Module Catalogue
Arts, Media and Communication
Undergraduate Exchange 2026/7
Semester 2
	Module Code
	Module Name
	Level
	Semester
	UK Credit Value

	Animation

	[bookmark: 4ANIM010W_return]4ANIM010W
	Animation Principles
	4
	Semester 2
	20

	[bookmark: 5ANIM009W_return]5ANIM009W
	Stop-Motion Animation
	5
	Semester 2
	20

	Creative Media Arts

	[bookmark: 4FMPR001W_return]4FMPR001W
	Screen 1: Visual Effects and Animation
	4
	Semester 2
	20

	[bookmark: 4FMPR002W_return]4FMPR002W
	Screen 1: Production Design for the Screen
	4
	Semester 2
	20

	[bookmark: 4MEST006W_return]4MEST006W
	Media Explorations
	4
	Semester 2
	20

	[bookmark: 4MEST017W_return]4MEST017W
	Space, Place and Experience: Moving Image, Interactivity and Sound
	4
	Semester 2
	40

	[bookmark: 5MEST003W_return]5MEST003W
	Convergent Media: Extended Realities and Audiences
	5
	Semester 2
	20

	Digital Media

	[bookmark: 5MECM005W_return]5MECM005W
	Content and Communities: Launching a Digital Publication
	5
	Semester 2
	20

	[bookmark: 5MECM008W_return]5MECM008W
	Strategic and Marketing Communications
	5
	Semester 2
	20

	[bookmark: 5MECM011W_return]5MECM011W
	Celebrity Culture and the Media
	5
	Semester 2
	20

	[bookmark: 5MECM015W_return]5MECM015W
	Politics, Journalism and the Media
	5
	Semester 2
	20

	[bookmark: 5MECM016W_return]5MECM016W
	Podcast and Audio Production
	5
	Semester 2
	20

	[bookmark: 6MECM007W_return]6MECM007W
	Creative Advertising
	6
	Semester 2
	20

	[bookmark: 6MECM016W_return]6MECM016W
	Transforming Audiences
	6
	Semester 2
	20

	Fashion Business Management

	[bookmark: 4FAMN005W_return]4FAMN005W
	London Fashion
	4
	Semester 2
	20

	[bookmark: 4FAMN008W_return]4FAMN008W
	Fashion Trends and Consumer Culture
	4
	Semester 2
	20

	[bookmark: 5FAMN008W_return]5FAMN008W
	Fashion Promotion and Event Management
	5
	Semester 2
	20

	[bookmark: 5FAMN014W_return]5FAMN014W
	Global Supply Chain
	5
	Semester 2
	20

	[bookmark: 5FAMN018W_return]5FAMN018W
	Digital Strategies in the Fashion Industry
	5
	Semester 2
	20

	[bookmark: 6FAMN005W_return]6FAMN005W
	Sustainable Fashion Innovation
	6
	Semester 2
	20

	[bookmark: 6FAMN008W_return]6FAMN008W
	Consumer Behaviour
	6
	Semester 2
	20

	Fashion Marketing and Promotion

	[bookmark: 4FAMK011W_return]4FAMK011W
	Creativity and Collaboration for Fashion Marketing
	4
	Semester 2
	20

	[bookmark: 5FADE013W_return]5FADE013W
	Fashion Experience
	5
	Semester 2
	20

	[bookmark: 5FADE015W_return]5FADE015W
	Fashion Culture and Trends
	5
	Semester 2
	20

	[bookmark: 5FAMK015W_return]5FAMK015W
	Digital Fashion Promotion
	5
	Semester 2
	20

	[bookmark: 6FAMK014W_return]6FAMK014W
	Marketing and Luxury Brand Development
	6
	Semester 2
	20

	Film

	[bookmark: 5CINE003W_return]5CINE003W
	Cinemas of the World
	5
	Semester 2
	20

	[bookmark: 5SCRN001W_return]5SCRN001W
	Screen and Psychoanalysis
	5
	Semester 2
	20

	Fine Art Media

	[bookmark: 4FIAR002W_return]4FIAR002W
	Sources of Contemporary Fine Art Practice
	4
	Semester 2
	20

	[bookmark: 4FIAR007X_return]4FIAR007X
	Modern Art in London
	4
	Semester 2
	20

	[bookmark: 4FIAR008W_return]4FIAR008W
	Contemporary Fine Art Practice EXPERIMENTATION
	4
	Semester 2
	40

	[bookmark: 5FIAR003W_return]5FIAR003W
	Contemporary Fine Art Practice 2.2 Presentation
	5
	Semester 2
	20

	[bookmark: 5FIAR004W_return]5FIAR004W
	Contemporary Fine Art Ideas & Form
	5
	Semester 2
	20

	Games Art/ Games Design

	[bookmark: 4CCGD014W_return]4CCGD014W
	Concept Art
	4
	Semester 2
	20

	[bookmark: 5CCGD019W_return]5CCGD019W
	Interactive Texts and Narratives
	5
	Semester 2
	20

	[bookmark: 5CCGD022W_return]5CCGD022W
	Character and Creature Creation
	5
	Semester 2
	20

	[bookmark: 6CCGD015W_return]6CCGD015W
	Game Production and Enterprise
	6
	Semester 2
	20

	Graphic Design

	[bookmark: 4CCGD008W_return]4CCGD008W
	2D Game Creation
	4
	Semester 2
	20

	[bookmark: 4GPDS003W_return]4GPDS003W
	Typography as Image
	4
	Semester 2
	20

	[bookmark: 5GPDS008W_return]5GPDS008W
	Branding and Identity
	5
	Semester 2
	20

	[bookmark: 5GPDS010W_return]5GPDS010W
	Extended Reality for Creatives
	5
	Semester 2
	20

	Illustration

	[bookmark: 4ILLU003W_return]4ILLU003W
	Drawing Explorations
	4
	Semester 2
	20

	[bookmark: 5ILLU014W_return]5ILLU014W
	Visual Storytelling
	5
	Semester 2
	20

	Music

	[bookmark: 4MUMN006W_return]4MUMN006W
	Introduction to the Music Industries and Entrepreneurship
	4
	Semester 2
	20

	[bookmark: 4MUPR010W_return]4MUPR010W
	Producing Music
	4
	Semester 2
	20

	[bookmark: 4MUSI007W_return]4MUSI007W
	BMRU Migration & Cultural Hybridity: British Popular Music
	4
	Semester 2
	20

	[bookmark: 4MUSI009W_return]4MUSI009W
	Music Publishing & Songwriting
	4
	Semester 2
	20

	[bookmark: 5MUSH010W_return]5MUSH010W
	Composing for Media
	5
	Semester 2
	20

	[bookmark: 5MUSI007W_return]5MUSI007W
	BMRU: Funding and Investment Readiness in the Music Business
	5
	Semester 2
	20

	[bookmark: 6MUMN002W_return]6MUMN002W
	Music Law: Rights & Contracts
	6
	Semester 2
	20

	[bookmark: 6MUSH008W_return]6MUSH008W
	Performing with Technology
	6
	Semester 2
	20

	Photography

	[bookmark: 4IMAG018W_return]4IMAG018W
	Expanded and Immersive Photography
	4
	Semester 2
	20

	[bookmark: 4IMAG019W_return]4IMAG019W
	Photography: Image and Idea
	4
	Semester 2
	20

	[bookmark: 4IMAG020W_return]4IMAG020W
	Fashion Photography and the Street
	4
	Semester 2
	20

	[bookmark: 4IMAG021W_return]4IMAG021W
	Photography in the Street: Documentary
	4
	Semester 2
	20

	[bookmark: 5CTAD005W_return]5CTAD005W
	Videography
	5
	Semester 2
	20

	[bookmark: 5IMAG018W_return]5IMAG018W
	Developing a Photographic Voice
	5
	Semester 2
	40

	[bookmark: 5IMAG021W_return]5IMAG021W
	Photobooks, Magazines and Zines
	5
	Semester 2
	20



Animation
[bookmark: 4ANIM010W]Animation Principles
Module Code: 4ANIM010W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
Portfolio required. 
The 12 animation principles are the keystones of animation production. Putting them into practice every time you animate will allow you to polish your animation skills for a showreel that stands out to employers. This module will introduce you to the principles of animation through a series of workshops and support you as you put them into practice for your own animation clip. Analysis of existing contemporary industry animation practices will help you to understand the various ways to implement the animation principles and help you to interpret these animation styles for your own animation production.
Assessment: Coursework (20%), Coursework Practical (80%)
[bookmark: 5ANIM009W]Stop-Motion Animation
Module Code: 5ANIM009W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
Portfolio required. 
This module provides students with the opportunity to explore stop-motion animation practices, including puppet animation, sand or paint on glass, pixilation, cut-outs, time-lapse etc. Students will complete a self-negotiated animation, working either individually or in a group, through a process of negotiation with tutors and peers. 
Assessment: Coursework (40%), Project (60%)

Creative Media Arts
[bookmark: 4FMPR001W]Screen 1: Visual Effects and Animation
Module Code: 4FMPR001W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
Portfolio required. still images, short films and/or interactive work which demonstrates personal interest
Visual Effects and Animation module is designed to meet the growing demand for producing content for moving image in related creative industries. The module focuses on practices, techniques and technologies relating to the areas of moving image, animation and compositing. At the same time, this module looks at the role of visual artists focusing on developing their understanding and knowledge of the key concepts, principles and tools that promote clear communication of ideas for producing moving image content for digital distribution. Working in small teams or individually, students will develop single or multiple projects lasting no longer than 3 minutes in total. Projects are then presented for assessment in live presentations.
Assessment: Coursework (100%)
[bookmark: 4FMPR002W]Screen 1: Production Design for the Screen
Module Code: 4FMPR002W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
Portfolio required. still images, short films and/or interactive work which demonstrates personal interest
This is a practical module that develops knowledge of production design techniques in terms of practice and concept.The completion of a design handbook will enable a variety of skills from script breakdown to pre-visualisation.There is an emphasis on critical analysis of both your own work and that of professional designers.
Assessment: Coursework (100%)
[bookmark: 4MEST006W]Media Explorations
Module Code: 4MEST006W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
Portfolio required. still images, short films and/or interactive work which demonstrates personal interest
This module allows students to engage with the practices and characteristics of screen-based traditions, typically expanded photography, moving image and animation. The emphasis is on experimental and exploratory approaches, where traditions, ideas and technologies are subject to critical analysis, creative play, mixing/blurring, and realisation/production.Students will propose a personal project in response to conceptual and theoretical prompts; project development will be supported through negotiation with tutors and peer review. The module is structured around a series of workshops and tutorials. Workshops typically include analogue processes such as 16mm movie film and black and white photographic darkroom, and digital processes such as still photography and video editing. Assessment is based on a combination of the final project, as presented in an end of module critical review, and supporting documentation of research.
Assessment: Project (100%)
[bookmark: 4MEST017W]Space, Place and Experience: Moving Image, Interactivity and Sound
Module Code: 4MEST017W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 40
Portfolio required. still images, short films and/or interactive work which demonstrates personal interest
This module further develops the practical skills introduced in Creativity and Collaboration and Storytelling: Photography and Web Media, together with methods for research and conceptual development, in the production of a Space, Place and Experience (SPE) Practical Project (70%). Students will undertake workshops throughout the module to enhance their technical abilities in all media areas. The individual Written Essay (30%) is based on choosing one from a series of set questions and challenges students to both critically reflect on the themes addressed in the SPE Project. 
Assessment: Coursework Practical (70%), Essay (30%)
[bookmark: 5MEST003W]Convergent Media: Extended Realities and Audiences
Module Code: 5MEST003W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
Portfolio required. still images, short films and/or interactive work which demonstrates personal interest
Media convergence refers to the flow of content across media and active participation by media users and audiences. The creative industries increasingly demand transferable skills and an awareness of the shifting relationships across media practices and platforms in a digital context. Students will develop projects that illustrate this fluidity of content and encourage user participation through a range of media, such as AR, VR, interactive web media and installation-based work. The module also further develops the ability to reflect critically on project development and outcomes through individually-produced research documentation. 
Assessment: Project (100%)

Digital Media
[bookmark: 5MECM005W]Content and Communities: Launching a Digital Publication
Module Code: 5MECM005W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
Level of English required for non-native English speakers: IELTS equivalent of 6.5
This module builds on the writing and production skills students developed during the Level 4 modules such as Creating Digital Content. It encourages students to develop more specific journalistic skills by working in groups, to a strict deadline, on a complex production task. During this module, students come up with the idea for a publication, research and develop the idea, create, edit and produce stories and content and end the module by creating a prototype of their proposed publication. The publications students create can be websites, apps, social media feeds or traditional print titles. They can focus on lifestyle and culture or on news. Whatever type of publication they develop, students are encouraged to reflect on and apply current industry approaches to their work, drawing together their ideas in a short launch plan covering content strategy, target audience and business model. Students learn how to research and write a range of stories and copy for periodical publications – including different types of feature, comment and opinion and reviews – and will be encouraged to reflect on how to adapt different story types for different platforms and audiences and how publications bring together communities of interest. The module ends with a production period in which students use the stories and copy they have written to produce dummy versions of their publications. 
Assessment: Coursework Group (20%), Portfolio (80%)
[bookmark: 5MECM008W]Strategic and Marketing Communications
Module Code: 5MECM008W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
IELTS 6.5 with 6.0 in Writing and Speaking
Students will study the fundamental theories, models, and applications of strategic communication that help organisations meet their goals, and comprehend the concepts and principles associated with marketing communications. This module offers an overview of practices in communication management, project management, and Integrated Marketing Communications. It defines how these elements can be used to generate seamless communication strategies that influence the various stakeholder groups of corporations, brands and not-for-profit organisations; and how such strategies increase organisational value and reputation. This module will help students develop an understanding of how organisations use targeted, creative, research-based communication strategies to achieve their objectives. The module examines the role of strategic communication in the marketing mix and organisational planning, and analyses career opportunities in digital media,advertising, public relations, marketing, and market research. It also offers students a sound understanding of both the theory and application of Integrated Marketing Communications and the relationship between IMC and the achievement of marketing objectives. These skills and knowledge will equip students for working within various industries as students will develop an understanding of the strategic implications for marketing management in both national and global contexts.
Assessment: Presentation Group (25%), Coursework (25%), Coursework (50%)
[bookmark: 5MECM011W]Celebrity Culture and the Media
Module Code: 5MECM011W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
IELTS 6.5 with 6.0 in Writing and Speaking
This module offers a critical exploration of the evolving role celebrities play in the media, public relations, advertising and wider contemporary culture.
Assessment: Project (50%), Essay (50%)
[bookmark: 5MECM015W]Politics, Journalism and the Media
Module Code: 5MECM015W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
IELTS 6.5 with 6.0 in Writing and Speaking
This module explores the complex and evolving relationships between media, democracy, journalism, and modern politics. Drawing on contemporary media research and professional practice, it examines how political communication operates across both traditional and digital platforms. Students consider the historical and contemporary roles of the media in shaping political debate, influencing democratic practice, and mediating conflicts and crises at local, national, and international levels. The module combines theoretical insight with practical understanding, encouraging students to critically assess how journalism and media activism can inform, challenge, and transform political life.
Assessment: Essay (50%), Portfolio (50%)
[bookmark: 5MECM016W]Podcast and Audio Production
Module Code: 5MECM016W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
IELTS 6.5 with 6.0 in Writing and Speaking
The module offers a comprehensive overview of podcast production. Students will learn of the range and diversity of podcast styles and genres current in the audio marketplace, and will gain experience of pitching and producing podcast content to generate audience interest. Students will learn of the many podcast platforms available and of the different funding models that underpin podcast production today. You will also gain practical experience of making your own podcast.
Assessment: Portfolio (30%), Coursework Practical (70%)
[bookmark: 6MECM007W]Creative Advertising
Module Code: 6MECM007W
Level 6
Semester 2
Location: Harrow
UK Credit Value: 20
students need to have studied Creative Advertising, Storytelling, or Graphic Design previously
IELTS 6.5 with 6.0 in Writing and Speaking
In this studio course, students will begin to understand issues of communication in the context of contemporary advertising. Through case studies and assignments, students learn the importance of assessing, and responding to, consumer needs in the development of creative and effective advertising. Strong emphasis is placed on concept development and students are introduced to the importance of marketing communication through answering a strategic brief in the form of a creative strategy. Typical assignments will include: analogue print; digital content creation; moving image; and other media projects that utilize: layout, typographic and photographic skills. Course delivery includes lectures, one-on-one consultations and in-class critiques. All assignments require verbal and written presentations that include research and visual components. 
Assessment: Presentation - submissions only (50%), Coursework (50%)
[bookmark: 6MECM016W]Transforming Audiences
Module Code: 6MECM016W
Level 6
Semester 2
Location: Harrow
UK Credit Value: 20
IELTS 6.5 with 6.0 in Writing and Speaking
Level of English required for non-native English speakers: IELTS equivalent of 6.5
This module introduces students to key theories and methods used in the study of media audiences, combining theoretical understanding with practical experience in audience research. Students explore how audiences are measured and analysed through both qualitative methods—such as focus groups, observation, and audience diaries—and quantitative approaches. The module examines critical concepts and debates in audience research, drawing on examples from the UK, Africa, and the Middle East to encourage a global and comparative perspective. Students apply their learning through individual and group projects focused on audience analysis across media sectors, including radio, public relations, news, television, and social media. The idea of “transformation” is explored in relation to technological change, globalisation, and identity politics, encouraging students to consider how audiences evolve in response to shifting cultural and media landscapes.
Assessment: Essay (40%), Coursework (60%)

Fashion Business Management
[bookmark: 4FAMN005W]London Fashion
Module Code: 4FAMN005W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
This module will be looking at iconic names, designers and retailers associated with London fashion history and exploring the link between culture, trends, supply chain and globalisation, the roles of the fashion industry professionals and house names and their relationship with consumers.Delivery of module content will be through a mixture of lectures, workshops, reports, practical tasks, visits to relevant exhibitions and use of the Westminster Menswear Archive. The module includes creative practical assessments which will require some learning of Adobe software to bring ideas to life.
Assessment: Presentation Group (50%), Coursework (50%)
[bookmark: 4FAMN008W]Fashion Trends and Consumer Culture
Module Code: 4FAMN008W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
This module will explore the fashion industry within its social, cultural and historical context. It explores where fashions and trends come from providing an understanding of fashion as both a cycle and process. Through examining what has happened in the past students will gain an understanding as to why and how fashion changes. The module explores how the social, cultural, technological and political climate can all contribute to future shifts in fashion direction, and through developing an understanding of what factors impact change we can start to predict what is going to happen in the future. This module provides an essential introduction to the fashion forecasting business with specific emphasis on how this then impacts the retail marketplace. In the fashion industry inspiration, creativity and trend are vital as these will impact on organisation, strategy and management. Current Macro trends will be explored in weekly lectures and seminars and evaluated in student led debate regarding their translation into micro trends which ultimately appear in Fashion catwalks, stores and the media. Identifying new emerging trends is vital to the success of today’s retailers.  Underpinning the delivery of the module is a strong focus on appropriate communication strategies. Therefore, students will be taught various Photoshop techniques and set up and style a Blog.  
Assessment: Presentation Group (40%), Coursework (60%)
[bookmark: 5FAMN008W]Fashion Promotion and Event Management
Module Code: 5FAMN008W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
This module will introduce students to the field of Fashion Promotion and Event Management, and its role within the fashion and fashion-related industries. The students will be able to examine both traditional and contemporary forms and functions of fashion promotion, as well as the way in which promotional tools are designed to communicate and promote fashion and fashion-related products. The module will develop students’ creative research skills and promotional practice and evaluation, while enhancing their understanding of customer profiles and behaviours. Students will work in groups to plan, launch, and review a collaborative event  considering budget, layout, location, and online and offline activities appropriate for the target audience  . Students will collaborate to plan, launch, and evaluate an event using commercial multi-channel marketing strategies. Activities will include online and offline methods tailored to the target audience, while considering budget, location, and visual merchandising techniques to enhance the physical consumer experience.Students will build a portfolio utilising a range of research and technical skills to support offline and online promotional activity.CAD skills introduced at Level 4 will be further developed.The module builds on Level 4 Photoshop skills through CAD workshops, enabling students to create a digital portfolio that showcases a fashion promotion solution for a specific brand. CAD seminars will support the review and development of fashion promotion tools and their application.
Assessment: Presentation Group (40%), Portfolio (60%)
[bookmark: 5FAMN014W]Global Supply Chain
Module Code: 5FAMN014W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
This module offers a concise analysis of the fashion supply chain, detailing its global dynamics from raw materials through to end-of-life and recycling. It critically examines global sourcing models, including near-shoring and far-shoring, and the impact of trade tariffs, while placing a significant emphasis on ethical issues and sustainability. Students explore production processes, distribution, logistics, the influence of UN SDGs and global legislation, and the role of new technologies in enhancing supply chain transparency and efficiency. This study directly links to promoting SDG 8 (Decent Work) through ethical sourcing, SDG 9 (Innovation and Infrastructure) via technological adoption, and SDG 12 (Responsible Production and Consumption) by focusing on circularity and waste reduction.
Assessment: Presentation Group (30%), Coursework (70%)
[bookmark: 5FAMN018W]Digital Strategies in the Fashion Industry
Module Code: 5FAMN018W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
This module explores the role of digital technologies in transforming the global fashion industry, providing students with a critical understanding of how digital innovation influences strategies across the fashion industry. Through lectures and interactive seminars, students will examine the evolution of digital technologies, from customer relationship management systems to digital platforms, mobile applications, artificial intelligence, immersive technologies, and advanced analytics. The module investigates the collection, management, and strategic use of consumer data, including the principles of big data and its commercial applications. Students will critically evaluate digital strategies within UK and international fashion organisations, assessing their impact on competitiveness, growth, innovation, and consumer engagement. The module also considers the implications of digitalisation for buying & merchandising, marketing, retail operations, and consumer behaviour. By the end of the module, students will be able to critically assess contemporary digital practices and strategies, and understand the transformative role of technology in shaping the future of the fashion industry.
Assessment: Presentation Group (50%), Portfolio (50%)
[bookmark: 6FAMN005W]Sustainable Fashion Innovation
Module Code: 6FAMN005W
Level 6
Semester 2
Location: Harrow
UK Credit Value: 20
IELTS score overall of 6.0, with 6.0 writing and speaking.
This module examines the ethical behaviour of business and consumers together with the environmental profit and loss in the Fashion industry. The issues will be illustrated in terms of the positive and negative effects on People, Planet and Profit and discuss the potential for sustainable practice within the fashion industry. Against the background of technical innovation, changing policy and consumer expectations, the student will learn to identify, develop and establish effective Corporate Social Responsibility (CSR) and Environmental. Social & Governance (ESG) policies and to recognise, manage and promote more sustainable approaches in design, product development, manufacturing and marketing & communication. The module will give an understanding of how values at organisation-level affect decisions regarding equality, diversity, exclusivity and social justice. In particular this module explores the following UN SDGs. 6: Clean water & sanitation;8: Decent work & economic growth; 9: Industry, innovation & infrastructure; 12: Responsible consumption & production; 14: Life below water & 15: Life on land. 
Assessment: Coursework (50%), Presentation Group (50%)
[bookmark: 6FAMN008W]Consumer Behaviour
Module Code: 6FAMN008W
Level 6
Semester 2
Location: Harrow
UK Credit Value: 20
This module has been designed to develop students understanding of the theories of consumer behaviour with reference to contemporary and future trends impacting on the fashion retail market. It will show how consumers are choosing products and companies that satisfy deeper needs for creativity, community and idealism and are aligned with their personal values. A series of lectures will explore consumer behaviour theories related to the wider fashion arena. Seminars will synthesise theory and practice to develop consumer insight into the fields of shopper behaviour, product development, store and web environment, brand building and marketing communication. Consumer research groups and workshops will develop the application of tools and the understanding of the topics explored in lectures. The process of evaluating current consumer behaviour and future market opportunities based on consumer insight and behavioural theory will be explored via seminars presenting and evaluating consumer research, contemporary case studies, market reports and academic papers, many of which will be student led. 
Assessment: Presentation Group (50%), Coursework (50%)

Fashion Marketing and Promotion
[bookmark: 4FAMK011W]Creativity and Collaboration for Fashion Marketing
Module Code: 4FAMK011W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
IELTS score overall of 6.0, with 6.0 writing and speaking.
This module provides induction and understanding of creative research practice, assessment processes and group working required for in creative practice subjects. Students will be challenged to experiment individually, undertaking contextual and practical research, which will contribute to a significant group project where students will be allocated creative roles in groups working collaboratively. This will introduce students to the peer assessment framework required for future collaborative projects.
Assessment: Presentation Group (50%), Coursework (50%)
[bookmark: 5FADE013W]Fashion Experience
Module Code: 5FADE013W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
The purpose of this module is to analyse current fashion retail strategies, underpinning the design and creation of fashion experiences and spaces. Digital and physical mediums will be investigated that work to promote, display and sell fashion products. Customer experience strategies will be explored, looking at ways to engage the consumer and interact with the brand.  Students will gain knowledge on omni channel retailing strategies, innovation in technology and experiential design. Students will present a concept proposal and research to support the development of a creative fashion retail experience concept. They will communicate their final design work in a digital portfolio.
Assessment: Presentation (40%), Portfolio (60%)
[bookmark: 5FADE015W]Fashion Culture and Trends
Module Code: 5FADE015W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
The Fashion Consumer Trends module will focus on the advanced development of a more articulate and active approach on Fashion Culture through the support of the advance study of Consumers Lifestyle, Trends, Sociology and Semiotics of Communication. The module is designed to provide the advanced level of analysis of the lifestyles and consumer trends that shape global fashion today. 
Assessment: Presentation Group (40%), Coursework (60%)
[bookmark: 5FAMK015W]Digital Fashion Promotion
Module Code: 5FAMK015W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
IELTS score overall of 6.0, with 6.0 writing and speaking.
This module focuses on research, analysis and developing deep understanding of the market, applying this understanding to digital promotion and creative solutions and, finally, to communicate your ideas to a client. Research and investigation allow the student to feel confident with the client (the brand), enables to exhibit the learner's digital creativity and innovative skills but with in-depth knowledge of the brand and product. Getting inside the company’s heart means the ideas and vision are appropriate, balancing innovation with commercial awareness, whatever the level of the brand and however broad or narrow the product range may be.
Assessment: Coursework (40%), Coursework Practical (60%)
[bookmark: 6FAMK014W]Marketing and Luxury Brand Development
Module Code: 6FAMK014W
Level 6
Semester 2
Location: Harrow
UK Credit Value: 20
This module provides a comprehensive knowledge of historical, current and emerging brands and their identity, products, services and practices that go to make up luxury brands and their respective businesses. Although there is a central focus on the present, we will also analyse and learn from past examples demonstrating how luxury businesses need to be both resilient and flexible, balancing reputation and growth. It also analyses how luxury brands evolve whilst maintaining their signature style through developing new innovative extensions, collaborations and innovations whilst often simultaneously commercially exploiting carefully curated and commercially exploited archives. It will show the unique course that luxury brands need to navigate to maintain their status and reflect contemporary society. This will give a deep insight into maintaining a cohesive brand message and image whilst staying relevant. 
Assessment: Presentation Group (50%), Coursework (50%)

Film
[bookmark: 5CINE003W]Cinemas of the World
Module Code: 5CINE003W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
IELTS 6.5 with 6.0 in Writing
This module will focus on specific traditions, geographies and filmmakers and will investigate the shifting theoretical and pragmatic notions that lie behind the concepts of transnational, world, global, art and independent cinema. The module will explore traditions and aesthetic innovations that situate contemporary world cinemas. It seeks to move away from a national cinema framework as well as limited notions of world cinema that take the West as the centre. Adopting a transnational framework, the module will focus on specific geographies and/or countries with the aim of discussing films from a transnational perspective. We will look at political, aesthetic and social contexts of selected films and filmmakers as well as examining industrial contexts such as film festivals and censorship practices. We will also be exploring various approaches to film that offer alternative perspectives such as slow cinema and intercultural cinema. 
Assessment: Portfolio (100%)
[bookmark: 5SCRN001W]Screen and Psychoanalysis
Module Code: 5SCRN001W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
Screen and Psychoanalysis offers an in-depth exploration of the intersection between psychology and the moving image. Tracing key ideas from Freud and Lacan, to contemporary thinkers Metz, Mulvey, Kristeva and Caruth, this module investigates how psychoanalytic concepts such as the unconscious, human developmental phases, language, trauma, affect and memory inform our understanding of screen-based narratives. 
Students will critically examine the ways psychoanalysis can inform the interpretation of film and television material, as well as how screen narratives reflect and challenge contemporary cultural conditions in which discussion about well-being and mental health are at the forefront of popular discourse. Emphasis is placed on applying psychoanalytic models to close readings of key films and television texts, inviting students to develop advanced interpretive skills relevant to arts & humanities critical theory, while learning how to decode screen-specific storytelling techniques such as mise-en-scene, editing, sound design and moving image.
By situating psychoanalysis as both a tool of interpretation and a reflection of the lived-experience, students will gain a nuanced understanding of its contribution to media studies, and to broader conversations about the contemporary human condition.
Assessment: Presentation - submissions only (25%), Essay (75%)

Fine Art Media
[bookmark: 4FIAR002W]Sources of Contemporary Fine Art Practice
Module Code: 4FIAR002W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
The module will examine, via a series of lectures with the potential for discussion, the contemporary art context the students are historically located within. In particular focussing on the very diverse (pluralist) contemporary scene that puts an emphasis on ‘practice’ over materials. The programme involves a broad overview of key themes from 20th Century art such as Pop Art, Conceptual Art, Feminist Art and Participatory Art. Further to which the prefix of ‘Post’ – as in Post-Modern, PostColonial or Post-Conceptual will be unpacked and elucidated. Lectures and discussion will also introduce students to principles of academic writing, such as essay structure, bibliography and using footnotes.
Assessment: Essay (100%)
[bookmark: 4FIAR007X]Modern Art in London
Module Code: 4FIAR007X
Level 4
Semester 2
Location: Cavendish
UK Credit Value: 20
Dis-requisite: This module cannot be taken with 4ELIT010X Art and Society.
Modern Art in London offers a unique opportunity to explore London through the art displayed in museums and galleries across the capital. Weekly gallery visits and lectures explore a Modern Art historical survey starting from the late 1800’s and continuing up to the contemporary international art scene experience.Each week students will visit a different London Gallery and spend time working in the gallery both independently and with the module tutors. The note-taking and discussions that take place in the galleries are documented as part of the weekly journal style assessment. Historical and contextual lectures, reading specific seminars and discussion groups look to support and engage a range of student backgrounds from the art history novice to the to the seasoned connoisseur.
Assessment: Coursework (100%)
[bookmark: 4FIAR008W]Contemporary Fine Art Practice EXPERIMENTATION
Module Code: 4FIAR008W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 40
Drawing on the experience gained in Semester 1, this module helps students to develop their continued individual practical pursuit in fine art practice. It encourages an independent approach to developing fine art practice with the aim of producing a substantial body of work for exhibition. Delivery consists of Fine art and technical workshops. Initial tutorials, reflecting on work so far, with later tutorial input and the programme of gallery visits, seminars and talks to aid the practical and theoretical research process, and increase critical awareness, within an increasingly professional context. Fine art and technical workshops 
Assessment: Coursework (20%), Coursework (80%)
[bookmark: 5FIAR003W]Contemporary Fine Art Practice 2.2 Presentation
Module Code: 5FIAR003W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
Portfolio required. curated sketchbook & final fine art work showing creativity, experimentation. Text explanation.
This module is practice based and supports you to consolidate personal concerns relevant to the development of your practice, within the arena of contemporary Fine Art. The module enables you to develop a body of work with increasing conceptual depth, and to build on your ability to contextualise and critical evaluate the work in relationship to Fine Art Practice 2.1. Within the module you are required to attend seminars, tutorials and artists’ talks. The Module Facilitates and guides independent research. The curated end of year show develops an understanding and confidence in the issues and processes of curation. 
Assessment: Practical Work (80%), Coursework (20%)
[bookmark: 5FIAR004W]Contemporary Fine Art Ideas & Form
Module Code: 5FIAR004W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
The aim of this module is to raise and discuss issues that drive contemporary art practice. It will critically examine the way that ideas take form and how histories of contemporary art are written and received. These issues are explored with reference to the work of a range of contemporary artists, practices and critical texts. This module also acts as an important transitional point between previous contextual studies and studio based modules and the Level 6 dissertation. The students are encouraged to identify and explore an essay topic that will form the basis of their dissertation research.
Assessment: Essay (100%)

Games Art/ Games Design
[bookmark: 4CCGD014W]Concept Art
Module Code: 4CCGD014W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
Portfolio required. 10-15 examples of process, research and outcomes, with captions, shared online or in a zip.
This module introduces students to the creative and professional practice of concept art across games, film, and related creative industries. Students will develop their ability to communicate visual ideas through a range of traditional and digital techniques while exploring the role of research, iteration, and presentation in visual storytelling. Students will investigate how historical, cultural, and global perspectives shape visual languages and production contexts, and how awareness of inclusion, representation, and audience can inform creative choices. Through workshops, research-led visual studies, and iterative creative projects, students will produce original concept work that demonstrates both creative intent and contextual understanding.
Assessment: Project (40%), Project (60%)
[bookmark: 5CCGD019W]Interactive Texts and Narratives
Module Code: 5CCGD019W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
Portfolio required. 10-15 examples of process, research and outcomes, with captions, shared online or in a zip.
This module introduces students to the narrative traditions of the video game industry, with a focus on the use of interactive stories and text-based games to give players a sense of agency. It compares the nature of these works with more traditional narrative forms, and introduces concepts of narrative mechanics, narrative choice and consequence, and audience agency. Students will learn to develop ideas and designs in response to gameplay and narrative requirements, and then develop them from the concept stage through to full digital artefacts.
Assessment: Presentation Group (20%), Coursework Practical (80%)
[bookmark: 5CCGD022W]Character and Creature Creation
Module Code: 5CCGD022W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
Portfolio required. 10-15 examples of process, research and outcomes, with captions, shared online or in a zip.
This module develops students’ creative and technical understanding of character and creature design within the context of games and related creative industries. Students will explore how anatomy, form, silhouette, and visual style contribute to personality, narrative, and gameplay. Through research, sketching, and iterative design, students will generate ideas that can be taken from concept art to a resolved visual piece. Working with both traditional and digital techniques, students will develop awareness of cultural influences, representation, and inclusivity in design practice. The module encourages critical reflection on how different artistic and cultural traditions inform the design of characters and creatures, and how concept artists contribute to visual world-building across genres and media.
Assessment: Project (40%), Project (60%)
[bookmark: 6CCGD015W]Game Production and Enterprise
Module Code: 6CCGD015W
Level 6
Semester 2
Location: Harrow
UK Credit Value: 20
Portfolio required. 10-15 examples of process, research and outcomes, with captions, shared online or in a zip.
This module provides students with the experience of working collaboratively to produce a small, commercially releasable game. In defined specialist roles, students engage with advanced game production workflows, creative technologies, and professional communication practices that align with contemporary industry standards.Teams take a project from concept to release-ready completion, incorporating planning, documentation, prototyping, scheduling, testing, iteration, and final deployment. Students refine their specialist identity, evaluate their evolving practice, and develop professional communication and networking strategies in preparation for future employment or postgraduate study.The module emphasises teamwork, technical and creative confidence, critical evaluation, and an understanding of how individual contribution strengthens the game production pipeline and the quality of the final artefact.
Assessment: Coursework (20%), Coursework Practical (80%)

Graphic Design
[bookmark: 4CCGD008W]2D Game Creation
Module Code: 4CCGD008W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
Portfolio required. 10-15 examples of process, research and outcomes, with captions, shared online or in a zip.
This module introduces students to an accessible, guided development pipeline for creating a small-scale 2D game, from concept through to a playable build. No prior experience of game engines, scripting or games production is required. Students will explore introductory game design principles, visual scripting, level design, version control, design documentation and project management methods through structured workshops and supported practical tasks.Working individually, students will design, document, test, iterate and produce their own 2D game using a game engine. The focus is on game design, player experience and implementation rather than original art production, so students will use pre-existing assets where appropriate. Students will consider how games communicate meaning and values, including how historical games have sometimes perpetuated stereotypes or limited representation. The module will emphasise how positive and inclusive design choices can enhance player engagement, creativity and accessibility.
Assessment: Coursework (60%), Coursework (40%)
[bookmark: 4GPDS003W]Typography as Image
Module Code: 4GPDS003W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
IELTS of 6.5 overall, with 6.0 in each component.
Portfolio required. 10-15 examples of process, research and outcomes, with captions, shared online or in a zip.
In a visually saturated digital world, designers must understand how type operates not only as a carrier of information but also as a powerful visual language capable of shaping perception and evoking emotion. This module develops your understanding of typographic components, principles and image making techniques, preparing you to use type confidently as a tool for creative communication.
The module introduces typography as a visual, expressive and conceptual form. You will explore type as image, examining how letterforms function as graphic shapes, symbols, compositional elements and cultural artefacts. Through short analogue and software-based workshops, alongside studio activities, you will investigate typographic form-making, experimental layout, expressive type design and contemporary image-led practice across print and screen.
The module emphasises visual exploration, encouraging you to experiment with typographic structure, composition and meaning through hands-on making.
Assessment: Coursework (40%), Project (60%)
[bookmark: 5GPDS008W]Branding and Identity
Module Code: 5GPDS008W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
IELTS of 6.5 overall, with 6.0 in each component.
Portfolio required. 
Visual Identity and branding are key areas of engagement for visual designers. Branding employs design solutions to bring recognition to a wide range of companies, organisations, products, services and causes - providing users with meaningful ways to access and interact with them.In this module, you will consider some of the principles and methods behind visual Identity and branding. The module will introduce design research methods towards the construction of a brand identity and will look at branding from historical and contemporary positions. Through a combination of research, academic writing and design processes, students will explore the dual sides of branding as both a generator of potent narratives and the impetus behind problematic consumerism, evoking related social contexts and the responsibility of the designer's role in this..As technologies and new user experiences are increasingly embedded within branding and visual identities, the module opens areas of creative exploration to complement physical, spatial and conceptual outcomes.
Assessment: Coursework (40%), Project (60%)
[bookmark: 5GPDS010W]Extended Reality for Creatives
Module Code: 5GPDS010W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
Portfolio required. 10-15 examples of process, research and outcomes, with captions, shared online or in a zip.
Through immersive technologies, creatives have new opportunities to create interactive and immersive experiences, exhibit work at any scale and bridge distances between audiences and artistic experiences. This module will focus on the different aspects of designing for extended reality, whilst learning about the development of immersive arts as a medium and exploring the ways in which emerging technologies are being utilized by contemporary artists for the exploration of new digital realms. Within this module, students will be provided with an academic space to creatively explore a range of emerging technologies suited for producing immersive VR and AR experiences. Students will be exposed to software and hardware relevant for VR and AR, and a selection of workshops will form the framework for creative enquiry and exploration. Students will have the option to explore either AR or VR-based production approaches in their final project, depending on individual interests, with both pathways supported in the workshop programme. Within the assessment, there is scope to be experimental, speculative, or applied within the exploration of immersive technology.
Assessment: Coursework (30%), Coursework Practical (70%)

Illustration
[bookmark: 4ILLU003W]Drawing Explorations
Module Code: 4ILLU003W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
IELTS of 6.5 overall, with 6.0 in each component
Portfolio required. 10-15 examples of process, research and outcomes, with captions, shared online or in a zip.
This module is designed to open up speculative enquiry and creative exploring of drawing approaches. Learning on this module is transferable and interdisciplinary offering a range of practical workshops and projects to widen the potential of possibilities in drawing practice and deepen your understanding of visual design and image-making.
Assessment: Coursework (20%), Portfolio (80%)
[bookmark: 5ILLU014W]Visual Storytelling
Module Code: 5ILLU014W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
IELTS of 6.5 overall, with 6.0 in each component.
Portfolio required. 10-15 examples of process, research and outcomes, with captions, shared online or in a zip.
In this module you will explore key principles and theories of narrative. You will be invited to discuss a range of traditional and contemporary applications for visual narrative. Through practical projects, you will examine basic narrative structure, the role of character, environment, action, time, technology, culture and audience interaction in the storytelling process. 
Assessment: Coursework (40%), Portfolio (60%)

Music
[bookmark: 4MUMN006W]Introduction to the Music Industries and Entrepreneurship
Module Code: 4MUMN006W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
Suitable for all students looking for a career in the music industry, across all roles.
This module introduces students to the complex network of stakeholders that make up music industries. The module will explore the key developments that have influenced different stakeholders in the music industries from music makers, music publishers, record companies, digital aggregators, and streaming service providers. The module will cosnider emergent AI in its three main areas of Music Information Retrieval, Creativity and AI as a competitor. The module will explore how public policy and entrepreneurialism are at the heart of the contemporary music industries. 
Assessment: Presentation - submissions only (30%), Essay (70%)
[bookmark: 4MUPR010W]Producing Music
Module Code: 4MUPR010W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
suitable for students looking to explore music production in more depth.
In this module, students will explore concepts, techniques, and creative processes involved in contemporary music production, particularly in the context of recording, music creation, and mixing of recorded music, using industry standard tools and software. The role of the music producer is discussed throughout the entire module and continuously evaluates the producer-artist relationship, including contexts in which the producer also functions as the artist.
Assessment: Portfolio (100%)
[bookmark: 4MUSI007W]BMRU Migration & Cultural Hybridity: British Popular Music
Module Code: 4MUSI007W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
suitable for students interested in black music history / black music research.
This module investigates the profound impact of Black British music cultures on the UK's post-war popular music landscape. Focusing on the African diaspora's essential role, it explores marginalized British groups' vital contributions. Drawing from the BMRU archive, it connects pioneering British Black music innovations like dub plates, breakbeats, and genres like jungle, drum & bass, garage, grime. It highlights these music economies' under-explored importance. Incorporating research by UK music bodies like BLiM, BAD, MU, and contemporary student work, it holistically examines British popular music's outsider origins through a culturally-grounded, interdisciplinary lens synthesizing oral histories, sociology, diaspora narratives, and music business.
Assessment: Portfolio (40%), Coursework Group Practical (60%)
[bookmark: 4MUSI009W]Music Publishing & Songwriting
Module Code: 4MUSI009W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
Suitable for students who are interested in Arts Business (including music business and other arts)
suitable for students who are interest in musical/lyrical creation
This module introduces students to professional songwriting and music publishing through creative work, collaboration and industry briefs. Students will develop songs either from a publishing or songwriting role, exploring commercial and creative decision making and gaining a practical understanding of roles, rights, contracts and the wider music industry.
Assessment: Portfolio (80%), Oral (20%)
[bookmark: 5MUSH010W]Composing for Media
Module Code: 5MUSH010W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
Portfolio required: example of a media composition
Portfolio required. 
Composing for Media is a dynamic module that places students in authentic learning environments where they are challenged to create original musical work for video games, brands, film, advertising and library contexts. Students work to professional briefs designed to develop the compositional, technical and analytical skills required to operate within the contemporary creative industries.The module emphasises authorship, intentional decision-making, and the development of a personal compositional voice within professional constraints. Students are expected to demonstrate clear creative ownership of their work, evidencing substantial musical development rather than the arrangement or minimal adaptation of pre-existing material.The primary outcome of the module is to equip students with the ability to respond critically and creatively to professional briefs, deliver work to industry standards, and reflect on their developing practice within the wider media landscape.
Assessment: Portfolio (100%)
[bookmark: 5MUSI007W]BMRU: Funding and Investment Readiness in the Music Business
Module Code: 5MUSI007W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
The module is delivered by the Black Music Research Unit (BMRU) external music industry experts, and guest speakers. This module introduces students to a range of accessible early career funding opportunities for musicians, performers, and business projects. As well as providing an outline of the current UK funding landscape, this module prepares students to understand, plan and prepare for the different requirements between investment, funders, and different streams of capital. A key deliverable and learning outcome for students will be understanding how to adapt their content to meet different funder requirements from three key stakeholders. These are trade body/governmental organisations, music organisations, and angel investors.
  
Assessment: Presentation Group (30%), Portfolio (70%)
[bookmark: 6MUMN002W]Music Law: Rights & Contracts
Module Code: 6MUMN002W
Level 6
Semester 2
Location: Harrow
UK Credit Value: 20
Suitable for students who are interested in Arts Business (including music business and other arts)
This module will explore the relationship between copyright law and contract law, examining contract law as it applies to the music and media industries and also the wider entertainment and technology industries. Students will examine the how contract law has to play a significant role within the music and media industries and how the reliance on contract is impacting, positively and negatively, on revenue streams within the music industries.
Assessment: Coursework Practical (30%), Essay (70%)
[bookmark: 6MUSH008W]Performing with Technology
Module Code: 6MUSH008W
Level 6
Semester 2
Location: Harrow
UK Credit Value: 20
Portfolio required.Live Performance or Production Example - One song
'Performing with Technology' is an innovative module that blends conceptual understanding and practical skills in music technology. Aimed at students with basic DAW and sound engineering knowledge, it offers hands-on learning through lectures, workshops, and tutorials. Focusing on electronic performance tools, the module encourages students to explore the dynamic relationship between technology, stage presence, and audience engagement. Students will learn about performance setups, artist branding, and the creative process, using case studies and academic research to enhance their critical thinking and creativity in music technology.
Assessment: Coursework Practical (55%), Essay (20%), Coursework Practical (25%)

Photography
[bookmark: 4IMAG018W]Expanded and Immersive Photography
Module Code: 4IMAG018W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
This module introduces students to a range of expanded and immersive photography practices. Through a series of workshops, technical demonstrations and supervised studio time, students will explore expanded imaging practices, including in-game photography, AI-generated images,  3D image capture and computational image making. The module raises the question ‘What is a photograph/image?’, its cultural, social and commercial function within the rapidly changing visual industries. Through a series of lectures, students are introduced to a range of artistic and commercial practices produced with the use of these technologies. In this module, students are required to produce three series of visual works, which, alongside a contextual essay, enable them to develop the technical and theoretical learning acquired throughout the module. 
Assessment: Coursework (70%), Coursework (30%)
[bookmark: 4IMAG019W]Photography: Image and Idea
Module Code: 4IMAG019W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
This module introduces students to ways of understanding how photography communicates ideas to a range of audiences alongside developing an individual photographic approach. Students will learn to take responsibility for their learning and their development as a photographic creator through the integration of written and visual skills in a range of contemporary contexts. Topics covered include understanding the contexts of creative practice, articulation and structuring of ideas, use of visual and written strategies in a public-facing context, and critical awareness and use of new technologies. Students will be introduced to electronic journaling, website and portfolio development as well as other online presentation methods. This module is workshop-based, supported with seminars and tutorials, and uses continuous assessment to encourage ongoing reflection and development.
Assessment: Coursework (65%), Coursework (35%)
[bookmark: 4IMAG020W]Fashion Photography and the Street
Module Code: 4IMAG020W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
This module will introduce students to the major genre of fashion street photography as both a historical and contemporary practice. This will be explored through the production of a body of photographic work that considers particularly the functioning of identity and subcultures in street style. Through workshops, students will gain a full introduction to specific technical skills of the genre and digital post-production relevant to a professional fashion industry context.
Assessment: Coursework (80%), Coursework (20%)
[bookmark: 4IMAG021W]Photography in the Street: Documentary
Module Code: 4IMAG021W
Level 4
Semester 2
Location: Harrow
UK Credit Value: 20
Students are introduced to the practice of documentary and street photography. Through workshops students will be introduced to the SLR camera and the full workflow for monochromatic analogue photography including hand film processing and printing. Alongside this, students will be introduced to key critical and historical debates and themes in documentary photography through illustrated talks and seminars. Throughout the module they will research, shoot and print a body of photographic work which responds to the themes of the module.
Assessment: Coursework (80%), Coursework (20%)
[bookmark: 5CTAD005W]Videography
Module Code: 5CTAD005W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
This module introduces students to the practice and theory of videography, with the aim of developing a moving image project for an art, fashion, or music context. Through workshops and illustrated lectures, the module explores video-making in practical and theoretical terms, including the rise of video art and its current position within the world of photography. Students are introduced to technical skills in video production, including cinematography, the role of movement in videography, moving image editing, and sound design and editing. Individually, students formulate an idea for a moving image project approximately 5-10mins in length for their chosen context. Using the skills acquired, they then work to realise the project to be submitted as part of a portfolio of assessments, which includes documentation of the process, relevant research and theory, and a critical evaluation of the result. 
Assessment: Coursework (80%), Coursework (20%)
[bookmark: 5IMAG018W]Developing a Photographic Voice
Module Code: 5IMAG018W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 40
In this module, students combine practical experimentation and critical reflection in order to explore and develop their own photographic practice and research. Through a series of workshops, lectures and seminars, students are introduced to advanced themes and practices in contemporary and historical photography, allowing them to define/refine an area of visual and written practice appropriate to their own ambitions and interests. The module introduces students to new ways of working with photography, including new technologies and sustainable practices. The module prepares students for more self-directed work at Level 6.

Assessment: Coursework (70%), Flexible Individual Coursework (30%)
[bookmark: 5IMAG021W]Photobooks, Magazines and Zines
Module Code: 5IMAG021W
Level 5
Semester 2
Location: Harrow
UK Credit Value: 20
In this module students are introduced to the practice of creating a body of work for the particular context of publishing. Through a series of workshops and tutorials students will develop a self-devised project. You will be asked to consider the institutional / professional context, the cultural and historical context as well as the physical context where photographic publications are encountered. To support this, we shall introduce the main contexts for historical and contemporary photo publishing practices through lectures, seminars, workshops and talks by visiting practitioners working in these contexts. This module will introduce you to book/magazine binding, publishing software, the publishing workflow as well as different output/printing methods relevant for this area. 

Assessment: Coursework (70%), Coursework (30%)
