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Course Entry
Requirements

The standard minimum entry requirements for this course are
one or a combination of the following qualifications:

Pass at Foundation Diploma in Art and Design (Level 3 or
4)
2 A Levels at grade C or above
Merit, Pass, Pass (MPP) at BTEC Extended Diploma
Pass at UAL Extended Diploma
Access to Higher Education Diploma



Or equivalent EU/International qualifications, such as
International Baccalaureate Diploma at 24 points minimum
And 3 GCSE passes at grade 4 or above (grade A*-C)

Entry to this course will also be determined by the quality of
your application, looking primarily at your portfolio of work,
personal statement and reference.

APEL - Accreditation of Prior (Experiential)
Learning

Applicants who do not meet these course entry requirements
may still be considered in exceptional cases. The course team
will consider each application that demonstrates additional
strengths and alternative evidence. This might, for example, be
demonstrated by:

Related academic or work experience
The quality of the personal statement
A strong academic or other professional reference
A combination of these factors

Each application will be considered on its own merit but we
cannot guarantee an offer in each case.

English language requirements

All classes are taught in English. If English isn't your first
language you must provide evidence at enrolment of the
following:

IELTS level 6.0 or above, with at least 5.5 in reading,
writing, listening and speaking (please check our English
language requirements)

Selection Criteria We look for:

An ability to explore and develop artwork
An ability to articulate an interest in Computational Arts
verbally and in writing
Demonstrate digital literacy to a level of competency
An ability to present contextual information
An ability to self-reflect on their own work

Scheduled Learning and
Teaching

During your course you will engage with learning and teaching
that includes both online and face-to-face modes. The

https://www.arts.ac.uk/study-at-ual/language-centre/english-language-requirements


advertised scheduled activity for the course will be delivered
through a combination of live, synchronous and asynchronous
on-line learning. Scheduled learning and teaching activity may
include lectures, seminars, studio and workshop briefings,
tutorials, external visits and project briefings.



Awards and Percentage of Scheduled Learning

Year 1

Percentage of Scheduled Learning 30

Awards Credits

Certificate of Higher Education (Exit Only) 120

 

Year 2

Percentage of Scheduled Learning 26

Awards Credits

Diploma of Higher Education (Exit Only) 240

 

Year 3

Percentage of Scheduled Learning 24

Awards Credits

Bachelor of Arts 360

 



Course Aims and Outcomes
The Aims and Outcomes of this Course are as follows:

Aim/Outcome Description

Aim Contribute and lead on developments within the field of Creative
Computation in a Fine Art context.

Aim Interrogate creative technologies and their potential from a self-directed
approach to practice.

Aim Establish innovative and decolonised ways of using computational art praxis
as catalyst for social change.

Aim Articulate new positions of community within computation in relation to
professional contexts.

Aim Develop an ethical, sustainable and inclusive computational pedagogy that
supports professional practice.

Aim Innovate and reflexive thinking around time and space through the
investigation of immersive experience.

Outcome Establish an individual and/or collective practice in relation to a chosen area
of creative computation within a Fine Art context.

Outcome Demonstrate the cultural potential of the ways in which creative
technologies can explored through a self-directed practice.

Outcome Engage with an intersectional, decolonised understanding of visual
computational culture.

Outcome Demonstrate the skills and knowledge by which to operate within a
professional field and to understand the building of communities of practice.

Outcome Engage with inclusive and ethical methodologies for making work.

Outcome Demonstrate an understanding of immersive media and a critical
engagement with expanded notions of time and space.



Distinctive Features

1

The School of Fine Art has partnered up with the Creative Computing Institute to develop
a transdisciplinary course that applies creative coding as a ‘reflexive’ tool to explore and
innovate by using coding as ‘material’. The course draws on avant-garde theories of time
and space developed to explore expanded forms of computational art.

2

This course is anchored in the code of computer programming, but it emerges from the
self-directed, ‘thinking through making’ and making ‘public’ fine art ethos. A project-based
approach combines both continuity (advancing knowledge and skills) with disruption
(pursuing new areas of interest and embracing experimentation). This opportunity to test,
reflect and collaborate within peer contexts nurtures and develops key attributes of
leadership, independence and resilience.

3 High end coding skills, advanced visualisation and other relevant fields will be introduced
and applied alongside low-tech forms, such as weaving, sound and text-based practice.

4

This course opens up a space where students can explore emergent research systems
such as human computer interaction, artificial intelligence and machine learning. As a
territory of practice it opens up controversial ethical debates around digital citizenship,
‘the cyborg’ and big data. Expanded notions of coding (such as DNA) will be explored in
relation to ethical, relevant and sustainable contexts.

5
The course celebrates an inclusive approach to pedagogy to encompass intersectional
decolonial narratives. The application of coding to social justice enables a potential
conduit to decolonising the course curriculum and its technologies.

6

The Course is sited alongside a number of complementary Fine Art Courses and the
Creative Computing Institute, that animate the Camberwell College vision to create
positive social impact through engagement with our local communities. We do this
through the curriculum and extra-curricular projects and partnerships, sharing and
exchanging our knowledge and skills.



Course Diagram





Course Detail

BA Fine Art: Computational Arts opens up a reflexive understanding of time and space as
generated from avant-garde moving image practices to begin to innovate from a creative
digital perspective. The course begins by testing and questioning the potential and impact of
emerging technologies on visual culture and their societal implications.

Questions of identity, systems and agency form the theoretical foundations of this course.
Students are encouraged to consider how coding can be used more widely, perhaps as a
tool for social change. The course will open up opportunities to explore and develop
decolonial practices and critically question cultural inequalities.

The course is delivered in partnership with the Creative Computing Institute (CCI) and some
of the course units are delivered within CCI. You do not need to know how to code to apply
to this course. There are many low-tech paths into computation, including immersive sound.
The course  will introduce you to new and exciting technologies that are changing the
interface between art and culture. It will open up this evolving field through a series of
projects.

The course will enable students to explore how computational creativity and artificial
intelligence can be applied to the arts and transformed through them. By co-creating with
software students, you will be offered the opportunity to invent interactive ways of working
with sound and moving image.

On this course, you will develop your sensibility as a self-directed learner and collaborative
practitioner through exploring critical contemporary art and its histories alongside other
relevant fields. You will use skills to creatively engage with materials and methodologies
involved in making art as well as creative computing.

What to expect

You will explore human computer interaction, artificial intelligence and machine learning
Engage with debates around digital citizenship, ‘the cyborg’ and big data in order to
articulate and contextualise your practice in an ethical, relevant and sustainable way
You will draw upon creative computing technologies and discourses to develop a fine art
practice that explores the understanding of time and space
Your time to be divided between the fine art studios and the Creative Computing
Institute (CCI), with some of your technical teaching taking place within the CCI
Structured activities to expand your awareness of the digital possibilities for fine art as
an expanded field of practice
Practical skills-enhancing workshops that will introduce you to the principles of creative
coding
Work with open source programming software such as Processing, OpenFrameworks,
P5.js and Arduino
Learn how to program in languages such as Java, Javascript and C++
To be introduced to the artistic potential of immersive media and machine learning
Explore areas such as physical computing and advanced visualisation
Look at key terms that underpin ideas and contexts relevant to computational media
within contemporary art and culture



You will develop self-directed learning skills and be introduced to essential creative
attributes such as leadership, independence, collaboration and resilience
The opportunity to co-create with software students from the CCI
Use of a large, open and customisable space that will facilitate rapid development and
prototyping projects. These will include Virtual Reality (VR), projection mapping,
interactive sound and light pieces
Access to Camberwell's fine art workshops that include printmaking, photography, film,
moving image, digital, plastic, ceramics, wood and metalwork. View the Camberwell
facilities

Work experience and opportunities

All our students have the opportunity and are supported in exhibiting their work to an
external audience. During the second year, all students will also be invited to collaborate and
network as well as take part in a variety of seminars and workshops hosted by a variety of
external arts organisations. Graduates will have acquired a range of attributes associated
with self-directed learning as well as well key skills in computing that could be applied in a
variety of professional industry contexts.

Mode of study 

BA Fine Art Computational Arts is offered in full-time mode. It is divided into 3 stages over 3
academic years. Each stage consists of 30 teaching weeks. You will be expected to commit
an average of 40 hours per week to your course, including teaching hours and independent
study. 

Course Units

Year 1

You will receive an introduction to fine art. The focus will be on building your practice in a
safe and ethical manner. Year one will involve:

Structured activities to increase your awareness of digital possibilities within fine art
Practical skills enhancing workshops at the Creative Computing Institute (CCI) will
introduce you to the principles of creative coding
Looking at key computational media ideas and terms within contemporary art and
culture
Seminars to develop an understanding of a decolonised visual culture
Working with popular open source programming software such as Processing,
OpenFrameworks, P5.js and Arduino
Learning how to program in languages such as Java, Javascript and C++
An introduction to key terms that underpin ideas and contexts relevant to computational
media within contemporary art and culture
Be taught strategies to help build confidence in different approaches to making work
such as conducting academic research and working in the studio

Unit 1 - Introduction to fine art and computational arts

https://www.arts.ac.uk/colleges/camberwell-college-of-arts/student-life-at-camberwell/facilities


Unit 1 will introduce students to self-directed learning in fine art practice and the principles of
computation. You will be required to complete an orientation log and present a project.

Unit 2 - Creative coding and practice

Unit 2 will be co-delivered with the Creative Computing Institute (CCI) to learn foundational
creative coding skills.

Unit 3 - Computational ideas into practice

Unit 3 will extend this knowledge by putting computational ideas into practice. You will work
collectively on shared projects to complete artworks that demonstrates a reflexive
understanding of the medium. Research will be carried out into the relationship between
practice and a wider theoretical context relating to a decolonised visual culture and an
experimental understanding of time and space.

Unit 4 - Activating practice

Unit 4 has 2 parts. The first uses the graduation outcomes as an opportunity for reflective,
critical and contextual writing. The second part asks students to imagine an external project
outside the college’s studio environment.

Lectures on the contexts in which art is made and shown. You will look at examples of
how proposals around the world are realised for specific locations and exhibitions
You will develop a proposal for an external context
Be supported through tutorial and group discussions
Write a review of a selected BA Fine artwork on public display
Writing workshops to support you by looking at diverse styles and purposes of reviewing
art exhibitions

Year 2

The second year is about working in context. You will learn how to identify your own
strengths and work with others in a variety of situations considering different audiences. You
will be introduced to the artistic potential of immersive media and machine learning through
a series workshops within Fine Art and CCI.

By the end of this year you will be able to situate your practice formally and critically in terms
of context, audience, material and technical choices.

Unit 5 - Working for a context

This unit builds on the knowledge and experience gained in the previous unit about working
collaboratively to set tasks.

Unit 6 - Collaborative and collective practices

This is a collaborative unit which invites you to extend your practice by working
collaboratively across the colleges and external contexts.



Unit 7 - Machine learning

This unit is focused on machine learning and the ethical, decolononial and social justice
concerns that surround this field.

Unit 8 - Audiences

In unit 8 students focus on audiences through a number of exercises around the degree
show and begin to propose what the focus of year 3 will be.

Year 3

Your final year is focused on articulation and presentation of your practice within a fast
moving and ever-changing context.

You will choose to undertake research either individually or collectively
Your work plan will be co-curated with tutors
You will establish a work pattern for the year between the BA Fine Art: Computational
Arts studio and the CCI
You will demonstrate an understanding of inclusive, sustainable and ethical ways of
working.

Unit 9 - Practice and articulation

Develop and produce work for a public audience
Articulate a piece of research that can be produced either through a Dissertation,
Presentation or Live Project
Decolonial/Intersectional Art practice seminars and tutorials to support research
Dedicated sessions will be offered to support artistic life after art school and how to
apply for funding, jobs or postgraduate study

Unit 10 - Practice and presentation

Present a multi-platform public-facing display of work
Workshops, seminars, tutorials and lectures on approaches to curation, audiences,
methods of display, materials and the ethics of representation
Produce written work or a digital portfolio that presents your practice and ideas
You will be encouraged to proactively network to engage with communities within and
outside of the art school to build sustainable and ethical working relationships

Optional Diploma between year 2 and 3

Between year 2 and 3 you can opt to undertake the Diploma in Professional Studies or the
UAL Diploma in Creative Computing. Whilst these Diplomas are an optional aspect of the
course, they are designed as an integrated and assessed part of your journey through the
course. 



Learning and Teaching Methods

Exhibitions
Individual and group tutorials
Group projects
Lectures and talks
Live, practical and research led projects
Peer review
Reflective journal
Self-evaluative writing
Seminars
Studio work
Workshops

Assessment Methods

Dissertation
Exhibition
Live Project
Practical work
Presentations
Written work

The University will use all reasonable endeavours to provide the Course and the services described in this
Output. There may be occasions whereby the University needs to add, remove or alter content in relation to
your Course as may be appropriate for example the latest requirements of a commissioning or accrediting
body, or in response to student feedback, or to comply with applicable law or due to circumstances beyond its
control. The University aim to inform you of any changes as soon as is reasonably practicable


