
 
 

 
 
 

UAL Creative Computing Institute Diploma 
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 UAL_CCI 

FHEQ Level Level 5 Diploma 

Course Credits 120 

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 

To see the University’s Regulations on Admissions, please 
go to the following link: 

APPROVED 



http://www.arts.ac.uk/course-regulations/admissions/ 

The selection procedures for the course adhere to the Equal 
Opportunities policy of the University of the Arts London. 

Admission to the Diploma in Creative Computing adheres to 
progression regulations where students are expected to 
have completed 2 years’ previous study up to Level 5 (or 
equivalent) in the subject area of their course. Should 
students fail any credits, during that period, progression 
regulations would apply whether they could undertake the 
DCC year. 

Selection Criteria Your performance on the first year and second of study on 
your current BA course will be taken into consideration with 
reference to your Course Leader. This will include 
consideration of your past studentship, attendance, 
commitment and performance. The overriding concern will 
be to ensure that, you will have the skills, motivation and 
commitment to undertake computational practice and to 
develop self-initiated projects. 

It is vital that you demonstrate that you are an independent 
learner able to manage your academic studies learning 
experience and deadlines, initiate projects and steer the 
quality of your experience. It is also vital you demonstrate 
that you will be able to thrive in a computationally oriented 
environment which requires full attendance across a coding 
intensive curriculum. 

Your application will be reviewed in the light of below listed 
criteria: 

• A good level of general creative ability; 
• A sufficient level of technical and craft skill in your 

disciplinary area and evidence of creative 
computing practice; 

• An ability to articulate and express your creative 
ideas; 

• A clear and feasible proposal of intent and ambition; 
• An ability to work as part of a collaborative team; 



• Evidence of motivation and commitment through 
past performance; 

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 

Diploma in Professional Studies  120  

 

Scheduled Learning Split by Level 

Level 5 26%   

Total Scheduled Learning Split 26%  



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

Aim/Outcome Description  

Aim 
Introduce creative computing as a complementary technical and 
creative specialism to your main UAL degree. 

Aim 
Develop your skills in creative coding in various relevant coding 
languages, tools and frameworks. 

Aim 
Develop computational literacies including an ability to describe the 
technical requirements of creative computing projects with specialist 
vocabulary. 

Aim 
Enhance your understanding of graduate opportunities the digital 
creative industries. 

Aim Enhance your ability to work in multidisciplinary digital teams. 

Aim 
Develop computational literacies including a critical understanding of 
the computational developments shaping the future of the creative 
industries and society. 

Aim Give you a material understanding of computational technology. 

Outcome 
Produce creative computing outcomes that show both technical and 
creative accomplishment. 

Outcome 
Code in various coding languages and understand the different 
computational conventions associated with these. 

Outcome 
Collaborate and use collaborative tools to develop creative software 
applications. 

Outcome 
Prototype and pitch software applications and interactive 
experiences. 

Outcome 
Understand the opportunities that exist as the intersection of your 
creative practice and computing. 

Outcome 
Understand the new graduate opportunities available to you with a 
creative computing enhanced skillset. 

 
  



 
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 

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 explore dominant way of deploying technology 
at the level of code, for example reengineering facial recognition algorithms to 
challenge cultural basis. 

3 

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. 

4 

UAL Institute environment: This course represents the core undergraduate 
provision of the new UAL Creative Computing Institute 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. 

5 
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 UAL Diploma in Creative Computing will give you a material understanding of the 
computational technologies that underpin much innovation in both the creative 
industries and arts and design practice. The Diploma also gives you the opportunity to 
study with other undergraduates from across the university in a specialist UAL Institute 
environment and augment your creative practice giving you new opportunities as a 
creative practitioner. On successful completion of the diploma and the final year of your 
undergraduate degree you will graduate with an enhanced degree title e.g. BA Hons, 
Design (with Creative Computing). 

Creative graduates with advanced computing skills are in high demand and you will lean 
to code using industry standard languages and frameworks, how to develop apps and be 
introduced to emerging areas such as machine learning. You will also develop creative 
projects informed by these tools and techniques and gain an inside look at London’s 
digital creative economy, exploring both its working practices and the emerging 
opportunities for technology engaged creative graduates. 

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 creatives excited by the potential of computational technologies. 

Course Units 

The unit statements below explain what you will study and how these fit together to 
provide you with a deep dive into creative computing outside your core creative specialism. 
The course maintains creative practice alongside the study of creative computing and an 
introduction to the digital creative industries of London in order that students are exposed 
to new opportunities and the professional contexts in a world hub of digital creative 
industries. 

The first half of the course sees you study three units in parallel and aims to give an intense 
grounding in creative coding, computational concepts and creative computing practice.  

Unit 1 Creative Coding and Creative Computing Frameworks (20 Credits) 

This unit gives you a solid grounding in key coding languages for creative computing and key 
computational concepts and is designed to be accessible to different skill levels. This will be 
delivered in up to six hours a week of coding classes that cover languages and frameworks 
such as JavaScript, P5 and Python and workshops exploring tools and frameworks such as 
VVVV, Open Frameworks and Max MSP. 



Unit 2 Introducing Computational Futures and Artificial Intelligence (20 Credits) 

This unit explores the emerging area of Machine Learning and is mix of practical tasks 
introducing ML frameworks such as TensorFlow and seminars that look at emerging 
practice across the arts and creative industries that employ some level of artificial 
intelligence. 

Unit 3 Creative Practice: Visual Coding and Physical Computing (20 Credits) 

This unit is the creative application of the skills gained in this part of the course and you will 
produce creative visualisations that are controlled by sensors and actuators. This application 
of coding skills for visual output will include an introduction to physical computing and 
electronics prototyping with platforms such as Arduino and Micro:bit. 

The second half of the course sees you study three units in parallel and aims to give students 
an expertise of the process of developing apps in teams it also introduces students to the 
digital creative industries of London and further develops their creative practice. 

Unit 4 Creative Coding: Critical Infrastructures (20 Credits) 

This unit builds on the computational futures and creative practice units and programming 
skills learned in these units. The aim of this unit is to further develop hands-on computing 
skills and your ability to think creatively and critically about the development of 
contemporary computing technology infrastructures and their wider social impact.  

Unit 5 Work and the Digital Creative Industries (20 Credits) 

The aim of this unit is to provide and in depth understanding of both the structure of the 
creative industries in London and the varied opportunities that exist in what is a diverse 
sector for people engaged with creative computing. 

Unit 6 Creative Practice: Computational Environments (20 Credits) 

This unit builds on the creative practice developed earlier in the course and explores scaling 
that practice by developing spatial interventions. You will explore projection mapping, 
computer vision and sound tools to explore computational environments. 

Learning and Teaching Methods 

The course is delivered through a series of seminars introducing core topics, providing 
context and explaining the purpose of tasks. In labs, you will work both individually and 
in groups to develop knowledge through a series of practical and creative exercises, 
undertaken throughout the course. You will work in a programming environment 



suitable for the creation of real-time, interactive software. In creative making units’ you 
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 and the course aims to augment your creative practice 
giving you new opportunities as a creative practitioner. 

Assessment Methods 

• 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 
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  Block One Block Two 

  Term 1 

  

Term 2 

  

Term 3 

Week 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 

Level 5 

 Creative Coding and Creative 
Computing Frameworks (20 

Credits) 
S 

 Creative Coding: Critical Infrastructures (20 
Credits) 

S 

Introducing Computational Futures and 
Artificial Intelligence (20 Credits) 

S 
  Work and the Digital Creative Industries (20 Credits)  S 

Creative Practice: Visual Coding and 
Physical Computing (20 Credits) 

S 
  Creative Practice: Computational Environments 

(20 Credits)  
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 


