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General Information 
 
Dr Maddy Sclater | PGT Elective Coordinator and Course Leader | m.sclater@gsa.ac.uk  
 
Jen Allan | Learning and Teaching Administrative Officer | electives@gsa.ac.uk | 0141 566 1142 
 
Learning and Teaching Team 
Barnes Building level 2 
9 - 11 West Graham Street 
Glasgow 
G4 9LE 
 

 
 
 
The full campus map can be found here: http://www.gsa.ac.uk/media/1166895/campus-map-oct-
2015.pdf 
 

Buildings located outside of Garnet Hill: 
 
Pacific Quay Campus | The Hub | 70 Pacific 
Quay | Glasgow | G51 1EA 
 
Visitors should report to the Reception on the 
ground floor. All facilities are accessible for 
wheelchairs users. Limited visitor parking is 
available.  
 
Tontine Building | 20 Trongate | Glasgow | 
G1 5NA  
Access for staff and students only.  
 
 
 
 

Whisky Bond | 2 Dawson Road | Glasgow | 
G4 9SS  
 
Access to Archives and Collections by 
appointment only | Contact 
archives@gsa.ac.uk  
 
Main GSA Contact Details: 
 

 Main Reception | 0141 353 4500  

 Night Security | 0141 353 4471 

 Janitorial Services | 0141 353 4539 

mailto:m.sclater@gsa.ac.uk
mailto:electives@gsa.ac.uk
http://www.gsa.ac.uk/media/1166895/campus-map-oct-2015.pdf
http://www.gsa.ac.uk/media/1166895/campus-map-oct-2015.pdf
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Introduction and Welcome 
 
Welcome to the Glasgow School of Art Postgraduate Cross-School Electives choices guide. This is 
your essential guide to the cross-school Electives that form part of your programme of study. 
 
The overall philosophy of the postgraduate taught cross-school electives programme is to provide 
opportunities for students, across all of the schools of GSA, to explore interdisciplinary working and 
learning on topics of mutual interest. 
 
The PGT electives are offered at two points in your degree programme. Stage 1: Core Research Skills, 
which runs in Term 1, offer students the opportunity to develop their knowledge, skills and 
experience in designing and undertaking research at a postgraduate level. It provides a range of 
courses covering various research methods and approaches which allow you to specialise in research 
appropriate to your creative practice whilst locating the key principles of postgraduate research 
within your core programme. 
 
Stage 2: Cross School Electives, which runs in Term 2, offer students the opportunity to broaden 
their studies and undertake courses in subjects outside of their specialist disciplinary programme.  
This allows you to explore aspects of your practice that you would like to further develop or engage 
in the study of a new subject. The courses that you will encounter in Stage 2 range from 
historical/theoretical through to technical, technology-focused and practice-based. 
 
The Cross-School Electives are administered and supported by the Learning and Teaching Team who 
are based on the 2nd floor of the Barnes Building. Contact information and key contacts are detailed 
in the front of this guide and we would be happy to help you with any issues or questions you have.  
 
We wish you the very best for your studies here at the Glasgow School of Art and hope that you 
have a fantastic educational experience as you engage with the PGT electives offer.  
 
 
The Learning and Teaching Team 
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The Cross School Electives 
 
Taught postgraduate students at the Glasgow School of Art usually take one Core Research Skills 
Elective (Stage 1) and one or two cross school Elective course (Stage 2).  As this is a cross-school 
programme you may select an elective course offered from any Academic School or Department 
providing that your programme specifies this option. Please see Programme Typology, page 7. 
Introductory presentations providing information about the electives courses content, teaching 
methods and assessment are available on the Virtual Learning Environment (Canvas), and we 
recommend that you review this material prior to the Stage 1 and 2 Inductions. 
 
Signing up and Choosing Electives 
 
Each stage of the electives has an induction/ ‘Meet and Greet’ session where you can meet the 
tutors and ask questions relating to the course you are interested in selecting. If you have any 
questions you can contact your tutor directly. 

Following the induction you will be emailed a link and asked to complete your choices.  The link will 
take you to Canvas where you will be asked to list your first, second and third choice for electives. 
Every effort will be made to assign you to your first choice of elective, however, depending on class 
size it may be necessary to assign you to your second or third choice. Full instructions relating to the 
sign up process are available on Canvas  and the instructions will also be emailed to all students. If 
you do not complete the survey within the allocated time we cannot guarantee you any of your 
preferred elective choices. Therefore it is vital that you complete the survey in good time.  
 

 Stage 1 Core Research Skills Induction/’Meet and Greet’ takes place on Wednesday 20 
September 2017 14:00 – 16:00 in Adelaides, 209 Bath St, Glasgow G2 4HZ 

 Stage Induction/’Meet and Greet’ takes place on Monday 19 November 201 14:00 – 16:00 
in Adelaides, 209 Bath St, Glasgow G2 4HZ 

 
Guidance on Choosing the Right Elective 
 
Prior to making your choice it is highly advisable that you discuss your elective choices with your 
programme leader before you make your final selection. This is an important step, as it will give you 
an opportunity to talk through any questions you may have in relation to your choice with your 
Programme Leader. You may also wish to contact the course tutor after the induction should you 
have further questions about the detail of their course. This will help to ensure that the selection 
you have made is compatible with your interests and learning orientation. Please also consult the 
full course specification documents for all elective courses for further information. These are 
available on Canvas.  
 
Missed the Induction? / ‘Meet and Greet’ 
 
If you are unable to attend the Induction / ‘Meet and Greet’ session you can access all of the 
introductory course PowerPoint presentations that are delivered by the elective tutors through 
Canvas. We recommend that you browse through the PowerPoint presentations and contact the 
tutor directly by email if you have any further questions. You should also discuss your choices with 
your programme leader.  
 
 

 

https://www.google.co.uk/maps/place/Adelaides/@55.8646524,-4.264747,15z/data=!4m5!3m4!1s0x0:0x28fbe80e2896fd2f!8m2!3d55.8646524!4d-4.264747
https://www.google.co.uk/maps/place/Adelaides/@55.8646524,-4.264747,15z/data=!4m5!3m4!1s0x0:0x28fbe80e2896fd2f!8m2!3d55.8646524!4d-4.264747
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Teaching Timetables 
 
Stage 1 and Stage 2 electives are taught over a period of ten weeks with eight taught sessions, one 
session mid way usually focused on a self-directed or group task, and one session during the final 
week of teaching for optional assessment tutorials.  
 
Stage 1 Timetable  
 
The Stage 1 timetable is as follows:  
 
 20th September 2017  Induction/Meet and Greet 
 4th October 2017  Taught Class, Session 1 
 11th October 2017  Taught Class, Session 2 
 18TH October 2017  Taught Class, Session 3 
 25th October 2017  Taught Class, Session 4 
 1st November 2017  Taught Class, Session 5 
 8th November 2017  Taught Class, Session 6 
 15th November 2017  Taught Class, Session 7 
 22nd November 2017  Taught Class, Session 8 
 29th November 2017  Taught Class, Session 9 
 6th December 2017  Taught Class, Session 10 
 11th December 2017  Assessment Submission 
 
Stage 2 Teaching Timetable 
 
The Stage 2 timetable is as follows:  
 
 13th November 2017  Induction/Meet and Greet 
 24th January 2018  Taught Class, Session 1 
 31st January 2018  Taught Class, Session 2 
 7th February 2018  Taught Class, Session 3 
 14th February 2018  Taught Class, Session 4 
 21st February 2018  Taught Class, Session 5 
 28th February 2018  Taught Class, Session 6 
 7th March 2018   Taught Class, Session 7 
 14th March 2018  Taught Class, Session 8 
 21st March 2018  Taught Class, Session 9 
 18th April 2018   Taught Class, Session 10 
 23rd April 2018   Assessment Submission  
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Programme Typology 
 
Whilst a Cross-School PGT Programme exists for most PGT programmes for Stage 1 and 2, there are 
a small number of variations on particular programmes with regards to the type and numbers of 
elective courses students may select at Stage 1 and 2.  This also applies to the delivery of core 
research skills courses and elective courses on the Forres Campus where an alternative delivery 
mode (ADM) exists.  Please see the table below for further details. You can also speak to your 
Programme Leader for further details. 
 
School of Simulation and Visualisation 
 

Programme Title Stage 1 Stage 2 

MDes Sound for the Moving image 
Choose ONE Stage 1 
Core Research Skills 

Elective. 

Choose TWO 
Stage 2 Electives or DDS 

Elective Options. 

Master of Science (MSc) in Medical 
Visualisation and Human Anatomy 

Student are required to 
take Academic Skills for 

Masters Research  

No Elective course to be 
selected 

Masters of Science (MSc) in 
International Heritage Visualisation 

Choose ONE Stage 1 
Core Research Skills 

Elective. 

Choose TWO 
Stage 2 Electives or DDS 

Elective Options. 

Masters of Science (MSc) in Serious 
Games 

Choose ONE Stage 1 
Core Research Skills 

Elective. 

Choose ONE 
Stage 2 Electives or DDS 

Elective Options. 

 
Mackintosh School of Architecture 
 

Programme Title Stage 1 Stage 2 

Master of Architecture 
(MArch) in Architectural Studies 

Students are required 
to take A Research 

Primer for Architects 

Choose ONE Stage 2 
Elective. 

Master of Architecture 
(MArch) in Architecture (by 

Conversion) 

No Elective course to be 
selected 

No Elective course to be 
selected 
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Diploma in Architecture Stage 5 
No Elective course to be 

selected 

Choose ONE Stage 2 
Elective. 

 

Masters of Science  
(MSc) in  Environmental 

Architecture 

Students are required 
to take A Research 

Primer for Architects 

Students are required 
to take Energy, Comfort 

and Health AND  
Choose ONE Stage 2 

Elective. 

 
School of Innovation  
 

Programme Title Stage 1 Stage 2 

Master of Design (MDes) in Design 
Innovation and Citizenship 

Choose ONE Stage 1 
Core Research Skills 

Elective. 

Choose ONE Stage 2 
Elective. 

Master of Design (MDes) in Design 
Innovation & Environmental Design 

Choose ONE Stage 1 
Core Research Skills 

Elective. 

Choose ONE Stage 2 
Elective. 

Master of Design (MDes) in 
Innovation & Service Design 

Choose ONE Stage 1 
Core Research Skills 

Elective. 

Choose ONE Stage 2 
Elective. 

Master of Design (MDes) in 
Interaction Design* 

Choose ONE Stage 1 
Core Research Skills 

Elective  

Choose ONE Stage 2 
Elective  

Master of Design (MDes) in 
Transformational Design* 

Choose ONE Stage 1 
Core Research Skills 

Elective  

Choose ONE Stage 2 
Elective  

Master of Design (MDes) in 
Collaborative Creativity* 

Choose ONE Stage 1 
Core Research Skills 

Elective  

Choose ONE Stage 2 
Elective  

Master of Science (MSc) In 
International Management and 

Design Innovation 

No Elective course to be 
selected 

No Elective course to be 
selected 

 
*This PGT Programme is also taught on the Forres Campus.  Thus Core Research Skills (stage 1) and 
Electives (stage 2) are delivered in an alternative delivery method (ADM).  Students should choose 
from the menu that exists for these programmes for stage 1 and 2 for these programmes. 
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School of Design 
 

Master of Science (MSc) in Product 
Design Engineering 

Choose ONE Stage 1 
Core Research Skills 

Elective. 

Choose ONE Stage 2 
Elective. 

Master of Design (MDes) in Fashion 
and Textiles 

Choose ONE Stage 1 
Core Research Skills 

Elective. 

Choose ONE Stage 2 
Elective. 

Master of Design (MDes) in Interior 
Design 

Choose ONE Stage 1 
Core Research Skills 

Elective. 

Choose ONE Stage 2 
Elective. 

Master of Design (MDes) in 
Communication Design 

Choose ONE Stage 1 
Core Research Skills 

Elective. 

Choose ONE Stage 2 
Elective. 

Master of Design (MDes) in 
Graphics/Illustration/ 

Photography 

Choose ONE Stage 1 
Core Research Skills 

Elective. 

Choose ONE Stage 2 
Elective. 

 
School of Fine Art 
 

Programme Title Stage 1 Stage 2 

MLitt in Curatorial Practice 
No Elective course to be 

selected 

Choose ONE Elective 
from either Stage 2 or 

any University of 
Glasgow Electives. 

Master of Fine Art 
Choose ONE Stage 1 
Core Research Skills 

Elective. 

Choose only one of the 
following:  

a) ONE Stage 2 
Elective  

b) MFA Elective: 
Extended Studio 

Practice  
c) MFA Elective: 

Extended Theory  

MLitt in Fine Art Practice 
Choose ONE Stage 1 
Core Research Skills 

Elective. 

Choose ONE 
Stage 2 Electives. 

http://www.gsa.ac.uk/media/157768/MFA%20Extending%20Studio%20Practice.pdf
http://www.gsa.ac.uk/media/157768/MFA%20Extending%20Studio%20Practice.pdf
http://www.gsa.ac.uk/media/486254/MFA%20Elective%20-%20Extended%20Studio%20Practice.pdf
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Masters of Research (MRes) in 
Creative Practices 

 

Choose ONE Stage 1 
Core Research Skills 

Elective. 

Choose TWO 
Stage 2 Electives. 
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Stage 1: Core Research Skills 
Stage 1 electives operate from a shared curriculum architecture. This means they are all focused on 
delivering the same educational aims and intended learning outcomes however there are delivered 
through a variety of methods, content concepts and approaches. This approach to developing 
research skills allows students to explore and develop their research at a postgraduate level whilst 
selecting an approach appropriate to their creative practice.  
 
Overview 
Stage 1 electives offer students the opportunity to develop their research skills and practices 
through a variety of discipline lenses. The courses on offer introduce students to a range of core 
research skills ranging from formulating research questions to methods of utilizing visual and written 
sources. The ways in which postgraduate study differs from undergraduate – and the significance of 
research to this distinction – will be explored. Central to the courses is the importance of research 
for practitioners, and the notion of practice as a form of research.  
 
Shared Course Aims 
 
Stage 1 Elective courses aims to: 
 

 Provide students with a variety of core research tools that are equally useful across a range 
of fields of postgraduate study; 

 Facilitate cross-disciplinary thought and practical connections, by bringing together students 
on different programmes of study; 

 Enable students to conduct and manage their own self-contained research projects; 

 Interrogate the relationships between forms of research and modes of practice. 
 
Shared Intended Learning Outcomes 
 
Upon successfully completing your stage 1 elective you should be able to: 
 

 Use a range of research resources and methods effectively; 

 Understand the principles underpinning research at postgraduate level; 

 Demonstrate understanding of the relationships between research and practice; 

 Organise and conduct research projects effectively and efficiently. 
 

Indicative Content 
 
All stage 1 courses focus on delivering the same content concepts however these are achieved 
through different disciplinary and pedagogic lenses. This content is focused on delivering:  
 

 Introducing research skills for postgraduate students 

 Conceptualising a research question 

 Understanding research resources 

 Finding and managing information 

 Mapping the context 

 Developing and managing a project of research 

 Practice as research 

 Disseminating research outcomes 

 Ethical considerations 
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Assessment 
 
Attendance at lectures, seminars and group discussions is mandatory. The submission may take one 
or two forms: 
 
 

No Assessment  
Method 

Description of 
Assessment 

Method 

Weight Submission week 

1 
Essay 

 
2500 word 

written essay 
100 End Stage 1 

 
OR 
 

No Assessment  
Method 

Description of 
Assessment 

Method 

Weight Submission week 

1 Portfolio 

Annotated 
portfolio of 

research sources, 
including 500 

word 
contextualising 

statement 

100 End Stage 1 

 
Or by assessment methods detailed in the course documentation for specific electives. 
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Electives Available:  
 
The following table and subsequent pages detail the stage 1 electives which are available to students 
to choose from. More information about each elective is given in the proceeding pages however if 
you have any questions you can contact the tutor directly using the email address below.   
 

Course Title 
Academic 

Area 
Tutor Tutor email addresses 

A Research Primer for 
Architects 

Mackintosh 
School of 

Architecture 
Raid Hannah ra.hannah@gsa.ac.ek 

Academic Skills for 
Masters Research 

Digital 
Design 
Studio 

Daisy Abbott 
 

D.Abbott@gsa.ac.uk  
 

Archives and Historical 
Resources 

 

Archives and 
Collections 

Debi Banerjee d.banerjee@gsa.ac.uk 

Design Process Journal 
 

School of 
Design 

Julia Maclean j.Maclean@gsa.ac.uk 

Drawing as Research 
Learning 

and 
Teaching 

Conor Kelly 
c.kelly@gsa.ac.uk 

 

Philosophy and 
Creative Practice 

Learning 
and 

Teaching 
William Clark 

b.greenman@gsa.ac.uk 
 

Popular Culture and 
Creative Practice 

Learning 
and 

Teaching 
David Sweeney 

d.sweeney@gsa.ac.uk  
 

Preparing to do 
Creative Business 

Learning 
and 

Teaching 
Libby Anson 

l.anson@gsa.ac.uk 
 

The Sociological 
Imagination 

Learning 
and 

Teaching 
William Clark 

w..clark@gsa.ac.uk 
 

User centred research 
for design:  An 

introduction to design 
ethnography 

School of 
Design 

Brian Loranger 
 

b.loranger@gsa.ac.uk 
 

Visual Mapping:  
Analysis  and 

Presentation through 
Graphics 

School of 
Design 

Brian Dixon 
b.dixon@gsa.ac.uk 

 

Writing in Art, Design 
and Architecture:  

Practice and Theory 

Learning 
and 

Teaching 
Helen McCormack h.mccormack@gsa.ac.uk 

  

mailto:ra.hannah@gsa.ac.ek
mailto:D.Abbott@gsa.ac.uk
mailto:d.banerjee@gsa.ac.uk
mailto:j.Maclean@gsa.ac.uk
mailto:c.kelly@gsa.ac.uk
mailto:b.greenman@gsa.ac.uk
mailto:d.sweeney@gsa.ac.uk
mailto:l.anson@gsa.ac.uk
mailto:w..clark@gsa.ac.uk
mailto:b.loranger@gsa.ac.uk
mailto:b.dixon@gsa.ac.uk
mailto:h.mccormack@gsa.ac.uk
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A Research Primer for Architects  
 
Course Tutor: Raid Hanna  
 
Email: Ra.Hanna@gsa.ac.uk  
 
Course Overview 
 
The RIBA charter in 1837 implies that the advancement of architecture is linked to the acquirement 
of ‘knowledge’. Research is an original investigation geared toward the creation of ‘knowledge’. This 
suggests that architecture is inextricably linked to research. The course aims to identify the context, 
gamut and modes of research that are appropriate to architecture and at the same time embrace 
generic concepts such as rigour, originality and significance. As a vehicle for teaching, the course 
intends to equip students with necessary knowledge and the skills required to enable them to 
initiate or investigate a problem, formulate a hypothesis and identify an appropriate methodology to 
conduct a systematic research activity, either quantitatively or qualitatively, on an aspect of 
architecture: social/ psychological, technological, environmental, design, etc. Participants will be 
exposed to a range of research methodologies and techniques of ‘measurement’ which will 
systematically compare actual building performance measures with explicit performance criteria. For 
design research and the course aims to highlight ‘protocol analysis’ and verbal segmentation as a 
methodology that can effectively deal with design cognition and approximately measure the 
designer’s behaviour.  
 
Assessment  
 
The course assessment will be through a portfolio containing research assignments mainly in 
diagrammatic form on various aspects of architectural research from design research and post 
occupancy evaluation to building science and creativity measurements. 
 
 
  

mailto:Ra.Hanna@gsa.ac.uk


Page | 16 
 

Academic Skills for Masters Research  
 
Course Tutor: Daisy Abbott  
 
Email: D.Abbott@gsa.ac.uk  
 
Course Overview  
 
This course ‘Academic Skills for Masters Research’ provides an advanced understanding of issues 
related to research methodologies that will facilitate the development of students’ ability to identify 
and utilise appropriate methodological and theoretical frameworks to support and manage their 
Masters projects. By the end of this course students should be better prepared and equipped to 
investigate potential projects and should be able to take a structured approach to research topics 
and specialist areas. The course is for all postgraduate students, particularly, for MSc students. It will 
explore some of the following topics:  

 Use and critical appraisal of sources 

 Communication and presentation 

 Writing an abstract 

 Critical evaluation of sources 

 Making notes 

 Literature review 

 Developing a project proposal 

 Use and critical appraisal of sources 

 Communication and presentation 

 Writing an abstract 

 Critical evaluation of sources 

 Making notes 

 Literature review 

 Developing a project proposal 

 Research project management 

 Research methodology 

 Data analysis 

 Writing Master’s thesis 

 Research Ethics 
 
Assessment 
Course assessment will be through a portfolio of short written coursework (see below assessment 
tasks), including a 1500-word Masers project proposal, which will prepare students for their Masters 
project (and thesis). Total word count is 2500 words.  

 Assessment task 1: Write a literature review, 40% weighting. 

 Assessment task 2: Presentation, 20% weighting 

 Assessment task 3: Write a Masters project proposal, 40% weighting  
 
 
  

mailto:D.Abbott@gsa.ac.uk
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Archives and Historical Resources  
 
Tutor: Debi Banerjee  
 
Email: d.banerjee@gsa.ac.uk  
 
Course Overview 
 
What is an archive for, and why are things archived? Who authorises what is archived, and who can 
access their content? How can creative practitioners work with archives and historical resources as a 
source of inspiration and value?  
 
This course introduces students to a range of different ways of thinking about and using archives and 
historical resources. It will explore some of the following topics: 
 

• The building of personal archives, from practices of collecting to online photo albums  
• Selection processes: what does not get archived, and why?  
• ‘Hard’ archives versus ‘digital’ archives  
• Archiving the ephemeral  
• Documenting everyday experience  
• Decay, disintegration, and loss: processes of rescue and restoration  
• The ‘aura’ of the archive and its contents 

 
Assessment  
 
For this course, students will be required to produce and submit one assignment. This may take 
either of the following forms:  
 

• Written submission (Essay): an essay of 2500 words, correctly presented and referenced, 
relating to a topic pertinent to the course. Students intending to write an essay should have 
the topic approved in advance by the course tutor.  

 
OR 
 

• Practical submission (Creative Submission) a piece of work that uses, critically and creatively, 
archival sources and materials as inspiration. This creative submission must be accompanied 
by a 500 word positioning statement. Students intending to produce a piece of practice 
should have the form of the work approved in advance. [*If a student wishes to make use of 
equipment and technical support from Technical Services, including the use of GSA’s media 
studio, they must first consult with their tutor who will in turn liaise with Technical Services 
to consider what level of support and technical provision might be available - due to 
restricted capacity.] 

 
 
  

mailto:d.banerjee@gsa.ac.uk
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Design Process Journal  
 
Course Tutor: Julia Maclean  
 
Email: j.maclean@gsa.ac.uk  
 
Course Overview 
 
N.B. This course is available to Design Students only. 
 

“…In essence, there are two ways of reporting a ‘research’ investigation:  
 

i. in the conventional logical format of an academic paper;  
ii. in a chronological format as a narrative detailing the research journey…”  

 
Gillham, B and McGilp, H (2007) Recording the Creative Process: An Empirical Basis 
for Practice- Integrated Research in the Arts. JADE, 26.2 

 
 The Design Process Journal course responds to the latter point and allows students to develop 
methods to systematically capture and articulate their individual design process as it evolves. 
Drawing upon a range of research and visualisation methods, the course supports students in terms 
of self-awareness and reflective learning, as well as analytical and presentation skills.  
 
Most creative practitioners keep records of their process, usually in the form of sketch-books, 
drawings, notebooks, prototypes and suchlike. This aspect tends to be unsystematic, with much of 
the formative work (and thinking) often discarded. The recording tends to focus on ‘significant’ 
developments, leaving ephemeral elements, and those regarded as ‘obvious’ or mundane largely 
undocumented. To paraphrase Wittgenstein, it is the aspect of things that are most important to us 
which are hidden because of their SIMPLICITY and FAMILIARITY.  
 
In terms of understanding, informing and articulating practice, this approach is a problematic one. 
Incomplete and selective evidence leads to superficial understanding, and in recalling these early 
stages from memory, practitioners are more likely to rationalise and formalise their process – 
tidying-up aspects deemed ‘messy’ or ‘irrelevant’.  
 
At the core of the Design Process Journal course is the Log described by students as a ‘personal 
archive’ or ‘sponge’ for their ideas, - or even as ‘Harry Potter’s pensieve’, where memories are 
stored - this is a personal, detailed account of creative activity. At times messy or incoherent, the Log 
reflects progress for each student. The final journal component forms a visual narrative, evidencing 
this developmental work in a more refined and edited form.  
 
Assessment  
 
Students are required to submit a professionally presented visual portfolio evidencing and 
explicating the individual Design Process. The Design Process Journal should provide a faithful 
account of how individual design outcomes are achieved which is clear to a notional outsider. 
 
The Design Process Log should also be submitted alongside the Creative Process Journal. This will 
help to demonstrate the working methods of individuals. Alongside the annotated portfolio of 
research sources, a 500 word contextualising statement is also required. 
  

mailto:j.maclean@gsa.ac.uk
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Drawing as Research 
 
Course Tutor: John Nicol 
   
Email: J.Nicol@gsa.ac.uk 
 
Course Overview  
 
This practice-led core research elective ‘Drawing as Research’ explores the role of drawing as a 
research tool and as a system of thinking. Drawing - the act of mark making - is a primal act, a proto-
lingual language that links thought to the physical world. Deanna Petherbridge describes drawing as 
“the artistic medium which is least interrupted by technical considerations and therefore the chosen 
means for the initial formulation of visual ideas and the transfer of appropriating of visual culture.”* 
It has an immediacy that can challenge and reward both artist and viewer. Drawing is traditionally 
described as the art of representing objects or forms on a surface chiefly by means of lines. Whilst 
helping students to develop basic drawing technique and observational skills, this elective will 
encourage students to speculate further on the nature of drawing practice and the role of drawing 
as a research tool. Exploring a range of strategies, students will develop a personal methodology 
that will allow them to create their own sign language and to develop a nuanced understanding of 
mark-making. Through praxis and critique students will question the role of drawing within their 
respective disciplines.  
 
The primary aim of this elective is to therefore explore, acquire and develop appropriate research 
skills through the lens of drawing practice.  Research skills are developed through focusing on the 
fundamentals of drawing skills, honing technique, improving students ability to understand accurate 
observational studies, drawing from life, and using drawing as a means of mapping and describing 
visual and conceptual problems.  Students will develop a personal methodology that forefronts 
drawing through practice and reflection. 
This course is for all postgraduate students.  It will explore some of the following topics: 
 

 Drawing from life 

 Drawing from the figure 

 Drawing Place 

 Drawing as mapping 

 Drawing and its relationship to ethics 
 
* Deanna Petherbridge, The Primacy of Drawing: An Artist’s View, ex. Cat. (London: South Bank 
Centre, 1991)  
 
Assessment  
 
The course will culminate with each student submitting a work, or series of works that 
demonstrate(s) visual research on a single topic to be determined by the student. Each student will 
also provide a 500 word contextualising statement outlining the chosen topic for his/her final 
assessment. This paper should act as a brief introduction to the topic and include a statement 
outlining the student’s perceived outcomes. Methodology, approach, and sources should not be 
cited in the paper, but made evident through the drawing(s).   
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Philosophy and Creative Practice 
 
Course Tutor: William Clark 
 
Email: w.clark@gsa.ac.uk 
 
Course Overview 
 
The Course ‘Philosophy and Creative Practice’ looks at some of the significant themes in 20th and 
21st century philosophy, with the aim of understanding and using philosophical concepts and modes 
of inquiry as a research tool and as an impetus to creative practice. The course will consist of a series 
of seminars in which the writing of major philosophers will be discussed. Each seminar will consider 
a theme, and introduce a set of questions and ideas that will be continued in subsequent sessions; 
these themes include questions about the notion of knowledge and truth, language, gender and the 

perception of space and time and their possible ramifications for art and design practices.  
 
This course does not assume any previous knowledge of philosophy and will offer an introduction to 
key concepts and ideas. It will, however, require reading of set texts some of which are 
straightforward, accessible arguments and others that demand more challenging and demand more 
patience. Nevertheless, through this study you will gain an ability to discuss and use philosophical 
concepts with confidence.   
 
There will be the option of either a written or practical form of assessment at the end of the course.

    
Assessment 
 
For this course, students will be required to produce and submit one assignment. This may take 
either of the following forms:•  
 

• Practical submission: a piece of work that uses, critically and creatively, philosophical ideas 
or methods as inspiration. The production of this piece of practice should take no more than 
30 hours. Students intending to produce a piece of practice should have the form of the 

work approved in advance. •  
 

• Written submission: an essay of 2500 words, correctly presented and referenced, relating to 
a topic pertinent to the course. Students intending to write an essay should have the topic 

approved in advance by the course tutor. 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Popular Culture and Creative Practice 
 
Course Tutor: David Sweeney 
 
Email: d.sweeney@gsa.ac.uk 
 
Course Overview 
 
Strange as it may seem today, in the aftermath of the 'culture wars' of the mid to late twentieth 
century, the study of popular culture is still treated with suspicion and derision not only by 'ordinary' 
people but even by some academics. Partly this is a problem of perception: to outside observers (the 
uninitiated) the practice of popular culture research e.g. watching films and television programmes, 
reading comic books, listening to pop music can seem far too much like fun rather than rigorous 
scholarship. And because pop culture is often dismissed as trivial, including by those who regularly 
participate in it, researchers are frequently accused of 'reading too much' into their area of study, 
with the result that they find themselves in the unenviable position of having to justify the academic 
value of their endeavours.  
 
The purpose of this course, ‘Popular Culture and Creative Practice’, is to assert the legitimacy of pop 
culture research and, in the process, to equip researchers with the means of defending their studies 
from those who fail to understand that trivia lies in the eye of the beholder and that the 'lowest' 
form of popular entertainment can reveal as much, if not more, about the society that generates it 
as the 'highest' work of art. 
 
The course shows not only that pop culture can be studied in a legitimate scholarly manner, it also 
show how such scholarship should be undertaken, drawing attention to the methodological mistakes 
researchers often make and the pitfalls they face as a result. The course will explore some of the 
following topics:  
 

• 'The Dream of Society', Why Study Popular Culture  
• Highs and Lows: How Culture Is Stratified and the Case against Popular Culture  
• 'Price is what you pay. Value is what you get.': Commodity fetishism, Cultural Capital and 

Passionate Materialism  
• Participatory Culture and Fan Labour  
• Working Hard, Or Hardly Working? How (and How Not) To Study Popular Culture  

 
Assessment  
 
For this course, students will be required to produce and submit one assignment. This may take 
either of the following forms:  
 

• Written submission: an essay of 2500 words, correctly presented and referenced, relating to 
a topic pertinent to the course. Students intending to write an essay should have the topic 
approved in advance by the course tutor.  

 
OR 

 

 Practical Submission: Students may submit a creative piece such as an illustration, sound 
piece, comic book etc which must be agreed in advance with the course tutor. Creative 
submissions should be accompanied by a 500 word positioning statement and full list of 
references.  
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Preparing to do Creative Business 
 
Course Tutor: Libby Anson 
 
Email: l.anson@gsa.ac.uk 
 
Course Overview 
 
The Preparing To Do Creative Business course has been designed to provide students with an 
understanding of the practical and theoretical research processes and methodologies involved in 
investigating the potential for viable and sustainable creative business and/or career ideas. By the 
end of the course, student will have had the opportunity to explore and investigate a range of 
methods by which they can assess the feasibility, desirability and viability of a particular idea that 
could form a future creative business venture or practice.  
 
Topics of study will include, among others: 
 

 Generating and evaluating ideas 

 Identifying innovation 

 Analysing trends and data 

 Forecasting and monitoring 

 Turning an idea into an opportunity 

 Project management 

 Market research techniques 

 Sourcing and accessing information 

 Research ethics 

 Communication and presentation 
 
Assessment 
 
Students will be required to submit a written, illustrated assignment or a video presentation that 
presents their investigations into and analysis of the potential of a creative business idea or 
professional practice. The final submission consists of: 
 

 A  2500-word written assignment (this should include examples of visual work, where 
appropriate, and a bibliography) 

 
OR 
 

 A 3-5 minutes video presentation or documentary 
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The Sociological Imagination 
 
Course Tutor: William Clark 
 
Email: w.clark@gsa.ac.uk 
 
Course Overview 
 
The course ‘The Sociological Imagination’ introduces the students to the classic tradition in social 
theory and combines this with an analysis of mostly 20th century avant-garde art practice. Through 
seminars, discussion and practical demonstrations it aims to show the connections and inter-
relations between what are effectively small groups of thinkers and identify the underlying themes 
and ideas that run through and define the period.  On completion of the course the Student should 
be able to prove an understanding of the classic tradition in social theory, convey knowledge of a 
range of peer-reviewed journal articles, and have achieved a high level of analytical thinking and the 
ability to work independently.  
 
The course will cover the following broad areas:  
 

• Defining the relevance of the classic tradition in social theory as the basis for thinking on 
what art is, or its connection to social movements, ways of living and the legitimisation or 
de-legitimisation of authority.  

• Social Theory across the disciplinary boundaries of Cultural Studies, Sociology and the 
Philosophy of Social Science.  

• Understanding the history of ideas.  
 
The course will explore some of the following topics:  
 

• Walter Lippmann’s concept of the stereotype and the formation of public opinion and 
relates Henri Bergson’s Phenomenology to the development of ‘Cubism.’  

• Emile Durkheim in terms of Social Facts, Anomie, Consciousness Collectives and 
Representation Collectives, examining his influence on Battaile, Mauss and Surrealism.  

• Karl Marx as a social philosopher, the Frankfurt School and Walter Benjamin, Realism and 
the Paris Commune  

• Max Weber’s work on Bureaucracy and Rationality, the cultural analysis of the Heidelberg 
Circle and German Expressionism.  

• Karl Mannheim in terms of Generations, Utopia and Ideology and Picasso’s 'Lost 
Generation'. 

• Giambattista Vico and the beginning of comparative cultural history touching on Isaiah 
Berlin and the history of ideas and the Sturm and Drang movement. 

• C. Wright Mills’ ‘The Cultural Apparatus’ and the development of Modern Art in America.  
• Cornelius Castoriadis’ ‘The Crisis of Art and the State’ that gathers together the general 

themes of the course. 
 
Assessment 
 
The student will be required to produce a well-conceived, empirically researched, theoretical 
argument in an essay of 2500 words complete with footnotes and bibliography using the Harvard 
referencing system.  
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User Centred Research for Design:  An Introduction into Design Ethnography 
  
Course Tutor:  Brian Loranger  
 
Email: b.loranger@gsa.ac.uk 
 
Course Overview 
 
The course content is designed to develop an understanding of the core research skills used in user 
experience design and design ethnography through engagement with a user-centred research 
project and supported by related seminars and specific expertise.  
 
‘User-centred Research for Design: An Introduction to Design Ethnography’ introduces creative 
practitioners to the main concepts of design ethnography (applied in a variety of disciplinary 
contexts), as a postmodern variation upon the Anthropological tradition, and looks at the theoretical 
and historical foundations of user centred research and how it relates to societies, cultures, and 
design. Students in this course will apply these theoretical tools in practice through short field 
exercises focused on key research skills within the larger context of cultural engagement and a 
nuanced appreciation of social, cultural and subjective manifestations of difference.  
 
The course will explore some of the following topics:  
 

• Techniques used within the field of “design ethnography” by creative practitioners  
• Approaches for working as a user-centred researcher within a creative project or specific 

milieu  
• The application of specific research tools and processes in research fieldwork and the 

generation of research findings  
• Identifying and deploying appropriate methods of communication both within fieldwork and 

to a diverse range of stakeholders  
• The role of ethics, empathy, humility, difference and respect when conducting design 

research.  
 
Assessment  
 
The percentage breakdown of the assessment will be as follows:  
 

• Research project with written reflective PPJ (Project Process Journal) with bibliography and 
references. 80% • Final presentation. 20%  

 
OR 

 
• A 2500 word written essay (this should include examples of visual work, where appropriate, 

with a bibliography) 
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Visual Mapping:  Analysis and Presentation through Graphics 
 
Course Tutor:  Brian Dixon 
 
Email: b.dixon@gsa.ac.uk 
 
Course Overview 
Visual Mapping introduces students from across the creative disciplines to the fundamental 
graphic principles underlying the activity of mapping as an expression of graphic practice or 
cartography, as well as providing them with an overview of the historical and theoretical context 
of use in which these mapping practices are situated. Students will apply these principles in a 
series of short exercises focused on producing mapping outputs within the context of design and 
design research.  
 
The course content is arranged so that students first develop understanding of the historical and 
theoretical landscape in which mapping practices emerge and thereafter explore practical 
applications. There are no specific hardware requirements. Additionally, it should be noted that 
project work will be carried out in strict compliance with GSA’s ethic policy, available at:  
 
http://www.gsa.ac.uk/media/497492/gsa_research_ethics_policy.pdf 
 
The course will explore the following topics: 
 

• The historical and theoretical evolution of mapping as a vehicle for knowledge generation 
and exchange within a design context. 

• The principles and techniques of best graphic mapping practice. 
• The application of specific approaches to mapping within design and design research 

projects as a means of exploring and analysing data, as well as presenting outcomes.  
 
Assessment 
 
The percentage breakdown of the assessment will be as follows: 
 

• Mapping output and written reflective journal (Project Process Journal) 80% 
• Final presentation 20% 

 
OR 

 
• A 2500 word written essay (this should include examples of visual work, where   appropriate, 

with a bibliography) 
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Writing in Art, Design and Architecture:  Practice and Theory 
 
Course Tutor: Helen McCormack 
 
Email: H.McCormack@gsa.ac.uk 
 
Course Overview 
 
The course ‘Writing in Art, Design, and Architecture: Practice and Theory’ will deepen your 
knowledge about writing, develop your writing skills, and facilitate discussion about writing. It will 
help to increase your familiarity with different forms of writing, specifically those you use an d 
encounter in the study and practice of art, design, and architecture. The course will enable you to 
evaluate what kind of writing is appropriate in what context, and exercise your critical and analytical 
skills in reading different kinds of writing. The course will support you in developing your ability and 
confidence in writing, and help you to think critically and reflectively about your own work. Through 
participation in class discussion you will gain confidence in verbally expressing your ideas, and 
attending and responding to others’ ideas. You will also develop your skills as a reviewer by reading 
and providing positive comments and constructive criticism on your peers’ writing. These skills are 
integral to academic research.  
 
The course is in two parts: the first involving reading and group discussion on different forms of 
writing on art and design; the second peer review of participants writing.  
 
Assessment  
 
This course has a ‘portfolio’ approach to assessment, with several compulsory assignments 
combining to give the final total grade.  
 

• Students will be assessed on the basis of reading assignments, written reflection on group 
discussion, written peer-review comments, student’s own writing sample (500 words), and a 
reflective evaluation of your writing sample and the peer-review. 
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Stage 2 Electives 
 
Taught postgraduate students at the Glasgow School of Art usually take one PGT Elective course as 
part of their programmes of study in Stage 2.  As you’ll see from the Typology, some programmes 
allow the selection of two elective courses.  All PGT electives run during Stage 2 of the academic year 
(from end Jan/early February to the end of May).  Elective are designed to be opportunities for 
cross-school and interdisciplinary learning and as such are encouraged to take and elective on offer 
from any School. 
 

Course Title 
Academic 

Area 
Tutor Tutor email addresses 

Advanced 3D 
Modelling 

SimVis Mike Marriott M.Marriott@gsa.ac.uk   

Aesthetics in 
Creative Practice 

School of 
Design 

Helen McCormack 
 

h.mccormack@gsa.ac.uk 
 

Art:  Theory and 
Practice since the 
1960’s 

Learning and 
Teaching 

William Clark w.clark@gsa.ac.uk  
 

Building Energy 
Modelling 

Mackintosh 
School of 
Architecture 

Filbert Musau 
 

f.musau@gsa.ac.uk  

Comic Books Learning and 
Teaching 

David Sweeney 
 

d.sweeney@gsa.ac.uk 
 

Culture in 
International 
Contexts 

School of 
Fine Art 

Ranjana Thapalyal 
 

r.thapalyal@gsa.ac.uk 
 

Design Ethnography 
in Practice 

School of 
Design & 
School of 
Innovation 

Brian Loranger b.loranger@gsa.ac.uk  

The Designer in 
Place: Experience-
Based Design 
Research 

School of 
Design & 
School of 
Innovation 

Brian Dixon b.dixon@gsa.ac.uk 
 

Design Process 
Portfolio  

School of 
Design 

Julia Maclean j.maclean@gsa.ac.uk  

Digital Culture School of 
Design 

Paul Maguire p.maguire@gsa.ac.uk  

Digital Painting 
(with Photoshop) 

SimVis Sandy Louchart S.Louchart@gsa.ac.uk 
 

Digital Sculpting 
(with ZBrush) 

SimVis Sandy Louchart S.Louchart@gsa.ac.uk 
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Energy Comfort and 
Health 

Mackintosh 
School of 
Architecture 

Chris Morgan 
 

c.morgan@gsa.ac.uk  

The Film Making 
Process 

SimVis Gillian Moffat G.Moffat@gsa.ac.uk  

The History of Art 
and Money 

Learning and 
Teaching 

William Clark w.clark@gsa.ac.uk  

Introduction to 3D 
Modelling and 
Animation 
 

SimVis Mike Marriott M.Marriott@gsa.ac.uk   

Interactive Audio 
with MaxMSP 

SimVis Ronan Breslin r.breslin@gsa.ac.uk 

Interactive Digital 
Narrative 

SimVis Sandy Louchart S.Louchart@gsa.ac.uk 
 

Material Cultures in 
Creative Practice 

School of 
Design 

Frances Robertson Fr.robertson@gsa.ac.uk 
 

Mapping the City Mackintosh 
School of 
Architecture 

Sally Stewart 
 

s.stewart@gsa.ac.uk  

Music for Picture:  
Theory and Practice 

SimVis Ronan Breslin 
 

r.breslin@gsa.ac.uk  

Sense Space Mackintosh 
School of 
Architecture 

Jo Crotch 
 

j.crotch@gsa.ac.uk  

Sound Culture SimVis Jessica Argo  j.argo@gsa.ac.uk   
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Advanced 3D Modelling  
 
Tutor: Mike Marriott 
 
Email: M.Marriott@gsa.ac.uk  
 
Course Overview 
 
This is an advanced course in 3D modelling and animation, and as such only suitable for students 
with prior experience in 3D modelling. 
 
The course will provide an overview of a range of means by which real-world objects and 
environments can be captured in 3Dproviding practical experience. In advanced 3D modelling from 
data acquired by Photogrammitry, Laser Scanning and published resources. 
 
The main focus of the course is on working from the data after acquisition, with emphasis on 
advanced techniques in modelling, re-topologisation of 3D data, decimation and optimisation, 
photo-texturing and re-projection of texture information. Through this course students will gain 
understanding and experience of the principles and practice of preparing 3D models derived from 
acquired 3D and 2D data for use in real-time and pre-rendered 
 
Intended Learning Outcomes 
 
By the end of this course students will be able to:  
 

 Demonstrate a critical understanding of a range of specialised principles and concepts of 3D 
modelling for visualisation from real-world data acquired through e.g. Photogrammetry, 
Laser Scanning and published resources.  

 Plan and execute a visualisation project, using acquired data through to the preparation of a 
finished 3D model for a range of end-user applications  

 Use a range of software to support and enhance 3D modelling work, and undertake critical 
evaluations of the range of 3D data and models used and created  

 Critically review, consolidate and extend skills in 3D modelling and animation  

 
Indicative Content 
 
This course is for students who already have some experience working with 3D modelling 
applications, and helps them develop their knowledge and expertise of a range of principles, 
techniques and tools for effective modelling and optimisation of 3D models using data (3D and 
texture) acquired from the real world.  
 
Students will learn how to work with complex 3D and 2D data, and will gain an increased 
understanding and awareness of the differences in requirements for these types of applications. The 
course will cover the following, indicative, topics:  
 

 
• Practical Photogrammetry: 3D data from photography  
• Model detail and quality: automatic decimation and manual re-topologisation/re-modelling  
• Level of detail for pre-rendered and real time applications, and optimisation  
• Photo-texturing for games and interactive environments (including: UV mapping, texture 

atlas, repeating textures.  
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• photo-texturing with different 3D levels of detail  
• Normal and bump mapping) for higher quality with lower level of detail  
• 3D and stereoscopic cameras & lighting  
• Rendering using the Mental Ray Renderer.  
• Introduction to post-processing of rendered animations (with e.g. Adobe After Effects)  

 
Assessment 
 
For summative assessment, students will develop a highly detailed, complex and well textured 3D 
model from data captured from the real world. Presentation will be in the form of 1 x 5sec 
animation at half HD and 1 x still image at full HD. Students will also be required to submit a 500 
word critical reflection of their project. Students will be given a range of choices and options for 
subjects, to allow students to situate the project within their own disciplines and domains. 
Coursework: 100%  
 
Assessment will be based on final scene within 3D Studio Max alongside final output. This will be 
supported by a 500 word critical reflection of the project.  
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Aesthetics in Creative Practice 
 
Tutor: Helen McCormack 
 
Email: H.McCormack@gsa.ac.uk 
 
Course Overview 
 
‘Ugly’ and ‘beautiful’ are terms that clients and viewers use freely, often without much thought. This 
is part of their role as consumers. By contrast, practising artists and designers have trained 
themselves to avoid such statements. In theory, practitioners have voracious eyes; all kinds of 
sources are supposed to feed creativity. In actuality, the truth is that lurking inside most work there 
are some strong but unacknowledged value judgements. This does not just apply to what might be 
considered safely tasteful, but also includes a bank of clichéd over-used ugly strategies (punk is 
arguably a case in point). Anne Hollander’s description of design in modernity as ‘committed to risk, 
subversion and irregular forward movement’ (1994: 14) outlines this tension between ugly and 
beautiful in contemporary practice well. How can something that was considered beautiful ten years 
ago now simply be an embarrassment? How do aesthetic judgements collide with choices about 
using references to the past to inform your work? This course invites participants to interrogate both 
their own practice and that of others in order to find how and why aesthetic judgements operate in 
specific contexts. At the same time it also raises the uncomfortable question of the relationship 
between so-called ‘cutting-edge’ creative practice, and the imperatives of fashionability in a 
consumer-driven market.  
 
Aims 
 
This course aims to: 
 

 introduce students to a range of theories of aesthetics; 

 encourage the student to frame conceptual investigations in this area through verbal 
reasoning, practice, and historical empirical research; 

 facilitate cross—disciplinary debate and practical connections, by bringing together students 
on different programmes of study; 

 enable students to conduct and manage their own self—contained research projects; 

 interrogate the relationships between aesthetic theory and creative practice. 
 
Learning outcomes 
 
By the end of the course students should be able to: 
 

 debate and analyse a number of aesthetic positions from a critical perspective; 

 demonstrate how ideas and practice interrelate in this area; 

 develop and defend an aesthetic position based on independent research. 
 
Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes.  The 
course will comprise 150 learning hours, of which approximately 15 hours will be direct contact 
time. 
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Indicative content 
 

• Beauty in practice: introductory session (discussion of one’s own discipline and values, with 
examples) 

• Beauty and its opposites 
• Purity and danger: aesthetics, disgust and the body 
• Referencing the past: tradition, quaintness and the out-of-date 
• Most embarrassing: aesthetics in practice (discussion of personal examples) 
• Common people: beauty, bad taste and social class (self-chosen field trip) 
• Aesthetics in practice (the work of other practitioners) 

 
Learning and teaching 
 
This course will be delivered through a series of lectures, seminars, site visits, and group discussions. 
 
Assessment methods 
 
For this course, students will be required to submit: 
 

 Either a 2500 word written essay (this should include examples of visual work, where 
appropriate, and a bibliography); 

 Or an annotated portfolio of research sources, including a 500 word contextualizing 
statement. 

 A visual Essay  
  
(All at 2000 words plus images as appropriate).  
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Art: Theory and Practice since 1960 
 
Tutor:  William Clark 
 
Email: W.Clark@gsa.ac.uk  
 
Course Overview 
 
This course introduces students to the major developments in art practice and theory from the 
mid—twentieth century to the present, tracking some of the key figures and debates within 
modernism and postmodernism. In considering topics such as authorship and originality, art and 
commodities, history and remembering, the course hopes to offer a recent historical context for 
today's cultural practices.  
 
Aims 
This course aims to:  
 

• Introduce students to key themes, developments and debates within western art practices 
from 1960 to the present day;  

• Provide students with a variety of theoretical perspectives relevant to enabling them to 
analyse and critically respond to contemporary cultural practices;  

• Facilitate cross-disciplinary thought and practical connections by bringing together students 
on different programmes of study to engage in discussion and debate;  

• Enable students to identify, conceptualise and execute their own research inquiry; critically 
interrogating the relationships between forms of research and modes of practice.  

 
Intended Learning outcomes  
 
By the end of the course students should be able to:  
 

• Evidence in-depth, critical knowledge and understanding of the current issues, debates and 
concepts associated with the course material;  

• Engage critically with the course material and articulate their understanding of the relation 
between their own practice and its historical, theoretical and intellectual contexts;  

• Participate in deep level discussion and debate which relate to historical and contemporary 
issues within their specialism;  

• Evidence the ability to exercise substantial autonomy in the context of conceptualising, 
planning and executing a research-informed inquiry;  

• Critically analyse, review and consolidate acquired knowledge and apply this to the 
development, preparation and evaluation of work at the appropriate standard for 
assessment.  

 
Indicative content  
 
This course focuses upon some of the radical developments occurring in artistic practice and theory 
since the 1960s to the present day, and offers a critical and historical context for many present-day 
concerns within Fine Art practice and the wider culture. The course will cover the following 
indicative topics:  
 

 ‘Modernism in Dispute’,  
• ‘The Paintings Are Dead’  
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• ‘The Death of the Author’  
• ‘From Work to (Con)Text’  
• The Politics of Representation’  
• ‘In The Ruins of History’  
• ‘Art/Commodities/Signs/Desire’  
• ‘Difference and Identity’  
• ‘Going Underground’  
• ‘Looking Back and Forward’  

 
Learning and teaching  
 
The early stages of the course will focus upon delivery of course material through a series of 
lectures. This will subsequently be supplemented where appropriate by student—led group 
discussions, and by student presentations.  
 
Assessment Methods  
 
Summative assessment: students may choose one of the following assessment options:-  
 

1) A 2,500 word written essay (this should include examples of visual work and a bibliography).  
 

OR 
 

2) Undertake to deliver a twenty minute presentation. Presentations can be undertaken in 
different formats by arrangement with the course coordinator. Presentations should be fully 
referenced and annotated as appropriate.  

 
The written assignment or presentation will be assessed against the learning outcomes and 
assessment criteria of the course. Coursework 100%.   
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Building Energy Modelling  
 
Tutor: Filbert Musau 
 
Email: F.Musau@gsa.ac.uk 
 
Pre-requisite 
Knowledge of the principles of energy balance in buildings  
 
Aims 
 
This course aims to:  
 

• To develop a critical awareness of the importance of building energy modeling;  
• To develop a systematic understanding of the capabilities of selected modelling tools;  
• To develop an awareness of the latest building energy modelling tools and the key factors to 

consider in selecting tools;  
• To impart a comprehensive understanding of the operational principles of selected 

modelling tools;  
• To practically demonstrate the application of a comprehensive modelling tool.  

 
Intended Learning Outcomes  
 
On completion of this course students should be able to:  
 

• Appreciate the importance of building energy modeling;  
• Distinguish the capabilities of different energy modelling tools;  
• Select modelling tools for appropriate tasks;  
• Apply energy modelling procedures and strategies;  
• Use selected tools to model given contexts.  

 
Indicative content  
 

• The role of modelling in the design process  
• The role of modelling in energy performance evaluation  
• Categories of building energy modelling tools and their capabilities  
• Tool selection  
• Modelling procedures:  
• Tactical concerns and limitations:  

o Accuracy of replication  
o Completeness of data input  
o Modelling versus reality  

• How to use building energy modelling software  
• Case studies  
• Modelling project  

 
Learning and teaching Methods  
 
This course will be delivered through a series of lectures, seminars, and laboratory classes.  
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Assessment Methods  
 
Formative Assessment: Students will be given a desktop preparatory study exercise and two 
practical tests at computer workstations – one individual, and the second done in small groups.  
 
Summative Assessment: For this course, students will be required to submit: A written report (or 
equivalent as agreed with tutor). Up to 3000-word (or equivalent) modelling project report, 
including graphics, energy and environmental analysis of simulation results. Course Weighting: 100% 
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Comic Books 
 
Tutor: David Sweeney 
 
Email: d.sweeney@gsa.ac.uk  
 
Course Overview 
 
This course will provide a comprehensive critical introduction to the field of comic books. Comics 
continue to occupy a position fairly low down on the scale of cultural value. However, they are a 
distinctive medium, providing pleasure to huge audiences, and with close ties to the fields of graphic 
design, illustration, animation and fine art. In addition, a range of recent works - from Maus to 
Jimmy Corrigan - have been highly acclaimed by critics, and comic books continue to provide 
inspirational source material for successful television series and movies. 
 
Aims 
 
This course aims to: 
 

 provide a historical overview of the field of comics, especially in the UK and US; 

 interrogate the cultural worth of comic books; 

 explore the uses of narrative structure within comic books, and the ideological ramifications 
of specific texts; 

 examine the intersection between the field of comics and other areas of cultural production, 
from fine art to television; 

 compare and contrast American comics with those from European and East Asian countries. 
 
Intended Learning outcomes 
 
By the end of the course, students should be able to: 
 

 Outline the development of comic books as a unique medium, identifying especially 
important historical moments; 

 Discuss the cultural position of comic books, and their relationship to other forms of cultural 
production, including illustration, animation and fine art; 

 Assess the structure of comic book narratives, and the ideological implications of specific 
texts; 

 Critically reflect on international variations in comic book cultures. 
 
Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes.  The 
course will comprise 150 learning hours, of which approximately 20 hours will be direct contact 
time. 
 
Indicative content 
 
This course may explore some of the following topics: 
 

 Defining the medium 

 Comics and narrative form 
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 Comic books, Pop art, and cultural hierarchies 

 Fanzines, comix, and ‘underground’ publishing 

 Superheroes: vigilantism, ‘heroism’ and nationality 

 The ‘graphic novel’ boom 

 The European perspective 

 Japanese comics: manga 

 From comics to screen: TV and film adaptations 
 
Learning and teaching 
 
This course will be delivered through a series of seminars, workshops and group discussions.  
Students will also have the opportunity for one-to-one tutorials. 
 
Assessment methods 
 
Attendance at seminars, workshops and group sessions will be mandatory. In addition to this, 
students will be required to submit: 
 

 either an essay of 2500 words, on a relevant topic negotiated with the course tutor; 

 or a practical submission (portfolio, illustrated text, comic book, painting, etc.) that 
addresses or relates to material explored throughout the course. This must be 
accompanied by a 500 word positioning statement. 
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Culture in International Contexts 
 
Tutor: Ranjana Thapalyal 
 
Email: r.thapalyal@gsa.ac.uk  
 
Course Overview 
 
This course sets out to examine historical and current interaction between different cultures through 
the arts, and the fundamental influence of socially endorsed ideas on the artist's output. Taking the 
need to arrive at a personal and theoretically informed definition of ‘culture‘, ‘society’ and ‘self’ as a 
starting point, it will introduce key themes which impact on our sense of self and community, and 
responses to these through time. The re-examination of one's own personal context will be the 
catalyst for developing an informed response to ideas of internationalism and global equality. 
Themes will include civil rights and disobedience campaigns; Intercultural education; class and 
cultural politics in education history; art as resistance; art as philosophy (ancient and contemporary); 
sustainability and globality. Central to the course is the importance of research for practitioners in 
art, design and education, and the availability of the ‘action research’ paradigm. 
 
Aims 
 
This course aims to: 
 

 Consider interconnections between cultural perceptions and social actions in both 
contemporary and historical contexts in several international contexts  

 Facilitate the application of such understanding to students’ own individual contexts 

 Highlight the role of education in challenging or supporting the status quo 

 Support the development of an individual research portfolio with interdisciplinary and 
intercultural contents 

 Demonstrate targeted use of postcolonial and other appropriate cultural theories. 
 
Intended Learning outcomes 
 
By the end of the course students should be able to: 
 

 Demonstrate a grasp of internationally significant issues particularly in relation to their own 
work context 

 Demonstrate targeted use of postcolonial and other appropriate cultural theories; 

 Engage in theoretical discourse in relation to specific aspects of historical or contemporary 
international context, particularly in relation to education and 
art/design practice; 

 Critique the role of education in framing contemporary international context— and for 
students from or moving towards pedagogic practice: 

 Articulate / propose alternative educational paradigms. 
 
Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes.  The 
course will comprise 150 learning hours, of which approximately 15 hours will be direct contact 
time. 
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Indicative content 
 

• Lectures and seminars on key themes 
• Critical thinking exercises/workshops 
• Interaction with local cultural and social groups and/or individuals 
• Attendance at relevant concerts and exhibitions 

 
Learning and teaching 
 
The course will be delivered through a series of lectures, seminars and critical thinking exercises/ 
workshops, drawing from a range of expertise across Glasgow School of Art, visiting lecturers and 
artists. Direct learning time will consist chiefly of eight taught sessions of 90 minutes each. The 
course will also link into existent cultural contacts in Glasgow and Edinburgh, to extend the 
experience of research beyond written text into interaction with dance/theatre/music practitioners. 
The augmenting of such a network will be an ongoing activity, perhaps through student projects, or 
with students’ host institutions where appropriate. 
 
Assessment methods 
 
There will be three possible modes of submission: 
 

 A written essay, circa 2,500 words, responding to one of the questions which will be 
distributed in lectures; 

 A studio piece, responding to the above questions with an accompanying shorter essay/ 
literature review of 500 words; 

 Research and planning for a hypothetical curatorial commission, incorporating some of the 
principles discussed in the course, employing virtual technology. 
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Design Ethnography in Practice: applying the ethnographic perspective  
(*The alternative delivery Method Version is also available on the GSA website)  

 
Tutor: Brian Loranger 
 
Email: b.loranger@gsa.ac.uk  
 
Course Overview 
 
Design Ethnography in Practice enables students to explore the methods and techniques needed for 
user experience research, ethnography, and design thinking to a number of research findings or 
observations generated by cultural engagements “in the field”. During this course they will apply 
these tools for practical user-centred research through holistic fieldwork projects within the larger 
context of creative endeavour and engagement.  
 
Aims 
 
The Course aims to allow students to: 
 

 Apply research processes, identify research questions, and evaluate research findings within 
a critical context; 

 Acquire techniques and ‘best practices’ for analysing and critiquing secondary research, 
fieldwork, and collaborative research endeavours, including human factors for design, 
cultural probes and engagement tools, the role of ethics to user centred research, recruiting 
techniques, chain sampling, surveys, interviews, observational frameworks, and field notes. 

 Utilise techniques for “affinitizing” (identifying patterns) research data including 
transcription, coding, analysis and synthesis within a framework of informed theoretical 
discourse and critique 

 Refine their critical thinking and reflection to help develop autonomous and self directed 
exploration and critical activity within a research context and contemporary debates 

 Deploy methods to construct research material tailored to support a design project and its 
outcomes. 

 
Intended Learning outcomes 
 
By the end of this course students will be able to: 
 
Knowledge and Understanding: 
 

 Display an understanding of core research techniques within the framework of design 
anthropology and ethnographic fieldwork and their relation to traditional Anthropological 
investigation 

 Apply the tools, techniques, and methods required to conduct ethnographic research within 
a reflective and critical context. 

 
Subject Specific Skills: 
 

 Communicate the development and deployment of a specific set of divergent and 
convergent research techniques and methods 

mailto:b.loranger@gsa.ac.uk


Page | 42 
 

 Convey the practical skills to generate, develop, and refine research goals and apply 
research-centred tools through an engagement within project work  

 Competently use multiple research techniques in tandem to generate “rich data” and 
provide a contextual approach to user centred research  

 Refine research data through “affinitization” (pattern recognition) as an epistemological 
practice framing research themes and evidence the value of research findings in relation to a 
given research challenge or creative endeavour 

 Utilise design ethnographic techniques and methods to uncover opportunities for cultural 
intervention or engagement 

 Produce tangible research and creative outcomes and communicate these in an appropriate 
manner. 

 
Transferable skills: 
 

 Communicate the value of user-centred research practices and processes as an analytical 
skill 

 
Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes.  The 
course will comprise 150 learning hours, of which approximately 15 hours will be direct contact 
time. 
 
Indicative content 
 
The course content is designed to explore different cultural aspects and refine the research skills 
needed for user experience design, design ethnography or creative engagement with the wider 
socio-cultural milieu and its economic, political and theoretical underpinnings. 
 
The course will cover: 
 

 The role of ethics, empathy, humility, difference and respect when conducting research 

 Theoretical tools and techniques used within the field of design ethnography and their 
creative application across an inter-disciplinary terrain 

 Approaches for working as a user-centred researcher within the larger context of a creative 
endeavour or research project 

 The application of research tools and processes in the act of research fieldwork and its 
critique 

 Identifying and deploying appropriate methods of engagement across a diverse range of 
stakeholders based upon an appreciation of individual, gendered, ethnic cultural difference 

 “Affintizing” research data to identify patterns and develop research themes and creative 
opportunities within an inter-disciplinary research context 

 
Learning and teaching 
 
The course will be delivered through a series of seminars and tutorials. 
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Assessment methods 
 
For this course, assessment of student work will consist of: 
 

 An assessment of the project content and evidenced value of the research process 

 An assessment of the verbal and visual communication of the project, and a reflective PPJ 
(Project Process Journal). 

 
The percentage breakdown of the assessment will be as follows: 
 

 Research project with written reflective PPJ (Project Process Journal) 80% 

 Final presentation 20% 
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Design Process portfolio  
 
Tutor: Julia Maclean  
 
Email: j..maclean@gsa.ac.uk  
 
Course Overview 
 
N.B. This course is available to Design Students only. 
 
The Design Process Portfolio course identifies and challenges existing perceptions of the design 
process. Through evolving methods for observing, recording, analysing and synthesising the 
individual design process, in its broadest sense, the student draws out greater insight into their own 
design practice and its potential.  
 
The course allows students to develop methods to systematically capture and articulate their 
individual design process as it evolves through the research Log. Drawing upon a range of research 
and visualisation methods, the course supports students in terms of self-awareness and reflective 
learning, as well as analytical and presentation skills.  
 
Most creative practitioners keep records of their process, usually in the form of sketch-books, 
drawings, notebooks, prototypes and suchlike. This aspect tends to be unsystematic, with much of 
the formative work (and thinking) often discarded. The recording tends to focus on ‘significant’ 
developments, leaving ephemeral elements, and those regarded as ‘obvious’ or mundane largely 
undocumented. To paraphrase Wittgenstein, it is the aspect of things that are most important to us 
which are hidden because of their SIMPLICITY and FAMILIARITY.  
 
In terms of understanding, informing and articulating practice, this approach is a problematic one. 
Incomplete and selective evidence leads to superficial understanding, and in recalling these early 
stages from memory, practitioners are more likely to rationalise and formalise their process – 
tidying-up aspects deemed ‘messy’ or ‘irrelevant’.  
 
At the core of the Design Process Portfolio course is the log described by students as a ‘personal 
archive’ or ‘sponge’ for their ideas, - or even as ‘Harry Potter’s pensieve’, where memories are 
stored- this is a personal, detailed account of creative activity. At times messy or incoherent, the Log 
reflects progress for each student. The final portfolio component forms a visual narrative, evidencing 
this developmental work in 56 an edited and professional form. 
 
 Intended Learning Outcomes 
 
On successful completion of this course the student will be able to demonstrate:  
 

• A critical understanding of the principle theories, concepts and descriptive models 
associated with the design process  

• Recognize perspectives of, and develop responses to, the design process and its complexities  
• Use a range of skills and techniques to critically analyse, evaluate and synthesis the design 

process  
• Communicate the design process to a range of audiences with different levels of knowledge 

and expertise  
• Ability to utilize software to support and enhance work 
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Indicative Content  
 

• Observation and recording of practice  
• Analysis and questioning of log  
• Editing and synthesising of information  
• Finalising and Formatting of final portfolio  
• Utilisation of CAD software  

 
Assessment Methods  
 
A professionally presented visual portfolio evidencing and explicating the individual Design Process. 
The Design Process Portfolio should provide a faithful account of how individual design outcomes 
are achieved which is clear to a notional outsider. The Design Process Log should also be submitted, 
alongside the Design Process Journal. This will help to demonstrate the working methods of 
individuals. Weighting 100%  
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The Designer in Place: Experience-Based Design Research  
(*The alternative delivery Method Version is also available on the GSA website)  

 
Tutor:  Brian Dixon 
 
Course Overview 
 
Designer in Place introduces students to a number of experience-based theoretical perspectives 
drawn from human geography and anthropology. In particular, it considers how these can be applied 
within an approach to design practice and research that draws inspiration and insight from the 
surrounding environment. Here, focus is directed toward conducting an ‘embodied enquiry’, 
whereby the student is encouraged to develop a reflexive awareness concerning their social, cultural 
and political experiences as they move through place. The content of the course is structured so the 
that the student first gains an insight into experience-based theories drawn from human geography 
and anthropology, and then, through practical exercises, is supported in asking and answering 
questions relating to the social, cultural, political aspects of place. There are no specific hardware 
requirements. Additionally, it should be noted that project work will be carried out in strict 
compliance with GSA’s ethic policy, available at:  
http://www.gsa.ac.uk/media/497492/gsa_research_ethics_policy.pdf 
 
Aims 
 
The course aims to: 
 

 Introduce experience-based theoretical perspectives drawn from the fields of human 
geography and anthropology; 

 Communicate the value of these experience-based perspectives;  

 Highlight the possibilities of applying embodied understandings of place along social, 
cultural and political channels within design practice and/or research practice; 

 Explore the application of these perspectives within design practice and research contexts;  

 Instigate and develop the student’s ability as a reflexive practitioner.  
 
Intended Learning outcomes 
 
By the end of this course it is intended that the students will have achieved the following 
learning outcomes: 

 
Knowledge and Understanding: 
 

 Locate an understanding of experience-based theoretical perspectives in relation to 
design practice and/or research 

 Apply a critical understanding of experienced-based theoretical perspectives drawn from 
human geography and anthropology within design practice and/or research contexts. 

 
Subject Specific Skills: 
 

 Demonstrate the practical skills required to utilise and implement a design and/or 
research project concerned by applying embodied enquiry as a means of drawing 
inspiration and insight from the surrounding environment. 
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 Communicate the use of embodied enquiry as an instrument for data collection along 
social, cultural and political channels. 

 Recognise the role of reflexive awareness in relation to embodied enquiry. 

 Apply findings derived from such an enquiry within practice or project work. 

 Communicate an original negotiation of embodied knowing and reflexive awareness 
within a design and/or research project that is informed by techniques applied at 
forefront of embodied enquiry. 

 
Transferable skills: 
 

 Apply reflexivity within a design practice and/or research context. 
 
Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes.  The 
course will comprise 150 learning hours, of which approximately 15 hours will be direct contact 
time. 
 
Indicative content 
 
The course will cover: 
 

 Experience-based theories drawn from human geography and anthropology, focusing in 
particular on embodiment and reflexivity.  

 Techniques which allow students to apply these theories as research tools in investigations 
relating to the social, cultural and political aspects of place. 

 Approaches which allow the findings derived from the application of these techniques to 
direct a design outcome. 

 The role of reflexivity as a general tool with which to critique an environment or situation’s 
social, cultural or political dimensions. 

 
Learning and teaching 
 
This course will be delivered through a series of workshops, seminars, crits and work in progress 
meetings. 
 
Assessment methods 
 
Within this course, assessment of student work will consist of: 
 

 An assessment of the depth, scope and strength of the exploration of embodiment and 
reflexivity as design research tools – evidenced through the research project output – and 
the verbal presentation itself (80%). 

 An assessment of the verbal presentation itself (20%). 
 
The percentage breakdown of the assessment will be as follows: 
 

 Research project output with written reflective PPJ (Project Process Journal) 80% 

 Final presentation 20% 
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Digital Culture 
 
Tutor: Paul MaGuire 
 
Email: p.maguire@gsa.ac.uk  
 
Aims 
 
This course aims to: 
 

 Provide students with the opportunity to develop and advance understanding of languages 
and processes used in the production of interactive digital art and design; 

 Provide students with an opportunity to advance their contextual knowledge and 
understanding in subjects linked to connectivity, content and computation that underpin 
digital culture, that will extend their learning experience during the course and enable 
them to deal more skilfully with changing theories and techniques in their continuing 
careers; 

 Provide an opportunity to develop contextual knowledge and understanding in the main 
areas, and defining features, of responsive computing and develop awareness of the 
creative opportunities for these in art, design and architectural contexts. 

 
Intended Learning outcomes 
 
By the end of the course students should be able to: 
 

 Demonstrate a systematic understanding of knowledge, and a critical awareness of the 
impact of networked culture, the trends, issues, and key concepts relating to contemporary 
networked visual culture by explaining these to a sophisticated stakeholder audience; 

 Make effective use of the professional and disciplinary languages used to discuss art, 
design, and technology as they relate to interactive digital artefacts and the wider context 
of networked digital culture; 

 Critically evaluate the defining features of responsive computational devices relevant to 
creative digital development and the opportunities for deploying these in art, design and 
architectural contexts. 

 Apply the languages and processes used in the production of interactive digital art and 
design to produce their own outcomes to a professional or equivalent standard. 

 
Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes. 
The course will comprise 150 learning hours, of which approximately 15 hours will be direct contact 
time. 
 
 
Indicative content 
 

 Social networks in the 21st century global society; 

 Languages of art, design and technology in the context of creative development and digital art 
and design practice; 

 Creative digital development processes; 

 The role of code in digital art and design; 
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 Interactive and responsive art and design; 

 Critical awareness of innovative content development in digital art and design practice. 
 
Learning and teaching 
 
This course will be delivered through a series of workshops, seminars, crits and work in progress 
meetings. 
 
Assessment methods 
 
For this course, students will be required to submit: 
 

 Either a 2500 word written essay (this should include examples of visual work, where 
appropriate, and a bibliography); 

 Or a practical submission (portfolio, interactive or piece created using digital techniques in 
process or outcome, etc.) that addresses or relates to material explored throughout the 
course. This must be accompanied by a 500 word positioning statement. 

 
Assessment criteria 
 
Students on this course will be assessed on their ability to: 
 

 Evaluate critically a topical subject in the discipline; 

 Communicate a critical grasp of the terminology associated with digital culture and its 
application to a digital art and design practice. 
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Digital Painting (with Photoshop) 
 

Tutor: Sandy Louchart 
 
Email: S.Louchart@gsa.ac.uk 
 
Aims 
 
This course aims to provide an overview of a range of techniques and practices through which a 

digital painting can be produced and distributed. The main focus of the course is on: 

 Introducing students to fundamental principles of digital painting. 

 Introducing and reviewing hardware, tools, practices and techniques related to digital painting 

production and distribution. 

 Providing students with experience relevant to commercialisation and creative applications.  
 
 
Intended Learning outcomes 
 
By the end of the course students should be able to: 
 

1. Demonstrate a critical understanding of a range of specialised principles and concepts of 

digital painting  

2. Plan and execute a digital project through to the preparation of a digital painting   

3. Use a range of computer-based painting techniques to support and enhance digital work  

4. Critically reflect on the range of digital painting techniques, approaches and tools in 

creative industries. 

Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes. 
The course will comprise 150 learning hours, of which approximately 15 hours will be direct contact 
time. 
 
 
Indicative content 
 
This course will support students in developing knowledge and expertise on a range of principles, 

techniques, practices, methods and tools for effective digital painting.  

Students will learn skills towards the production of a digital painting and gain an increased 

understanding and awareness of possibilities in digital painting.  

The course will cover the following, indicative topics:   

• Digital requirements for the production of digital painting (hardware, software, files, 

formats)  

• Understanding digital images  
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• Understanding the relationship between art styles, formats, computing and production 

tools 

• Exploring the role of digital painting in commercial and contemporary art practices  

• Painting and compositing methods for digital productions 

• Digital painting tools and approaches (i.e. brushes, strokes, masks, etc.) 

• Digital painting software (e.g. Adobe Photoshop, Krita, Sketchbook Pro, Clip Studio) 

• Digital production pipeline (i.e. Sketching, values, setting brush pressure, lasso etc.) 

• Digital layering approaches, blend modes and opacity levels 

• Managing the digital workflow (i.e. Import formats, image editing treatment, colour 

grading, etc.) 

• Introduction to post-processing and digital display 
 
Learning and teaching 
This course will be delivered through a series of presentations and tutorials. 
 
 
Assessment methods 
 
For this course, students must submit:  

• Coursework 1 weighting: 30% (assessing LO1)  
A 1000 word critical reflection on the project, its inspirations, production pipeline, techniques, 
methods and its place in own practice.  
 
• Coursework 2 weighting: 70% (assessing LO1-3) 
A highly detailed, complex, textured and well rendered digital painting portfolio ready for digital 
distribution and display 
 
Students will be given a range of choices and options for subjects, to allow them to situate the 
projects within their own disciplines and domains.  
Coursework: 100% 
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Digital Sculpting (with ZBrush) 
 

Tutor: Sandy Louchart 
 
Email: S.Louchart@gsa.ac.uk 
 
 
Aims 
 
This course is a course on digital sculpting, and is suitable for students with an interest in digital 

sculpting and/or 3D modelling. 

The course will provide an overview of a range of techniques and practices through which a digital 

sculpture can be produced and distributed. The main focus of the course is on:  

 Introducing students to fundamental principles of Digital Sculpting. 

 Introducing and reviewing hardware, tools, practices and techniques related to Digital Sculpting 

production. 

 Providing students with experience relevant to commercialisation and creative applications.   
 
 
Intended Learning outcomes 
 
On successful completion of the course the student will be able to: 

1. Demonstrate a critical understanding of a range of specialised principles and concepts of 

digital sculpting  

2. Plan and execute a digital sculpting project through to the preparation of a digital sculpture  

3. Use a range of computer-based sculpting techniques to support and enhance digital 

sculpting work, and undertake critical evaluations of the range of 3D models used and 

created 

Critically reflect on the range of digital sculpting techniques, approaches and tools in creative 
industries 
 
Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes. 
The course will comprise 150 learning hours, of which approximately 15 hours will be direct contact 
time. 
 
 
Indicative content 
 
This course is for students who already have an interest in digital sculpting and/or 3D modelling 

applications. Students will develop knowledge and expertise on a range of principles, techniques 

and methods for effective digital sculpting and 3D modelling 
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The course will cover the following, indicative topics:   

• Digital requirements for the production of digital sculpting (hardware, software, files, 

formats)  

• Understanding digital images  

• Transferring sculpting methods to 3D digital productions 

• Understanding the relationship between sculpting techniques, formats, computing and 

production tools 

• Exploring the role of digital sculpting in commercial and contemporary art practices  

• Digital sculpting tools (i.e. sculpting brushes, strokes, masks, reference planes etc.) 

• Digital sculpting software (e.g. ZBrush, MudBox, Sculptris) 

• Digital production pipeline 

• 3D Layering 

• Rendering and lighting for digital distribution 

• Introduction to post-processing and digital display 

 
Learning and teaching 
This course will be delivered through a series of seminar, presentations. 
 
Assessment methods 
 
For this course, students must submit:  

• Coursework 1 weighting: 30% (assessing LO1 and LO4)  
A 1000 word critical reflection on the project, its inspirations, production pipeline, techniques, 
methods and its place in own practice.  
 
• Coursework 2 weighting: 70% (assessing LO1-4) 
A highly detailed, complex, textured and well rendered digital sculpture ready for digital 
distribution and display 
Students will be given a range of choices and options for subjects, to allow them to situate the 
projects within their own disciplines and domains.  
Coursework: 100% 
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Energy, Comfort and Health  
 
Tutor: Chris Morgan 
 
Email: c.morgan@gsa.ac.uk  
 
Aims 
 
This course aims to: 
 

 To explore how design can be used to reduce energy use whilst providing comfortable 
healthy environments for building occupants.  

 
Intended Learning outcomes 
 
By the end of the course students should be able to:  
 

 Understand the key parameters for energy consumption and environmental quality  

 Identify design strategies for buildings that attempt to enhance these qualities;  

 Explore and propose design solutions that meet both energy and occupants demands  

 Organise and conduct a project using these techniques effectively  
 
 
Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes.  The 
course will comprise 150 learning hours, of which approximately 15 hours will be direct contact 
time. 
 
Indicative content 
 
The course will utilise information emerging from MEARU research projects.  
 
Learning and teaching 
 
This course will be delivered through a series of lectures, seminars, tutorials and laboratory work. 
 
Assessment methods 
 
For this course, students will be required to submit: 
 

 Report plus oral presentation - c.500-1000 word report plus 3 minute oral presentation on 
each of weeks 1 to 8. 
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The Film-making Process 
 
Tutor: Gillian Moffat 
 
Email: g.moffat@gsa.ac.uk  
 
Course Overview 
 
This course is intended to provide students with the opportunity to acquire a critical understanding 
and knowledge of professional production methodologies involved within the creation of small 
scale practical project(s), specifically the film—making process. 
 
Aims 
 
The course aims to: 
 

 provide students with the theoretical and practical overview of the fundamental elements 
and processes involved in basic film making with an emphasis on digital editing; 

 enable students to acquire and demonstrate a critical knowledge of the production process 
and production methodologies. 

 
Intended Learning outcomes 
 

 Demonstration of a practical knowledge of key principles in production and craft 
methodologies; 

 Demonstration of a critical understanding of pre-production, production, and post-
production core principles. 

 
Duration 
 
This course will be delivered throughout Stage 2 of the taught postgraduate calendar. It will 
comprise of a notional 150 learning hours, of which at least 15 will be direct contact time. 
 
Indicative content 
 
The course will cover: 
 

 Pre—production methodology 

 Digital and non-digital production methodologies 

 Digital non—linear editing processes 
 
Learning and teaching 
 
This course will mainly be delivered through workshops, screenings, and tutor support, including 
seminars, critiques and individual/group tutorials. Where possible, students will be invited to 
attend events, lectures and guest speakers organized by the DDS. 
 
Assessment methods 
 
This course will be assessed through a group—based project and a research log that critically 
reflects on the process and final outcome of the practical project. The practical project is divided 
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into three areas for assessment: presentation of pre—production work; presentation of the rough 
cut; and the final submission of the completed film. Notes on the pre-production element of the 
work will consist of some of the following: script; storyboard; scene description; project research; 
sound treatment; production plan. 
 
Assessment criteria 
 
Students will be assessed on their demonstration of a practical knowledge of key principles in 
production and craft methodologies, in relation to the production and completion of a short film. 
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The History of Art and Money 
 
Tutor:  William Clark 
 
Email: w.clark@gsa.ac.uk  
 
Course Overview 
 
Generally the seminars deal with art and money as vehicle for transactions: they interrogate how 
art became commodified and ask questions on the effects of commercial exchange.  Positive and 
negative aspects of patronage and art as financial value are examined in terms of how art is 
consumed. The seminars also look at the history of art dealers, the public funding of art galleries 
and museums, the acquisition habits of collectors and the role art and money plays in supporting 
high culture and class distinction and taste. The seminars also examine the relationship between 
art and the market and how this has manifested itself in exhibition, distribution and collection 
practices and trends. From Kant and Hume’s writings on aesthetics to the doctrines of modernism 
and beyond the course questions whether artistic practice can remain immune to economic 
concerns. 
 
Aims 
 
This course aims to: 
 

 To introduce students to the theoretical debates surrounding the relationship 
between art and money and encourage an in-depth understanding and debate of the 
historical and theoretical perspectives offered by a range of artists, critics, theorists and 
cultural commentators; 

 To enable the attainment of highly developed research and interpretation skills that 
encourage the student to comprehend the historical development of social and art theory 
and share and discuss this knowledge to their mutual advantage; 

 To provide a critical understanding and promote awareness and discussion of historical and 
contemporary forms of cultural and social theory related to the art economy. 

 
Intended Learning outcomes 
 
On completion of the course the student should have a good understanding of: 
 

 the relationship between art and money that has been enhanced by knowledge of a range 
of peer-reviewed journal articles, relevant social theory and art history; 

 how ideas influence and shape culture and the art economy; apply this 
knowledge to evaluate and appraise one’s own work within the wider context of 
contemporary art practice and public display. 

 
On completion of the course the student should be able to: 
 

 Critically evaluate and articulate relevant theories and concepts in a sophisticated and 
coherent manner;  

 use this knowledge to compare different theoretical schools of thought in a variety of 
professional and social contexts; 

 demonstrate appropriate cognitive and inter-personal skills, revealing a high level of 
analytical thinking;  
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 use these to work and research in a disciplined and independent manner, in the context of 
relevant historical, theoretical and critical debates. 

 
Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes.  The 
course will comprise 150 learning hours, of which approximately 15 hours will be direct contact 
time. 
 
Indicative content 
 
The course addresses the complex relationships between art and money, the attitudes artists have 
taken towards it and how funding and buying policies have shaped the past and the present and 
possibly influence the future of art. 
 

 Taste - The History of Art and Money 

 Commodification - ‘The People versus The Corporate Cool Machine’ 

 Price - Art Appreciation: ‘The value of nothing trapped in a room’ 

 Value - ‘The profanely sacred’ 

 Funding - ‘The labyrinth of means’ 

 Poverty - Bohemian Rhapsody: ‘irony and ideal’ 

 Worth - ‘Relevant Pretension Areas’: Comedie humaine 

 Patronage - ‘Dreams that money can buy’ 

 Philanthropy - ‘Love and money’ 

 Luxury -‘Morals meet Economics’ 
 
Learning and teaching 
 
This course will be delivered through a series of lectures and seminars. 
 
Assessment methods 
 
For this course, students will be required to submit: 
 

 a 2500 word written essay on a topic that relates to two (or more) of the seminar themes, 
using the key texts of each seminar as a point of focus. 
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Interactive Audio with MaxMSP 
 

Tutor:  Ronan Breslin 
 
Email: r.breslin@gsa.ac.uk  
 
Course Overview 
 
Aims 
 
This course aims to: 
 

 Provide students an opportunity to create a work using sound, moving image, other 
software, haptic devices, microcontrollers and physical objects coordinated by Max MSP 
(or PureData)  

 Enable students to develop a practical understanding as to if and how algorithmic and 
computer programming techniques could fit into and enable their own work  

 Provide a historical overview of algorithmic techniques and computer programming in the 
context of sound, music making and art practices and introduce key works and techniques 
from the world of algorithmic sound and art, both with and without computers.  

 Direct students to critique their own work within the context of professional practice 
within algorithmic techniques and computer programming in the context of sound, music 
making and art practices.  

 
 
Intended Learning outcomes 
 
On successful completion of the course the student will be able to: 
 

 Discuss and critically evaluate the use of algorithmic and computer programming 
techniques in creative audio-visual practice, past and present  

 

 Use Max and/or Pure Data to create work that is sensitive to style, uniqueness, generic 
conventions and shows thoughtful, controlled use of tools and techniques  

 Describe and evaluate the creative process of using algorithmic and computer 
programming techniques within their work  

 Analyse the strengths and weaknesses of Max MSP and/or Pure Data in the context of their 
own work and more broadly across the AV practice of others.  

 
 
Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes.  The 
course will comprise 150 learning hours, of which approximately 15 hours will be direct contact 
time. 
 
Indicative content 
The content of this course will include: 

 Historical contexts of algorithmic composition and sound design.  
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 Current developments in algorithmic composition and sound design.  

 Conceptual models of interactivity – past and present.  

 MaxMSP/Jitter programming.  

 Pure Data programming.  

 Use of interactive I/O interfaces such as Arduino, Rasberry Pi or others.  

 
Learning and teaching 
 
This course will be delivered through a series of seminars/presentations, tutorials and project work. 
 
Assessment methods 

A portfolio of work created using MaxMSP and/or Pure Data (80%) along with a design and 
development journal (20%) 
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Introduction to 3D Modelling and Animation 
 

Tutor:  Mike Mariott 
 
Email: m.marriott@gsa.ac.uk 
  
 
Course Overview 
 
Aims 
 
This course will introduce students to the basics of 3D Modelling and Animation. 

The main focus of the course is to provide students with the skills to plan, model, texture and 
animate simple 3D content. 

Throughout this course, students will gain understanding and experience of the principles and 
practice of preparing 3D models derived from acquired 2D data for use in real-time and pre-
rendered applications.   

 
Intended Learning outcomes 
 
By the end of this course students will be able to: 

 Demonstrate a critical understanding of a range of specialised principles and concepts of 
3D modelling for visualisation. 

 Plan and execute a visualisation project, from data provided 

 Use a range of software to support and enhance 3D modelling work, and undertake critical 
evaluations of the range of 3D data and models used and created. 

 
Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes.  The 
course will comprise 150 learning hours, of which approximately 15 hours will be direct contact 
time. 
 
Indicative content 
 
This course is for students who have no or little experience in working with 3D modelling 

applications. A range of principles, techniques and tools for effective modelling and optimisation of 

3D models using data (3D and texture) acquired from the real world. 

Students will learn how to work with and will gain an increased understanding and awareness of 

the differences in requirements for these types of applications. 

The course will cover the following, indicative, topics: 

- Fundamental 3D modelling skills and principles 

- Model detail and quality: automatic decimation and manual  

- Level of detail for pre-rendered and real time applications, and optimisation 
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- Photo-texturing for games and interactive environments (including: UV mapping, repeating 

textures 

- photo-texturing with different 3D levels of detail 

- Normal and bump mapping) for higher quality with lower level of detail 

- 3D camera & lighting 

- Introduction to post-processing of rendered animations (with e.g. Adobe After Effects) 

 
Learning and teaching 
 
This course will be delivered through a series of lectures and seminars. 
 
Assessment methods 
 
For summative assessment, students will develop a portfolio of work in developing simple 3D models 

and scenes. The portfolio and a short written self-assessment critique will be assessed against the 

learning outcomes of the course. 

Coursework: 100% 
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Interactive Digital Narrative 
 

Tutor:  Sandy Louchart 
 
Email: m.marriott@gsa.ac.uk 
  
 
Course Overview 
 
Aims 
 
This course aims to provide an overview of a range of techniques and practices through which a 
digital narrative can be produced and distributed. The main focus of the course is on: 

 Introducing students to fundamental principles of Interactive Digital Narrative design in a 
wide range of disciplines; 

 Introducing and review tools and techniques related to Interactive Digital Narrative 
development; 

 Providing students with experience relevant to commercialisation and creative 
applications. 

 
 
Intended Learning outcomes 
 
On successful completion of the course the student will be able to: 

 Demonstrate a critical understanding and knowledge of history and recent development of 

Interactive Digital Narrative practice and research; 

 Interpret a design brief towards the development of an Interactive Digital Narrative;  

 Research and reflect on the Interactive Digital Narrative literature, as well as theories of 

interactivity, storytelling and game studies. 

Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes.  The 
course will comprise 150 learning hours, of which approximately 15 hours will be direct contact 
time. 
 
Indicative content 
 
This course will support students in developing knowledge and expertise on a range of principles, 

techniques, practices, methods and tools for designing and producing an Interactive Digital 

Narrative.  

Students will learn skills towards the production of an IDN and gain an increased understanding 

and awareness of possibilities in Interactive Digital Storytelling.  

The course will cover the following, indicative topics: 
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• Current practices and the diversity of approaches in Interactive Digital Narrative research 

• Critical analysis of Interactive Digital Narratives and their mechanics (narrative mechanics, 

proto-story, meta-narrative)  

• Game design, game study, game theories 

•  Interactive digital storytelling  

•  User modelling and intelligent adaptation in Interactive Digital Narratives 

• Interfaces and roles (player, reader, character) 

• Agency in Interactive Digital Narratives 

• Interactive Digital Narratives theory 

• Interactive Digital Narratives history and practices 

• Navigating the narrative space 

• Diversity of storytelling (themes, approaches, range) 

 
Learning and teaching 
 
This course will be delivered through a series of seminar, presentations and tutorials, project work 
 
Assessment methods 
For this course, students must submit:  

• Coursework 1 weighting: 30% (assessing LO1 and L03)  
A 1000 word critical reflection on the project, its inspirations, production pipeline, techniques and 
methods  
 
• Coursework 2 weighting: 70% (assessing LO1-3) 
A complete Interactive Digital Narrative ready for digital distribution and display 
Students will be given a range of choices and options for subjects, to allow them to situate the 
projects within their own disciplines and domains.  
Coursework: 100% 
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Material Culture and Creative Practice 
 

Tutor:  Frances Robertson 
 
Email: fr.robertson@gsa.ac.uk 
  
 
Course Overview 
 
Aims 
 
This course aims to: 

 introduce students to a range of theories and practical applications of material culture 
studies; 

 encourage the student to frame conceptual investigations in this area through verbal 
reasoning, practice, and empirical research; 

 facilitate cross-disciplinary debate and practical connections, by bringing together students 
on different programmes of study; 

 enable students to conduct and manage their own self-contained research projects; 

 interrogate the relationships between material culture theory and methodologies and 
creative practices. 

 examine and interrogate established western art and design assumptions and practices in 
the light of other contemporary fields of culture 

 
 
Intended Learning outcomes 
 
By the end of this course students will be able to: 
 

 develop a rationale for applying selected material culture methods to art or design studio 

practices; 

 debate and analyse a number of material culture approaches from a critical perspective; 

 explore cross-disciplinary approaches within creative research; 

 demonstrate how ideas, methods and practices interrelate in this area; 

 develop and defend a practical/ theoretical research project proposal within the subject 

area based on independent research 

 consider new approaches to creative practices beyond established western traditions 

 evaluate the contribution made to art and design research and practice through the study 

of alternative non-textual sources   

 
Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes.  The 
course will comprise 150 learning hours, of which approximately 15 hours will be direct contact 
time. 
 
Indicative content 
Contributors/ and proposed workshops/ practical activities 
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 Frances Robertson: Material culture and creative practices 

 Helen McCormack: ‘Designing ourselves’—curating a personal space 

 Frances Robertson: Sites, artefacts, and processes 

 Debi Banerjee: animating the past (in collaboration with GSA archives/ outside site visit) 

 David Sweeney: Receiving Material Culture: Fans, Readerships and Audiences 

 Elodie Roy: Affective materialities 

 Mairi McKenzie: Cultural biographies of scent (workshop—to develop methods of approaching 
multisensoriality in material culture) 

 Nicholas Oddy: Queer objects—a laboratory of ‘things’ (in collaboration with GSA archives/ 
outside site visit) 

 Katy West: Contemporary craft revivals—status and authority of craft skills 

 Nicholas Oddy: Objects and Things 
 
Learning and teaching 
 
This course will be delivered through a series of seminars, presentations, tutorials and workshops. 
 

Assessment Methods 

Written Project proposal – a 200 word written final submission proposal (plus relevant 

bibliography, sources and resources to be used) 10 % 

AND 

Final Submission – 1) ‘assisted readymade’ artefact within specialist studio area and 2) written 

critical commentary on the research process and outcome 1200 words plus bibliography. 90% 
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Music for Picture - Theory & Practice 
 
Tutor:  Ronan Breslin 
 
Email: r.breslin@gsa.ac.uk 
 
Course Overview 
 
This course provides a critical overview of the uses of diegetic and non—diegetic music for the 
moving image — cinema, television, theatre, games. This critical overview is contextualised via a 
thorough examination of the history of film music and also via analysis of existing professional 
exemplars of music for the moving image, past and present. Students also have the opportunity to 
engage with music composition and production methodologies within a practical sound for picture 
framework using professional software tools and techniques. 
 
Aims 
 
This course aims to: 
 

 provide a historical overview of music in cinema and broadcasting; 

 introduce key works within the film music canon; 

 enable students to critically evaluate the use of music for picture in terms of its cultural, 
psychological and emotional resonances; 

 direct students to consider the implications of music genre within a moving image context; 

 provide a critical overview of the creative processes underpinning the composition of music 
for picture; 

 enable students to compose and produce original music for picture via practical projects; 

 direct students to critically evaluate their own work in the context of professional 
exemplars. 

 
Intended Learning outcomes 
 
By the end of this course, students should be able to: 
 

 discuss the history of film music; 

 critically analyse music used in a moving image context in terms of emotional 

 impact, audience expectations and cultural signifiers; 

 identify and assess examples of music composition techniques in the context of the moving 
image; 

 describe the creative process of music composition for picture in terms of intent of 
concept, interpretation of image, genre, narrative and characterisation; 

 use current software tools to compose and produce music for the moving image. 
 
Duration (with indicative student effort hours) 
 
This course will be delivered throughout Stage 2 of the taught postgraduate programmes. The 
course will comprise 150 learning hours, of which approximately 20 hours will be direct contact 
time. 
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Indicative content 
 

 The content of this course may include: 

 Music in the silent film era 

 Classical period film music 

 Music in ‘60s and 705 film 

 Television music and theme tunes 

 Popular music and cinema 

 Music in world cinema 

 Music for games 

 Experimental film music 

 Psychological implications of film music 

 Professional composition techniques and approaches 

 Professional software tools (Logic Studio, Sibelius) 

 Practice-based work 
 
Learning and teaching 
 
This course will be delivered through a series of lectures, screenings and practical studio work. 
Students will also have the opportunity for one-to-one tutorials. 
 
Assessment methods 
 
Students will be required to: 
 

 Compose music for a short three minute animation and submit a 600 word reflective report 
on the creative process; 

 Compose a 30 second TV theme in response to a written brief and submit a 600 word 
reflective report OR 

 Prepare a 10 minute presentation on a topic of the student's choosing related to Music for 
Picture. 

 
Assessment criteria 
 
Students on this course will be assessed on their ability to: 
 

 demonstrate a critical knowledge of the history of music for picture including 
examples of composers, key film soundtracks and music genres; 

 assess the effectiveness of music composed for the moving image in terms of 
emotional signifiers, cultural references, narrative strength and appropriateness of genre; 

 describe the creative process underpinning the composition of music for picture; 

 compose inventive and original music for a visual sequence; 

 reflect on their own creative process in the context of emotional signifiers, cultural 
references, narrative strength, and appropriateness of genre. 
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Mapping the City 
 
Tutor: Sally Stewart 
 
Email: s.stewart@gsa.ac.uk  
 
Aims 
 
Central to this course is the use of drawing techniques and practices to explore, document and 
understand our surroundings as a context for practice. The course also considers the prominence 
of the city within contemporary creative practice. 
 
Intended Learning outcomes 
 
By the end of the course students should be able to: 
 

 Use a range of mapping and drawing techniques as analytical, descriptive and 
problem—solving tools; 

 Understand the use of such techniques within a variety of contemporary and historic 
creative practices; 

 Understand the use of such techniques in relation to their own discipline; 

 Organise and conduct a project using these techniques effectively. 
 
Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes. The 
course will comprise 150 learning hours, of which a minimum of 15 hours will be direct contact 
time. 
 
Indicative content 
 
The course introduces techniques available to artists, designers and architects for conceptualizing, 
analysing and delineating their surroundings, and the use of the city as a location for exploration 
and discussion. 
 
Learning and teaching 
 
This course will be delivered through a series of workshops, lectures, seminars and group 
discussions drawing from a range of expertise across Glasgow School of Art and, where 
appropriate, visiting lecturers. 
 
Assessment methods 
 
Students will be required to submit: 
 

 Either an individual artefact and supporting report (1000 words) demonstrating application 
of techniques discussed to the student's field of practice or discipline; 

 Or a 2500 word essay relating to a topic discussed or undertaken during the course. The 
essay should be illustrated as appropriate, and referenced. 
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Sense-Space 
 
Tutor: Joanna Crotch 
 
Email: j.crotch@gsa.ac.uk  
 
Rationale 
We currently inhabit a visually dominated environment, one in which the evolution of digital 
technologies has driven architects, artists and designers to work with highly sophisticated 
imaginary in the process and communication of their work.  
 
Aims 
This course aims to explore this phenomenon, and through experimentation, investigation and 
testing, provides an understanding of the factors affecting the impact of sensually holistic designed 
space, and how architects and designers can influence these factors. The course also considers the 
use of a mixed media approach in the recording and communication of the ephemeral qualities of 
ideas and proposals.  
 
Learning outcomes 
By the end of the course students should be able to: 

 have an awareness of the context within which current environments are designed and 
created; 

 use a range of mediums as tools to explore and describe environments;  

 understand the potential of such awareness in relationship to their own disciplines; 

 design and carry out an experiment and effectively present findings, using appropriate 
medium.  

 
Duration (with indicative student effort hours) 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes.  The 
course will comprise 150 learning hours, of which approximately 15 hours will be direct contact 
time. 
 
Indicative content 
The course introduces artists, designers and architects to the concept of the kinaesthetic qualities 
of space, and equips them with an awareness to explore this through sensory experimentation, 
utilising a range of appropriate media.  
 
Learning and teaching 
This course will be delivered through a series of seminars, tutorials and workshops. 
 
Assessment methods 
For this course, students will be required to submit: 

 a portfolio of work providing evidence of the series of task undertaken during the course.  
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Sound Culture 
 
Tutor:  Jessica Argo 
 
Email: j.argo@gsa.ac.uk 
 
 
Course Overview 
 
This course provides an introduction to the emerging field of Sound Studies. Drawing on a range of 
interdisciplinary approaches to studying sound culture such as media studies, art history, 
musicology, acoustic anthropology, and aural history it will investigate the historical, material, 
cultural and technological aspects of sound in a number of different forms including film, television, 
radio, sonic art, music and architecture. The course will be organised around five key themes: 
Sound and Space; Sound and the Self; Sound and Politics; Sound and Emotion, and Sound and the 
Environment. Placing emphasis on the materiality of sound and relating this to ideas about 
phenomenology, a key concern will be to explore how the experience of sound in lived space 
relates to sound’s affective properties across a variety of mediated forms.  
 
Aims 
 
This course aims to: 
 

 Provide an introduction to key developments in Sound Theory;  

 Provide students with the appropriate critical skills with which to analyse audio and 
audiovisual texts in different forms and across different contexts;  

 Investigate the historical and contemporary conventions/uses of sound in a variety of 
medium-specific and genre-specific contexts;  

 Explore theories of spectatorship, affect and embodiment in relation to theories of 
listening and apply these to individual audio and/or audiovisual texts;  

 Explore the ethics of listening  
 
Intended Learning outcomes 
 
By the end of the course students will be able to:  
 

 Demonstrate knowledge of theories of sound and the historical and cultural context for 
their development;  

 

 Apply the appropriate critical language and produce accurate and nuanced readings of 
sound in individual audio and/or audio-visual texts;  

 Demonstrate an awareness of how sound shapes the perceiver’s experience of space and 
how this experience might impact on ideas of politics, identity and emotion;  

 Demonstrate an awareness of the ethical implications of listening  
 
Duration (with indicative student effort hours) 
 
The course will be delivered throughout Stage 2 of the taught postgraduate programmes.  The 
course will comprise 150 learning hours, of which approximately 15 hours will be direct contact 
time. 
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Indicative content 
 

 Sound and Space (in relation to film, television, radio, sound installation, music and 
architecture)  

 Sound and the Self  

 Sound and Politics  

 Sound and Emotion  

 Sound and the Environment  
 
Learning and teaching 
 
This course will be delivered through a series of seminar presentations. 
 
Assessment methods 
 
For this course, students will be required to submit: 
 

 Either a 2500 word written essay on a relevant topic negotiated with course tutor 

 Or a practical submission (short film, sound piece etc.) that addresses or relates to material 
explored throughout the course. This must be agreed in advance with the course tutor and 
accompanied by a 500 word positioning statement. 

 
Assessment criteria 
 
Students on this course will be assessed on their ability to: 
 

 Demonstrate a critical knowledge of theories of sound in the arts and the historical and 
cultural context for their development;  

 Apply the appropriate critical language and produce accurate and nuanced readings of 
sound in individual audio and/or audiovisual texts;  

 and/or produce a piece of practical work that addresses and responds to some of the key 
concepts explored on the course (see above).  
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