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Prerequisites for Module
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Aims of Module

To provide the student with the

ability to evaluate media design

principles and methods, and apply

them to digital media artefacts.

Learning Outcomes for Module

On completion of this module,

students are expected to be able to:

Indicative Student Workload

Contact Hours Full Time

Assessment 24

Lab/Tutorials 24

Lectures 8

Seminars 12

Directed Study  

Directed Study 40

Private Study  

Private Study 42

Mode of Delivery

The module is lecture and

seminar based with allocated time

for private study and further

reading. Seminar participation is

mandatory with presentations to a

specified group where appropriate.
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1.Evaluate graphic design

elements in digital media

artefacts in the context of a

design project brief.

2.Apply the design process in the

context of developing digital

media based on a design project

brief.

3.Apply design principles to the

production of digital media

artefacts and utilise appropriate

tools in the manipulation of

these media.

4.Apply a structured approach to

planning and developing digitial

media based on a design project

brief.

Indicative Module Content

The module introduces and

examines theoretical and practical

issues of design as they relate to

digital material and may typically

include: 

Defining graphic design within a

cultural and contextual

framework. 

The professional graphic design

context. 

Design language and principles. 

Design processes and methods 

Image interpretation, analysis and

meaning. 

Aesthetics, style and taste. 

Typography and layout. 

Production

constraints/possibilities. 

Assessment Plan

Learning Outcomes

Assessed

Component

1 
1,2,3,4

Component 1 - Coursework
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