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M.Sc. VISUAL COMMUNICATION

PROGRAMME EDUCATIONAL OBJECTIVES

To develop skills required to meet the demands of media and entertainment industry
To gain meaningful employment in wide range of entertainment and creative industries

To develop creative and innovative ways to generate, and design effective messages
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across media platforms

5. To gain procedural knowledge, to work as individual and in teams to fulfilworkflows and

tasks in media organisations

6. To gain academic and scholarly knowledge to become effective researchers, teachers and

mentors in the discipline of communication

7. Learns will develop entrepreneurial skills to work independently or find

gainful employment in the established entertainment industry

8. To engage in ethically and socially responsible media practices and sever as a change

agent

9. Toinculcate the values of truth-seeking, truth-telling, intellectual honesty and respect
for view-point diversity.

PROGRAM OUTCOME

1. Ability to design, develop and produce media content on a wide range of topic

2. Demonstrate mastery over a range of skill sets and techniques to work onmultiple
platforms and formats

3. To become an enterprising, enthusiastic and creative media professional

4. To become an active and adaptive leader, to keep phase with the rapid changes in media

industry

5. Ability to conduct independent academic and commercial research withappropriate
scientific attitude and commitment

6. Ability to make ethical and socially conscious decisions in professional media

practices.



MAPPING OF PROGRAMME EDUCATIONAL OBJECTIVES WITH PROGRAMME OUTCOMES

A broad relation between the programme educational objective and the programme
outcome is given in the following table.

Program Program Objectives (PO)

Educational

Objectives (PEO) | po1 | PO2 PO3 PO4 PO5 PO6
PEO1 YES YES YES YES YES YES
PEO2 YES YES YES YES YES YES
PEO3 YES YES YES YES YES YES
PEO4 YES YES YES YES YES YES
PEO5S YES YES YES YES YES YES
PEO6 YES YES YES YES YES YES
PEO7 YES YES YES YES YES YES
PEO8 -- -- -- -- YES YES

YES=Match Between PEO and PO

PROGRAMMIE SPECIFIC OUTCOMES (PSOs)
By the completion of the M.Sc. Visual Communication programme, the students will have
the following programme-specific outcomes.

1. Learners will gain procedural knowledge to practice a wide range of skills the domain of
computer graphics, multimedia design and visual effects

2. Learners will have developed competency in designing professional quality multimedia
packages and adapted to multiple platforms

3.Learners will be adept at producing fictional, non-fictional and information-oriented
content using cutting-edge tools and creative strategies

4. Learns gain the ability to create objects, models, elements and properties for extended
reality content such as Virtual reality, Augmented reality and game design

SLearns will develop entrepreneurial skills to work independently and adaptive enough for
gainful employment in established media organizations

6. Learns will be able adhere to high ethical standards and social commitment for holistic
professional practices

7. Learns will gain in-depth knowledge of scientific theories underpinning communication
discipline and carryout scholarly and commercial research with scientific attitude and
integrity



SCHEME OF EXAMINATIONS:
FIRST YEAR — FIRST SEMESTER

Course Subjects If\struc- Credits Maximum Marks Total
Component tion Hrs Int. Ext.
Core Understanding Human 5 4 25 75 100
Paper-I| Communication
Core Graphic Arts and Animation 6 4 40 60 100
Paper-Il
Core Computer Graphics-1 (3D 6 4 40 60 100
Paper-Ill  |Designs) (Practical)
Core Creative Digital lllustration 5 4 40 60 100
Paper-IV
Elective |Contemporary Trends in Indian 4 3 25 75 100
Paper-l |Media
Elective |Media Aesthetics 4 3 25 75 100
Paper-Il
Soft Skills  [Soft Skills-I 2 40 60 100
Total 30 24
FIRST YEAR — SECOND SEMESTER
Course Subjects If\struc- Credits Maximum Marks Total
Component tion Hrs Int. Ext.
Core Mediated Communication 5 4 25 75 100
Paper-V
Core Computer Graphics-2 (Camera 6 4 40 60 100
Paper-Vl |and Lighting Techniques)
(Practical)
Core Digital Filmmaking 6 4 40 60 100
Paper-VIi
Core Design Thinking 5 4 25 75 100
Paper-Vlli
Elective |Writing for Media 4 3 25 75 100
Paper-lil
Extra Anchoring and Presentation 4 3 40 60 100
Disciplinary-I |Skills (Practical)
Soft Skills  Soft Skills-II 2 40 60 100
Internship 2 40 60 100
Total 30 26

Internship will be carried out during the summer vacation of the first year and marks should be sent to the

University by the College and the same will be included in the Third Semester Mark Statement.




SECOND YEAR - THIRD SEMESTER

Course . Instruc- .. | Maximum Marks
Component Subjects L| T| P |tionHrs Credits Int. Ext. Total
Core Communication Research 5 4 25 75 100
Paper-IX |Methods
Core UX and Interactive Media Design 4 6 4 40 60 100
Paper-X |(Practical)
Core Video Editing and Visual Effects 4 6 4 40 60 100
Paper-XlI  |(VFX) (Practical)
Core Computer Graphics-3 (Advanced 4 5 4 40 60 100
Paper-XIl [Techniques) (Practical)
Elective |Transmedia Storytelling 3 4 3 25 75 100
Paper-IV
Extra Disci- |Advertising Strategies 3 4 3 25 75 100
plinary-I|
Soft Skills  [Soft Skills-IlI 2 2 40 60 100
Total 30 24
SECOND YEAR - FOURTH SEMESTER
Course . Instruc- .. | Maximum Marks
Component Subjects L| T | P |tionHrs Credits Int. Ext. Total
Core Media Entrepreneurship and 5 4 25 75 100
Paper-Xlll |Innovation
Core Immersive Media Design 4 6 4 25 75 100
Paper-XIV
Core Capstone Project and Portfolio 4 10 4 40 60 100
Paper-XV |OR
Dissertation
Elective |Digital Asset Management 3 5 3 25 75 100
Paper-V
Extra Disci- |Digital Marketing 3 4 3 25 75 100
plinary-lll  |Communication
Soft Skills  Soft Skills-IV 2 2 40 60 100
Total 30 20

The above amendment to the Regulations takes effect from the academic year 2022-2023 and
thereafter.




Semesters Hours Credits

I 30 24

II 30 26

I 30 24

v 30 20

Total 120 94

Papers No. of Papers X Total

Credits Credits
Core Papers 15X 4 60
Electives 5X3 15
Extra Disciplinary 3X3 9
Soft skills 4 X 2 8
Internship 1% 2 2
Total 94

Points to be noted

1. Distribution of marks between Theory and Internal Assessment is

75:25

Question paper pattern remains same for all papers.

S.SENATE. SEPT 2022




University of Madras
Chepauk, Chennai 600 005

[Est. 1857, State University, NAAC ‘A**’ Grade, CGPA 3.59, NIRF 2019 Rank: 20]
Website: www.unom.ac.in, Tel. 044-2539 9561

Postgraduate Programme
in

M.Sc. Visual Communication

Curriculum and Syllabus
(with effect from the Academic Year 2023-24)

June 2023

Learning Outcome Based Curriculum Framework

Note: The Board of Studies is designed the syllabus for M.Sc. Visual
Communication as per model syllabus provided by TANSCHE based on
Learning Outcomes Based Curriculum Framework as prescribed by UGC.


http://www.unom.ac.in/

o a0k~ w b E

CONTENT
Introduction
Highlights of the Revamped Curriculum
Value Additions in the Revamped Curriculum
Template for PG Programmes — Semester-wise
Course Learning Outcomes

Internal & External Assessment



Highlights of the Revamped Curriculum:

Student-centric, meeting the demands of industry & society, incorporating industrial
components, hands-on training, skill enhancement modules, industrial project, project
with viva-voce, exposure to entrepreneurial skills, training for competitive
examinations, sustaining the quality of the core components and incorporating
application-oriented content wherever required.

The Core subjects include latest developments in the education and scientific front,
practical training for providing solutions to industry / real-life situations. The
curriculum also facilitates peer learning with advanced topics in the final semester,
catering to the needs of stakeholders with research aptitude.

The General Studies and discipline-based problem-solving skills are included as
mandatory components in the ‘Training for Competitive Examinations’ course in the
final semester, a first of its kind.

The curriculum is designed so as to strengthen the Industry-Academia interface and
provide more job opportunities for the students.

The Internship during the second year vacation will help the students gain valuable
work experience, that connects classroom knowledge to real-world experience
focussing on the career path.

Project with viva-voce component in the fifth semester enables the student,
application of conceptual knowledge to practical situations. lindustrial training,
project and internships will give students an edge over counterparts in the job market.
State-of.art techniques in multi-disciplinary, cross-disciplinary and inter-disciplinary
nature are incorporated as Elective courses, ranging from conventional topics to the

latest Artificial Intelligence.



2. Value Additions in the Revamped Curriculum:

Semester Newly introduced Outcome / Benefits
Components
I Foundation Course e Instil confidence among students
To ease the transition of | o  Create interest for the subject
learning from higher
secondary to higher
education, providing an
overview of the pedagogy
of learning at the tertiary
level
I, 1,0,V | Skill Enhancement papers | o Industry ready graduates
(Discipline —centric /| o  gkilled human resource
Generic / Entrepreneurial) e Students are equipped with essential skills to make
them employable
e Digital skills will improve the knowhow of solving
real-life problems using ICT tools
e Entrepreneurial  skill training will provide
opportunity for independent livelihood
e Generates self — employment
e Create small scale entrepreneurs
e Training girls leads to women empowerment
I, IV, V & | Elective papers- 1. Strengthening domain knowledge
vi An open choice of topics | 2 Introducing state-of-art techniques in  multi-
categorized under Generic disciplinary,  cross-disciplinary ~ and inter-
and Discipline Centric L
disciplinary nature
3. Emerging topics in higher education / industry /
communication network / health sector etc., are
introduced with hands-on-training
v Industrial Statistics 4. Exposure to industry moulds students into solution
providers
5. Generates Industry ready graduates
6. Employment opportunities enhanced
] year | Internship  / Industrial | 1. Practical training at the Industry/ Banking Sector /
Vagafion Training Private/ Public sector organizations / Educational
activity institutions, enable the students gain professional
experience and also become responsible citizens.
v Project with Viva — voce 2. Self-learning is enhanced
Semester 3. Application of the concept to real situation is
conceived resulting in tangible outcome
VI Introduction of e Curriculum design accommodates all category of
Semester Professional Competency For

component

learners; example,  “Physics,  Tamil,
Mathematics for Advancement” component will
comprise advanced topics in Physics, Tamil,




Mathematics and allied fields, for those in the peer
group / aspiring researchers;

e “Training for Competitive Examinations” caters to
the needs of the aspirants towards most sought-after
services of the nation viz, UPSC, CDS, NDA,
Banking Services, CAT, TNPSC group services,

etc.
Extra Credits: e To cater to the needs of peer learners / research
For Advanced Learners / Honours aspirants

degree

Skills acquired from the | Knowledge, Problem Solving, Analytical ability, Professional Competency,
Courses Professional Communication and Transferrable Skill




MSc.
VISUAL COMMUNICATION
Choice Based Credit System (CBCS) Model

Effective from 2023

Program Overview

The MSc. Visual Communication postgraduate degree program is a comprehensive course designed
to provide students with a deep understanding of visual communication. This program focuses on
helping students develop their skills in graphic arts and animation, computer graphics, media
aesthetics, contemporary trends in Indian media, creative digital illustration, writing for media,
anchoring and presentation skills, video editing and visual effects, UX and interactive media design,
transmedia narratives and storytelling, immersive media design, and digital filmmaking.

Students enrolled in this program will have access to experienced and knowledgeable faculty
members who will provide them with the guidance they need to succeed in their studies. The
program will also involve a combination of lectures, seminars, workshops, and practical assighments
that will allow students to apply the concepts they have learned in real-world scenarios.

Upon completion of this program, graduates will have developed the ability to present complex ideas
in a clear and concise manner, formulate abstract ideas using the language specific to the field of
visual communication, and understand and analyze various perspectives on a given topic.
Furthermore, graduates will have the opportunity to join the teaching profession, enhance their
employability in government jobs, and work in various public and private enterprises.

The curriculum of the program is designed to provide students with a comprehensive understanding
of the different aspects of visual communication. The course content includes modules on graphic
arts and animation, computer graphics, media aesthetics, contemporary trends in Indian media,
creative digital illustration, writing for media, anchoring and presentation skills, video editing and
visual effects, UX and interactive media design, transmedia narratives and storytelling, immersive
media design, and digital filmmaking. These modules are taught by industry experts who have
significant experience in the field of visual communication.

The program also focuses on providing students with practical training in visual communication. This
includes opportunities to work on real-world projects, internships at media organizations, and other
practical assignments. These opportunities help students develop their skills in a real-world setting
and prepare them for the challenges of the industry.

The MSc. Visual Communication postgraduate degree program is an excellent choice for individuals
who are passionate about visual communication and want to make a positive impact through their
work. Graduates of this program will be well-prepared to succeed in the competitive field of visual
communication, and will have the skills and knowledge necessary to become leaders in the industry.



Learning Outcomes-Based Curriculum Framework (LOCF)

Programme Educational Objective

To develop skills required to meet the demands of media and entertainment industry

To gain meaningful employment in wide range of entertainment and creative industries

To develop creative and innovative ways to generate, and design effective messages across media
platforms

To gain procedural knowledge, to work as individual and in teams to fulfil workflows and tasks in
media organisations

To gain academic and scholarly knowledge to become effective researchers, teachers and mentors
in the discipline of communication

Learns will develop entrepreneurial skills to work independently or find gainful employment in
the established entertainment industry

To engage in ethically and socially responsible media practices and sever as a change agent

To inculcate the values of truth-seeking, truth-telling, intellectual honesty and respect for view-
point diversity.

Program Outcome

1.

w

Demonstrate mastery over a range of skill sets and techniques to work on multiple platforms and
formats

To become an enterprising, enthusiastic and creative media professional

To become an active and adaptive leader, to keep phase with the rapid changes in media industry
Ability to conduct independent academic and commercial research with appropriate scientific
attitude and commitment

Ability to make ethical and socially conscious decisions in professional media practices.

Programme Specific Outcomes (PSOs)

1.

Learners will gain procedural knowledge to practice a wide range of skills the domain of
computer graphics, multimedia design and visual effects

Learners will have developed competency in designing professional quality multimedia packages
and adapted to multiple platforms

Learners will be adept at producing fictional, non-fictional and information-oriented content using
cutting-edge tools and creative strategies

Learns gain the ability to create objects, models, elements and properties for extended reality
content such as Virtual reality, Augmented reality and game design

Learns will develop entrepreneurial skills to work independently and adaptive enough for gainful
employment in established media organizations



Curriculum for MSc. Visual ComOmunication

Instru Maximum Marks
Semester—I Paper Title Credit cﬂgsn Int. Ext | Total
1.1. Core-(CC)-I 430C1A: Understanding
Human Communication 5 7 75 25 100
(Theory) (Common)
1.2 Core-(CC)-I 43QC1B_: Graphlg Arts and 5 y 60 40 100
Animation (Practical)
1.3 Core-(CC)- 11l 430C1C: Computer
Graphics — 1 (3D Designs) 4 6 60 40 | 100
(Practical)
1.4 Elective (Discipline 430E1A: Media Aesthetics
Specific)-DSE- | (Theory) 3 S & 25 100
1.5 Elective (Generic)-DGE-Il  |430E1B: Contemporary
Trends in Indian Media 3 5 75 25 100
(Theory)
Total 20 30 Hrs
Semester-I1 Paper Title Credit | Hour
2.1. Core-(CC)-1V 430C2A: Mediated
Communication (Theory) 5 7 75 25 100
(Common)
2.2 Core-(CC)-V 430C2B: Computer Graphics
— 2 (Camera and Lighting 5 7 60 40 100
Techniques) (Practical)
2.3 Core-(CC)- VI 430C2C: Video Editing and
Visual Effects (VFX) 4 6 60 40 100
(Practical)
2.4 Elective (Discipline 430E2A: Design Thinking )
Specific)-DSE — 111 (Theory) 3 5 75 5 | 100
2.5 Elective (Generic)-DGE-430E2B: Writing for
v Multimedia (Theory) 3 3 75 25 100
(Common)
2.6 Skill Enhancement 430S2A: Anchoring and
Course SEC 1 Presentation Skills 2 2 60 40 100
(Practical)
Total 22 30 Hrs




Maximum Marks

Semester-111 Paper Title Credit | Hour
Ext. | Int. | Total
3.1. Core-(CC)-VII 530C3A: Communication
Research Methods 5 6 75 25 100
(Theory) (Common)
3.2 Core-(CC)-VII 530C3B: Computer
Graphics— 3 (Advanced 5 6 60 40 100
Techniques) (Practical)
3.3 Core-(CC)- IX 530C3C: Digital
Filmmaking (Practical) S 6 60 40 100
3.4. Core (CC)-X 530C3D: Transmedia
Narratives and Storytelling 4 6 75 25 100
(Theory)
3.5 Elective (Discipline 530E3A: UX and
Specific)-DSE — V Interactive Media Design 3 3 60 40 100
(Practical)
3.6 Skill Enhancement 530S3A: Advertising Strategies
Course - SEC I (Theory) 2 3 75 25 | 100
3.7 Internship/ Industrial 530S3B: Internship ) ) 60 40 100
Activity
Total 26 | 30 Hrs
Semester—I1V
4.1. Core-(CC)-XI 530C4A: Media
Entrepreneurship and
Innovation (Theory) S 6 [E 25 100
(Common)
4.2 Core-(CC)-XII 530C4B: Immersive Media
Design (Practical) 5 6 60 40 100
4.3 Project and viva 530C4C: Capstone Project
(Practical) 7 10 60 40 100
4.4 Elective (Discipline 530E4A: Digital Assert
Specific)-DSE — VI Management (Theory) 3 4 75 25 | 100
(Industry)
4.5 Skill Enhancement 530S4A: Podcast and Video
Course - Professional Live Streaming Production 2 4 60 40 | 100
Competency Skill (Practical)
4.6 Extension Activity 530V4A: Fieldwork/
Hyperlocal and Community 1
Media (Practical)
Total 23 30

Note: Each college will follow the rules and regulations of their respective affiliating University

regarding for admissions, eligibility, allocation of marks for theory/practical and criteria and

procedure for conduct of examination.
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