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  “Ravensbourne is creative, inclusive and entrepreneurial. 
We embrace collaboration and celebrate the cultural 
diversity of our staff, students and partners.

I joined Ravensbourne as Director in 2015 and I am 
proud of our environment that challenges convention. 
We aim to equip you with learning approaches for a 
creative future. This means being able to respond and 
adopt to change in our learning environment, so aptly 
described by the inspirational author Maya Angelou;

‘If you don’t like something, change it. If you can’t 
change it, change your attitude.’ 

I am delighted that you are thinking of joining us. 
You will be taught by academics who are connected 
to industry and that is why our students have helped 
to shape the creative landscape across the world.

Come in and become part of the creative village that 
is Ravensbourne.”

Professor Linda Drew, Director



“ Ravensbourne has a world-class reputation. 
The talent it will foster is vital to ensuring 
the capital maintains its status as one of 
the key cities in the world for creativity 
and innovation.” 
 
Boris Johnson 
Mayor of London, 2008–2016
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“ I have found that students from 
Ravensbourne entering the workplace 
have the knowledge and experience 
required for our business. Most of 
all I feel they are given ‘real world’ 
training and not just the theory of 
how things are done.” 
 
Susan Tunstall 
Head of Facilities, BTV Post



Six Reasons to 
Choose Ravensbourne

Introduction

Location
Ravensbourne couldn’t be better placed. 
The Greenwich Digital Peninsula will 
bring you close to London’s newest digital 
community and the capital’s fast-growing 
media and technology hub.

 People
Our staff bring with them years of 
experience with industry greats, 
from Vogue to Walt Disney Studios, 
the BBC and more. So you’ll be 
learning from the experts.

 Reputation
We’ve built a name for ourselves 
by producing some of Britain’s finest 
and most diverse creative talent.

 Innovation
Innovation is at the heart of all we do, 
so it’s no surprise that our graduates 
are at the forefront of the creative and 
technology sectors.

 Connections
We have close relationships with the 
creative industries and as a Ravensbourne 
student you’ll have access to a wealth 
of work placement opportunities.

 Building
Our impressive open plan building 
has been designed for collaboration 
and creative working.
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of our students are 
employed within six 
months of graduating

in  
Europe

in the  
world

97.2%

*2015 HESA employability score

Introduction

QS World  
University Rankings 
Art & Design

in the  
UK
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What happens when I arrive? 
We put together a programme of lively social 
activities in your first few days to help you to get 
to know Ravensbourne and settle into your new 
life in London.

Ravensbourne Students’ Union  
The RSU is run by students, for students. We 
strive to ensure that your voices are heard where 
and when it matters most. We are passionate 
about issues affecting life and education, as well 
as promoting general welfare, social, cultural 
and athletic activities.

We run a number of clubs and societies and 
organise regular events to put the fun into 
student life. Our team always needs volunteers 
to get involved as crew, acts, performers, riggers, 
promoters, photographers and much more.

We have a small and buzzing student population. 
Our friendly team of staff encourage students 
to enjoy their time at Ravensbourne whilst also 
setting high standards for creative achievement.

Student Life “Ravensbourne Students Union is the 
voice of the collective, we champion 
important issues, represent the student 
body and are always on hand to help. 
Together we achieve great things.”

Tor-Arne Njamo 
President, Ravensbourne Student Union 
2015–2016
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Central Loan Resources
Our facilities and equipment are second to none. 
We are driven by ensuring our learners have access 
to the latest technologies and equipment to 
produce excellent work. The equipment is updated 
every term to industry standard, meaning learners 
are employable and fully experienced in using the 
latest kit.

The Central Loan Resource has over 3,200 pieces 
of kit, spanning from cinematography cameras, 
lighting, microphones, DSLRs, virtual reality 
headsets, 3D printers and sewing machines. 
Specific equipment is segregated to each course, 
meaning once you receive training in class you  
are able to borrow the kit and practice in your  
own time. Specialised equipment is set aside  
for your final year for when you are highly skilled 
and experienced.

You can book anytime using the online database  
and come to collect your equipment on the day.  

Learning at 
Ravensbourne

Introduction

Our approach to learning bridges the gap between  
an educational and professional experience. 

“   Our new Open Media facility 
will stand as one of the most 
advanced and flexible production 
spaces at any UK university.” 
 
Will Pearson  
Director of Technology
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Prototyping Department
The Prototyping Department provides access to 
equipment that allows the creation of forward 
thinking, relevant prototypes. It aligns with modern 
working practices and is accessible to students 
at Ravensbourne.

Library Services
Our library service offers access to a wealth  
of information – print, online and audio visual  
resources. We focus on meeting your needs  
as an individual learner and we will ensure 
you have all the skills needed to navigate our 
resources independently.

You will find more than 20,000 books alongside  
an ever-growing online collection of e-books 
and industry databases to support your learning. 
We are the first port of call for your research and 
library staff are on hand with specialist advice and 
knowledge of the best resources for your studies.

We offer study spaces for a variety of learning, 
group work and silent zone areas are available. 
Our online resources are available 24 hours a day, 
seven days a week, meaning you don’t even have to 
be on campus to make the most of our collection. 
You can choose how, as well as where, you want 
to study.
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Marks and Spencer
Every year, the M&S Packaging and Technology 
team set a brief for our second year BA (Hons) 
Design Products students. The brief: design a box. 
But think outside it.

There’s one winner each year. The lucky designer 
wins a six month paid placement at M&S, including 
travel to suppliers and trade shows both nationally 
and internationally. It’s an invaluable prize.

Ravensbourne student Balazs Kovacs previously 
entered the competition with his easy-to-recycle 
pizza boxes which made from corrugated card. 
They reduced weight from 24 to 17 grams and 
reduced material usage by 30%.

We run an extensive industry project and events 
programme to encourage collaboration between 
our students, industry partners and potential 
employers. Just one of these is shown below.

“ We’ve had close links with Ravensbourne 
for a number of years and have sponsored 
several students to do a six month placement 
at M&S. That collaboration has enabled us 
to bring products to market that would never 
have launched without the student’s vision, 
creativity and technical ability to design and 
mock up a multitude of packaging concepts.” 
 
Simon Oxley 
Packaging Technologist, Marks and Spencer

Introduction

Collaboration
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Mozilla Festival
Ravensbourne has hosted the Mozilla Festival  
for the past four years. 

For two or three days, Mozilla hires out our whole 
building to welcome over 1,000 delegates from 
around the world. It’s a great celebration of web-
making, coding and hacking, that blends learning 
and creating into one super-mega-hackfest.

Mozilla hire a team of student runners to make 
sure everyone is fed, watered, and knows where 
they’re going. Students from any course can 
volunteer – working in registration and hospitality, 
or even donning the coveted Firefox costume itself. 

Live project work
We work with a range of companies to set live 
project briefs and create placement opportunities 
for students. These include companies such as 
Samsung, Ogilvy, Barclays, Royal Shakespeare 
Company, London Symphony Orchestra, Camelot, 
We Are Social and VF Corporation.

Did you know?
Ravensbourne is also a successful commercial  
hire space with clients such as Intel, Microsoft, 
Twin Summer Centres and Bloomberg.

“ It can’t be said enough that the 
relationship with Ravensbourne  
has been extraordinary.” 
 
Mark Surman  
Executive Director, Mozilla
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Shorts 
Our short courses are free to all students and graduates. 
They broaden your knowledge and understanding of the 
workplace and how to make the most of your future.

Lates 
Our evening lectures allow you to meet guests who 
have defined their creative field. Our previous speakers 
include Bruce Oldfield (Fashion Designer), Walter Murch 
(Film Editor most notably from Apocalypse Now and 
The English Patient) and Phil Gilbert (Head of Design, IBM).

Insights 
Ravensbourne Insights are online, industry-tailored 
careers resources to help you progress in your  
chosen industry.

Agency
Ravensbourne Agency advertises new opportunities  
from media and creative industry employers every month, 
ranging from full and part-time roles, temporary and 
freelance work, paid internships and work placements.

Ravensbourne Plus offers you the opportunity to 
gain additional industry specific skills, meet influential 
figures in your field and find the right job or career 
for you.

Introduction

Ravensbourne Plus
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Our final year degree show and postgraduate show 
are spectacular collaborative events, celebrating 
student work across all courses. It’s the perfect 
opportunity to display your project work to the 
Ravensbourne community, wider public and key 
industry leaders.

Alumni – 
Stay Connected
We invite our alumni to join us at student events 
each year. As a Ravensbourne graduate you 
automatically become a member of our alumni. 
We can offer you invaluable support and advice 
to help you keep connected to each other and to 
Ravensbourne. No matter how far away you travel 
and how much your world changes – memories 
from your time at Ravensbourne will remain with 
you for the rest of your life.

For more information please visit:  
www.ravensbourne.ac.uk/alumni

“ The inspiration was infectious and 
I left with the enthusiasm to have 
another go at some of the projects 
I’ve been thinking of!” 
 
Nigel Tansley 
Technical Illustration alumnus, 1973

Introduction

Degree Show and 
Postgraduate Show
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You may want to go to work in your chosen 
industry, move into postgraduate study or make 
your own business idea happen. Whatever your 
choice our staff can support you in finding the 
right future pathway.

Incubation
After graduating, our incubation programme can 
offer you the business support you need to develop 
your own start-up company. 

Participants become part of our diverse start-up 
community, benefitting from access to workspaces 
and facilities in addition to workshops and events.

Employment
Our careers support gives graduates the skills 
and commercial knowledge they need to launch 
successful careers in the UK and around the world. 
We have a dedicated team to support you as well 
as the Ravensbourne Plus programme, offering 
activities to help you prepare for industry and 
your future career. 

Further Study
You may find that you want to continue your 
studies at postgraduate level. As a Ravensbourne 
postgraduate student you will research, 
experiment, innovate and collaborate. You will 
develop advanced specialist skills not only in 
the delivery of your chosen project, but also in 
entrepreneurialism and business management.

We’re proud of 
our graduates 
and like to shout 
about their 
achievements to 
inspire others in 
our community.

Introduction

Futures
Your future is important to us and we don’t want  
our connection to Ravensbourne to end when  
you graduate.
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We host free events and activities for prospective 
students, both school age and mature learners 
wishing to return to higher education. These events 
include admissions and advice sessions, holiday 
schools, and subject workshops. Our transition 
schemes for students covered by a progression 
agreement provide dedicated support with their 
higher education entry-level portfolio, and we 
offer specialist support for looked after children 
and care leavers.

We also deliver the National Saturday Art and 
Design Club for 14–16 year olds, in partnership 
with the Sorrell Foundation.

To find out more contact: outreach@rave.ac.uk

Our outreach team works with prospective students, 
parents, teachers and careers advisors. We provide 
tailored information and advice aimed at supporting 
students with their application and progression 
into higher education.

Introduction

Community and  
Schools Outreach
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Department of 
Postgraduate Studies

The place to sharpen 
your skills and equip 
yourself for success in 
the creative industries.

31



“Our postgraduate programme attracts graduates 
and professionals from all over the world. Those 
who want to develop ideas through a range of 
technologies, new business models, services and 
innovations – pushing the boundaries by working 
across disciplines.

The exciting studio environment allows you to explore, 
examine and experience a unique synthesis of design 
and innovation. The programme has been designed to 
emphasise the real life application of design thinking, 
the creative use of digital media, the impact of new 
solutions, problem solving methodologies, new 
organisational models and services – enabling you 
to develop a unique palette for personal expression. 
You will criticise, evaluate and present your work to 
a professional level working with specialists from 
different disciplines and industry bodies.

Ravensbourne graduates are professional designers, 
knowledgeable about human communication, the 
arts, organisational growth and emerging technology, 
information specialists who are equally at home 
with both creative, business and analytical styles 
of thinking. 

Many opportunities await you – opportunities to 
learn new skills, launch new projects and embark 
on fulfilling careers.”

Professor Jeremy Gardiner 
Director Postgraduate Studies
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MA/MSc Framework

MA/MSc Courses
3D Stereoscopic Media, Applied Technologies: 
Rapid Prototyping and Digital Technologies, 
Broadcast Futures, Communication Design, 

Computational Design, Environment Design, Fashion, 
Interactive Digital Media, Interactive Product Futures, 
Moving Image, Visual Effects, Wearable Futures.

An MA or MSc gives you the opportunity to decide 
where you want your Masters to take you.

Our courses allow you the freedom and flexibility 
to develop your skills whilst cross-pollinating your 
practice with other creative professionals. 

An MA or MSc will provide you with a systematic 
understanding of advanced practice in your 
specialist area.

Our courses provide you with a critical awareness 
of the changes, challenges, contexts and commercial 
issues of working in your chosen field. 

You will be encouraged to identify and seek out 
partnerships both externally and internally which 
can assist you in the realisation of your project 
as well as maximise its potential. 

35



All courses are offered on a full or part-time basis. 
This allows us to bring together an exciting creative 
community, vitalised by students who wish to 
balance their MA/MSc studies with employment 
in London’s creative industries. 

You will be offered a variety of personal review 
opportunities and a broad range of technical 
workshops to build your skills. These are delivered 
by industry-active professionals, with strong 
connections to the most current practice. 

In the first term, you will have an opportunity 
to engage with a collaborative project, an 
inter-disciplinary project across the postgraduate 
community, and also an individually negotiated 
project relevant to your research.

In the second term, you will receive three academic 
tutorials with staff members and course leaders. 
We encourage the process of reflecting upon your 
achievements and challenges and planning your 
personal, educational and career development.

During your final term, you will have regular access 
to staff and course leaders to guide you in bringing 
together your final research and project work.

The Learning Experience 37





“ MA Interactive Digital Media perfectly 
merged my backgrounds in art and 
technology. I have a much deeper 
understanding of research methods 
and it’s been insightful to share 
and grow with like-minded creative 
professionals.” 

Daniella Shin
MA Interactive Digital Media alumna



This course gives you access to 
cutting-edge media technologies 
to develop and deliver immersive 
3D media to new platforms.

Futures
There is a growing need for 3D 
stereoscopic content producers and 
broadcast professionals with a deep 
understanding of workflow and 
creation in the media industry.

The Course
3D Stereoscopic Media provides you 
with a grounded and deep exploration 
of the area. Working with industry 
professionals and specialist S3D 
technology and platform providers, 
the course encourages the examination 
of all sides of the stereoscopic 3D story. 
This includes an understanding of the 
perceptual science and human vision 
theory as well as capture and display 
technologies looking at the biology, 
psychology and the technology 
behind the current wave of innovation.

You will combine forces with students 
from a wide variety of creative and 
technical backgrounds through a series 
of collaborative projects to design and 
build rich 3D content, applying a core 
understanding of the nature of stereo 
perception in 3D output. Content will 
be repurposed for multiple platforms, 
from point-of-sale lenticular screens to 
3D cinema, exploring at the same time 
how narrative and storytelling can be 
enhanced through stereoscopic 
production and delivery. 

The course covers the history of stereoscopic 
3D through to the roles played by modern 
content and technology companies. You 
will engage with production processes and 
workflows for multiple platforms including 
specialist content management, production 
and post-production techniques. 

Unit 1: Technology Issues
In the Technology Issues unit you will have 
the opportunity to prototype ideas and 
engage with industry standard processes, 
techniques and technology relevant to 3D 
Stereoscopic Media. 

Unit 2: Research Process
The Research Process unit will enable 
you to deepen your conceptual thinking 
and technical application through the 
development of your individual practice. 

Unit 3: Business and Innovation
The business context of new technologies 
has transformed the relationships between 
traditional film, video and digital formats.

Unit 4: Concept and Prototyping
The Concept and Prototyping unit will 
develop your main concepts with reference 
to theoretical and business contexts.

Unit 5: Major Project
The Major Project unit represents the 
culmination of a student’s investigation and 
the final stage of the research strategy. This 
is a substantial piece of self-managed work 
that is underpinned by advanced practice-
based methodologies and processes.

3D Stereoscopic Media
MA/MSc

Duration 1 year full time / 
2 years part time

Entry requirements see page 160
How to apply see page 162

Term starts September 2017
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This is a cross-disciplinary programme  
for practitioners interested in research  
into digital making and manufacturing.

Futures
The course is suitable for those wishing  
to diversify and deepen their relationship 
with technology. It is targeted at all those 
with an interest in rapid prototyping and 
digital technologies such as product 
designers, engineers, model makers, 
artists and architects.

The Course
You will evaluate and engage with how 
emerging technologies are changing 
the creative industries, such as rapid 
prototyping, generative design, 3D 
scanning and multi axis machining. 
You will benefit from access to our 
state-of-the-art digital prototyping 
facilities as well as tuition in computer 
aided design and manufacture, 
integrating these skills with more 
traditional making methods. 

The course offers the opportunity  
to develop and manage an individual 
area of enquiry and creative development 
in digital manufacturing. This will 
culminate in the realisation of a final 
major project fully informed by 
professional and industrial contexts  
and multidisciplinary perspectives.

Unit 1: Technology Issues
In the Technology Issues unit you will 
have the opportunity to prototype 
ideas and engage with industry standard 
processes, techniques and technology 
relevant to prototyping.

Unit 2: Research Process
The Research Process unit will enable 
you to deepen your conceptual thinking 
and technical application through the 
development of your individual practice.

Unit 3: Business and Innovation
The business context of new technologies 
has transformed the relationships 
between traditional film, video and 
digital formats.

Unit 4: Concept and Prototyping
The Concept and Prototyping unit 
will develop your main concepts 
with reference to theoretical and 
business contexts.

Unit 5: Major Project
The Major Project unit represents the 
culmination of a student’s investigation 
and the final stage of the research 
strategy. This is a substantial piece 
of self-managed work that is underpinned 
by advanced practice-based 
methodologies and processes.

Applied Technologies: 
Rapid Prototyping and Digital Technologies  
MSc

Duration 1 year full time / 
2 years part time

Entry requirements see page 160
How to apply see page 162

Term starts September 2017

This Skillset accredited course aims to 
provide you with the advanced knowledge 
to operate and innovate in emerging areas 
of the broadcasting industry.

Futures
There is a growing need for online content 
producers and broadcast professionals 
with a deep understanding of workflow 
and creation in the media industry.

The Course
Digital broadcast media is at the heart 
of this course, which aims to investigate, 
understand and test contemporary 
theory and practice in the media 
industry. The course will explore the 
application of new technologies, new 
platforms, methodologies, and business 
models and the opportunities that 
they offer the broadcast professional. 
You will develop and challenge your 
understanding of key processes and 
will expand and push at the extreme 
edges of current knowledge in analogue 
and digital media, linear and non-linear 
broadcast, media content, production 
and intellectual property. 

The course will give you the chance 
to explore the impact of emerging 
technologies such as: S3D, ultra high 
definition (UHD) 4K, super high definition 
(SHD) 8K, pre-production, production 
and post-production workflows, global 
distribution, media acquisition, storage 
and archiving; meta-data, and changing 
broadcast paradigms. You will be able to 
individualise your learning and develop, 
manage and realise an individual project, 
which will have a professional rationale, 
developed in your chosen area of  
broadcast study.

We will encourage you to develop strong 
project management skills and a range of 
key business skills such as planning, high 
level budgeting, schedule development, 
marketing and audience development.

Unit 1: Technology Issues
In the Technology Issues unit you  
will have the opportunity to prototype 
ideas and engage with industry standard 
processes, techniques and technology 
relevant to broadcast futures 

Unit 2: Research Process
The Research Process unit will enable 
you to deepen your conceptual thinking 
and technical application through the 
development of your individual practice.

Unit 3: Business and Innovation
The business context of new 
technologies has transformed the 
relationships between traditional film, 
video and digital formats.

Unit 4: Concept and Prototyping
The Concept and Prototyping  
unit will develop your main concepts 
with reference to theoretical and 
business contexts.

Unit 5: Major Project
The Major Project unit represents the 
culmination of a student’s investigation 
and the final stage of the research 
strategy. This is a substantial piece of 
self-managed work that is underpinned 
by advanced practice-based 
methodologies and processes.

Broadcast Futures
MA/MSc

Duration 1 year full time / 
2 years part time

Entry requirements see page 160
How to apply see page 162

Term starts September 2017
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This course has been developed in 
response to industry demand for creative 
professionals with specialist design skills.

Futures
Communication designers commonly 
work across a wide range of areas, 
offering a 360° collaborative approach  
to design delivery.

The Course
Communication Design helps you to think 
creatively about design problems and use 
technology to offer innovative solutions. 
Analytical skills, strategic and conceptual 
thinking are developed to achieve 
successfully targeted messages to the 
recipient. This broad-ranging discipline 
is concerned not only with developing 
aesthetics, but also creating new media 
channels to ensure the message reaches 
its target audience effectively.

As technology has become more 
prevalent, design has assumed more 
importance and professionals need 
to be able to offer new ideas to meet 
client needs. You will develop your 
own specialism, as well as collaborating 
with students on other postgraduate 
pathways, through rigorous analysis, 
experimentation and practical testing. 
You will benefit from the input of 
professional designers working within  
the future-thinking design industry.

Unit 1: Technology Issues
In the Technology Issues unit you will 
have the opportunity to prototype ideas 
and engage with industry standard 
processes, techniques and technology 
relevant to communication design.

Unit 2: Research Process
The Research Process unit provides 
the grounding for research and 
development skills needed for students’ 
individual projects.

Unit 3: Business and Innovation
This unit helps students develop their 
understanding of business and innovative 
practices in the creative industries.  
It supports communication design 
students in turning their ideas and  
skills into viable market propositions  
and long-term business plans. 

Unit 4: Concept and Prototyping
This unit allows students to further 
develop their skills, to identify a 
specialist area related to communication 
design and to pursue a single line of 
inquiry, idea or theory embedded in 
communication design and research 
and develop the concept.

Unit 5: Major Project
The Major Project unit represents the 
culmination of a student’s investigation 
and the final stage of the research 
strategy. This is a substantial piece  
of self-managed work that is underpinned 
by advanced practice-based 
methodologies and processes.

Communication Design
MA

Duration 1 year full time / 
2 years part time

Entry requirements see page 160 
How to apply see page 162

Term starts September 2017

This course opens up the possibilities  
of computer programming within  
a research-led context for the  
creative industries.

Futures
You will be well placed to take responsible 
roles such as production supervisor, 
technical director, lead or assistant 
programmer, user-experience designer, 
producer or freelance consultant.

The Course
This course is positioned to assist 
you to engage with the huge wave of 
interest in the open source communities 
surrounding the coding developments 
such as open Frameworks, Arduino, 
Processing and Cinder. These freely 
available libraries of code and hardware 
bring the power of computing and 
interaction to a much wider base of 
creative users and you will immediately 
see the imaginative potential that they 
offer. Instruction in visual programming 
with Max/Msp, Pure Data and VVV  
may also be offered. 

You will be shown examples of projects 
that make use of such devices such as 
Kinect, Leap Motion and motion capture. 
Project work will offer opportunities 
to put this knowledge into practice in 
order to propose inventive solutions 
that respond to the movement of the 
human figure. The combination of 
data drawn from the position of the 
figure and a three dimensional virtual 
environment has opened up a fascinating 
discussion about the nature of human 
choreographic gesture and the way  
it can have a simultaneous effect both  
in the digital and real world domains. 

Quadrocopters, robotics and the control  
of kinetic movements will come within  
the research focus of the course offering 
you a wide variety of possible outcomes.

Unit 1: Technology Issues
In the Technology Issues unit you will 
have the opportunity to prototype ideas 
and engage with industry standard 
processes, techniques and technology 
relevant to computational design.

Unit 2: Research Process
The Research Process unit will enable 
you to deepen your conceptual thinking 
and technical application through the 
development of your individual practice.

Unit 3: Business and Innovation
The business context of new technologies 
has transformed the relationships 
between traditional film, video and 
digital formats.

Unit 4: Concept and Prototyping
The Concept and Prototyping unit 
will develop your main concepts with 
reference to theoretical and business 
contexts.

Unit 5: Major Project
The Major Project unit represents the 
culmination of a student’s investigation 
and the final stage of the research 
strategy. This is a substantial piece of 
self-managed work that is underpinned 
by advanced practice-based 
methodologies and processes.

Computational Design
MA/MSc

Duration 1 year full time / 
2 years part time

Entry requirements see page 160
How to apply see page 162

Term starts September 2017
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This course investigates spatial design  
in relation to interiors, architecture,  
cities and natural environments.

Futures
This course is responding to the 
emerging demand for architects with 
an inter-disciplinary skillset in urban 
planning, environment design and 
sustainable cultures.

The Course
Environment Design aims to produce 
new design and research that takes 
forward questions inherent in modernity. 
The course encourages you to explore 
your own field of research and practice. 
We are a multidisciplinary team with 
staff who exchange knowledge in 
applied technologies, visual effects, 
interactive digital media, moving image, 
communication design and fashion. 
The programme aims to give students 
the skills to create methods and 
techniques often offered by new 
technology and the creative processes 
involved in designing.

You will be encouraged to engage 
with advanced practice within a global 
context, explore the similarities and key 
differences in emphases of different 
centres across the world, and to put 
your learning and design solutions into 
context. Here you will expand your own 
research and practice, by developing 
and managing an individual programme 
of enquiry and creative development 
in environment design. This will 
culminate in the realisation of a final 
major project fully informed by 
professional and industrial contexts 
and multidisciplinary perspectives.

Unit 1: Technology Issues
In the Technology Issues unit you will 
have the opportunity to prototype 
ideas and engage with industry standard 
processes, techniques and technology 
relevant to environment design.

Unit 2: Research Process
The Research Process unit will enable 
you to deepen your conceptual thinking 
and technical application through the 
development of your individual practice.

Unit 3: Business and Innovation
The business context of new 
technologies has transformed the 
relationships between traditional 
film, video and digital formats.

Unit 4: Concept and Prototyping
The Concept and Prototyping  
unit will develop your main concepts 
with reference to theoretical and 
business contexts.

Unit 5: Major Project
The Major Project unit represents the 
culmination of a student’s investigation 
and the final stage of the research 
strategy. This is a substantial piece 
of self-managed work that is 
underpinned by advanced practice- 
based methodologies and processes.

Environment Design
MA

Duration 1 year full time / 
2 years part time

Entry requirements see page 160 
How to apply see page 162

Term starts September 2017

This course challenges the boundaries of 
traditional fashion design and manufacture 
to ensure cutting-edge practice is 
balanced with commercial strategy.

Futures
You will be equipped with an in-depth 
knowledge and understanding of the 
international fashion and fashion 
marketing business, enabling you to 
integrate these skills into the creative 
design and making process.

The Course
Fashion is a creative, project-based 
course that focuses on the dynamic 
between creativity, technology and 
business awareness. It develops the 
critical, technical and professional skills 
necessary to advance practice and 
stimulate innovation in the fashion 
industry. You will explore the boundaries 
of creative fashion design and develop 
your skills utilising a range of prototyping 
technologies. The course will challenge 
you to re-examine the underpinning 
methodologies and ways of working that 
characterise creative practice in fashion. 

You will benefit from our unique 
postgraduate ethos of encouraging 
collaboration with other postgraduate 
practitioners to gain a multidisciplinary 
perspective. Throughout the course,  
you will develop new experimental 
approaches to fashion and/or textile 
design, strengthening your own practice 
and developing new skills. Final project 
outcomes range from traditional catwalk 
collections to installations, interactive 
experience, exhibitions, virtual design, 
products, promotional packages, 
magazines, videos or websites.  

We encourage you to make final  
projects that integrate multidisciplinary 
perspectives, for instance, catwalk 
collections that involve installation or the 
development of fashion brand campaigns 
involving digital media and 3D film. 

Unit 1: Technology Issues
In the Technology Issues unit you 
will have the opportunity to prototype 
ideas and engage with industry standard 
processes, techniques and technology 
relevant to Fashion. 

Unit 2: Research Process
The Research Process unit will enable 
you to deepen your conceptual thinking 
and technical application through the 
development of your individual practice.

Unit 3: Business and Innovation
The business context of new technologies 
has transformed the relationships 
between traditional film, video and 
digital formats.

Unit 4: Concept and Prototyping
The Concept and Prototyping unit 
will develop your main concepts 
with reference to theoretical and 
business contexts.

Unit 5: Major Project
The Major Project unit represents the 
culmination of a student’s investigation 
and the final stage of the research 
strategy. This is a substantial piece  
of self-managed work that is 
underpinned by advanced practice-
based methodologies and processes.

Fashion
MA

Duration 1 year full time / 
2 years part time

Entry requirements see page 160
How to apply see page 162

Term starts September 2017
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This course creates designers with  
the potential to innovate and influence 
interaction design practice.

Futures
You will be in a position to take 
responsible roles such as production 
supervisor, technical director, lead or 
assistant programmer, user-experience 
designer, producer or freelance 
consultant.

The Course
Interactive Digital Media is of particular 
relevance to you as a practitioner 
or designer if you want to develop 
your practice in interaction design, 
installation, projection mapping, digital 
games and user-centred product 
design. You will be encouraged to 
work with technology experimentally, 
creatively and collaboratively, and to 
apply emerging and existing technology 
in new and novel ways. You will also 
have hands-on experience creating for 
Android, iPad, iPhone, PlayStation 3, 
Xbox, and websites.

The course will provide skills in the 
relevant multimedia software, 3D 
graphics software, game engines and 
modelling packages such as Unity, 
UdK, 3D Studio Max or Maya. You will 
understand code, create electronic 
and physical interfaces and the course 
encourages the use of low level C# 
and C++, JavaScript, HTML or Python.

Unit 1: Technology Issues
In the Technology Issues unit you will 
have the opportunity to prototype ideas 
and engage with industry standard 
processes, techniques and technology 
relevant to interactive digital media. 

Unit 2: Research Process
The Research Process unit will enable 
you to deepen your conceptual thinking 
and technical application through the 
development of your individual practice.

Unit 3: Business and Innovation
The business context of new technologies 
has transformed the relationships 
between traditional film, video and 
digital formats.

Unit 4: Concept and Prototyping
The Concept and Prototyping unit 
will develop your main concepts 
with reference to theoretical and 
business contexts.

Unit 5: Major Project
The Major Project unit represents the 
culmination of a student’s investigation 
and the final stage of the research 
strategy. This is a substantial piece 
of self-managed work that is 
underpinned by advanced practice-
based methodologies and processes.

Interactive Digital Media
MA/MSc

Duration 1 year full time / 
2 years part time

Entry requirements see page 160 
How to apply see page 162

Term starts September 2017

The course is defined by its distinctive 
experimental approach to the 
development of user-centred projects.

Futures
Our graduates leave equipped with 
skills to realise relevant and elegant 
design proposals with a solid 
commercial potential.

The Course
Interactive Product Futures is a creative, 
project-based course. It supports 
advanced product designers who wish 
to develop and refine their practice in 
interaction and user-centred product 
design. The course recognises that 
different electronic and computing 
technologies increasingly permeate 
our lives, but also recognises the need 
for products to be more empathetic to 
people and their behaviour. Examples 
of potential development opportunities 
include website development, mobile 
phone application or utility, a computer 
game or a game level, media elements, 
interactive TV application.

The course encourages you to 
experiment with new ways of working 
with objects and their integration 
with technologies, both creatively and 
collaboratively. It also asks you to apply 
emerging and existing technology in 
new ways through personal fabrication, 
research and the experimental 
application. We invite you to look at 
academic theoretical frameworks, 
research methodologies and their 
application within industry practice. 

Unit 1: Technology Issues
In the Technology Issues unit you 
will have the opportunity to prototype 
ideas and engage with industry standard 
processes, techniques and technology 
relevant to product. 

Unit 2: Research Process
The Research Process unit will enable 
you to deepen your conceptual thinking 
and technical application through the 
development of your individual practice. 

Unit 3: Business and Innovation
The business context of new 
technologies has transformed the 
relationships between traditional 
film, video and digital formats.

Unit 4: Concept and Prototyping
The Concept and Prototyping unit 
will develop your main concepts 
with reference to theoretical and 
business contexts.

Unit 5: Major Project
The Major Project unit represents the 
culmination of a student’s investigation 
and the final stage of the research 
strategy. This is a substantial piece 
of self-managed work that is 
underpinned by advanced practice-
based methodologies and processes.

Interactive Product Futures
MA/MSc

Duration 1 year full time / 
2 years part time

Entry requirements see page 160
How to apply see page 162

Term starts September 2017
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This course develops conceptual thinkers 
and professionals who can deliver ideas 
across moving image industries.

Futures
The need for both film and video content 
means that there is a growing need 
not just for producers but also digital 
advertising professionals who have a deep 
understanding of the whole workflow 
around moving image.

The Course
Our Moving Image course has been 
designed for students who are looking 
for an innovative, creative and critical 
opportunity to develop their work. 
You will engage with video, digital editing, 
sound and animation to build a strong 
conceptual and technical basis for your 
development. We provide opportunities 
to work in more traditional areas of 
moving image such as short narrative 
film, promotions and branding, animation 
and motion graphics whilst also 
developing skills in areas such as 3D 
projection, video mapping and CGI.

The course forms an intensive arena 
for the discussion, development and 
production of high quality original audio-
visual work. You will also be encouraged 
to engage with the wider context of 
moving image practice, for instance, 
through submitting work to festivals and 
competitions. There may be opportunities 
to work on ‘live’ industry briefs or with 
start-ups from the incubation area. 
You will be invited to attend guest 
lectures from industry professionals and 
participate in industry-focused projects, 
collaborations and workplace visits.

Unit 1: Technology Issues
In the Technology Issues unit you will 
have the opportunity to prototype ideas 
and engage with industry standard 
processes, techniques and technology 
relevant to moving image. 

Unit 2: Research Process
The Research Process unit will enable 
you to deepen your conceptual thinking 
and technical application through the 
development of your individual practice.

Unit 3: Business and Innovation
The business context of new technologies 
has transformed the relationships 
between traditional film, video and 
digital formats.

Unit 4: Concept and Prototyping
The Concept and Prototyping unit 
will develop your main concepts 
with reference to theoretical and 
business contexts.

Unit 5: Major Project
The Major Project unit represents the 
culmination of a student’s investigation 
and the final stage of the research 
strategy. This is a substantial piece of 
self-managed work that is underpinned 
by advanced practice-based 
methodologies and processes.

Moving Image
MA

Duration 1 year full time / 
2 years part time

Entry requirements see page 160
How to apply see page 162

Term starts September 2017

This course produces Skillset qualified 
professionals who are well-prepared 
to enter the VFX industry at creative or 
managerial level.

Futures
The need for both film and video  
content means that there is a growing 
need not just for VFX artists but also 
VFX producers, post-production 
coordinators and project managers 
that have a deep understanding of the 
whole workflow and creation of visual 
effects and post-production.

The Course
This course will teach you the whole 
process in the creation of VFX. This 
includes pre-production meetings, 
VFX acquisition, scheduling, budgeting 
and shoot supervision. These modules 
also place VFX in the wider context of 
post-production and give an overview 
of the post-production workflow from 
brief to delivery, including transcoding, 
editing and deliverables. We give 
students access to all the necessary 
equipment, including cameras, the use 
of green screen studios with complete 
lighting rigs and the relevant software. 

Students will have the opportunity to 
visit a major post-production facility 
through our many industry partnerships. 
Entrants are likely to have previously 
studied arts, media, public relations, 
marketing, editing, post-production, 
motion graphics or 3D animation at 
undergraduate level.

Unit 1: Technology Issues
In the Technology Issues unit you will 
have the opportunity to prototype ideas 
and engage with industry standard 
processes, techniques and technology 
relevant to visual effects. 

Unit 2: Research Process
The Research Process unit will enable 
you to deepen your conceptual thinking 
and technical application through the 
development of your individual practice. 

Unit 3: Business and Innovation
The business context of new technologies 
has transformed the relationships 
between traditional film, video and 
digital formats.

Unit 4: Concept and Prototyping
The Concept and Prototyping  
unit will develop your main concepts 
with reference to theoretical and 
business contexts.

Unit 5: Major Project
The Major Project unit represents the 
culmination of a student’s investigation 
and the final stage of the research 
strategy. This is a substantial piece  
of self-managed work that is 
underpinned by advanced practice-
based methodologies and processes.

Visual Effects 
MA

Duration 1 year full time / 
2 years part time

Entry requirements see page 160
How to apply see page 162

Term starts September 2017
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This course is for designers who are 
interested in technologies that have  
the human body and its covering  
as their focus.

Futures
Wearable Futures graduates have  
the knowledge and skills needed to  
be innovative within different facets  
of the new and emerging wearable  
tech industry.

The Course
The main conceptual framework for 
the course will be provided by theories 
of digital craftsmanship, body-centric 
technologies and phenomenological 
readings and speculative philosophy. 
These will assist in helping you to sift and 
prioritise the current trends and thought 
relating to fashion and discussion around 
the body within data-informed spaces. 
An interdisciplinary field of study will 
include interaction and UX design and 
open source culture, design innovation 
and applied philosophy.

You will be introduced to philosophical 
trends and these will tie in with your 
practice and help you to develop a 
critical view incorporating design fiction 
and other emerging theories. You will 
engage with research methods such 
as participatory, user-study and user-
centred design. We will help you to 
influence the decision makers so that 
wearable solutions will be accepted 
and meet the cultural and ethical 
expectations when designing for the 
human body and the garment-industry. 

You are expected to consider the cultural 
and social role inherent to fashion as 
a part of wearable futures. Wearable 
Futures students will focus their 
investigations on the key flashpoints  
of the body as an interface for what is a 
symbiotic, physical and digital exchange. 

Unit 1: Technology Issues
In the Technology Issues unit you will 
have the opportunity to prototype ideas 
and engage with industry standard 
processes, techniques and technology 
relevant to visual effects. 

Unit 2: Business and Innovation
The business context of new 
technologies has transformed the 
relationships between traditional film, 
video and digital formats.

Unit 3: Research Process
The Research Process unit will enable 
you to deepen your conceptual thinking 
and technical application through the 
development of your individual practice.

Unit 4: Concept and Prototyping
The Concept and Prototyping  
unit will develop your main concepts 
with reference to theoretical and 
business contexts.

Unit 5: Major Project
The Major Project unit represents the 
culmination of a student’s investigation 
and the final stage of the research 
strategy. This is a substantial piece  
of self-managed work that is 
underpinned by advanced practice-
based methodologies and processes.

Wearable Futures
MA

Duration 1 year full time / 
2 years part time

Entry requirements see page 160
How to apply see page 162

Term starts September 2017

The MDes is an internationally recognised programme, 
promoting business growth, new services, brand 
development and social change.

The transformation from an economy of the past to the 
economy of the future calls for a deeper understanding 
of global business and social contexts as well as our 
own inner motives, values and ways of thinking.

The four courses bring together traditional business 
and management approaches with creative thinking 
and problem solving methodologies.

The MDes lends itself to the development of new 
ventures and the origination of problem solving 
approaches. The programme is a platform for career 
development and will nurture the leadership skills 
needed for the new global and inter-connected economy. 
Many of the MDes students progress to secure or 
occupy positions of significant influence in companies 
such as IBM, the Cabinet Office, International NGOs 
and luxury brands such as Burberry.

Master of Design 
and Innovation (MDes)

MDes Courses
Design Management Innovation, Luxury Brand Management Innovation, 
Service Design Innovation, Social Innovation.
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The MDes experience centres on a practice-based 
approach. Students develop their ability to question, 
challenge and engage in current debates whilst 
interacting with organisations, speakers and peers.

You will explore the strategic use of design and its 
application as a tool to create innovative business 
models, brands and services, improve systems and 
develop better professional practices – all within  
the framework of sustainability.

We use an action research approach to course 
assignments, bringing together cross-disciplinary 
projects with client led live briefs. These centre 
on design thinking as a method for creating new 
services, responding to new needs, delivering 
organisational and brand solutions and developing 
new forms of stakeholder and customer engagement.

The Learning Experience 57



“ The course gave me a firm foundation into 
design thinking and allowed me to understand 
how to design solutions with and for the 
end user. This is of course intrinsic to how 
government should be designing policies 
and services for the citizen and is a style 
of thinking that is just starting to emerge.”

Tim King 
MDes Design Management alumnus
Cabinet Office





This course provides you with 
opportunities to develop innovative 
management and leadership 
strategies through an understanding 
of design thinking.

Futures
In the corporate world, design managers 
oversee the development of products 
and services and manage the innovation 
process workflow. They also have a 
significant strategic role in managing 
the articulation of a business strategy, 
continuously improving the customer 
experience.

The Course
Design Management Innovation students 
approach leadership and enterprise 
development from the perspective of 
design thinking and creative innovation. 
As well as operational management 
they also focus on approaches to 
organisational change, behavioural 
change and transformation programmes. 

The programme draws on current 
Ravensbourne research. This includes 
rapid prototyping, business start-up, 
team building and team dynamics, 
and the more strategic area of new 
business model development. There 
are also opportunities to observe the 
unfolding of larger scale projects in 
connection with business growth, 
regeneration and new disruptive 
technologies. Students work on local 
and global projects with organisations 
such as BT, IBM, The Cabinet Office, 
Citizens UK, and Eccenture.

Stage One
This stage introduces you to a range  
of theories and practices in the strategic 
use of design and innovation, with a 
particular focus on the method of design 
thinking in the global context and how  
it relates to design management.

Unit 1   Cultural and Contextual  
Design Studies

Unit 2   Practical Application of Design 
Thinking in Design Management

Unit 3   Managing Design in a Global 
Society and Economy

Stage Two
This stage develops the practical 
application of design thinking with 
a focus on innovation and industry-
oriented professional practice based 
on design management. It also extends 
your innovation and leadership toolkit.

Unit 4   Professional Practice in 
Management and Consulting

Unit 5  Strategic Design and Innovation
Unit 6  Studio Practice

Stage Three
This stage allows you to evaluate and 
advance existing knowledge before your 
major project.

Unit 7  Major Project

Design Management Innovation
MDes

Duration 1 year full time /
2 years part time

Entry requirements see page 160
How to apply see page 162

Term starts September 2017
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This course provides you with 
opportunities to enable the development 
of high value services and luxury 
brands on a global scale.

Futures
In the corporate world, luxury brand 
managers oversee the development of 
products and high-end services. They 
also have a significant strategic role in 
continuously improving the customer 
experience and re-invigorating services.

The Course
Luxury Brand Management Innovation 
focuses on managing the relationship 
between luxury brands, high value 
services and consumer behaviour. 
Students will analyse established brands 
and the process of repositioning them. 
Luxury Brand Management Innovation 
requires sensitivity to customer 
perceptions of established aesthetics  
and the potential for higher levels  
of engagement and participation.

You will progress through the various 
stages needed to turn a luxury brand into 
a ‘lived’ experience providing insightful 
thinking and practical strategies into 
what makes a luxury brand ‘high value’. 
The course benefits from the research 
interests of existing Ravensbourne staff, 
including the impact of ethical issues in 
the fashion business on brand perception, 
marketing and branding of sustainable 
fashion, and the role of social networking 
in establishing brands. Students will also 
have the opportunity to work closely with 
students on Ravensbourne’s Fashion  
MA programmes.

Stage One
We introduce you to a range of theories  
and practices in the strategic use of design  
and innovation, with a particular focus on 
the method of design thinking and how  
it relates to luxury brand management. 

Unit 1   Cultural and Contextual  
Design Studies

Unit 2   Practical Application of  
Design Thinking in Luxury  
Brand Management

Unit 3   Managing Design in a Global 
Society and Economy

Stage Two
We help you to put your learning in  
a professional context and develop the 
practical application of design thinking  
with a focus on innovation and industry-
oriented professional practice.

Unit 4   Professional Practice in 
Management and Consulting

Unit 5  Strategic Design and Innovation
Unit 6  Studio Practice

Stage Three
This stage allows you to evaluate and 
advance existing knowledge before your 
major project.

Unit 7  Major Project

Luxury Brand Management Innovation
MDes

Duration 1 year full time /
2 years part time

Entry requirements see page 160
How to apply see page 162

Term starts September 2017

This course gives you opportunities  
to design radical new services that are 
highly desirable for customers as well  
as profitable and sustainable.

Futures
Service Design graduates have a 
practice-based approach to embedding 
innovation in key customer focussed 
areas of business. Students go on to 
be engaged in broader organisational 
development issues, such as strategic 
innovation and organisational change.

The Course
Service Design Innovation is based on 
the idea that an effective service is built 
by gaining a deep understanding of the 
interaction between service providers 
and the end user, including their wants, 
needs and potential for co-creation. 
Students use a specific set of methods 
and processes based on design thinking. 
In particular this course will require 
you to develop the ability to design 
user research, to facilitate stakeholder 
workshops, and to project manage  
a service design process.

Students are introduced to a range  
of concepts such as co-design, 
user-driven innovation, open innovation 
and stakeholder management. They 
are also encouraged to develop their 
own approaches and to respond to 
emerging industry practices. Learners 
will benefit from staff research interests 
in methodology and in user experience 
design strategies. They may also have 
the opportunity to participate in one 
of Ravensbourne’s regular industry 
development projects with a strong  
service design dimension.

Stage One
Unit 1   Cultural and Contextual  

Design Studies
Unit 2   Practical Application of Design 

Thinking in Service Design
Unit 3   Managing Design in a Global 

Society and Economy

Stage Two
This stage builds on the practical 
application of design thinking with 
a focus on innovation and industry 
oriented professional practice. Teaching 
and learning methods in this term 
are reflective of real world practices 
ensuring that participants are well 
versed in new service/product design 
methods, blueprinting, modelling, 
brand guardianship, consumer 
marketing and routes to market.

Unit 4   Professional Practice in 
Management and Consulting

Unit 5   Strategic Design and Innovation
Unit 6  Studio Practice

Stage Three
This stage allows you to evaluate and 
advance existing knowledge before your 
major project.

Unit 7  Major Project

Service Design Innovation
MDes

Duration 1 year full time /
2 years part time

Entry requirements see page 160
How to apply see page 162

Term starts September 2017
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This course applies the lens of design 
thinking to address some of society’s  
most important social, environmental 
and economic challenges.

Futures
Social Innovation equips you with the 
ability to embed innovation in the area 
of sustainability, community resilience, 
corporate social responsibility, venture 
and philanthropy. This course develops 
your collaborative and entrepreneurial 
approaches, supported by design skills  
that are needed for leadership roles  
in brands, business, social enterprise,  
NGOs or government.

The Course
You will develop solutions that address 
pressing social and environmental 
demands. These are often in the fields 
of health, social cohesion, demographic 
shifts, climate change and economic 
development. These issues are not 
necessarily addressed by one sector 
alone or by conventional market-led 
forces. Instead they involve cross-
sectorial experimentation, co-creation, 
prototyping and dissemination. Globally 
focused case studies will broaden 
students’ perspectives and increase their 
understanding of social innovation as  
a driver for systemic social change.

The course will guide students through  
the underlying patterns, causes and 
capabilities needed for social change 
looking at alternative economic spaces 
by drawing on notions of the social 
economy, social value, inclusion  
and sustainability. 

It will demonstrate how design is being 
used increasingly as a strategic tool by 
organisations, social movements and 
government bodies to create innovative 
new social services, improve systems  
and processes and develop better,  
more inclusive and participatory  
business models.

Stage One
This stage introduces you to a range  
of theories and practices in the strategic 
use of design and innovation, with a 
particular focus on the method of design 
thinking in the global context and how 
it relates to social and environmental 
change and sustainability.

Stage Two
This stage develops the practical 
application of design thinking with 
a focus on innovation and industry-
oriented professional practice based 
on design management. It also extends 
your innovation and leadership toolkit. 
The Studio Practice unit gives you the 
opportunity to take on a work placement  
or design research project which will  
inform your major project.

Unit 4   Professional Practice in 
Management and Consulting

Unit 5  Strategic Design and Innovation
Unit 6  Studio Practice

Stage Three
This stage allows you to evaluate and 
advance existing knowledge before your 
major project.

Unit 7  Major Project

Social Innovation
MDes

Duration 1 year full time /
2 years part time

Entry requirements see page 160
How to apply see page 162

Term starts September 2017

School of Design
 “We are a world-leader in design education; 
a place where you will develop your design 
experimentation, design thinking, design  
aesthetic and design application, as well  
as your entrepreneurial and professional  
skills to the highest level.” 
 
Professor Lawrence Zeegen, Dean of Design

Departments 
Architecture, Design Practice, Fashion.
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Department 
of Architecture

The place to examine 
the future of the built 
environment and the 
human experience 
through the spaces  
we design.

BA (Hons) Courses
Architecture, Interior Design and Environment Architectures.
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“ You will have the opportunity to explore the creation 
of the spaces we use everyday as well as those at 
the experimental edge of creativity that we admire 
as art forms in their own right whether permanent, 
temporary, or virtual.

Our students are immersed in the world of industry 
with live briefs, events, and opportunities for 
interaction to prepare you for a career in architecture, 
interiors or their allied professions.

Staff bring with them a wealth of professional and 
international experience at the highest levels to 
guide, debate and nurture you as you progress.

Our students fully understand the philosophies 
behind the creation of space and how the inter 
relationships to politics, society and technological 
change impact on the dynamic world and issues 
of the built environment.”

Layton Reid, Associate Dean
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Architecture is the design, planning 
and construction of new buildings. 
This course combines art, philosophy, 
technology and ecology with an 
experimental approach to solve 
problems connected to the places  
where we live, work and relax.

Futures
Architects are most often employed 
in the design of quality environments. 

There are many different specialties you 
could work in, such as architectural and 
urban design, environmental research, 
building conservation, heritage matters 
or community development.

The Course
This course will give you an understanding 
of both the practical and theoretical 
aspects of architecture. You will study 
the design of buildings and the technical 
aspects of construction alongside how 
architecture relates to the notions of live, 
work and relax. You will learn through 
a mixture of problem-based outcomes, 
design studio tutoring, workshops and 
traditional teaching. To prepare you for 
the profession, we put an emphasis on 
cross-disciplinary working with other 
departments and completing briefs as 
part of a team. Teaching staff and visiting 
professionals bring further industry 
perspectives to the course.

Architecture
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course K100

Institution RAVEN R06
Term starts September 2017

Year One
You will build skills in architectural 
computer graphics, basic principles of 
structure and design and basic research 
skills. You will begin to think about 
professional enterprise and angles on 
problems of the built environment. 
We encourage you to start thinking 
about your contextual studies research.

Year Two
You will gain greater understanding  
of urban design, branded environments, 
rehabilitation projects, and the history  
of the city. This will allow you to enhance 
your practice and develop your approach 
to your design work. We set briefs that 
encourage you to collaborate with other 
students and create work as part of a 
design team. 

Year Three
You will bring your learning together in a 
final negotiated major project, where you 
will investigate and make architectural 
design decisions. You will carry out a 
negotiated project which takes the form 
of a live brief. We ask you to show your 
contextual studies research and thinking 
in a long form dissertation. You will leave 
with a portfolio that shows your skills in 
areas in entry-level architecture.

“ Ravensbourne offers you the 
opportunity to be treated as 
the young designer you want to 
be. You are pushed to become 
entrepreneurial and develop 
your skills as a young working 
professional.” 
 
Chris Hall, BA (Hons) 
Interior Design Environment 
Architectures alumnus
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Interior Design and Environment Architectures
BA (Hons)

Interior Design and Environment 
Architectures is the design and re-design 
of existing spaces. This course engages 
with interiors and pushes the boundaries 
of how we can make and re-make 
environments whilst considering the 
experience of the user.

Futures
Interior architecture graduates often 
go on to design the rehabilitation and 
extension of existing buildings, or the 
creation of new built environments. 
You could find yourself working in 
architectural and urban consultancy, 
workplace design, housing research, 
and retail planning or community 
development.

The Course
This course is a fusion of architecture 
and interior design. It deals specifically 
with public and private commercial 
spaces within an urban environment. 
You will explore the impact of materials, 
technology, structures and form. You 
will study the design and rehabilitation 
of buildings, the technical aspects of 
construction, and how architecture 
relates to the notions of live, work 
and relax.

You will develop your skills through 
a mixture of problem-based learning, 
design studio tutoring, workshops and 
traditional teaching. To prepare you 
for the profession, we put an emphasis 
on cross-disciplinary practice and live 
competition briefs. Teaching staff and 
visiting professionals bring further 
industry perspectives to the course.

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course W250

Institution RAVEN R06
Term starts September 2017

Year One
You will build skills in communication 
and representation, construction and 
dual use environment. Alongside this, 
you will begin to think about your own 
design and angles on problems of the 
built environment. We encourage you 
to start thinking about your contextual 
studies research.

Year Two
You will gain greater understanding of 
urban history and theory, urban design, 
and design for commercial and retail 
environments, as well as rehabilitation. 
This will allow you to enhance your 
practice and develop your approach 
to your design work. We set briefs that 
encourage you to collaborate with other 
students and create work as part of a 
design team. 

Year Three
You will bring your learning together in a 
final negotiated major project, where you 
will investigate and make architectural 
design decisions. Alongside this, you will 
carry out a negotiated project in the form 
of a live brief. We ask you to show your 
contextual studies research and thinking 
in a long form dissertation. You will leave 
with a portfolio that shows your skills in 
areas in entry-level architecture.

Department of 
Design Practice

The place to investigate 
communication, 
experience, interaction 
and product design 
for tomorrow’s 
creative industries.

BA (Hons) Courses
Design Products, Digital Advertising and Design,  
Design and Coding, Graphic Design, Motion Graphics.
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“ We teach our students a wide range of practical 
skills, whilst allowing time for interaction, 
play, collaboration and exploration. All of our 
graduates leave us with a firm understanding 
of how to understand a design problem and 
answer it.

The London design world is on Ravensbourne’s 
doorstep. We encourage our students to gain 
industry experience in leading brands, answer 
live briefs and enter festivals and competitions. 
The school regularly hosts designers and 
makers, offering our students insight into their 
work and design today.

Our students are offered individual attention 
and each person is allowed the freedom to 
grow, develop and decide on where they may 
see themselves as a designer.” 
 
Louise Prideaux, Associate Dean
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“ I chose Ravensbourne because it was 
a very forward thinking institution and 
elements of new technologies were 
included in the course structure. I like 
that my course was so multidisciplinary 
with opportunities for collaboration 
with students from other courses.” 
 
Hugo Raymond 
BA (Hons) Graphic Design alumnus





Product Design is the study of how  
we interact with products and services. 
This course explores how we can use 
that knowledge to create and design 
better experiences for everyone.

Futures
Graduates most often work in product, 
packaging and service design and user 
experience. For example our graduates 
often help to develop new gadgets, 
food packaging and better customer 
experience in the finance industry.

The Course
This highly regarded course focuses  
on developing well-rounded designers 
with the skills and knowledge to produce 
both digital and physical products and 
services. User centred research is at the 
centre of this course and you will work 
on researching, creating and evaluating 
new ideas and turning them into tangible 
inventions. You will study aesthetics and 
sustainability as well as manufacturing 
through prototyping and basic electronics.

Our lecturers and visiting professionals 
will give you a unique insight into 
product design and will help you to 
develop your direction as a designer. 
You will learn technical skills through 
the completion of hands-on, practical 
work alongside presentation and 
pitching skills, and knowledge of the 
conceptual design process.

Year One
You will learn essential skills in 2D and 
3D design, user research, the iterative 
design process and current design 
software packages. You will begin to 
develop your own approach to product 
design and build confidence and self-
discipline in responding to live and 
self-initiated briefs. Throughout this 
stage we encourage you to start thinking 
about your contextual studies research.

Year Two
You will gain a deeper understanding 
of the design process, from prototype 
development leading to the study of 
materials and manufacturing techniques. 
We set briefs that encourage you to 
collaborate with other students and 
we encourage you to take up work 
placements in the design industry.

Year Three
We nurture your independence as 
a designer with a self-directed major 
product design project, ready for 
exhibition at the degree show. You will 
be assessed on a collaborative brief 
and are required to enter competitions 
and engage with industry design 
challenges. At the same time, you 
will produce a portfolio for entry 
into the industry. We ask you to show 
your contextual studies research and 
thinking in a long form dissertation.

Design Products
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160 

How to apply see page 161
Course W240

Institution RAVEN R06
Term starts September 2017

Digital Advertising and Design is the 
study of emerging digital technologies 
and their application in the field of 
creative advertising. This unique course 
specialises in giving you the skills you 
need to develop original content for  
new media platforms.

Futures
Experts in digital advertising most 
often work as digital designers and 
directors, strategists, account handlers, 
UX designers, project managers 
and producers.

The Course
This course offers students the 
opportunity to study the most current 
platforms used in advertising alongside 
the innovative creation of digital content. 
You will craft digital and physical 
products during your studies, working 
with emerging technologies such as 
augmented reality, 3D projection 
mapping and virtual environments. 
Pitching and presentation skills are key 
to this course, alongside an understanding 
of the industry and advertising strategies.

The course will enable you to prepare 
a creative portfolio and showreel to 
progress into key roles in the advertising 
world. You will be assessed through 
the completion of practical work and  
theory-based learning including essays 
and project reports.

Year One
You will build fundamental skills in 
conceptual thinking, the digital image, 
web media as well as branding and 
visualisation. You will begin to think 
about your own approach to digital 
creation and build confidence and  
self-discipline in responding to briefs.  
We encourage you to start thinking 
about your contextual studies research.

Year Two
You will gain a greater understanding 
of design innovation and cross media 
concepts. Through work placements  
and live briefs you will gain knowledge 
of the advertising world and the varied 
roles that exist in the industry. 

Year Three
You will further develop your skills in 
advanced digital techniques and bring 
your learning together in a major digital 
design project, ready for exhibition at 
the degree show. We require you to 
participate in competition briefs and 
festivals to develop your confidence 
in working with industry. At the same 
time, we ask you to bring together 
your contextual studies research and 
thinking in a long form dissertation.

Digital Advertising and Design
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course NW52

Institution RAVEN R06
Term starts September 2017
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Design and Coding is geared towards  
the playful design of online and physical 
experiences. You will experiment with 
new technologies and develop technical 
and creative skills that are valuable  
to industry.

Futures
Designers who code often work as 
user experience designers, interaction 
designers, app and web developers. 
They work in areas including installation 
design, data visualisation, gaming 
and advertising.

The Course
This course explores how innovative 
and meaningful experiences can be 
designed using creative coding. You will 
understand how the design of interactive 
devices can shape user experiences. 
Group work and collaboration is key and 
you will learn through the completion 
of in-class briefs and practical project 
work. At the same time you will develop 
an individual portfolio of technical skills 
together with user centred research and 
design experiments.

The course puts a strong emphasis 
on presentation and pitching, as well 
as written work, including essays and 
project reports. 

Year One
You will be immersed in maths, coding 
and circuits to enable user-centred 
design. At the same time, you will begin 
to build a working knowledge of visual 
forms and skills in basic graphic design. 
You will also gain knowledge of the 
industry through a series of lectures and 
workshops with visiting professionals. 
We encourage you to start thinking 
about your contextual studies research 
throughout this year.

Year Two
You will build on your skills and develop 
a deeper understanding of play and 
its role in interactive design. Through 
experiments with coding and wearable 
technologies, your personal style will 
start to mature. We set briefs that 
encourage you to collaborate with 
other students, helping you to develop 
your contextual understanding of the 
creative coding profession.

Year Three
You will bring your learning together in 
a self-directed major project, ready to 
showcase at the degree show. You will 
bring together your work in an industry-
ready portfolio and be encouraged to 
enter external competitions, exhibitions 
and festivals. We ask you to show your 
contextual studies research and thinking 
in a long form dissertation.

Design and Coding
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course 446H

Institution RAVEN R06
Term starts September 2017

Graphic Design is the study of creative 
and visual problem solving. This course 
will encourage you to develop a range  
of informed approaches to communicate 
with audiences across varied platforms  
and media.

Futures
Graduates work in areas such as 
typography, editorial design, information 
design, way-finding, exhibition design, 
creative coding, and design for promotion. 
You will graduate with strong technical 
expertise and be ready for a broad range 
of careers in the creative industries.

The Course
This course allows you to work cross-
media and examine graphic design 
together with specialisms such as 
coding and data visualisation. We 
value individualism and encourage 
concept driven work, showing a clear 
understanding of design problems as 
well as visual languages. You will study 
through a mix of practice and theory-
based learning. This will include lectures, 
seminars, workshops, individual tutorials, 
self-directed study and projects.

Teaching staff and visiting professionals 
will bring an industry perspective to the 
course as well as supporting your future 
choices. All of our students graduate as 
creative thinkers and problem solvers 
with a strong understanding of audience 
and message.

Year One
You will build fundamental skills in 
contemporary graphic design tools, 
typography, information design, 
creative coding and design for 
promotion. We encourage you to 
start thinking about your contextual 
studies research throughout this year.

Year Two
You will gain advanced skills in the 
graphic design process, developing 
experimental approaches and 
techniques. We set briefs that 
encourage you to collaborate with 
other students and help you to further 
your contextual understanding of 
the industry and graphic design.

Year Three
You will bring together your work in an 
industry ready portfolio whilst at the 
same time being encouraged to enter 
external competitions and festivals 
You will also undertake a self-directed 
major graphic design project for 
exhibition at the degree show. We ask 
you to show your contextual studies 
research and thinking in a long 
form dissertation.

Graphic Design
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course W210

Institution RAVEN R06
Term starts September 2017

90 91



Motion Graphics is an understanding  
of how both movement and time impact 
on design. This course is recognised 
within the media and broadcasting 
industries as the premier course for 
developing creative thinkers with 
technical expertise.

Futures
Graduates often work within the 
broadcast industry and create title 
sequences, channel brands, graphics  
for TV programmes, and TV promotional 
trailers. Graduates also work in advertising 
agencies, the corporate video industry 
and broader areas of graphic design.

The Course
This course provides a stimulating 
education in motion graphics, 
underpinned by the creative use of 
graphic design and digital technology. 
Students are encouraged to develop 
skills in animation, storytelling, 
typography, promotion and branding. 

Emphasis is placed on vocational 
working alongside research and analysis 
of project work. You will be encouraged 
to develop your individual creative 
ability alongside learning industry 
ready skills. Teaching staff and visiting 
professionals will bring a workplace 
perspective to the course as well as 
supporting your future choices.

Year One
You will build fundamental skills in 
conceptual thinking, storytelling, graphic 
design, branding, communication and 
visualisation. There is an emphasis on 
understanding the industry and exploring 
the broad role of the motion graphic 
designer. We encourage you to start 
thinking about your contextual studies 
research throughout this year.

Year Two
You will gain a greater understanding 
of cross media concepts, integrated 
branding, narrative, shooting and  
editing. We set briefs that encourage  
you to collaborate with industry and  
other students, as well as helping you  
to further your contextual understanding 
of motion graphics.

Year Three
You will bring your learning together  
in a self-directed motion graphic design 
project, ready for exhibition at the 
degree show. We ask you to show your 
contextual studies research and thinking 
in a long form dissertation. You will 
bring together your work in an industry 
ready portfolio and showreel, and at the 
same time you will be required to enter 
external competitions and festivals.

Motion Graphics
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course W280

Institution RAVEN R06
Term starts September 2017

Department 
of Fashion

The place to explore 
design concepts 
and technologies 
shaping the global 
fashion industry of 
the 21st century.

BA (Hons) Courses
Fashion, Fashion Accessory Design and Prototyping,  
Fashion Buying and Brand Management, Fashion Promotion.
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“ Our courses offer you a range of transferable  
skills that are often ahead of the curve and 
reflect industry direction. We have the only 
fashion prototyping course in the country 
and many of our students are engaged with 
modern 3D printing techniques alongside 
more traditional garment production methods. 

In Fashion, our students are introduced to 
innovative techniques such as, 3D virtual 
modelling and draping on Lectra. Students 
are also taught traditional design, cut and 
production methods.

London is critical to the fashion sector and is  
known to be one of the fashion capitals of the 
world. Industry engagement is key throughout 
the three years and every student within the 
fashion school will have the opportunity to 
undertake a work placement fully supported 
by our employability team.” 
 
Caroline Gilbey, Associate Dean
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“ We have had the opportunity  
to work with many great schools... 
and the work from each student  
at Ravensbourne would rank in  
the top 1% around the world.” 
 
Steve Zades 
Vice President Global Innovation  
VF Corporation



This innovative course offers designers 
of the future the opportunity to study 
fashion design with a focus on the use 
and application of new technology.

Futures
Fashion designers most often  
work within menswear, womenswear, 
textile design, creative cutting, product 
development, CAD/CAM processes, 
professional spec. drawing, and tech 
pack production. 

The Course
This course is about creating designers 
with industry ready skills and a firm 
grasp of concept development. We 
encourage our students to think about 
their design signature from the start 
of their studies and we work with each 
individual to oversee their growth as 
a designer.

Using our digital workshops, students 
are encouraged to explore new digital 
technologies such as digital print, digital 
embroidery, laser cutting and the Lectra 
CAD/CAM Design Management system. 
You will learn through a mix of practice 
and theory and will be supported by 
teaching staff and visiting professionals 
from the fashion industry.

Year One
You will gain skills in research, concept 
development, design and textile design. 
You will be introduced to a range of 
digital technologies. There is an emphasis 
on understanding fashion with a focus 
on your signature and direction. We 
encourage you to start thinking about 
your contextual studies research 
throughout this year. 

Year Two
You will gain greater understanding  
of creative collaboration and start to 
build a skills based portfolio. We support 
all our students to undertake a work 
placement in the final term. Students 
further explore and develop their 
signature style.

Year Three
You will bring your learning together  
in a self-directed design project, ready 
for show or exhibition at the degree 
show. You will write a dissertation using 
the research skills gained in years one 
and two. You will bring together your 
skills in an industry ready portfolio whilst 
at the same time being encouraged to 
enter external competitions.

Fashion
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160 

How to apply see page 161
Course W230

Institution RAVEN R06
Term starts September 2017
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Fashion Accessory Design and 
Prototyping gives you the opportunity 
to work with digital design techniques 
to create innovative accessories and 
wearable technology. This course is about 
learning the varied skills to design for the 
fast growing fashion accessories market.

Futures
Fashion accessory designers work 
within the accessory product design 
market in areas such as bag design, eye 
wear, jewellery design, luggage design, 
fashion led product design, production 
management, sourcing and product 
development.

The Course
This course will focus on developing 
your ideas and concepts in relation to 
accessories and fashion. Experimentation 
with digital print design, laser cutting, 
digital embroidery, and 3D prototyping 
will facilitate the design and production of 
innovative and market ready accessories. 
You will study through a mix of practice 
and theory-based learning, to fully 
understand and implement the process 
of design development, market research 
and creative interrogation of software. 
Teaching staff and visiting professionals 
from the fashion industry will give you  
the guidance you need to build a portfolio 
and make decisions about your future  
in the fashion accessories industry.

Year One
You will build fundamental skills in 
textiles, digital design directives, and 
the most current accessory industry 
software and technology. There is an 
emphasis on understanding accessories 
and thinking about your creative identity 
and direction. We encourage you to start 
thinking about your contextual studies 
research throughout this year.

Year Two
You will gain a greater understanding  
of creative collaboration and start to 
build your portfolio. We encourage  
you to undertake a work placement 
and to start to solidify ideas about your 
design signature and brand. During this 
year you will also develop your technical 
skills in CAD and other software tools.

Year Three
You will bring your learning together  
in a self-directed collection, ready  
for exhibition at the degree show. 
You will write a dissertation using the 
research skills gained in years one and 
two. You will bring together your skills  
in an industry ready portfolio whilst  
at the same time being encouraged  
to enter external competitions.

Fashion Accessory Design and Prototyping
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course 4A69

Institution RAVEN R06
Term starts September 2017

Futures
Graduates work in fashion forecasting, 
merchandising, product development, 
buying, fabric sourcing, marketing, visual 
merchandising, and brand management.

The Course
This course will offer you the chance  
to understand the roles allied with 
fashion buying and brand management. 
You will gain practical knowledge about 
the product development process 
including fabric selection and testing, 
colour and quality management and 
sustainability. You will learn about 
predicting trends, planning a range, 
building a brand, and then how to 
promote and protect it. Special focus  
will be placed on understanding 
consumer behaviour, psychographic 
profiling and discovering what really 
makes people buy.

Your creative learning will be enhanced 
through relevant field trips to 
manufacturers, trade fairs and fabric 
suppliers. Teaching staff and visiting 
professionals from the fashion industry 
will help you throughout the course and 
will help you understand your choices 
after graduation.

Year One
You will build fundamental skills in 
fashion forecasting, buying from concept 
to consumer, brand buying, management 
and promotion. You will be taught digital 
communication skills to communicate 
brand identity and will be encouraged 
to think about your personal brand 
signature. We encourage you to start 
thinking about your contextual studies 
research throughout this year.

Year Two
You will gain a greater understanding 
of managing your personal brand and 
will work in creative collaboration with 
industry partners and students from 
other disciplines. Merchandising and 
visual merchandising are taught in the 
context of real industry practice. Every 
student will be given the opportunity 
to undertake a work placement and 
participate in manufacturing visits to 
echo the fashion buyer’s role.

Year Three
You will write a dissertation using  
the research skills gained in years one 
and two. You will further build on your 
skills in consumer research and trend 
prediction to make the case for a gap  
in the market to launch a new brand.  
You write a market research report, 
create a brand proposal, range plan,  
tech packs and produce a range  
of creative outcomes.

Fashion Buying and Brand Management
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course 560N

Institution RAVEN R06
Term starts September 2017
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Fashion Promotion allows you to create 
brand campaigns that attract consumers 
and influencers to brands within the 
industry. This course will teach you 
the skills and techniques needed to 
effectively communicate and market 
fashion in this fast moving sector.

Futures
Fashion promoters often work as  
brand managers, campaign managers, 
art directors, advertising and promotion 
managers, fashion photographers, 
writers and social media experts  
within the fashion industry.

The Course
This course will give you the essential 
skills that you need to build, promote 
and maintain dynamic fashion brands. 
Our students develop their voice over 
a number of digital platforms including 
film, magazines and social media. As well 
as working individually, we aim for our 
students to participate in the industry 
and link with other live campaigns. 
The course is delivered through a 
combination of practice and theory-
based learning. Teaching staff and 
visiting professionals from the fashion 
promotion industry support you and 
help you to make decisions about your 
future in the sector.

Year One
You will build knowledge and awareness 
of brand principles and the basics of how 
to bring together a fashion campaign. 
Alongside this, you will learn key skills in 
photography, film, graphics, illustration 
and social media. We encourage you 
to start thinking about your contextual 
studies research throughout this year.

Year Two
You will gain greater understanding  
of multi-platform campaign building.  
At the same time, you will develop skills 
in building websites, writing market 
reports and creating fashion television. 
Our students go live at this stage, taking 
on a three-month industry internship.

Year Three
You will be assessed on four components 
in your final year and we ask you to create 
a final major project from inception to 
realisation. You will also work on a range 
of national and international competitions 
to showcase your skills and build a well-
rounded professional portfolio. We ask 
you to show your contextual studies 
research in a long form dissertation.

Fashion Promotion
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course NP53

Institution RAVEN R06
Term starts September 2017

School of Media
 “Our students gain experience in creative 
media making, critical analysis and reflection, 
alongside entrepreneurialism and business 
sense. You will be guided by colleagues that 
include noted practitioners, industry partners, 
researchers, and scholars – in a unique 
multidisciplinary environment dedicated 
to innovation and experimentation.” 
 
Dr Gary Pritchard, Dean of Media

Departments 
Content, Production.
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Department 
of Content

The place to learn 
about the production 
of creative content  
for a specific audience.

BA (Hons) Courses
Animation, Digital Photography, Music for Media,  
Sound Design, Web Media Production.
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“ We put an emphasis on our students graduating 
with solid skills in their chosen discipline, 
alongside an ability to understand the people 
who will watch, hear or read their message.

Students leave with the confidence and familiarity 
they need to succeed in a wide range of careers 
and industries. We teach on the most current 
digital software and equipment and our friendly 
team of staff are all expert practitioners in their 
specialist fields.

 We push students to understand their practice 
beyond their specialisms and encourage joint 
briefs across the Schools of Media and Design. 
This allows each student to experience a more 
complex process and learn how to collaborate 
around creative production.” 
 
Dr Rosemary Stott, Associate Dean
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“ I would recommend Ravensbourne 
if you are looking for a course that 
will strengthen your technical skills, 
encourage creativity and provide 
solid preparation for a career in 
commercial photography.” 
 
Hannah Coates  
BA (Hons) Digital Photography alumna





Animation is communication through 
movement and narrative. This Skillset 
accredited course will help you to build 
your practice and apply your animation 
skills to a broad range of careers. 

Futures
Animation graduates often work as 
3D/2D generalists as well as specialists 
in areas including concept, modelling, 
animation and VFX production. Our 
graduates are often employed in film 
and television, visual effects, advertising, 
post-production, apps and games.

The Course
This course encourages you to think  
on your feet and respond to live and 
self-initiated briefs to solve creative 
problems. Our students are adaptive 
thinkers who understand how animation 
may collaborate with other art forms.  
We use a mix of practice and theory-
based learning, including lectures, 
seminars, workshops, individual tutorials 
and self-directed study. You will explore 
the medium using industry standard 
software and will produce an assessed 
portfolio of creative and professional work.

Year One 
You will build fundamental skills in the 
most current animation software and 
equipment. You will begin to learn the 
art of storytelling through the twelve 
animation principles, combining creative 
thinking and applied techniques. We 
encourage you to start thinking about 
your own reflective practice and 
contextual studies research.

Year Two
You will learn more specialist 
areas within animation production 
including visual effects and character 
performance. This will allow you to 
enhance your practice and develop 
an approach to your personal creative 
output. We aim to set a variety of live 
project briefs, some working with 
partners in the charity, health and 
education sectors.

Year Three
You will bring your learning together 
in a final major animation project, with 
the aim of pitching your skills to other 
students on your course and eventually 
to industry. We ask you to show your 
contextual studies research and thinking 
in a long form dissertation. Finally, you 
will complete a personal portfolio of 
your skills ready for entry into your 
chosen industry.

Animation
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161 
Course WQ15

Institution RAVEN R06
Term starts September 2017

Digital Photography is the creation  
of pictures for use on screen and print 
platforms. This AOP and RPS accredited 
course provides graduates with the 
knowledge and skills needed to work  
in the photographic industry.

Futures
Graduates leave Ravensbourne industry 
ready and go on to work across a range 
areas such as photojournalism, editorial, 
documentary, portraiture, advertising, 
fashion, music, architecture, picture 
research and PR.

The Course
This course provides an education in  
the broader areas of digital photographic 
practice, and an understanding of the 
rapidly changing principles and methods 
that underpin new and emerging 
creative commercial practice. You will 
be encouraged to develop your own 
distinctive portfolio and support this 
with a high level of technical skill, whilst 
understanding the theory of photography. 

The course is industry focused, 
encouraging students to seek 
opportunities for placements at top 
London agencies and photographers 
while offering opportunities to work  
with other students across the college 
across different disciplines, as a result 
students are commercially aware and 
highly regarded and sought after within 
the field. You will study through a mix  
of practice and theory-based learning 
that is entirely digitally focussed and 
will be supported by teaching staff and 
visiting professionals who will all bring 
further industry perspectives.

Year One
You will build fundamental skills in 
photographic equipment not only still  
but also motion and post-production 
software alongside a working proficiency  
and knowledge of the industry. You will 
begin to think about your own practice  
and gain confidence in image generation 
and platform selection. 

Year Two
You will gain a greater understanding of 
equipment and software such as Leica M, 
Phase One and Hasselblad and Linhof 
medium format cameras, and think 
about the specialist areas of photography 
and where they are applied. This will 
allow you to enhance your practice and 
develop your approach to digital creative 
work. We set a variety of live project 
briefs, and encourage students to take 
up placements in industry.

Year Three
You will bring your learning together in  
a final major digital photography project, 
ready for exhibition at the degree show.  
By this stage many students will already  
be published and working on projects 
in the creative industries. Alongside 
this, you will create a self-initiated, 
experimental brief that addresses your 
own personal creative direction, and 
will form part of your principal working 
portfolio. We ask you to show your 
contextual studies research and thinking 
in a long form dissertation.

Working with The Royal Photographic Society

Digital Photography
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course W640

Institution RAVEN R06
Term starts September 2017
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Music for Media is the composition  
and arrangement of music for television, 
game, film and screen. This course is for 
musicians who recognise and embrace 
the need to bring music to varied 
platforms across digital media.

Futures
Musicians with a specialism in composing 
and arranging most often work in music 
composition for film, television and the 
video games industry.

The Course
This course is aimed at musicians and 
composers who wish to apply their skills 
to arranging, composing and producing. 
Modern musicians must be able to 
manage their business and skills in an 
ever-changing industry. Collaboration 
is at the heart of this course and we 
encourage our students to undertake 
briefs with other students and realise 
projects as part of a team. The course 
aims to develop you as a composer both 
technically and professionally. You will 
learn through tutorials and masterclasses 
with staff who have strong professional 
backgrounds in composition.

Year One
You will build skills in electronic 
arrangement, composition and post-
production. Alongside this, you will also 
gain a fundamental knowledge of the 
industry and the varied opportunities to 
compose. You will begin to think about 
your own music and build confidence in 
composing and producing for set briefs. 
We encourage you to start thinking  
about your contextual studies research.

Year Two
You will gain a greater understanding  
of equipment and software and think 
about the specialist areas of composition 
in which they are used. This will allow you 
to enhance your practice and develop 
your approach to your composition and 
arrangement work. We set briefs that 
encourage you to collaborate with other 
students and create work as part of  
a production team.

Year Three
You will bring your learning together in  
a final portfolio of skills. Alongside this,  
you will complete a self-initiated project. 
We ask you to show your contextual 
studies research and thinking in a long 
form dissertation. The final portfolio  
will act as a showreel for entry into  
the industry.

Music for Media
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course WP34

Institution RAVEN R06
Term starts September 2017

Sound Design is the creation and 
manipulation of sound for film, television 
and multimedia. This course is for aspiring 
sound designers who wish to develop 
audio technology skills with the aim  
of working across a number of the 
creative industries.

Futures
Sound designers work in creating 
and delivering soundtracks for radio, 
film, television, theatre, video games, 
animation and web production.

The Course
This course is practically focused  
and will develop sound designers 
with strong creative, technical and 
storytelling skills. Students gain a 
sense of how the industry works and an 
awareness of the craft and collaborative 
aspects of sound design. You will study 
through a combination of practice and 
theory-based learning. Teaching staff 
and visiting professionals will bring an 
industry perspective to the course.

Year One
You will build skills in radio production, 
music studio recording and sound post-
production. Alongside this, you will think 
about sound in relation to moving image 
and build confidence and creativity in 
sound designing for set briefs. We also 
encourage you to start thinking about  
your contextual studies research.

Year Two
You will gain a greater understanding  
of equipment and software and think 
about the specialist areas of sound 
design in which they are used. This will 
allow you to enhance your practice 
and develop your approach based on 
standard industry workflows. We set 
briefs that encourage you to collaborate 
with other students and create work  
as part of a production team.

Year Three
You will bring your learning together in 
a final major sound design portfolio of 
skills. Alongside this, you will complete  
a self-initiated project. We ask you to 
show your contextual studies research 
and thinking in a long form dissertation. 
The final portfolio will act as a showreel 
for entry into the industry.

Sound Design
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course W617

Institution RAVEN R06
Term starts September 2017
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Web Media Production is the creation  
and management of dynamic online 
media. This course meets the demand 
for graduates with practical skills and 
theoretical insight into this increasingly 
important industry.

Futures
Web media professionals work as 
online media producers and managers 
in a range of industries and marketing 
departments. Graduates often move 
into web design, content management, 
social media and community management 
as well as user experience design.

The Course
The course will provide you with  
a thorough grounding in the working 
methods and processes involved in the 
creation of web content and services. 
The course examines how consumers 
influence web media and how to produce 
content that takes advantage of current 
trends. You will learn through tutorials, 
masterclasses, seminars, work experience 
and a mix of group and individual projects. 
The course has strong industry ties, giving 
students frequent opportunities for work 
on live industry web projects.

Year One
You will gain a fundamental knowledge 
of the industry, social media culture,  
web design as well as the production and 
presentation of content online. You will 
begin to think about your own approach  
to web services and build confidence and 
self-discipline in responding to live and  
self-initiated briefs. We encourage you  
to start thinking about your contextual 
studies research.

Year Two
You will gain greater understanding of 
how to build dynamic websites, design 
user-focussed experiences, as well 
as creating online games and stories. 
We set briefs that encourage you to 
collaborate with other students and 
create e-commerce services as part  
of a production team.

Year Three
You will further develop your skills in 
advanced web technologies and digital 
advertising, bringing your learning 
together in a major web project, ready 
for exhibition at the degree show. We 
ask you to show your contextual studies 
research and thinking in a long-form 
dissertation.

Web Media Production
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160 

How to apply see page 161
Course PN33

Institution RAVEN R06
Term starts September 2017

Department 
of Production

The place to capture  
the imagination  
of society.

BA (Hons)/BSc (Hons) Courses
Digital Film Production, Digital Television Production,  
Editing and Post Production, Broadcast Audio Technology, 
Broadcast Computing, Broadcast Systems Technology,  
Outside Broadcast Technology.
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“ Ravensbourne has an enviable reputation in the 
broadcast and film industry. We are known to 
produce graduates with outstanding technical 
competence, who can recognise the potential  
in a particular story.

I’m pleased to work with a large variety of lecturers 
and course leaders. They encourage our students 
to engage with the industry in the UK, and broaden 
their horizons towards working and succeeding 
internationally.

I’m always excited to see so many of our graduates 
taking creative risks in order to succeed and show 
their expertise in applying technology. Graduates 
often use their entrepreneurial skills and over time 
have started their own production houses, creating 
notable full-length features.” 
 
Professor Jeremy Barr, Associate Dean
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“ Ravensbourne’s broadcasting faculty 
still leads the way in preparing the next 
generation of broadcast professionals. 
Covering core craft skills as well as all 
the newer broadcast technologies,  
the college is a trailblazer in education 
for this sector.” 
 
Lesley Everett, ITV News



Digital Television Production is the study 
of all aspects of television production 
including broadcast and online media. 

Futures
Graduates from the course are in high 
demand and are able to work in broadcast 
and video production for television  
and the web.

The Course
This degree will produce graduates  
who are highly skilled studio and 
location professionals able to work  
on multi or single-camera productions. 
These skills are applied to a variety  
of television genres. 

You will be taught through a mix of 
practice and theory-based learning that 
includes lectures, workshops, seminars, 
projects and self-directed study using 
a variety of distribution platforms, 
including social media. 

This course is led by industry experts and 
features two complementary pathways  
in either production or operations. 

The production pathway is designed for 
those who want to research and produce 
innovative television programming.

The operations pathway will teach 
you technical skills in cameras, lighting 
and sound. 

Year One
You will build basic knowledge in 
traditional methods of broadcasting. 
Alongside this, you will learn about  
the television industry and develop  
an awareness of multi-platform delivery. 
You will cover studio drama techniques 
and both location and studio  
factual genres.

Year Two
You will apply the production skills  
and techniques gained in the first year 
with an emphasis on interactive audience 
behaviour and engagement. At the same 
time, you will continue to develop your 
own ideas and entrepreneurial skills.

Year Three
You will complete a live external brief 
and make a portfolio of self-initiated 
projects. This will help you to bring 
together a showreel of work to highlight 
your skills to industry. We ask you to 
show your contextual studies research  
in a long form dissertation.

Digital Television Production
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course P311

Institution RAVEN R06
Term starts September 2017

Digital Film Production is the study  
of contemporary forms of filmmaking.  
You will gain a solid grounding in 
established techniques as well as 
exploring emerging digital technologies.

Futures
Filmmakers most often work within the 
technical and creative departments of 
film production companies. Graduates 
often also become freelance self-
shooters and set up their own studios 
and production companies. 

The Course
The course will give you the skills  
and experience to produce innovative 
shorts, features, commercials and 
documentaries. The film industry 
underpins the course and our students 
learn the importance of all aspects of 
the production journey from financial 
backing to building a fan base for a film. 
Alongside this, we facilitate engagement 
with film technologies such as Green 
Screen and give you opportunities to 
experiment with 3D techniques. Our film 
courses are highly regarded in the film 
industry and students are often working 
on professional shoots from their first 
year on the course.

Year One
You will make four short films in the 
first term, building knowledge in film 
production skills, digital cinematography, 
post-production and digital post-
production effects. We ask you to start 
thinking about your own creative ideas 
and gain a greater understanding of 
storytelling and editing. At the same 
time, we encourage you to start thinking 
about your contextual studies research.

Year Two
You will study directing for current and 
emerging film platforms, contemporary 
production and location management 
alongside other emerging technologies. 
You will develop your ideas and we 
encourage you spend time in industry 
gaining key experience in filmmaking.

Year Three
You will continue to learn advanced 
skills in documentary production 
and specialist studies including 
cinematography, post-production,  
sound and assistant directing. Alongside 
this, we will bring together your skills in 
the form of a final film project. We also 
ask you to show your contextual studies 
research in a long form dissertation.  
Our students regularly enter and win 
national and international festivals.

Digital Film Production
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course P313

Institution RAVEN R06
Term starts September 2017
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Broadcast Audio Technology is the  
study of how sound is applied in radio, 
TV, and web distribution industries. 
This Skillset and BKSTS (British 
Kinematograph, Sound and Television 
Society) accredited course will give you  
a broad understanding of broadcast 
audio systems and technologies.

Futures
Audio engineers often work in  
television, radio, the wider media  
and communications industries from 
audio systems design, installation, 
maintenance and support, to studio  
and location production, post-
production and transmission.

The Course
This course introduces students to 
broadcast audio technology and the 
changing landscape of production and 
delivery. You will understand all levels 
of the audio broadcast industry, from 
production equipment and systems 
through to transmission technology.  

Our Broadcast Audio Technology 
students are highly sought after and 
many are working part-time in industry 
before they graduate. Your learning 
will be focused on tutorials, practical 
exercises and projects guided by 
teaching staff and external broadcasting 
professionals. Our graduates are 
equipped with the skills to cope 
with whatever changes the broadcast 
industry experiences.

Year One
You will build knowledge in audio 
broadcast technology and television 
production alongside developing 
studio and equipment skills. You will 
learn about the technology, broadcast 
industry and the various roles within 
it. We encourage you to start thinking 
about your contextual studies research 
throughout this year.

Year Two
You will study intermediate technology 
and engineering skills, as well as audio 
and acoustic principles. You will develop 
your ideas and entrepreneurial skills 
and spend time gaining key experience 
in post-production and working in 
collaboration with other students.

Year Three
You will study advanced broadcast audio 
technology and produce a final major 
engineering project showcasing your 
work to industry. We ask you to show 
your contextual studies research in a 
long form dissertation.

Broadcast Audio Technology
BSc (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course HP42

Institution RAVEN R06
Term starts September 2017

Editors jigsaw together images, sound, 
graphics and VFX to tell dynamic stories. 
Editors work with directors and producers 
in a creative environment, where skills  
in technology, grading and finishing are  
also highly prized.

Futures
Entry level jobs for graduates from  
this course include: runner, edit assistant, 
media manager, assistant colourists, and 
trainee VFX artists. Many will work in the 
film and TV industries; however editing 
is fast becoming a universal ‘writing’ skill, 
and editors find work in almost every 
commercial setting.

The Course
This cutting edge course is shaped  
to the needs of a rapidly evolving 
Industry. Through a programme of 
practical assignments, masterclasses, 
and workshops this course will help  
you forge ahead as a multi-skilled 
editor. To give you the best start to 
your career, you will also acquire 
skills in business and enterprise.

Year One
You will gain knowledge in the core skills 
of post production and work on a range 
of genres which could include; drama, 
documentary and promos. You will also 
build a vocabulary around editing and 
learn to communicate stories through 
picture and sound.

Year Two
You will be encouraged to embrace a 
specialist skillset: Colour Grading, VFX, 
Sound Design or Motion Graphics. At 
this level you will also start to develop 
your critical thinking and entrepreneurial 
focus. In the spring term there is a work 
placement window of around six weeks 
in which you will begin to grow your 
industry network.

Year Three
This is all about applying your 
professional skills to build a substantial 
portfolio of work. This will be your 
calling card to industry. This year offers 
specialist workshops and masterclasses 
run by some of the best people in the 
business, and as a result many graduates 
enter directly into the post production 
sector. Alongside the portfolio you 
will also complete contextual studies 
research in a long form dissertation.

Editing and Post Production
BA (Hons)

Duration 3 years full-time
Entry requirements see page 160 

How to apply see page 161 
Course PJ90

Institution RAVEN R06
Term starts September 2017
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Broadcast Systems Technology is the 
study of the infrastructures involved  
in transmission. This Skillset and BKSTS 
(British Kinematograph, Sound and 
Television Society) accredited course  
will give you an understanding of how 
broadcast technology is used in television, 
and also emerging practices connected 
with online video.

Futures
Broadcast systems engineers work in 
television, radio, and wider new media 
industries. This includes systems design, 
installation, maintenance and support, 
end-to-end system support in studio  
and location production, post-production 
and transmission.

The Course
This course introduces students to  
audio, video and data systems and  
will prepare you to become an engineer 
who can design and support broadcast 
systems. Our broadcast engineering 
students are highly sought after and 
many are working part-time in industry 
before they graduate.

Your learning will be focused on 
tutorials, practical exercises and projects 
guided by teaching staff and external 
broadcasting professionals. The majority 
of our graduates are employed within 
six months of leaving the course, 
equipped with the skills to cope with 
whatever changes the broadcast industry 
will experience. 

Year One
You will build knowledge in broadcast 
technology and television production 
alongside developing studio and 
equipment skills. You will learn about 
the broadcast industry and the various 
roles within it. We encourage you to 
start thinking about your contextual 
studies research throughout this year.

Year Two
You will study intermediate  
technology and engineering skills,  
as well as transmission and modulation 
principles. You will develop your ideas 
and entrepreneurial skills and spend 
time in industry gaining key experience 
in post-production and working in 
collaboration with other students. 

Year Three
You will study advanced broadcast 
systems technology and produce a final 
major engineering project showcasing 
your work to industry. We ask you to 
show your contextual studies research  
in a long form dissertation.

Broadcast Systems Technology
BSc (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course 4G65

Institution RAVEN R06
Term starts September 2017

Broadcast Computing is the study of 
how ICT is applied to the broadcasting 
industry. This Skillset and BKSTS (British 
Kinematograph, Sound and Television 
Society) accredited course will give you  
a broad understanding of emerging 
platforms including TV streaming.

Futures
Broadcast computing specialists 
work in television, radio and emerging 
new media industries. Examples range 
from ICT systems design, installation, 
maintenance and support, to server 
system support in studio and location 
production, post-production and 
transmission.

The Course
This course introduces students to 
typical broadcast infrastructures and 
the changing landscape of data network 
delivery models. You will be a broadcast 
engineer who understand all levels of 
broadcast computing and its relationship 
with ICT, from production equipment 
and systems through to transmission 
technology.

Our Broadcast Computing students are 
highly sought after and leave with the 
skills to cope with whatever changes 
the broadcast industry will experience. 
Your learning will be focused on tutorials, 
practical exercises and projects guided 
by teaching staff and external 
broadcasting professionals. 

Year One
You will build knowledge in broadcast 
technology and television production 
alongside developing studio and 
equipment skills. You will learn about 
the broadcast industry and the various 
roles within it. We encourage you to 
start thinking about your contextual 
studies research throughout this year.

Year Two
You will study intermediate technology 
and engineering skill, as well as computing 
and programming principles. You will 
develop your ideas and entrepreneurial 
skills and spend time gaining key 
experience in computing and working  
in collaboration with other students. 

Year Three
You will study advanced broadcast 
computing technology and produce 
a final major engineering project 
showcasing your work to industry. 
We ask you to show your contextual 
studies research in a long form 
dissertation.

Broadcast Computing
BSc (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course 4F78

Institution RAVEN R06
Term starts September 2017
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Outside Broadcast Technology
BSc (Hons)

Duration 3 years full-time
Entry requirements see page 160

How to apply see page 161
Course H6L2

Institution RAVEN R06
Term starts September 2017

Contextual Studies
Enhance your practice 
with an awareness 
of the history and 
development of your 
chosen discipline.

Outside Broadcast Technology is 
the study of live events acquired outside 
of the studio environment. This Skillset 
and BKSTS (British Kinematograph, 
Sound and Television Society) accredited 
course will give you a broad-based 
understanding of broadcast technology, 
together with an in-depth knowledge  
of outside broadcasting techniques.

Futures
Outside Broadcast (OB) specialists 
work in a variety of outside broadcast 
environments, supporting news 
operations, sports coverage, live 
music events, product launches or 
theatrical performances.

The Course
This course will give you a broad-based 
understanding of OB technology, 
together with an in-depth knowledge  
of outside broadcasting. You will learn 
how to provide, operate and maintain 
all the technical systems used on an 
outside broadcast, including power 
systems, communications, satellite 
links and radio cameras. 

Your learning will be focused on tutorials, 
practical exercises and projects guided by 
teaching staff and external broadcasting 
professionals. The majority of our 
graduates are employed within six months 
of leaving the course, equipped with the 
skills to cope with whatever changes the 
broadcast industry will experience.

Year One
You will build knowledge in OB 
technology and television production 
alongside developing studio and 
equipment skills. You will learn about 
the broadcast industry and the various 
roles within it. We encourage you to 
start thinking about your contextual 
studies research throughout this year.

Year Two
You will study intermediate technology 
and engineering skills, as well as OB 
planning and visiting OBs. You will 
develop your ideas and entrepreneurial 
skills and spend time in industry gaining 
key experience in post-production  
and working in collaboration with  
other students.

Year Three
You will study advanced OB broadcast 
technology and produce a final major 
engineering project showcasing your  
work to industry. We ask you to show  
your contextual studies research in 
a long form dissertation.
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“ We help you to discover key artists, makers, 
designers and communicators and encourage 
you to think about the position of your own 
work in this field.

The contextual studies journey will allow you  
to deepen your reading around your practice.  
We give you a range of projects whilst you are 
at Ravensbourne, culminating in a full length 
study around your chosen theme or practitioner.

Writing and words are not the sole focus of 
the contextual studies units. We nurture our 
students in finding innovative, creative and 
inventive methods of showing us their research 
and critical thinking.” 
 
Liz McQuiston, Course Leader 
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Department of 
Further Education

We offer the first stage 
in your Ravensbourne 
journey. We help you 
in refining your creative 
practice and developing 
pathways for future 
undergraduate study  
or work.

Pre-foundation Courses
Diploma Art and Design: 
Design and Media

Foundation Courses 
Fashion and Textiles, Fashion Promotion, 
Design and Media, Media Production.

Access to HE Courses
Diploma: Design 
Diploma: Digital Media
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“We deliver Foundation and Access Diplomas in a 
university setting. Our students weave themselves 
into the fabric of the Ravensbourne way of working 
and studio culture.

As a student on these courses, you can take 
advantage of the higher education environment, 
with its excellent equipment and staff who work 
in the creative industries.

We offer direct entry into Fashion Textiles and 
Media Production Foundation Diploma courses 
alongside a broader Design and Media course.

 I enjoy seeing our students progress onto 
Ravensbourne degree courses. They often step  
off the graduation stage and are set to be leaders 
in their field and industry.” 
 
James Ward, Associate Dean
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Over 40% of foundation students progress to 
Ravensbourne undergraduate programs, increasing 
to 50% on some of our most popular courses. 

Our students benefit from exposure to the 
undergraduate experience, enabling them 
to hit the ground running in their first year.

Progression

“I began the foundation course at Ravensbourne 
not knowing exactly what I wanted to do, 
but I was able to experiment with a wide range 
of creative roles. 

Inspired by the broadcasting department I 
went on to complete a BA (Hons) Production, 
which gave me valuable industry experience.”

Will Harvey, Foundation alumnus
Innovation Lead, VCCP
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Duration 1 year full-time
Entry requirements see page 160

How to apply see page 161
Term starts August 2017

You will begin the course with a diagnostics 
period, moving on to a period of 
experimentation and finally graduating 
onto more specialised projects in order 
to build a portfolio. The process seeks to 
ensure that you will gain the knowledge, 
skills and confidence required for working 
independently.

Subject to final grades, this course  
is equivalent to two A-levels.

Stage 1
This contains compulsory units including 
drawing, primary and secondary research 
and presentation skills.

Stage 2
We introduce you to specialist areas  
within digital media and design including: 
fashion and textiles, 3D design, graphic 
design, photography, broadcasting and  
film disciplines.

Stage 3
Students will select a lead subject  
area for a six-week major study.

Foundation Studies

Diploma Art and Design:
Design and Media

This course could be your next move  
if you have just completed your GCSEs  
or AS Levels and are looking to focus  
on digital media and design.

Futures
On successful completion of this course, 
you can progress onto our Foundation 
Diplomas and are guaranteed entry if 
you are recommended by our course 
tutors and pass your course.

The Course
This course provides you with an  
immersive design and media experience, 
allowing you to experiment with design 
processes and develop your ideas. You 
will study in the university environment, 
offering you specialist facilities and a 
team of teaching professionals who 
work in the creative industries.

Duration 1 year full-time
Entry requirements see page 160

How to apply see page 161
Term starts August 2017

Pre-foundation

Foundation Studies gives you the 
opportunity to think about your creative 
specialism and your next move into work 
or further study. We are unique in offering 
specialist Foundation Diploma courses. 
Our graduates leave the foundation 
programme with the knowledge, skills 
and awareness they need to succeed in 
their chosen area of study.

You will have the advantage of studying 
in the university environment, complete 
with industry standard equipment 
and software, and will be taught by 
specialists across many disciplines.

Fashion and Textiles 

You should consider this course if you  
have a strong interest in fashion design  
and textiles. Our staff will encourage  
you to experiment with the wide range  
of techniques available to our students  
at Ravensbourne. 

This course allows you to experience 
fashion and textile design activities to 
help you assess your strengths in this 
area, and confirm your degree aspirations. 

Fashion Promotion

The fashion promotion pathway is a 
combination of both fashion promotion 
and graphic design. You will study using 
primarily digital skills. You should consider 
this course if you have a strong interest 
in styling, photography, promotion, 
branding, fashion film, advertising, 
editorial and art direction for fashion. 

Through a series of practical workshops 
this pathway will provide you with the 
opportunity to further enhance and 
develop your understanding of a variety 
of fashion communication concepts. The 
pathway will offer you the opportunity 
to develop skills in Photoshop, InDesign 
and photography as well as exploring 
illustration, marketing and fashion 
promotion. The course will help you 
assess your strengths in this area, and 
confirm your degree aspirations. 

Design and Media

You should consider this course if you 
have a broad interest in digital media 
and design. Our staff encourage you 
to experiment with craft and digital 
technology and build a portfolio  
of work, showing a range of processes. 

This is our most popular foundation 
diploma and offers a strong introduction 
to all the specialist subject areas that 
Ravensbourne has to offer such as 
graphics, broadcast media and 3D design.

Media Production 

You should consider this course if you 
have a strong interest in film, television 
and media. Our staff will encourage you 
to learn and experiment with film and 
broadcast media technology. 

This course allows you to experience 
broadcast and media production practice 
to help you assess your strengths in this 
area, and confirm your specialist area  
of interest.
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Access to HE Diploma (Creative and Digital Media)

These courses are aimed at adults  
returning to education with an interest  
in design or digital media. Students join 
this course with a view to further study  
on an honours degree.

Diploma:
Design

This course will give you the opportunity  
to consider your creative specialism 
and develop the skills, techniques and 
confidence you will need for degree  
level study. 

You will learn design principles 
through practical studio projects and 
workshops, led by teaching and industry 
professionals. You will experiment with 
ideas and technology in order to create  
a unique portfolio of work that is 
interview ready. As well as practical 
design skills you will develop work 
and study skills that will set you on 
the right track for higher education. 

You will have the advantage of studying  
in a higher education environment with  
access to industry standard equipment  
and software. 

You should consider this course if  
you have a broad interest in graphics, 
illustration, animation, fashion or 3D  
design. Most of our students go on  
to study a degree course, with many  
staying on at Ravensbourne.

Duration 1 year full-time
Entry requirements see page 160

How to apply see page 161
Term starts August 2017

Diploma:
Digital Media

You will have the opportunity to 
consider your creative specialism  
and develop the skills, techniques  
and confidence you will need for  
degree level study. 

You will learn digital media principles 
through practical studio projects and 
workshops, led by teaching and industry 
professionals. You will experiment with 
ideas and technology in order to create  
a unique portfolio of work that is 
interview ready. As well as practical 
design skills you will develop work 
and study skills that will set you on 
the right track for higher education. 

You will have the advantage of studying  
in a higher education environment with 
access to industry standard equipment  
and software. 

You should consider this course if you 
have a broad interest in film, production, 
animation, photography or sound design. 
Most of our students go on to study a 
degree course, with many staying on  
at Ravensbourne.

Futures
You will receive practical guidance 
throughout your Access course and help 
in selecting the right degree, including 
interview preparation and how to best 
present your portfolio and showreel.

Please note Access to HE courses are 
not available to non-EU/EEA students 
requiring a Tier 4 visa.

Research at 
Ravensbourne

Ravensbourne’s 
Research Department 
encourages both 
academic and 
practice-based 
research by staff 
and students. 
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Research at Ravensbourne Research at Ravensbourne

Central to our mission is the aspiration of developing 
excellence in research, and informing teaching in 
all subject areas with the results of our project. 
We disseminate our work through teaching, publication, 
industrial and commercial outcomes, collaborations 
with other organisations and the promotion of 
debate. We aim to embed research within the 
culture of Ravensbourne.

In particular we focus on design, communication 
and interactive digital projects; also traditional 
scholarly output relating to the applications of 
technology to design and culture; applied research 
in broadcast technology; and projects relevant to 
the creative industries. Our extensive networks 
with our academic peers, international institutions 
and commercial enterprises enable Ravensbourne 
to engage in significant projects that have raised 
its profile.

As a small specialist institution Ravensbourne 
encourages activity between disciplines and the 
search for new and innovative thinking. This informs 
not only the cultural development of Ravensbourne 
but also its pedagogy and outlook. Therefore, 
our research aims to be distinctive from other 
universities and academic institutions.

About Us
“ Ravensbourne’s research engages with the 
virtual and physical spaces that we inhabit 
today, and the intersection of data and design. 
We host leading researchers in design 
communication and media technologies, 
and have received significant European 
funding for this research. 

We are creating a world-leading environment 
for us to exploit interconnectivity and 
collaboration between industry and practice-
based research.

Our academic research goes on to inform 
our teaching and helps us instigate exciting 
new projects with local and global partners.” 
 
Nicholas Lambert, Head of Research
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Essential Information

Everything you need 
to know to start your 
future, today.
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Entry Requirements

Foundation and Access Diplomas
Students applying for the  
Pre-Foundation Diploma will have:
• 5 GCSEs, grade C or above, including  
 English and maths

Students applying for the Foundation 
Diplomas will have: 
• A level, grade C or above in a relevant 
 subject area
• 4 GCSEs, grade C or above, including  
 English and maths, or 
• International qualifications equivalent  
 to those above

Students applying for the Access to 
Higher Education Diploma will be 
assessed on an individual basis. No 
formal qualifications are required.

Undergraduate Courses
Students will have at least one  
of the following (or equivalent) UK  
or international qualifications:
• 2 A levels, grade C or above
• Level 3 Foundation Diploma or Level 3  
 Extended Diploma
• International Baccalaureate, 28 points  
 or above

Students will also have:
• 5 GCSEs at grade C or above, including  
 English and maths (or equivalent)

Postgraduate
Post Graduate students are normally 
expected to possess either:
• A degree in a related discipline at 2:1  
 or above
• An equivalent recognised international  
 qualification in a related discipline

Candidates without standard 
qualifications may also be considered  
on the basis of their experience, provided 
they can demonstrate the ability to 
benefit from and succeed on the course.

Non-EU/EEA students
All non-EU/EEA students must provide:
• Educational qualifications equivalent  
 to the required UK qualification
• Educational reference(s)
• English language certificate
• Personal statement
• Passport photo page
• Portfolio files
• Completed application form
• Non-EU/EEA students must meet  
 the UKVI and Ravensbourne’s English  
 language requirements relevant to  
 their course.

Ravensbourne operates a portfolio 
admission system for many courses, 
evaluating each applicant as whole.  
We don’t just look at your qualifications, 
but also at your overall potential and  
ability to succeed.

We give equal consideration to all 
applications received by the appropriate 
deadline. We may also accept applications  
after the published deadline date(s), but 
please note that places may be limited 
on some courses.

Outreach
Our outreach team offers the following 
workshops for potential students wishing 
to apply. We know from experience that 
prospective students who attend the 
following events are far more successful  
in gaining a place at Ravensbourne:
• Personal statement workshops
• Portfolio/showreel surgeries
• Interview techniques workshops
• Course specific tailored workshops 
 and holiday schools
• Talk and tours
• National Saturday Art & Design Club

All workshops also cover advice on  
fees and finance, and can be booked  
by contacting: outreach@rave.ac.uk 

How to Apply

Foundation and Access Diplomas
Applications for Foundation and Access 
Diploma courses are made directly to 
Ravensbourne, For further details, 
please contact our admissions team:
feadmissions@rave.ac.uk
+44 (0) 20 3040 3998

 Application forms can be downloaded 
from: www.ravensbourne.ac.uk/courses/ 
how-to-apply 

Undergraduate
Applications for undergraduate courses – 
BA (Hons), BSc (Hons) – should be made 
online via UCAS: www.ucas.com

Please always make sure you check the 
deadline date for application.

Further advice and information is 
available from your teachers and careers 
advisors. Alternatively, contact our 
admissions team: 
admissions@rave.ac.uk
+44 (0) 20 3040 3998

If you don’t meet these requirements 
take a look at our access to HE courses, 
find out more on page 44.
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Postgraduate 
Applicants will be asked to submit  
a portfolio, showreel (unless they are 
applying for the MDes programme)  
or other examples of creative or 
technical practice.

All applicants who meet the entry 
criteria will be invited for interview.

Skype interviews are held for postgraduate 
applicants unable to attend interview in 
person. We give equal consideration to 
all applications.

For further information, please contact 
our post graduate admissions team:
postgrad@rave.ac.uk

Applications for postgraduate courses 
should be made online via UKPASS:
www.ucas.com/ucas/postgraduate

How to Apply (cont.)

Non-EU/EEA
Non-EU/EEA students should apply  
via Ravensbourne’s online international 
admissions portal:
www.ravensbourne.ac.uk/international

This is a secure online service enabling  
you to:
• Apply for up to three courses  
 of your choice
• Save your application and return later  
 to continue the process
• Track the progress of your application

Alternatively, you can contact our 
international admissions team:
international@rave.ac.uk

Further advice is available from your 
teachers, careers advisors and British 
Council offices.

We know that the cost of studying is 
important when considering where you 
want to study. For detailed information 
on Ravensbourne’s fees visit our website 
and search: ‘Tuition Fees’.

Advice from the   government   on loans,  
fees and sources of support can be found 
by contacting Student   Finance England. 
Full details are on their website:
www.gov.uk 

Non-EU/EEA students (non Home/EU) 
can also find fees information on our 
website. A discount of 5% will apply 
if full payment of the tuition and 
registration fee is made by 1 August 2017. 
If you are unsure if you need a Tier 4 visa, 
please visit www.ravensbourne.ac.uk  
for more information.

All fees for courses at all levels are  
correct as at January 2016 but are 
subject to change. 

Interested in postgraduate study? 
An additional 7.5% discount is available 
for Home/EU and international applicants 
who have previously completed an 
undergraduate degree at Ravensbourne.

Fees and Finance

Non-EU/EEA Students (non Home/EU)
Non-EU/EEA students progressing from 
the Ravensbourne Foundation Diploma 
to an undergraduate degree course at 
Ravensbourne will receive a £3,000 
discount per year.

A 50% discount is available for 
particularly gifted Tier 4 visa applicants 
from emerging markets who choose 
to enter directly to one of the 
following courses:

Undergraduate: 
BSc (Hons) in Broadcast Computing, 
Broadcast Audio Technology, 
Broadcast Systems Technology 
and Outside Broadcast Technology.

Postgraduate: 
MDes Social Innovation 

For a list of the relevant countries 
and how to apply please visit:
www.ravensbourne.ac.uk

Scholarships and Bursaries
If you are joining Ravensbourne in 
the academic year 2017/18, you may 
eligible for additional support. 

Details can be found by visiting our 
website and searching for ‘Financial 
Support’.

Erasmus+
We provide opportunities for students 
to undertake study abroad opportunities 
with any of our international partner 
universities or through the Erasmus+ 
programme.
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The following information explains  
the application process for prospective 
students from outside the EEA (European 
Economic Area) or Switzerland who are 
required to hold a Tier 4 General student 
visa to study in the United Kingdom.  
You do not need a visa to study in the  
UK if you are an EEA or Swiss national.

Immigration and Visas
You will need to apply for a Tier 4  
General Student visa to study a 
foundation diploma, undergraduate  
and postgraduate degree course or  
a pre-sessional English course leading 
onto a full time course if you are a 
national from a country outside the 
EEA or Switzerland. You may apply for 
a Short –term study visa if you will be 
studying for six months on one of our 
short courses or as an exchange student.

Ravensbourne has a Tier 4 Sponsor 
Licence, which permits us to enrol 
non-EU/EEA students to study with us. 

Tier 4 visa applicants must attain a total  
of 40 points in order to qualify for a visa in  
the UK’s points based immigration system:
• 30 points for a Confirmation of  
 Acceptance for Studies (CAS) number  
 from Ravensbourne 
• 10 points for demonstrating you have  
 the required funds to support yourself  
 in the UK

A CAS is a unique 13 digital number 
requested by Ravensbourne and 
generated through the Home Office’s 
Sponsor Management System You will 
be issued with a CAS number when you 
achieved the following:
• An unconditional offer
• Completed and submitted a CAS  
 request form
• Submitted evidence demonstrating  
 you have the required funds to support  
 yourself in the UK
• Paid a 50% deposit of your tuition fee

Non-EU/EEA Students

How to Apply Overview
Non-EU/EEA students can apply for  
a place to study at Ravensbourne either 
directly via our online International 
Admissions Portal or via the UCAS 
Apply system (Universities and College 
Admissions Service). The online 
International Admissions Portal is a 
secure online service enabling you to:
• Apply for up to three courses  
 of your choice
• Save your application and return later  
 to continue the process
• Track the progress of your application
• Communicate directly with the  
 admissions team

Whichever method you use to apply  
we strongly recommend that you submit 
by March for entry to a degree course 
starting the following September so as to 
give enough time for the visa application 
process. However, we will consider 
applications outside of this time.

You need to submit the following 
documents: 
• Academic qualifications equivalent  
 to the required UK qualification
• Educational References 
• Evidence of Proficiency in the  
 English Language
• Personal Statement
• Biodata page of your passport
• Portfolio

All prospective students are interviewed 
either in person at Ravensbourne or via 
Skype or telephone. If you are already  
in the UK then you must attend your 
interview in person.

You cannot use your CAS number to 
apply for a visa more than three months 
before the start date of your course 
and it is valid for only one Tier 4 visa 
application.

Please read the latest policy guidance 
published by the Home Office/UK visas  
and Immigration (UKVI).

Pre-sessional English  
language Programme
The Pre-sessional English Programme 
is for non-EU/EEA students looking to 
improve their English language skills 
before starting their main course of 
study at Ravensbourne.

The programme will:
• Help you develop your English  
 Language skills in a media and 
 design context
• Give you an understanding of the  
 cultural and academic skills needed  
 to learn effectively in English
• Introduce you to life in London and 
 to British culture
• Give you an insight into the British  
 academic environment 

 To find out more and see if you are  
eligible to apply for the pre-sessional 
English language course, please visit:
www.ravensbourne.ac.uk/international
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London is an exciting and creative  
city to live and study. We work with  
a number of competitive accommodation 
providers to offer you a home whilst 
you are at Ravensbourne. Whether you 
are looking for halls of residence style 
accommodation or housing in the private 
sector, we a have a wide range of options 
available to suit you.

We partner with Scape Living to 
provide stylish accommodation on the 
Greenwich Peninsula. We have a limited 
allocation of rooms that we can offer at 
a reduced rate. Demand for these spaces 
is high, so we strongly advise you to 
register your interest and book as early 
as possible. Ravensbourne is proud to 
be part of the Student Homes Project 
with a number of affordable bed spaces 
available leased and managed through 
University of London Housing Service.

Student Accommodation

We can also support you in finding 
alternative options in the private 
sector. We offer prospective students 
access to the private University of 
London Housing database. This is the 
largest student housing list of available 
properties in the country, offering expert 
advice on all issues to do with finding 
accommodation.

If you require more information about 
accommodation options for new and 
prospective students, please contact  
the student services team:
studentservices@rave.ac.uk

We recognise that you may face new 
challenges as you embark on a new part of 
your life in HE or FE. The student services 
team have friendly and approachable 
staff who can offer support, advice and 
mentoring to keep you motivated and  
on-track with your learning. 

Careers
We offer comprehensive careers support 
throughout your time at Ravensbourne. 
Working alongside the Ravensbourne 
Plus programme we offer one to one 
meetings and dedicated workshops to 
make sure you are fully prepared for 
working in industry.

Counselling, Welfare and Wellbeing
We offer a professional and discreet 
counselling service to help overcome 
any problems you might face in your 
academic or personal life. Whether 
this is something emotional, financial 
or practical, we provide a supportive 
network of people who will listen 
and help.

Disability Support
We offer support before and during 
interview, and whilst you are studying 
with us. We also advise on disabled 
students allowance (DSA), including help 
with your application. We always respond 
to individual students’ requirements 
effectively and in confidence.

Student Services

Financial Support
We have a range of bursaries and 
scholarships available to eligible 
students. Alongside this, we encourage 
students to attend one-to-one advice 
sessions and workshops on budgeting. 
We subscribe to online resources 
offering students financial advice 
and support. 

Learning Needs
We offer support to students with  
a variety of learning needs including 
dyslexia, dyspraxia, ADD, dyscalculia, 
Asperger’s, autistic spectrum conditions; 
neurodiversity is recognised at 
Ravensbourne. 

If you have a learning difference we 
encourage you to tell us so that we can 
provide specific study skills guidance 
with a specialist tutor throughout your 
time with us. This support includes 
confidential preliminary screenings for 
learning differences, arrangement of 
full diagnostic assessments as well as 
one-to-one skills development sessions. 

Skills development sessions are catered 
to your individual needs in order 
to address the challenges you may 
experience on your course. This may 
include strategies to develop skills with 
organisation and expression of ideas, 
time planning and management to 
successfully meet deadlines, effective 
reading, writing and spelling. 
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Study Skills
We run group study skills sessions 
designed to develop and improve the 
range of strategies essential to successful 
learning at higher levels including HE 
and PG. Sessions include training on: 
focus and attention, reading strategies, 
time planning and use to meet deadlines, 
planning writing tasks, getting ideas  
to flow and referencing skills. Sessions 
are held throughout teaching weeks  
and are freely available to all students.

The Quiet Space
We have a quiet space, located on level 
3, for the use of individuals, rather than 
groups, for prayer, reflection and quiet 
time. It is available for everyone,  
whatever faith or none.

Contact Us
For all student services enquiries or  
further information on any of our 
services, please contact the student 
services team: 
studentservices@rave.ac.uk 
+44 (0)20 3040 3501
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The information in this prospectus  
and more is available online: 
www.ravensbourne.ac.uk

It is also available in large print and audio 
CD on request. To contact our Marketing 
and Communications department, please 
email: marcomm@rave.ac.uk

Admissions
+44 (0) 20 3040 3998 
admissions@rave.ac.uk

Twitter
@RavensbourneUK

Facebook.com/RavensbourneUK

Validation 
Ravensbourne delivers courses that are 
validated by University of the Arts London.

Disclaimer
Ravensbourne has done everything 
possible to ensure that the information  
in this prospectus is accurate at the  
time of print. 

We accept no liability for inaccuracies, 
nor for any use of the information or 
representations made either in this 
prospectus or in any other written 
or verbal communication from 
Ravensbourne to a prospective  
student or third party.

By offering a course in this prospectus, 
we make no guarantee of its availability 
and reserve the right to make changes 
as appropriate due to funding, staffing 
or any other cause (including a cause 
outside of our control) and will give 
reasonable notice of any change  
where possible.

Prospective students are advised to  
verify details of any courses on enquiry 
to Ravensbourne or at interview. Updates 
or changes to information can be found 
on our website: www.ravensbourne.ac.uk

Equality and Diversity 
Ravensbourne is committed to creating 
and supporting a balanced, inclusive and 
diverse community, which values the 
dignity of all our staff and students, and 
their right to achieve their full potential.  
We do not tolerate discrimination of any  
kind, and provide guidelines to all students  
and staff that outline ways in which we 
strive for fair and consistent behaviour.

Acknowledgements 
and More Info
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Imagine a space full of people 
who are constantly having crazy
ideas, working together and 
pushing things to the limits in 
order to create really new and 
inventive stuff.

ravensbourne.ac.uk
facebook.com/RavensbourneUK
@RavensbourneUK

info@rave.ac.uk
+44 (0) 20 3040 3500

6 Penrose Way
Greenwich Peninsula
London SE10 0EW
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