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I would like to extend a very warm welcome to our vibrant and
exciting Film Faculty. For those of you joining us for the first
time, we hope that you will soon become acquainted and feel

at home within our filmmaking community of students and

staff. For those returning at levels 5 and 6, we welcome you

back warmly and wish you continued success on your exciting
educational journey into the screen, film and creative industries.

This handbook provides you with key information about your
course, including how it is studied and assessed, along with
details of administrative support, teaching staff and wellbeing
teams. It also contains lots of information about the facilities on
our campuses and how to access them.

This handbook will support your journey throughout your time at
the University and help you to familiarise yourself with all that

is on offer on your exciting educational journey, as you develop,
progress and continue your time in the Film faculty.

I would like to take this opportunity to wish you all every success
in your studies and your future with us in the Film faculty.

With very best wishes,

j\iﬂ Hora

Sam Hope
Dean of Film
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Key Course Staff

Mostafa Nagy

Course Leader

mostafanagy@metfilm.ac.uk

Mostafa Nagy is an award-winning producer, editor and director with
over 30 years of experience in the film, television, and broadcast
industries. Throughout his career, he has worked with leading global
media organisations such as BBC, ITV, SKY, NBC, Al-Jazeera, NHK,
and Disney, in various creative and managerial roles, including Head of
Production and Global Operations Manager. He holds a master’s degree
in Filmmaking, and is the Technical Director of the London Breeze Film
Festival and remains actively involved in the film community, with
several projects in development.



Course Summary

At Level 4, you will engage in six modules designed to give all students on the programme a basis in the
fundamentals of story, and the ability to produce film and screen content. You will also gain an introduction
to each of the specialist pathways: Visual Effects, Post Production, Sound, and your chosen pathway, Virtual
Production.

In the first semester, you will gain a practical and contextual understanding of storytelling on screen; film
and screen production; and editing.

In the second semester, you will gain an introduction to each of the specialisms - with each module including
both practical and contextual elements. In parallel, you will work in groups to produce short films which
bring your learning across the level to a conclusion.

Having confirmed your specialist pathway at the end of Level 4, you will spend much of your second year
working within your pathway. The pathway options are:

Virtual Production:
Across the three years of the programme, you will progressively learn and build your knowledge, skills,
and understanding of Virtual Production for film, television, and screen content creation.

You will learn through focused tuition and project-based application, including bringing technical skillsets
into the creative realm, creating virtual assets; visualisation from pre to post production; shooting for
Virtual Production; Unreal Engine training; applied Virtual Production; and performance capture.

In your final year, you will work together with those on your pathway, as well as the wider undergraduate
cohort, on a collaborative or independent Graduation Project, giving you an opportunity to showcase your
skills and understanding of Virtual Production.

Visual Effects:
Across the three years of the programme, you will progressively learn and build your knowledge, skills,
and understanding of Visual Effects for film, television, and screen content creation.

You will learn through focused tuition and project-based application, including modelling; animating effects;
motion graphics; compositing; and workflow for project management.

In your final year, you will work together with those on your pathway, as well as the wider undergraduate
cohort, on a collaborative or independent Graduation Project, giving you an opportunity to showcase your
skills and understanding of Visual Effects.

Post Production
Across the three years of the programme, you will progressively learn and build your knowledge, skills,
and understanding of post production for film, television, and screen content creation.

You will learn through focused tuition and project-based application, including creative editing in fiction,
documentary, and content; audio post production; colour correction and grading; the business of post
production; and advanced workflows.

In your final year, you will work together with those on your pathway, as well as the wider undergraduate
cohort, on a collaborative or independent Graduation Project, giving you an opportunity to showcase your
skills and understanding of post production.

Sound
Across the three years of the programme, you will progressively learn and build your knowledge, skills,
and understanding of sound capture and post production for film, television, and screen content creation.

You will learn through focused tuition and project-based application, including sound engineering; sound
design and its role in storytelling; ADR, foley, and sound capture; dialogue editing; recording, editing, and
producing soundtracks; mixing; dubbing; project management and completion.

In your final year, you will work together with those on your pathway, as well as the wider undergraduate
cohort, on a collaborative or independent Graduation Project, giving you an opportunity to showcase your
skills and understanding of sound capture.



Course Structure

Alongside your course’s subject-specific core and optional modules, all undergraduates at BIMM University
will study an aligned series of core modules called the Curriculum Spine. You will study a Spine module
each semester throughout the duration of your course. These modules have been designed to provide a
connected learning experience across all our Schools, providing opportunities to collaborate with students
from both other courses and Faculties. These Spine modules will aid you to develop graduate attributes
plus personal and professional development skills essential for success in the creative industries.

Please note that the offering of optional modules in individual Schools and in any given academic year will
be subject to the availability of resources and sufficient student interest.

Year/ FHEQ . Module . Assessment
Code Semester  Level Module Title Type Credits Week(s)
Year 1
COM4TT /1 4 The Creative Spine 15 ST W14
Industries
i AO: STW6
DFP40T  1/1 4 2t°ryte“'"g°" Core 15
S AT: STW12
: AO: STW9
DFP402 /1 4 lhedcrafw”'lm Core 30
roduction AT: STW14

The Creative .
CoOM412  1/2 4 Industries & You Spine 15 S2 W13

- AO: S2 W11
DFP403 | 1/2 4 Introduction to Core 15
Visual Effects Al: TBD
- AO: S2 W10
DFP404  1/2 4 Introduction to. Core 15
Virtual Production Al: W13
. AO: S2 W8
DFP405 1/ 4 Plc'tyre and Sound Core 15
Editing AT S2 W14

Total Credits: = 120

Year 2

Defining Your

Lol 2 0 Practice in Context SRl 1
Exploring

DFPTBC = 2/1 5 Narratives: Crafting | Core 15
Stories


https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/Curriculum%20Spine/Level%204%20(Year%201)/COM411%20-%20The%20Creative%20Industries?csf=1&web=1&e=YeSdFM
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/Curriculum%20Spine/Level%204%20(Year%201)/COM411%20-%20The%20Creative%20Industries?csf=1&web=1&e=YeSdFM
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/BA%20(Hons)%20Digital%20Film%20Practice/Level%204/DFP401%20Storytelling%20on%20Screen?csf=1&web=1&e=FIMExl
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/BA%20(Hons)%20Digital%20Film%20Practice/Level%204/DFP401%20Storytelling%20on%20Screen?csf=1&web=1&e=FIMExl
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/BA%20(Hons)%20Digital%20Film%20Practice/Level%204/DFP402%20The%20Craft%20of%20Film%20Production?csf=1&web=1&e=CMh6cN
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/BA%20(Hons)%20Digital%20Film%20Practice/Level%204/DFP402%20The%20Craft%20of%20Film%20Production?csf=1&web=1&e=CMh6cN
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/Curriculum%20Spine/Level%204%20(Year%201)/COM412%20-%20The%20Creative%20Industries%20and%20You?csf=1&web=1&e=d96Zsf
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/Curriculum%20Spine/Level%204%20(Year%201)/COM412%20-%20The%20Creative%20Industries%20and%20You?csf=1&web=1&e=d96Zsf
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/BA%20(Hons)%20Digital%20Film%20Practice/Level%204/DFP403%20Introduction%20to%20Visual%20Effects?csf=1&web=1&e=rMN0eK
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/BA%20(Hons)%20Digital%20Film%20Practice/Level%204/DFP403%20Introduction%20to%20Visual%20Effects?csf=1&web=1&e=rMN0eK
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/BA%20(Hons)%20Digital%20Film%20Practice/Level%204/DFP404%20Introduction%20to%20Virtual%20Production?csf=1&web=1&e=hMJwrM
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/BA%20(Hons)%20Digital%20Film%20Practice/Level%204/DFP404%20Introduction%20to%20Virtual%20Production?csf=1&web=1&e=hMJwrM
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/BA%20(Hons)%20Digital%20Film%20Practice/Level%204/DFP405%20Picture%20and%20Sound%20Editing?csf=1&web=1&e=grJQkv
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/BA%20(Hons)%20Digital%20Film%20Practice/Level%204/DFP405%20Picture%20and%20Sound%20Editing?csf=1&web=1&e=grJQkv
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/Curriculum%20Spine/Level%205/COM521%20-%20Defining%20Your%20Practice%20in%20Context?csf=1&web=1&e=MPKxLO
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/Curriculum%20Spine/Level%205/COM521%20-%20Defining%20Your%20Practice%20in%20Context?csf=1&web=1&e=MPKxLO

DFPTBC

COMb&22

DFPTBC

DFPTBC

2/1

2/2

2/2

2/2

Vocational Pathway
Sem 1

(Immersion to
Developing):

Postproduction /
Creative Editing in

Fiction Film /

Understanding VFX: | Core

3D Modelling and (vocational
Compositing / pathway)
Learning

Unreal Engine:
Vizualisation from
Pre to Post /

Basics of Sound
Engineering:
recording on
location and studio

Exploring
Practice Through Spine
collaboration

Vocational Pathway
Sem 2 (Intermediate
to Proficient):

Postproduction:
Non-fiction editing
techniques /

Creative VFX
Production

Techniques / Core

Filming on the (vocational
Volume: Virtual pathway)
Production

and Cinematic

Storytelling /

Sound Design

for Storytelling:
Crafting
Soundscapes for
Narrative Depth in
Film

Breaking Barriers:
Avant-Garde and
Experimental
Cinema

Core

Total Credits:

30

15

30

15

240


https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/Curriculum%20Spine/Level%205/COM521%20-%20Defining%20Your%20Practice%20in%20Context?csf=1&web=1&e=MPKxLO
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/Curriculum%20Spine/Level%205/COM521%20-%20Defining%20Your%20Practice%20in%20Context?csf=1&web=1&e=MPKxLO
https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/Curriculum%20Spine/Level%205/COM521%20-%20Defining%20Your%20Practice%20in%20Context?csf=1&web=1&e=MPKxLO

DFPTBC  3/1
DFPTBC  3/1
DFPTBC  3/1
COM601T  3/2
DFPTBC  3/2
DFPTBC  3/2

Year 3

Business of Film, Core
Television and Screen
Research Methods
for Final Projects in Core
Digital Film Practice

Vocational Pathway
(Advanced to
Applied):

Advanced Visual
Effects Production:
From Concept to
Completion and
Client Collaboration /

Advanced Virtual
Production:
Performance Capture,
Virtual Environments,
and Client
Collaboration /

Core

Advanced Post-
Production
Techniques: Editing,
Colour Grading, and
Client Collaboration /

Advanced Sound
Design Techniques:
Recording,

Mixing, and Client
Collaboration

Final Project:

Post Production Final
Project /

Sound Final Project / Spine
Virtual Production

Final Project /

Visual Effects Final
Project

Career Planning:
Getting Ready for Core
Industry

Themes and Trends in

Digital Film Practice ol

Total Credits

(vocational
pathway)

15

15

30

30

15

15

360


https://bimmnet.sharepoint.com/:f:/r/sites/ModuleDocumentation/Shared%20Documents/BIMM%20Validated%20Courses/Curriculum%20Spine/Level%205/COM521%20-%20Defining%20Your%20Practice%20in%20Context?csf=1&web=1&e=MPKxLO

Course Learning Outcomes

BA (Hons) Digital Film Practice Year 1(Level 4)

Al.

A2.

B1.

B2.

B3.

B4.

BS.

Cl.

C2.
C3.

C4.

D1.

D2.

D3.

D4.

El

E2.

ES.

Setting. Able to:
Evaluate personal strengths and plan areas for self-development in relation to academic
studies, industry careers and personal aspirations.

Locate the attributes needed for a personal and professional learning journey in the context
of the Creative Industries

Knowledge and Understanding. Able to:
Comprehend and evidence the fundamental role of storytelling and narrative across different
screen types.

Demonstrate awareness of contemporary screen practices recognizing the key modes of
communication and representation

Accurately describe and evaluate the role of key production processes in contemporary screen-
based media including production, direction, cinematography, location, set etiquette, editing,
sound, VFX and post-production

Demonstrate an awareness of key storytelling techniques as they apply to various forms of
screen/media content, through appropriate research methods.

Manifest emergent critical awareness around key concepts, ideas and theories that underpin
contemporary screen practice.

Cognitive skills. Able to:
Demonstrate appropriate level of critical awareness with which to analyse various forms of screen
content, exhibiting self-reflection in the interpretation of one’s own work and the work of others.

Evaluate the significance of audience relationship to content across screen types.

Identify and evaluate the significance of key commercial, historical, cultural, and technological
innovations relevant to the screen industry landscape.

Display an appropriate level of ability to synthesise key ideas and apply them creatively to practice.

Performance & Practice. Able to:
Demonstrate the basic ability to meet a production brief under guidance using specific
technical, craft and creative skills in all aspects of production and postproduction.

Apply appropriate techniques and skills to create screen artefacts across a variety of formats,
demonstrating an understanding of aesthetics, technique, and practice in individual and group work

Demonstrate suitable threshold capability in appropriate software suites.

Establish clear and accurate workflows for production and postproduction.

Personal & enabling skills. Able to:
Evidence independent and critical thinking through scholarship and practical application.

Demonstrate an ability to problem solve, as an individual and as part of a collaborative group.

Articulate ideas and communicate them through written and other media.



BA (Hons) Digital Film Practice Year 2 (Level 5)

Al

A2.

B1.

B2.

B3.

B4.

BS.

ClL.

C2.

C3.

D1.

D2.

D3.

Setting. Able to:
Critically evaluate an area of practice in relation to key influences, lineage, traditions and
identities and their relationship to historical, artistic and industry practices

Document, critically evaluate the processes and execution of a collaboration that links to
practice, reflecting on professional values, ethics and goals

Knowledge and Understanding. Able to:

Exhibit enhanced research skills and critical awareness of well-established theories and
concepts related to historical, ethical, religious and socio-political influences on the evolution of
narrative storytelling through screen.

Competently define and evaluate the role of audience in the production and exhibition of their
own screen or filmed work.

Develop a critical awareness of key commercial, technological, legal and regulatory parameters
relevant to the screen industry projects.

Apply appropriate methods of qualitative, quantitative and performance monitoring research to
business and screen industry projects.

Demonstrate proficiency to a threshold professional entry standard in relevant software suites
and production methods germane to one of the following:

> Post-Production

> Virtual Production
>  VEX

>  Sound

Cognitive skills. Able to:
Collect and synthesise perspectives, themes and narratives at an enhanced level to produce
creative artefacts and assets.

Analyse the business environment opportunities for the development of screen-based projects
using appropriate methods of research and evaluation.

Apply a range of business development skills to secure the realization of screen projects, from
initial idea through to completed artefact.

Performance & Practice. Able to:

Evaluate and decide on how to best meet a production brief in situations of varying complexity
and predictability, requiring the application of a wide range of creative, technical, and editorial
skills with increasing autonomy.

Recommend and apply key storytelling techniques to various aesthetics and forms of screen/
media content, displaying competency in technique, practice, and audience awareness in
individual and group work.

Demonstrate capability to a threshold professional entry standard one of the following:
> Post-Production: creative editing of fiction and documentary.

> Virtual Production: creation of virtual assets.

> VFX: development of animated effects and motion graphics

> Sound: use of appropriate industry technology to competently create sound worlds

10



ET

E2.

ES.

Personal & enabling skills. Able to:
Use enhanced knowledge of practical skills and conceptual techniques in a variety of working
environments.

Communicate effectively in written and verbal form, think critically, and give and receive
constructive feedback.

Demonstrate practical application of research and critical thinking skills in problem solving.

BA (Hons) Digital Film Practice Year 3 (Level 6)

Al

A2.

B1.

B2.

B3.

C1.

C2.

C3.

D1.

D2.

D3.

D4.

ET.

E2.

ES.

Setting. Able to:
Critically analyse key emergent trends and opportunities in the screen-based industries

Produce a personal and professional portfolio in order to align with identified industry entry prospects

Knowledge and Understanding. Able to:
Deploy advanced research skills that underpin self-reflexive critical insight and understanding of
current screen industry practice and the specific impact of their chosen Pathway.

Demonstrate advanced and specialist knowledge and skills in their chosen pathway to allow their
application to complex problems and opportunities within their chosen field of creative practice.

Ability to confidently deploy techniques in project management to plan workflows and screen-
based projects to deliver creative artefacts and realisations to time and on budget.

Coghitive skills. Able to:
Display ability to research and synthesise information creatively at an advanced level to
produce solutions to issues or opportunities within professional environments and situations.

Critically analyse and apply professional codes of conduct, research methodologies and
relevant business practices to their own work

Apply advanced critical thinking in unfamiliar or novel contexts to generate creative resolutions
at a professional level.

Performance & Practice. Able to:
Demonstrate a high degree of autonomy, initiative, and entrepreneurial innovation in the
production of screen content in situations of varying complexity and predictability.

Application of an advanced and wide range of creative, technical and editorial skills to meet a
stated brief

Apply complex storytelling techniques to various forms of screen/media content with high level of
audience awareness, displaying distinctive use of aesthetics, technique and practice.

Demonstrate professional competence in the

> Post-Production: creative editing of fiction and documentary.

> Virtual Production: creation of virtual assets.

> VFX: development of animated effects and motion graphics.

> Sound: use of appropriate industry technology to competently create sound worlds.

Personal & enabling skills. Able to:
Demonstrate an advanced level of entrepreneurial independence and knowledge of contemporary
industry practices, to work effectively within a collaborative workspace.

Display an advanced level of critical and independent thinking within creative and collaborative
environments.

Demonstrate an advanced ability to resolve complex issues, utilising research skills and
knowledge of external resources.
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Course Specification

Full Title of the Course & Award

Mode of Attendance

Length of course

Start date

Awarding Institution

Teaching Institution

UCAS Code

Language of Study

Final Award

FHEQ Level

BA (Hons) / Dip HE/Cert HE Digital Film Practice
(Postproduction)

BA (Hons) / Dip HE/Cert HE Digital Film Practice (Virtual
Production)

BA (Hons) / Dip HE/Cert HE Digital Film Practice (Visual
Effects)

BA (Hons) / Dip HE/Cert HE Digital Film Practice (Sound)

Full-Time

This course is taught as a three-year course at Levels 4, 5
and 6.

Initial validation: 2024
First cohort intake: 09/2024
Last revalidated: N/A

BIMM University

MetFilm

BDPP (Post Prod)
BDSP (Sound)
BDVF (Virtual)
BDVF (VFX)

English

Certificate of Higher Education (exit award only at Level 4)
Diploma of Higher Education (exit award only at Level 5)

Bachelor’s Degree with Honours

120 credits at Level 4
120 credits at Level 5
120 credits at Level 6
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ECTS Level

Reference Points

Minimum Period of Registration

Maximum Period of Registration

Admissions Criteria

Date of Course Specification
Revisions:

60 credits at Level 4
60 credits at Level 5
60 credits at Level 6

QAA Subject Benchmark in Communication, Media, Film
and Cultural Studies (April 2024)

Framework for Higher Education Qualifications (2008)
QAA Quality Code (2017)

3 years

6 years

Minimum of 3 A-levels at Grade C or above (96 UCAS
points), OR BTEC Level 3 equivalent, and normally GCSE
Maths & English A*-C/9-4 or Level 2 equivalents.

International Students: contact Admissions team.

June 2024
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