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Introduction

This programme specification provides a summary of the main features of the Graphic Design &
Content Creation programme and includes the learning outcomes that you as a student are
expected to have achieved on successful completion of the programme.

Further detailed information related to this programme and the College can be found in the
following resources:

* Programme Handbook

*  B&FC Admissions Policy

*  Work based and placement learning handbook (for foundation degrees)

+ Student guide to assessment and feedback

When undertaken as part of a Degree Apprenticeship additional information is available in the
following resources:

* The Programme Delivery Plan

* The End Point Assessment Guide

+ B&FC Mentor Guide

+ B&FC Apprenticeship Strategy

Key Programme Information

Programme Code DIG-GDC-2026
Programme Title Graphic Design & Content Creation
Teaching Institution Blackpool and The Fylde College

Professional, Statutory and
Regulatory Body (PSRB) None
Accreditation

UCAS Code

Language of Study English
Version 1

Approval Status Approved
Approval Date 10 Jun 2026
JACS Code

Programme Leader Mark Johnstone

Programme Awards

Award Award Type Level [Awarding Body

, , Foundation Degree Blackpool And The
B&FC Foundation Degree in Arts (240 credits) Level 5 Fylde College
B&FC Bachelor of Arts with Honours Honours Top-up Level 6 Blackpool And The
(Top-up) Degree (120 credits) Fylde College
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Programme Overview

FdA & BA (Hons) Graphic Design & Content Creation

The ‘Graphic Design & Content Creation’ pathway is formed of a FdA (level 5) and (BA) Hons
(level 6) and builds on the Cert HE (level 4) ‘Graphic Design & Digital Media’. Completing all
three years will give you a full degree qualification.

The FdA programme will help to launch you into the world of the designer and content

creator. You will be exposed to the engaging worlds of branding, visual

communication, and online promotion. You will take a more focused approach to all factors
involved in contemporary design practice by working on live industry set briefs, developing your
portfolio, your knowledge, and your passion for the subject.

The BA (Hons) will reinforce and secure your confidence and skills, preparing you for the fast
pace of industry. You will develop the tools and parameters within which you can refine your
skills in design and communication. This final year will culminate in the production of an outward
facing design identity, and a professional portfolio, filled with design outcomes and a clear
enterprise plan, setting you up for your future in the design industry.

Across the two years you will explore various disciplines, including design principles,
typography, introduction to UX, brand communications, editorial, promotional campaigns, and
online content creation, incorporating generative Al tools and considerations, amongst other key
elements. Core content will be shared with students from FdA & BA (Hons) VFX & Media
Technology, ensuring you develop the specific skills that are highly sought after in the industry.

These programmes are designed to ensure that you have the opportunity to acquire the skills,
knowledge, and professional attributes necessary for a successful career in the digital
industries. They form part of a suite of cutting-edge programmes developed and delivered by
‘The School of Digital and Creative Innovation’ (DACI) to address the evolving needs of the
digital production industries.

Admission Criteria
FdA Graphic Design & Content Creation — Level 5

Successful completion of the Cert HE Graphic Design & Digital Media.

You may be considered as an applicant is you have completed year 1 of a relevant degree, but
this will be subject to mapping of the learning outcomes from your existing Level 4.

BA (Hons) Graphic Design & Content Creation — Level 6

Successful completion of the Cert HE Graphic Design & Digital Media and FdA Graphic Design
& Content Creation.

You may be considered as an applicant is you have completed year 2 of a relevant degree, but
this will be subject to mapping of the learning outcomes from your existing Level 5.

Career Options and Progression Opportunities

Career Options and Progression Opportunities

The ‘Graphic Design & Content Creation’ pathway enables you to pursue a wide variety of
professional careers by further developing your knowledge, specialist skills, and
behaviours required to succeed in the creative industries. It will achieve this by guiding you
to develop a professional outlook and a strong portfolio.

Employment Opportunities
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The ‘Graphic Design and Content Creation’ pathway is split into two levels, the FdA and the BA
(Hons). Both levels focus on portfolio development, industry knowledge, and

developing professional and creative skills. Consideration of the impact of Al on this kind of
work is woven into the curriculum to empower you to utilise this emerging technology with an
understanding of its potential, its limitations, and in an ethical way.

The FdA, will develop attributes that facilitate access to the industry at a higher level than your
Cert HE, with a focus on industry-specific briefs and more advanced technical
skills. Roles aligned with the skills acquired at this level are as follows:

Digital Capture Specialist —
Handles photography, video and audio capture for digital projects, ensuring technical quality
and consistency across outputs.

Print Specialist —
Prepares and manages printCready artwork, liaising with printers and ensuring production
standards are met.

Content Creator —
Produces engaging multimedia content for digital platforms, supporting projects from concept
through to publication.

Lightweight Graphic Designer —
Creates simple, adaptable design assets for fastJturnaround digital and social media projects.

Brand Communication Designer —
Develops visual and messaging assets that support brand identity and communication across
print and digital media.

Junior Digital Designer —
Designs visual content for websites, social media and screen(based platforms under guidance,
applying layout, typography and accessibility principles.

Marketing Content Designer —
Creates visual assets to support marketing campaigns, email communications and online
engagement.

Motion Graphics Designer (Junior) —
Produces animated visual content such as titles, transitions and social graphics to support
digital storytelling.

Visual Content Specialist (InC]JHouse) —
Supports internal creative teams within organisations, producing branded digital assets for
communication and engagement.

Creative Production Coordinator —
Supports creative workflows by managing assets, schedules and production tasks within small
design or content teams.

Al Creative Strategist (emerging role for generative design workflows) —
Applies AlCdriven tools to enhance creative output, support ideation and streamline design
processes.

Freelancing and self__employment —
Operates independently at an early professional level, delivering design and content work while
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developing client and business skills.

The BA (Hons) will focus on practical, academic, project management, and leadership skills.
Roles aligned with the skills acquired at this level are as follows:

Project Manager —
Oversees creative projects from planning to delivery, managing timelines, budgets, workflows
and team coordination.

Digital Designer —
Creates sophisticated visual designs for digital platforms, balancing aesthetics, usability and
platform requirements.

Content Manager —
Plans, organises and oversees digital content strategies across multiple channels to ensure
consistency and impact.

Digital Marketer —
Develops and executes online marketing campaigns, using content, design and analytics to
drive engagement and conversion.

Graphic Designer —
Produces highlIquality visual assets for print and digital media, maintaining brand identity and
professional design standards.

Editorial Designer —
Designs layouts for publications and digital editorial content, balancing typography, imagery and
narrative structure.

UX / Ul Designer (screenllbased design trends) —
Designs userlcentred interfaces and experiences for websites and apps, informed by usability
testing and current design trends.

Brand Designer / Visual Identity Designer —
Leads the development and evolution of brand systems including logos, guidelines and
cross[platform applications.

Senior Content Designer —
Shapes content structure, tone and presentation across platforms, aligning design decisions
with user needs and organisational goals.

Creative Strategist —
Develops creative approaches that align design, content and communication with organisational
or commercial objectives.

Design Lead (In[JHouse or Agency) —
Provides creative direction, mentors junior designers and ensures quality and consistency
across design outputs.

AlCEnhanced Creative Strategist (emerging role for generative design workflows) —

Integrates Al tools into creative strategy, shaping innovative, ethical and future Jfocused design
practices.
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Freelancing and self(_employment —
Operates independently at a professional level, managing clients, projects, pricing and business
development within the creative industries.

Programme Aims

This programme aims to:
BA (Hons) Level 6

Equip students with a professional level academic understanding of graphic design and content
creation theory, context, evolution, and practice.

Develop advanced digital production skills and competencies essential in the contemporary
graphic design and content creation industry.

Equip students with the ability to think innovatively and adapt to emerging trends and
technologies within the digital and creative sectors.

Develop creative project management skills, allowing them to plan, execute, and deliver
creative projects on time and within budget.

Equip students to critically analyse and lead digital and creative productions, fostering a
professional understanding of the impact and significance of digital outcomes in communication
with an audience.

Foster collaboration and communication skills, essential for leading interdisciplinary teams in
the digital and design industries.

Develop a professional understanding of enterprising mindsets, enabling them to identify
opportunities, create innovative projects, and navigate the business aspects of the creative
industries.

Foundation Degree Level 5

Develop a strong academic understanding of graphic design and content creation theory,
history, and practice.

Develop production skills required in graphic design and content creation and competencies
that are essential in the contemporary creative landscape.

Foster the ability to adapt to emerging trends and technologies within the digital and creative
sectors.

Equip students with creative project development skills required to plan, execute, and deliver
creative projects on time and within budget.

Develop ability to analyse and develop creative productions, fostering an understanding of
digital outcomes in communication with an audience.

Foster collaboration and communication skills essential for working in interdisciplinary teams in
the creative industries.

Develop a comprehensive awareness of promotion mindsets, exploring opportunities in creative
markets and industries across relevant practices.
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Programme Learning Outcomes
Level 5

Upon successful completion of this level, students will be able to:

1. Apply a theoretical understanding of graphic design and content creation theory, context,
evolution and practice.

2. Analyse design industry-standard software and technologies to develop design content.

3. Apply creative problem-solving skills in various digital & design contexts.

4. Analyse creative work to identify digital and design methods and processes, applying this
understanding to produce and refine a range of creative outputs.

5.  Work collaboratively with peers, to produce creative and creative projects and productions.

6. Select skills needed to complete creative and digital production projects from concept to
completion.

7. Effectively communicate creative ideas and concepts, using appropriate digital platforms
and media to a range of audiences.

8. Appraise marketing and promotion for commercial outcomes of creative and digital work.

Level 6

Upon successful completion of this level, students will be able to:

9.

10.

11.

12.

13.

14.

15.
16.

Demonstrate a systematic academic understanding of graphic design and content creation
theory, context, evolution, and practice.

Demonstrate advanced digital proficiency, using industry-standard design software and
technologies to produce professional design and content outcomes.

Critically analyse and apply creative problem-solving skills in various digital & design
contexts.

Critically analyse creative work, demonstrating a systematic understanding and synthesis of
digital and design methods and processes.

Collaborate effectively with peers from a range of fields, integrating creative expertise with
other disciplines to produce innovative, high-quality creative and digital outcomes.

Research, plan, execute, and manage complex creative and digital production projects from
concept to completion.

Evaluate and communicate complex concepts, using appropriate platforms and media.

Exhibit enterprise skills and business acumen in relation to the creative industries and at
the forefront of relevant disciplines.
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Programme Structure

. — Wrd Grading
0,
Module Level | Credits % Category Description Cout/Dur Method
Stage 1
Coursework: .
. 20% Critical Review Industry Review 1000 Letter Grade
DIG501: Developing a -
Live Brief 5 20 Practical: Plcannlr,]g &
(Mandatory) 80% | Portfolio / e- Porr?%lli\ge- 3000 Letter Grade
Portfolio Creative Cycle
Coursework:
Evaluative/ Digital reflective
0,
DIG502: Designing for 20% Reflective log and report 1000 Letter Grade
Screen 5 20 Report
(Mandatory) Practical: Proiect-based
80% | Portfolio/ e- I130rtfo|io 3000 Letter Grade
Portfolio
Clzovueﬁi\f[\i,\%l;; Reflective log
0 :
20% Reflective ano(l) St\/c%rli]aglve 1600 Letter Grade
Report )
Practical: Research,
DIG503: Design o S development
Approaches 5 40 40% P(ggrotlf'g“/o € and iterative 3200 Letter Grade
(Mandatory) process.
A range of
. . outcomes,
40% Practls\a;grﬁtudlo across a range 3200 Letter Grade
of processes
and techniques.
. Research and
25% Courostﬁ\év:)rk. proposal 1000 Letter Grade
. ) presentation
DIG504: Design Action 5 20 - -
(Mandatory) Practical: Des:g?réPor(;follo
0 . ) ran
75% chg:)t!‘lgli/oe Communication 2000 Letter Grade
s Strategy
Video Essay -
) 50% | Practical: Film Supported by 7 Letter Grade
DIG505: Storytelling & drafts and
Narrative 5 20 transcript
(Mandatory) Coursework: Exploration,
50% | Portfolio/e- | creative output 2000 Letter Grade
Portfolio and evaluation.
Stage 2
20% Coursgvr\]lork: Plan Proposal 1200 Letter Grade
Coursework:
Evaluative/ Evaluative
. 0,
(D,\}gg((j);t.ol;a)unch Pad 6 30 20% Reflective output, 1200 Letter Grade
y Report
Practical: PDP &
60% | Portfolio/ e- Promotional 3600 Letter Grade
Portfolio Portfolio
DIG602: Graphic Design
& Content Creation - 6 60 Coursework: Theoretic review
Negotiated Professional 25% Report ) of chosen 3000 Letter Grade
Project p design subject
(Mandatory)
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Coursework:
Evaluative/ Evaluative
10% . 1000 Letter Grade
DIG602: Graphic Design ReRﬂectlve outcome
& Content Creation - eport
Negotiated Professional 60 Practical:
Project 55% | Portfolio/e- | Design Portfolio 7000 Letter Grade
(Mandatory) Portfolio
Practical: Proposal
0,
10% Presentation Presentation 20 Letter Grade
Coursework: Project
70% Portfolio / e- realisation 4200 Letter Grade
Portfolio portfolio
DIG603: Real World . |Industry critique
(Mandatory) 30 20% C_o_ursewor_k. and reflective 1200 Letter Grade
Critical Review
output
Practical: Professional
0,
10% Presentation Pitch 15 Letter Grade

Study Workload

Throughout the academic year, you will study four 20 credit modules and one 40 credit
module. Deadlines are staggered where possible but many sit at the end of the semester, to
provide enough time to complete the work required. Time and workload management skills are
necessary to ensure you submit work of a sufficient standard within the available timeframes.

You will learn through a blend of workshops, lectures, studio time, and tutorials. Workshops
provide practical hands-on learning, lectures are focused on the dissemination of important
knowledge, studio time allows you to practice, experiment and hone your skills, and tutorials
provide you with course specific and general individualised support from lecturers and your

progress tutor.

You will have timetabled sessions over two to three days a week. However, as this is a full-time

programme at degree level, you will be expected to work independently for the remainder of the

week. This can take place at home, in one of our Learning Resource Centres (LRCs), or

were appropriate, in studio spaces. Your commitment to independent study and development of
work is vital to your success on the programme and each module lays out in details the time that
is expected to be committed to this.

Programme Delivery: Learning and Teaching

This pathway is designed to equip you with the skills needed to enter the world of graphic
design and digital media, while preparing you for the rapidly evolving landscape of the digital
creative industries. In a dynamic and collaborative learning environment, you will work
alongside lecturers and peers from diverse creative disciplines, including VFX & media,
lllustration, Photography, Music and Fashion. Through projectibased and problemJsolving
approaches, you will explore themes of community, connectivity and creative processes,
building a strong foundation of industry knowledge. You will also be introduced to emerging
AlJsupported workflows and software, learning how these tools are shaping contemporary
design practice and how they can be applied responsibly to enhance creativity, efficiency and
innovation.

In modules including Storytelling and Narrative, Developing a Live Brief, Launch Pad and Real
World, elements of delivery are shared with students from the VFX & Media Technology
programme. Working closely with VFX and media specialists reflects industry practice and
supports the development of collaboration, communication and problemisolving skills that are
critical within professional creative teams.

The FdA builds on the Cert HE Graphic Design and Digital Media but focuses on the
development of design and content creation skills. Semester one aims to deepen your
knowledge of brand communication and visual storytelling through engagement with the Design

AKARI
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Action and Storytelling and Narrative modules, where you will begin to explore how Al Jassisted
tools can support ideation, research and early concept development. Semester two takes you
through live brief development and enhances skills in producing work suitable for a range of
digital platforms through the Developing a Live Brief and Designing for Screen modules.
Running across both semesters is the Design Approaches module, allowing you to interrogate
contemporary design practice, including evolving AlCIdriven production methods, and to
produce a portfolio of work that evidences experimentation, technical competence and
professional awareness.

The BA (Hons) is formed of three substantial modules aimed at further refining your creative,
technical and academic skills to prepare you for employment after graduation. The Real World
module requires you to engage with live briefs that reflect current industry practice, including the
use of emerging digital and AllJenabled tools where appropriate. The Launch Pad module
supports you in refining your professional identity and understanding how to promote yourself
within the creative industries. Running throughout the year is the Negotiated Professional
Project, where you will negotiate, develop, design and execute a significant graphic design and
content creation project of your own creation, applying advanced workflows that reflect
contemporary professional environments.

Throughout the pathway, you will develop a critical understanding of audience engagement and
learn how to transform ideas into compelling digital and physical outcomes. You will explore
emerging technologies, including AlCsupported design tools and automation, positioning
yourself to adapt confidently to industry change while maintaining ethical, transparent and
creative control over your work.

A key feature of this programme is the creation and submission of an assessment portfolio.
Your portfolio will act as a curated body of work produced across modules, showcasing your
technical skills, conceptual thinking, creative development and professional use of tools and
workflows. Portfolio[Jbased assessment reflects industry practice and ensures your learning is
authentic, future Jfocused and directly aligned with progression into employment or further study
in the fastIpaced digital creative industries.

You will refine your presentation and communication skills, adapt to the evolving digital
landscape, and enhance your research and technical capabilities. Practical experience is
central to your learning, with access to cutting-edge facilities such as the Immersive 360-degree
IGLOO, and our large Immersive Auditorium - one of the few of its kind in the

UK. Where appropriate you will also be supported by strong industry connections and real-world
learning experiences facilitated by our dedicated course team.

You will benefit from an inclusive curriculum, which anticipates the diverse needs of
students. By avoiding assumptions about prior knowledge, our Inclusive Learning Teaching
and Assessment strategy ensures that all students start on an equal footing.

B&FC’s Power to Progress initiative provides tailored support to help you overcome barriers and
achieve your full potential. You will have access to academic coaching, wellbeing services, and
inclusive learning strategies that build confidence, resilience, and independence.

You will experience purposeful use of blended learning designed to support and extend your
in(class learning. Your programme is primarily delivered through studio sessions, workshops
and seminars, with Canvas used as the central hub for accessing briefs, learning materials,
timetables, submission points and feedback. This allows you to prepare for taught sessions and
revisit key content during your independent study time. LinkedIn Learning is used selectively to
support your skills development, providing access to industrylaligned tutorials that reinforce
software use, technigues and professional workflows. Together, these tools help you deepen
your understanding, build confidence and develop at your own pace, while faceJtoIface
teaching remains central to your learning experience.
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You will have access to a specialist Higher Education Learning Mentor (HELM) who can work
with you individually to identify strengths, set meaningful goals, and develop the skills and
behaviours needed for success, both academically and professionally. Regular one-to-ones and
group tutorials will help you reflect on progress, review targets, and explore personal and
professional development in a supportive environment.

We also collaborate with external agencies to provide additional support when needed,
ensuring a holistic approach to wellbeing. Regular assessments and reviews monitor your
progress and adapt support as necessary, fostering an inclusive and empowering learning
environment. At B&FC, we are committed to promoting equality and diversity, ensuring equal
access to educational opportunities while challenging you to reach your full potential.

Our curriculum actively addresses the United Nations Sustainable Development Goals (SDGs),
promoting awareness and action on global challenges such as poverty, inequality, climate
change, and environmental sustainability. By embedding these principles into teaching, we
empower you to make a positive impact on society and the planet.

Ethics in the creative industries is a core theme of the programme. You'll engage in discussions
on ethical practices, including the responsible use of Al-generated content and workflows,
ensuring transparency and provenance throughout your creative process. These considerations
are embedded into assessment methods and aligned with learning outcomes, requiring you

to evidence responsible practice and reflect critically on the implications of Al for intellectual
property and professional standards. This ensures that your work meets Level 4 expectations
by demonstrating autonomy, ethical responsibility, and academic integrity across all creative
and technical outputs.

Programme Delivery: Assessment

Throughout the programme you will be guided to produce creative work that adheres to
professional industry and academic standards. You will engage in various roles and activities
related to the conception, production, presentation, and evaluation of digital projects within this
dynamic field. Alongside this, you will be introduced to contemporary digital workflows, including
the considered use of AllJenabled software and tools, to support ideation, research, iteration,
and production. These approaches reflect current and emerging industry practice and will
prepare you for the fast(paced, evolving nature of the digital creative industries.

For each assessment you will have an opportunity to receive formative feedback on your work
in progress. This is feedback that supports you in the development and improvement of your
work and takes place before your final deadline. Formative feedback may also address your use
of digital and Alsupported workflows, helping you to make informed, critical, and ethical
decisions about their application. After your final deadline you will receive summative feedback,
where you will be given a grade and details of how well you have met the learning outcomes,
your strengths, and any areas of improvement to take into your subsequent assessments.

Much of your assessment will require the submission of a digital portfolio. Digital portfolios of
work are developed over the course of an assignment brief, delivered under conditions set by
the module tutor. Portfolio assessment revolves around the use of the creative cycle. This
requires you to capture and record the entire, iterative process involved in developing a creative
project. Starting with the research and analysis needed to support the development of initial
concepts and solutions, you will then record this development, linking back to your research,
testing ideas, refining outcomes, and evidencing decisionimaking. Where appropriate, this may
include documenting the critical and responsible use of Al tools to support ideation,
experimentation, or production.

The contents and vehicle for completion of the portfolio can vary from module to module. For
example, a portfolio in one module may use online software to host your work and may contain
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significant video, animation, or interactive content. In other modules, your portfolio may focus on
capturing process and iteration, showing the development of ideas through traditional methods
such as sketches and media experiments, alongside digital outputs and AlJassisted workflows
used to explore, prototype, or refine creative solutions.

Alongside the production of portfolio work you will demonstrate your academic skills through the
submission of essays and reports. These will require you to critically engage with theory,
research, and professional practice, including reflection on contemporary digital tools and
technologies shaping the creative industries.

You will also evaluate and reflect on your processes and outcomes, evidenced through online
posts, annotated sketchbooks and digital sketchbooks, and formal written reflections and
evaluations. Reflection will encourage you to critically assess your creative decision’making,
workflow choices, collaboration, and use of emerging technologies within a professional and
academic context.

Other assessment types may include:

Presentations

Video logs

Podcasts

Video essays

Virtual reality presentations
Augmented reality presentations
VLOGs

These assessment methods are designed to mirror the demands of professional environments
as closely as possible, ensuring that you develop the skills required for a successful and
sustained career in digital design and media technology. They are closely linked to the creative
cycle and iterative concept development and reflect current industry practices, including agile
working, collaborative production, and the use of advanced digital and Al lsupported tools.
These formats allow you to demonstrate critical thinking, selflJpresentation skills, written and
spoken communication, teamwork, and creative problem(solving, all of which are essential in
the industry.

You will be able to access learning materials, briefs, timetables, announcements, and additional
online resources to support your studies through our Virtual Learning Environment (VLE)
Canvas. This is also where you will submit your coursework and receive feedback. Canvas may
also be used to support blended learning activities, online discussion, and access to curated
digital and AlCenhanced learning resources that complement inCclass teaching.

More detail on how each module is specifically assessed can be found in the Programme
Structure section, or in each individual module specification.
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Programme Delivery: Work Based and Placement Learning

The work-based learning (WBL) elements of your course are integrated throughout the
programme, woven into several modules and their learning outcomes. You will engage in
project-based assignments designed to mirror real-world digital and design practices, with these
experiences building in complexity as you progress through the course. You will engage in live
briefs in both the Developing a Live Brief module and Real World, where you will experience the
fast-paced world of the creative industries first hand.

WBL is further enriched by live briefs provided by industry partners. These briefs will simulate
professional conditions, requiring you to meet the specific demands set by external
stakeholders. Organisations such as LightPool, Blue House Productions, Rock Hunter and
Black Tiger Creative, LCC, Electric Sunshine Project, Factory International and Aviva Studios
have been approached to provide live briefs and input to the programmes, with ongoing efforts
to expand industry partnerships in support of your learning.

Engaging with these industry-sourced projects will not only expose you to authentic work
environments but also help you develop the knowledge, skills, and behaviours essential for
success in the digital design and media technology sector.

There is no formal placement as part of this programme and live industry led briefs provide the
content, insight and learning required to build skills in this area.

Programme Delivery: Graduate Skill Development

As part of the programme, you will develop a commitment to lifelong learning and career
development through curriculum integration, workshops, seminars, and alumni networks.
Collaborative teamwork and leadership skills are honed through group projects, extracurricular
activities, and leadership skills as part of collaborative projects. You will gain personal and
intellectual autonomy by engaging in independent research and critical thinking modules,
supporting you to develop the skills needed to work at a professional level and at pace.

Your ethical, social, and professional understanding will be enhanced through ethics content
considered across several modules, along with the consideration of community engagement,
and development of awareness of professional codes of conduct. Communication, information,
and digital literacies are developed through presentations, reports, digital skills modules, and
access to LRC resources. Global citizenship is fostered through content within modules, which
looks at the context of digital work within the wider context of global and social affairs.

Research, scholarship, and enquiry skills are cultivated throughout the programme in the
project-based approach and methodology of the programme. You will build enterprise
awareness and capabilities through modules focused on the creative industry and freelance
work, and participation in competitions and challenges. Finally, your ability to solve complex and
unforeseen problems with creativity and imagination is developed through problem-based
learning, innovation labs, and interdisciplinary projects.
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Study Costs: Equipment Requirements

All resources such as industry standard software, computer equipment, AR, VR and immersive
technology, motion capture and camera assets and library facilities are included in the
programme cost itself.

As predominantly digital courses that specialises in digital skills we do recommend — but do not
require — that you have the following items available to wear when necessary:

A 1TB external hard drive

A well-powered laptop (Mac or PC)

A camera for primary research purposes
Total cost around £250, excluding laptop

Suggested from Level 4 onwards and for all elements of the suite of courses.
You may wish to purchase a laptop to facilitate their work at home, however, computers are
available in the LRC and college laptops are accessible through the library loan system.

Blackpool and the Fylde College are keen to support all our students and recognise that in this
current climate you may need extra financial support to enable you to achieve to your potential
— We have a team of professionals to support you — here is the link to the different financial
support we offer - https://www.blackpool.ac.uk/higher-education-bursaries-terms-and-conditions

Study Costs: Additional Costs

There are several field trip opportunities planned across the course of the programmes. These
trips are organised at ongoing intervals within your programmes. These trips intend to assist or
facilitate and consolidate your learning. They are not mandatory and where they may assist your
learning, they are not the only means to assist learning to an equivalent level. The trips are
often at a discounted price.

Where feasible, the programme may offer an opportunity each year for a significant educational
trip or, where appropriate, to an international city aligned to the subject area. Indicative costs
are approximately £350 for a UK-based trip and between £750 and £1,000 for an international
trip; these figures are subject to change and typically include travel and an overnight stay. Any
such trips are optional and are dependent on factors such as viability, student interest, staffing,
and external conditions. Where they do take place, these visits can provide valuable course
enrichment, including opportunities to engage with agencies and network with industry
professionals.
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Related Courses
HND Art & Design (lllustration)

HND Art & Design (Photo)

HND Art & Design (Fashion)

HND Art & Design (Arts Practice)

HND Music Technology

BA (Hons) Creative Practice

FdA & BA (Hons) VFX & Media Technology

BSC (Hons) Creative Computing

Blackpool and The Fylde College Page 15 of 15 AKARI



	Introduction
	Key Programme Information
	Programme Aims
	Programme Learning Outcomes
	Programme Structure

