
Course Information Form
This Course Information Form provides the definitive record of the designated course

Section A: General Course Information

Course Title Computer Animation and Visual Effects; Computer Animation and Visual Effects with Foundation Year - COPY

Final Award BSc (Hons)

Route Code BSCAVAAF/BSAVFAAF

Intermediate 
Qualification(s)

None

FHEQ Level 6

Location of Delivery University Square Campus, Luton

Mode(s) and length of 
study 3 years full time, 6 years part-time. 4 years full time (with foundation year)

Standard intake points 
(months) October, February

External Reference 
Points as applicable 
including Subject 
Benchmark 

QAA Subject Benchmark Statement Computing (2019)

QAA FHEQ level descriptors (2014)

SEEC Credit Level Descriptors (2021)

Professional, Statutory 
or Regulatory Body 
(PSRB) accreditation or 
endorsement

N/A

HECoS code(s) 100363

UCAS Course Code G401

DocumentID - 7406Document Status - PUBLISHED ValidFrom Date- 01/08/2023

Page 1 of 9Route(s) - BSCAVAAF/BSAVFAAF



Course Aims

This course aims to meet the increase in demand for skilled professionals with technical expertise for the digital creative 
industries. Students will receive comprehensive practical and theoretical education in a wide range of platforms for computer 
animation and visual effects from both technical and creative perspectives.

Computer Animation and Visual Effects is part of the Creative Technologies subject cluster of courses including Computer Games 
Development and students will benefit from collaboration with Computer Games course students, and the combination of creative 
and technical skills acquired through the program.

In recent years we have seen a large expansion in the digital economy and creative industries including the need for technical 
skilled individuals to support emerging roles in the digital creative industries in the creative process from idea conception to 
production. Computer animation (production) and visual effects features significantly in this field and this course will cover a range 
of visualisation technologies created for platforms from animation and film production, to video games design, and web-based 
graphics.

Educational Aims 

The BSc (Hons) Computer Animation and Visual Effects course encourages students to gain expertise in computing for the 
creative industries, through attaining both technical and creative skills. You will have hands-on experience creating digital 
animation and games with 3D graphics software, compositing and modelling packages. The also course encourages the 
development of technical skills by customisation of the animation pipeline using scripting languages, which are applied in the 
production of the animations, games and interactives that you will make.

At the core of these emerging platforms is computer generated imagery (CGI); in contemporary terms evidenced by the growth in 
digitally produced and edited content.  Students will produce digital content for entertainment, education and promotional 
purposes using industry standard tools. 

Graduates from the course will gain the knowledge and skills for a wide range of careers - including 3D modeller, technical 
animator, compositor and digital visualisation for emerging display technology platforms. Students will work in an up-to-date and 
hi-tech software environment. All our laboratories and specialist teaching spaces are specifically for use by undergraduate and 
postgraduate students in the Department.

This course aims to enable students to establish a conceptual framework of the area gaining an understanding of the fundamental 
principles of computer animation and visual effects technologies by becoming competent at using 3D animation and compositing 
software platforms. You will be expected to integrate the knowledge, skills and experience gained into a substantial body of 
original work through minor and major projects that will enhance your transferable skills of communication, problem solving and 
team enabling you to develop a professional approach to the workplace. This will enhance your prospects for employability and 
provide you with a suitable level of expertise in computing for the creative industries.
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Course Learning 
Outcomes

Upon successful completion of your course you should meet the appropriate learning outcomes for your award shown in the table 
below 

Outcome Award

1
Demonstrate a sound knowledge of the principles underlying 
computer animation and visual effects technologies, for animation, 
video or gaming platforms.

BSc (Hons) Computer Animation and Visual Effects

2
Develop computer animation sequences with graphics in 2D or 3D, 
generated using commercial software, or relevant scripting 
languages for creative technology applications.

BSc (Hons) Computer Animation and Visual Effects

3
Analyse the requirements of a particular need and identify suitable 
technology (hardware and software), develop prototypes through 
engagement with a user-centred design process.

BSc (Hons) Computer Animation and Visual Effects

4
Critically evaluate concepts with relevant design processes and 
methodologies to inform the design and development of computer 
animation and visual effects.

BSc (Hons) Computer Animation and Visual Effects

5
Formulate advanced and innovative solutions to the specification 
and development of applications and services for visual effects 
digital platforms.

BSc (Hons) Computer Animation and Visual Effects

6
Communicate your ideas both in writing, visually, and orally 
according to appropriate academic or professional standards and in 
an ethical manner.

BSc (Hons) Computer Animation and Visual Effects

Learning and Teaching 

The course will use a mixture of different approaches to teaching including lectures, seminars, practical sessions and case 
studies. There will be a strong practical focus so the teaching will often take place in computer laboratories. Students will be 
expected to use materials provided on the Virtual Learning Environment and to do significant amounts of work either at home or 
during open access periods within the computer laboratories.

There will be a mixture of assessment types requiring both individual and group effort. Most of the assessments as pictured above 
are practical, some include a presentation, and most include a written element, whilst specific topics have longer written work, and 
some units have final written exams. In this course particularly this is more evenly balanced.        

As fitting the nature of digital creative technologies, the course has a mixture of technology and creative content, which makes it 
unique and interesting. You will have a chance to develop creative skills by learning through digital media tools such as 3D 
modelling and digital compositing, and work on the more technical side of computer animation through key computing practices 
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Teaching, learning and 
assessment strategies 

such as and scripting.  Much of the teaching is practical, as are the assignments – typically developing projects that engage or 
experiment with certain platforms.

This combines under the banner of Computer Animation and Visual effects and the course aims to show the potential for 
employment and entrepreneurship for its graduates as producers or developers for the Digital Creative Industries. Hence we 
collect it in the group of Creative Technologies. This area is also about experimentation, and an exploratory process, and you will 
learn and practice methods from design that will help to support the way you think about and create applications of technology for 
people, by using sketching, scenarios and prototyping, both with software and hardware devices, or without it. This is called user-
centred design and is another key approach in Creative Technologies. 

In summary, the assessment methods deployed in this course embrace a number of different approaches ranging from oral to 
written and time-constraint tasks.

Assessment 

Students are assessed in a variety of ways.  The majority of units are assessed through coursework, group and individual 
projects, portfolios, essays, presentations or exams. Presentations are usually given and assessed in the context of a group 
seminar. You will also produce software artefacts in the area of your specialism. Constant feedback and advice from a supervisory 
or unit team will be provided to support you in your work.

At level 4 you are assessed on your understanding of the fundamental concepts of computing and digital technologies and their 
application. You are required to comprehend the basic range of intellectual concepts which form the foundations of the subject 
and application area, and will be assessed on your ability to articulate such concepts in a coherent manner, in a variety of project-
based briefs. For example, you will learn about digital design and content creation for animation as well as introductory 
programming, and interactive development.

At level 5 you are assessed on your ability to apply the basic concepts of the disciplines introduced in level 4 through further study 
and development on industry-standard computer animation and visual effects tools.  You should also be able to demonstrate the 
inter-relationships between technical development and design.  For example, you might be asked to make a prototype of a new 
application or service based on a client briefing, and carry this process out according to a user-centred design process.

At level 6 you will be required to demonstrate independent thinking and initiative.  This may be in the form of analysing and 
criticising current practice and theory in the fields of computer animation and visual effects. In all cases, you will be expected to 
show an awareness of the major theories and practices of the discipline.  You will progress from well-defined briefs to more open-
ended and challenging assessments, which culminate in your major project – the honours project – where you will individually 
develop a project with supervision from an appointed mentor, usually a lecturer from the course team.

The Initial Assessment is in the unit Fundamentals of Creative Technologies CIS085-1, following which several units allow 
students to use work and feedback from the first assessment to perform best in the second.
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All units benefit from weekly practical sessions or supervisor meetings that provide a constant learner-teacher interaction process 
which also serves to reflect on learning styles.

Learning support 

The University’s comprehensive student support service includes: Student Information Desk, a one-stop shop for any initial 
enquiries; Student Support team advising and supporting those with physical or learning needs or more general student well 
being; Study Hub team providing academic skills guidance; Personal Academic Tutoring system; a student managed Peer-
Assisted Learning scheme; support from your lecturers

https://www.beds.ac.uk/entryrequirements

Admissions Criteria
Approved Variations and Additions to Standard Admission

N/A

https://www.beds.ac.uk/about-us/our-university/academic-information

Assessment 
Regulations

Note: Be aware that our regulations change every year 

Approved Variations and Additions to Standard Assessment Regulations’

N/A
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Section B: Course Structure

The Units which make up the course are listed below. Each unit contributes to the achievement of the course learning outcomes either through 
teaching (T), general development of skills and knowledge (D) or in your assessments (A). 

Unit Unit Name Level Credits Core or 
Option

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

CIS085-1 Fundamentals of Creative Technologies 30 Core T1 
T2

T1 
T2

CIS099-1 Games and Digital Asset Design 4 30 Core T1 
T2

D1 
D2

D1 
D2

CIS100-1 2d Graphics and Digital Art 4 30 Core T1 
T2

A1 
A2

D1 
D2

CIS102-1 Digital Video and Animation 4 30 Core T1 
T2

D1 
D2

D1 
D2

CIS095-2 Compositing For Visual Effects 5 30 Core D1 
D2

A1 
A2

D1 
D2

D1 
D2

T1 
T2

CIS126-2 3d Graphics and Animation 5 30 Core D1 
D2

A1 
A2

D1 
D2

D1 
D2

T1 
T2

CIS127-2 Professional Industry Portfolio 5 30 Core D1 
D2

D1 
D2

A1 
A2

CIS128-2 Studio Development Project 5 30 Core D1 
D2

D1 
D2

D1 
D2

A1 
A2

D1 
D2

D1 
D2

CIS013-3 Research Methodologies and Emerging Technologies 6 30 Core A1 
A2

CIS017-3 Undergraduate Project 6 30 Core A1 
A2

A1 
A2

A1 
A2

A1 
A2

A1 
A2

A1 
A2

CIS057-3 Advanced Animation and Visual Effects 6 30 Core A1 
A2

A1 
A2

A1 
A2

A1 
A2

CIS058-3 Disruptive Technologies 6 30 Core A1 
A2

A1 
A2

A1 
A2

A1 
A2

A1 
A2
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Section C: Assessment Plan

The course is assessed as follows :

BSCAVAAF- BSc (Hons) Computer Animation and Visual Effects

Unit Code Level Period Core/Option Ass 1 Type
code 

Ass 1 Submit
wk

Ass 2 Type
code 

Ass 2 Submit 
wk

Ass 3 Type 
code 

Ass 3 Submit 
wk

Ass 4 Type 
code 

Ass 4 Submit 
wk

CIS085-1 4 SEM1 Core WR-I 6 CW-EPO 13

CIS102-1 4 SEM1 Core CW-EPO 7 PJ-ART 13

CIS099-1 4 SEM2 Core PJ-ART 13 CW-RW 13

CIS100-1 4 SEM2 Core PJ-ART 13

CIS126-2 5 SEM1 Core PJ-ART 7 PJ-ART 13

CIS128-2 5 SEM1 Core PR-OR 5 PJ-ART 13

CIS095-2 5 SEM2 Core PJ-ART 7 PJ-ART 13

CIS127-2 5 SEM2 Core PR-ORAL 5 CW-EPO 13

CIS013-3 6 SEM1 Core CW-RW 6 WR-I 12

CIS058-3 6 SEM1 Core CW-EPO 13 WR-I 13

CIS017-3 6 SEM2 Core WR-I 8 PR-VIV 12

CIS057-3 6 SEM2 Core PJ-ART 13 WR-I 13

Glossary of Terms for Assessment Type Codes

CW-EPO Coursework - e-Portfolio

CW-RW Coursework - Reflective Writing

PJ-ART Coursework - Artefact

PR-OR Practical - Oral Presentation

PR-VIV Practical - Viva

WR-I Coursework - Individual Report
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Administrative Information
Faculty Creative Arts Technologies and Science
School School of Computer Science and Technology

Head of School/Department Paul Sant

Course Coordinator Jim Wood
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