
Course Information Sheet

BA (Hons) Illustration and Animation
Mode and course length – Full-Time (4 years)

Location – ARU Cambridge Campus

Awarding Body – Anglia Ruskin University. As a registered Higher Education provider Anglia Ruskin University is regulated by
the Office for Students.

Overview

Turn your creative ideas, passion and knowledge into a rewarding career in illustration or animation. These two art forms are
increasingly prominent in visual communication, and there’s a growing need for artists who can produce innovative, eye-catching
visual content.

Our Illustration and Animation BA (Hons) course will give you the skills you need to work as a visual artist. We often use visual
language to communicate complex ideas and information and, with ever-evolving digital technology being used alongside
traditional techniques, this is an exciting and fast-moving area to work in.

Here at Cambridge School of Art, you’ll investigate the connections between illustration and animation, creating sequential
narratives using traditional and cutting-edge digital image-making techniques, and cultivating your creative abilities and
technical skills.

While developing your personal visual style, you’ll also focus on the basics: refining your drawing skills through observation of the
visual environment and telling stories through moving image. You’ll also look at the growing opportunities in contemporary
illustration and animation practice, producing a portfolio that reflects your artistic capacities and meets the current demands of
the creative industries.

In the second year of the course, you’ll explore both illustration and animation through studio-based teaching, software training,
practical projects, group critiques and individual tutorials.

During the third year, you’ll focus on animation, developing your technical skills and exploring the creative possibilities of this art
form through a number of individual and group projects. You’ll also have the chance to take part in work placements, research
trips and live projects.

In your final year, you’ll hone your illustration and animation skills, and your personal style - while also producing a professional
portfolio and exhibiting in the degree show.

Our ongoing contextual studies modules will support your practice-based work throughout the course. You’ll learn to confidently
express your ideas and creative intentions by developing critical communication and presentation skills in a stimulating studio
environment. This will prepare you for the final research project and your future career.

You’ll be supported by a team of lecturers and tutors who are all artists and researchers, committed to pursuing their own
creative practice in the areas of illustration and animation. As well as benefitting from their experience and knowledge, you can
also be confident of receiving the latest insights into the realities of working in the creative industries.

Course Delivery

Our courses are delivered through teaching and learning methods which provide students with the widest possible exposure to a
modern and innovative higher education experience.

These methods vary and could include attendance at lectures and seminars, undertaking laboratory exercises or work-based
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activities, practical work, performances, presentations, field trips, other relevant visits and e-learning through Canvas, our online
learning management system.

Each course is divided into a number of ‘modules’ which focus on particular areas, each of which has a specific approach to its
delivery. This information is published to students for each module they take via the Module Definition Form (MDF) and Canvas.

Assessment

You’ll demonstrate your developing knowledge and skills through a number of methods.

Your ongoing (formative) assessment will include group and individual critiques and class discussions.

Meanwhile, at the end of each module you’ll demonstrate your overall progress through a combination of written and practical
work. This will include sketchbooks, concept development, project proposals and work-in-progress, as well as final outcomes
such as animated sequences, series of prints, websites or text-based research as required.

Fees

Information about your course fee including any annual fee increases or deposits (if required) can be found in your offer letter.

Additional Costs

Materials- Estimated £250 (over three years)

Optional field trip- £220-250

Modules

Core Modules

Year 1: Foundation in Art and Design

This module will provide students with the necessary skills to begin studying at level 4 in Art, Design and related courses.

Students will be introduced to the core skills necessary to succeed in higher education, including researching and referencing
appropriately, demonstrating appropriate ICT skills, and communicating effectively verbally and in writing.

Students will be introduced to practical art and design skills including developing skills of visual storytelling, image-making both
in traditional and digital media, visual language and communication, formulating an independent creative response to a broad
range of subject matter.

Students will also be introduced to the fundamentals of design from a creative perspective, and to some of the key
ideas/movements dominating art, design and culture, during the past few centuries.

Students will work extensively in groups and collaboratively, with students from art and design, architecture and engineering
pathways.

The module is made up of the following 8 constituent elements:

Interactive Learning Skills and Communication (ILSC)
Information Communication Technology (ICT)
Composition and Style
Creative Workshops 1
Approach to Design
Critical and Contextual Studies
Creative Workshops 2
Specialist Project

Year 2: Illustration and Animation Practice

This module introduces and examines approaches, media and processes specific to illustrative image making. Drawing is the
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fundamental language of the animator and the illustrator. You will be encouraged to look closely at the visual world through studio
and location based observational drawing, using sketchbooks and notebooks to develop and explore a personal, individual
visual vocabulary. In the early stages of the module, numerous location based drawing trips take place in a variety of
destinations, such as museums, markets and town centres. The module will include life-drawing classes in the drawing studio.
From a basis in observational drawing, you will begin to explore imaginative drawing, sequential and interpretative drawing
through a range of project briefs.

Processes of graphic reproduction are introduced including printmaking and letterpress. Assessment will be both formative, and
summative, based on a portfolio of visual studies exercises and short illustration projects.

The sessions will explore and address all the above topics through set briefs, group and peer discussion, workshops, guest
lectures, and ongoing formative assessments through which you can analyse and evaluate your development.

Year 2: Illustration in the Round

This module looks at how the illusion of 3D environment can be created through sequential movement on a flat screen. In this
module you will, through practice, gain insights into the various practices in animation from traditional hand drawn cell animation,
rotoscoping, stop frame animation, through to the practice and concepts which drive 3D animation. You will learn about parallax,
illusions of camera-eye movement, keyframing, cell animation, layouts, storyboarding, overlays and loops. This module then
examines the possibilities of building an imaginative 3D environment in an illustrative sense, engaging with tools that allow the
illustrator the new freedom of working sequentially and in the round with digital technologies. This module gives you grounding in
the historical antecedents. It will also include references to illustrators and artists who have immersed aspects of their practice
into 2D, virtual and sculptural 3D space. You explore this practice through an experimental 'mark-making' environment,
establishing illustration-focused ways of image creation. You will be encouraged to experiment and incorporate aspects of
design and fine art into your practical work within this module. It takes hundreds of hours to develop proficiency at modelling and
animation and this introduction to professional practices enables you to continue your learning of these skills independently,
through peer discussion and independent study.

Year 2: Illustration: Contextual Studies

In this module you will be introduced to the academic study of illustration, animation and computer games art. In a series of
practical 'workshop' style sessions you will examine the work of a selection of significant and influential illustrators, animators,
games designers and other artists, both contemporary and historical, in order to gain an appreciation and knowledge of the
historical, cultural and intellectual context within which they were working. You will be taught through weekly seminars, which will
give you the opportunity to discuss the works and the events and ideas underpinning them. As well as this subject-specific
content, you will also undertake a series of workshops and exercises which introduce the skills of library research, critical
analysis of visual imagery, essay writing and academic referencing, which will provide a foundation for your studies later in the
course.

This module must be taken by all students, except in the specific circumstances where an international student may be required
to take an additional English for Study module instead, in order to improve their English Language level.

Year 2: Sequential Practice

In this module you will explore the nature of sequential images as it is found within the practices of illustration and animation.
Through practical investigations, analysis and experimentation you will examine the broad range of expressive possibilities that
lie within sequential visual storytelling. The range of tasks and briefs will ask you to engage with a diversity of approaches, media
and processes that will encourage you to query fixed notions of what sequential image and animation is and can be. You will
gain a practical understanding of core principles of time-based narrative, such as sequence, duration, movement, the interplay of
sound and image, presentation platforms and audience interaction. With a focus on personal development and expression,
these briefs enable you to develop your concept and narrative development skills as well as encourage imaginative creative
interpretation.

You will work with traditional, high tech and low-tech digital and experimental methods and materials through studio and location
based projects, using techniques such as stop motion, direct animation, puppetry, animated GIF, but also sequential book forms
page lay-out, projection and interaction. You will create work that emphasises a balance between personal creative language
and applied practice.
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Year 2: Understanding Images

The module is designed to introduce the ways in which images are constructed, and the critical theories and tools which can be
used to analyse and interpret both images and texts. Critical ideas and theories are explored through practical 'workshop' style
sessions centered on close readings of selected images - illustrations, illustrative and narrative paintings, animations, and works
which combine text and image in a variety of ways. The module is taught through weekly seminars, which will give the opportunity
both to discuss a range of critical approaches and ideas, and to practice critical skills in class and small group discussion. The
module also helps develop the skills of critical writing, through undertaking a series of short written assignments in a variety of
modes from which the student makes a selection for assessment.

This module must be taken by all students, except in the specific circumstances where an international student may be required
to take an additional English for Study module instead, in order to improve their English Language level.

Year 2: Digital Animation

Digital technologies are fundamental to contemporary animation, influencing all aspects of production from concept to delivery
and expanding the creative potential and scope of animation practice. New platforms and methods of delivery and
dissemination make this a growing field and it is essential that you are prepared to enter this rapidly evolving professional
environment. This module develops your awareness of the potential of digital animation whilst providing a broad knowledge of
relevant industry standard technologies, software and pipelines. Digital means of production need to work hand in hand with
ideas' generation, so whilst you are introduced to these technologies, the "idea" and its communication is placed at the core of
the briefs that are set. This module is based upon the traditional principles of animation including narrative, sequence, pace, the
"reveal" and closure and develops these within a digital context. You will gain competencies within a technical environment whilst
developing your creative animation practice. The intellectual discourse around current technological developments and how they
may impact on future employment and employability is also introduced.

Year 3: 3D Computer Generated Imagery

This module will give you the skills and knowledge needed to devise and construct 3d models and objects using Industry
standard software. You will also be considering how these modules might be used and applied in a range of situations and
outcomes; games, animations, motion graphics, architecture and Interior design.

Practical workshops, inclusive lectures and critique sessions will present, examine and address the contextualisation of 3D
modelling and you will be researching and analysing current trends and developments. You will also be introduced to some of the
most important concepts in 3d modelling such as interpretations of space, composition, lighting, texture and colour and will
explore traditional drawing to plan and enhance your work.

Sessions will explore and address: conceiving of, planning, making and reflecting upon a range of 3D models and you will be
challenged to meet a series of project briefs that will help develop both your creative and technical skills.

Ongoing critiques will formatively assess, analyse and evaluate your development; the emotive quality, technical competency
and appropriateness for purpose-within the given briefs requirements.

Year 3: Debates and Practices

This module's purpose is to explore the links between critical studies and practice. It is intended to enable you to enrich your
knowledge and develop your articulacy about your specialism and draw on wider perspectives in relation to your own work. It will
be especially attentive to debates about contemporary practice. The module will be seminar based and may be held in the
studio, when appropriate and possible. Discussions will engage theory and history with your own developing ideas about
contemporary production. The agenda will be open and respond to current events, work and interests.

Year 4: Professional Development in Animation

This module will give you the insights and tools that will enable you to start a professional practice within the field of Animation
and Illustration after you leave university. You are asked to explore the wide range of current professional practices, their
production structures and creative and professional requirements. Next to this you will analyse your personal professional
identity, abilities, creative output and transferable skills. Together these will form the knowledge and understanding upon which
you will build the tools and evidence needed to embark on a career within a chosen field. You will be asked to create a
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presentation platform, such as a website, a public profile, such as in social media, and an animation showreel. You will engage
with current methods of gaining employment and maintaining a freelance practice, and you will embark on creative projects that
can further highlight and showcase the identified personal strengths as well as address areas of necessary development. This
module includes a Personal Development Planning element.

 

The sessions will explore and address all the above topics through set briefs, group and peer discussion, workshops, guest
lectures, and ongoing formative assessments through which you can analyse and evaluate your development.

Year 4: Major Project: Illustration and Animation

The Major Project is the culmination of the Art and Design undergraduate practice courses. Depending upon your course, you
will pursue the Major Project individually or as member of a group. At the outset, you will prepare a demanding proposal for an
independent creative project, to be approved by your supervising tutor. In this final project, you will need to demonstrate your
capacity to work to a planned schedule, research your options imaginatively, take account of current thinking on the issues your
project raises, develop your work in convergent and divergent ways, respond positively to criticism and arrive at creative
solutions. You will be expected to display, in both preparatory and finished work, an advanced understanding of the methods,
techniques, materials and processes appropriate to your chosen media. Your developmental work will be subject to peer and
tutor review and assessed with your finished work.

This module is exempt from the full ethical approval process in accordance with section 6 of the Academic Regulations
(www.anglia.ac.uk/academicregs).

Optional Modules

(Subject to availability)

Year 3: Moving Illustration

New platforms and methods of delivery and dissemination mean that more and more content is being delivered via screens. The
potential liberation of image making from the static printed page offers new possibilities and challenges for the creative image
maker. This module develops your awareness of the potential for digital, moving illustration and imagery, to prepare you to enter
the rapidly evolving and changing professional environment. Digital means of production need to work hand in hand with ideas'
generation, so whilst you are introduced to industry standard software, the "concept" and its communication is placed at the core
of the briefs that are set. This module is not an animation-based module, but shares some of the characteristics of animation,
including narrative, sequence, pace, the "reveal" and closure. The intellectual discourse around current technological
developments and how they may impact on future employment and employability is also introduced.

Year 3: Narrative Printmaking

This module encourages students to explore printmaking materials and processes as a creative means of developing visual
narrative or sequential imagery. Students are expected to treat printmaking processes experimentally rather than reproductively.
Students will be expected to develop a suite of images which explores sequential composition, the use of a coherent visual
language, the relationship between printed text and image, the physical qualities of the materials used and the means by which
the viewer interacts with the finished work.

Year 3: Writing for Sequential Images

This module will give you an insight into common and alternative story structures and will enable you to build and create stories
for sequential media, in particular picture books, graphic novels, animation and games. Central to this understanding and
creation of a picture-based story is the combination of the handmade image and other modes of expression such as written text,
sound, movement and interaction. You will gain insight into story structures and story development, character development,
plotting and story-worlds. You will learn skills such as story development, adaptation, scripting, creative writing, dialogue and you
will learn how to translate and adapt original material and existing texts into story treatments, scripts and storyboards for a range
of visual media.

The insight into story structures and story development and the linked creative and practical processes are addressed in a
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series of classes and seminars, where both traditional and alternative forms of visual narration and image-text relationships are
explored. In workshops, exercises and set briefs you will be challenged to apply this knowledge and create story texts, scripts
and storyboards. This will include the creation of work based on your own ideas.

Ongoing critiques will formatively assess, analyse and evaluate your development; including the narrative quality, technical
competency and appropriateness for purpose, within the given briefs requirements.

Year 3: Business for the Creative Arts

This module introduces you to the practical tools you will need to set yourself up in business in the creative arts, either as a
company, a partnership, a freelancer or an employee. It also asks you to explore, imaginatively and creatively, a sector of the
creative industries, and your own potential opportunities within it. The outcome of the module is a basic business plan or
employment startegy developed from your ideas. Emphasis is placed on self-reflection, innovative thinking and communication
skills.

Subjects covered include: the Creative Industries; analysing business ideas; types of business model; assessing your market;
ideas behind marketing; basic accounts; tax and legal issues; and planning for start-up. You will be asked to translate these into
practice by applying them to your own ideas, which will then become part of your own business plan or employment strategy.

The module is delivered by lectures, seminars, student presentations, critiques and workshops.

Year 3: Ideas Through Design

This studio module gives you an opportunity to examine and experiment with applied visual communication. At the fore,
throughout the delivery of this module, is the importance of the visual idea. Through group project briefs, seminars and
presentations, students will take a look at the way complex concepts can be articulated visually, in the context of, for example,
editorial illustration and design, and illustration and design for advertising, covering concepts such as the visual metaphor and
'closure' in visual sequence. Seminars will examine the work of leading practitioners in the field, including Peter Till, Peter
Brookes and Paul Rand. Practical project briefs will involve visual problem solving, the translation of arcane subject matter into
coherent visual form. You will be invited to concentrate on and develop your personal methodology for developing visual ideas.

Year 3: Emerging Media and Platforms

This module gives students the opportunity to consider, and experiment with, means of creating and disseminating digital
content across a variety of platforms. It explores the growing diversity of digital means by which audiences are reached in the
21st century, and asks students to consider, and produce working examples of content best suited to new and evolving (online)
digital channels.

Students are encouraged to explore cultural, technical or commercial changes in the media industries and engage with current
debates about digital media. As well as creative practice based on a range of digital media methods, which includes current
professional software packages, the module will examine, analyse and evaluate possibilities offered to the producer by the
online environment, online-archives and multi-platform developments. Discussion covers emerging media formats such as
memes, interactive documentary, podcasting, Augmented Reality and Virtual Reality, as well as distribution over multiple
platforms.

Further, it will explore distribution and reception methods offered by and within Social Media and will explore both the
opportunities and limitations of these platforms, the connections and relationships formed with online audiences, as well as
encouraging technical competency.

Students will work following a brief, using mixed learning methods and shared skills and expertise which includes teamwork and
collaboration.

Year 4: Research Project

The Research Project is intended to foster your independent study with the guidance of a tutor. You will devise your own project
which will reflect on /co-ordinate with / enhance your own studio work and interests. Self-reflexivity and a critical distance will be
encouraged. The seminars provide a forum for students to learn from each other's research. There will be opportunities for
individual tutorials with a member of staff. The Research Project may include a variety of relevant topics, including reporting on
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work experience. It may be illustrated with photographs, drawings, video. The approach is to be discussed with the tutor
concerned.

Year 4: Research Assignment

The Research Assignment is intended to foster your independent study with the guidance of a Supervisor.  On the Research
Assignment module, you will devise your own project which will reflect on / co-ordinate with / enhance your own studio work and
interests. Self-reflexivity and a critical distance will be encouraged. The classes provide a forum for students to learn from each
other's research. There will be opportunities for individual tutorials with a member of staff. The Research Assignment may
include a variety of relevant topics, and the topic will be negotiated with your supervisor. It may be illustrated with photographs,
drawings, video. The approach is to be discussed with the supervisor concerned.

Year 4: Working in the Creative Industries

Gaining work experience enhances employability, and work based learning offers you the chance to gain industry knowledge,
skills, contacts and networking opportunities. 

This module is designed to give you the opportunity to explore a working environment in the industry that they have identified as
relevant to their present or future needs.  The module will encourage self-managed learning, and serves to increase
employability by developing personal organisation, team-working, and networking skills - thereby increasing self-reliance and
confidence.  The experience can be used as a basis for directing and focussing your career plans, and can influence your final
year projects.

You are required to identify, negotiate and agree with an employer (or employers) the terms of the placement in association with
a module tutor, to ensure that the module learning outcomes can be achieved.  You will create a reflective report on your work
experience. This will include: the application procedure you have conducted (CV, letter and portfolio); market and background
information on the employer; your role(s) on the placement(s); academic and vocational analysis; skills and experiences
(opportunities, advantages, constraints, aptitudes and interests). You will also be asked to include a workplace diary that logs
activity and supports an analysis of the learning achieved.   The employer will be asked to complete a Student Feedback
package on completion of the placement.  The work placements may be carried out in a variety of settings depending upon your
requirements, areas of interest and availability of opportunities.  The minimum period will be 100 hours, and you can undertake
more than one placement for the module.
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