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Module Aims:  
The content of this module is designed to enable the student to consolidate and extend their 
practice to explore future professional directions whilst integrating practical, aesthetic and 
intellectual knowledge.  
 
The module aims to: 

 To enable students to relate their practice to the wider field of art and design and 
emerging fields allied to their specialist area. 

 To enable students to locate their practice within a theoretical and critical context. 

 Investigate and analyse their own work and that of fellow practitioners, developing the 
ability to make independent aesthetic decisions and enabling them to identify a 
workable and personal creative philosophy. 



 To enable students to explore and develop new and innovative working practices in 
their field, demonstrating a high level of creative, critical and professional 
understanding.  
 

 

Intended Learning Outcomes: 
 
At the end of this module, students will be able to: 
 

1. Plan, structure and develop a project proposal and make reflective evaluation of the 
project with regard to theoretical and critical contexts influencing its direction. (KS1, 
KS2, KS3, KS5, KS6) 

2. Demonstrate informed independent judgement in finding and solving problems, and 
act autonomously in planning and implementing tasks. (KS1, KS3, KS4, KS5, KS6, 
KS9) 

3. Demonstrate the ability to show considered judgement with regard to methods of 
creative enquiry and production of work. (KS1, KS2, KS3, KS5, KS6, KS9) 

4. Apply relevant critical frameworks drawn from the study of contemporary practice to 
the work and explain decisions verbally and in writing. (KS1, KS4, KS5, KS6, KS9) 

1. Display a systematic understanding of their field, which includes a critical awareness 
of current professional practice and the problems and/or new insights at the forefront 
of that field. (KS1, KS2, KS3, KS5, KS6, KS8, KS9) 

 
Key skills for employability 
 
KS1. Written, oral and media communication skills 
KS2. Leadership, team working and networking skills 
KS3. Opportunity, creativity and problem solving skills 
KS4. Information technology skills and digital literacy 
KS5. Information management skills 
KS6. Research skills 
KS8. Career management skills 
KS9. Learning to learn (managing personal and professional development, self-management) 
 

 
Assessment:  
 
The student will be expected to evidence the scope and depth of their research by collating 
material influential and inspirational to their practice, making clear the relevance to the critical, 
conceptual and professional issues encountered.   
 
Work will be assessed by determining depth and quality of research, development of 
practical work, experimentation and critical and self-evaluation. Students will present a body 
of practical work and a journal documenting the research process and critical analysis. 

 
Assessment 
number  

Learning 
Outcomes to 
be met 

Type of assessment Weighting Duration  
(if exam) 

Word count  
(or equivalent if 

appropriate) 

 
Assessment: 
 

 
All (1 – 5) 

Coursework  
100% 

 
N/A 

 
N/A 
 
 

 
 



Learning and Teaching Strategies: 

Students will work on their self-defined, self-directed practice supported by the introductory 
module seminar, workshops about learning contact agreements, group tutorials, student and 
tutor-led seminars, lectures, visits and critiques, they will develop the theoretical, contextual 
and practical skills necessary for the development of their own practice.  

 
 

Syllabus outline: 

The module is primarily experimental and explorative. Having established knowledge, and 
context through studying previous modules, this module focuses on the development of an 
informed position and strategy for the development of their practice. This takes into account 
their professional working context, understood in relation to contemporary, historical and 
theoretical precedents. 

The module presents the student with an opportunity to develop their creative practice, and to 
demonstrate their ability to work independently, using critical skills techniques and processes 
appropriate to their practice. 

Indicative content: 

The module commences with a series of seminars exploring current practices in the specialist 
fields of design. Students review their recent work in terms of its rationale aims and design 
outcomes. They are encouraged to identify qualities and characteristics and establish 
reference points across a range of contemporary and specialised areas of art and design 
practice. Through negotiation, students will plan structure and develop projects that will 
translate written proposals into design and production. 
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