
 
 

 
 
 

BSc (Hons) Creative Computing 
Awarding Body University of the Arts London 

College Creative Computing Institute 

School University of the Arts London 

Programme CCI Creative Computing (L076) 

Course AOS Code CCIBSCOMF01 

FHEQ Level Level 6 Degree 

Course Credits 360 

Mode Full Time 

Duration of Course 4 years 

Valid From September 1st 2022 

QAA Subject Benchmark Art and Design 

Collaboration N/A  

UAL Subject 
Classification 

Creative computing  

JACS Code None 

UCAS Code N/A  

PSRB N/A  

Work placement offered Yes  

Course Entry 
Requirements 

The standard entry requirements for this course are as 
follows: 

APPROVED 



For Year 1 entry: 

·        Grades BCC or above at A-level 

·        Merit Merit Merit (MMM) at BTEC Extended Diploma 
(preferred subjects include Computer Science and ICT, or 
Design and Technology, or Art and Design) 

·        Access to Higher Education Diploma with 104 UCAS 
tariff points (preferred subjects include Computer Science 
and ICT, or Design and Technology, or Art and Design) 

·        Pass at Foundation Diploma in Art & Design (Level 3 or 
4) and 1 A Level at Grade C or above 

·        Equivalent EU/International qualifications, such as 
International Baccalaureate Diploma. 

For Year 0 entry: 

·        Grades CC or above at A-level 

·        Merit Pass Pass (MPP) at BTEC Extended Diploma 
(preferred subjects include Computer Science and ICT, or 
Design and Technology, or Art and Design) 

·        Access to Higher Education Diploma with 64 UCAS 
tariff points (preferred subjects include Computer Science 
and ICT, or Design and Technology, or Art and Design) 

·        Equivalent EU/International qualifications, such as 
International Baccalaureate Diploma. 

And three GCSE passes at grade 4 or above (grade A*-C). 
 
Additional Requirements 

If students do not have a Science or Mathematics-based A-
level, they should normally have at least Grade B/Grade 6 at 
GCSE Mathematics. 



Entry to this course will also be determined by assessment 
of your personal statement. 

English Language Requirements 

If English is not your first language, IELTS 6.0 (or equivalent) 
is required, with a minimum of 5.5 in reading, writing, 
listening and speaking. For more details, please check our 
main English Language requirements webpage. 

APEL - Accreditation of Prior (Experiential) Learning 

Exceptionally applicants who do not meet these course 
entry requirements may still be considered. 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 

•          OR a combination of these factors 

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

Selection Criteria We select applicants who can demonstrate current ability 
and potential to: 

• Engage with ideas of creative computing 
• Show imagination and ambition in proposals for their 

work; 

Demonstrate a range of skills and technical abilities 

• Show experience of experimenting with code 
• Demonstrate engagement and improvement in a 

recently learned technical skill; 
• Demonstrate an awareness of planning and time 

management skills; 

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


• Provide evidence of intellectual enquiry within their 
work; 

Demonstrate relevant research skills 

• Evidence your ability to critically reflect on and 
evaluate your achievements; 

Demonstrate cultural awareness and/or contextual 
framework of their work 

• Identify social and/or cultural influences on their 
work; 

Articulate and communicate intentions clearly 

• Discuss their work in individual and group situations; 
• Present their work appropriately and effectively; 

Demonstrate commitment and motivation in relation to the 
subject and the course 

• Develop their own ideas and address both set and 
personal project briefs; 

• Show willingness to collaborate; 
• Show initiative. 

Scheduled Learning and 
Teaching 

Following two years of disruption due to Covid 19 we are 
glad to be returning to normal delivery in 2022/23. This 
means on campus face-to-face activities such as course 
projects, lectures, seminars, and studio work, except for 
courses designed to be delivered online.  
 

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 

Awards Credits 

Certificate of Higher Education (Exit Only)  120  

 

Year 2 

Awards Credits 

Diploma of Higher Education (Exit Only)  240  

 

Year 3 

Awards Credits 

Bachelor of Science  360  

 

Scheduled Learning Split by Level 

Level 4 23%   

Level 5 23%   

Level 6 18%   

Total Scheduled Learning Split 21%  



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

Aim/Outcome Description  

Aim 
Develop you as versatile creative developer well placed to drive 
innovative practice in the digital creative industries. 

Aim 
Give you the technical confidence to work across coding languages 
and frameworks in the development of creative computing projects. 

Aim 
Give you the skills to develop your own bespoke computational 
creative tools. 

Aim 
Give you a working knowledge of collaborative software 
development. 

Aim 
Develop a critical ability to recognise human needs in technology 
development. 

Aim Give you a cultural understanding of computational practice. 

Aim 
Give you the skills to generate opportunity at the intersection of 
creative and computational practice. 

Aim Give you an understating of the creative computing research domain. 

Outcome 
The ability to work with various coding languages and frameworks 
that support the digital creative industries. 

Outcome 
The ability to produce innovative creative computing practice that 
shows innovation at the level of code. 

Outcome 
An awareness of the international professional community of 
creative computing and the community efforts that support it. 

Outcome 
An ability to consider the ethical context in which computational 
professionals operate within. 

Outcome 
An ability to work collaboratively in the development of creative 
computing projects. 

Outcome 
Understand how creative computing research underpins new 
products and services. 

 
  



 
Distinctive Features 

1 

Interdisciplinary Teaching: Offering the study of computing alongside creative 
practice, students are exposed to different modes of learning that help students 
develop a strong technical fluency with computational technologies with 
discovery-based learning rooted in creative practice. 

2 

Creating creative developers: Creative Developers are sought after in industry with 
their ability to both translate creative direction into code and deliver creative 
direction themselves. The course is distinct as it develops creative graduates with 
the ability to develop for the dominant frameworks that underpin much of the 
creative digital industries and lead creative work with technology. 

3 

A material understanding of computational technologies: Students develop an 
appreciation of what computation is in both a technical and cultural sense. This 
understanding enables students to challenge dominant way of deploying 
technology at the level of code, for example reengineering facial recognition 
algorithms to challenge cultural basis. 

4 

Research informed teaching: By design the course is significantly informed by the 
research agenda of the Institute within which it sits. As such the course explore 
domains such as machine intelligence, explores how the contemporary world is 
being defined through human computer interaction and social platforms. 

5 

UAL Institute environment: This course represents the core undergraduate 
provision of the new UAL Institute for Creative Computing meaning that students 
have access to a purpose built physical environment and technical support, a 
public programme that explores the creative computing subject and exposure to 
creative computing research. 

6 
Critical engagement with technology: Through critical studies and creative practice 
the course provides students with the opportunities to question the trajectory of 
technology development and understand their role in producing the future. 

 
  



Course Detail 

The BSc Creative Computing is an exciting mix of computing and creative practice set in 
the context of a world-renowned creative university. You will lean to code, build apps, 
craft digital experiences, explore machine intelligence and more. You will acquire a 
contemporary set of applied computing skills covering the dominant coding languages 
and workflows that support innovation in the digital technology sector and creative 
practice. Building on these skills, and through creative practice, you will also develop 
your ability to innovate. This will enable you to understand and explore the cultural 
agency of computational technology. Engagement with creative practice also builds your 
ability to self-reflect and think critically about your role in shaping the world. This 
integration of computational and creative practice will ensure you have the opportunity 
to build a successful career in creative practice, the creative industries or within the 
digital technology sector more broadly. 

Course Units 

Year 0 

Unit summary: 

This optional year introduces you to a foundational understanding of creative computing 
including creative practice and digital production. 

• Introducing Creativity (20 Credits) 
• Foundational Methods for Creative Computing One (20 Credits) 
• Foundational Methods for Creative Computing Two (20 Credits) 
• Computational Practices: Digital Production (20 Credits) 
• Introducing Computational Practice (20 Credits) 
• Introducing Creative Practice (20 Credits) 

Year 1 

Unit summary: 

You will begin to broaden your computational skill set with an underpinning in coding – 
covering an introduction and building to include Data, Maths and Methods. Skills will be 
applied to creative making and computational practices encompassing sound and image 
processing as well as experience and physical computing. 

• Coding One: Introduction to Creative Computing and Coding Practice (20 Credits) 
• Coding Two: Data, Maths and Methods (20 Credits) 
• Critical Studies: A History of Computing and Computational Creativity (20 Credits) 
• Creative Making: Design and Coding Visuals (20 Credits) 
• Computational Practices: Sound and Image Processing (20 Credits) 



• Creative Making: Experience and Physical Computing (20 Credits) 

Year 2 

Unit summary: 

As you develop your computational understanding you’ll progress into digital making 
involving both Experimental Human Computer Interaction and explore Social Platforms. 

• Coding Three: Web Development Studio (20 Credits) 
• Coding Four: Collaborative App Development Studio (20 Credits) 
• Critical Studies: Network Thinking (20 Credits) 
• Computational Practices: Visualisation and Sensing (20 Credits) 
• Creative Making: Experimental Human Computer Interaction (20 Credits) 
• Creative Making: Big Data, The Self and Social Platforms (20 Credits) 

Year 3 (Optional Year in Industry) 

Unit summary: 

The Diploma in Professional Studies is an optional placement year in industry between 
the second and third year of the course. It is a managed year of professional experience, 
largely undertaken in the design profession in a variety of national and international 
locations. 

Successful candidates are selected on a competitive basis from academic performance 
and studentship, successful completion of the DPS bridging studies and by portfolio and 
proposal. 

Year 3 / 4 

Unit summary: 

In your final year you will explore computational approaches to machine intelligence and 
the ethical implications of such technologies. Alongside this you will develop creative 
project work using machine intelligence frameworks and have the opportunity to 
develop a self directed graduation project that brings together the skills and expertise 
you have gained throughout the course. 

• Coding Five: Approaches to Machine Intelligence (20 Credits) 
• Critical Studies: Computational Ethics (20 Credits) 
• Creative Making: Art and Artificial Intelligence (20 Credits) 
• Coding Six: Computational Communities and Professional Platforms (20 Credits) 
• Creative Making: Graduation Project (40 Credits) 



Learning and Teaching Methods 

The course delivered through a series of lectures introducing core topics, providing 
context and explaining the purpose of tasks. In labs, students will work both individually 
and in groups to develop knowledge through a series of practical and creative exercises, 
undertaken throughout the course. Students will work in a programming environment 
suitable for the creation of real-time, interactive software. In creative making units’ 
subjects will be introduced through a range of studio-based workshops and assignments 
supported where appropriate by lectures, seminars, critiques and visits. Independent 
creative practice is also required. 

Assessment Methods 

• Paper exams 
• Multiple choice tests 
• Course work 
• Set tasks 
• Presentations 
• Creative practice 

Reference Points 

The following reference points were used in designing the course: 

• UAL Teaching Learning and Enhancement Strategy 
• UAL Digital Creative Attributes Framework  
• QAA Benchmark Statements for Art & Design 
• QAA Benchmark Statements for Computer Science 
• NESTA Future Skills 2030 Report 
• “Culture is Digital” DCMS report 2018 
• Industrial Strategy, gov.uk 



Course Diagram 
 

 
 
S = Summative Assessment. Indicative summative assessment weeks are noted in the course diagram. 
For exact dates please refer to your timetable. 
  

  



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 


