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Executive Summary

The establishment of the Academy of Film and
Creative Technology is an innovative response to
government, industry and societies call to re-
think the role of universities, as demonstrated

by the Syntegrative Education initiative. It also
serves as the universities response to national and
local initiatives to revitalize cultural and creative
industries through valued partnerships, with
creativity at its core.

The Academy of Film and Creative Technology will
be a unique multi-location educational model,

providing cross-site opportunities for students, staff,

industry and society. Building on the core values of
the university, the academy brings together the core
areas of media, creativity and technology within
the context of society to establish an international
cultural ecosystem, driven by knowledge generation
to advance industry and shape future society.
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Vision and Mission

Vision

To establish a world-class academy, which through
partnership with media and creative industries

to meet industry needs, trains students and
professionals to become cultural and creative leaders,
driven by knowledge generation to advance industry
and shape future society.

Mission

To create a highly integrated Film and Creative
Technology higher education model that connects
society, industry and university, trains cross-
disciplinary elites with an entrepreneurial
mindset, industry-specific skills, and innovation
spirit within creative industries

To create a Community Academy that provides
creative and cultural technology opportunities and
services to all generations of users.

To provide a flexible learning and teaching
experience that is multi-locational following
XJTLU’s Syntegrative Education model.

To give direction to applied research opportunities
that meets the needs of staff and industrial
partners, as well as research-led teaching, that
also values maximization of research outcomes.

To facilitate industry and society involvement
in Film and Creative Technology through
collaboration with industries in all aspects,
knowledge transfer, and focused consultancy to
industrial partners.

To predict future trends within the Film and
Creative Technology industry, and therefore
support the industries sustainable development.

To promote high quality international
collaborations, to attract high quality talents
and enhance the university brand, influence and
reputation nationally and internationally.
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Strategic Importance and Positioning

AFCT is proposed as a response to meet these
challenges. It integrates interdisciplinary areas such
as media, creative technology, and entrepreneurship
to enable syntegrative education to train students to
become leaders in new areas of creative industries.

It will integrate innovation, scientific research
strength and industry resources, to promote the
development of China’s Creative Technology and Film
industrialisation. The areas of activity are represented
in Diagram 1.

Creative technology can be seen as an area that
includes art, digital product design, digital media/
advertising, made with a software-based, electronic
and/or data-driven engine. It can include multi-
sensory experiences using computer graphics,

video production, digital cinematography, VR, AR,
video editing, digital sound technologies, software
engineering, 3D printing, the Internet of Things,
CAD/CAM and wearable technology.

The digital creative industry has been identified

as one of the strategic emerging industries in the

13th Five-Year Plan of China. It is an example of the
networked era, focusing on culture, content, and
copyright, and drives the development of surrounding
industries through integration and penetration.

The key to developing the digital creative industry is
digital creative technology and creative design.

Suggestions and recommendations for meeting the
demand for future digital creative industry include:

» Establishing key projects and research centres
focusing on digital creative technology

e Improving the quality of talents on digital creative
technology

e Actively participating in international cooperation
and increasing the influence of Chinese culture

Creativity
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Diagram 1: Areas of AFCT
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Organisational Structure

The Academy of Film and Creative Technology is multi-
locational and has potentially four groupings of staff in
four schools. Two are formed from existing XJTLU schools,
the School of Film and TV Arts, and the School of Cultural
Technology. Each will retain their current name, and will
form part of the first phase of development. The second
phase contains the development of the XJTLU-Enlight
Film School in partnership with Enlight Media, and is
located in Yangzhou. The third phase of development is
planned for the Greater Bay Area and will explore through
the creation of an Institute of Culture and Creativity (ICC),
issues associated with cultural management and media
entertainment.

Each group location and constituent part will be
distinguished as follows in terms of core business and
education provisions.

The School of Film and TV Arts (SIP): The oldest of
the established schools, the school has a main focus

on creative production, using advanced technological
tools to produce media content, including short film,
TV production, documentary, creative video, and media
arts. Degree programmes include BA TV Production, BA
Film Making, and BA Digital Media Arts. Postgraduate
programmes include MSc Cultural and Creative
Industries (in preparation), as well as a pathway in

the MSc Entrepreneurship and Innovation (in detailed
design). The Research focus for this school includes
creativity, industries applied research, film, media,
culture and communication studies.

School of Cultural Technology (Taicang): The School
of Cultural Technology (SCT) is one of the founding
schools of the Entrepreneur College (Taicang), and
will continue to play an active role in the development
of the campus and college. The main focus of SCT is
on digital arts and cultures, VR/AR/MR, gaming,
Immersive media and sounds, and entertainments
(which is combinations of media, culture, arts and
technologies). Degree programmes include the BA
Arts Technology and Entertainment, as well as MA
Game Design (being developed as a pathway under
MA Media and Communication), and MA Animation
(being developed as a pathway under MA Media and
Communication). The (applied) research focus for
this school includes new media, intelligent media,
entertaining media and media technologies.

The XJTLU-Enlight Film School (Yangzhou): Enlight
Media is a content creator in three areas (film,
animation and studio based product). As the key part
to phase 2 development, the focus of the school will
be on film production, distribution and marketing,
industrial project-based pedagogy, and director and
screenwriter training. The film school will not deliver
degree programmes in their entirety, but will provide
existing degree programmes with a location for a year
of study. This includes Year 3 BA Arts Technology and
Entertainment, BA filmmaking and BA TV production
students spending one year of study at Yangzhou
(depending on options taken), Year 4 BA Filmmaking
students working with Enlight media for their final
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year project, and MA Animation and MSc Cultural
and Creative Industries students spending a
semester at Yangzhou. The research focus will

be in the areas of media and film related applied
research.

» The Institute of Culture and Creativity (ICC)
(Greater Bay Area): The ICC will have a focus on
cultural management and media. It is envisaged
that the MSc Cultural and Creative Industries will
also be delivered in the GBA once approved. There
will also be a focus on short course provision, as
well as a Research focus in the areas of cultural and
creative industry applied research.

Diagram 2: Structure of Academy of Film and Creative Technology
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School Interactions

Students

The schools at Taicang and SIP campuses will be the
heartbeat of the new academy, being the home for
both degree programmes and research. The XJTLU-
Enlight film school offers exciting opportunities

for students studying on degree programmes to

gain industry-based knowledge through spending
one year studying their modules on location in
Yangzhou. The Academy is also developing industry-
oriented degrees, much like other SE inspired degree
programmes, where at least one semester is spent

in industry. With respect to the masters degrees
being developed within the Academy, this will mean
students spend one semester in Yangzhou studying
with Enlight Media.

Staff

Movement between locations for short-term
assignments will be encouraged based on knowledge,
interest and skillsets, as well as research or teaching
projects. Whilst it is recognized that it may be
difficult for some international staff to be located
outside of Suzhou, there are still opportunities for
staff to work and research in the different locations
on a temporary basis.

Research

The Academy will work with its industry partners

to produce industry focused research as well as joint
PhD students. Problems and projects will be industry
driven, with students having an industry supervisor/
mentor, as well as supervisors from XJTLU and UoL.
Research will be based around a number of research
themes, and it is envisaged that research centres will
develop in each location. Membership of research
centres will be based on individual interest and
skillsets, rather than location of employment and/or
study.
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