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HULL COLLEGE HE SCHEME

AWARD SPECIFICATION

ART & DESIGN

BA (Hons) Animation
Award Programme Specification

Hull College HE Scheme

	1.   Awarding Institution / Body
	Leeds Metropolitan University

	2.   Teaching Institution
	Hull College 

	3.   Programme Accredited by
	Leeds Metropolitan University

	4.   Final Award
	BA (Hons) Animation

	5.   Route Title(s)
	Art and Design


	6.   UCAS Code
	W615

	7    QAA Benchmarking Group(s)
	Art and Design Benchmarks



	8 General Aims and Objectives of the Route and Award

8.1 The Route

The BA (Hons) Animation award adopts the overall aims and objectives of the Art and Design route which in turn reflect those of Hull College Higher Education Scheme.  The aims and objectives of the Route are to :

· Provide Foundation Degrees and Honours Degrees degree for a number of specific vocational areas included within the Art and Design Route;

· Provide curricula which develop a range of technical, vocational and key skills relevant to individual Awards;

· Develop independent learners;

· Widen participation in the areas included within the Art and Design Route;

· Increase access to higher education from under-represented groups in the local community;

· Provide a framework in which employers, employer bodies and providers can collaborate to develop the curriculum;

· Contribute to the skill base of Yorkshire and the Humber and other local economies in the context of the development of the sectors included within the Art and Design Route;
· Produce capable and well-rounded graduates who will make a contribution to the labour market needs of the local regional and national economies and have appropriate knowledge and skills to fulfil their aspirations and potential.

8.2 The Award

Award Rationale:

Animation as an art form and entertainment medium is one of the earliest forms of moving image production and has traditionally been seen as the domain of the cottage industry animator or the US and international features animation house. Over the past decade or more however, its recognition as a precise and efficient communication medium, with its ability to sell, persuade, inform and delight the audiences has grown to become a part of everyday life. Animation has magic, an innate ability to suspend disbelief, realise and animate the inanimate, and above all to marry this to live action reality. 

Animation’s role in industry has now diversified, in part through the accessibility of new digital production methods, into all areas of media communications, and our every day lives. Today’s modern animator enters a rapidly changing world, working across a vast media communications field encompassing both traditional entertainment, and the full range of hybrid partnership production for features, TV programming, advertising, and a wide range of more practical applications.

The BA (Hons) in Animation develops visual skills and sensibility, with an emphasis on creative thinking as well as technical skills development. It equips students with the knowledge, understanding and skills required to enable progression to current or future employment in this burgeoning sector, to specialist postgraduate training or to work on a freelance basis.



	8.2.2 Award Aims and Objectives
To satisfy the needs of the Award, the generic Scheme and Route aims and objectives are contextualised and supplemented at Award level as follows: 

· enable students to develop transferable skills and knowledge which will enhance their contribution and develop their full potential in the Animation field;

· create progression opportunities for suitably qualified practitioners to access relevant degree level courses;

· develop reflective skills and problem-solving techniques in applying knowledge and skills to a variety of contexts within the  area of Animation;

· integrate relevant work related learning to enhance students’ effectiveness in the workplace;

· respond to changes in the regional labour market in the Animation sector. 



	9 Award Learning Outcomes 

9.1 Level Outcomes

The award contextualises the generic Scheme learning outcomes through the Route document, and adopts the Route learning outcomes  (with reference to the QAA subject benchmark statements for Art and Design, Architecture, and Communication, Media, Film and Cultural studies) as follows:

Level 4 - Knowledge and understanding

On successful completion of level 4 (certificate) students will be able to:

· Demonstrate familiarity with the past and present cultural and economic environments in which the visual arts and design have developed and are produced and consumed and a basic understanding of operations in the industrial sectors in their field. (Arch 3.1.5, Com 7.1.3.) FD students will demonstrate an understanding of how the knowledge and skills acquired in their field can be applied in the workplace. (FDqb 42)

· Understand basic forms, conventions, principles and techniques of making and interpretation in their chosen field and evidence sound judgements based on these in the design process, and the manipulation of materials and arguments. (FDqb 42, AD 4.3, Com 3.1, Com 4.3.1)

· Formulate solutions to clearly defined, relatively simple problems and situations within art and design, and realise and articulate these ideas with a range of techniques in material forms. (FDqb 42, AD 3.11: design is essentially “solution-focussed”.)

· Manage projects effectively as directed, with evidence of transferable professional and interpersonal skills and attributes such as time-management, organisation and planning, synthesis and integration of tasks and knowledge, teamwork, negotiation and dialogue (AD 3.10, 4.4.3, Arch 3.0, 3.1.3,3.1.4, Com 5.4,5,5, 5.7)

· Communicate the results of their work using structured analysis, coherent arguments, (FDqb 42) and appropriate presentation techniques (Arch 3.1.4, Com 5.5)

· Access and use a range of relevant learning resources in order to acquire the skills to begin the process of moving from dependent to self-directed learning. (FDqb 44, AD 4.3, 5.3.2, Arch 3.2, 4.5)

· Be able to handle and apply basic elements of theory in related contextualising disciplines to understand meaning, representation, consumption and use, and wider contextual considerations, such as the social and geographical determinants on and impact of cultural artefacts and media productions (Com 3.1.5, Com 3.2.1-5, Com 3.6)

Level 5 - Knowledge and understanding

Upon completion of level 5 (intermediate) students will be able to:

· Demonstrate the command of a range of discipline-specific creative and production processes through, for example, understanding and creative manipulation of the specific properties and conventions associated with materials, genres and media (AD 4.3, Arch 3.1.1, 4.2, 5.1.1, Com 3.4.6)

· Demonstrate both convergent and divergent, logical and lateral thinking in the processes of observation, investigation, critical analysis, speculative enquiry, visualisation and making (AD 3.4, 3.8, 4.3, Arch 3.2)

· Evidence the impact on their practice of their understanding of significant exemplars in the field (AD 4.3, Arch 3.1.2, Com 4.1.1) and relevant frameworks which might include the physical, geographical, environmental, ethical, social, historical, theoretical, legal or statutory. (AD 3.8, Arch 3.1.1, Com 3.1.1 – 3.3.3, 3.2.1-5, 3.6)

· Demonstrate a relation between practice and theory on the  grounds of deepened practical and contextual understanding, more complex and/or live briefs which demand the synthesis and integration of a range of disciplines and skills (AD 3.5, Arch 3.0, 3.1.3) and experience of work-based learning (where relevant).

· Apply underlying concepts and principles outside the context in which they were first studied including, where appropriate, the application of those principles in an employment context (FDqb 42) 

· Articulate and communicate effectively and appropriately in visual, material, oral and written forms for specific purposes and targeted audiences (AD 6.4, Arch 3.1.4,Com 5.5)

· Demonstrate the capacity to access, understand, evaluate and apply diverse research sources and methods in both the creative process and the work undertaken to develop contextual understanding and critical analysis (AD 4.4.5, Com 4.2.3)

· Participate effectively in interdisciplinary collaborative learning activities (Arch 3.1.1) and demonstrate the capacity for sustained independent enquiry (AD 5.2.3, Com 4.2.3)

· Analyse their own learning and development needs and develop appropriate strategies as practitioners and communicators, and evaluate and reflect upon their progress towards their chosen specialisms or careers (FDqb pdp,) Level 3- Knowledge and understanding

Level 6 - Knowledge and understanding

Upon completion of level 6 (honours) students will be able to:

· Demonstrate a high level of critical and intellectual engagement in their practice (AD 3.5, Com 4.1.1) and the capacity to work within their field as a form of academic enquiry (Arch 2.0) thus showing : critical and reflexive evaluation of their own and others’ works and judgements, and an  understanding and application of the interactive relationships between creative forms, media and materials, technical and cultural processes, places, contexts and audiences/clients/users and their wider communities, and current critical discourses and debates (AD 3.8 and 4.3, Arch 1.0, Com 4.1.5 and 7.1.3)

· Demonstrate an advanced professional and academic approach to the design process: the capacity to integrate and synthesise a wide variety of forms of inquiry and relevant disciplines (AD 3.11) and further considerations, in the realisation of objects, images, texts or spaces, etc.  These might include the conceptual, technical, social, ethical, material or environmental.  Work on projects which evidence a “complex sequence of research, reflection, iteration and integration of subject-based knowledge” (Arch 3.0) and demonstrate an understanding of the design process as working with “means which are abstracted from the intended final outcome.”(Arch 4.2)

· Demonstrate a high level of initiative, imagination, innovation and creativity in the generation of forms and ideas (AD 3.3) and the capacity to address and resolve complex problems, for example material, intellectual, moral, technical, economic, environmental problems in both self-initiated and set projects (AD 4.3)

· Demonstrate a well-digested understanding of historical and contemporary issues informing the development of practice and theory in their chosen discipline and of the work of its key practitioners (AD 4.3 and 6.3, Arch 5.1.1,Com 3.2.1 - 5)

· Effectively communicate with appropriate audiences in terms of responsiveness to the needs and perspectives of users, critics, or sponsoring groups, a dialogue-based approach, and vividly-articulated and professionally-presented representations in a variety of media (Arch 3.1.4, AD 3.10 and 4.4.4, Com 5.5)

· Demonstrate research management skills – a broad range of well-developed research skills including the capacity to retrieve, evaluate, manipulate, critically engage with and apply a variety of sources and methods (AD 4.4.5, Com 4.2.3)

· Demonstrate a high level of self-motivation, self-reflection and autonomy (Arch 4.2) : sustain periods of self-directed study, determine their own learning needs and develop appropriate strategies and skills to support and achieve their academic, personal and career aspirations (AD 4.3)

· Apply their knowledge to continuing personal, professional, creative and academic development (AD 4.1, 4.2)

Skills and Attributes

On completion of levels 4 and 5, students will possess intellectual, subject-specific and general or transferable skills and attributes as listed below.

Cognitive or intellectual skills will include:

· Research skills (AD 4.4.5) - the ability to source, navigate, select, retrieve,  manipulate and manage information and ideas for defined purposes (L4); the capacity to do the same  within more open  briefs, using a  wider and more challenging set of sources (L5). 

· Analytical skills – the ability to analyse defined problems from a range of perspectives (L4), and use both logical and lateral thinking in their solution (Arch 3.2) (L5).

· Capacities of judgement - an ability to judge and reflect upon designs and products – their own and that of others - in relation to parameters defined within the units (Arch 3.1.2), (L5), and increasingly, in relation to professional and academic criteria gained from the programme as a whole (L5).
Subject-specific skills in design, creation and production will include:

· An ability to manipulate relevant materials effectively (L4).

· An ability to initiate distinctive creative work, and experiment with practices, materials, forms and conventions (Com 4.1.1, 4.4.2), (L5).

· Skills applied in design processes - an ability to work effectively within the various stages/formats required in the design process (L4); an ability to conceptualise, investigate and develop the design of art, artefacts, buildings, spaces and media products with imagination and a range of skills (Arch 3.1.1), (L5).

· an ability to integrate a range of requirements in the development and creation of designs e.g. social, aesthetic, material, environmental and technical (Arch 3.1.1)(L4); an ability to discriminate between, and synthesise a range of different requirements (L5).

· an ability to incorporate contextual understanding in designs (L4); an ability to conceive designs in and for specific contexts/settings (Arch 3.1.1) (L5)

· an ability to research and acknowledge specific circumstances, clients, or audiences in the design process (L4); an ability to respond to and formulate programmes or briefs appropriate to specific circumstances, clients, audiences, etc. (Arch 3.1.1) (L5).  

· an ability to acknowledge and work with concepts drawn from an interdisciplinary environment (L4); an ability to work in an interdisciplinary environment, listen to and collaborate with others (Arch 3.1.1, 3.1.5)

Transferable skills and attributes will include:

· Self-management - the ability to address and fulfil the demands of units alongside reflection on personal development needs and plans (L4), the ability to work independently: to set goals, manage work-loads, meet deadlines and articulate suitable routes for personal development and career progression (L5).

· Critical awareness - the ability to analyse information, experiences and creative products within the parameters of taught units (L4) and formulate independent judgements about these (AD 4.4.2) (L5).

· Interpersonal and social skills - the ability to interact effectively with others, for example through collaboration, collective endeavour and negotiation (AD 4.4.3), (L4, L5).

· Communication and presentation skills - the ability to articulate ideas and information comprehensibly in visual, oral and written forms (AD 4.4.4), (L4); the ability to present ideas and work to audiences in a range of situations using appropriate conventions and techniques (Arch 3.1.1) (L5)

Upon completion of BA Honours students will possess the intellectual, subject-specific and general or transferable skills and attributes listed above, plus the additional skills listed below. 

Cognitive and intellectual skills:

· the ability to generate and sustain programmes of inquiry with practical or theoretical outcomes, employing appropriate methods (AD 4.6,Com 4.2.2)

· Analytical skills – the ability to analyse complex problems and ambiguous and fluid situations, and use both logical and lateral thinking in their solution (Arch 3.2) 

· the ability to engage with major intellectual debates and paradigms within the field (Com 4.1.1)

· Capacities of judgement -  an ability to judge and reflect upon designs and products – their own and that of others, integrating a wide range of attributes, contextual considerations (Arch 3.1.2), and relevant intellectual and professional debates (Com 4.1.5)

Subject-specific skills:

· an ability to integrate a wide range of requirements and knowledge from relevant related disciplines in the development and innovative resolution of designs e.g. social, aesthetic, material, environmental and technical (Arch 3.1.1)

· an ability to apply perspectives from relevant related disciplines  in the realisation of designs (Arch 3.1.1, 3.1.5)

Transferable skills

· The capacity to function autonomously as a self-reflexive practitioner, anticipating and accommodating change, and working flexibly within contexts of ambiguity, uncertainty, and unfamiliarity (AD 4.6, Arch 3.2, Com 4.4.4, 5.1))

9.2 Distinctiveness
The emphasis of this course is firmly routed in effective audience communication through the creative use of mood, atmosphere, narrative and graphic depth. Whilst developing a broad based understanding of the design principles of direction across the time based media and techniques of animation, within both its social, avant-garde and cyclic fashion contexts. The aim is to engender the development of a professional awareness of the key communication opportunities of animation, through – abstract, narrative, documentary and targeted corporate communication and their interactive roles. Animation is not however purely a design medium, therefore a balanced emphasis is placed upon maintaining the roles of animator as social commentator, narrator, magician and purveyor of the unexpected.

The course aims to provide the students with the creative environment in which they can gain a balanced and professional understanding of the field of animation, whilst developing an individual creative vision, style, and signature to their studio production. An understanding of narrative structure, direction, knowledge of performance, character concept, layout concept, script, storyboard development and 2D and 3D production values is securely underpinned by a clear artistic, cultural and theoretical understanding of film animation direction within its full range of modern time based media parameters.

Alongside both a historical and contemporary understanding of the history of the art and industry of animation, and development of visual skills and sensibilities, the student is provided with a broad grounding in the principle studio skills and techniques. This covers both the range of animation medium available, and the principles of design, direction and art direction of animation through the conception, production and postproduction processes. In this way it is intended to support the student with the relevant experience and industry best practice in production design and management, so that they can efficiently and effectively pursue their chosen studio specialist media practice to a professional standard, be it abstract , factual, narrative or fantasy based.

9.3 Widening Participation

Some groups within the community and industry are un-represented in the Animation sector.  Hull College’s strategy is to promote the recruitment of under-represented groups within the industry and College.  The School of Art and Design is involved with various initiatives such as: School links taster courses, Adult Learners Week, Access to HE course, Part time evening courses with associated creditation which may provide a lead into HE, progression days for FE students. 



	10 Award structure & requirements, routes, credits, awards, levels, scheme modules.


The Scheme core Personal and Professional Development modules are contextualised as Route core units and Award units in order to reflect the focus of the student’s chosen award. The modules are as follows:

	LEVEL 1: 120 CREDITS

Route Core

credits

1

PPD1 Frameworks for Understanding - Histories, Theories and Perspectives

15

2

PPD2 Models of Production, Consumption, and Representation
15

3

Craft and Media Technologies One

15
4

Craft and Media Technologies Two

15
5

Animation Principles One
15

6

Narrative Development
15

7

Animation Principles Two
15

8

Sound Design
15

LEVEL 2: 120 CREDITS

Route Core

credits

9

PPD3 Professional Contexts

15

10

PPD4 Contextualising Studio Practice
15

Award Core

credits

11

Client Related Practice

30

12
Self Initiated Project One (non fiction)
30
13
Self Initiated Project Two (fiction)
30
LEVEL 3: 120 CREDITS

Route Core

credits

14
PPD 5 Client Orientated Practice One
15
15

PPD 6 Professional Practice
15

16

Dissertation (Independent Study)
30
Award Core

credits

17
Client Orientated Practice Two
15
18
Independent Practice
45
11 Student Support

See Scheme Specification.  

	Students receive pastoral and academic support through the Hull College Tutorial System which includes group and individual tutorial entitlements. 

All students are allocated a named personal tutor. The tutorial process incorporates Personal Development Planning, including individual target setting, planning and progress review. Personal Development Planning is embedded in all Awards within the PPD modules of the Route Core. 

	12  Criteria for admission

	This award subscribes to the admissions criteria and processes specified within the Scheme documentation. In addition all applicants will be required to attend an interview with an appropriate portfolio of work which demonstrates their ability and area of interest.

	13  Evaluating and improvement of quality and standards

	The Scheme and its constituent routes and awards are managed and operated in accordance with College and University regulations and procedures. This will include representation and input from employers who will contribute to curriculum development and review. Reports will be made to the College and the University who will take appropriate action to continually enhance the Scheme and its awards. 

	14 Regulations of assessment

The Scheme adopts in full the University Academic Principles and Regulations. Students will be provided with a copy of the University Student Assessment Regulations (a sub-set of the University Academic Regulations) at the point of registration for their award. 

	15  Indicators of programme quality

The Route has been developed through discussions with local employers and corporate clients, the outcomes of which indicated the requirement for a broad based qualification involving employer collaboration and input. These have been aligned closely with the QAA Framework for Higher Education Qualifications and subject benchmarks.

The Award builds on the success factors of our existing Fine Art, Illustration, Television and Film and Games areas, which have been established for many years and offer a range of complementary degree level programmes. The quality of the work produced on these programmes, incorporating animation, has received recognition through a wide range of competition successes both in the UK and abroad, including a number of nominations for and winners of the top British Interactive Media Association student award, D&AD New Blood awards, European E-Magiciens award, Europrix UK winner, RTS Awards, Film Festivals, and recognition in the Computer Arts graduate showcase. 

The Scheme framework enables new course provision to be developed in an effective and timely manner. The Scheme seeks to promote increased cost-effectiveness of delivery through shared core modules which are contextualised to specific regional, sector and organisational needs. Additionally, course management of the provision is simplified through the adoption of common procedures and regulations in areas such as admissions and assessment. It is subject to full external scrutiny.
The Route adopts the quality indicators as defined by the scheme.  Specific Awards within the route will be evaluated against the following criteria:

Benchmark alignment:

The Route and its constituent awards will be reviewed against appropriate benchmarks and professional frameworks.

Quality Improvement:

The Route and its constituent awards will be subject to peer review as part of the College quality improvement processes.

Student perceptions 

The Route and its constituent awards will be subject to SPOC survey and evaluation. Student representation will be encourages on all Award Committees, Route Committees, at a cross college Level and through student representation on HE Committee and College Council and Academic Board.

Recruitment Retention and Achievement

The Route and its constituent awards will be measured against annually agreed college targets.

	Industrial Contacts
We have links with a range of local and national companies, and are proactive in responding to changing working practices and employers needs, recognising this as vital for an area that is evolving at such a rapid rate. 

A range of employers have been consulted during the development of this Award, including Mckinnon & Saunders, Aardman animation, and Red Star Studio. Their advice has been invaluable in shaping the curriculum in response to industry needs.
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ASSESSMENT METHODS MAP LEVEL ONE AND TWO

	MODULES
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	PPD 3: Prof contexts
	PPD 4: Cont. Studio Practice
	Client Related practice 
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KEY SKILLS DEVELOPMENT MAP:

	MODULES

Key skills
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	PPD 4 – Contextualising Studio Practice
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	Client Oriented Practice Two
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