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FOREWORD

The Creative Futures Academy (CFA) has been one of the most
significant collaborations among Irish Higher Education Institutions
(HEIs), particularly given its unique focus and emphasis on our
creative and cultural industries (CCI). At IADT, the collaboration

and funding have provided an opportunity not simply to respond

to change within the CCI sectors, but to actively shape new
models of research-informed learning, industry collaboration

and future-oriented professional development for a rapidly
evolving creative economy.

Understanding these changing patterns of use and consumption
across screen and digital media, coupled with rapidly advancing
technology and future-skills needs, is a continuous focus for us
here in IADT. With a “digital-first” outlook, we are always seeking
to ensure that our learners are both literate and fluent in the
emerging technologies relevant to their domain specialisms.

This publication captures an important part of that story and
IADT's commitment to advance a deeper understanding and
engagement with Ireland'’s creative and cultural industries.

The projects, pilots and case studies documented here
demonstrate the breadth of activity undertaken through

CFA at IADT between 2021 and 2025, from the development
of flexible micro-credentials and industry-led learning models
to experimentation in creative pedagogies, professional
skills development, research-informed teaching, and cross-
sector collaboration.

What is particularly striking throughout this work is the willingness
of our staff, learners, graduates and industry partners to engage
with new and innovative ideas and novel ways of working and
learning. Across all of the initiatives presented here, there is a shared
commitment to openness, experimentation, and responsiveness

to the changing realities of contemporary creative practice. These
projects reflect the values that underpin IADT's mission as Ireland's
campus for the creative industries: interdisciplinarity, collaboration,
innovation, and engagement with professional practice.

The report also highlights the importance of trusted
partnerships. CFA has enabled meaningful collaboration
among IADT, UCD, and NCAD, as well as industry bodies,
employers, practitioners, and learners. These relationships
have strengthened HEIs' collective capacity to respond
to emerging challenges and opportunities across the
creative and cultural sectors.

Importantly, the work documented here extends
beyond programme delivery alone. It has contributed
to institutional learning and development within IADT,
helping inform conversations on flexible learning,
lifelong education, digital transformation, creative
technologies, and future models of higher education.
The impact of this work will continue to shape the
Institute well beyond the initial funding period.

| want to acknowledge the commitment and leadership
of everyone involved in CFA at IADT, particularly Dr.
Andrew Errity, Dr. Elaine Sisson, Elena Somoza, and the
wider CFA team, alongside the many staff, collaborators,
industry partners, and learners who contributed to these
initiatives over the past number of years. Their creativity,
professionalism and willingness to engage with ambitious
ideas have been central not only to the success and
impact of the work captured in these case studies but
also to the overall success of the CFA programme.

As IADT continues its development to become Ireland’s
university for the creative industries, the projects and
reflections captured in this report provide a valuable
record of achievement and a compelling case for future
and continuous innovation here in IADT, for as Dr. Elaine
Sisson remarks in her introduction, we are obliged “not
just respond to change but actively shape it"...

David Smith
IADT President
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cultural sector
is navigating
rapid changes:
From digital
transformation
to the urgent
need For
sustainable
creative

Recent research from the Cultural and Creative
Industries Skillnet (2025) Skills Challenges in the Visual
Arts, Performing Arts and Cultural Events Sector report
highlights critical skills gaps and challenges, from digital
transformation and sustainability practices to the

need for entrepreneurial training and cross-disciplinary
collaboration. As the report’s findings reveal, the creative
and cultural sector is navigating rapid changes: from
digital transformation to the urgent need for sustainable
creative practices.

This shifting landscape demands flexible and adaptive
learning models to future-proof both learners and
institutions. With changing demographics marked by
declining younger populations and extended workforce
participation among older adults, we were tasked with
testing and piloting new models of accessing education
in the creative and cultural sector. For IADT, micro-
credentials have emerged as a vital tool for reskilling,
upskilling, and side-skilling, ensuring employability in an
evolving labour market. At the same time, the traditional
degree is undergoing scrutiny, as rising costs and labour
market demands prioritise demonstrable skills over
formal qualifications. Micro-credentials offer a modular,
cost-effective alternative, particularly as open-access
learning and skills-focused funding models gain traction.
For globally mobile professionals, and for learners facing
challenging circumstances such as migrants and refugees,
these credentials provide a pathway for Recognised Prior
Learning, creating entry points into further education and
employment. In the face of accelerated technological
change, rapid advancements are reshaping the cultural
industries, rendering some skills obsolete while creating
demand for new competencies. The types of short,
targeted programmes offered by CFA offer inclusive

and accessible routes for skill acquisition, career shifts,
and job redesign, equipping learners with both targeted
skills and transferable competencies to meet emerging
social and cultural needs.

CFA has been driven by a simple but powerful

principle: that we should not just respond to change

but actively shape it. The case studies presented here
document how we have put this principle into practice
through curriculum innovation, industry collaboration,
professional development, and exploring the value of
creative pedagogies. The case studies are aligned to
IADT's strategic priorities, the funding objectives of HCI
Pillar Ill, and the national objectives as set out in the
HEA's System Performance Framework. What follows
are not isolated stories but interconnected chapters in
the larger narrative of CFA. At IADT, we have been working
with excellent colleagues who have been quick to grasp
the opportunities that this funding has enabled - from
investing in equipment that has been transformative in
our digital spaces to using the opportunity to pilot new
programmes and to work with tutors and learners across
disciplines. The best part of any organisation is its people,
and we have seen and worked with the best of IADT. |
would like to thank Dr. Andrew Errity and Elena Somoza
for being the backbone of this project. Also, my heartfelt
thanks to David Smith, President, and to the Head of
Faculty of Film, Art and Creative Technologies, Rénan O
Muirthile, and to the Director of Strategic Projects, Dr.
Daithi Mac Sithigh, for their advice and guidance on our
Steering Committee. Over the years | worked with great
colleagues inside and outside IADT but special thanks

go to Dr. Sherra Murphy, Dr. Diog O'Connell, Fiona Snow,
Emma Balfe, Stefan Paz Berrios, Robert Griffin, Ciaran
Eaton, Evan Flynn, and Mel Galley who at various times
were part of the core CFA@IADT Team in Phase One from
2020-2025. Bernie McCoy, Academic Lead in NCAD, and
Dr. Nicolas Pillai, Academic Lead in UCD, have been kind
and supportive colleagues showing how true collegiality
and sharing of expertise and knowledge can help
transform the higher education landscape.

Dr. Elaine Sisson
CFA Academic Lead 2021-2025
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EMMA BALFE

Micro-Credentials

Introduction and Context: What is a micro-credential?

The concept of micro-credentials is not new;
as early as 2003, the Bologha Agreement
underscored their importance alongside
Recognition of Prior Learning (RPL) as

vital mechanisms for fostering lifelong
learning and broadening access to diverse
learner cohorts. Defined by the European
Commission (2021), a micro-credential

is "the record of the learning outcomes
that a learner has acquired following a
small volume of learning” These targeted
learning experiences are designed to
equip individuals with specific knowledge,
skills, and competencies alighed with
societal, personal, cultural, or labour market
demands. Crucially, micro-credentials are
learner-owned, portable, and stackable,
allowing them to function as standalone
certifications or as components of larger
qualifications - all underpinned by rigorous
quality assurance standards.

CFA at IADT

s|enuspaIn-0I01N SulleAljed pue Sunustus|duwl| :Suluies Sul00Id-81N1INd TO | S202-T202 Selpnis 8seg pue Joday



CFA AT IADT
REPORT AND
CASE STUDIES

2021-2825

Foreword
Introduction

Case Study 01
#FlexibleLearningEcologies
Future-Proofing Learning:

Implementing and Delivering Micro-Credentials

Case Study 02
#IndustryEmbeddedLearning

Case Study 03
#CreativePracticeResearch

Case Study 04
#ReciprocalLearningModels

Case Study 05
#TransdisciplinaryEducation

Case Study 06
#LifelongLearningPathways

Case Study 07
#EmergingTechnologyPractice

Case Study 08
#InstitutionalChange

Case Study 09
#SkillsResponsiveEducation

Case Study 10
#CollaborativePartnerships

Case Study 11
#Pedagogicallnnovation

Case Study 12
#EvidencelnformedPractice

Within CFA at IADT, a key strategic
objective has been to develop
institutional systems for developing
micro-credentials alongside our
programme offers. While the
Institute has long offered short
programmes (e.g., Special Purpose
Awards), existing validation processes
were often cumbersome, designed
primarily for traditional, longer
programmes such as BA and MA
degrees. Recognising the growing
demand for flexible, accessible,

and stackable learning pathways,
we undertook a redesign of these
systems to better accommodate
micro-credentials - a move essential
not only for learner mohility and
employability but also for securing
future funding and developing
partnerships with other bodies,
such as employers and other bodies
and agencies such as Cultural and
Creative Industries Skillnet (CCIS).

Micro-credential learners differ
significantly from traditional learner
cohorts in terms of demographics,
professional aspirations, and

learning motivations, often requiring
alternatives to conventional full-time
study structures. To meet their needs,
institutions must embrace diverse
delivery modes - including hybrid,
onling, intensive, and asynchronous
formats, as well as evening and weekend
options. As non-traditional learner
populations expand, we need to adapt
our structures to remain responsive,
inclusive, and strategically aligned with
the demands of lifelong learning and

a rapidly changing workforce.

Micro-credentials have a role in future-
proofing our educational offer, through
supporting upskilling, reskilling, and
equitable access via mechanisms like
RPL while addressing the challenges
and opportunities they present for us.

Developing Quality Assurance
Processes for Micro-credentials

A central challenge in implementing
micro-credentials was ensuring an
efficient validation process that

could accommodate their responsive,
industry-aligned nature within a system
originally designed for traditional
degree programmes (e.g., 4-year BA
or 2-year MA awards). Given that
micro-credentials are intentionally
agile, designed to adapt to evolving
labour market and learner needs, we
recognised that putting each offer
through the same lengthy validation
procedures as full programmes risked
rendering them obsolete by the time
of approval.

The EU report MICROBOL (2021)
provided a critical solution: rather
than validating each micro-credential
individually, institutions should instead
validate the processes by which they
are developed and quality-assured.

As the framework asserts:

“To be fit-for-purpose and to

avoid overburdening institutions
unnecessarily, the focus of external
quality assurance should be on the
institutional approach to micro-
credentials and their explicit inclusion
in existing or new processes... Given
that micro-credentials represent
smaller volumes of learning and
require frequent updates to remain
responsive, applying traditional
programme-level validation
procedures would be unsuitable.”

Institutional Implementation: The
Micro-credentials Working Group

We established a cross-functional
working group with representation
from key administrative areas
(Registry, Admissions, Exams) and
strategic initiatives (FIImEU, N-TUTORR,
EDIFY-EDU). This ensured that
workload implications, particularly

for already capacity-constrained

CFA at IADT

Completing the Certificate
in Design Thinking has
helped me approach
problem solving in 3
different way. I Found
that the curriculum

is applicable to any
environment and the
assignments gave me

the opportunity to put my
learnings into practice.

Certificate in Design Thinking Learner

offices, were addressed proactively.
The group’s recommendations led
to the development of streamlined
procedures approved by Registry,
including:

Admissions & Fees: eventual transition
to digital learner cards; reallocated
project overheads to bolster
administrative capacity; revised

fee structures for affordability.

Quality Assurance: All micro-
credentials subject to a 3-year

review; removal of external examiner
requirements for credentials under

30 ECTS (unless embedded in larger
programmes); special micro-credential
programme board per department

per semester.

Examinations: Deferrals replaced
with reapplication; eventual adoption
of digital parchments to reduce
administrative burden.

https://microcredentials.eu/wp-content/uploads/
sites/20/2022/03/Micro-credentials_Framework_
final-1.pdf, (March 2022, 7)
https://www.enqa.eu/projects/microcredentials-
linked-to-the-bologna-key-commitments-
microbol/
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Most significantly, the Working
Group developed a revised validation
process creating a new Micro-
credentials Validation Committee
(MVC) to oversee QA processes. It
also led to the design and adoption
of a standardised template adaptable
to three types of micro-credential
for internal validation: modifications
of existing programmes (extracting
accredited modules as standalones);
previously validated modules offered
externally as micro-credentials; and
wholly new micro-credentials.

Outcome: A Flexible Validation System

The resulting process enables full
validation of micro-credentials (up

to 30 ECTS) within weeks, not months,
through a dedicated Micro-credential
Validation Committee (MVC) with
representation from Registry, faculty,
teaching/learning, and learners; a single,
adaptive template covering all three

cro-Credentials Validation Process

micro-credential types; and embedded
agility with approval of modules

for standalone delivery. Periodic

QA reviews ensure responsiveness
without compromising the rigour

of our oversight.

Flexible Delivery Modes Enabled by
Micro-credentials

Micro-credentials, by design, support
diverse delivery formats, including
remote, hybrid, asynchronous, and
intensive models, which allowed us

to test and pilot different models
tailored to the needs of non-traditional
learners. The delivery models

of our micro-credentials enable
working professionals, caregivers, or
geographically dispersed learners to
access education outside conventional
timetables. For example, hybrid options
combine the accessibility of online
learning with the engagement of
targeted in-person sessions.

PVC and MVC Proposal Template submitted for
Institute Level consideration to PVC. Template will indicate

Micro-credentials

if MC is new, modified, or previously

Processes accredited within a programme

PVC approves or reverts to proposer

If approved, an MVC (Micro-credential
Validation Committee) is called

MVC to Academic

MVC convenes internal panel with proposer

Council (and optional external expert)

Makes recommendation to Academic

Council

Academic Council ratifies

Benefits for Non-Traditional Learners

-> Accessibility: Remote and hybrid
options accommodate learners
balancing employment, caregiving,
or other commitments.

Professional Development:
Shorter, focused credentials allow
learners to select formats (e.g,,
weekend intensives) that suit their
own goals and career progression.

Equity and Inclusion: Online

or hybrid modes of deliver can
address geographic and financial
barriers, particularly for cohorts
of learners who may lack access
to traditional institutions.

Stackability: Learners may
accumulate credits across
multiple modes (e.g., online
theory + in-person programmes),
creating potential pathways to
larger qualifications without full-
time enrolment.

This flexibility aligns with the principles
of lifelong learning, where education
must adapt to learners' lives, and not
vice versa, to address skills gaps and
promote inclusive participation.

Conclusion

Micro-credentials have emerged as a
critical component of contemporary
education, offering a flexible and
stackable approach to learning that
aligns with the demands of the

triple transition (digital, green, and
societal) and evolving workforce
trends. While their integration into
academic structures requires time
and careful implementation, their
potential to transform education

is undeniable. Collaboration with
external partners, though complex,
strengthens institutional offerings and
widens impact. However, successful
adoption demands dedicated funding,
organisational commitment, and
widespread awareness to support
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new administrative and pedagogical
processes. Micro-credential learners
represent a distinct demographic, often
seeking targeted, career-relevant skills
rather than traditional degree pathways.
Despite challenges, the benefits are
substantial: they foster innovative
pedagogies, flexible learning models,
improved institutional metrics, enhanced
learner mobility, stronger retention, and
expanded professional development
opportunities. Moreover, they advance
social justice, equity, and accessibility
by providing alternative pathways for
diverse learners.

Micro-credentials not only enhance
learner agency by enabling personalised
study trajectories but also foster inter-
institutional collaboration, laying the
groundwork for a more interconnected
higher education sector. However, their
success across the sector depends

on standardised mechanisms and
cross-institutional agreements building
towards a future national micro-
credentials framework.

I have learned what
standard is expected
on 3 Master's course,

while gaining ten credits
which I can put towards
a degree in Future.

I am much more likely
to take another degree,
having started on

the journey.

Certificate in
Data Visualisation Learner
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Graduate Launchpad:
A Mentored Pathway
into the Screen and
Media Industries

Introduction

The Graduate Launchpad was a short
two-week online programme offered

in June 2022 at Level 8 for 5 ECTS, with
live sessions and asynchronous content,
accredited by IADT under the Professional
Skills micro-credential matrix. It was
designed to support recent graduates in
transitioning smoothly into the workplace,
with a particular focus on the screen and
media industries. We were particularly
mindful that the class of 2020, 2021, and
2022 graduated during COVID-19 and
they had missed formative opportunities
for placement, international study, and
internships as part of their degrees. We
were conscious that for this cohort of
graduates their skills for entering the
workplace were probably not as well
developed as they should be in terms of
their professional confidence, their soft-
skills, and their networking opportunities.
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I would like to tEhank
IADT and Creative
Futures Academy

For the Graduate
Launchpad initiative,

I think it is a very good
short programme

For young creatives
who are starting their
professional path.

It provided me with
many insights and
made me reflect on my
career. The sessions
invited me to think
about and to consider
new possibilities

within the industry.

Amanda Costa de Sousa

This structured, fully online
week-long initiative combined
practical workshops, personalised
mentoring, and industry insights

to equip participants with the skills,
confidence, and networks needed
to navigate the early stages of their
careers. Upon successful completion
of the programme, learners received
aLevel 8 5 ECTS Certificate in
Professional Skills for Graduates.

https://iadt.ie/services/institute-student-
services/careers-advisory-service/graduate-
destination-surveys/

Background and Context

The Graduate Launchpad was
designed for and targeted towards
recent graduates from across CFA
partners, and others, seeking to
transition into the screen and media
industries. This initiative was a
response to assisting in post-COVID
career recovery as well as reports
from relevant stakeholders, such

as the HEA, IADT Careers Office,
EGFSN, and Screen Skills Ireland,
who all highlighted that the gap in
time for learners graduating from
higher education and entering the
professional workplace is growing.
Data obtained from IADT graduates
of 2020 confirmed the impact that
Covid-19 had on their professional
progression, and the wider impact of
Covid-19 on the creative and cultural
industry sector. Recent research
(2024) is more encouraging” but
transition into the workplace remains
challenging. Recommmendations
made to mitigate the education to
industry workplace transition included
providing industry-standard training
for early-career creatives which may
help develop professional skills and
competencies. 2021 research carried
out by CFA researcher Emma Balfe
identified the dearth of accredited
graduate training programmes in
Ireland with a specific focus on
workplace transition. The Graduate
Launchpad was designed to help

to bridge this gap.

Graduate Launchpad Content

The Graduate Launchpad was
structured around key themes
essential for professional development,
including identity, financial literacy;,
networking, and career progression.
Each day focused on a specific

theme, offering a mix of interactive
sessions, breakout discussions with
experienced tutors, and opportunities
for self-reflection and skill-building.

The key pillars were:

Identity

Participants explored their personal and professional identities, learning how to
articulate their unique stories, and build strong LinkedIn profiles to stand out in
the competitive job market.

Money

Practical sessions on freelancing, invoicing, and tax provided essential financial
skills for those entering the screen and media industries, where freelance work
is common.

Networking

Through exhibitions and networking opportunities, participants connected with
industry professionals and peers, gaining valuable insights and expanding their
professional circles.

Progression

The programme guided graduates in identifying the next steps in their careers,
whether through further education, residencies, funding opportunities, or
exploring new frontiers in the industry.

Industry-Relevant Skills

Graduates gained practical knowledge and skills tailored to the screen and
media industries, from pitching and advice on CVs, to financial management
and networking strategies.

Resource Pack

An industry guide for learners was compiled by Emma Balfe, and a video and
guidelines for creating a web presence was recorded and circulated by Stefan
Paz Berrios. The Graduate Resource Pack was shared with UCD and NCAD for
circulation to their learners.

Personalised Support

Participants benefited from one-on-one mentoring from staff in IADT (Michael
Murphy, Rob McCullagh, Elaine Sisson, Diég O'Connell, Sherra Murphy, Peter
Weadack), and UCD (Nicolas Pillai) and small group sessions, which addressed
individual career aspirations and challenges.

Accreditation
The programme provided a recognised step in professional development, adding
value to participants’ CVs and demonstrating their commitment to career growth.

Networking Opportunities
Graduates connected with industry professionals and peers with skills for
building a network to support their careers long-term.
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Desired Professional Sector
739% of respondents wanted
to pursue a career across
Film/Media/TV sectors, whilst
18% wanted to pursue a
career within the Cultural
Sector, and 9% within the
Visual Arts Sector.

@

739% 18% 9%

Film/Media/TV Cultural Vlsual Arts

Knowlecdge Enhancement
All respondents agreed

that their knowledge of the
professional landscape of
their area of interest had
improved significantly (27%)
or somewhat (739%) as a
result of partaking in the

Graduate Launchpad. 73% 27%
Somewhat Significantly

Importance of Accreditation 649%

The majority of respondents Signif; gntly

thought that the offer of Important

accreditation is an important [

factor when considering to 189

undertake a programme, with Neither

649% citing it as “significantly
important”, 18% citing it as
"somewhat important”, and
189 stating it was neither
important nor unimportant.

~

18% e

Somewhat
Important

CFA at IADT

Unique Offering

37% of respondents believed
that the industry-focused
relevancy of the programme
set it apart from other available
opportunities, while 27%
believed the offer of Mentorship
set this programme apart
from other short programmes
available to them. 18% of
respondents believed the
offer of accreditation set this
programme apart from other
available opportunities, and
189 stated no other similar

37%

Industry focused

8% \\\\\
\\\\
18%

No Similar
7/0

This pattern was echoed

when respondents were asked
which opportunities would

be beneficial to them in 12-

18 months' time, with 279
suggesting “Apprenticeship”,
18% suggesting “Masterclass”,
189 suggesting Work
Placement Schemes, and a
further 99 of respondents
citing Mentorships, Workshops,
Short Programme, and a mix of
the above, respectively (B).

opportunities were available. Mentorship
Future Opportunities
Respondents were asked to A B
outline what opportunities —_— N —_—
would be beneficial to them 109% \ 10%
as recent graduates in both Masterclass &\ Other
the immediate future, and
. 27% 9%
within the next 12-18 months. Mentorship Weaies
- 1
369 of respondents stated 9%
that the offer of Work Short Course
Placement Schemes would _|18°6
be invaluable to them in the Ma;terclass
immediate future, with an —
additional 27% suggesting 279%
Apprenticeships, 279% Apprenticeship
suggesting Mentorships, _'o
and a further 10% suggesting 3;ntorshlp
Masterclasses (A). ——
27%
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Institutional Affiliation

42% of learners were current
students or graduates of
CFA partnering institutions
(NCAD, UCD & IADT).

4
589%
Other

129

IADT Graduates

12%
/ \[67:B]
Students

—

V4
9%
IADT
Students

V4
9%
KinoEyes -
Erasmus

Residency

The maijority of learners resided in
Ireland, while learners also attended
online sessions from Iran, Estonia,
Hungary and Nepal.

85%

Ireland

6%

Estonia

3%

Iran

/
%
Nepal

4
3%
Other

Of those residing in Ireland, 509 were
residents of Dublin, with the second-
largest county of residence being Cork
(189), followed by Limerick (11%).

% 50%

I‘ 1196 Dublin

Limerick

Cork

Conclusion

The Graduate Launchpad successfully served as a
stepping stone into the screen and media industries,
offering a structured, accredited, and mentored
pathway that helped participants transition from
graduates to professionals with confidence and
clarity. Employment outcomes, while exciting, can
be precarious and uncertain for graduates entering
into the creative and cultural industries.
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AUTHORS

Conversations in

Sound: Podcasts, Radio
Production and Creative
Practice in Education

LREATIVE
PRAGCTIGE
RESEARCH

Introduction

The Makers and Creators podcast series is
a six-part pilot initiative developed as part
of IADT's audio offerings. This series aims
to tell the story of CFA through the voices
of its creators and educators, focusing on
and featuring lecturers and practitioners
from IADT, UCD, and NCAD. Each 25-minute
episode explores the professional journeys,
teaching practices, and creative expertise of
individuals working across diverse creative
disciplines, including fashion, music, film,
media, art, and drama.

The series provides insights into the
participants’ personal and professional
lives, examining how their experiences
have shaped their careers and how they
contribute to the development of emerging
creative practitioners.
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This course provided me with
insights into professional |§
practice and assignments that
supported me to make broadcast
quality audio-work. The stafF
are excellent and the student
cohort were supportive, Fun

and generous - there was great
scope For peer-to-peer learning
and collaboration.

Learner Survey Feedback

By sharing these stories, the podcast highlights
the role of CFA in fostering skills, knowledge,
and networking opportunities for those in the
creative and cultural industries.

All 6 episodes were recorded in IADT’s radio
studios between March and April 2024, and
released through May and June in 2024. The
series was produced by Dr. Diég O’'Connell and
Elena Somoza. The podcast also serves as a
platform to promote CFA's mission and its
educational offerings, targeting prospective
learners and professionals seeking to enhance
their skills in the creative sector.

Makers and Creators was funded through the
CFA “Shared Collaboration Costs” budget line.
Key financial and logistical supports included
budget allocation to cover the hiring of the
main presenter, Francesca Lalor, and the desk
operator, Shea Fitzgerald. IADT covered the
costs of the production team, ensuring high-
quality recording and editing of the episodes.
CFA funding had enabled the enhancement

of the radio studio with regard to kit upgrades.
A learner from the BA (Hons) in New Media
Studies was engaged as a Production Assistant,
gaining valuable work experience as part of their
placement module.
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Where to find Makers and
Creators?

The series is available on the
following platforms:

Apple podcasts®

3 Apple podcasts: https://podcasts.apple.
com/us/podcast/makers-and-creators-
the-creative-futures-academy-podcast/
id1747503978

4 Spotify: https://open.spotify.com/
show/138STSYSFu5uzvTGRCaJoO

5 Soundecloud: https://soundcloud.com/
iadtpodcasts/sets/makers-and-creators

Primary Audience

The targeted audience for Makers and
Creators was identified to encompass

a diverse range of individuals with an
interest in the creative and cultural
industries. Prospective learners

formed a key segment of the audience,
particularly those exploring short
programmes or modules offered by CFA
to develop relevant skills for careers in
the arts. Additionally, the series aimed
to engage creative practitioners already
working in the sector, providing them
with valuable insights into upskilling
opportunities, networking prospects,
and innovative training approaches.
Educators and institutions involved in
creative education, especially those
affiliated with the CFA partnership,
were a core audience, as the content
offered potential collaborations and
professional development resources.
Finally, the broader general public,
including listeners with a general interest
in creative practices, career growth,
and the experiences of successful arts
professionals, was another important
demographic for the series.

Listener Figures
April 2024 to May 2025

2024 2025
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Impacts and Outcomes

The Makers and Creators podcast
series has delivered significant
benefits for IADT, CFA, and its listeners,
reinforcing the value of creative
education and industry collaboration.

For IADT, the series has enhanced
the institution’s profile as a leader
in education for the creative and
cultural industries. By featuring

the expertise of its lecturers and
industry practitioners, the podcast
has served as both a promotional
tool for recruiting future learners,
particularly in radio and podcast
production, and a means of
strengthening IADT's audio content
offerings. Additionally, it provided
hands-on learning experiences for
learners, including a valuable work
placement opportunity for a New
Media Studies learner as a Production
Assistant to tutors Francesca Lalor
and Shea Fitzgerald.

For CFA the series highlighted

the collaborative approach by
showcasing contributions from

its partner institutions - IADT, UCD,
and NCAD - while reinforcing CFA's
role in connecting academia with
industry. Through interviews with
creative professionals, the podcast
demonstrated how CFA bridges the
gap between education and real-
world practice, offering listeners
insights into the skills and knowledge
needed to thrive in the sector. The
series serves as an educational
resource, illustrating the evolving
demands of creative fields and

the necessity of adaptability and
lifelong learning. Additionally; it
draws attention to the high-quality
broadcasting programmes offered
by IADT.
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Level 9 Certificate in Radio and
Podcast Production

The series of podcasts were made
possible by IADT's radio and broadcast
facilities. CFA has been running a
part-time programme in Radio and
Podcast Production which is designed
to immerse participants in a real-world
newsroom, radio studio, and location
production environment, enabling the
development of essential production
skills and technical competencies
required for broadcast radio and
podcasting. The programme provides
an opportunity to enhance practical
abilities within the broadcasting
industry while adapting to evolving
technologies and their applications

in media production. Instruction is
delivered by industry professionals,
supported by state-of-the-art facilities.

Key areas of exploration include

the role of radio and podcasts as a
shared experience in an increasingly
fragmented world, alongside an
examination of different styles and
formats; from the golden age of radio
to pirate, commercial, community,
and public service broadcasting, as
well as the medium of podcasts.
Practical skills such as idea generation,
running order construction, contributor
sourcing, and programme planning
are covered in depth. Emphasis is
placed on the effective use of sound
in features, the creation of compelling
advertisements and promos, and the
roles and values inherent in live radio
production. Ethical considerations

in journalism, including diversity,
access, and representation, are
addressed, alongside practical training
in outside broadcasts and overseas
productions. Participants are also
guided in project management,
budgeting, and funding strategies,
including successful pitching to
broadcasters and funding bodies.
Technical instruction encompasses
recording, editing, mastering,
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microphone techniques, and studio
operations, ensuring a comprehensive

understanding of the production process.

From the outset, the programme has
attracted a wide variety of learners, from

IADT staff to people working in the
creative industries wishing to upskill,
but also those who work in other
areas who recognise the importance
of producing high-quality audio
content for diverse platforms.

Sectors represented by learners enrolled on Level 9 Certificate in Radio and

Podcast Production
Academic Years 22/23, 23/24 and 24/25

Education Health & Social
Science

S 1

Consultancy Creative
Industries
Media, Design, Film,
etc

Engineering & Public Sector &
Manufacturing Government

Self-employed/ Not-currently
Enterpreneur Employed

5 4

Technology & IT Finance
& Banking

1 1

Creative Retail & Hospitality
Industries
Museums, Galleries, etc

2 |3

Construction & Non-profit &
Real Estate Community
Services

Full-time Student  Other

Learner Engagement & Evolving
Needs in Radio and Podcast Education

The Level 9 Certificate in Radio and
Podcast Production has seen steady
engagement over three academic
years (2022 - 2025), with learner
numbers reflecting growing interest in
raclio and podcast production as tools
for creative practice. From an initial
cohort of 7 in 2022-23, participation
more than doubled to 16 in 2023-24,
reaching 15 in 2024-25 - a promising
trend for a specialised programme.

Feedback from learners reveals a
strong preference for blended delivery;,
with the majority favouring a mix

of online and on-campus learning.
Online-only and traditional face-to-
face teaching was less preferred
suggesting that flexibility is key to
accommodating diverse needs.
Notably, the drivers behind these
preferences to mode of learning
shifted year-on-year: in 2023-24,
professional commitments were
the primary factor, followed by time
management and accessibility.

By 2024-25, however, geography/
distance emerged as the leading
concern, with access to technology
and the precarity of freelance work
also influencing choices. This shift
may reflect broader changes in work
patterns, where remote opportunities,
housing availability, and economic
uncertainty increasingly shape
learning decisions.

The professional backgrounds of
learners highlight the programme’s
interdisciplinary appeal. A majority
(13) hailed from the creative industries
(media, design, film), while 8 worked in
education, likely seeking to integrate
audio production into teaching.
Entrepreneurs (5), those not employed
(4), and workers from retail, museums,
and even finance (1 each) further
demonstrate the programme's reach
beyond traditional arts sectors. IADT
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staff were enthusiastic adopters, with
8 members of staff having engaged
with the programme as of 2024-25.

Conclusion

The Makers and Creators podcast
series successfully achieved its
objectives of promoting CFA by
showcasing the expertise of its
educators and providing valuable
insights for creative practitioners.
This project functioned as a pilot
project and looking ahead, there

is the potential to expand the
number of participants and explore
additional themes in further series.
The production of the podcasts sits
within existing expertise in IADT
evidenced by the success of the
Level 9 Certificate in Radio and
Podcast Production.

I was really impressed
with the options
available in CFA that
3llow people of all
experiences and
backgrounds to build
knowledge and
skillsets that are
current, cutting
edge and enduringly
relevant.
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Introduction

For several years, IADT and Virgin

Media Television (VMTV) have explored
opportunities to collaborate on the
development of a specialised programme
in Live Studio Broadcasting. This initiative
alisned with the strategic objectives

of CFA which has pioneered innovative
approaches to curriculum design and
delivery through its micro-credential
pilots. The partnership between IADT

and VMTYV, established since 2017, has
encompassed learner work placements,
equipment sharing, guest lectures, and
the successful placement of graduates
from the MA in Broadcast Production.
These collaborations have been further
strengthened by IADT's longstanding

industry relationships, particularly with RTE.

This case study presents a critical analysis
and reflective evaluation of the pilot Live
Studio Broadcasting programme, delivered
in June 2023 through a collaboration
between IADT, RTE, and VMTV.
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The hands-on approach gave us enough space to learn
about how to tackle errors and gooF ups in a real-world
scenario on 3 TV set. Because the course coordinators
were well-infFormed industry professionals, they, along
with the proFessors at IADT, who had prior experience
of working in the field, organised the course in 3 way
that was no different to how the real world of media
and TV broadcast actually works.

Certificate in Multi Camera Television (Live Studio Broadcasting) Learner
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The intensive programme was
structured across two weeks of hands-
on training at the National Film School,
IADT, followed by one week of applied
industry placement at RTE and Virgin
Media Television. As a Level 9,10 ECTS
micro-credential, the programme

was specifically designed to address
skills gaps in Live Studio Broadcast
Production. Through close consultation
with industry partners, six key areas of
professional practice were identified as
requiring targeted upskilling. The pilot
not only provided specialised training
in these competencies but also served
as a test case for effective industry-
education collaboration within the
micro-credentials framework.

This initiative represented a significant
development in professional education,
demonstrating how micro-credentials
can facilitate responsive, industry-
aligned training that addresses specific
skills shortages in the broadcasting
sector. The model developed through
this partnership offers valuable insights
for the design of future professional
development programmes at the
intersection of higher education and
industry needs.
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Co-Designing with Industry

The development of this industry-
aligned programme emerged through
an iterative partnership process
between IADT and VMTV, with

later involvement from RTE. Initial
exploratory discussions in 2021~
2022 established the framework

for collaboration, though the first
recruitment cycle yielded insufficient
applications (n=7) to proceed with
delivery that academic year.

The partnership was reinvigorated
in 2022-2023 through several key
developments: RTE joined as a
collaborative partner, expanding the
industry network. The Cultural and
Creative Industries Skillnet (CCIS)
committed to partial fee support
through a formal Memorandum

of Understanding (MOU), and we
identified and targeted skills gaps in live
broadcasting industry consultation.

Skills gaps targeted by the pilot:
-> Studio Camera Operation

- Sound

-> Production Coordination

-> Camera Control Unit (CCU)
-> Vision Mixing

-> Floor Management

The renewed partnership focused

on several critical dimensions of
collaboration such as role definition
and resource allocation between
academic (IADT) and industry
(VMTV/RTE) partners. Also, up for
discussion was the profile of learners
and learner recruitment strategies. We
were interested in considering a range
of career stages (from early to mid-
career) and sectoral representation
(freelancers, broadcast staff,
independent production personnel).
Thinking about industry’s needs led
us to think about work placement

structures and departmental
allocations as well as identifying
key in-house trainer identification
and their responsibilities.

Co-Development and Recruitment
Process

The successful delivery of the

June 2023 programme (n=14,
100% completion and pass rate)
demonstrated the efficacy of
sustained industry-academic
collaboration in addressing
sectoral skills gaps while upholding
academic standards. However,
initial recruitment challenges
underscored the necessity of
iterative stakeholder engagement
in developing professional micro-
credentials. A comprehensive risk
assessment conducted in February
2023 informed key operational
decisions, including the identification
and deployment of industry tutors
from VMTV and RTE, with Teaching
& Learning oversight provided by
IADT, the development of targeted
marketing strategies to enhance
visibility, and the collaborative
refinement of curriculum,
assessment frameworks, and
supporting documentation (learner
handbooks, placement protocols).

To broaden participation, the original
requirement for two years' industry
experience was revised. A final
recruitment drive in May 2023 led
to the selection of 14 candidates
through a process incorporating
Recognition of Prior Learning (RPL)
assessment. The cohort comprised
early- to mid-career professionals
from creative industries, with an
age range between 23-47 years,
and gender breakdown of 10 male,
3 female, 1 queer/non-binary. This
demographic distribution reflects
both the programme’s accessibility
to emerging practitioners and its
relevance for professionals seeking

skills enhancement. The selection
outcomes highlight the importance of
flexible entry requirements in micro-
credential programmes, particularly
for industry-focused programmes
where experiential learning may
compensate for formal qualifications.

The Importance of RPL for Industry

RPL is an important mechanism
through which we can formally
identify, evaluate, and accredit
knowledge and competencies
acquired through non-formal or
experiential learning pathways.

This process serves dual pedagogical
and equity purposes: it prevents
unnecessary duplication of learning
while simultaneously broadening
access to educational opportunities
for diverse learner populations.

Within the context of Live Studio
Broadcasting, RPL functioned as

a critical gateway mechanism,
enabling applicants without
traditional academic qualifications to
demonstrate equivalent preparedness
through documented professional
experience in relevant fields, evidence
of industry engagement and practice-
based competencies, and transferable
skills developed through alternative
learning contexts. The principles
underpinning RPL pathways align

with broader European objectives

for lifelong learning (European
Commission, 2020), particularly
within industry-education partnership
models. By validating experiential
knowledge, RPL supports mobility
between professional experience

and formal academic qualifications.
Further, it helps to overcome entry
barriers for non-traditional learners
and as a result, strengthens the labour

market relevance of micro-credentials.

An RPL framework demonstrates how
a learner-centred and robust system
of eligibility can support different
types of learner pathways.

CFA at IADT

The learning outcome
of this CFA course

is more than I could
have anticipated.

The unparalleled
practical experience
and connections I
have made goes

well beyond any
initial expectations.
None of it would
have been possible
without the CFA
scholarship which

I am extremely
grateful For.
Certificate in Multi Camera

Television (Live Studio
Broadcasting) Learner
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Learning From industry
professionals provides
real world experience
in 3 setting that allows
you to learn From
your mistakes.

Learner Survey Feedback

Programme Content and Overview

The programme’s aim is to provide
training in key areas identified by the
broadcasters as “skills shortage” and
then work through a programme to be
delivered at the National Film School,
IADT. The programme aims are to train
in a simulated live studio broadcast
environment with professionals from
industry over a two-week period, with

a third week on-the-job training in either
RTE or VMTV. The areas identified in this
iteration were Camera Operator, Sound,
Vision Mixing, Production Assistant,
CCU, and Floor Management. The
Programme Descriptor allows for the
programme to adapt to different skills,
when other shortages are identified. But
the structure remains - 2 weeks studio,
1 week placement with a breakdown as
follows: 409 Training, 30% Live Shows,
and 30% Work experience.

The programme was structured to
incorporate mainly in-studio training,
work placement for on-the-job training
and class-room tuition in Reflective
Practice. The trainers came from
industry (RTE and VMTV), over-seen

by the studio lecturer at IADT. The
curriculum was designed to encourage
collaborative learning, role-specific
training and real-world application.

Programme Content and Pedagogical
Framework

The programme was designed to
address critical skills shortages
identified through ongoing collaboration
with national broadcast partners.

The programme structure combines
immersive studio training with applied
industry placement, following two
weeks of intensive learning in the
National Film School (NFS) and then

a week of workplace-based learning

in either VMTV or RTE. The core
teaching, learning and assessment
components were designed into the
programme as follows:

-> Technical Skills Development (40%
weighting): intensive training in
six identified areas and delivered
through a simulated broadcast
environment at the National Film
School.

-> Applied Practice (30% weighting):
live production exercises replicating
industry workflows, direct
mentorship from RTE and VMTV
professionals.

-> Workplace Integration (30%
weighting): one-week placement
within operational broadcast teams,
structured reflective practice
components.

The programme’s innovative design
incorporated these three key
pedagogical elements of industry-led
instruction, academic rigour, and a
curriculum co-designed by IADT and
industry to meet key training needs
while also satisfying QQI Level 9 learning
outcomes on professional reflection,
collaborative and self-direction. This
combination of targeted skills training,
live production experience, and
reflective integration exemplifies best
practice in work-integrated learning
(Jackson, 2018). The programme's
success in maintaining this balance
while addressing immediate industry

needs offers a replicable model
for professional micro-credentials
in other areas.

Innovative Teaching Strategies

Live Studio Broadcasting was a pilot
for an innovative model both through
its co-design with professional
broadcasters, but also in the manner
of its delivery. The pedagogical
approach was distinguished by its
industry-embedded instructional
design, where professionals from
RTE and VMTV worked as primary
trainers to deliver in small-group
studio settings. The set-up created
an authentic learning environment,
further enhanced by the participation
of IADT undergraduate learners who
assumed on-screen roles during

the “live” NFS studio productions
contributing greatly to the training
experience. Learners were assigned
to role-specific teams that mirrored
actual broadcast workflows, receiving
continuous formative feedback from
the academic and industry tutors.
This practice-based approach was
supported by a blended learning
infrastructure using Microsoft Teams
as the virtual learning environment.
Teams offered us a central place for
instructional materials, production
documentation, and reflective
journals, effectively bridging the gap
between intensive studio sessions
and theoretical consolidation.

Academic oversight remained central
throughout, with David Cooper, the
IADT Studio Lecturer, overseeing

the in-house instruction in IADT.

His expertise with learners, and his
previous professional background

in live broadcast television was
invaluable for navigating both sets of
demands. This included monitoring
curriculum alignment, integrating
theoretical frameworks with practical
training, and maintaining academic
standards. The programme combined
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complex technical competencies
within compressed timeframes
at the same time as ensuring the
highest of academic teaching and
learning standards.

This pedagogical framework represents
an important advancement in work-
integrated learning design, particularly
for media education. By demonstrating
how micro-credentials can effectively
bridge the theory-practice divide,

it offers a model for professional
education in creative industries. The
approach aligns with contemporary
research on practice-based learning
while addressing the specific

demands of rapidly evolving broadcast
technologies and workflows (Billett,
2015). The programme's success in
balancing immediate skills development
with longer-term professional
competencies highlights the potential of
such industry-academic collaborations
in addressing sector-specific skills gaps.

Industry Engagement: Challenges and
Opportunities

The development and delivery of this
micro-credential was made possible

through a formal MOU established
between IADT and CCIS for the
period April-August 2023. Under this
agreement, CCIS provided partial fee
subsidies for 10 of the 14 learners
enrolled in the Level 9, 10 ECTS
Certificate, reducing individual fees.
The remaining learners comprised
three IADT scholarship recipients
and one full-fee international
participant. This financial model,
supported by CCIS's contribution,
proved instrumental in achieving
successful recruitment outcomes.

Operational Challenges

Any collaboration between industry
and academia, each with its own
operational frameworks, conventions
and even languages, required close
collaboration to align objectives

and methodologies. For example,
industry-based tutors were not familiar
with the language of assessment
such as Learning Outcomes, and

we arrived at an understanding of
what each partner wished a learner
to know and demonstrate by the

end of the programme. Significant
time commitments from industry

professionals at RTE and VMTV,
alongside academic staff at IADT,

were necessary to overcome to deliver
such intensive training in a relatively
short timeframe. We were lucky to
have the expertise of tutors in-house
who mitigated any technical obstacles
ensuring the smooth delivery of the
practice-led components.

Programme Outcomes

The programme’s most notable
achievement was its successful
demonstration of effective industry-
education collaboration, establishing
a model for future partnerships.
Participant engagement exceeded
expectations, with learners
demonstrating marked progression

in technical competencies and
professional understanding
throughout the intensive training
period. The programme’s practical
focus yielded immediate employment
outcomes, with all graduates securing
either freelance opportunities or
permanent positions in the field.

Resource Considerations

This pilot demanded substantial
investments of time and
infrastructure. Industry partners
demonstrated exceptional
commitment through the full-
time release of trainers, while

IADT academic staff contributed
significantly beyond their standard
teaching loads. The success of this
resource-intensive model suggests
that future iterations would require
dedicated funding and staffing
structures to ensure sustainability
while maintaining the high-quality
outcomes achieved here.

Feedback

Anonymous feedback from learners
highlighted the programme'’s
effectiveness in enhancing their
knowledge, interest, and motivation

CFA at IADT

towards live studio production.
Feedback from tutors endorsed the
positive atmosphere and environment
at IADT and the supports in place by
IADT staff, as they worked through
unfamiliar territory. VMTV staff who
were released as trainers for the
duration of the two-weeks at IADT
reported that they hugely enjoyed the
experience and always felt “front and
centre of the process.”

Conclusion

The programme in Live Studio
Broadcasting was a rewarding
experience for all involved - learners,
tutors and support, showcasing the
positive impact of innovative teaching
strategies on learner engagement and
learning outcomes. Despite challenges,
the use of hands-on learning, practical
projects and problem-based learning,
work-based learning through industry
placements, and the expertise and
mentoring from education and industry
professionals significantly contributed
to the success of this pilot. This case
study emphasises the importance

of creative and interactive teaching

techniques in creating a vibrant learning

environment and enhancing learners’
overall educational experience.

RTE

Billett, Stephen (2015) Integrating practice-based
experiences into higher education. Dordrecht:
Springer, Netherlands.

Jackson, Denise (2018) “Developing graduate
career readiness in Australia: Shifting from extra-
curricular internships to work-integrated learning.”
International Journal of Work-Integrated Learning.
19.1: 23-25.
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DR. ELAINE SISSON
DIR. HILARY KENNA
EMMA BALFE

05

Desigh Thinking:

Thinking Like a Designer for

Creative Problem-Solving

Introduction and Overview: What is Desigh Thinking?

Dr. Hilary Kenna desighed and delivered the
first Level 9 Certificate in Design Thinking

at IADT in 2017. Since then, the programme
has had over ten cohorts, with enrolments
of between 10 to 20 learners. Initially some
designers expressed scepticism about
teaching design thinking to non-designers,
fearing it might dilute their own expertise,

a concern Hilary Kenna addressed in a 2018
article for the 100 Archive (Kenna, 2018). In
that article she addresses and acknowledges
the reservations of designers in sharing their
approaches and also gives a comprehensive
history of the emergence of Design Thinking
as arecognised methodology. In doing

S0, she highlights the effectiveness of
Design Thinking as a trans-disciplinary tool,
transcending its origins in traditional design
disciplines. She contextualises its iterative,
human-centred approach, rooted in empathy,
experimentation and collaboration, all of
which have proven adaptable to diverse
challenges from product innovation to
organisational change.
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Within the creative industries, Design
Thinking is understood as a framework
that improves ideation and problem-
solving, moving beyond the use of
design” as an add-on aesthetic
enhancement at the end of a project.
Instead, by embedding Design
Thinking at every stage of a project,
it encourages a deeper engagement
with user needs and creates more
functional and meaningful results.
Beyond the creative sector, other
industries have adopted design
thinking to drive innovation and
efficiency. In healthcare, it has been
used to redesign patient journeys,
streamlining processes to reduce
waiting times and improve care
delivery. Other sectors benefit

from Design Thinking to optimise
operations and to create user-friendly
points of contact.

The course proved to
be an excellent way

to increase the appetite
For Innovation across
our organisation. We
collaboratively tackled
a project that has been
a challenge For our
organisation For a
couple of years using
low risk ‘experiments’
that led to great
solutions.

Lorraine Bowen

Head of Innovation & Impact
The Entrepreneurs Academy
Graduate

Level 9 Certificate in Design Thinking

CFA offered us the chance to enhance
the delivery and reach of the Certificate
in Design Thinking. Learners typically
fall into three categories: professionals
from non-design fields (often in
management, innovation, or business
development), creatives looking

to expand their strategic skills, and
recent graduates hoping to stand

out in competitive job markets. What
unites them is a shared goal: applying
Design Thinking to solve real problems
they have encountered in their work,
communities, or personal lives. The
motivating factor for many learners is
applying Design Thinking to solve real
problems they are encountering in
their work, communities, or personal
lives. One of the big changes we made
was in mode of delivery: under CFA
the programme moved to a hybrid
format, blending online and in-person
learning. Post-pandemic, this new
model improved accessibility allowing
learners to engage remotely, although
it was crucial to maintain some
in-person sessions for collaboration
and team dynamics. Although online
delivery is possible, learner outcomes
and engagement tend to be stronger
when in-person interaction is part of
the programme design.

Level 9 Certificate in Design Thinking:
Learner Data

From 2021 an enhanced delivery
model for the Level 9 Certificate in
Design Thinking was offered by CFA
to accommodate evolving learner
needs. One of the defining features
of this programme is the remarkable
diversity in learner backgrounds,
representing one of the widest spans
among all programmes offered.
QOver the four years, participants
have come from a broad range

of professional sectors, including
education (11 learners), technology
and IT (4), creative industries (7),

Sectors represented by learners enrolled on Level 9 Certificate in Design Thinking
Academic Years 21/22, 22/23, 23/24 and 24/25

Education Health & Social Technology & IT Finance
Science & Banking

11 4 |3

Consultancy Creative Creative
Industries Industries

Media, Design, Film, Museums, Galleries, etc
etc

1 |/ S

Retail & Hospitality

Engineering & Public Sector & Construction & Non-profit &

Manufacturing Government Real Estate Community
Services

Self-employed/ Not-currently Full-time Student  Other

Enterpreneur Employed

2 1
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public sector and government (5),

retail and hospitality (5), finance and
banking (3), self-employment and
entrepreneurship (2), consultancy

(1), engineering (1), and one learner

who was not employed at the time of
enrolment. This rich mix of perspectives
enhances collaborative learning aligning
well with the interdisciplinary nature of
Design Thinking.

24 Hour Design Challenge
(2022, 2023, 2024)

For the past three consecutive
Novembers, CFA in collaboration

with the Media Cube at IADT, has
organised a 24-Hour Design Challenge.
Despite its title, learners were not
actually expected to stay awake for
24 hours. Instead, the challenge spans
two days of concentrated activity.
This annual event brings together
multidisciplinary teams of learners
from multiple institutions to address
pressing societal challenges through
the application of Design Thinking
methodologies. In the first two years,
all the learners were drawn from the
CFA partnership (IADT, NCAD, UCD)
but last year we extended the invitation
to all HEls. Participants are tasked with
identifying contemporary problems
and developing innovative responses,
with the sole proviso that their
proposed solutions must align with

at least one of the seventeen United
Nations Sustainable Development
Goals (United Nations, 2015). This
focuses the teams on globally
recognised priorities which are also
reflected in local and national issues.

Piloting Informal Inter-Institutional
Learner Mobility

We used the Design Challenge as a
pilot framework to think about inter-
institutional learner mobility and as a
model of informal collaboration. In the
first two years of running the Challenge
only learners from CFA partners (IADT,

NCAD and UCD) were allowed to

enter as we were keen to foster
inter-institutional collegiality

and knowledge of each other’s
institutions and disciplines. In 2024
we extended the invitation to include
learners from any HEI, although the
majority of participants were still

from CFA partners. By assighing
learners from different institutions
into teams of 4 or 5, it became clear
how unaccredited, short-term learning
experiences can facilitate meaningful
cross-pollination of ideas and
methodologies. The inter-disciplinary
approach was valuable for replicating
professional real-world problem-solving
contexts where diverse cultures and
approaches are necessary to address
complex challenges.

While not carrying formal academic
credit, the Design Challenge
nevertheless delivered measurable
value in three key dimensions: first,
as a demonstration of applied design
thinking competencies; second, as
evidence of collaborative capacity
across CFA; and third, as a platform
for networking and friendship beyond
the actual event. Itis clear that events
like the Design Challenge, which
promote mobility and collaboration
among learners can successfully
build important transversal skills.

The Design Challenge was not just

a fun, learner-centred activity but

a proof-of-concept for innovative
models of inter-institutional learning.
The experience raised important
questions about how HEIs might
better recognise and validate informal
collaborative experiences.

Outline of the Event

The format for the 24-Hour Design
Challenge has stayed the same for each
roll-out. The first day (Friday) begins
with lunch and networking at 1pm,
giving participants a chance to connect

before diving into the day’s activities.
At 1:30pm), the brainstorming session
kicks off, focusing on responses to the

Sustainable Development Goals (SDGS).

By 2pm, ideas are grouped by theme,
and teams form as learners select
which group they would like to join. At
3pm, the teams engage in a "How Might
We" exercise to refine their concepts,
followed by solution brainstorming

at 4pm. Dinner is served at 6pm, after
which ideas are collected, and the best
ones are selected at 7pm. The evening
continues with market analysis at 8pm
before participants head home at 9pm.
The second day starts with breakfast

at 9am, followed by a session on
customer journeys at 9:30am. At 10am,
the focus shifts to commercialisation
strategies, and mentor meetings take
place at 11:30am to refine ideas further.
After lunch at 1pm, teams dedicate
time to pitch preparation at 2pm. The
final pitches are delivered at 3:30pm,
with feedback and the announcement
of the winning team at 5:30pm. The
event concludes at 6pm with a wrap-
up and celebrations.

I would highly
recommend the
course For leaders
looking to innovate
within their
organization

or careers.

Rosemary Clancy
Engagement Strategy
Director Oracle EMEA
Graduate

CFA at IADT
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The eagerness of learners
to work together,
collaborate, and look
outside of their individual
experiences was evident
in the feedback.

OF PARTICIPANTS WERE
DRIVEN BY ‘CURIOSITY"
TO JOIN THE CHALLENGE

OF PARTICIPANTS SAID
WORKING ALONGSIDE
OTHERS® WAS THE BEST
PART OF THE CHALLENGE

9%

OF PARTICIPANTS
WANTED TO

MEET NEW PEOPLE'

Across the years, teams approached
challenges such as clean-water
shortages, leaks in water-supply
infrastructure and pipelines, food
wastage, clothing over-consumption,
community policing and sustainable
farming. These innovative, resourceful
and creative solutions responded to
issues facing both local and global
communities, demonstrating embodied
change-making practices. In the

first year of the challenge, learners
were asked on their motivation and
reasons for signing up. The event
highlighted learners’ strong enthusiasm
for collaboration and exploring
perspectives beyond their own
experiences as well as the attraction
of a cash prize and the opportunity
for mentoring. Feedback revealed
that a key motivator for participation
was intellectual curiosity, with 51%

of learners citing this as their primary
reason for joining. Additionally, nearly
45% of participants expressed a desire
to meet new people, underscoring the
social and networking appeal of the
Design Challenge. Most notably, 62%
of respondents identified “working
alongside others” as the most
rewarding aspect of the experience,
reinforcing the value of teamwork
and cross-disciplinary interaction in
fostering problem-solving.

Follow-Up Supports within IADT

IADT's Media Cube offered access to
its entrepreneurship Boot Camp to

all participants on the 24-Hr Design
Challenge. In 2024 two out of the 18
participants on the Boot Camp came
directly from the Design Challenge.
Once a learner has completed the
Boot Camp, they have opportunities to
apply for New Frontiers funding. IADT
has put in place a range of supports,
across legal, commercial, strategic,
marketing, and mentoring, which

have been utilised to support two
spinout limited companies founded by
learners on IADT programmes. These
are Higgle, an innovative educational
resource designed to revolutionize

the way creativity, lateral thinking, and
problem-solving skills are nurtured
within primary school classrooms; and
Chordable, an intelligent harmonizer
audio application that operates on
both Windows and MacOS platform,
aiming to revolutionize the way we
approach harmonization and creative
audio applications. Each company has
secured initial funding and is developing
minimum viable product/prototypes
at present. These learners completed
IADT's Accelerator Programme and
following rigorous assessment were
then selected to receive further support
and development from the Enterprise
& Innovation Office.

Conclusion

Design Thinking has moved far
beyond its roots in traditional design
fields, becoming a powerful problem-
solving approach that has meaningful
impact across all kinds of sectors
and constituencies.

Kenna, Hilary (2018) “Design Thinking for
Designers” 100 Archive, https://www.100archive.
com/articles/design-thinking-for-clesigners

Having a strong
understanding of
Design Thinking
principles, in my role,
is more important
now than ever.

The course gave me
the confidence

to bring these
principles to both
team and stakeholder
projects which has
helped Focus and
drive themin a
different direction.

Mari McCallion
Graphic Design Lead
Ernst and Young Ireland
Graduate
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Animation Continuing
Professional Development:
From Early Career Animators
to Mid-Career Professionals

Introduction

Between December 2021 and June
2024, we hosted and supported

two industry-focused initiatives for
animation professionals at key stages
of their career development. The first,
Animation@StoryLab, was a one-day
online event for early-career animators
focused on critical industry needs such
as funding, producing, and distribution
with insights and advice from leading
industry representatives. This event
was highly successful (see details

in pages 51-54) and confirmed the
appetite for continuing professional
development and mentoring for
animators. The involvement of Studio
Meala in Animation@StorylLab in
mentoring early-career animators,
and in subsequent conversations
identified the needs of animators

at different career stages.

CFA at IAD
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Consequently, we supported an
intensive week-long residency
in Boyle, Co. Roscommon in
June 2024 called the Animation
Directors’ Lab.

The programme centred on
career advancement, professional
development, and industry trends,
including producing, distribution
strategies, and high-level
networking opportunities. For
both initiatives we worked with
partners to secure funding and to
develop ideas, and we gratefully
acknowledge the support of
FilmEU for the Animation@
StorylLab event and the Animation
Directors' Lab. Many of the experts
in industry who were willing to
share their advice, and indeed
many of the participants, were
IADT alumni, further evidencing
the importance of links to industry
via our graduates and to signal a
commitment to their on-going
professional development. The
activities and content of both
events with the key industry
partners are summarised in this
case study.

Animation@StoryLah:
9 December 2021

An online symposium for early-
career Animators, December 2021.
This online event comprised three
separate panels of experts: Directors,
Producers, and Funders.

The Directors Panel featured Joe
Loftus (DisneyXD, BBC), Cliona
Noonan (freelance animator), and
Eabha Bortolozzo & Jack Kirwan
(award-winning co-directors), who
shared their journeys from learner
films to professional projects. Loftus
emphasized the festival circuit as a
launchpad for careers, while Noonan
discussed balancing commmercial work
with personal storytelling. Bortolozzo
and Kirwan highlighted the power

of collaboration, showcasing how
their learner project evolved into an
internationally recognized short. Key
advice included treating every project
as a learning opportunity and building
a distinctive creative voice.

The Producers’ Panel included
Stephen Fagan (Studio Meala),

Nicky Gogan (Piranha Bar), and

Carla Vulpiani (And maps and plans)
and provided a behind-the-scenes
look at animation production.

Fagan stressed the importance of
adaptability in studio leadership,

while Gogan shared strategies for
blending animation with documentary
storytelling. Vulpiani, with her festival
programming background, offered
practical tips on distribution and
navigating international markets. The
panel underscored the producer’s role
as both a creative partner and logistical
problem-solver, urging early-career
animators to engage producers early
in development.

The Funders’ Panel comprised

Andrew Byrne (Screen Ireland),

Eimear O'Mahony (RTE), Gary Hoctor
(Offline Film Festival), and Nicola Lyons

(Northern Ireland Screen). The
contributors demystified funding
pathways for emerging animators.
Byrne and O'Mahony outlined
broadcaster priorities, emphasizing
audience engagement and pitch
readiness. Gary Hoctor championed
grassroots initiatives, while Lyons
detailed regional incentives for
animation projects. The panellists
agreed on one key message:
research funding bodies thoroughly,
align projects with their goals, and
articulate a clear vision - whether
applying for development grants

or production support.

The Fact that it's 3 whole
week where everybody's
staying together is

definitely a huge plus
because we get to
network and actually
chit chat and go to the
pub afterwards. And
the biggest inspiration
is the other participants
and seeing how they are
approaching their work
and where they're at in
their careers and how
they are approaching

it because there's so
much to learn From

one another.

Sif Savery
Director and Lab Participant
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StoryLab Online participants by location

StoryLab Data and Learner Profiles

The StoryLab initiative drew a diverse
group of participants, with a total

of 106 registrations from both
Ireland and abroad. Most attendees,
92 in total, were based in Ireland,
highlighting strong local interest

in animation training. However,

the event also attracted a small

but notable international cohort,
including participants from Belgium
(4), Germany (2), Italy (2), Canada
(1), Hungary (1), Poland (1), Portugal
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(1), Sweden (1), and Turkey ().
Participants came from a variety
of educational and professional
backgrounds. Current learners made
up the largest group (38), followed
closely by recent graduates (23),
indicating strong engagement from
those still in or freshly out of formal
education. Early-career professionals
accounted for 17 registrations, while
more experienced practitioners
made up 15. A small number selected
“Other" (11) or preferred not to disclose
their status (2), suggesting some
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participants may fall outside traditional
categories or value privacy.
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In terms of gender representation, Portugal

female participants were the majority
(58), with male learners forming the
next largest group (39). A smaller

but important number identified as
genderqueer or non-binary (5), while
four preferred not to specify. This
breakdown suggests a relatively 1
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balanced gender distribution, with
a slight predominance of women

in attendance. Turkey
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We're just nonstop
having really,

really interesting
conversations about
what everyone
does because we're
all coming From very
different backgrounds,
despite all having an
interest in directing
animation.

Ruth Harbison

Animation Lead Studio Meala
& Lab Participant

When breaking down institutional
affiliations, IADT stood out as

the most represented, with 47
registrants. This is unsurprising
given the strength and reputation
of the Animation programmes in
IADT and our alumni networks. Other
institutions collectively accounted
for 43 participants, while smaller
groups came from UCD (5), NCAD
(4), and other backgrounds. Five
registrants had no formal higher
education affiliation, and two did
not provide details.

Educational attainment levels varied
among participants. Nearly half held
undergraduate degrees (49), while a
significant portion had postgraduate
qualifications (36). A smaller group
had completed secondary education
(Leaving Cert, 12), and a few came
from alternative pathways such as
Post-Leaving Cert programmes (3)
or other unspecified backgrounds
(8). This range suggests that
StorylLab appealed to learners at
different stages of their academic
and professional development.

Overall, the data reveals the event
successfully engaged with emerging
talent, particularly Irish learners

and early-career professionals,
while also fostering international
connections. The gender balance
leans female, and IADT emerges as a

key contributor to the talent pipeline.

These insights can help shape future
outreach and support strategies for
early-career animators and indeed
help to inform future CFA industry-
facing events.

Animation Directors’ Lah: Boyle, Co. Roscommon,
17-21 June 2024

The inaugural Animation Directors’ Lab was a week-long
residential programme for mid-career animation directors,
hosted at Frybrook House and supported by IADT, Stephen
Fagan. and industry partners (National Talent Academy,
Creative Futures Academy, FIlmEU, and Cultural and Creative
Industries Skillnet). The Lab aimed to strengthen Ireland’s
animation director network through professional development,
mentoring sessions, workshops, and masterclasses led by
national and international industry leaders. 15 professionals took
part, including established animation directors, independent
filmmakers, visual artists, and composers. The Lab featured
workshops, screenings, and masterclasses led by industry
experts such as Rob Cullen (Boulder Medlia), Carol Freeman
(Paper Panther), Alan Holly (And Maps and Plans), Ariel Le Croix
(Rooster Teeth), Stephen Fagan (Studio Meala), Craig Stuart
Garfinkle (composer), and Troy Quane (director of Nimona).
Topics ranged from animation techniques, directing skills,

and technical expertise to composing music for animation
and securing project funding.

CFA funding, in conjunction with FilmEU, supported the
participation of international attendees from Estonia and
Belgium, and enabled the inclusion of high-profile mentors
like Troy Quane and Craig Stuart Garfinkle. This funding also
covered venue costs, catering, and logistical support, ensuring
a high-quality experience for all participants.
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There was a high-level of peer
mentoring and peer networking as
attendees both led and participated
in different sessions. Key topics and
masterclasses covered during the
week included the following:

-> Directing and Creative Leadership:
Rob Cullen (ex-Boulder Media)
discussed balancing personal vision
with team dynamics, drawing on
projects like DangerMouse and
My Little Pony. Topics addressed
included tackling imposter
syndrome and building career
resilience. Carol Freeman (Paper
Panther) showcased hybrid
techniques (paint-on-glass, cut-
out) and navigating commercial
vs. artistic work, using her
Frameworks-funded short The Bird
and the Whale as a case studly.

-> Technical and Collaborative

Approaches:

Alan Holly (And Maps And Plans)
emphasized auteur-driven
storytelling for adult audiences
(Coda, The Red Ball) and funding
challenges for independent shorts.
Ariel Le Croix (ex-Rooster Teeth)
outlined technical direction for
games/film (RWBY, Gen:Lock),
stressing collaboration as central
to success.

Production and Music:

Stephen Fagan (Studio Meala) shared
producing strategies, highlighting
trust, ethics, and iterative feedback.
Craig Stuart Garfinkle (composer)
explored scoring as narrative “fabric,”
with examples from World of
Warcraft and other film scores.

-> Global Industry Perspectives:

Troy Quane detailed the film
Nimona'’s 5-year production
journey across studios (Blue
Sky, DNEG) and pandemic-
era challenges.

Funding and Career
Development:

Open discussions on funding
avenues (Irish/European
schemes, residencies) and
festival strategies, with shared
insights on aligning projects
with opportunities.
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Conclusion

Both events strengthened professional
networks among people working at
different levels and at different career
stages in the animation industry. CFA

was able to contribute to these unique
opportunities for participants to network,
share experiences, and learn from leading
industry professionals. StoryLab equipped
early-career animators with practical
insights from industry leaders. From
honing creative vision to securing funding
and forging collaborations, the panels
highlighted the necessity of transferable
and multifaceted skills in animation and
the importance of continuing professional
development.

U0 uonewliuy 90 | G202-T20¢2 Salpnis ase) pue yoday

The Animation Directors’ Lab facilitated
professional growth by addressing

key challenges in animation directing,
such as funding, collaboration, and
creative development and strengthened
existing ties between IADT and other
partners, fostering a collaborative
environment for future projects. Both
events highlighted the importance of
interdisciplinary collaboration at all stages
of the professional pathway, from recent
graduates to experienced directors and
producers. There is value in bringing
together professionals from diverse
creative backgrounds. Future iterations
could benefit from extended networking
opportunities, more hands-on workshops,
and follow-up sessions to maintain the
connections formed during the event.
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Researching Digital
Storytelling for the
Creative and Cultural

Industries: Micro-Credential

in Storytelling for the
Metaverse

Introduction

The development of the micro-credential
in Storytelling for the Metaverse emerged
from a series of informal discussions with
mid- to late-career artists, designers, and
professionals in museum and cultural
heritage education. A recurring theme in
these conversations was a palpable sense
of uncertainty, even apprehension, regarding
the rapid integration/of extended reality (XR)
technologies (virtual, augmented, and mixed
reality)into their fields. Many experienced
practitioners expressed feeling overwhelmed
by the pace of technological changg, to
the extent that some contemplated early
retirement rather than risk professional
marginalisation due to a perceived lack of
technical fluency. This situation signalled
a critical gap in continuing education:
institutions risked losing seasoned experts
- individuals with deep domain knowledge -
simply because existing training frameworks
failed to address their specific needs.

CFA at IADT
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Conversely, other artists and designers
exhibited enthusiasm for the potential
of XR to expand their creative

practice and facilitate interdisciplinary
collaboration with technologists and
scientists. Yet they faced a different
barrier: the absence of accessible,
targeted upskilling opportunities. Most
available programmes were designed
for younger learners, required full-time
commitment, or prioritized technical
proficiency over conceptual and

collaborative literacy. As one participant
later reflected, I didn’t need to learn
how to use the technology - | needed to
learn how to communicate with those
who do!” This insight crystallized the
programme's rationale: to serve mid-
career professionals who sought to
reclaim their confidence, leverage their
expertise, and engage meaningfully
with emerging technologies - all within
a flexible, non-technical learning
structure tailored to their realities.
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Programme Content, Structure and
Delivery

The Certificate in Storytelling

for the Metaverse was conceived

as a professional development
initiative targeting creative sector
practitioners seeking competency

in extended reality (XR) technologies,
with particular emphasis on
augmented reality (AR) and virtual
reality (VR) applications. Following
extensive consultation with the Irish
Museums Association and other key
stakeholders, the curriculum was
specifically tailored to address the
needs of museum professionals,
cultural workers, and art/design
practitioners. The programme
adopted an intensive six-week hybrid
delivery model, combining online and
onsite workshops with personalised
tutorials, designed to accommodate
working professionals’ schedules.

Participants engaged with industry-
standard hardware and software
through structured sessions
exploring various dimensions of XR
technology. The pedagogical approach
emphasised collaborative learning,
facilitated through online peer
support systems. A key assessment
component required learners to
develop a video essay proposing an
XR project with direct relevance

to their professional practice,
accompanied by critical reflection
on its potential implementation.

The Certificate pursued two primary
learning outcomes: (1) developing
technical familiarity with XR tools

and platforms, and (2) cultivating
advanced storytelling competencies
for creative technology applications.
The research dimension was
significantly enhanced through a New
Foundations grant to Dr. Elaine Sisson
awarded by the Irish Research Council
(IRC). This funding supported:

-> Specialised workshop development
-> Expert consultations

-> Investigation of XR’s transformative
potential in educational contexts for
creative practice

The IRC resources enabled the
appointment of a dedicated research
assistant, Ella Fitzpatrick, responsible
for conducting a comprehensive
literature review, implementing
programme evaluations, data
collection and analysis, and
coordinating the final stakeholder
roundtable with industry experts.
The roll-out was made possible from
staff with multidisciplinary expertise
including the research assistant,
project manager, learning technologist,
outside experts, and tutors.

Learner and Sector Profiles

With recruitment assistance from

the Irish Museums Association who
partnered with us on the project,

we had learners enrolling from the
following organisations in the museum
sector: EPIC Museum, Irish Museum

of Modern Art (IMMA), Richmond
Barracks (Dublin City Council), and
Museum of Childhood Ireland. Other
learners came from RTE, UCD, and the
Irish Museum of Virtual Art (IMVA). We
had one participant who was employed
by the HSE; her interest was in the use
of XR to create potentially challenging
scenarios and to use avatars and
immersive environments to address
how staff may develop strategies

to utilise in real life situations. The
research project also attracted
learners from the creative industries
employed as visual artists, filmmakers,
editors, writers, and designers

who were involved in education

or freelance projects.

The age range was between 30 and 70
years with 3 men and 11 women. The

learner profile was mid- to late-
career professionals in the creative
and cultural industries.

Outline of the Research Programme

In the initial phase (January-February
2023) the focus was on essential
tasks such as recruiting and assessing
learners, managing admissions

and registrations, and on-boarding
participants. We designed a
comprehensive curriculum, clearly
defining learning outcomes, and crafting
briefing papers and assessments.
Studios and classrooms were booked,
and the availability of necessary
equipment was confirmed. The virtual
learning environment (VLE) was also
set up during this phase, facilitating
the smooth enrolment of learners.

Phase Il (March 2-21) was about delivery.
Two onsite days at IADT included an
introduction to XR, workshops and
demonstrations with XR kit, and a deep
dive into storytelling and narrative
techniques. Additional sessions
included case studies exploring

the potentials of AR and VR as well

as an overview on the assessment
requirements. Practical workshops

on digital prototyping, narrative and
storyboarding, digital storytelling for
museums, and hands-on experiences
with Unity and Unreal Engine gave
learners a thorough introduction to

key ideas. Two further studio-based
weekend sessions provided a hands-on
learning environment. Learners were
also supported with online tutorials
focusing on how to create a video essay
for assessment.

Between March 23-April 21, online
tutorials continued, with tutors guiding
and advising learners on their individual
project development and project ideas.
This period also encouraged self-
direction and peer learning facilitated
through the VLE.

CFA at IADT

In Phase Ill (May to August), the
emphasis shifted to evaluation and
assessment. Learner projects were
assessed in May during a final panel
assessment where each learner
showcased their projects and answered
questions from peers and tutors.

Video essays were uploaded to VLE.
Feedback was provided and grades
were prepared for Exam Boards. At

the same time, the pilot programme
was reviewed, a literature review
produced, and initial report written. On
1 September key industry stakeholders,
tutors, and learners, were invited to a
roundtable discussion in IADT to gather
insights and perspectives. The session
provided an overview of the pilot's
aims, showcased project presentations,
and summarised key findings. The
roundtable concluded with valuable
recommendations and observations,
marking the successful completion of
the project.

Teaching and Learning Objectives

“Without [a] proper framework
and limited knowledge on both
technological capabilities and
innovative pedagogical principles,
it is difficult for educators to bridge
the gap between technology and
pedagogy and successfully
implement it in the learning and
teaching practice despite realising
its potential”
(Bizami et al,, 2023).

When we introduce new learning
technologies, the focus is often on
implementing the technology itself
rather than on innovative teaching
methods and learning goals. According
to Bizami et al. (2023), crafting an
effective blended learning experience
requires educators to prioritise an
innovative pedagogical approach. In
this context, the pedagogical approach
positioned technology as an enabler
of learner-centred problem-solving
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within professional and creative
contexts, rather than as an end. This
proved effective as learners devised
self-directed projects aligned with their
professional aspirations and creative
practices. Mastering the technology
itself was never the objective, but

to see technology as an additional

tool to help them realise an idea. This
approach, where learners did not

have to demonstrate their skill level

or competency in, for example Unreal
Engine, or 360 Photography, worked
well, as learners were freed from the
constraints of having to demonstrate
their technological skill, but instead
were able toillustrate its usefulness
through building a rough prototype and
by producing a short video reflecting
on their learning.

This approach successfully mitigated the
anxiety often associated with technical
skill demonstration, allowing learners

to focus on strategic implementation

of technologies within their individual
practice contexts. The results

suggest that separating technological
competency from creative and
professional learning objectives can
produce more meaningful engagements
and outcomes.

What we asked the learners to do

We wrote a briefing paper informed

by the Creative Attributes Framework’s
categories of Explore/Connect/Do

for module design. The following is
extracted from the briefing paper
given to all learners.

Explore

You will research and evaluate the
narrative possibilities of the emerging
field of XR in relation to an area of your
professional practice. You will learn
about the fundamental capabilities

of relevant technologies and devise

a small-scale experimental project
proposal that will test the narrative
possibilities of XR technologies.

Connect

You will be encouraged throughout
to connect with your peers to tease
out and consider the opportunities
and challenges of the technology.
You will be supported by a tutor to
develop your own project and ideas
for exploring a context to think about
storytelling and technology.

Do

By the end of this programme, you

will have demonstrated the ability to
identify and specify hardware/software
protocols specific to the field. You will
learn the core concepts of 3D content
creation for XR through an immersive
and experimental model of hands-on
engagement with technology.

Assessment and Learning Outcomes

There were four learning outcomes for
this Certificate:

Examine and assess the narrative
possibilities of the contemporary
field of XR.

Propose a suitable project for
production.

Identify and devise an appropriate
strategy to realise the project using
XR techniques.

Implement a schedule of work to
successfully realise a prototype
project.

The final assessment was the
creation of a digital presentation in
the form of an audio-visual recording
of between 5 and 10 minutes to cover
the following:

-> Title, concept, and goal — what
message [ type of experience are
you proposing?

-> Storyboard - drawings, designs
for the experience

-> Screenshots or video of any
prototypes

-> Strategy and schedule of work
required for realising this project

-> Areflection on the process so far.

Learners were asked to consider

the following questions when
designing their final project: What
am | interested to know? What is

the potential of what | am learning

to my own professional or personal
context? Who can | connect to or
network with? What can | do with this
technology in the future (what are its
possibilities for my area of practice
or work?)? What are my limitations
or challenges?

Prior to evaluation, all assessment
criteria were transparently
disseminated to participants to
ensure clarity of expectations.

The culmination of the learning
experience took the form of a
structured presentation event where
learners demonstrated their projects
to the assessment panel and their
peers. This format incorporates
multiple layers of feedback including
a formal Q&A session that allows
tutors and peers to examine
conceptual foundations in how the
project relates to their professional
context, request any clarifications
(technical or otherwise), and to
explore potential developmental
pathways for each project.

CFA at IADT
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Accessing the
IMMA Collection
Through VR

Using VR to access out of storage
works in IMMA, and the creation
of a meaningful onsite and online
audience experience

The Art-Film
Narrative as VR

Exploring the aesthetic capacity
of VR as an artistic tool
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Case Study 03
#CreativePracticeResearch

Case Study 04
#ReciprocallLearningModels

Case Study 05
#TransdisciplinaryEducation

Case Study 06
#LifelonglLearningPathways

Case Study 07

#EmergingTechnologyPractice

Researching Digital Storytelling for the Creative
and Cultural Industries: Micro-Credential in
Storytelling for the Metaverse

Living and Other
Afflictions:
VR Art & Medicine

Using VR to recreate a neurological
illness and immersive experience
from a patient’s point of view

with applications as a teaching and
diagnostic tool, but also as

an immersive live performance

The Emigrant’s
Suitcase VR Project
for EPIC Museum

Devising an inter-generational activity
where visitors choose objects to pack
in a virtual suitcase for a transatlantic
journey on the Jeannie Johnston

Designing
Ambisonic
Sound for VR

Using Unity prototypes to storyboard
narratives and as a storytelling tool
for immersive sound design

Delivering Change
in Healthcare:
Using BodySwaps
for Role Play

Using avatars and gamification

to assist the HSE in facilitating
change management (Slaintecare)

Case Study 08
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#SkillsResponsiveEducation

Case Study 10
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Richmond Barracks
AR Tour and Local
History

Using AR to recreate a historical
context for Richmond Barracks,
and to enhance more recent oral
local histories of the community
in Inchicore

Experiments
In Visualisation

Using Unity to explore the visual
potential of immersive storytelling
for different contexts

Using the RTE
Music Archive:
Studio 8 in VR

Recreating Studio 8 in VR to recreate
iconic music performances, and to
create a visitor experience using

the untapped potential of the RTE
Sound archives

The Trance
Mission Diaries:
An immersive
experience in live
performance

Exploring the use of XR, animation,
live performance, and film in an
immersive science-fiction narrative
on climate change

Case Study 12
#EvidencelnformedPractice

VR at the
Museum of
Childhood Ireland

An exploration of the potential of
VR/AR for child visitors and the
recreation of lost objects and
landscapes for adult visitors

IMVA: The Irish
Museum of
Virtual Art

Further development of an Irish
Museum XR site for visual artists
to display their work virtually

A
(]
k]
]
-
B2
=]
o
(@]
D
7]
o
(]
P
[
o
5
(2}
n
(=}
N
=
n
o
n
(4]
o
J
pe)
[0]
%]
[0]
=)
o}
=.
>
(]
9
Ga
=3
=8
(2]
=
9
<
=
o
5
oa
—
e
=
>
[0]
Q
@
o]
=
<
]
L
>
o
o
o
=
c
o
=)
[oX
c
%]
=y
z
@
=
Q
Q
Q
©
[oX
@
>
=y
L
=
(%))
P
9
<
=
o
5
oa
—
9
[
>
[0]
<
0]
-
jo)
<
]
I
[©]

34



CFA AT IADT
REPORT AND
CASE STUDIES

2021-2825

Foreword
Introduction

Case Study 01
#FlexibleLearningEcologies

Case Study 02
#IndustryEmbeddedLearning

Case Study 03
#CreativePracticeResearch

Case Study 04
#ReciprocallLearningModels

Case Study 05
#TransdisciplinaryEducation

Case Study 06
#LifelonglLearningPathways

Case Study 07
#EmergingTechnologyPractice

Researching Digital Storytelling for the Creative
and Cultural Industries: Micro-Credential in

Storytelling for the Metaverse

Case Study 08
#institutionalChange

Case Study 09
#SkillsResponsiveEducation

Case Study 10
#CollaborativePartnerships

Case Study 11
#Pedagogicallnnovation

Case Study 12
#EvidencelnformedPractice

Key Strengths and Learnings from
the Pilot

One of the most valuable insights
from participant feedback was

the recognition that the ability to
effectively discuss the technology

is, in many cases, more critical than
technical proficiency itself. For
instance, as one participant remarked,
while some individuals may not aim to
master a tool like Unity, they still derive
significant value from learning how

to communicate with those who are
technically skilled. This is an important
takeaway, as it broadens the scope of
our training by shifting the focus from
solely developing technical expertise
to also fostering strategic literacy in
technology conversations.

After completion of the training,
some learners took their findings and
proposed projects to their institutional
boards and/or line managers (IMMA,
EPIC, Museum of Childhood, Dublin
Culture Company, RTE, HSE). All used
their video essay assessment as a
presentation tool with the intention
of informing policy on digital learning
and engagement. Currently three
participants have now been funded
by external agencies to further their
explorations. All have acknowledged
the importance of the Certificate

and their video essays in securing
further funding. The IMVA project was
showcased online for Culture Night,
2023 and Daithi Magner, who devised
the project, later applied and was
appointed as an IADT Creative Fellow
in 2024 (see Case Study 8).

The learner feedback collected
proved invaluable for informing
future iterations of this Certificate.
All respondents indicated that the
programme content was both highly
relevant and appropriately pitched
to their current stage of professional
development. Notably, a significant

proportion expressed interest in
pursuing advanced-level follow-on
programmes, suggesting clear potential
for curriculum expansion at higher
competency levels.

Reflecting on the pilot, it became

clear that storytelling may hold greater
weight than technical instruction alone.
This was an aspect that was perhaps
underemphasised in this iteration as
we focused on familiarising learners
with the technology. For future
iterations a stronger focus on narrative
techniques, along with dedicated
practice in this area, would be a
priority in any future delivery of the
programme. This could be delivered
through dedicated writing workshops
designed to enhance learners’ ability
to articulate and structure design
concepts effectively. The feedback
demonstrated that the learners
developed sufficient technological
literacy to engage confidently with
technical specialists and evaluate
appropriate technological solutions
within their professional contexts,
without requiring deep technical
expertise themselves. This successfully
achieved one of the programme’s key
objectives: enabling professionals in
the cultural and creative industries

to bridge knowledge gaps within their
primary professional roles.

Conclusion

The current professional skills
landscape is highly competitive, with
many learners unable to commit to
extended periods of study such as an
MA programme while maintaining their
careers. This presents an opportunity
to develop flexible, accessible
programmes that allow working
professionals to gain qualifications
and expertise without significant
disruption. However, perceptions of XR
technologies remain a challenge. While
the field is moving beyond the

notion that these tools are merely
gimmicky, there is still a need to
articulate their tangible value, both

in practical applications and in terms
of underlying principles. Much of

the current discourse is driven by
technologists rather than by artists,
creators, or filmmakers, which risks
overlooking human-centred and
ethical considerations. The creative
sector, particularly in cultural spaces
like museums, can play a crucial

role in embedding these values by
raising important questions about
accessibility, outreach, and sustainable
funding models.

Beyond technical innovation, broader
societal challenges must also be
addressed. How can XR technologies
contribute to social mobility, equitable
access, and meaningful engagement?
Within the cultural and creative sectors,
where our collective expertise lies, we
should explore how these tools might
mitigate such challenges. Additionally,
Higher Education Institutions have a
responsibility to shape this evolving
landscape. Key barriers identified

by the feedback include a lack

of understanding among senior
management and funders, who may
still view XR as niche. Professional
development efforts should therefore
target not only practitioners but also
decision-makers, bridging knowledge
gaps to foster informed investment
and adoption. Some of the emerging
concerns include:

-> Developing accessible, career-
compatible upskilling pathways

-> Promoting human-centred and
ethical frameworks for XR

-> Addressing systemic barriers,
including funding and leadership
buy-in

-> Aligning XR's potential with broader
social and cultural objectives.

CFA at IADT

The technological impact of digital
storytelling for art and design
practitioners, and for cultural
institutions in the heritage and museum
sector is significant (Capuano et al,,
2016). XR technologies may increase
EDI access to audiences through the
digitisation of collections, or offer
potentially rich, immersive experiences
on-site that extend traditional points
of access and contexts. For artists

and designers, working with creative
technology to realise new work, and
the ability to move confidently across
disciplines collaborating with other
disciplinary experts, creates new
communities of practice and new
forms of creative expression. Short,
intensive bursts of training, such as
that offered by micro-credentials

is an excellent way to introduce

new technologies in a way that is
manageable, balances innovation

with inclusivity and ensures that
technological advancement serves
both industry needs and societal good.

q‘ Taighde Eireann
Y Research Ireland

LA\

IRISH
MUSEUMS
ASSOCIATION

Bizami, N.A. and Tasir, Z. & Kew, S.N. (2023)
“Innovative pedagogical principles and
technological tools capabilities for immersive
blended learning: a systematic literature review.”
Education and Information Technologies 28,
1373-1425.
https://cdoi.org/10.1007/s10639-022-11243-w

Capuano, N, Gaeta, A, Guarino, G, Miranda, S., &
Tomasiello, S. (2016). “Enhancing augmented
reality with cognitive and knowledge perspectives:
a case study in museum exhibitions”. Behaviour &
Information Technology, 35(11), 968-979.
https://doi.org/10.1080/0144929X.2016.1208774
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2 (USROGl Increasing Staff

I DAITHI MAGNER Capacitation in XR

=1 (IRISH MUSEUM OF VIRTUAL ART) i I

1 SEAN BURNS (9E.1E) Technologies for Teaching,
Learning and Research

Introduction

This case study explores some of the
outcomes of a strategic initiative aimed at
increasing staff capacitation in Extended
Reality (XR) technologies for teaching,
learning, and research within IADT and

across the CFA partners. Recognising

the transformative potential of XR
(encompassing virtual, augmented, and
mixed reality), this set of activities sought

to bridge skills gaps, foster innovation, and
integrate XR tools meaningfully across
academic and creative practice. Key activities
included in-house creative technology
workshops developed in collaboration

with IADT’s XR Research Group, facilitating
external training workshops hosted by

the National Film School with Immersive
Ireland/Story X, public engagement with the
art and technology Beta Festival, and the
establishment of a Creative Fellows initiative.
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The level of engagement
and the ideas that came
From the guys was really
Fantastic. Especially the
idea of not only embracing
the technology but,
incorporating it into
their workflows.

Sean Burns
Creative Fellow

The Creative Fellows initiative not only facilitated
staff training but also explored practical
applications in pedagogy and showcased XR's
potential in education and creative outputs,
including hosting virtual exhibition assets. By
combining hands-on training, collaborative
research, and public-facing dissemination, the
activities and events sought to embed and
enhance IADT staff’s XR literacy while addressing
both technical proficiency and critical human-
centred approaches to emerging technologies. By
increasing and expanding staff knowledge and
skill, we can also extend our programme offers
and develop new CFA programmes and industry-
facing micro-credentials in these areas. The case
study focuses on two sets of activities directly
funded by CFA in 2023-24: the Creative Fellows
initiative and a series of XR Lab Workshops.

XR Labs Workshops (2023-2024)

Maintaining excellence in XR training
is essential to drive innovation in
teaching and learning, empower staff
with cutting-edge skills, and fully
leverage the hardware and software
investments, made possible through
CFA funding. As educators we have

a responsibility not only to advance
technical proficiency but also to
engage critically with the ethical and
human-centred dimensions of creative
technologies. Our aim was to work
with other institutional initiatives (the
XR Research Group and the training
opportunities offered by the N-TUTORR
project) to foster the importance

of staff upskilling and creative
experimentation for teaching and
learning. The XR Labs were a series
of 4 in-house staff training skills
workshops run during the academic
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year 2023-24 and led and mentored
by Robert Griffin, CFA Academic Lead
in Creative Technologies.

Workshop 1

360° Photography and Video: The
workshop on 360° Photography and
Video began with a session that
defined 360° imaging and explored

its applications, including current
trends within the field. Following this
introduction, attendees received

an overview of 360° cameras and
accessories, where they learned
techniques for capturing high-quality
content and practical tips for effective
shooting. In the hands-on shooting
session, participants borrowed cameras
to capture 360° photos and videos
around the campus, applying the
knowledge they had just acquired. This
practical experience allowed them to
experiment with different shooting
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techniques in a real-world setting,
fostering a deeper understanding of the
equipment and its capabilities. The final
segment focused on editing and sharing
the created content. Participants were
introduced to software for stitching and
editing 360° images and videos, along
with post-processing techniques to
enhance their work. They learned how
to publish their creations on sharing
platforms and engaged in discussions
about innovative applications of 360
technology across various industries.

1

,Ithink there's great

ontential thereas g %
technology gets better

.. For people to be able

to show their work [,

all around the waorld

Daithi Magner
Creative Fellow

Workshop 2

The Metaverse: Participants explored
the concept of the metaverse, traced
its historical evolution, and highlighted
key technologies such as virtual,
augmented and mixed reality that
shape its landscape. This interactive
experience allowed participants to
navigate different environments and
grasp the significance of virtual worlds
in contemporary digital culture. They
then engaged in practical applications
relevant to their disciplines, enhancing

their understanding of how the
metaverse could be leveraged in
various fields. In the next segment,
attendees explored popular metaverse
platforms, creating avatars and
learning about personal spaces

within virtual worlds. The workshop
concluded with collaborative
brainstorming sessions focused

on practical applications of the
metaverse. Participants shared ideas
and provided feedback to one another,
discussing potential projects that

CFA at IADT

could emerge from their newfound
insights into this evolving digital
space. This collaborative environment
encouraged creative thinking and
cross-disciplinary dialogue.

Workshop 3

Photogrammetry: The photogrammetry
workshop began with an introduction
that defined photogrammetry and
outlined its applications across various
industries, providing historical context
for its development. Participants
learned about the significance of
photogrammetry in fields such as
architecture, heritage conservation,
and entertainment, establishing a
comprehensive understanding of

its relevance.

Workshop 4

3D Modelling: This workshop on 3D
Modelling was led by Julian King,

who was also programme tutor for
the CFA Level 9 Certificate in Digital
Sculpting. Attendees delved into the
principles of 3D reconstruction from
images, exploring different types of
photogrammetry, including close-
range, aerial, and terrestrial methods.
They gained insights into the tools and
software available for photogrammetry;,
such as Polycam, Metashape, and
RealityCapture, as well as the hardware
requirements for establishing a

basic workflow. This foundational
knowledge was complemented by

a hands-on practice session where
participants captured images suitable
for photogrammetry. The workshop
culminated with a focus on image
processing and reconstruction. Staff
learned how to import and organize
their images, improve the quality of
their 3D models, clean up meshes, and
apply textures. They were also taught
how to export and share their models,
alongside tips for presenting and
integrating them into various platforms,
equipping them with practical skills to
advance their work in 3D modelling.
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IADT Creative Fellowship in XR
Technologies (2024)

Through CFA funding, our sustained
commitment to building expertise in XR
and immersive technologies created an
internal ecosystem of practice which
naturally led to the establishment of
our Creative Fellows initiative. The

work of the XR Lab, our in-house
workshops and consultations on staff
needs fostered through N-TUTORR
allowed us to identify what we wanted
from a Creative Fellows engagement.
After a public call for applications,

we appointed a team in May 2024 -
Daithi Magner and Sean Burns - whose
combined expertise reflected the
interdisciplinary nature of our work; one
with a more technical focus, the other
grounded in visual art and design. Both
brought valuable teaching experience,
and Daithi had already been part of the
Digital Storytelling funded project (Case
Study 7), so he was familiar with the
work and objectives of CFA.

The Creative Fellows demonstrated
extensive experience working with
learners and a deep understanding of
stakeholders within the immersive
technology sector. During the
fellowship, the Fellows used XR
equipment funded through CFA in
addition to IADT's industry standard
production to explore the creative
potential of extended reality (XR) and
related technologies for teaching,
learning and research. Both Fellows
came from the creative and cultural
industry sector: Sean Burns from 4e.ie,
and Daithi Magner (founder of the Irish
Museum of Virtual Art, and an IADT
Production Design graduate). During
their time with us, Daithi and Sean
facilitated 3 XR Labs workshops aimed
at integrating immersive technologies
into teaching and learning. These
sessions, conducted in collaboration
with staff, explored ways to use CFA's
investment into technical equipment

and studio spaces to enhance our
understanding of the potential of new
technologies for IADT. They also ran
demonstrations on how we might

use immersive technologies to think
about core Institute business, for
example how to archive screen-based
assets in digital formats (for instance,
curating selections of graduate films
on VR headsets for exhibitions or open
days). They helped us to think about
developing sustainable exhibition
models using AR/VR and the potential
of using 3D digital mapping within the
final exhibition to showcase work.

Through interactive sessions, the
Fellows engaged staff and learners

in hands-on exploration of XR. This
included 3D digital mapping of learners’
work in disciplines such as costume
design, model-making, and production
design. Demonstrations showcased
how immersive technologies could be
used for archiving graduate films on VR
headsets, and developing AR “pop-up”
displays of learner projects across
campus or off-site.

During the Graduate Exhibition in

June, the Creative Fellows had a
dedicated space on campus where they
showcased creative methodologies and
assisted learners in scanning their final
year work in a project called ArtScapes.
Their participation in the Exhibition
provided an opportunity for learners,
staff, and industry professionals to
explore XR's creative applications.

This inaugural Fellowship allowed
learners and staff to explore the
potential and practical applications of
XR technologies in creative practice.
For staff, the workshops enhanced

our understanding of XR technologies
and how we can begin to think about
new projects and applications for
interdisciplinary teaching, learning and
research. The teaser sessions sparked
further staff training in XR, funded by
N-TUTORR, enhancing expertise in

photogrammetry;, virtual production,
augmented reality, and virtual reality.
This interdisciplinary initiative
strengthened staff capacity and
introduced new avenues for teaching,
learning, and research.

The Creative Fellows initiative fostered
interdisciplinary collaboration and
provided valuable insights into the
future of digital and immersive
creative practices. Their work with

us strengthened staff expertise,
supported learner career development,
and demonstrated the potential of XR
technologies in creative pedagogies.

Conclusion

Commitments to funding industry-
standard technologies (hardware and
software) made by CFA and matched
by institutional funding and other
strategic funds have created innovative
and future-forward cross-disciplinary
teaching, learning and research
opportunities at IADT. CFA supported
staff to host free public workshops at
the art and technology Beta Festival
showcasing expertise in immersive
storytelling, data visualisation, UX and
Ul Design, creative use of electronics
for creative practice, and introduction
to creature and character digital
sculpting. In addition, we have
strengthened our connections to
Immersive Ireland over the past 2
years, working alongside the National
Film School in facilitating industry
training with Story X by supporting
free workshops on storytelling in
VR/AR and virtual production.
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To have more industry,
more people involved
in industry and using
their knowledge and
sharing it with the
students and staFf
members is invaluable

Robert Griffin

CFA Academic Lead and Lecturer
in Department of Technology &
Psychology
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Professional Skills
Framework: Responding
to Creative and Cultural
Industry Needs

Introduction and Overview

This case study documents the
development and outcomes of IADT's
Professional Skills Framework for
micro-credentials, implemented

through CFA over the past four years.
Designed in response to Ireland'’s evolving

skill is framework has
d the gap between
i ovision and industry needs
i cultural sectors. The
i i delivered 11 accredited
ntials across Levels 8 and
i O professionals in

EDUCATIO

ments include the establishment
ust quality-assured framework
rt-programme accreditation,
elopment of innovative co-

n models with industry partners,
asurable impacts on learner
progression.
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The framework’s success is
evidenced by consistently high
satisfaction rates (averaging
4.7/5 across all deliveries) and
its alighment with both national
priorities and European education
initiatives. This case study
provides detailed analysis of
the Framework’s pedagogical
approach, implementation
challenges, and its role in
addressing critical skills gaps
identified in sectoral reports.

The Focus on
collaboration and
sharing resources
offered a Fascinating
glimpse into the work
of a broad range
of other creative
practitioners also
taking partin
the course

Certificate in Professional
Skills for the Creative
Industries - Creative Use
of Archives Learner

Rationale and Origins

The Professional Skills Framework
emerged from extensive sectoral
research first conducted between
2018-2020, which identified
significant mismatches between
traditional education provision and
the rapid upskilling needs of Ireland’s
creative industries. Our objective

was to identify new mechanisms to
support professional learner pathways,
professional training needs, and to
make CFA micro-credentials relevant
to emerging and future creative
sector impacts and growth. Our
research was informed by a number
of key priorities identified for the
creative sector in national strategy
and policy documents including The
Skills Challenge for the Screen Sector
in Ireland (Screen Ireland, 2023);
Ireland'’s National Skills Strategy 2025
(2016); Future Jobs Ireland (2019);
Survive, Adapt, Renew: Report of the
Expert Advisory Group June 2020 to
the Arts Council (2020); Together for
Design (2020); and Culture 2025: A
National Cultural Policy Framework to
2025 (2020). Since 2020 there have
been new publications and strategic
roadmaps which identify education
and skills training priorities. The Skills
Challenge for the Screen Sector

in Ireland (Screen Ireland, 2023),

The Roadmap for Digital Creative
Industries and Impact 2030 align
with IADT's Strategic Plan (2025-
2030) recognising the importance of
interdisciplinary skills, the skills needs
of the creative and cultural industries,
and flexible access mechanisms
such as micro-credentials within a
“responsive skills ecosystem” as key
tools for sustainability and lifelong
learning (National Skills Strategy
2025, 2016).

Working alongside industry partners
in film, creative practice, design,
craft, visual art, music and other

creative disciplines, CFA was funded
to identify new professional pathways
and to champion the value that

the creative sector brings to ideas
generation, inventive problem-solving
and to the production of culture. The
importance of cross/interdisciplinary
knowledge and skills in times of rapid
social and technological change
increases the emphasis for the need
for soft/transferable/transversal

skills as well as the move towards
working collaboratively as the “new
norm”. Specifically, the creative
sector is identified as a “means of
fostering a more sustainable future
for Ireland” with artists, designers and
creative practitioners across a range
of disciplines' being “central to the
evolution of a culture of creativity”
(Culture 2025, 2020). Creative skills are
seen as central to the evolution of our
future working practices in “a society
in which knowledge and creativity are
equal partners” with an increased need
for transversal, transferable and soft
skills including “creativity, innovation
and entrepreneurship, critical and
analytical thinking, teamwork and
communication” (National Skills
Strategy 2025, 2016).

CFA at IADT

Creative Skills and Professional
Development

Numerous reports highlight the need
for creative practitioners to display an
array of heterogeneous competencies
including collaboration skills, business
skills, and a depth of socio-cultural
knowledge to succeed professionally
in their sector. (Korhonen et al., 2023;
Barnes et al.,, 2022; Davis, 2012;
Poggenpohl, 2012). The creative
industries, which have been described
as "ill-defined, complex or difficult to
enter sectors” (Bennett et al, 2025),
present a complex employment terrain
for creative graduates. In Ireland, for
example, arts and humanities graduates
experience some of the lowest
employment rates after graduation
across all ISCED disciplines. The annual
Graduate Outcomes Survey published
by the HEA consistently demonstrates
that graduates of Level 8 arts and
humanities programmes are among
the least-likely to be engaged in full-
time work, have some of the highest
rates of graduates unemployed and
looking for work, and on average, those
in employment earned the lowest
graduate salaries across all ISCED
categories. (HEA, 2024).
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Professional Skills Framework

The Professional Skills Framework
was specifically designed to address
three critical gaps: the accelerating
obsolescence of technical skills in
digital creative fields, the lack of
flexible accredited pathways for
mid-career professionals, and the
need for stronger industry-education
collaboration models. Its future-
facing design means the Framework
continues to align with national and
institutional strategic priorities.

A key driver for us was to develop
programmes that support sustainable
careers for early and mid-career
professionals through a combination

of upskilling and reskilling. Data
obtained from learners on CFA's

first pilot programmes in 2021 (Balfe,
2022a) demonstrated that professional
development and issues related to work
(including lack thereof) were the largest
motivating factors which influenced
learners’ decisions to enrol in further
training (Balfe, 2022).

The provision of flexible education
and training opportunities to support
creative practitioners to engage

in lifelong learning is central to our
design of the Professional Skills
Framework in line with the Creative
Attributes Framework (M.Co, 2021).
We designed the four Certificates
mindful of the responsibility to
promote equity of access, flexibility,
and opportunities for lifelong learning
through individual, accredited awards
and the possibility for potential
learners with specialised knowledge
or sufficient industry experience to
gain entry to the postgraduate space
via standard Recognition of Prior
Learning (RPL) routes.

By 2022 we had already designed two
short micro-credentials (Level 8, 5
ECTS) the Certificate in Professional

Skills for the Creative Industries and
the Certificate in Professional Skills for
Graduates (see Case Study 2: Graduate
Launchpad). Their design and roll-out
was the first step in the creation of a
micro-credentials and CPD framework
for IADT to offer short programme,
standalone introductory and advanced
skills training and professional
development. Their success caused us
to revisit the format and consider how
we may create a framework that could
be used for continuous professional
development (CPD) for staff and for
external learners. The flexibility of the
already accredited Level 8 Professional
Certificate highlighted that a 5 ECTS
Certificate provides us potential
multiple elective pathways, and is a
flexible, mobile micro-credentialed
instrument immensely valuable for
different cohorts of learners. The
pedagogical constraints of the Level

8 5 ECTS model inevitably pointed

to the need for deeper and extended
learning for Level 8 at 10 ECTS, so

we validated a Level 8 Certificate in
Professional Skills for the Creative
Industries at 10 ECTS. Accordingly, we
recognised the need for extending the
framework to include provision for a
Certificate in Professional Skills Level 9
(5 and 10 ECTS).

We have now created a matrix of four
small building blocks or stepping stones
to sit within a larger Framework with
pathways from Level 8 to Level 9. For
example, any of the Certificates may
serve internal staff CPD needs, external
industry CPD, CFA partners, upskilling
and reskilling at an advanced level for
existing industry practitioners, and/or
the acquisition of skills for practitioners
working in expanded fields with
ancillary interests.

As certificates with defined learning
outcomes but which are "agnostic”
in content, the Professional Skills
Framework allows us to respond

quickly to emergent needs across a
range of discipline areas in the creative
and cultural industries, including
creative practice, entrepreneurship
and business for creative practitioners,
disciplinary technical expertise, and
other areas that need to be agile and
responsive to sectoral and pedagogical
needs. In concert with this new
framework, we worked to develop an
in-house validation mechanism for
micro-credentials. For a more in-depth
discussion on the design and function
of micro-credentials, see Case Study 1:
Micro-credentials.

IADT Staff Participation in CFA Programmes

Academic years 2021-2025

Programme

Laser Cutting for Educators

CFA at IADT

Professional Skills Framework:
Participation and Staff Capacitation

The Professional Skills Framework has
supported a diverse range of upskilling
opportunities, with 11 certification
modules delivered across multiple
formats: 6 online, 3 blended, and

2 in-person. Since its launch, the
framework’s certificates engaged 151
learners in total, with year-on-year
participation as follows: 52 in 2021-22,
37in 2022-23, 41 in 2023-24, and 21
in 2024-25.

Staff-Learner Numbers (Total: 70)

Creative Use of Archives

o

Generative Arts

Electronics for Arts

Game Design

Immersive Sound Design for Film

Digital Sculpting

Post Production of Photographic Images

Teaching + Learning for the Creative Arts

Radio + Podcast Production

Data Visualisation

Digital Sculpting + Modelling

il

Fundamentals of UX Design

n

Storytelling for the Metaverse

Critical Design Philosophies

Design Thinking

New Ways of Telling Stories

Strategic Development for Creative Professionals

EEEE]

[[] Professional Skills Modules

[] certificate Programmes
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In addition to external learners, the
initiative has played a key role in staff
capacitation at IADT. A total of 70 staff
members enrolled in CFA programmes,
with 35 participating in Professional
Skills modules. The most popular
module was Laser Cutting for Educators,
taken by 13 staff, followed by Creative
Use of Archives (6), Generative Arts

(5), Electronics for Arts (3), Immersive
Sound Design for Film (3), and Game
Design (3). Smaller numbers completed
specialised modules such as Post-
Production for Photographic Images, and
Digital Sculpting, each with 1 participant.

Beyond the core Professional Skills
offerings, staff also engaged in other
upskilling programmes, including
Teaching and Learning for the Creative
Arts (10 participants), Radio and Podcast
Production (8), Data Visualisation (7),

UX Design (2), Digital Sculpting and
Modelling (2), and Storytelling for

the Metaverse (2). Smaller numbers
completed programmes such New
Ways of Telling Stories, Critical Design
Philosophies, Design Thinking, and
Strategic Development for Creative
Professionals, each with 1 participant.
This uptake reflects a strong institutional
commitment to continuous professional
development across technical, creative,
and pedagogical disciplines.

Supporting New Forms of Industry
Collaboration and Stackability

Following the success of the
Professional Skills matrix as a model
to deliver a flexible range of micro-
credentials, we are now working

with external industry partners to
collaborate on the development of a
novel, accredited model of stackable
micro-credentials. Designed specifically
for industry professionals in the
creative and cultural sectors - ranging
from junior to senior executives -

this Level 8 undergraduate offering
responds to the needs of learners who

may have substantial professional
experience but hold only Level 6 or 7
qualifications. For these individuals,
the micro-credential can provide

a critical pathway to gain formal
academic recognition of their skills,
enhance their career progression,
and build eligibility for future Level

9 study. Central to this initiative,

the insights gained from the
Professional Skills matrix enabled

a precise alignment of industry-
valued competencies with academic
outcomes, ensuring both practical
relevance and academic integrity.

To address the diverse professional
development needs of our external
partners' learners, we proposed a
flexible, stackable micro-credential
model underpinned by three distinct
structural options. Each model is
designed to culminate in a 20 ECTS
Level 8 award in Professional Skills
for Industry, co-designed and co-
delivered through a critical partnership
between IADT and the external partner.
The micro-credential is composed

of smaller 5 or 10 ECTS components,
allowing learners to build toward the
full award incrementally - provided

all components are completed within
a defined timeframe. This modular
approach supports accessibility

and accommodates the varied
schedules and learning paces of
working professionals.

The proposed model offers different
configurations of technical skills and
leadership or cultural entrepreneurship
components. This structure enables

a tailored learning journey, reinforcing
both practical industry competencies
and strategic leadership abilities.

As a co-designed and co-delivered
model, it leverages the strength of the
partnership: industry partners ensure
direct relevance to sectoral needs and
learner context, while IADT provides
academic oversight and ensures

the rigour and integrity required for
accredited awards.

Key to the programme’s success is

its foundation in work-based learning,
adaptive curriculum design, and flexible
delivery methods - including onlineg,
blended, and project-based formats. By
embedding co-design principles and
allowing for ongoing content evolution,
the Certificate remains responsive to
both learner feedback and sectoral
trends, while ensuring academic quality
and rigour. Additionally, there is potential
to offer complementary supports such
as teaching and learning workshops for
industry-based practitioners involved

in delivery, ensuring pedagogical quality
and professional relevance throughout.

I have been searching
For ways to upskill
while I search For

my first career in

the industry. I still
have loans to pay and
my Family does not
have a lot of money
so being able to take
part in subsidised
courses like these
means 3 lot to me!
Certificate in Professional Skills
for Creative Industries - Stop

Motion Animation for Product
Photography Learner

Stackable Certificate Modlel

20 ECTS Level 8 Certificate
comprised of successful
completion of:

Production and Technical Skills
(5ECTS)

Enhance your technical
knowledge and understanding
of contemporary production
methods, tools, and workflows
that underpin creative outputs
across a range of disciplines.

+

Creative Development Skills

(5 ECTS)

Refine your creative process,
improve ideation and innovation
approaches, and apply advanced
problem-solving techniques within
your professional practice.

Management and Leadership Skills
(5ECTS)

Develop the skills required to
manage projects, lead creative
teams, and contribute to
organisational strategy within

the creative industries.

+

Business and Entrepreneurial Skills
(5 ECTS)

Gain a foundational understanding
of business principles,
entrepreneurship, and strategic
thinking to support career
sustainability and innovation

within creative contexts.
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Conclusion

The Professional Skills Framework developed by IADT offers

a structured response to the skills needs of Ireland’s creative
and cultural sectors. Grounded in national policy and sectoral
research, it supports flexible, accredited learning pathways that
address identified gaps in upskilling, reskilling, and industry-
academic collaboration. A key feature of the Framework is

its integration of work-based learning with formal academic
oversight and accreditation; this ensures that the micro-
credentials are both practically relevant and academically
robust, meeting the expectations of learners, institutions, and
industry partners alike. The desigh enables recognition of prior
learning, modular progression and supports a variety of learner
profiles, including those without traditional academic pathways.

Implementing in-house validation processes and stackable
awards has demonstrated how some structural barriers often
associated with micro-credentials - such as validation timelines,
credit structures, and institutional flexibility - must be addressed
within existing systems. While ongoing review and development
will be necessary, the Framework to date offers a practical model
for integrating micro-credentials into higher education provision.
It highlights how institutions can respond to professional learning
needs while maintaining academic standards and contributing

to a more agile and inclusive skills ecosystem.
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Exploring Inter-Institutional
Mobilities, Creative Arts
Pedagogies in Cross-
Institutional Contexts

A priority area of focus of CFA in IADT was to
pilot new forms of local, cross-institutional
collaboration between educators and
learners between the three CFA partner
institutions. While undergraduate learners

in Ireland have long had opportunities to
study abroad through programmes such

as Erasmus; there have beenmnoiformal
structures enabling IADT leaners and staff to
mobilise their learning and teaching in local,
Irish Higher Education Institutions. Thesge pilot
mobilities were designed as research-led
interventions: practical experiments aimed
at testing the pedagogical value, logistical
feasibility, and institutional impact of trans-
institutional teaching and learningacross
UCD, IADT, and NCAD. By exploring a range of
formats and disciplines, the CFA mobilities
sought to map out potential models for local
mobility that can complement and-.extend
learning and teaching opportunities for
learnersiin the Creative Arts.

CFA at IADT
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° The Academic Development Group (the strategic
academic steering group for CFA) identified

REPD T AND at a workshop in December 2022 the types of
CASE STUDIES mobility that might be trialled and tested across
the three partners during the course of Phase
N l. Based on the models of mobility within the
2821-2825 Erasmus Framework, the following types of
mobility were identified as pilots to be rolled-out.

The table illustrates where these pilot mobilities
were trialled and tested within IADT. Some of

Foreword : : iti

the projects listed below are expanded within
Introduction individual case studies in this volume.
Case Study 01
#FlexibleLearningEcologies
Case Study 02
#IndustryEmbeddedLeaming Model Indicators Status IADT Pilot
Case Study 03 - - . .

Peer Led Learner Mobility Learner Mobility — Peer Led, Peer Unaccredited Design Challenge (IADT/UCD /NCAD)

#CreativePracticeResearch . T
Learning Informal, Interdisciplinary

Case Study 04
#ReciprocalLearningModels -> Learner Mobility Qualitative and Quantitative Unaccredited  Level 8 Cert in Professional Skills for Graduates (Graduate

or Accredited  Launchpad) (IADT/UCD/NCAD)

o | >

Case Study 05 -> Peer Mentoring

#TransdisciplinaryEducation Design for Character Project

=> Industry facing (UCD Writers and IADT Character Designers)
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Case Study 06
#LifelonglearningPathways C -> Blended Learners are enrolled in existing Level 8 Accredited Undergraduate Electives Y1, Y2, Y3 (IADT/NCAD)
Case Study 07 = pesiesiice programmes |n_th.e|r.home |nst.|t.ut|on
#E ineTechnol Practi and are given disciplinary specific but

mergingiechnologyrractice -> Cross-disciplinary complementary briefs
Case Study 08 Ieam_e_r and/or staff
#InstitutionalChange mobility
Case Study 09 Pedagogical Mobility Disciplinary methodologies might Unaccredited  Architecture/Narrative Creative Pedagogies Pilot (IADT/UCD)
#SkillsResponsiveEducation D be utilised or trialled within different

contexts

Case Study 10
#Colla_boratlvePart_ner_sh|ps e . Experimental / Qualitative engagements without Unaccredited/ Trialling of Creative Attributes Framework
Exploring Inter-Institutional Mobilities, Creative E Speculative Mobility determined outcomes Reflective
Arts Pedagogies in Cross-Institutional Contexts
Case Study 11 Industry Mobility Tutors from industry co-develop and Accredited Level 9 Cert in Live Studio Broadcasting / Multi Camera Television
#Pedagogicallnnovation F co-deliver a programme

Case Study 12
#EvidencelnformedPractice
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Case Studies

This case study presents two of

these mobilities in detail; the Model

D: Pedagogical Mobility trialling
different disciplinary methodologies

in different contexts and Model C:
Blended, Accredited, Cross-Disciplinary
learner mobilities across the partners,
outlined here in the pilot module
Archives of the Senses.

The Pedagogical Mobility Architecture
and Narrative was a three-phase

pilot that integrated studio-based
learning into literary studies at UCD in
collaboration with IADT; and Archives
of the Senses, a six-week elective
module in which learners from IADT
and NCAD engaged with walking as
an artistic practice. Though different
in format, scale, and institutional
configuration, both projects reflect the

shared priorities of interdisciplinarity,
experiential learning, and the
development of authentic, creative
assessment practices. They also
provide insight into the benefits

and challenges of working across
institutional boundaries, highlighting
how access to different kinds of space,
expertise, and learner cohorts can
enrich both curriculum and pedagogy.

In the sections that follow, we offer

a detailed account of the Architecture
and Narrative mobility, followed by
documentation of the Archives of
the Senses module and an overview
of all the modalities of mobility
piloted by IADT's CFA team. Each
example demonstrates how mobility
can be leveraged not simply as a
logistical tool for access, but as a
pedagogical strategy for expanding
how learning happens.

CFA at IADT

Mobility Case Study 1: Pedagogical
Mobility: Architecture and Narrative:
Rethinking Assessment in the
Humanities.

Architecture and Narrative was an
ambitious mobility pilot, running across
three phases and engaging both staff
and learners from UCD and IADT. The
overarching aim was to investigate how
elements of studio-based pedagogies
and assessment could be meaningfully
adapted into a literature seminar within
a research university. In doing so, the
mobility sought to challenge traditional
disciplinary boundaries, testing

new models for trans-disciplinary
collaboration and assessment.

At its core, the pilot aimed to explore
alternative ways of reading by
redesigning the final assessment for a
UCD undergraduate literature seminar,
replacing the conventional academic
essay with a creative, collaborative
model-making assignment. Learners
from UCD were paired with creative
arts learners from IADT to design and
construct physical representations of
fictional spaces drawn from literary
texts. An ambitious shift in pedagogy,
this collaboration aimed to foster a
more embodied, collaborative, and
materially engaged approach to literary
analysis - one that foregrounded
process, experimentation, and
interpretation through making.

Staff Mobility and Studio Pedagogy
The first phase of the pilot focused
on staff mobility and professional
development. Fiona Snow, IADT
lecturer, designed a bespoke
programme for UCD faculty that
introduced the signhature pedagogies
of the creative arts, with particular
emphasis on studio-based learning,
formative assessment, and visual
storytelling. Over a five-week series
of workshops, UCD staff engaged in
hands-on sessions in IADT's studios
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and were guided through the forms
of assessment used in the creative
disciplines. The bespoke training
involved in-depth discussions of
assessment methodologies used in
creative arts, which provided UCD
faculty with an understanding of how
to evaluate creative projects. This
training also supported a productive
interrogation of the viability of
integrating creative arts pedagogies
into research university structures,
considering how such practices could
be adapted to the more traditional
academic framework at UCD. While
completing the pilot phase of the
project, the IADT lecturer helped
guide UCD staff through this novel
pedagogical approach, ensuring they
were well-prepared to lead similar
initiatives in the future.

Studio education in the creative arts is
structured around several distinctive
features. These include: the use of the
studio as both physical and conceptual
space (Tasker, 2011); collaborative and
iterative processes of learning (Barry,
2014); an emphasis on process over
final product (Markussen, 2017); and
an acceptance of uncertainty and
experimentation as core to creative
work (Boelen, 2019, Orr & Shreeve,
2017). Faculty from UCD, trained

in more text-based approaches to
assessment, had to adapt to new
ways of thinking about learner work,
assessment, and the role of risk in

the classroom.

The training also prompted broader
institutional reflection on the
integration of creative pedagogies
within a research-intensive university
setting. How might visual, collaborative,
or materially based assignments

be reconciled with conventional
academic standards? Could creative
assessment be aligned with existing
learning outcomes in a literature
module? The staff mobility phase

provided space for UCD faculty to
engage these questions in a supported
and collaborative setting.

The staff mobility phase of the pilot
concluded with consolidating learning,
refining materials, and considering
scalability. UCD faculty developed
detailed workbooks for future learner
cohorts, clarifying the scope of the
project, timelines, and expectations
for reflective practice. They also
considered how smaller-scale
creative interventions - such as visual
annotations, collaborative storyboarding,
or group design exercises - might be
integrated into other modules without
requiring full institutional mobility.

Learner Collaboration and Process-
Focused Assessment

Phase two introduced learner mobility;,
with third-year UCD literature learners
paired with IADT Design for Film learners,
who volunteered as mentors and
collaborators. The IADT learners, from
the BA Design for Film, contributed
technical expertise in design and
construction, while UCD learners
brought literary analysis and narrative
insight - supported by the workbook
developed by UCD faculty during the
staff phase of the mobility. Together, the
learner pairs worked across campuses
to develop conceptual designs, build
scale models, and document their
decisions through reflective journals.

The interdisciplinary nature of the
collaboration prompted both groups of
learners to move beyond the academic
traditions they have been trained in.
Literature learners were asked to engage
in hands-on making, group work, and
visual interpretation, while creative arts
learners were challenged to support and
scaffold their peers’ entry into creative
methods. Acting in a mentorship role
empowered the IADT learners, giving
them a new lens through which to
contextualise and understand the range

of specialist knowledge and skills
they have developed over the course
of their education to date. Reflective
learning journals were central to the
assessment process; these journals
captured learners' evolving ideas,

design choices, and critical reflections.

This insight into process over product
facilitated an expanded means of
evaluating and assessing the work
and re-assured UCD learners that the
focus of assessment was not going to
be on a final artistic outcome.

This emphasis on “thinking-through-
making” reflects a pedagogical turn
described in the literature on creative

education (Davis, 2017; Kimbell, 1990).

Rather than viewing creative work
as an alternative to academic rigour,
the model placed value on process,
documentation, and interpretive
reasoning - all of which are already
foundational to literary study; albeit
traditionally expressed differently
for assessment.

Following this second phase of the
project, interviews were carried

out with the IADT learners, asking
them about their experiences of the
project. These interviews highlighted
not just disciplinary differences but
contrasting academic cultures.

As one IADT learner observed, “They
really trusted me to take the lead

on the making side... | realised | know
a lot more than I'd give myself credit
for!” The collaboration required IADT
learners to articulate their tacit
knowledge - skills that were intuitive
to them but new to their UCD
counterparts. “l was surprised

by how quickly | could solve problems
they were stuck on. It made me see
the value of what I've learned here
[at IADT]"

At the same time, IADT learners valued
the strong conceptual foundation that
the UCD learners brought.
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“They had a really good grasp of what
they wanted to achieve,” noted one
IADT partner. “They knew the narrative
they were aiming for; they just needed
help putting it into form.! The dynamic
became one of reciprocal learning:
literary learners learned how to think
spatially and visually, while the art and
design learners practiced translation,
collaboration, and leadership.

The process was not always seamless.
Learners had to navigate creative
tensions and practical constraints.
One participant reflected, “There
were so many ideas flying around,

and | had to be the one to say, ‘'That's
not going to work! | learned how to
compromise - something | don't
usually need to do when working
alone!” Others described the
experience as confidence-building:
I definitely stepped up. I wanted

to do justice to their vision, and in

the process, | pushed my own skills
further than | thought | could! Hosting
the UCD learners on the IADT campus
highlighted how radically different the
learning environment was - studio-
based , materially rich, and socially
interactive. “They were shocked

by how much we interact with our
lecturers,” said one IADT learner. “They
said at UCD things are more formal,
more structured. Here, it's casual, and
that makes it easier to ask for help.”
These contrasts were productive,
offering learners a glimpse into
different educational models - and
different ways of being learners.

Challenges and Institutional Learning
Fundamental learning from the

pilot revealed several challenges:
coordinating timetables across
institutions proved complex; access
to studio space and specialist
equipment required advance planning
and resource allocation; learners,
unfamiliar with cross-disciplinary
work, needed strong scaffolding

to collaborate effectively; and,
fundamentally, faculty needed time,
training, and institutional support
to feel confident in deploying new
methods of assessment.

Nonetheless, the mobility had a clear
and lasting impact. It strengthened ties
between UCD and IADT, built faculty
capacity for interdisciplinary teaching,
and fostered innovative approaches
to literary analysis. Most significantly,
it demonstrated how creative
pedagogies - when implemented with
care and critical reflection - can open
new forms of meaning-making in the
humanities classroom.

Creative arts practices have long

held an “outsider” status in academic
institutions (Lyon, 2011) that are

often defined by text-based and
disembodied assessment traditions.
This pilot challenged that binary,
offering a compelling case for the
integration of creative and critical
inquiry. Through institutional mobility
and collaboration, it created a new
space of shared learning - one in
which literature could be explored

not only through words, but through
form, material, and making. Moreover,
it greatly informed the development
and validation of a Level 9 Certificate in
Teaching and Learning for the Creative
Arts (delivered in IADT in Semester 2,
2024/2025).

Mobility Case Study 2: Blended,
accredited, cross-disciplinary:
Archives of the Senses: walking
as artistic practice in an inter-
institutional context

Archives of the Senses was a six-

week elective module developed and
delivered by CFA staff from IADT. The
module invited participation from
learners across creative disciplines,
including a cohort of third-year
undergraduate learners from both IADT
and NCAD. This mobility pilot explored
how walking, sensory mapping, and
site-responsive creative practices
could be used as methodologies for
artistic research - foregrounding the
role of embodied experience and
sensory awareness in creative learning.

This elective was also informed by

an earlier micro-credential Creative
Use of Archives delivered in Semester
1,2022/2023. This short module,
attended by staff and graduates from
UCD, IADT and NCAD, invited learners
to reflect on the use of archival
material for creative output. The
cohort was a mixture of artists who
wished to evidence or anchor their
ideas and concepts within archival
and empirical sources; and academics
who wished to explore creative and
non-traditional ways of disseminating
their scholarship for broader impact.
The rich relationship between archives
and ethical creative practice which
honoured the rigour of scholarship
was evident within this short module,
resulting in diverse and creative
outcomes. The seeds of Archives of
the Senses were sown within this
short module and informed also by
the research being undertaken in IADT
on sensory mapping. We were keen to
explore some of these ideas within an
undergraduate context and so devised
the elective module which would be
open to learners. The timing of the
elective meant only NCAD learners
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were free to engage, highlighting again,
the difficulties and challenges of
working across different institutional
structures and timetables.

Unlike traditional classroom or studio
formats, Archives of the Senses was
rooted in movement, public space,
and multi-sensory engagement. It
asked learners to consider their
environments not just as subjects

to be represented, but as co-
constitutive elements of the creative
process. Drawing on concepts

from psychogeography, affect
theory, sensory methodologies and
environmental and eco-psychology,
the module positioned place as

both context and content for inquiry.
Learners explored how emotional
and sensory experiences of specific
sites - especially in coastal and urban
settings - could act as prompts for
reflective, practice-based research.

Walking as Method: A Pedagogy

of Place

Each session of Archives of the
Senses revolved around a structured
walking-based activity, locations
included the DUn Laoghaire West
Pier, the historic DUn Laoghaire
Oratory, and a guided walk through
Dalkey quarry and environs. Learners
were prompted to attend to sensory
changes - sightlines, textures,
sounds, and atmospheres - as

they moved through space. Tutors
offered thematic provocations
before each walk and facilitated
reflective discussion afterwards,
creating a rhythm of action and
interpretation that was both
embodied and intellectual.

This “walking as method” approach
was informed by artists and thinkers
whose work engages the landscape
experientially and affectively,

with each session supported by
preparatory homework drawing
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from a rich reading list. The elective
positioned walking not merely as a
mode of travel, but as a critical and
creative act - capable of disrupting
habitual perception and encouraging
a more attentive, situated form of
artistic thinking.

Multimocdal Documentation and
Individual Inquiry

Learners were assessed through two
primary formats: a reflective notebook
(or “archive”) and a final presentation.
The notebook acted as a personal
record of sensory engagement and
creative thought - the content was
not prescribed for the learners; it
could include sketches, photographs,
annotations, object collections,
emotional responses, or conceptual

mappings. Importantly, the notebook
captured not a finished product but an
ongoing process - a hon-linear narrative
archive of how learners made sense of
their experiences and began translating
them into creative practice.

The final presentation gave learners
the opportunity to contextualise their
experience, share the development

of their ideas, and articulate possible
future directions. This open-ended
structure allowed learners to

locate their work within their own
emerging practices and reflect on the
transferable value of the skills they had
developed. One IADT learner reflected
that the project challenged their usual
goal of producing polished, finalised
work quickly: “It was very inspiring to

see the way NCAD learners approached
failure and experimentation... I'm used
to aiming for a finished product fast.
But here, you saw people take risks,
and that changed the way | thought
about my own process.” Another IADT
participant commented on how the
reflective structure helped deepen
peer exchange: "Every week, we had
new conversations. By the end, we
were all friends. We shared ideas,
talked about what we were doing.

It just worked really well”

Mobility Through Participation

This pilot represented a different model
of inter-institutional mobility than
Architecture and Narrative. Rather
than embedding staff or exchanging
learners across campuses, Archives
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of the Senses used elective module-
level integration to achieve cross-
institutional participation. The elective
approach provided a flexible, scalable
alternative to more resource-intensive
mobility models. Learners benefited
from shared space and shared purpose
rather than formal structure alone. As
one NCAD learner said, “We were all just
students, really - coming with the same
creative interests and pursuits. | didn’t
feel a major difference. We were there
for the same reason.

By removing the boundaries of studio,
classroom, and campus, the module
allowed learners to co-experience their
learning as a community of practice
shaped not by institutional affiliation
but by a shared mode of inquiry.
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Designing this module as a mobility
reduced hierarchies of learning and
teaching, and encouraged a more
open, horizontal exchange of ideas
and influences.

Impact and Reflection

Feedback from learners indicated that
the module significantly expanded
their understanding of what creative
research can entail, with some
describing it as an invitation to slow
down, to pay attention differently,

and to reconsider the sensory and
emotional textures of everyday space.
Some learners highlighted the power
of the notebook format as a tool

for thinking, while others valued the
freedom to chart their own direction
in the final presentation.

From a faculty perspective, the

pilot demonstrated that local
inter-institutional mobility need

not require a total overhaul of
pedagogic approaches or extensive
infrastructure and material support.
Instead, by inviting external cohorts
into thoughtfully designed modules,
institutions can foster meaningful
forms of mobility based on shared
space, shared experience, and shared
inquiry. This collaborative, shared
model may be especially relevant for
HEI contexts where campuses are
geographically proximate but often
pedagogically isolated.

Ultimately, Archives of the Senses
revealed that mobility can be about
more than movement between
campuses - it can be a shift in
perspective, an expansion of practice,
and a renewed connection to the
embodied experience of learning itself.
The development and delivery of the
module resulted in an invitation to
the core team to partner in a Creative
Europe funding application on walking
as artistic practice (WAVE).

Key learning from mobility pilots

These mobility pilots demonstrate
the transformative potential of
cross-institutional, interdisciplinary
collaboration in higher education,

and their successes are predicated

on the resourcing made possible

by CFA funding. Investment in

staff mobility enabled faculty to
engage meaningfully with unfamiliar
pedagogies, while funding for materials,
travel, and staff time made it possible
to implement ambitious, collaborative
teaching models. If such initiatives
are to be sustained and scaled, they
must be recognised not as peripheral
experiments but as vital contributions
to curriculum innovation. Supporting
this work long-term will require
structural commitment, adequate
resources, and a shared vision for
what local mobility can offer learners
and educators.

Conclusion: Advancing Mobility
Through Flexible Learning Pathways

The development of a national
framework for micro-credentials is

a vital step in enhancing stackability
and learner mobility across the

higher education sector. By ensuring
the portability of these credentials,
institutions can empower learners to
build flexible, personalised learning
pathways that transcend traditional
academic boundaries. While challenges
remain in standardising recognition and
credit transfer, the potential benefits
such as greater accessibility, reduced
duplication of study, and support for
lifelong learning, make this an essential
evolution in higher education.

Within IADT our research and pilot
initiatives have demonstrated two
viable models for integrating micro-
credentials into Level 9 mobility
frameworks. The first is embedded
micro-credentials within existing

programmes, which allows learners to
take accredited standalone modules
that can later be applied toward a full
degree, reducing future study burdens.
The second is a modular “elective spine”
in new programme design enabling
learners to supplement core studies
with micro-credentials from their own
institution or partner HEls, fostering
interdisciplinary learning

and institutional collaboration.

These models highlight the
transformative potential of micro-
credentials in breaking down silos
between institutions and creating
more dynamic, learner-centred
education systems. In the next phase,
sector-wide coordination, along with
clear policies on credit recognition and
transfer, will be crucial in realising this
vision. By embracing these innovations,
higher education can better serve
diverse learners, support workforce
upskilling, and strengthen our position
as leaders in flexible, future-focused
education for the creative industries.
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Developing the Creative
Attributes Framework:
Lessons in Testing and
Adoption

Introduction

This case study examines the development
and localised application of the Creative
Attributes Framework (CAF) at IADT.
Following a wide-ranging consultation

with stakeholders including HEI learners,
educators, and key industry partners,

the draft CAF was developed by CFA in
collabaoration with M.Co at the beginning

of the project in 2021. The draft CAF
responded to the brief to present “a
systematic Creative Attributes Framework
that supports curriculum development and
learning outcomes in line with emerging and
future needs, in order to create a platform
for life-long learning for creative and cultural
practitioners” (M.Co, 2021, p. 3).
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The CAF was conceived as a device to
support academic staff in embedding
essential creative competencies

into academic content, ranging

from programme to module design.
Designed to provide a shared
language for defining key attributes
required for success in the creative
industries, the CAF framework was
initially drafted with four categories:
Think, Do, Explore, and Connect. Each

category contained specific attributes,

such as “Curiosity,” “Responsibility;”
and “Collaboration,” that were
intended to help both educators

and learners articulate and assess
the competencies associated with
creative practice. The following
discussion describes how the

CFA team in IADT has refined and
integrated CAF into their own module
design, research, and planning.

The Context and Role of Attribute
Frameworks in Education

In the context of creative arts
education, attribute frameworks have
emerged as tools for articulating the
competencies needed to navigate
increasingly complex and uncertain
professional landscapes. While some
frameworks, such as the one found
in Graduate Attributes in Higher
Education (Normand & Anderson,
2017), stem from general higher
education and promote broadly
transferable skills, others like the
Creative Attributes Framework (UAL,
2016) are grounded specifically in
the creative arts, reflecting the field's
distinct pedagogical and professional
demands. Creative arts graduates are
frequently identified as possessing
"meta-competencies” that support
uncertain and protean career paths
(Bridgstock, 2011), yet they continue
to face employment instability despite
these strengths. Attribute frameworks
are overarchingly indented to empower
such graduates with the language and
insight needed to articulate and define
the range of transversal skills they
possess. The literature consistently
emphasizes employability and career
readiness as primary rationales for the
use of such frameworks, particularly
in the arts where attributes like
adaptability and self-direction are
paramount. Interestingly, some
influential pedagogical models,
including Studio Thinking (Hetland et al.,
2018) and Project Zero's Artful Thinking
Palette (Tishman et al, 2008), originate
from primary and secondary education
contexts, illustrating how creative
competencies are cultivated across
the learning spectrum. Frameworks
also vary in scope - examples are found
to range from 4 to 11 competencies
- which may reflect disciplinary
complexity rather than inconsistency.
Importantly, the value of attributes is
most clearly realised when they are

@]
mn
>
D
-
>
=)
3

embedded in curriculum, accreditation
processes, or supported by initiatives
such as Glasgow University's Student
Graduate Skill Awards (n.d.), which
offer non-accredited but contextually
rich opportunities for learners to
showcase and apply their skills. In

this way, effective frameworks foster
not only the acquisition of creative
competencies, but also their practical
application in career self-management
and lifelong learning.

A Continuum of Research in IADT:
From DELTA to the Creatives Attribute
Framework

The work undertaken in IADT with the
draft Creative Attributes Framework
forms part of an ongoing continuum

of research and pedagogical innovation
at IADT, grounded in a long-standing
tradition of excellence in creative

arts education. This continuum

of work includes IADT's receipt of

a 2018 DELTA Award (Disciplinary
Excellence in Learning, Teaching, and
Assessment) form the National Forum
for the Enhancement of Teaching and
Learning/HEA titled Critical Thinking in
Creative Practice. Many of the original
winning team members went on to
become involved in CFA (Fiona Snow,
Dr. Sherra Murphy, Dr. Elaine Sisson,
Clyde Doyle). The DELTA documentation
clearly articulated the structures
necessary for meaningful teaching and
learning in the creative arts, including
those related to assessment and
assessment language.
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Alongside such formal initiatives,
informal practices within certain
departments and programmes at IADT
have also shaped how assessment
language is used and understood. One
such example is the emergence of

a shared “assessment lexicon”: an
informal set of commonly used phrases
developed through localised teaching
practices. While not institution-wide,
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these practices reflect ongoing efforts
to make assessment more transparent
and accessible to learners. The value

of this approach is exemplified in

the published case study “Student
Engagement with an Assessment
Lexicon: A Structured Self-Assessment
to Help Demystify the Assessment
Process,” (Snow, 2019) which highlights
the effectiveness of shared language

in fostering learner agency and clarity
around assessment expectations.
These practices align closely with the
aims of the CAF, which aimed to build
meaningful pedagogic approaches

in the creative arts that empower
learners to understand - and help
shape - the language used in the design
and delivery of their programmes.

This continuum of work was
significantly supported in 2020 by

the awarding of the National Forum's
SATLE funding scheme (Strategic
Alignment of Teaching and Learning
Enhancement) to support Fiona Snow
in the research and development of the
Creative Cognition Framework (CCF).
Developed as a practical toolkit for
educators, the CCF was designed

to support the creation of meaningful
and reflective learning experiences
within creative disciplines. The project
not only expanded institutional
understanding of creative pedagogy
but also offered concrete strategies
for curriculum design and delivery.
The CCF research identified three
overarching modes of learning in
creative-arts settings: Ideation,
Fabrication and Articulation. Insights
from the CCF directly informed the
development of the CAF in IADT,
reinforcing its grounding in authentic
teaching practices. Drawing on this
foundational and cumulative body of
research and experimentation, IADT has
been able to critically engage with and
adapt the CAF to reflect its institutional
context and commitment to signature
pedagogies in the creative arts.

Working with the draft Creative
Attributes Framework (CAF)

When the CFA team at IADT received
the first draft of the CAF in 2021, we
undertook a wide-ranging literature
review as a means of situating the
framework in the context of existing
research into attributes in the creative
arts and in higher education. This
review helped to identify key
frameworks and theories informing
the design of CAF, ensuring that it
was alighed with contemporary
research and best practices in creative
arts education. Following extensive
desk research and analysis, the draft
CAF was trialled by tutors in desighing
assignments and curriculum. From
2021, tutors trialled the design and
use of the CAF for different teaching,
learning and assessment tasks. This
testing allowed the team to explore
how the Framework could be used to
structure and align learning outcomes
for flexible, learning environments.

Rethinking the Creative Attributes
Framework

Following the team's use of the CAF in

a variety of contexts (see next page),
we made some significant changes.
The most important was to reduce

the original 4 categories from Explore,
Connect, Do, Think to 3 categories

of: Explore, Connect, Do. Following
feedback, consultation and reflective
analysis we realised that that Think

as its own category was redundant

and instead, we redefined Think as

the central, overarching goal of the
framework because thinking informs
every aspect of teaching, learning and
assessment regardless of the activity.
We also decided to remove the category
of Change Maker as we did not think

it was a robust or coherent enough
designation to inform curriculum design
and placed Creative Thinker at the
centre of the CAF instead. What was
evident in our trialling and use of the CAF

Creative Attributes Framework: Application and Activity Table of Use

Certificate in Storytelling for the Metaverse
Use of CAF on briefing papers, programme handbook, learning outcomes,
learners' feedback as part of focus groups.

Creative Use of Archives module
Use of CAF for a post-delivery reflection of module offered in late 2022,
and for the development of future iterations of this module.

Mobilities
Use of CAF in Mobility Pilot with UCD, trans-disciplinarity.

Asynchronous Programmes
Use of CAF in asynchronous programme development for development of
asynchronous curriculum design.

Embedding UDL Principles
Use of the CAF to embed Universal Design for Learning principles into online
and asynchronous content.

Learner Perspective
Use of CAF to prepare and submit assignments.

CAF Video
Recording of a short video describing the use of CAF.

Learners Evaluation
Used to design and interpret learner evaluations carried out in 2021/2022 .

Information Session
CAF Workshop for IADT Academic Staff.

Archive of the Senses module

Use of CAF directly with learners in the module briefing session to describe
and contextualise the module. Used to design the module content and the
mix of sessions.

Creative Campus Working Group

Presented the CAF in the context of IADT's continuum of research into the
language and design of creative arts pedagogic approaches to the expert
working group.

Certificate in Teaching & Learning for the Creative Arts

Use of CAF to design the modules and each session on the Certificate
in Teaching and Learning for the Creative Arts.
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is that Frameworks can be continuously
refined and adapted to fit the needs

of a specific institution. IADT's deep
understanding of creative arts pedagogy
enabled the team to engage critically
with the CAF, making modifications to
ensure it was better suited to our needs
and our creative arts programmes.

A Case Study of the CAF in use:
Desighing Asynchronous Learning

In February 2023, Stefan Paz Berrios,
Emma Balfe and Fiona Snow began
work on the development of online,
asynchronous programmes for CFA

in IADT (see next page). The initial
objective was the creation of a pilot
asynchronous module in Equality,
Diversity & Inclusion Training for

the Creative and Cultural Industries
(hereafter ‘EDI for the CCls'), as well as
a broader asynchronous framework,
agnostic in content. However, as the
research deepened and the challenges
of designing asynchronous learning
became evident, the objective of

this work shifted. There are several
challenges and considerations to

bear in mind specifically on digital
accessibility and on micro-credentials
in the marketplace.

Using the Creative Attributes
Framework to Design Asynchronous
Content

Designing and developing an online,
asynchronous programme requires
thoughtful consideration of the learner's
ability to be engaged in this type of
environment. An awareness of learners’
varying abilities to engage with online
content, the constraints and limitations
imposed by space, place and time, and
the emotional and affective impacts of
learning in this way are key to good and
sustainable curriculum design, and such
considerations require awareness of
and alignment with Universal Design for
Learning (UDL) principles. In a traditional
classroom, UDL principles can perhaps

more easily be adhered to, and learners’
emotional and affective responses to
learning can be deciphered by educators,
while this may be more difficult within
an online, asynchronous environment.
In developing the Asynchronous
Framework, we used the CAF to help
scaffold learners' learning, to ensure
that core competencies are delivered
within the asynchronous classroom,
and to maximise accessibility for
diverse learner cohorts. This has been
used in conjunction with UDL principles
and Instructional Design principles.

Explore, Connect, Do - but how?

The Creative Attributes Framework
prompts educators to choose which
categories and attributes are most
relevant to a planned class or module
and then allows them to play with
attributes that will effectively support
these activities. This is done by asking
questions, “What is the main objective
of this class/module? And which
competencies will help learners
achieve this objective?”. An educator
may wish to get learners Exploring
and Connecting, by working playfully,
collaborating with peers, and using a
lens of empathy to approach the
programme or module content.

We used the categories of Explore,
Connect, and Do to structure the
design of the Asynchronous
Framework. This three-stage approach
is underpinned by instructional design
theory, which proposes three separate
factors for online teaching that
influence learner engagement; these
are "personal factors, social interactions,
and problem-based learning context”
(Ornelles, Ray & Wells, 2019, p. 549).
These factors have been mapped to
the master categories of the Creative
Attributes Framework, where they
align with Explore (personal factors),
Connect (social interactions), and Do
(problem-based learning context).

CFA at IADT

Through trial and experimentation, we have developed the following approach to

asynchronous programme design.

A prototype lesson template for an asynchronous 5 ECTS module, mapping content,
resources, and timing across three pedagogical phases: Explore, Connect, and Do
within a 30-45 minute lesson structure.

L 01
e SS O ﬂ Minutes
Section Theme Topic Resources Time
minutes
Intro Introduce Module Video 3-5
» Lessons - Headshot
- Assessment - Slides
Lesson Explore Theory Video 4-7
11 ) - Headshot
Introduce main . Conceptual
theoretical
components Context Video 4-7
- Slides
Quiz Recap MCQ 2-4
Lesson Connect Theory Video 3-5
1.2 - Headshot
Introduce case
studies, papers, | case Study Video 4-7
media, wiki. Real - Slides
world examples
Quiz Quiz 5-10 Qs 2-4
Lesson Do Theory Video 3-5
1.3 - Headshot
Promote - Conceptual
practical
application Discussion Glossary 4-7
of knowledge Academic
papers
Quiz Journal 4-7
Summary | Quiz Capstone Video 3-5
- Headshot
- Slides
45
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C FA A I IAD I Using the Streamlined Framework specific context of an institution. IADT's existing expertise in creative
The evolution of the Creative ) While the CAF was developed with arts pedagogy has been instrumental
. The revised three-category CAF of . . . h
Attributes Framework (CAF) at input from a range of stakeholders, in analysing and adapting CAF to
Explore, Connect, Do proved to be . ’ e =2
IADT, shown across three stages of } where it has been used successfully fit the institution’s specific needs,
. a much more useable and dynamic - - ) ) )
development from the original M.Co . in IADT has been largely due to the building on previous work in areas like
. : framework, with the CFA team S B
draft (2021) to a refined circular A . . active involvement of IADT's CFA team, assessment language and curriculum
. . employing it in their design of . : .
model, to the final adapted version ) ; who were able to apply their deep design. The lessons learned from this
- . . modules, micro credentials and ) ) ) ) )
centred on the Creative Thinker - . pedagogical expertise to refine and process provide a foundation for further
ongoing research. Learners in CFA- . ) . o
) adapt the framework for their unique developing the framework and similar
led modules have benefited from a . - o ) )
- . . needs. This process of adaptation initiatives, with the potential for broader
clearer articulation of the creative S - B ) 3
) and expert analysis is essential to adoption and impact in the future.
attributes they are expected to ; -
) - ensuring that any framework is not
Reflexive develop, with the Explore-Connect- . I
Foreword . . o only relevant but also effective within
Do framework being made explicit AT . S
h S the institutional context in which it
Introduction to learners during module briefings. . .
is applied.
Persistence  Change .
Case Study 01 ° S
) y . . S Maker EEyeiie IS e s ofvmoolules,.the The key lesson from refining and
#FlexibleLearningEcologies CAF has found arole in the design . . . .
- o integrating the draft Creative Attributes
C Study 02 of bespoke micro credentials in Framework is the necessity for Bridgstock, R. (2011). Skills fi tive industri
ase Study a A, 7 ridgstock, R. . Skills for creative industries
Empathy partnership with industry. We have i ini
#IndustryEmbeddedLearning Making Public utilised the CAF as an efficient CMEEMBEVEIVEEENETE Ce e Eem, M gr.agcé”ﬁifpsﬁﬁﬁiisiéffﬁ iigg/ogzzgglglfﬁ(llo)ésw
— . revision of CAF from four categories ’ e ’
structure around which to focus . o .
Case Study 03 conversations with industry partners to three, with a central focus on Glasgow University. (n.d.). Student Graduate Skills
#CreativePracticeResearch Y1 ) “Think," reflects the iterative nature Award. Retrieved from https://www.gla.ac.uk/

By applying the CAF, the team has
Case Study 04 been able to identify key learning
priorities that align with industry
needs and to devise tailored learning

schools/education/studentsupportnetwork/

of framework development and the e e ) e oy

need for flexibility. The three-category
CAF aligns with the evidence-based Hetland, L., Winner, E., Veenema, S,, & Sheridan, K. M.

t P OEERE 6 - (20183). Studio thinking 2: The real benefits of visual
outcomes or the Lreative Cognition arts education. Teachers College Press.

Case Study 05 outcomes for pilot micro-credential ) .

. y i . QesPONsity e —— 'Fr)he CAF has served as Framework project, with Explore, _ _
#TransdisciplinaryEducation aefectiy, 1es. : X Connect and Do finding neat corollaries M.Co (2021). CFA - Creative Attributes Framework,
B ————— a focal point for these discussions, . . consultation report and recommendations. Internal

. . . in Ideate (Explore), Articulate (Connect) R . blished
helping us work with our industry . (iEpPXelns Uil el Tk
lion thei . and Fabricate (Do).
partners to align their expectations Normand, C, & Anderson, L. (Eds.). (2017). Graduate

and develop effective learning The ability t ise the f K attributes in higher education: Attitudes on
Case Study 07 structures. The Framework's ability € abllity 1o revise the Tramewor attributes from across the disciplines. Taylor &
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Reflections on Data

Introduction and Overview

Across four academic years 27 programmes

ran as part of IADT's CFA Project. Ranging

from 20 ECTS, postgraduate level certificates

through to week-long development labs
and 24-hour design challenges, the project’s
outputs are notably wide-ranging.

The short programme length, compared to
more traditional Level 8 or 9 programmes,
allows for modules to be designed,
authenticated and delivered in a far
shorter turn around, creating a flexibility
to respond to rising needs of learners. Of
the 27 programmes, 12 were professional
skills programmes - intentionally designed
to do just that; plug gaps in creative arts
professionals’ skill sets through focused
programmes delivered by industry experts.

While a total of 506 learners took CFA
programmes over this time, who are

CFA learners and what do they want from
a programme?
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Number of programmes per academic year
2021
2022
2023
2024
2025

Sectors represented by CFA learners
Categorised from learner application data for academic years 21/22, 22/23, 23/24

and 24/25

Fundamentals for UX Design

Education

6

Health
& Social
Science

3

Consultancy

5

Creative
Industries
Media, Design,
Film, etc

7

Engineering &
Manufacturing

2

Self-
employed/
Enterpreneur

Public
Sector &
Government

3

Not-currently
Employed

8

Data Visualisation

Education

20

Health
& Social
Science

4

Consultancy

2

Creative
Industries
Media, Design,
Film, etc

8

Engineering &
Manufacturing

1

Public
Sector &
Government

3

Self-
employed/
Enterpreneur

4

Not-currently
Employed

2

Technology
&IT

8

Creative
Industries
Museums,
Galleries, etc

Construction
& Real Estate

Full-time
Student

1

Technology
&IT

1

Creative
Industries
Museums,
Galleries, etc

Construction
& Real Estate

Full-time
Student

Finance
& Banking

1

Design Thinking

Education Technology Finance
&IT & Banking

11 4 3

Retail &
Hospitality

2

Non-profit &
Community
Services

Finance
& Banking

5

Retail &
Hospitality

1

Non-profit &
Community
Services

Other

Consultancy | Creative Creative Retail &
Industries Industries Hospitality
Media, Design, Museums,

Film, etc Galleries, etc

1 7 5

Engineering & | Public Construction Non-profit &
Manufacturing | Sector & & Real Estate  Community
Government Services

5

Not-currently JU[ISHE) Other
Employed Student
Enterpreneur

2 1

Radio and Podcast Production

Education Technology |Finance
&IT & Banking

8 1 1

Consultancy KeJEETHIES Creative Retail &
Industries Industries Hospitality
Media, Design, Museums,
Film, etc Galleries, etc

13 3

Engineering& Public Construction Non-profit &
Manufacturing Sector & & Real Estate  Community
Government Services

Self- Not-currently BaU[IEH3E Other
employed/ Employed Student
Enterpreneur

5 4

Learner Profiles

On CFA programmes, the vast majority
of learners are working professionals,
in employment alongside studying.
This demographic is reflected in the
delivery format of the programme,
with an equal number of programmes
delivered in person and online (8),
and 11 programmes with blended
delivery. Evaluation from the pilot
phase of CFA - which reflected on
feedback from 62 learners across 6
programmes - showed that 979 of
respondents agreed that online or
blended learning made education
more accessible, with 80% expressing
a direct preference for blended
learning. A learner from the Creative
Use of Archives module (2021/2022),
affirmed that “the blended provision
made the programme possible for
me to complete”.

The same feedback data showed
that distance, time management
and childcare responsibilities were
the top three factors which had

the most influence over the
respondents’ preference for blended
and online delivery, reflecting again
the non-traditional background of
CFA learners, where 41.17% of
respondents in the survey identified
as mid-career professionals.

The biggest motivators for learners
enrolling in the pilot phase survey was
a desire to expand their existing
skillsets, followed by a desire to

learn new skills. The top motivators
for what these learners looked for

in a programme were qualification/
accreditation, new skills, and
professional development skills.

But, what professional backgrounds are
these learners joining from (and taking
their learning back into)? Analysing the
admissions data of learners across the
programmes over the four years we can

CFA at IADT

see two distinct groups: programmes
which attract specialised learners
from a small array of professional
backgrounds, and programmes
which bring together a varied and
muiltidisciplined cohort.

In this second category four
programmes stand out; Fundamentals
for UX Design, Design Thinking, Radio
and Podcast Production, and Data
Visualisation. These programmes all
repeated over multiple academic
years which allowed them to accrue
large learner numbers, however even
in the individual iterations each shows
a broad range of learner backgrounds
as part of each peer group. The grids

in this case study map this range by
assighing learners into one of sixteen
different professional backgrounds
from the information they provided

in their programme application. The
dark magenta boxes are fields which a
learner is represented by, along with the
number of learners over the four years
from that professional background.

The benefits of this diverse cohort are
demonstrated across the qualitative
data, with learners affirming the
importance of learning with and

from supportive peers with different
perspectives. A participant on the
Animation Lab states; “It's really
amazing to be able to bounce ideas off
people who have... a similar mindset,
similar interests, but also vastly
different backgrounds. So, you're
getting so much perspective”.

By contrast, the programmes with the
narrowest array of learner professional
backgrounds frequently included

high percentages of learners from

the creative industries and education.
These are concentrated, largely, on
professional skills programmes for the
creative industries, which are designed
to identify skills gaps in the sector

and provide training from industry
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CFA Learner Distribution by County

i

2021-2022
Total learners: 122

B 7+ H 46 H 1-3

2022-2023
Total learners: 115

2023-2024
Total learners: 105

2024-2025
Total learners: 164

professionals with more practical and
specialised programmes. For the 14
programmes with 4 or less unique
learner professional backgrounds,
Creative Industries appeared 11 times
followed by Education (such as
teaching staff and technicians) as the
second most frequent category and
Full-time Learners third.

A pattern emerging from this data
suggests that programmes which are
focused on ways of thinking creatively
(or are more general in their offering)
appeal to a broader cohort of learners
across professional backgrounds,
whereas programmes that are
specialist and practical focused have
a more concentrated percentage

of learners from within the creative
industries or education, correlating
with the intention of the Professional
Skills modules in upskilling the sector.
However, even in these cohorts where
participants are coming from within
similar industries peer learning is

still present, as a learner in Creative
Use of Archives states; “the focus on
collaboration and sharing resources
offered a fascinating glimpse into
the work of a broad range of other
creative practitioners also taking part
in the course”.

While we have asked "where do

the learners come from?” from a
professional background lens, the same
question around geographies is equally
interesting. Compared to traditional
programmes where a full-time and
in-person format requires learners to be
based in a close radius to the education
provider, CFA programmes intentionally
build in blended or online learning, as
well as hosting events entirely outside
of Dublin, such as the Animation
Directors Lab in Roscommon.

Mapping the distribution of learners on
CFA programmes over each academic
year (right and below) we see that
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whilst the highest percentage of
learners live in Dublin and Wexford,
people join the programmes from
across the island of Ireland. The
maps also begin to show trends

of which counties have little-to-
no learners participating, which
could be an intentional focus for
future programmes.

Communities of learning

"Being part of a community of like-
minded individuals was an enriching
experience. Collaborating with other
students, sharing ideas, and receiving
constructive feedback pushed me to
improve and explore my creativity” a
learner on Digital Sculpting shared after
completing their programme. These
communities of learning are shaped
not only by these broad professional
backgrounds, but also the location,
age and career stage of the learners,
bringing people into programmes and
conversations who might never meet
or collaborate originally.

In a higher education setting, Tina
Barnes-Powell identified micro to
macro boundaries which inform
potential collaborations and learning
communities, stating that while
these exist at the most obvious
level, such as between countries
and institutions, they also extended
down to the micro and leave
departments and programmes
within the same institution with
just as prominent boundaries®.

Barnes Powell, Tina (2008). Can We Meet the
Design Challenges of the 21st Century Holding on
to the Educational Iceologies of the 19th Century?
Conference, Centre for Teaching Learning and
Design (CLTAD).

1S 9se) pue Joday

e1eQ Uo suoloa|ay 2T | s2028-T202 S8




CFA AT IADT
REPORT AND
CASE STUDIES

2021-2825

Foreword
Introduction

Case Study 01
#FlexibleLearningEcologies

Case Study 02
#IndustryEmbeddedLearning

Case Study 03
#CreativePracticeResearch

Case Study 04
#ReciprocallLearningModels

Case Study 05
#TransdisciplinaryEducation

Case Study 06
#LifelonglLearningPathways

Case Study 07
#EmergingTechnologyPractice

Case Study 08
#InstitutionalChange

Case Study 09
#SkillsResponsiveEducation

Case Study 10
#CollaborativePartnerships

Case Study 11
#Pedagogicallnnovation

Case Study 12
#EvidencelnformedPractice
Reflections on Data

They're both such
different worlds [IADT
and UCDI. So it's really
good to get a little piece
of both and really see
what you can make

From, [...] you can create
something really
interesting with those
sorts of people, no
matter what the topic
or the project is.

Narrative and Architecture
Learner

The 24hr Design Challenge, which
ran over three years, is a key example
of mobility across these Higher
Education boundaries at both a
programme and institutional level.
The two-day event saw learners
participating from IADT, UCD and
NCAD, with a total of 13 different
programmes represented in 2023
and 14 in 2024. From IADT alone
there were learners brought into
collaboration from business,
computing and design programmes,
whilst UCD had the highest variety
of learner backgrounds in 2024,
with learners from six different
programmes taking part.

Considering Barnes-Powell lowest
level boundary - within departments
and programmes at the same

institution - a key movement across
this invisible line happens not just
with learners undertaking events like
the Design Challenge, but also from
staff participating and upskilling
through CFA programmes.

Over the four academic years that
CFA has run, a total of 70 programme
places were held by IADT staff (in
some instances staff also took
multiple programmes). 35 of these
staff-learners took Professional Skills
modules, and overall, the highest
attended programmes were Laser
Cutting for Educators (13), Teaching
and Learning for the Creative Arts
(10), Radio and Podcast Production
(8) and Data Visualisation (7). A staff-
learner on one of these programmes
shared that “Teaching and Learning
for the Creative Arts will have a big
impact on my teaching, as it directly
addressed the aspects | have been
finding challenging,” which speaks

to the intention of micro-credentials
as flexible and responsive
programmes that can be created

to fill skills gaps and address areas
of concern or interest for educators
and creative practitioners.

“The level of engagement and
the ideas [...] was really fantastic.
Especially the idea of not only
embracing the technology but
incorporating it into their workflows”,
Sean Burns - one of the CFA
Creative Fellows - shared. Working
with co-fellow Daithi Magner, they
introduced learners and staff XR and
VR technologies as a method for
sharing artworks and designs. “Since
then, the animation department
have bought VR headsets for theirs,
we've got the immersive storytelling
certificate going”, Robert Griffin,
IADT Lecturer in the Department of
Technology and Psychology shared,
highlighting that “to have more
industry, more people involved in
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industry and using their knowledge

and sharing it with the learners and
staff members is invaluable”. These
communities of learning, formed from
both creative and technical exchanges
between staff, learners and industry
professionals, build rich and relevant
learning for everyone involved. As Burns
shared; “sharing that knowledge goes
both ways; it's a two-way system!”

Conclusion

The data reflects a broadness of learner
from across CFA which spans career
stages and working backgrounds,

from learners and recent graduates

to professionals working across fields
and academic staff, with the need for
programmes that fit with and around
those commitments.

The feedback from learners, across
programmes, strongly supports that
itis not only what you are learning,
but who you are learning from and
with that is a huge factor in why they
are studying.

It emphasises the importance of
industry and academic staff working
together (as with the creative fellows)
and the significance in creating peer
groups of learners who can collaborate,
share and support each other, both
during and after a programme. This
sentiment is echoed in the testimonial
of Craig Stuart Garfinkle, a composer
and participant on the Animation
Directors Lab; “just the nature of
building the relationships and building
the teams so that hopefully in ten years
from now, we find that this little bud

of seeds that have been dropped have
sprouted into something that wouldn't
have existed otherwise. It needs to
continue, and it needs to be nurtured”.
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