YORK ST JOHN UNIVERSITY 

PROGRAMME SPECIFICATION
This programme specification relates to level 2 only. FD Creative Industries and Technology has split into separate awards of FD Music Production and FD Film & Television Production.

	1.
	Awarding Institution


	York St John University

	2.
	Teaching Institution


	York St John University 

	3.
	Programme(s) Accredited by

(professional/statutory body)


	N/A

	4.
	Faculty offering the Programme(s)


	Faculty of Arts

	5.
	Final Award(s)


	Foundation Degree in Creative Industries and Technology: Design Innovation and Production 

Foundation Degree in Creative Industries and Technology: Film and Television Production

Foundation Degree in Creative Industries and Technology: Music Technology



	6.
	Interim Awards


	Certificate of Higher Education in Creative Industries and Technology


	7.
	Programme Title(s)


	Creative Industries and Technology: Design Innovation and Production 

Creative Industries and Technology: Film and Television Production

Creative Industries and Technology: Music Technology



	8.
	UCAS Code / GTTR / Other


	Design Innovation & Production WW29
Film & Television Production WP23

Music Technology WJ2X



	9.
	Approved Combinations

(for Joint Honours programmes only)


	N/A

	10.
	QAA Benchmark Group(s)


	· Art and Design

· Communication, Media, Film and Cultural

       Studies

· Music



	11.
	Applicable to Year of Entry to the Programme(s)


	2008 (final entry to level 1), 2009 (entry to level 2)

	12.
	Date Produced/Revised


	May 2004 / Oct 2008 (to pass all modules)
July 2009 (mod change)


	13.
	Mode of Study

The programme is offered in the following modes of study:

Full-time:

Over 2 years

Part-time:

Over 4 years




	14.
	Introduction and Special Features
This Foundation Degree is about acquiring the kind of Creative skills that employers are looking for in this exciting and challenging future industry.  Our degree provides a unique combination of overall creative industry related skills with subject related skills through a student’s choice of pathway.

The Foundation Degree in Creative Industry and Technology is characterised by:

· Provision of access to a vocationally relevant two year higher education experience for students traditionally underrepresented in HE.

· Provision of a fully integrated programme of transferable skills to support the development of learning skills, key skills and career planning.

· The access available to students to specialist resources at an industry level standard
· The emphasis placed in the curriculum on work based learning or simulated work based learning.  

· The establishment of an employer advisory committee from the relevant industries to support the initial and on going developments of each of the programmes.

· Development of professional and entrepreneurial work place based skills and knowledge
· A wide variety of flexible entry routes including work place accreditation; we envisage students coming from a range of traditional and non-traditional backgrounds; e.g. some will have A levels, others will have 5 years of employment.
· A variety of flexible and open study modes to maximise learning opportunities
· Students will come into contact with a range of specialist visiting professional practitioners that deliver lectures and workshops series to a range of student learners
· The development of academic skills allowing the potential to move to a final year of an undergraduate degree programme.



	15.
	Criteria for Admission
We accept students with a wide range of skills and qualifications onto the Foundation Degree in Creative Industries and Technology. Normally applicants will be invited to attend a presentation and interview day where they will also have the opportunity to see the university, student work and facilities.

Students wishing to enrol for the programme at level 1 must demonstrate that they would benefit from the programme.  They will need to evidence that they have experience and/or qualifications that will prepare them to succeed. The entry criteria are as follows. 

1. Evidence  of creativity within one of the pathway routes 

2. Commitment to succeeding in the creative industries 

3. Awareness of professional/employment  context for chosen pathway 

We will expect applicants to have selected their preferred pathway and that they would be able to explain why they have chosen their preferred pathway. 

All applicants will be offered an interview and can bring to that interview evidence of their experiences.  This evidence base is likely to include one or more of the following:

· A Portfolio (this may include sketchbooks, video recordings, models, audio recordings, photographs or other appropriate media forms)

· A CV that outlines professional/work placement experiences

· A Video/s

· Soundtracks

We will use this evidence to determine an applicant’s suitability for the programme against the criteria listed above.  

These entry criteria signal that we particularly welcome students who may not previously have explored higher education as an option.    

If applicants do have academic qualifications we would expect the following: 


An accredited Access certificate 

Or 
A pass in English Language GCSE at grade C or above, or equivalent qualification and Two A levels or their equivalent;

Or
A cognate BTEC national qualification  

However we will consider all appropriate professional qualification/and or experiences that are deemed by the University to be equivalent to the above.

For the student with no formal qualifications, or returners to learning, matriculation can be achieved through:

2.1 Successful completion of the University’s alternative entry system;

     or

2.2 Enrolment on one level 1 module from the programme as an associate student. Upon successful completion of the module a student can enrol for the full programme transferring the 20 credits. 

To broaden access the Foundation Degree does not require that candidates have placement / work based contexts defined as a condition of entry, although some may be employed within a ‘creative’ industry and therefore be able to make use of this provision. 




	16.
	Programme Aims

· Prepare students for entry into the creative industries as skilled practitioners, for self employment and/or  progression to further study or training

· Produce students who have a high level of subject specific vocationally relevant skills, a broad understanding of the creative industries and who can apply their knowledge and skills to a wide range of contexts

· Provide opportunities for students to develop a range of personal and professional skills including ICT, creative and entrepreneurial skills

· Provide opportunities for people from diverse social and educational backgrounds to gain an industrially relevant higher education qualification that will enhance employment opportunities

· Provide students with a sound understanding of the principles that underpin the creative industries

· To enable students to enter work positions that require the exercise of personal responsibility, decision making and problem solving




	17. -1
	YSJU LEVEL 1 / NQF LEVEL 4 / FHEQ LEVEL C
Level 1 Programme Outcomes 

Programme Year 1: (Certificate of Higher Education in Creative Industries and Technology)

Level one modules engage students with a range of analytical and research techniques and methods, as well as introducing them to various conceptual frameworks.  Level one modules will enable students to achieve knowledge and to apply generic core skills in communication, problem solving, team work, personal management and business studies in order to establish a foundation. Upon completion of level one, students  will be able to:

· Identify generic skills in the creative industries, such as project management, related technological skills development, creative practice, employment, further study, research and self fulfilment.

· Develop and apply subject specific skills.  

· Understand specific contextual theories

· Develop key skills and problem solving approaches in the context of project work

· Effectively manage creative/practical  processes

· Negotiate a level 2 work placement

· Analyse business and commerce contexts

· Demonstrate your knowledge and skills in I.C.T and  study skills

· Develop and apply your skills in simulated WBL

Level 1 Programme Structure and Content and progression/graduation requirements

Students have to successfully complete each level of study in order to progress. 
At level one students acquire key skills in the use of creative technologies necessary to the process of production in and for the Creative Industries.  At level one students encounter a range of creative technologies and processes which they will require for level two. This will form a clear introduction from which they can build and focus their studies at level two.  Students will be introduced to industry related professional practices at level one through a series of simulated work based learning opportunities and will be taken through the processes associated with this level of practice both generically and specifically in the creative industries. Assignment work will be informed by work place issues and considerations thus enabling the student to match and apply their skills in a ‘real world’ scenario.  To support this process, students will be introduced to key theories of production, process and technology, professional practice, project management and business skills. These theoretical and simulated activities will be symbiotically linked to production activity.   

Skills will also be developed at level one in critical analysis.  This will be achieved through the acquisition of an initial critical vocabulary.  This theory is intended to develop students as independent thinkers with a reflective approach to their study. 

Level 1 (Certificate of HE) in 

Creative Industries and Technology: Design Innovation and Production 

Creative Industries and Technology: Film and TV Production

Creative Industries and Technology: Music Technology

will comprise of six 20-credit modules. These modules will provide a level of knowledge and understanding of the skills and practices essential to creative industries technology production. 

The modules at Level 1 contain significant elements of skills based learning and provide the opportunities for students to relate their developing understanding of their generic subject knowledge to context specific theory and practice in the chosen discipline.

Level 1 modules

1CT011  Creative Technology Practice – compulsory for progression 

1CT021 Research, Development and Realisation – compulsory for progression
1CT031  Simulated Work Based Learning One – compulsory for progression
1CT040 Simulated Work Based Learning Two – compulsory for progression
1CT050  Professional Practice – compulsory for progression
1CT060 Creative Industries – compulsory for progression
All modules are weighted at 20 credits.

Level 1 Teaching and Learning and Assessment Strategies
At level 1, the emphasis of learning is understanding and analysis of the Creative Industries and Technology and its underpinning theories, principles and the key skills required to develop academically and professionally.   The student’s focus will be on the development of knowledge acquisition and research skills, supported by lectures, seminars, tutorials, practical workshop sessions and simulated work based learning of experience.  Students will be supported in the development of study skills and research and practice methodologies in order to facilitate the progression and management of their needs.  This process will include the use and management of appropriate information technology, both for research and access to web based learning resources.  

STRATEGY

MODULE

Project
1CT011
Portfolio
1CT021
Presentation
1CT031
Presentation of a concept / product
1CT040
Reflective journal + negotiated learning agreement

1CT050
Portfolio + essay
1CT060





	17. -2
	YSJU LEVEL 2 / NQF LEVEL 5 / FHEQ LEVEL I
Level 2 Programme Outcomes 
Programme Year 2: (Foundation Degree in Creative Industries and Technology)

Level two modules build on the knowledge understanding and skills established at Level one. Students will engage in a more advanced level of conceptual thinking and are encouraged to embark upon, plan and execute work more autonomously and to take increasing responsibility for the process of your own learning. Enhanced technical knowledge facilitates more complex patterns of production. Upon completion of level two, students will be able to:-

· Apply an effective sector specific research and development process

· Construct real or virtual prototypes and artefacts

· Research and develop materials, processes and technology

· Make informed judgements concerning future progression and employment

· Produce a professional portfolio

· Apply theoretical theories and principles 

· Evaluate your skills as reflective practitioners 
· Utilise key skills in project and production work

· Work effectively with clients/collaborative projects

Level 2 Programme Structure and Content and progression/graduation requirements

During level two students will consolidate skills developed at level one and will be provided with the opportunity to develop and hone their skills and experience of working within industry accepted ‘roles’ within the production processes in a workplace context.  At this stage students will still be supported by tutors but will be encouraged to develop more independent practice by applying their skills as innovators, entrepreneurs and professional practitioners.  An understanding and experience of the industry will be developed at level two by students undertaking client based work experience.  This will promote an understanding of the external world and of the realities of professional practice. 

At level two students will engage with theories and practice which reinforces their strategic planning for progression in to the workplace or alternatively into level three of an undergraduate programme.

Level 2 (Foundation Degree) in

Creative Industries and Technology: Design Innovation and Production 

Creative Industries and Technology: Film and TV Production

Creative Industries and Technology: Music Technology

Will comprise of seven 20-credit modules (one of these modules is a route for DI&P and F&TVP students, the other for MT students). These modules will develop the preliminary level of knowledge and understanding gained at level 1.  Aspects will involve placement-based learning and through this, students will be able to develop and hone their vocational understanding and skills within the context of client based practical project assignments.

80 Credits (over two years) are work related learning

60 Credits (over two years) are core theory

60 Credits (over two years) are generic and specific technologies 

40 Credits (over two years) are discipline specific project modules

The diagram shows a move to a more concentrated pathway specific project activity at level two. In total there are 60 credits (three modules) of Core activity where students work wholly together from the three areas.  At level two Design Innovation and Production pathway students and Film and TV Production pathway students work on the 2CP080 Visual Cultures module alongside BA Media Students.  Music Technology pathway students work on the 2CA951 Popular Music module with BA Performance: Music students.  This will offer students an opportunity to study alongside BA students.  

In semester 4 all modules require students to consolidate and demonstrate the work they have done in the previous three semesters.  In this semester there are 40 credits of Major Project work and 20 credits of Work Based Learning which are mutually complimentary.  It is envisaged that students will produce a major show of this work which will be released for public consumption and comment.

A bridging module will not be required in order to facilitate students’ progression onto level 3. Successful completion of the theoretical modules 1CT060 Creative Industries, 2CA951 Popular Music or 2CP080 Visual Cultures (which are designated as compulsory for progression and compulsory for award for the FD respectively) will ensure that students wishing to progress onto level 3 will have the necessary academic skills in place.

2CA951 Popular Music – compulsory for award

2CP080 Visual Cultures – compulsory for award

2CT010  Work Based Learning – compulsory for award

2CT020  Technological Applications – compulsory for award

2CT031  Work Based Practice – compulsory for award

2CT040  Major Project Research and Development – compulsory for award

2CT050  Major Project Realisation – compulsory for award
All modules are weighted at 20 credits.

2CT010 Work Based Learning and 2CT031 Work Based Practice modules provide students with work based learning experiences.

Level 2 Teaching and Learning and Assessment Strategies
At level 2, the emphasis of learning is application and evaluation of practical and theoretical skills and concepts, building on the foundation knowledge introduced in level 1.  Through both independent and collaborative projects, students will be required to investigate and undertake problem solving strategies with practical skills workshops.  They will develop skills within a work environment.  In addition they will identify strategies to manage their own learning and future development.

STRATEGY

MODULE

Portfolio

2CT010, 2CT040

Artefact

2CT020

Context and proposal document + presentation

 2CT031
Project + critical evaluation

2CT050

Research proposal + research file

2CT060

Research file + project

2CP080
Essay + projects
2CA951



	18.
	Progression and Graduation Requirements

The University’s general regulations for undergraduate awards apply to the programme.  

In addition, the following specific programme regulations apply in respect of progression and/or graduation:

· All modules at level 1 are compulsory for progression to the next level. 

· All modules at level 2 are compulsory for the award.
· To be eligible for the award of Creative Industries & Technology: Design Innovation & Production and Creative Industries & Technology: Film & TV Production students must pass 2CP080
· To be eligible for the award of Creative Industries & Technology: Music Technology pathway students must pass 2CA951 Popular Music.
· Students must pass 240 credits in order to gain the award of FD in Creative Industries & Technology



	19.
	Internal and External Reference Points
This programme specification was formulated with reference to:

· University Mission Statement

· QAA subject benchmark statement

· National Qualification Framework

· The Programme has taken careful notice of the debates within the Creative and Cultural Industries and Sector Skills Councils at both a national and regional level

· The Programme has been written with the following documents as guidance: Foundation Degree Prospectus, July 2000; QAA Foundation Degree: qualification benchmark (final draft); QAA Handbook for the review of foundation degrees in England, 2002-03.

http://www.yorksj.ac.uk/administration/registry/local/ascs/qahandbook/docdirectory.asp



	20.
	Further Information

Further information on the programme of study may be obtained from:

· Admissions Entry Profile (Registry - Admissions)

· Programme validation document May 2004 (Registry – Academic Standards)

· Student programme handbook (Faculty of Arts)

· Module handbooks (Faculty of Arts)

· Regulations (Registry – Academic Standards)
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