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Module Aims

e To develop practical exploration of media and techniques in solution of design

assignments within a multidisciplinary environment.

e To enable students to become technically competent in using a variety of media.

e To encourage evaluative thinking in individual creative design development.

Intended Learning Outcomes

Key skills for employability

KS1 Written, oral and media communication skills

KS2 Leadership, team working and networking skills

KS3 Opportunity, creativity and problem solving skills

KS4 Information technology skills and digital literacy

KS5 Information management skills

KS6 Research skills

KS7 Intercultural and sustainability skills

KS8 Career management skills

KS9 Learning to learn (managing personal and professional development, self-
management)

KS10 Numeracy

At the end of this module, students will be able to Key Skills

1 Recognise ways in which specific media and their attendant KS6
technologies make possible different kinds of aesthetic forms.

5 Demo_nstrate practical design skills using a variety of media and KS1 KS5
techniques.
Explore the interrelation of design ideas and application of techniques,

3 o . : KS2 KS4
bringing them to the fruition as final outcomes.

Transferable/key skills and other attributes

Derogations

No derogations requested.




Assessment:

Critical discussion will take place during and at the end of assignments with group critiques
and individual tuition forming the basis of ongoing formative assessment.

A body of work presenting design development and production will be presented at the end
of the module. Students will be assessed on their exploration of media and development of
techniques in solution to set assignments. This should be supported by documentation of the
working methods and contextual influences that the student has become aware of and used
during the course of the module.

Assessment Ig)ia':::glrr:lges to | Type of assessment Weighting | Duration yvord count

number 0 yp (%) (if exam) (or equivalent if
e met appropriate)

1 ALL (1-3) Coursework 100% N/A N/A

Learning and Teaching Strategies:

Key lectures will introduce the module presenting and exploring different forms of media and
techniques. Students will elect an area of study from Photography and Photoshop /
lllustration and Digital Media.

Students will have the opportunity of working in a multidisciplinary environment, selecting
subject themes for assignments.

Students will be engaged in directed and independent study. They will receive workshop
demonstrations.

At the end of each assignment, there will be a group critique during which students will self-
criticise and evaluate their work to their peers and offer constructive criticism on the work of
others in the group.

Syllabus outline:

This module is designed to encourage creative exploration and experimentation of a range of
media and techniques within a chosen area of study. Students will use ideas and concepts
and apply a variety of media and techniques, both traditional and digital that explore the
boundaries of what is current practice within their chosen subject study.

Indicative Content:

Photography and Photoshop - The acquisition and development of a good working
knowledge of photographic and Photoshop technigues that will both facilitate and inform
creative processes in response to specific design problems.

lllustration and Narrative Design - The acquisition and development of a good working
knowledge of illustration and narrative design that will both facilitate and inform creative
processes in response to specific design problems.
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