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BA in Digital Design &
Production

Programme & module specifications & assessment criteria for
2025/26

Details may change in future academic years, please consult the programme
specification for the given year. Any programme, module and assessment criteria
amendments will be approved following consultation of the student body through the
School’s academic governance committee framework and in-line with the
requirements of the School’s Academic Regulations.
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1. Programme Title

Digital Design & Production

2. Programme Accredited by (if applicable)
NA

3. Final qualification and level of award

BA (Hons) Digital Design & Production / Level 6

4. Exit awards (where relevant)

DipHE Digital Design & Production / Level 5

CertHE Digital Design & Production / Level 4

5. Relevant QAA subject benchmarking group(s)
Art and design (2016)

Dance, drama and performance (2019)

Communication, media, film and cultural studies (2019)

6. SITS code

UBARTDDP

7. Approved for the year of study

2025/26

8. Programme Leader (where relevant)

Interim Programme Leader
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9. Aims of the Programme

This programme will enable students to acquire, develop and articulate the creative,
technical, reflective and reflexive skills and working practices of designers,
technicians, operators and programmers in the creation and delivery of video in live
performance contexts.

Specifically, the programme aims to:

Enable students to develop their own artistic vision and creative workflow in
relation to video design and realization.

Develop relevant technical skills, knowledge and understanding in relation to
video as part of a live performance.

Provide relevant experiences and opportunities that enable students to realise
and adopt working practices of modern industry professionals.

Develop students’ confidence, independence and self-reliance necessary for
a career in a rapidly evolving digital industry.

Enable the students to make effective use of analytical skills in considering
and developing their own practice.
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11. Programme level Intended Learning Outcomes

The programme provides opportunities for students to develop and demonstrate the following learning outcomes. Learning
outcomes have been expressed at each level of the FHEQ (2014) in order to demonstrate the progressive nature of teaching and
assessment. These outcomes have been formulated with reference to the QAA Benchmarks for Dance, Drama and Performance
(2019), Communication, Media, Film and Cultural Studies (2019), and Art and Design (2016).

[* = transferable skill]

A - Technique and knowledge

Subject benchmark reference:

Dance, Drama & Performance: Threshold standards in subject knowledge, understanding and abilities (7.9, 7.12)
Communication, Media, Film and Cultural Studies: subject Knowledge and Understanding (4.1, 4.2, 4.3, 4.4, 4.5)

Art and Design: Threshold standards in subject knowledge and understanding, attributes and skills (6.3, 6.4, 6.5, 6.6, 4.3, 4.4, 4.5)

Year One — level 4

Year Two — level 5

Year Three — level 6

A4.1 Utilise a range of methods for the
design, production and delivery of video
materials

A5.1 Identify, appropriately select, and
utilise a range of methods for the design,
production and delivery of video materials

A6.1 Identify, appropriately select, utilise
and research new methods for the
design, production, and delivery of video
materials

A4.2 Identify the core processes at the
heart of the design and production
workflow and arrange their activity
accordingly in order to achieve high
quality results

A5.2 Identify and appropriately select the
core processes at the heart of the design
and production workflow and arrange
their activity accordingly in order to
achieve high quality results

A6.2 Identify and appropriately select the
core processes at the heart of the design
and production workflow and arrange
their activity accordingly in order to
achieve the highest possible results
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A4.3 Configure information and program
commands and/or sequences in a range
of creative and control-based software
applications

AS5.3 Configure information and program
commands and/or sequences in a wide
range of creative and control-based
software applications

A6.3 Configure information and program
commands and/or sequences in a wide
range of creative and control-based
software applications in an original way

A4.4 Describe, analyse, and interpret
visual screen-based artworks

A5.4 Describe, analyse, and interpret
visual screen-based artworks to produce
a range of appropriate responses

A6.4 Describe, analyse and interpret
visual screen-based artworks to produce
a range of responses that inform their
own work

A4.5 Identify and use standard materials,
equipment and other practical resources
from a given range

A5.5 Select and use appropriate
specialist materials, equipment and other
practical resources from a given range

A6.5 Select and use standard and
specialist materials, equipment and other
practical resources appropriate for use in
a professional context, researching
extensively to identify the best possible
solution

A4.6* Evidence a range of relevant
research from a variety of sources

A5.6* Evidence, evaluate and apply
relevant research from a variety of
sources

A6.6* Evidence, evaluate, apply and
review relevant research from a variety of
sources

A4.7 Demonstrate an understanding of
the relevant production/project process

A5.7 Demonstrate a clear and informed
understanding of the relevant production /
project process

A6:7 Demonstrate a critical and informed
understanding of professional production
processes

A4.8* Identify Health & Safety
implications in a range of tasks.

A5.8* Evaluate the Health and Safety
implications of tasks and engage in the
process of ensuring and documenting
safe working.

A6.8* Evaluate the Health and Safety
implications of tasks and lead in the
process of ensuring and documenting
safe working.
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B — Performance and/or creative output

Subject benchmark reference:

Communication, Media, Film and Cultural Studies: subject Knowledge and Understanding (5.4, 5.5)

Dance, Drama & Performance: Threshold standards in subject knowledge, understanding and abilities (7.10, 7.13)

Art and Design: Threshold standards in subject knowledge and understanding, attributes and skills (6.3, 6.4, 6.5, 6.6, 4.3, 4.4, 4.5)

Year One — level 4

Year Two — level 5

Year Three — level 6

B4.1* Interpret straightforward creative
briefs and stimuli and produce an artistic
response

B5.1* Interpret complex creative briefs
and stimuli and produce a range of
appropriate artistic responses

B6.1* Interpret complex creative briefs
and stimuli and develop a range of
original and creative artistic responses

B4.2 Generate, manipulate and modify
materials using digital platforms to
produce materials for use in performance
and installation contexts

B5.2 Generate, manipulate and modify
materials using a range of digital
platforms to produce appropriate original
artistic materials for use in performance
and installation contexts

B6.2 Generate, manipulate and modify
materials using a broad range of digital
platforms to produce innovative and
creative original artistic materials for use
in performance and installation contexts

B4.3* Identify and resolve technical
challenges in a limited range of different
contexts

B5.3* Identify, analyse and resolve a
variety of technical challenges in a range
of different contexts

B6.3* Predict and avoid problems and
technical challenges in a broad range of
different contexts

B4.4 Under direction prepare creative
materials and technical systems

B5.4 Independently prepare creative
materials and technical systems suitable
for use in a professional context

B6.4 Design and prepare creative
materials and technical systems suitable
for use in a professional context that are
inventive and effective
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B4.5* Contribute positively and
effectively, maintaining motivation and
commitment

B5.5* Contribute positively and effectively
to a variety of projects whilst, maintaining
a high degree of motivation and
commitment.

B6.5* Contribute positively and effectively
to a variety of projects, maintaining a high
degree of motivation and commitment
whilst remaining open minded and
flexible

C — Communication and artistic values

Subject benchmark reference:

Dance, Drama & Performance: Threshold standards in Generic and graduate skills (7.11, 7.14)

Communication, Media, Film and Cultural Studies: subject Knowledge and Understanding (5.2, 5.3)

Art and Design: Threshold standards in subject knowledge and understanding, attributes and skills (6.3, 6.4, 6.5, 6.6, 4.3, 4.4, 4.5)

Year One — level 4

Year Two — level 5

Year Three — level 6

C4.1* Use language and media
appropriate to the discipline to express
ideas, opinions and information

C5.1* Express ideas, opinions and
information effectively using language
and media appropriate to the audience
and discipline

C6.1* Communicate complex ideas,
opinions and information effectively in a
variety of contexts using language and
media appropriate to the audience and
discipline

C4.2* Describe their ideas about their
work, drawing on a basic knowledge of
the field and technical competency

C5.2* Substantiate ideas and opinions
about their own work, drawing on a broad
knowledge of the field and strong
technical competency

C6.2* Effectively substantiate ideas and
opinions about their work, demonstrating
a reflective approach and drawing on a
broad knowledge of the field and strong
technical competency
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C4.3 Make suggestions and informed
decisions to the design, production and
delivery of artistic material

C5.3 Make contributions, and make
informed decisions during the conception,
design, production and delivery of artistic
material

C6.3 Proactively contribute to innovation
and creativity during the conception,
design, production, and delivery of artistic
material

C4.4* Describe their creative process,
clearly expressing their intentions and
referring to the work of others

C5.4* Describe and explain their creative
process, using complex concepts that
clearly express their intentions and refer
to the work of others

C6.4* Describe and explain their creative
process, using complex concepts that
clearly express their intentions and refer
to the work of others using language and
media appropriate to the audience

C4.5* Develop ideas in response to
feedback from others

C5.5* Analyse and evaluate feedback
from others to develop ideas

C6.5* Analyse, evaluate, and synthesize
feedback from others to develop original
and creative ideas

C4.6" Participate, observe and reflect on
learning.

C5:6* Actively learn and seek out
opportunities to further develop their
abilities through participation,
observation, analysis and self-evaluation.

C6:6™ Actively learn and contribute to the
learning of others through participation,
observation, critical evaluation, synthesis
of ideas and discussion.
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D — Professional protocols

Subject benchmark reference:

Dance, Drama & Performance: Threshold standards in subject knowledge, understanding and abilities (7.11, 7.14)
Communication, Media, Film and Cultural Studies: subject Knowledge and Understanding (5.2) Generic Skills (6.1)

Art and Design: Threshold standards in subject knowledge and understanding, attributes and skills (6.4, 6.6, 4.3, 4.4, 4.5)

Year One — level 4

Year Two — level 5

Year Three — level 6

D4.1* Engage in appropriate reflection on
their own skill and knowledge level and
seek out opportunities to further develop
their ability

D5.1* Engage in appropriate reflection on
their own skill and knowledge level and
proactively seek out opportunities to
further develop their ability

D6.1* Engage in appropriate reflection on
their own skill and knowledge level and
proactively seek out and maximise
opportunities to further develop their
ability

D4.2* Record their working process

D5.2* Maintain clear and accurate
records of their working processes

D6.2* Maintain clear and accurate
records of their and their team’s working
processes

D4.3* Complete tasks in accordance with
the various pressures and limitations of
given projects

D5.3* Complete, coordinate, and where
appropriate delegate tasks in accordance
with the various pressures and limitations
of given projects

D6.3* Manage, coordinate, and delegate
tasks effectively in accordance with the
various pressures and limitations of given
projects

D4.4* Complete required tasks in the
time allocated

D5.4* Use effective strategies to ensure
tasks are completed in the time available
and have the ability to work well under
pressure

D6.4* Employ effective time-management
and personal organisation skills, and
have the ability to work well under
pressure
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D4.5* Exhibit a cooperative attitude that
is sensitive to the collaborative nature of
the creative process

D5.5* Exhibit an objective and
cooperative attitude that is sensitive to
the collaborative nature of the creative
process

D6.5* Exhibit a professional, cooperative
attitude that is sensitive to the
collaborative nature of the creative
process

D4.6* Demonstrate sustained effort,
concentration and focus on a particular
task.

D5:6* Demonstrate sustained effort,
concentration and focus on a range of
tasks.

D6:6* Demonstrate sustained effort,
concentration and focus on a broad
range of tasks for extended periods

D4.7* Utilise a range of physical
resources

D5:7* Manage physical resources
accurately.

D6:7* Manage physical resources
accurately, creatively and effectively to
ensure high production values
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12. Programme Structure

12.1 Programme Duration (years)

3 Years

12.2 Mode of Delivery (full/part-time/other)

Full time

12.3 Total student learning hours

3600

12.4 % Split teaching contact hours: self-directed practice & study

40% Taught, 60% Self Directed

13. Teaching & Learning Methodology & Assessment
Strategy

To accommodate both teaching and project work, the year 2 and 3 working weeks
are normally split into three ‘project development’ days and two ‘teaching’ days. The
normal pattern of teaching days will be Wednesday and Thursday, though this may
be subject to occasional variation. Where this balance is affected by project
circumstances (such as an off-site install week, where returning to the school for
teaching is impractical) any affected timetabled teaching will be rescheduled to a
more suitable timeslot and agreed with the affected students in advance. Termly
schedules will be disseminated in advance and updated as required.

Details of internal and external projects will be made clear in a project brief that
outlines the nature and timescales of the project, the processes and practices being
assessed, the learning opportunities offered by the project, the relevant learning
outcomes and assessment criteria, the supervising lecturer and all submission /
feedback deadlines.
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Teaching and learning in years 2 and 3 is primarily delivered through collaborative
projects facilitated through interaction with internal and external projects and
commercial activity (such as Guildhall Production Studio which is responsible for the
implementation of a range of commercial video-mapping and interactive-media
projects for the School). These projects (and clients) come from a wide range of
companies and individuals across the country and are combined with a series of
classroom-based lessons and workshops designed to equip students with the
necessary skills, techniques and knowledge to successfully complete the practical

aspects of the programme ¥ea|L2—studenfes—aLse—spend—6—weeks—€m—eﬂheHhe

The programme will cover three core areas of activity: technical, logistical and
creative - the creative aspect being the driving forces for the other two. The
programme has a design focus and all projects will have a strong design element.
Students will always be directly involved in the design process but will be made
aware of the creative/artistic aims/goals of the project and that the technical and
practical processes will be constructed in order to achieve creative targets rather
than for the pure pursuit of technical competency and exploration. Other aspects of
the programme such as classroom-based teaching, self-directed study or laboratory
work may focus on technical and practical skills, but these will still be linked (in
theory or practice) to creative contexts where their application would be utilised.

The multifaceted and fast changing nature of the subject will require input from a
range of staff including the Production Arts Departments team and a range of
specialist programmers, creatives, designers and technicians being brought in on an
ad hoc basis. When visiting specialists are involved in a project they will contribute to
student assessment by offering feedback to the Production Arts Staff who will use
this feedback to inform the assessment process. The programme itself will focus on
core principles of the subject, and although there will be much exploration of
technology, tools and equipment the fundamental crux of the programme will be on
the uses and practices rather than specific technology. This will allow the programme
to move with the trends and demands of the professional industry and to stay
current.

There will be certain core projects that recur on an annual basis (usually in the
summer term each year). By having predictable projects, the course can be planned
with the secure knowledge that the students’ needs, learning outcomes, parity of
experience and scheduling demands can all be achieved. This set of fixed projects
will be supplemented by a series of ad hoc projects that may change each year.
These additional projects may cover particular trends and changes in the field and
take advantage of particular opportunities for students to experience specific learning
and networking opportunities whilst ensuring the viability and appropriateness of any
given project in terms of its ability to achieve the necessary learning outcomes.

Projects will include staff leaders/mentors. This may be full and/or part time

members of the Production Arts departments’ team, visiting/guest lecturers,
practicing professionals and alumni. The role of the leaders/mentors will differ for
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students across the year groups, with first years having a closely guided experience
whereas third years having more freedom and responsibility — but all students will
have a focal point for their learning who they can approach for support advice and
feedback.

students work on projects at various levels (crew, tech support, designer etc.) and in
various roles, often interacting with the clients, setting up and installing equipment
and designing video and digital content. All the work the students do is expected to
be working towards or achieving a professional standard.

Students will be encouraged to undertake additional software and hardware training
as part of their self-directed study in the form of online training services (such as
LinkedIn Learning, Total Training, Maxon cineversity, Greyscale Gorilla, The Pixel
Lab etc.) and through professional training at various programme partners (such as
MAXON-Certified BASIC Training, Adobe Authorised Training Courses by Certified
Adobe Instructors (After Effects, Photoshop, Premier Pro, lllustrator), Hippo School
Certified Training, D3 Certified Training, Barco University).

The teaching will be supported by regular group seminars and provision of individual
mentors drawn from a pool of resident staff and professional practitioners (some on-
going and some project specific). Where specific technical skills in another area
need to be addressed the student may select from the various Associated Studies
options available on the current Production Arts programme.

Interface between DDP and TT Pathway (BA (Hons) Production Arts)

The BA (Hons) Digital Design & Production (DDP) is a discrete programme in the
Production Arts department that develops and trains students to be professional
practitioners in video design and media production and assorted related skills
(animation, live capture, AR/VR etc.). However, the course shares the school and
department ethos of health & safety, collaboration and supportive development
which form significant aspects of the first year of study of both the current DDP and
Production Arts (PA) degrees. Therefore both first year cohorts partake of
collaborative learning across a number of shared first year modules to establish a
foundation of skills which benefit both cohorts before they start to specialise in their
chosen areas.

The Theatre Technology (TT) pathway of the PA degree also shares with DDP the
initial video teaching at the beginning of year one that introduces both sets of
students to the basics of video design and projection mapping (the Intro to Video
project) where students are intermingled into small groups to again develop their
collaborative creative skills. This collaborative development is further developed in
the Group Project (Personal and Professional Development 1 module, shared with
PA) and the Cross-school project (that also includes year 1 students from the Acting
and Music departments).
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In years 2 and 3 there are also opportunities for DDP and PA students to work
together on various internal and external projects in various roles (Production
Management, Stage Management, Sound Design, Lighting Design, Video Design
and Technical Management etc. and various supporting technical roles). These roles
offer diverse opportunities for students across all the PA pathways but particularly for
TT students who share the more technical skill-base of installing audio and visual
equipment and the associated design skills.

The opportunities for TT and DDP students to collaborate on projects has grown
significantly over the last three years with the successful implementation and
development of the Guildhall Production Studio department who have established a
significant precedent in developing and delivering commercial projects with external
clients that require a range of skills and therefor a wealth of opportunities for
students across the school (but particularly from the Production Arts department) to
engage and work collaboratively on large-scale projects across the country.

The video curriculum is predominantly delivered by the Lecturers in Video who make
up part of the TT Teaching team and are managed by the Head of Theatre
Technology who is the Pathway Leader for Theatre Technology and the Programme
Leader for DDP. Video teaching across both DDP and TT is supplemented by
various freelance lecturers / practitioners who bring unique and cutting-edge skills to
the video curriculum. Students who work on external (GLE) projects also get to work
with external clients and creatives from across the commercial events industry.

Production Arts Department Principles

The department embraces a set of principles that encourages individual creativity
and departmental collaboration:

Be Creative

Be Supportive

Be Humble

Be Respectful

Be Courageous

Be Forgiving

Be Kind

Learn to be the best of yourself
We’'re all in it together

Assessment

Assessment methods used are shown in the tables below. Details for each
assessment are shown in the module specifications.

The assessment framework employed for this programme is based on the students
engaging with course activity in a progressively more complex and informed way.
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In the third year students are expected to take on leadership roles on each project.
They will have clear technical, practical or creative responsibilities and will need to
manage their own time and that of the team of students working with them. They will
still liaise closely with the staff team, but the nature and complexity of the tasks they
are assigned will require an ability to analyse and synthesise both new and
previously acquired sKkills, techniques and knowledge and an engagement with the
management of the project and of independent learning. The viva voce is intended
to test the students’ ability to discuss and defend their work in a professional manner
whilst reflecting on the key aspects of the project process, their contribution to that
process and to the final outcome. The students’ work is also assessed by means of a
portfolio which gives students the opportunity to present their work in a professional
media-based context.

Regular formative feedback will be given in seminars and one-to-one tutorials.
Reflective feedback for each project will be discussed verbally in a group tutorial held
within one week of completion of each project. Final summative feedback of
submissions will be provided within 15 working days of hand-in date.

(* - indicates a shared module)
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13.1 Arrangements for Feedback to Students on Assessed Work

Students normally receive formative feedback (this is feedback that is delivered while
a task is ongoing or at the end of a ‘mock’ assessment) and summative feedback
(this is feedback delivered at the end of a block of teaching or after an assessment).
All types of feedback are an important part of the course as this will help inform
students of what they need to work on in order to improve. Please see the guide
below for further information on how feedback is delivered throughout the

programme.
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Year1-Modules | Oral Feedback Written Feedback
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= I I Thi lois P Eail I Thi o is P Eail
Drofossional | basis.of attendance. No feedback | he basis of
i . a-t-t-eﬂ-d-a-n-ee—N-e—feed-baek
Development2 | proviced ) dod.
- . . . - ISE IE'E"HFE' .
g"dpeg Fes.'g“z Formative-oral Ieedbae_lells_ provicded . )
by “'GEIH.IE tutmls and-visiting statton Ie.eelllaaele 15PFO viged
E'I“ el_lgemgﬁ bl asts tl|ns| u'glleut the F“IItlhm' +S-WorKking-days
j .
Tochnical , . - 'FEEH'E. reodback
Formative-oral Ieeellaae.lz}s. provided .
Workshop-2 by |nedu_le th'te'.s anc-visiting stat-on pl |e,.|ded Ie“ a te”'.'b
E:“ G'.'ge"'gﬁ Ileams tl|ne| u-gheutthe . fecdback |
plsi{dedlmtlmﬁl |||5 .
j .
NI Elocti . . - ES'EEEEE“.'E““; E."'t
Modul Formative-oral Ieedbae_lells_ proviced ) )
by “'GEIH.IE thG'.S and-visiting stait-on Ie.eelllaaele 15PFo viged
aI“ e'.'ge"'? bl asts H;'el H'gl'eh't the "l"'tl'"'lls.“e.'k"'gﬁ ellays of
Production Portfoli I
Year 3 Modules | Oral Feedback Written Feedback

Innovation in
Expanded
Cinema

Oral feedback is provided by the
student’s supervisor.

Summative written
feedback is provided
within 15 working days
following an assessment
point.
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Year 3 Modules | Oral Feedback Written Feedback

Technical Formative oral feedback is provided | Summative written
Workshop 3 by module tutors and visiting staff on | feedback is provided
an ongoing basis throughout the within 15 working days
duration of the module. following an assessment
point.
Professional Oral feedback is provided by the Summative written
Portfolio student’s supervisor. feedback is provided

within 15 working days
following an assessment
point.
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14. Years and modules

120

YEAR 3 Core modules: students must take and pass all of the following:

Title Credits | Level
Innovation in Expanded Cinema 35 6
Video Design and Production 3 75 6
Professional Portfolio 10 6
TOTAL CREDITS 120 6

*Denotes a module shared with the BA (hons) Production Arts programme
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15. Curriculum map relating programme learning outcomes to modules

Year1 Modules
Level4
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Year 2 Modules Level 5
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Development 2

Video-Design-and D IV IV 0 2 02 B 7 7 BV BV D D7 B I O SR DO I I B I DO B o e e

Production 2

Technical\Workshop2 | A A A| A F v ¥ | ¥ || A | A

Elective ¥ 2 V2 PV RV e ¥ 2 vz W2 ¥ V2 RV PV 2

Year 3 Modules

Level 6 — | o | | |© |~ | - |l (@ [« |© - | |m |« |1 |© - | ™ [« |1 |© |~
O ([© [© |© |© © |© |[© O (O ([© ([© |© O |© |© [© [([© |(© © [© |© [© ([© |© |©
< < |< |< |< |< |< |< M M o o |m O |0 |0 |0 |0 |0 O oo |a|a|a |6

Innovation in

Expanded vivivi|iv|iviv]iv|v vivi iv]|v]|v viviv|iv|v v v v v v

Cinema

Video Design

and Production| v | v | v | v |v | v |v |V vivi iv]|v]|v viviv|iv|v]v viviv|iv|iv]iv]v

3

Professional v | v v v v viviviviv]y v | v v

Portfolio
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16. Assessment Regulations

These regulations are in addition to the general assessment regulations for taught
programmes in the Academic Regulations covering Board membership, attendance
at examinations and submission of coursework (including late penalties), extenuating
circumstances, external examiners and academic misconduct. A student undertaking
professional work in place of a project allocation will still be required to comply with
all School regulations and any other regulations governing their programme of study.

16.1 Requirements to pass a module

In order to pass a module and acquire the associated credit, a student must
complete all the assessment components of the module.

Full details of each module’s pass requirements are set out in the module
specifications.

16.2 Requirements for progression

To pass year 3 a student must achieve an aggregate mark of 40% or greater in each
module and acquire 120 credits.

16.3 Reassessment / Re-sit Provisions

Where a student has failed an assessment component, or not met the minimum
requirements to pass the module, the Programme Assessment Board will offer a re-
sit of the failed assessment component, as laid out in the Academic Regulations.

Where a student cannot be reassessed in the same format as at the first attempt due
to practical difficulties related to performance and/or collaborative work, the
Programme Assessment Board may recommend an alternative form of assessment
(“Special Scheme of Study”) which equally meets the learning outcomes and
standards.

A module component may be re-sat only once.

The Programme Assessment Board may, exceptionally, recommend that the student
be permitted to re-sit during the course of the following year, with or without
attendance.

A re-sit fee will be payable (re-sit fees are published on the School’s website).

All reassessment will be capped at the pass mark.
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Failure at reassessment, where a failed module or component cannot be
compensated for, may lead to a recommendation of Fail/Withdraw.

16.4 Award regulations

Award of Certificate of Higher Education in Digital Design & Production

Merit 60%
Pass 40%

Award of Diploma of Higher Education in Digital Design & Production

If a student wishes to cease their studies at the end of Year 2 and has passed all of
the modules in Years 1 and 2, the Assessment Board shall recommend that they be
awarded a Diploma in Higher Education in Digital Design & Production.

The mark for the award is based on the assessment of modules taken in Years 1
and 2 of the Programme with the following weighting:

Module %
Video Design and Production 1 10%
Elective 10%
Video Design and Production 2 60%
Technical Workshop 2 20%
Total 100%

The classification of the Diploma Award shall normally be:

Classification Minimum %
Distinction 70%
Merit 60%
Pass 40%
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BA (Hons) in Digital Design & Production

To qualify for the BA (Hons) in Digital Design & Production, the student must satisfy
the pass requirements for Years 1, 2 and 3. The overall aggregate mark for the
Degree shall be calculated using the following percentage marks achieved in years 2
and 3:

Module %
Video Design and Production 2 15%
Innovation in Expanded Cinema 30%
Video Design and Production 3 40%
Professional Portfolio 15%
Total 100%

The classification of the Degree Award shall normally be:

Classification Minimum %
Class 1 70%
Class 2 Upper Division | 60%
Class 2 Lower Division | 50%
Class 3 40%

The overall aggregate produced from the algorithm as detailed within this
programme specification will determine a student’s classification. Where a student’s
overall mark falls within 0.5% of a higher classification, the higher classification will
be awarded but the mark itself will not be rounded up. The treatment of borderline
classifications will be applied consistently across the School’s departments. This will
be based on mathematical calculation alone and will have been determined prior to
the meeting of the Assessment Board. Students’ individual performance in modules,
their profiles or trajectories will not factor in the calculation. Students whose overall
final mark puts them at a Fail, but which falls within 0.5% of an overall degree mark
of 40 will not have their mark rounded up, but will be awarded a Third Class
classification.

16.5 Fail Withdraw
Where, having exhausted any resit opportunities, a student fails to meet the pass
requirements for a year of the Programme and is not eligible for the award of a

lower-level qualification, the Assessment Board shall recommend that the student
withdraw from the Programme.

16.6 Periods of Study

The maximum period of study including any repeat years and/or periods of deferral
or interruption will be the length of the programme plus two years.
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16.7 Scheduling of Assessment

The assessment schedule for all modules will be published in the Programme
Handbook and distributed to students at the beginning of the academic year. Where
the flexible nature of external (GLE) projects impacts on the prescribed assessment
schedule, students will be informed ASAP according to the course assessment

policy.
16.8 Further Regulations for attendance and engagement

Students are reasonably expected to attend and fully engage with all scheduled
classes and learning activities in which they are participating (whether on-site, off-
site or online). Deadlines for written work are announced well in advance, taking into
account schedules.

Whilst acknowledging that unforeseen circumstances do sometimes occur that
prevent a student from attending or engaging fully, nonetheless the programme
requires a very high level of attendance and engagement in order that a student can
meet the learning outcomes, fulfil the requirements of assessment and achieve a
pass. Additionally, a high level of attendance and engagement is required in order
that a student does not adversely affect the learning experience of other students as
they study and work together as a team. Whilst acknowledging there may not be
100% attendance for good reason, this does not imply that a small amount of
inexcusable absence is acceptable and students are reasonably expected to achieve
a minimum of 80% attendance (whether on-site, off-site or online) in each taught
module (or each short course in the case of Associated Studies) in order to pass.

When assessing a student’s work, the quality of the work is a key factor, however
excused absence both generally and/or at specific assessment points may result in a
reduction of marks and possible failure of a module if the learning outcomes have
not been met. Unexcused non-participation in key assessment points may result in a
zero mark for that module.

In case of persistent problems with attendance, punctuality or engagement, students
face action under the School’s Course Participation Regulations as well as
jeopardising the result of their module.

Extenuating circumstances for non-participation, late submission or non-submission
of written work include, but are not limited to serious chronic iliness and death or
serious illness of close family member. Circumstances within the control of a student,
or circumstances which are foreseeable and avoidable would not normally be
classed as extenuating circumstances. All applications for Extenuating
Circumstances are considered under the School’s Extenuating Circumstances

policy.

If a student is seriously unwell and cannot come into School, the student must
contact Production Arts & Drama Administration, preferably before their first
scheduled class is due to start and will need to phone in on subsequent days unless
formally signed-off sick. If the absence persists for more than 5 days, students are
expected to provide authoritative medical evidence of their illness.
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If, for good reason, a student wants to be excused in advance from a scheduled
learning activity the student must seek permission from their Head of Pathway, and if
it is granted, inform the relevant tutor(s) in good time and submit a formal request
through the School’s online student portal eGo.

Absence due to ill health affecting a key assessment point must be covered by
adequate medical certification (as defined in the School’s policy ‘Attendance at
examinations & submission of coursework’ in ‘General assessment regulations for
taught programmes’). The requirement to provide adequate medical certification as
defined in this School policy may also be invoked in the case of persistent problems
with attendance or engagement due to ill health.

Requests for an extension to a submission deadline should be submitted in writing to
the DDP Programme Leader. Where the DDP Programme Leader considers there to
be good reason for allowing an extension, a revised submission date shall be set
and the student informed.

The School’s Extenuating Circumstances panel makes final recommendation on the
granting of extensions. The student is expected to comply with all submission
requirements for written work regardless of whether an extension has been approved
or not.

16.9 Participation in Video Design & Production 3

A student may, at the discretion of the Director of Production Arts, substitute
professional work for the assessments components in Video Design & Production 3,
provided that the professional work is demonstrated to be of equal or greater
educational equivalence to the substituted work and will lead to a piece of work
which can be practicably assessed by the internal examiners and reviewed and
moderated by the External Examiner (e.g. a live performance within London). On a
case-by-case basis, the Director of Production Arts and the DDP Programme Leader
will determine the equivalency of the work, taking into account the educational
experience for each professional engagement and will also determine the
equivalency in terms of assessment component/s.

When a student is given dispensation, and when the allocations for that production
have already been published, that student may be responsible for covering any
reasonable costs the Production Arts Department may incur in recruiting a
replacement for their allocation if there are no internal options available.

A student undertaking professional work in place of an allocation will still be required

to comply with all School regulations and any other regulations governing their
programme of study.
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17. Module Specifications

BA in Digital Design & Production 2025/26 Page 33 of 114



Presentation- Group-presentation KPE | 50%
Personal practice/study 80
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Title Author Publisher Year

The Study-Skills Handbook | Cottrell-S- Palgrave 2013
Macmillan

Skills4Study Free-study-skills
resource-for
students

Support for learning Free learning
resource
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KIS Assessment Detail KiScode | % Y%Pass-Mark
Component Weighting
Performance
Timeline-and 40%
Critical-Lens aggregate
Record
Folio-Written-Work | Contemporary KCW 40%
Performance
Journal
eHndependent-Study-hours Netienal-Hours
Personal practice/study
Library-based-study
d) Total student learning hours for module
13-Reading-& Resources
Fitle Author Publisher ¥Year
Fhe-Elements-of-Style Calloway: Eiretly 2005
. Books
Cromley, E.
the 20% Century and-Wright;
Press
Press
A-History of the Theatre {274 Ed.) Wielham; Bhaiden 1994
- Press
Ecoscenegraphy Beer+ 2024
WAL Co o conoien i o
Sedpelone slaable declap cron ) Fheatre
Besigners
. . . i S 2021
F“'b':a! Sy S. ustalna_bl le ”'_eat' e! Eesrlg!l;_l -
Engagement .
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http://www.amazon.co.uk/exec/obidos/search-handle-url?_encoding=UTF8&search-type=ss&index=books-uk&field-author=Neil%20Fraser
http://www.amazon.co.uk/exec/obidos/search-handle-url?_encoding=UTF8&search-type=ss&index=books-uk&field-author=Glynne%20Wickham
http://www.ecosecography.com/
http://www.theatredesign.org.uk/working-groups/sustainable-design-group/
http://www.theatredesign.org.uk/working-groups/sustainable-design-group/
https://www.soutragilmour.com/media/files/Eco-design-board.pdf
https://www.soutragilmour.com/media/files/Eco-design-board.pdf

TFheatre-and Protest Shalson L. | Red-Globe | 2047
Press
Press
Press
University
Press
Stage-Design-ol-Andi-Watsen Books
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Elying(Code-of Practice | ABTF 2000
forthe Theatre-lndustry;
part-2,chapter2)
Burnettand Peter
Dutl Hall .
Making S : Editod by R - IE1ssllg||s|s| 1995
Architecture-and-Theatre | Shewring
since-1958
Model-National-Standard | ABTT/DSA/LGLF Entertainment 2002
Conditionsfor Placesof Technology
Entertainment
Production-Management | JAvelineJ- Entertainment 2002
+echnology
Production-Management | Dean, P The Crowood 2002
)
I;Ispllulng.SIllegnslIllappen
Bicaing v ~ E - 2003
Regulations-and-Practice
Technical- Standardsfor | ABTT/DSA Entertainment 2020-
Place of Entertainment Technology updated
oduct/technical-
standards-for-places-of-
entertainment/
The-ABCof Theatre ReidF- Entertainment 2001
Jargon +echnology
OtherEvents
- - £ - 2001
SII|eat|le1Enlg.n|eeungand Sgawar Technol
Performance Ruthven-Halland Kate
Burnett Desighers
Wire-Ropes{Codeof ABTT 1999
Practice for the Theatre
tndustry,-part2-chapter
3)
Fechnology
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https://www.abtt.org.uk/product/technical-standards-for-places-of-entertainment/
https://www.abtt.org.uk/product/technical-standards-for-places-of-entertainment/
https://www.abtt.org.uk/product/technical-standards-for-places-of-entertainment/
https://www.abtt.org.uk/product/technical-standards-for-places-of-entertainment/

Fhe-Stage,-Collabeoration

with-the-production

process

Hustrated-Fheatre Holleway,—J- Routledge 2044

Production-Guide Updated
2020

Production,-Creating E

Theatre Onstage,

Backstage-and-Offstage

for Theatre Users and-Fechneology

Press
Practicefor
Entertainment Rigai
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http://www.theatredesign.org.uk/working-groups/sustainable-design-group/
http://www.theatredesign.org.uk/working-groups/sustainable-design-group/
https://www.soutragilmour.com/media/files/Eco-design-board.pdf
https://www.soutragilmour.com/media/files/Eco-design-board.pdf
https://www.soutragilmour.com/media/files/Eco-design-board.pdf
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Title Author Puyblisher Year
New Media-in-Late | Rush,M; Thames-and (4999)
20th Century Hudson

: ine Diaital SrAith_B. Ol Bool 2002
Performance

Resources

After Effects— LinkedIn Learning
Getting-Started

o T . -

E ol teaini Likedln-earming
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b)-Assessment
words)
Portfolio documentingthe E'EE'“.’E KW  140%
pne.eesl ses-for-each-project
A ccich i .
Produection-work (weighted-equally—see=  KPE  60% 40%
; aggregate
. Self-Generated Interactive
Project output Astwork KPE |20%
Written assignment EI.EFQQQ.QQ “e'.d els;say KCW | 10%
eHndependent Study-hours Notional-Hours
Personal-practice/study 310
Library-based-study 65
Self-directed group rehearsal/study 80
d} Total student learning hours for module 750
13-Reading-and-Resources
Fitle Author Publisher ¥Year
Performance in A
Mediatized-Culture
Practicesof-Virtual | (Edss) _
Embodimentand
Media-Shape-Your publishing
World
Dance on Screen Dodds, S. Palgrave 2004
Maemillan
Dance A Step-by-
Step-Guide-to
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KIS-Fype | Contast Hours
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One-to—one class/tutorial 6
studio/workshop/productions/rehearsals
b) Assessment
KiS-Assessment | Detail KIS |% Y% Pass
Component code Weighting | Mark

portfolio
¢) Independent Study hours Notional Hours
Personalpractice/study 40
d) Total student learning hours for module 250
13-Reading-& Resources
Title Author Publisher Year
The Stage Newspaper The Stage Weekly
Contacts Spotlight Annual
Opera Magazine Monthly
Fhe-Stage-Online-Website online-website

The Stage

Essentials of Stage Management | Maccoy, P. A and CBlack | 2004
Stage Management — A Gentle Art | Bond, D. Routledge 1997
Stage Management Handbook | Pallin, G. Nick Hern 2003

Guildhall- SchoolTechnical Guildhall Guildhall-School | Arnual
Fheatre Health-and-Safety Schoolstalf
Handbeook
Press
. "vailabl i = Mood]
,I:ssmtant Stalge _Inllall_nagel
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b) Assessment
KIS-Assessment | Detail Y% % Pass
Component Weighting | Mark
= ical Worl Broduction,Proi — 100% 40%
+portiolio

¢) Independent Study hours Notional-Hours
Personalpracticelstudy 10
d) Total student learning hours for module 250
13. Reading & Resources
Title Author Puyblisher Year
Theatre Users{*Ed.) Technology
Application-8 hai Technol
series) Press
Suidel \LE! ! !
Technical-Standardsfor ABTT/DSA Entertainment 2020
Placesof Entertainment Technology

Press
TFhe-ABCof Theatre ReidE- Entertainment 20014
Jargon +echnology

Press
! Prod rvailabl T = Mood
Manager-departmental
ol
i Technici
resources
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KIS-Assessment | Detail KiIScode | % % PassMark
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Practical Work Production/Project KPE 100% 40%
. ol
¢) Independent Study hours Notional-Hours
Personal practice/study 10
&) TFotal-studentlearning-hoursformodule 250
13. Reading & Resources
Fitle Author Publisher ¥ear
Equipmentmanuals Various Various various
www.etnow.com Entertainment www.etnow.com  Digital
Fechnology
Production Arts VLE — H&S
Suidel | Method
Statements
Electrics Departmental Available-on-line
deli Mool
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KIS Type Contact Hours
One-to—one-classftutorial 3
studio/workshop/productions/rehearsals
b)-Assessment
KIS Assessment | Detail KIS | % Y% Pass
Component code Weighting Mark
portiolie

¢) Independent Study hours Notional Hours
Personalpractice/study 40
&) TFotal-studentlearning-hoursformodule 250
13-Reading- & Resources
Title Author Publisher Year
Stage-Sound +echnolegyPress

Ltd.

FechnologyPress

Ltd-
Production Arts VLE —H&S  Guildhall Staff | Guildhall School  Annually
Guidelines and Method
Statements
Sound Departmental guidelines | Available on line

via-Meoedle
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One-to—one class/tutorial 3

5 sod firme.| 537

studio/workshop/productions/rehearsals

b) Assessment

KiS-Assessment | Detail KIS Y% Y% Pass

Component code Weighting  Mark

+ portfolio

eHndependent-Study-hours Netienal-Hours

Personal practice/study 10

&) TFotal-studentlearning-hoursformodule 250

13. Reading & Resources

Title Author Publisher Year
Press

The Manual of Sculpture Plowman, J. A&C Black 2003

Fechnigues Londeon

Anatomy for the Artist Simblet, S. Doring 20620
Kindersley

Guildhall School Production Arts  Guildhall Schools  Guildhall Annual

Health and Safety Handbook Staff School

Year2Prop-Making-Manual LeecturernProp Guldhal Revised

Making School Annually
Props depariment departmental  Available on line via Moodle
idoli
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One-to—one class/tutorial 3
studio/workshop/productions/rehearsals
b) Assessment
KiS-Assessment | Detail KIS |% Y% Pass
Component code Weighting | Mark
portfolio
c}independent Study hours Notional Hours
Personal practice/study 10
&) TFotal-studentlearning-hoursformodule 250
13. Reading & Resources
Title Author Pubhsher Year
Press
National Theatre 2014
coerelmeepe mon e S
Youlube Video
Ltd

ScenicArtforthe Theatre 3¢ | Crabtree, S—& FoealPress 2042
Ed Beudert, P.
lesson-guide 2" -Ed University Press
Arts Health and Safety stat
Handbook
Arts Guidelines staff
Designers-modeland Freelance
reference professional
designer

Scenic-ArtDepartmental Available on line via Moodle

ideli
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BA in Digital Design & Production 2025/26 Page 87 of 114



BA in Digital Design & Production 2025/26 Page 88 of 114



KIS Assessment | Detail KIS |% % Pass
Component code  Weighting Mark
+portiolio
eHndependent-Study-hours Netienat-Heours
Personal practice/study 10
dr-Fotalstudentlearning-hoursformodule 250
13- Reading- & Resources
Title Author Publisher Year
Southern llinois
Uni.Press
& Rigging M. Harper&Row | (3¢
Edn-)
Stage
Professionals
Supplier's catalogues and
websites
Departmental Guidelines Available-online-via-Moodle
Guildhall-Health-&-Safety: Available-on-line-via-Meodle
Method Statement documents
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studiofworkshop/productionsirehearsals
b) Assessment
KIS-Assessment | Detail KIS % % Pass
Component code Weighting  Mark
+portiolio

¢) Independent Study hours Notional Hours
Personalpracticelstudy 10
d) Total student learning hours for module 250
13- Reading- & Resources
Title Author Pyblisher Year
Costume-Makers Favell, D Crowood Press | 2020
Companion
Coneise-History Fhames-&

Hudson

Batesford
Handbook Covey—L Educational

Boocks
4980 Herbert Press
The Costume Supervisors | Pride, R. Routlege 2018
Toolkit
reference professional

designer

Arts Guidelines staff School
Guildhall Health & Safety Available-on-Line-via-Moodle
documents
ol
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17.18 Innovation in Expanded Cinema

1. Module Title

2. HE Level

3. Credit Value

4. SITS module code

Innovation in Expanded Cinema
6
45

GRP3004

5. Location of Delivery Guildhall School

6a. Module Type Self-Directed

6b. Applicable in the year of study Year 3

7. Module Leader Lecturer in Video

8. Department Production Arts

9. Aims of the Module
This module aims to:

e Enable students to explore, develop and evidence a personal enquiry into an
area of their developing professional practice

e Promote critical analysis, evaluative skills and individual judgment.

e Stimulate enquiry and experimentation into emerging industry practices.

Expanded cinema is used to describe a film, video, multi-media performance or an
immersive environment that pushes the boundaries of cinema and rejects the
traditional one-way relationship between the audience and the screen.

The term was coined when artists and filmmakers started to challenge the
conventions of spectatorship, creating more participatory roles for the viewer. They
chose to show their works, not just in cinemas, but in art galleries, warehouses and
in the open air, and invented different ways of experiencing film through multi-screen
projections.

Indicative Content

e Expanded Cinema and Video Art
e Space Time and Spectatorship

e Theory of Liveness and performance
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10. Teaching & Assessment Methodology
Teaching

Method of teaching delivery will include tutorial sessions, Self-reflection and personal
practice/study with a focus on students becoming increasingly confident autonomous
learners.

Students will undertake a self-devised project researching into a topic involving some
type of experimentation or exploration aimed at developing techniques, skills and
knowledge in a specific area. The chosen area of enquiry must focus on developing
the student’s knowledge & skills, not simply repeating previous processes but adding
to, adapting and evolving them.

Students will be required to focus on areas with strong potential for future uses in the
field at large — predominantly this will involve selecting a topic that reflects current
and future trends as opposed to historical processes.

A written essay, not less than 2,000 or more than 2,500 words, documenting the
experimentation or project process will be submitted supported by mixed media
appendices and discussed with the student during a viva voce.

Students will engage in independent self-directed learning and research.

Throughout the module the student will have regular tutorials with staff to discuss
their progress with the project. They will also be encouraged to contact appropriate
professionals to discuss their work in the wider context of the industry.

Assessment
Assessment will take the form of:

e Students will carry out a project of their own devising (with appropriate
support/advise for their lecturer) involving other students, staff and third
parties where necessary. The final product must be presented to an invited
audience where assessment will take place.

(Assessment will take into account the goals and developmental lines of
inquiry set out by the student when devising the project).

e A written essay (2000 - 2500 words) supported by mixed media appendices
related to the above project, where students will provide relevant work-in-
progress, paperwork (schematics, design drafts etc.) and other supporting
materials in an appropriate format to support/evidence their work.

e Viva Voce where students will meet with a panel to give an oral review of
their project reflecting on key aspects, learning and project outcomes.

Failure in an assessment component may be compensated by another provided
that the overall aggregated mark for the module is 40% or higher.
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11. Learning outcomes: On successful completion of the module students will have
achieved various skills and abilities. Please refer to the Programme Specification

for descriptions of the skills codes listed below:

AG:1, A6:2, AG:3, A6.4, A6:5, A6.7, A6.8, B6:1, B6:2, B6:3, B6:4, B6:5, C6.1, C6.2,

C6:3, C6:4, C6:5, D6:1, D6:2, D6:4, D6.6, D6.7.

12. Module Pattern

a) Scheduled Teaching & Learning hours (NB These hours are flexible and will be

adjusted to suit the teaching and projects at the time)

KIS Type Contact Hours
One-to-one class/Tutorial 10

b) Assessment

KIS Detail (e.g. component parts, KIS % % Pass
Assessment length in time or words) code | Weighting | Mark
Component

Project output | Experimentation / Exploration KPE |60%

Project 40%
Written Essay supported by mixed media | KCW | 10% aggregate
Assignment documentation evidencing the
project process

Viva Voce Viva Voce reflecting on project KPE | 30%

c) Independent Study hours Notional Hours
Personal Practice/Study 250

Library Based Work 190

d) Total student learning hours for module 450

13. Reading & Resources

Title Author Publisher Year
Doing a successful research Brett Davies, M. | Palgrave 2007
project using qualitative or MacMillan

quantitative methods

Other material will depend on

subject and method of research

chosen
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17.19 Video Design and Production 3

1. Module Title Video Design and Production 3

2. HE Level 6

3. Credit Value 75

4. SITS module code VID3005

5. Location of Delivery Guildhall School

6a. Module Type Project

6b. Applicable in the year of study Year 3

7. Module Leader Programme Leader, BA Digital Design

& Production
8. Department Production Arts
9. Aims of the Module
This module aims to:

e Enable students to excel in the skills required to make high quality video
materials including recording, self-generating and editing materials
appropriately.

e Further enable students to familiarise themselves with the equipment that they
will use.

e Develop students’ professional experience in protocols and professional
practices of working with a range of creative practitioners.

e Develop each student’s capacity to reflect intelligently and professionally on
the nature of video design and production in order to make informed creative
choices, to manage demanding workloads and work towards strict deadlines.

Indicative Content

The precise detail of the content may change from year to year depending on factors
such as emerging industry initiatives, the requirements of student collaborative
projects, and exploiting impromptu opportunities for learning (e.g. visiting practitioner
availability) as they arise. Previous content has included elements such as -

e Advanced D3 Disguise Training

e Advanced Unreal Sequence Creation and Control

e Advanced Notch Programming

e System Building and Hardware Configuration
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e Houdini to Unreal 3D Pipeline

10. Teaching & Assessment Methodology
Teaching

During the autumn and spring terms of each year the year 3 DDP students work on
at least 2 projects in various roles (technical manager, lead designer etc.) often
interacting with the clients; planning, setting up and installing equipment; and
designing video and digital content. All the work the students do is expected to be of
a professional standard and is assessed accordingly.

As a third year student you will be expected to take a leading role for each project as
a member of the technical install/design team whilst watching and learning from the
industry professionals and teachers in attendance. You will also be expected to
assist in the supervision of the first and second year students and to support their
work on the project.

Students will work on internal and external productions / projects, putting into
practice and developing skills they have learned in years 1 and 2. Role allocations
will be set at the beginning of each term. The number of allocations each student
undertakes may vary according to the length of each project to ensure a suitable
overall learning experience across each term.

The module is a long, linear module which lasts the academic year, with students
focusing on the experiential learning as they go through the vocational aspects of a
number of different productions / projects.

Method of teaching delivery will include:

face-to-face / online classroom based delivery
face-to-face / online tutorial sessions,

face-to-face / online Master classes and visiting lecturers,
Self-reflection,

Workshops.

Students will also be required to practice using various software and hardware in
their own time, which may involve completing online training courses.

The students will work in a leadership role supporting and managing the 2" and 1t
year students on a range of practical projects (usually throughout autumn and spring
terms). This may include video design for School productions and / or work on
projects / productions that take place outside of the School. When necessary this
could be delivered as a self-sufficient piece of project work in the Theatre
Technology Lab.
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Assessment
Assessment will take the form of:

e 2 Personal projects:

- ashow reel consisting of approximately 3 mins of self-generated imagery
(taken from suitable work generated through the programme) and;

- A self-generated piece of projection mapping artwork to be presented on
moving screens (approx. 5 — 10 mins in length).

e Production work which will involve the student producing and/or contributing
to designs for a minimum of 2 live performance projects including for example,
stage productions, festivals, live music events, art installations and corporate
events. They will manage the technical and logistical challenges of the
projects, fully utilising the teams of students they are working with from across
the programme. Final grades will be aggregated from marks from all
completed projects.*

All production allocations are marked individually and are equally weighted to give a
single overall mark for Video Design and Production 3 at the end of the academic
year.

Failure in an assessment component may be compensated by another provided that
the overall aggregated mark for the module is 40% or higher.

* While the weighting of each allocation will be equal, it will vary according to the
number of productions the student participates in i.e. if a student undertakes 2
allocations each will carry a 50% weighting whereas 4 allocations will each carry a
25% weighting etc. (from PA Gold Copy)

11. Learning outcomes: On successful completion of the module students will have
achieved various skills and abilities. Please refer to the Programme Specification
for descriptions of the skills codes listed below:

A6:1, A6:2, A6:3, A6:4, A6:5, A6:6, A6.7, A6.8, B6:1, B6:2, B6:3, B6:4, B6:5, C6:1,
C6:2, C6:3, C6:4, C6:5, C6.6, D6:1, D6:2, D6:3, D6:4, D6:5, D6.6, D6.7.

12. Module Pattern

a) Scheduled Teaching & Learning hours (NB These hours are flexible and will be
adjusted to suit the teaching and projects at the time)

KIS Type Contact Hours
Lecture / Seminar 30

Tutorials (Group / 1:1) 60

Practical classes/workshops 280

External visits 10
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12. Module Pattern

b) Assessment

KIS Assessment Detail KIS | % % Pass
Component code | Weighting | Mark
Project output Show Reel (Approx. 3 KPE | 10%
Minutes)
: Moving Screens (Between 5 o
Project output - 10 Minutes) KPE | 20% LalO"/?e o
Production work for Live ggreg
Production Work Performance (weighted KPE | 70%
equally — see * above)

c) Independent Study hours

Notional Hours

Personal practice/study

225

Library-based study 65
Self-directed group rehearsal/study 80
d) Total student learning hours for module 750
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13. Reading and Resources

Title Author Publisher Year

Liveness: Auslander, P. Routledge (1999)

Performance in A

Mediatized Culture

Performance and | Broadhurst, S. M. | Palgrave (2006)

Technology: and Machon, J. Macmillan

Practices of Virtual | (Eds.)

Embodiment and

Interactivity,

Remediation Bolter, J. D. and The MIT Press (2000)

Grusin, R.

Mediated: How the | Zengotita, T. Bloomsbury (200%5)

Media Shape Your publishing

World

Dance on Screen | Dodds, S. Palgrave (2004)
Macmillan

Virtual Theatres, Giannachi, G Routledge (2004)

Making Video McPherson, K. Routledge (2006)

Dance A Step-by-

Step Guide to

Creating Dance for

the Screen

Envisioning Dance | Mitoma, J. (Ed.) Routledge (2002)

on Film and Video,

Media and Birringer, J. The Johns (1998)

Performance: Hopkins University

Along the Border, Press

Digital Practices: Broadhurst, S. M. | Palgrave (2007)

Aesthetic and Macmillan

Neuroesthetic

approaches to

performance and

technology,

Digital Dixon, S. The MIT Press (2007)

Performance: A

History of New

Media in Theatre,

Dance,

Performance Art

and Installation

New visions in Carver, G. and Swets & Zeitlinger | (2004)

performance the Beardon, C.

impact of digital

technologies,

Intermediality in Chapple, F. and Rodopi B.V. (2006)

Theatre and
Performance

Kattenbelt, C.
(Eds.)
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13. Reading and Resources

Staging the
Screen: The Use
of Film and Video
in Theatre
(Theatre and
Performance
Practices)

Giesekam, G.

Palgrave
Macmillan

(2007)

Guerrilla
Performance and
Multimedia

Hill, L.

Continuum

(2001)

Multi-media: Video
- Installation -
Performance,

Kaye, N.

Routledge

(2006)

Theatre
Performance and
Technology - The
Development of
Scenography in
the Twentieth
Century (Theatre
& Performance
Practices)

Baugh, C.

Palgrave
Macmillan

(2005)

Avant-garde
Performance: Live
Events and
Electronic
Technologies

Berghaus, G.

Palgrave
Macmillan

(2005)

New Media in Late
20th Century

Rush, M,

Thames and
Hudson

(1999)

Creating Digital
Performance
Resources

Smith, B.

Oxbow Books

(2002)

Visual Culture

Mirzoeff, N.

Routledge

(1999)

Cinema 4D
Advanced training

Lynda.com

After Effects
Advanced training

Total Training
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17.20 Professional Portfolio

1. Module Title Professional Portfolio
2. HE Level 6

3. Credit Value 10

4. SITS module code PPF3006

5. Location of Delivery Guildhall School

6a. Module Type Project

6b. Applicable in the year of study Year 3

7. Module Leader Lecturer in Video

8. Department Production Arts

9. Aims of the Module
This module aims to:

e Enable students to best represent and market themselves in a professional
context.

e Encourage students to engage in a self-reflective process though which they
are able to recognise and articulate their potential position in the professional
sector at large.

Indicative Content

This module looks at modern, industry-relevant forms of online professional
representation through social media (such as LinkedIn), web sites (that promote CVs
and job-hunting) and industry networking (associations, Facebook groups etc.).

10. Teaching & Assessment Methodology
Teaching

Methods of teaching delivery will include face-to-face classroom / online classes and
tutorial sessions.

Assessment

Students will produce a professional portfolio summarising their work spanning the
three-year course. The portfolio must be presented online in a digital format and be
of an appropriate standard for the student to be able to use for the purpose of self-
promotion and seeking employment and further study opportunities. Students must
include a short biography, CV and headshot.
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The portfolio must include a detailed explanation of all practical work represented
with high quality photographs, video and audio to represent the student’s
professional level of technical and creative skill. It will also include information about
their areas of expertise, their career overall and future plans and may include other
relevant work that is not formally a part of this course of study. The Creative
Sequence prepared for Video Design & production 3 can also be included as part of
your show-reel.

11. Learning outcomes: On successful completion of the module students will have

achieved various skills and abilities. Please refer to the Programme Specification

for descriptions of the skills codes listed below:

A6:4, A6:5, B6:1, B6:3, B6:5, C6:1, C6:2, C6:3, C6:4, C6:5, C6.6, D6:1, D6:2,

D6:4.

12. Module Pattern

a) Scheduled Teaching & Learning hours (NB These hours are flexible and will be

adjusted to suit the teaching and projects at the time)

KIS Type Contact Hours

Group tutorial 10

One-to—one class/tutorial 10

b) Assessment

KIS Assessment Detaill KIS % %

Component code | Weighting | Pass
Mark

Portfolio Mixed media professional KCW | 100% 40%

portfolio

c) Independent Study hours Notional Hours

Personal practice/study 60

Library-based study 20

d) Total student learning hours for module 100

13. Reading & Resources

Title Author Publisher Year

Theatre and Performance Causey, M. Routledge 2009

in Digital Culture: From

Simulation to

Embeddedness

Intimacy Across Visceral Chatzichristodoulou, M. | Palgrave 2012

and Digital Performance (Editor), Zerihan, R. Macmillan

(Editor)

Avant-garde Performance: | Berghaus, G. Palgrave 2005

Live Events and Electronic Macmillan

Technologies

Show Your Work!: 10 Kleon, A. Algonquin 2014

Things Nobody Told You Books

About Getting Discovered
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13. Reading & Resources

Title Author Publisher Year
D30: Exercises for Krause, J. How Design 2013
Designers: 30 Days of Books

Creative Design Exercises
& Career-Enhancing Ideas
Becoming a Graphic and Heller, S. & Vienne, V. | John Wiley & 2015

Digital Designer: A Guide to Sons

Careers in Design

Universal Methods of Hanington, B. & Martin, | Rockport 2012
Design: 100 Ways to B.

Research Complex
Problems, Develop
Innovative ldeas, and
Design Effective Solutions
No Plastic Sleeves: Volk, L. & Currier, D. Focal Press 2014
Portfolio and Self-
Promotion Guide for

Photographers and

Designers

Digital Creatives' Survival Wyatt, P. How Design 2013
Guide: Everything You Books

Need for a Successful
Career in Web, App,
Multimedia and Broadcast
Design
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18. Assessment Criteria

o 2 Technique and knowledge Performance and/or Communication and artistic | Professional protocols
g8c3 creative output values
1822
SP228C
58820
NS ® O
- 85+ | An exceptionally An exceptionally An exceptionally An exceptionally
= compelling level - compelling level- compelling level - compelling level -
© significantly exceeds the | significantly exceeds significantly exceeds the | significantly exceeds
g material the material material the material
Te]
j,f Demonstrates an Exceptional application of | Exceptional communication | Exceptional work that,
[ exceptional depth and theoretical and technical | demonstrating an through its overall
2 breadth of knowledge and knowledge demonstrating | impressive ability to analyse | originality and rigour
ﬁ skills that is comprehensive, | mastery and integration and reflect on their work as | within the discipline as a
o} accurate, relevant and of artistic insight and well as the entire whole, influences how
S informed by the highest technical command which | collaborative process. practitioners, academics
o level of independent is imaginative, creative and students think about
2 scholarship. and innovative and has Exceptional interpersonal their discipline.
8 been recognised beyond | skills, presenting and
g Exceptional integration of the School both negotiating ideas and Demonstrating
2 principles, theories and professionally and solutions in a confident and | exceptional and
3 techniques. publicly engaging way that innovative time and
S commands trust and respect | resource management
o Exceeds the expected Performs the role at a in @ managerial context. skills.
5 outcomes demonstrating level that would
3w exceptional understanding immediately be Actively listening to other Demonstrates an
32 which is pioneering, original, | commended in a major opinions, being open to exceptional level of
§ § innovative and insightful. world-class performing change and confidently preparation and personal
a3 arts environment adapting behaviour and organisation applying
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ranges for levels 4, 5 and 6 with descriptors

School-wide undergraduate percentage

Demonstrates an excellent
depth and breadth of
knowledge and skills that is
accurate, relevant and
informed by a high level of
independent learning.

Excellent integration of
principles, theories and
techniques.

Excellent application of
theoretical and technical
knowledge demonstrating
mastery and integration
of artistic insight and
technical command which
is imaginative and
creative.

Performs the role at a
level that would be
immediately accepted in

Excellent communication
demonstrating an
impressive ability to analyse
and reflect on their work as
well as the entire
collaborative process.

Excellent interpersonal
skills, presenting and
negotiating ideas and
solutions in a confident and

o 2 Technique and knowledge Performance and/or Communication and artistic | Professional protocols

g28c3 creative output values

3888

R

£T L

A586«
Makes decisions based on solutions appropriately for theoretical and technical
an extensive range of Exceptional presentation | the benefit of the project in a | knowledge to provide an
evidence demonstrating an | using a wide and wholly supportive manner. environment in which all
exceptional ability to imaginative range of participants can thrive.
compile component ideas resources and Clear, insightful and
into a new whole or propose | consistently achieving inspiring communication Demonstrates
alternative solutions. high professional showing and exceptional exceptional personal

standards. level of ability to discuss accountability driving
Supports others in achieving their subject. projects through to
outstanding performance completion and achieving
exceptionally high
outcomes.
70- | An excellent level An excellent level An excellent level An excellent level
85

Excellent work that
through its overall
originality and rigour,
influences how
practitioners, academics
and students think about
their discipline.

Demonstrating excellent
time and resource
management skills.
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o 2 Technique and knowledge Performance and/or Communication and artistic | Professional protocols

g28c3 creative output values

1822

SP228¢C

00 ¢ 5N

SERES

N S c o<
Excels in meeting the a professional performing | engaging way that inspires Demonstrates an
expected outcomes arts environment. trust and respect. excellent level of
demonstrating excellent preparation and personal
understanding which is Excellent presentation Actively listens to other organisation considering
largely original innovative using a wide and opinions, being open to theoretical and technical
and insightful imaginative range of change and confidently knowledge to provide an

resources and achieving | adapting behaviour and environment in which all
Makes decisions based on professional standards. solutions appropriately for participants can succeed.
an extensive range of the benefit of the project.
evidence, demonstration an Demonstrated excellent
excellent ability to compile Clear and insightful personal accountability
ideas into a new whole or communication showing an | driving projects through
propose alternative excellent level of ability to to completion in a
solutions. discuss their subject. thoroughly professional
manner.
Supports others in achieving
peak performance.
;f 60- | A very good level A very good level A very good level A very good level

Lo 69

% % 0 Demonstrates a good depth | Clear and convincing Confident communication Demonstrating very good

£ % and breadth of knowledge capacity to engage with demonstrating an ability to time and resource

10;) § S and skills that is generally the project demonstrating | analyse and reflect on their | management skills.

5 & 3 accurate, relevant and clear integration of work, and its contribution to

3 Q ES informed by a high level of creative insight and the collaborative process. Demonstrates very good

z £ i scholarship. technical ability. level of preparation and

§ 82 Very good interpersonal personal organisation

3¢ao skills, presenting and considering theoretical
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o 2 Technique and knowledge Performance and/or Communication and artistic | Professional protocols
g28c3 creative output values
=T 0O =
FEEL
SP228¢C
2383
3585 ¢
Very good integration of Performs the role at a negotiating ideas and and technical knowledge
principles, theories and very good level that solutions in a confident and | to provide an
techniques. would be expected in a engaging way that gains environment in which all
professional performing trust and respect. can progress.
Consistently meets the arts environment.
expected outcomes Listening to other opinions Very good level of
demonstrating very good Very good presentation and being open to change accountability seeing
understanding which is using a wide range of and adapting behaviour and | projects through to
largely original, innovative resources. solutions appropriately for completion and achieving
and insightful. the benefit of the project. positive results.
Makes decisions based on a Clear communication
range of evidence with an showing a very good level of
ability to compile ideas into ability to discuss their
a new whole or propose subject.
alternative solutions.
;f 50- | A good level A good level A good level A good level
Lo 59
3; % 0 Demonstrates a good depth | Consistent capacity to Good interpersonal skills, Demonstrating good
£ *EL and breadth of knowledge engage with the project able to present and satisfactory time and
g § S and skills that is generally demonstrating good negotiate ideas encouraging | resource management
5 & 3 accurate, relevant and integration of creative trust and respect within the | skills.
3 %é informed by some insight and technical team.
z £ i scholarship. proficiency. Demonstrates a good
§ 82 Listening to other opinions level of preparation and
3¢ao and being able to change personal organisation
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ranges for levels 4, 5 and 6 with descriptors

School-wide undergraduate percentage

Meets the expected
outcomes demonstrating a
satisfactory level of
understanding of the facts.

Displays ability to apply
knowledge to actual
situations.

Achieves the learning
outcomes at a satisfactory

Performs the role
sufficiently well to be
accepted into a
performing arts
environment at entry
level.

Satisfactory commitment
and motivation to
produce satisfactory
work.

Satisfactory communication
that on occasions lacks
coherence.

Satisfactory ability to
present and negotiate ideas
which contributes to the
development of the team.

Tries to take into account
others’ opinions and solution
with evidence of a

o 2 Technique and knowledge Performance and/or Communication and artistic | Professional protocols
g28c3 creative output values
Hr
8g8gs
ST R n
A586«
Consistently meets the Performs the role and adapt behaviour for the | utilising some theoretical
expected outcomes sufficiently well to be benefit of the project. and technical knowledge
demonstrating good | accepted in a to provide a good working
understanding. professional performing Coherent communication environment.
arts environment at entry | showing a good level of
Breaks down tasks or ideas | level with potential to ability to discuss their Good level of
into simpler parts and rapidly advance. subject. accountability seeing
produces evidence to projects through to
support decisions. Good presentation using completion and achieving
a limited range of good outcomes.
resources.
40- | A satisfactory level A satisfactory level A satisfactory level A satisfactory level
49

Demonstrating
satisfactory time and
resource management
skills.

Demonstrates a
satisfactory level of
preparation and personal
organisation with some
reference to theoretical
and technical knowledge
resulting in provision of a
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School-wide undergraduate percentage ranges for

levels 4, 5 and 6 with descriptors

Demonstrates a low level of
knowledge and skills.

Unable to integrate
principles, theories and
techniques.

Does not meet the expected
outcomes demonstrating a
lack of understanding of the
facts and inability to
remember previously
learned information.

Does not yet show
potential to be able to
perform the role
sufficiently well to be
accepted in a
professional performing
arts environment.

Lack of commitment to
produce work of an
acceptable standard.

Poor presentation and
unable to use a range of
resources.

Frequently incoherent
communication lacking
capacity to describe their
work; very little
understanding of the nature
of the collaborative
production process

Lacking in interpersonal
skills. Not presenting ideas
in a coherent way leading to
alienation from the rest of
the team.

o 2 Technique and knowledge Performance and/or Communication and artistic | Professional protocols
g28c3 creative output values
3888
922 8g
23285
A586«
level requiring frequent willingness to adapt ideas satisfactory working
support. for the benefit of the project. | environment.
Satisfactory understanding | Consistently accountable
of the collaborative process. | and seeing projects
through to completion
achieving satisfactory
outcomes.
30- | An unsatisfactory level An unsatisfactory level | An unsatisfactory level An unsatisfactory level
39

Demonstrating poor time
and resource
management skills.

Demonstrates a poor
level of preparation and
personal organisation
with very little reference
to theoretical and
technical knowledge
resulting in a poor
working environment.

Lack of accountability or
responsibility for
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School-wide undergraduate percentage ranges for

levels 4, 5 and 6 with descriptors

Work that is of such poor
quality that it needs to be
entirely re-presented (i.e.
serious misunderstanding of
the subject/assignment);
non-serious attempt at the
assignment (i.e. severely
incomplete work).

Not fluent or
comprehensible; poor use of
language and poor
presentation.

Work that has failed to
meet any of the Learning
outcomes.

Non-attendance.

No work produced to
enable assessment.

Incoherent communication
with no capacity to describe
their work; no evidence of
understanding of the nature
of the collaborative
production process.

Very poor interpersonal
skills. Alienation from the
rest of the team. Unable to
work with others.

Behaviour unacceptable.

o 2 Technique and knowledge Performance and/or Communication and artistic | Professional protocols
g28c3 creative output values
3888
R
£T L
A586«
Indecisive and unable to Unable or unwilling to adapt | completing tasks. Not
apply knowledge to actual behaviour or solutions or aspiring to achieving
situations. conversely making changes | required outcomes.
without any attempt to
Unable to work without negotiate a mutually
support. Unable to put acceptable solution. Limited
guidance into action. communication showing an
unsatisfactory level of ability
to discuss their subject.
0- An unacceptable level- An unacceptable level- | An unacceptable level- An unacceptable level-
29 | poor, clear fail poor, clear fail poor, clear fail poor, clear fail

Work that completely
misrepresents or
misunderstands thinking
in the discipline.

Demonstrating no ability
to manage time or
resources. Lack of
attendance.

Demonstrates no
understanding of what
preparation is required for
the role. Little or no
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o 2 Technique and knowledge Performance and/or Communication and artistic | Professional protocols
083 creative output values
:g © Q =
FEES,
©
88 QT o8
5EgEw
NS®OS

preparation or personal
organization displayed.

Avoiding responsibility
and failing to complete
tasks. Not demonstrably
caring about the standard
of the final outcome.

BA in Digital Design & Production 2025/26

Page 113 of 114




BA in Digital Design & Production 2025/26 Page 114 of 114



