlington, MA:
Focal Press.

15.

Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT, DE
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1.

Module Code

CMN6301

2.

Module Title

Major Project (BA)

3.

Level

6

4.

Credit Points

60

5.

Notional Learning Hours

600

6.

Subject

All programmes

7.

Module Leader

tbc

8.

Module Restrictions

a. Prerequisites

9.

Successful completion of level 4 and
level 5 modules

b. Programme Restrictions

None

c. Level Restrictions

None

d. Other Restrictions or
Requirements

None

Aims

The major project is intended to demonstrate a range of advanced skills in
accordance with the requirements of a substantial level six project. Through
successful completion the student will also exhibit their capacity to conduct
independent projects and manage a large-scale venture. Central to the module
is an exploration of research methodologies and their applications or the own
artistic style and its presentation to the public. Students will develop a project
proposal and submit this for approval. They will manage all aspects involved in
preliminary and planning phases through to realisation. The major project is
self-generated and may take one of many different forms. There is however an

Page | 128

Visual Effects and Animation Programme Handbook 2018-19

expectation that the final deliverable will be of a calibre that will help progress the
student into employment or postgraduate work. Research methods for a
BA-Project could include interviews, surveys, audience-tests (audio, video, web
etc.) or observations of user behaviour. Alternatively the student can focus on a
high quality Creative Portfolio presenting his own artistic works to the public and
evaluating his own style and performance.
10.

Learning Outcomes

On successful completion of this module students will be able to:
Knowledge
K1

Analyse a specialised field of interest;

K2

Outline creative aspects within their specialised field

K3

Discuss appropriate methodologies needed to undertake reliable

and valid research or production of a creative portfolio;
K4

Plan the complex processes involved in the implementation of a

major project.
Skills
S1

Successfully apply appropriate methodologies needed to

undertake reliable and valid research;
S2

Apply academic and creative/practical skills appropriate to the
level of study;

S3

Manage a major project independently, professionally and

efficiently; S4 Communicate effectively and justify the outcomes.
11.

Syllabus
Single Unit CMN6301.1: Major Project (BA)
●

Potential avenues for research in the field or for
presenting artistic work;

●

Valuable research areas and contact to the industry

●

Research and production methodologies relevant to
the major project;

●

Development of project proposal and allocation of
resources for the major project;

●

Advanced project development and management skills.

●

Combining, criticizing and defending the own work.
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12.
Learning

Learning, Teaching and Assessment Strategy
activities include lectures, workshops, seminars,

tutorials,

presentations and independent study. Students will produce both practical and
written work, and sit examinations to demonstrate that they have achieved the
learning outcomes; (K1, K2, K3, K4, S1, S2, S3, S4)
Lectures and one to one meetings with the tutor will introduce theoretical,
critical/conceptual and technical issues related to the key topics of the syllabus;
they will include guidance for further independent study, and open up associated
issues and invite student questions and subsequent discussion; (K1, K2, K3, K4)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also include individual or group led presentations and
be subject to peer review; (K1, K2, K3, K4)
Practical skills will be facilitated in group demonstrations and workshop sessions,
and students will also engage in individual/project group practical sessions in
studio, lab and workstation environments; (S1, S2, S3, S4)
Where applicable, practical and theoretical learning activities will be organised
on a team-work basis; (K1, K2, K3, K4, S1, S2, S3, S4)
A substantial part of students’ learning will be constructed through independent
self-directed activities, scaffolded through access to lecturer/supervisor/tutor
support and guided study sessions; (K1, K2, K3, K4)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on
campus and remote access to a variety of learning materials, through a
combination of synchronous and asynchronous means; (K1, K2, K3, K4, S1, S2,
S3, S4)
13.

Assessment Weighting

Formative Assessment:
Students will be required to undertake a series of 1-3 formative assessment
tasks linked to the summative assessment tasks. The formative assignments will
provide a structured opportunity for students to receive formal feedback that will
direct the learning for each summative assessment task.
Summative assessment:
Summative assessment will take the form of a range of work demonstrating that the student
has met the learning outcomes of the module. The work will normally be constituted as
follows:
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Coursework: 

100%

Practical/Written Assignment (K1, K2, K3, K4, S1, S2, S3, S4)

(100%)

The nature of the project and weighting between written and practical /
artistic elements may vary, however for such projects at least 25% should
consist of a written research paper. In case of a practical part an additional
critical logbook has to be submitted, reflecting on the project, the process
of working on it and the main points learned.
In case of a Creative Portfolio a weighting of 75% for the practical portfolio
and 25% written for a critical logbook is recommended. The critical logbook
must clearly show a concept for the Creative Portfolio, a reflection on the
process of working on it and the main points learned.
Individual Degree Centres may require their students, or offer them the
opportunity, to supplement their written project report with an oral
presentation and may, on the basis of the presentation, change the overall
grade awarded for the module by up to two 20-point grades. (12,000 words
or equivalent)
14.

Learning Materials

NB: The materials identified here are indicative and will be reviewed and
updated annually.
Essential
Booth, W.C., Colomb, G.G., Williams, J.M. (2008) The Craft of Research. 3rd Edition.
Chicago: University Of Chicago Press.
Dawson, C. (2007) A Practical Guide to Research Methods. Oxford: How To
Books Ltd.
Reardon, D. (2006) Doing Your Undergraduate Project (SAGE Essential
Study Skills Series). London: Sage Publications Ltd.
Recommended
Bolton, G.E.J. (2005) Reflective Practice: Writing and Professional Development.
London: Sage Publications Ltd.
Creswell, J.W. (2008) Research Design: Qualitative, Quantitative, and Mixed
Methods Approaches. London: Sage Publications, Inc.
Hart, C. (1999) Doing a Literature Review: Releasing the Social Science Research
Imagination. London: Sage Publications Ltd.
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Jensen, K. (2002) A Handbook of Media and Communication Research. London:
Routledge.
May, T. (2001) Social Research: Issues, Methods and Process. Buckingham: Open
University Press.
Metcalfe, M. (2006) Reading Critically at University (Sage Study Skills Series).
London: Sage Publications Ltd.
Moon, J. (2006) Learning Journals: A Handbook for Academics, Students and
Professional Development. London: Routledge.
Saunders, M., Thornhill, A., Lewis, P. (2006) Research Methods for Business
Students. 4th Edition. London: Prentice Hall.
Shaughnessy, J.J. (2008) Research Methods In Psychology. Texas: McGraw Hill
Higher Education.
Thompson, S., Thompson, N. (2008) The Critically Reflective Practitioner. New
York: Palgrave Macmillan.
Journal of Writing Research [online]. Available at http://www.jowr.org
SAE Digital Libraries (in particular JSTOR, also AES and ACM). See Campus
guide for access details.

15.

Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT
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1.

Module Code

CMN6302

2.

Module Title

Major Project (BSc)

3.

Level

6

4.

Credit Points

60

5.

Notional Learning Hours

600

6.

Subject

All programmes

7.

Module Leader

tbc

8.

Module Restrictions

a. Prerequisites

9.

Successful completion of level 4 and
level 5 modules

b. Programme Restrictions

None

c. Level Restrictions

None

d. Other Restrictions or
Requirements

None

Aims

The major project is intended to demonstrate a range of advanced skills in accordance
with the requirements of a substantial level six project. Through successful completion
the student will also exhibit their capacity to conduct independent projects and manage a
large-scale venture. Central to the module is an exploration of research methodologies
and their applications. Students will develop a project proposal and submit this for
approval. They will manage all aspects involved in preliminary and planning phases
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through to realisation. The major project is self-generated and may take one of many
different forms. There is however an expectation that the final deliverable will be of a
calibre that will help progress the student into employment or postgraduate work.
Research methods for a BSc-Project could imply calculations, measurements,
simulations or observations of technical/scientific correlations.
10.

Learning Outcomes

On successful completion of this module students will be able to:
Knowledge
K1
K2
K3

Analyse a specialised field of interest;
Outline creative aspects within their specialised field;
Discuss appropriate methodologies needed to undertake reliable

and valid research;
K4

Plan the complex processes involved in the implementation of a major project.

Skills
S1 Successfully apply appropriate methodologies needed to
undertake reliable and valid research;
S2 Apply academic and creative/practical skills appropriate to the level of study;
S3 Manage a scientific major project independently, professionally and efficiently;
S4 Communicate effectively and justify the outcomes.

11.

Syllabus

Single unit CMN6302.1: Major Project (BSc):
●

Potential avenues for research in the field;

●

Valuable research areas and contact to the industry;

●

Research and production methodologies relevant to the
major project;

●

Development of project proposal and allocation of
resources for the major project;

12.

●

Advanced project development and management skills;

●

Combining, criticising and defending the own work.

Learning, Teaching and Assessment Strategy

Learning activities include lectures, workshops, seminars, tutorials,
presentations and independent study. Students will produce both practical and
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written work, and sit examinations to demonstrate that they have achieved the
learning outcomes; (K1, K2, K3, K4, S1, S2, S3, S4)
Lectures and one to one meetings with the tutor will introduce theoretical,
critical/conceptual and technical issues related to the key topics of the syllabus;
they will include guidance for further independent study, and open up associated
issues and invite student questions and subsequent discussion; (K1, K2, K3, K4)
Seminars and tutorials will enable students to engage critically with the module
topics as well as providing opportunities to reflect on their learning and work in
progress. Sessions may also include individual or group led presentations and
be subject to peer review; (K1, K2, K3, K4)
Practical skills will be facilitated in group demonstrations and workshop sessions,
and students will also engage in individual/project group practical sessions in
studio, lab and workstation environments; (S1, S2, S3, S4)
Where applicable, practical and theoretical learning activities will be organised
on a team-work basis; (K1, K2, K3, K4, S1, S2, S3, S4)
A substantial part of students’ learning will be constructed through independent
self-directed activities, scaffolded through access to lecturer/supervisor/tutor
support and guided study sessions; (K1, K2, K3, K4)
Use of a Virtual Learning Environment (VLE) and other e-learning solutions will
enhance the Learning, Teaching and Assessment strategy, facilitating on
campus and remote access to a variety of learning materials, through a
combination of synchronous and asynchronous means; (K1, K2, K3, K4, S1, S2,
S3, S4)
13.

Assessment Weighting

Formative Assessment:
Students will be required to undertake a series of 1-3 formative assessment
tasks linked to the summative assessment tasks. The formative assignments will
provide a structured opportunity for students to receive formal feedback that will
direct the learning for each summative assessment task.
Summative assessment:
Summative assessment will take the form of a range of work demonstrating that
the student has met the learning outcomes of the module. The work will normally
be constituted as follows:
Coursework:
Practical/Written Assignment (K1, K2, K3, K4, S1, S2, S3, S4)

100%
(100%)
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The nature of the project and weighting between written and
practical/technical/scientific elements may vary, however for such projects at least 25%
should consist of a written research paper. In case of a practical part an additional
critical logbook has to be submitted, reflecting on the project, the process of working on
it and the main points learned.
Individual Degree Centres may require their students, or offer them the
opportunity, to supplement their written project report with an oral
presentation and may, on the basis of the presentation, change the overall
grade awarded for the module by up to two 20-point grades. (12,000 words
or equivalent)

14.

Learning Materials

NB: The materials identified here are indicative and will be reviewed and updated
annually.
Essential
Booth, W.C., Colomb, G.G., Williams, J.M. (2008) The Craft of Research. 3rd Edition.
London: University Of Chicago Press.
Dawson, C. (2007) A Practical Guide to Research Methods. Oxford: How To
Books Ltd.
Reardon, D. (2006) Doing Your Undergraduate Project (SAGE Essential
Study Skills Series). London: Sage Publications Ltd.
Recommended
Bolton, G.E.J. (2005) Reflective Practice: Writing and Professional Development. London:
Sage Publications Ltd.
Creswell, J.W. (2008) Research Design: Qualitative, Quantitative, and
Mixed Methods Approaches. London: Sage Publications, Inc.
Hart, C. (1999) Doing a Literature Review: Releasing the Social Science
Research Imagination. London: Sage Publications Ltd.
Jensen, K. (2002) A Handbook of Media and Communication Research.
London: Routledge.
Metcalfe, M. (2006) Reading Critically at University (Sage Study Skills
Series). London: Sage Publications Ltd.
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Moon, J. (2006) Learning Journals: A Handbook for Academics, Students
and Professional Development. London: Routledge.
Saunders, M., Thornhill, A., Lewis, P. (2006) Research Methods for
Business Students. 4th Edition. London: Prentice Hall.
Shaughnessy, J.J. (2008) Research Methods In Psychology. Texas: McGraw
Hill Higher Education.
Thompson, S., Thompson, N. (2008) The Critically Reflective Practitioner.
New York: Palgrave Macmillan.
Corbin, J., Strauss, A. (2014) Basics of Qualitative Research: Techniques and
Procedures for Developing Grounded Theory. 4th Edition. Los Angeles: Sage
Publications.
Journal of Writing Research [online]. Available at http://www.jowr.org/
SAE Digital Libraries (in particular JSTOR, also AES and ACM). See
Campus guide for access details.

15.

Module Run
Academic Year

Delivery Mode

2015/16

2-year FT, 3-year FT, 4-year PT, 6-year PT

2016/17

2-year FT, 3-year FT, 4-year PT, 6-year PT

2017/18

2-year FT, 3-year FT, 4-year PT, 6-year PT

2018/19

2-year FT, 3-year FT, 4-year PT, 6-year PT

2019/20

2-year FT, 3-year FT, 4-year PT, 6-year PT

2020/21

2-year FT, 3-year FT, 4-year PT, 6-year PT
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