
 
 

 
 
 

MRes 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 CCIMRCOMF01 

FHEQ Level Level 7 Masters 

Course Credits 180 

Mode Full Time 

Duration of Course 1 year 

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 N/A  

Course Entry 
Requirements 

An applicant will normally be considered for admission if 
they have achieved an educational level equivalent to an 
honours degree in either the broad fields of: 

APPROVED 



• computer science, 
• science and technology studies, 
• data science, 
• computing, 
• a joint computer sciences and arts/humanities 

degree, or a closely related subject. 

Or, from a creative discipline with substantial 
computational practice such as: 

• Interaction Design 
• Interactive Media Design 
• Web Design / Development 
• Games Design / Development 
• Communication Design 
• Digital Design 
• Product Design 

Educational level may be demonstrated by: Honours degree 
(named above); Possession of equivalent qualifications in a 
design-related or creative discipline; Prior experiential 
learning, the outcome of which can be demonstrated to be 
equivalent to formal qualifications otherwise required. Your 
experience is assessed as a learning process and tutors will 
evaluate that experience for currency, validity, quality and 
sufficiency; Or a combination of formal qualifications and 
experiential learning which, taken together, can be 
demonstrated to be equivalent to formal qualifications 
otherwise required. 

Applicants without the required qualifications, but with 
professional experience may be eligible to gain credit for 
previous learning and experience through the AP(E)L 
system. 

Language requirements: IELTS level 7.0 or above, with at 
least 6.0 in reading, writing, listening and speaking (please 
check our main English Language requirements webpage) 

Selection Criteria Sufficient prior knowledge and experience of and/or 
potential in a specialist subject area to be able to 



successfully complete the programme of study and have an 
academic or professional background in a relevant subject. 

To show a willingness to work as a team player, good 
language skills in reading, writing and speaking, the ability 
to work independently and be self-motivated. 

Critical knowledge of and enthusiasm for the subject area 
and capacity for diverse research-led study at the 
intersection of computing and practice-based research. 

We welcome non-standard applications from diverse 
applicants and subject fields and applications that make a 
strong case for how the course could be applied to the 
ambitions of the applicant in the pursuit of innovative 
approaches to research using computing, will be prioritised. 

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 

Postgraduate Certificate (Exit Only)  60  

Master of Research  180  

 

Scheduled Learning Split by Level 

Level 7 17%   

Total Scheduled Learning Split 17%  



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

Aim/Outcome Description  

Aim 
To enable you to articulate and deploy a rigorous and innovative 
approach to the interdisciplinary field of creative computing 
research. 

Aim 
To equip you with advanced computational approaches to novel 
research questions. 

Aim 
To equip you with an advanced and applied knowledge of research 
methods as relevant for creative computing and technology research. 

Aim 
To ensure you have advanced awareness of research ethics and the 
ethics of computation in advanced research practice. 

Aim 
To prepare you for further advanced research in academic or industry 
contexts. 

Outcome 
Define advanced research questions within the field of creative 
computing 

Outcome 
Undertake advanced interdisciplinary research across computing, 
design and arts contexts 

Outcome Use advanced methodologies in research design and practice 

Outcome 
Develop and use experimental software for advanced creative 
computing research 

Outcome 
Apply an advanced ethical framework for research involving people 
and technology 

Outcome 
Present credible interdisciplinary research findings drawn from 
experimental data 

 
  



 
Distinctive Features 

1 

Access to world-class creative computing researchers: students will see how 
innovate creative computing research is conducted and how experienced 
researchers develop innovative approaches to problem formation and 
interdisciplinary methods. 

2 
Access to bespoke software tools for creative computing research: students will 
benefit from both early stage custom computing research technology and 
established research-oriented code developed by CCI researchers. 

3 
Machine Learning and creative AI research focus: students will benefit from work 
within the Institute research theme of Creativity Machine Learning and AI and will 
be exposed to experimental computational approaches to research in this field. 

4 

CCI PhD and partners student research community: The course engages with 
creative computing researchers from across London’s university sector including 
our formal research collaboration agreement with Goldsmiths UoL. This means 
students have access to cross institutional seminars and workshops over the 
course of their studies with a cross institutional groups of research students. 

5 
CCI technology partners: The CCI has relationships and undertakes collaborative 
doctorial awards with various innovative teams at large technology corporations 
including the likes of Google, Microsoft. 

 
  



Course Detail 

The post-graduate masters by research MRes Creative Computing will give you a 
material understanding of computational technologies in the context of creative 
computing research. You will also be introduced to innovative research methods, the 
knowledge domain of creative computing and research design in an interdisciplinary 
context. The course specifically supports progression to MPhil/PhD both within the 
Institute and elsewhere and is a good fit for someone looking to develop a research 
career (in academia or industry) and who wants to know how research is done in the 
interdisciplinary domain of creative computing. 
  

As an MRes student you will engage with the following core Institute researchers 
themes; 
Creativity, Machine Learning and AI, This platform explores how a foundational 
technology of the 21st century can be used in creative ways and examines how people 
will act with such technologies in deploying their personal and collective creativity; 
Human Computer Interaction, This platform explores how we behave with emerging 
technologies and what they will mean for products, services and culture; Platforms, Big 
Data and Digital Citizenship: This platform explores how the huge amount of data 
aggregated to the key platforms of our time can be understood, explored and contribute 
to a public discourse of a globalised and networked society. 
 
As a student at the UAL Creative Computing Institute you will study in a specialist and 
research rich environment. The Institute provides dedicated technical resources and 
access to an Institute wide lecture programme and further opportunities to engage with 
Institute researchers and practitioners through additional events, seminars and 
workshops. By studying at the UAL Creative Computing Institute, you will join at network 
of creative researchers excited by the potential of computational technologies. 

Course Units 

Methods 1: Creative Computing Research Methods (20 Credits) 

This class introduces the key aspects of the research process and interdisciplinary 
methodologies and methods for creative computing research. Qualitative, quantitative, 
visual and applied methods are introduced including methods from the fields of 
computer science and participatory design. 

Methods 2: Domain Knowledge and Creative Computing (20 Credits) 



This seminar class introduces the key domains of knowledge at play in creative 
computing research. Students develop a literature review based on concepts developed 
in this class. 

Creative Coding for Research (20 credits) 

This practical class develops key coding skills to support creative computing research and 
contains applied project work. Students will be introduced to key tools and frameworks 
with which to undertake computing research. 

Methods 3: Computational Research Ethics (20 Credits) 

This seminar class introduces the key research methods for creative computing 
specifically including defined approaches to working with people and technology. 
Students will also be introduced to applied ethical frameworks for undertaking creative 
computing research and will develop a method statement and ethical evaluation for a 
proposed research project. 

Research Design and Experimental Data in Creative Computing (20 credits) 

This practical class develops advanced coding skills to support creative computing 
research. Students will be introduced to innovative approaches to generating research 
data and will practically explore creative AI and machine learning in the context of 
creative computing research. The unit will also specifically explore research design with 
experimental data and tools. 

Research Project (80 credits) 

Students will undertake self-directed research project which will be submitted as a draft 
academic paper, a formal PhD proposal or a creative presentation of research with an 
accompanying thesis. 

Learning and Teaching Methods 

To enable students to demonstrate achievement against the unit learning outcomes, 
learning and teaching methods will include: 

• Lectures and seminars 
• Studio/lab-based practice & masterclasses 
• Project work 
• Technical Tuition 
• Collaborative problem-solving & group work 
• Independent Study 



Assessment Methods 

The assessment strategy for the MRes has been designed in accordance with the QAA 
expectations of research masters as outlined in section 6 above. It is a strategy tht 
develops threshold research competency in creative computing. Assessment methods 
include: 

• Project portfolio comprising  
o Technical prototypes 
o Presentations 

• Essays and reports 
• Exams 

Reference Points 

QAA guidance has been consulted and the course fully adheres to the Revised UK Quality 
Code for HE expectations for standards and quality. And specifically the uk quality code, 
advice and guidance: research degrees here: https://www.qaa.ac.uk/quality-
code/advice-and-guidance/research-degrees# 

https://www.qaa.ac.uk/docs/qaa/quality-code/revised-uk-quality-code-for-higher-education.pdf?sfvrsn=4c19f781_8
https://www.qaa.ac.uk/docs/qaa/quality-code/revised-uk-quality-code-for-higher-education.pdf?sfvrsn=4c19f781_8


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 


