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1.1 [bookmark: _Toc165654510][bookmark: _Toc165657325]Overview of the proposal
This section provides an overview of each award/programme title and its associated intermediate and exit awards.
	Awarding Institution/Body:
	University of Wales Trinity Saint David

	PSRB(s) associated with final award:
	None

	Other accreditation:
	None

	Teaching Institution:
	University of Wales Trinity Saint David

	Award Title:
	BSc Bachelor of Science
	Programme title/name:
	Digital User Experience (UX) Professional

	Intermediate Award 1 (enrolable awards):
	Choose an item.
	
	If programme title differs to the main award, specify.
………………………….

	Intermediate Award 2 (enrolable awards):
	Choose an item.
	
	If programme title differs to the main award, specify.
………………………….

	Intermediate Award 3 (enrolable awards):
	Choose an item.
	
	If programme title differs to the main award, specify.
………………………….

	Exit Award 1 (awarded on early exit of main programme):
	Certificate of Higher Education
	
	If programme title differs to the main award, specify.
………………………….

	Exit Award 2 (awarded on early exit of main programme):
	Diploma of Higher Education
	
	If programme title differs to the main award, specify.
………………………….

	Exit Award 3 (awarded on early exit of main programme):
	Choose an item.
	
	If programme title differs to the main award, specify.
………………………….

	Exit Award 4 (awarded on early exit of main programme):
	Choose an item.
	
	If programme title differs to the main award, specify.
………………………….

	Programme HECoS Code:
	100366

	Mode of attendance:
(tick all that apply)
	☐	Full-time

	
	☒	Part-time

	Mode of study:
(tick all that apply)
	☐	On-campus

	
	☒	Blended (On-campus)

	
	☐	Distance learning

	
	☐	Other (specify)
…………………..

	Duration: 
	☐	Standard (AQH 6.3.2) 

	
	☒	Non-standard (specify)
Apprenticeship, 4 calendar years

	Location(s) of delivery: 
	IQ, Swansea

	Language of delivery: 
(tick all that apply)
	☒	English

	
	☐	Welsh

	
	☒	English and Welsh (bilingually)

	
	☐	Other (specify)
……………..

	QAA Subject Benchmarking Statement(s):
	QAA Subject Benchmarks for Computing, March 2022
https://www.qaa.ac.uk/quality-code/subject-benchmark-statements/computing
QAA Subject Benchmarks for Psychology, Sept 2023
https://www.qaa.ac.uk/the-quality-code/subject-benchmark-statements/subject-benchmark-statement-psychology 

	Other external benchmarks:
	· Digital User Experience (UX) Professional (Integrated Degree) (ST0470) Apprenticeship Standard:
https://www.instituteforapprenticeships.org/apprenticeship-standards/digital-user-experience-ux-professional-integrated-degree-v1-0
· QAA The Frameworks for Higher Education Qualifications of UK Degree-Awarding Bodies, 2nd Edition, updated February 2024
· QAA Characteristics Statement - Higher Education in Apprenticeships 2022)
· Apprenticeship Commissioning Programme Wales Framework v6 September 2023
· QAA Education for Sustainable Development Guidance March 2021
· QAA Enterprise and Entrepreneurship Education: Guidance for UK Higher Education Providers January 2018
· Well-being of Future Generations (Wales) Act 2015



1.2 [bookmark: _Toc473021747][bookmark: _Toc473021748][bookmark: _Toc473021749][bookmark: _Toc473021750][bookmark: _Toc473021751][bookmark: _Toc473021752][bookmark: _Toc473021753][bookmark: _Toc473021754][bookmark: _Toc473021755][bookmark: _Toc473021756][bookmark: _Toc473021757][bookmark: _Toc473021758][bookmark: _Toc460330322][bookmark: _Toc460330596][bookmark: _Toc473021759][bookmark: _Toc473021760][bookmark: _Toc473021761][bookmark: _Toc473021762][bookmark: _Toc473021763][bookmark: _Toc460330325][bookmark: _Toc460330599][bookmark: _Toc460330326][bookmark: _Toc460330600][bookmark: _Toc460330327][bookmark: _Toc460330601][bookmark: _Toc460330328][bookmark: _Toc460330602][bookmark: _Toc460330329][bookmark: _Toc460330603][bookmark: _Toc460330330][bookmark: _Toc460330604][bookmark: _Toc460330331][bookmark: _Toc460330605][bookmark: _Toc527725044][bookmark: _Toc527731473][bookmark: _Toc527725045][bookmark: _Toc527731474][bookmark: _Toc527725046][bookmark: _Toc527731475][bookmark: _Toc165654511][bookmark: _Toc165657326]Module Summary Table
	
	
	
	
	
	
	
	BSc Digital User Experience (UX) Professional
	

	JACS/ HECoS code and HESA Cost Centre
	Module
Code
1. Specify language of delivery if not English.
2. Specify mode of study if modules are not all the same mode.
	Module Title
	New (N)
or Existing (Revised) (ER) (list old module code)
or
Existing (Format updated)
(EF)
or
Existing (Unchanged)
(EU)
	Credits
	Level
	Assessment summary
	Module status
CP = Component Pass
CR = Core CM = Compulsory O = Optional
	Is module shared with other programmes not included in this document? Y/N
If Y, specify

	100366 - 121
	ACCA4046
	Academic Skills for Computing
	N
	10
	4
	Component 1 – 50%
Coursework: E-portfolio (1,000 words equivalent)
Component 2 - 50%
Practical: Video presentation (3 minutes)
	CR
	Y, Computing Portfolio

	100366 - 121
	ACCA4047
	Capturing User Requirements
	N
	10
	4
	Component 1 – 100%
Coursework: Case study (1,500 words)
	CR
	

	100366 - 121
	ACCA4048
	Content Design
	N
	10
	4
	Component 1 – 100%
Coursework: Case study (1,500 words)
	CM
	

	100366 - 121
	ACCA4049
	Data Analysis
	N
	10
	4
	Component 1 – 100%
Coursework: Statistical problems (1,500 words equivalent)
	CM
	Y, Computing Portfolio

	100366 - 121
	ACCA4050
	Data Visualisation
	N
	10
	4
	Component 1 – 100%
Coursework: Case study (1,500 words)
	CM
	Y, Computing Portfolio

	100366 - 121
	ACCA4051
	Human Psychology
	N
	20
	4
	Component 1 – 50%
Coursework: Case study (1,500 words)
Component 2 – 50%
Practical: Lab practical (1.5 hours)
	CM
	

	100366 - 121
	ACCA4052
	Interaction and Interface Design
	N
	20
	4
	Component 1 – 50%
Coursework: Case study (1,500 words equivalent)
Component 2 – 50%
Coursework: Case study (1,500 words equivalent)
	CR
	

	100366 - 121
	ACCA4053
	Professional Practice (Work-Based)
	N
	20
	4
	Component 1 – 100%
Coursework: Report (3,000 words)
	CM
	Y, DDA Computing Portfolio

	100366 - 121
	ACCA4054
	Service Design
	N
	10
	4
	Component 1 – 50%
Practical: Group presentation (5 minutes per group member)
Component 2 – 50%
Coursework: Individual Report (1,000 words)
	CM
	

	100366 - 121
	ACCA5049
	Designing Meaningful User Experiences
	N
	20
	5
	Component 1 – 50%
Coursework: Case study (2,000 words equivalent)
Component 2 – 50%
Coursework: Case study (2,000 words equivalent)
	CR
	Y, Computing Portfolio

	100366 - 121
	ACCA5050
	Digital Ethics and Information Governance
	N
	20
	5
	Component 1 – 100%
Coursework: Portfolio (4,000 words equivalent)
	CM
	Y, Computing Portfolio

	100366 - 121
	ACCA5051
	Ergonomics
	N
	10
	5
	Component 1 – 50%
Practical: Group presentation (5 minutes per group member)
Component 2 – 50%
Coursework: Individual Report (1,000 words)
	CM
	

	100366 - 121
	ACCA5052
	Experimental Design for User Testing
	N
	20
	5
	Component 1 – 100%
Coursework: Portfolio (4,000 words equivalent)
	CR
	

	100366 - 121
	ACCA5053
	Human-Computer Interaction
	N
	20
	5
	Component 1 – 50%
Coursework: Research paper (2,000 words)
Component 2 – 50%
Coursework: Case study (2,000 words)
	CM
	

	100366 - 121
	ACCA5054
	Research Methods 
	N
	10
	5
	Component 1 – 100%
Coursework: Research proposal (2,000 words)
	CM
	Y, Computing Portfolio

	100366 - 121
	ACCA5055
	Work-Based Group Project
	N
	20
	5
	Component 1 – 100%
Coursework: Report (4,000 words equivalent)
	CM
	Y, DDA Computing Portfolio

	100366 - 121
	ACCA6035
	Accessible User Experiences
	N
	20
	6
	Component 1 – 50%
Coursework: Report (2,000 words)
Component 2 – 50%
Coursework: Portfolio (2,000 words equivalent)
	CM
	

	100366 - 121
	ACCA6036
	Human-Data Interaction
	N
	20
	6
	Component 1 – 50%
Coursework: Group portfolio (2,000 words equivalent per student)
Component 2 – 50%
Coursework: Individual Portfolio (2,000 words)
	CM
	

	100366 - 121
	ACCA6037
	Independent Project 1
	N
	10
	6
	Component 1 – 100%
Practical: Presentation (15 minutes)
	CR
	Y, DDA Computing Portfolio 

	100366 - 121
	ACCA6038
	Independent Project 2
	N
	30
	6
	Component 1 – 100%
Coursework: Portfolio (4 elements)
	CR
	Y, DDA Computing Portfolio 

	100366 - 121
	ACCC6029 
	Industrial Based Research
	ER (formerly ACCA6029)
	20
	6
	Component 1 – 25%
Practical: Presentation / Demonstration (10 minutes)
Component 2 – 75%
Coursework: Reflective Industrial Research Report (4,000 words)
	CM
	Y, DDA Computing Portfolio

	100366 - 121
	ACCA6039
	User Experience for Virtual and Augmented Worlds
	N
	20
	6
	Component 1 – 50%
Coursework: Case study (2,000 words)
Component 2 – 50%
Coursework: Case study (2,000 words)
	CM
	

	100366 - 121
	ACCA6040
	Digital User Experience Professional End Point Assessment
	N
	Non-credit bearing
	6
	Component 1 – 50%
Practical: 20 minute presentation + 20 minute Q&A
Component 2 – 50%
Coursework: 60 minute professional discussion based on 4 pieces of evidence selected from competency-based portfolio
	CP*
	


N – New.
EU – Existing Unchanged (no changes made, date remains as per last validation unless it is 5 years old, and this is the official revalidation point).
ER – Existing Revised (date to be changed to this point of validation, new code to be allocated if it meets the criteria defined in Appendix PV9, if so, note the existing module code in brackets e.g. ABCD1234 (formerly ABCD1000).
ER (no code change) – this should only be used if the current version of the module can be archived at this point i.e. the revised version of the module will also become the live version for current students.
EF – Existing Format updated only (no changes made other than to place an existing module on the current module template – date remains as per last validation unless it is 5 years old and this is the official revalidation point).
* - Students funded via the English Apprenticeship framework (ESFA) must also complete an End-Point Assessment (EPA) which is part of the apprenticeship standard. Gateway begins when 330 credits are completed. The EPA is listed as non-credit bearing module “Digital User Experience Professional End Point Assessment”. Please refer to Section 8. Non-standard issues of the accompanying Narrative Document (PV2a) for more information.


1.3 [bookmark: _Toc165654512][bookmark: _Toc165657327]Archiving of Modules
Can any existing modules be deleted and archived as a result of this proposal? YES ☐ / NO ☒
If YES, please list the relevant modules below and indicate when each existing module may be archived (if a module is being revised for the following year, you may need to keep the current version live until the end of the academic year, while students remain in the system):
	Module Code
	Module Title
	Date to be archived (MM/YYYY) *

	ACCA6029
	Industrial Based Research
	08/2026

	
	
	

	
	
	





1.4 [bookmark: _Toc165654513][bookmark: _Toc165657328]Transition Arrangements for Students 
Please provide an explanation of the transition arrangements for each level of the programme for each cohort (including dates of transition). Please ensure that you have referred to the updated guidance on CMA compliance.

NEW STUDENTS 

	New students
	Intake month and year i.e. when the programme will be introduced
	Notes/explanation
If the programme has more than one intake annually, please explain the arrangements for each intake

	Level 4* PT
	Sept 2024
	

	Level 4 PT (direct entry to Year 2)
	Sept 2024
	Student who have studied the Agored Cymru User-Centred Design Level 4 qualification will be able to commence study at the Level 4, Year 2 entry point, with the addition of ACCA4046 Academic Skills for Computing as a block delivery before/on entry to complete the full 80 credits delivered in Year 1 at UWTSD

	Level 4 PT
	Jan 2025
	Students will infill with existing students. 30 credits will be delivered additionally to these students in Semester 3 to allow them to fully integrate to the taught modules of Year 2 of the programme.


* Or appropriate first year Level depending on the programme 


CURRENT STUDENTS

If current students are to be transitioned to the proposed programme, please provide an explanation of the transition arrangements for each level of the programme for each cohort (including dates of transition).

Please tick to confirm:
	☐
	Mapping of module equivalency has taken place (i.e. that the modules already undertaken taken by the student are equivalent to the learning that they would have undertaken in the proposed programme)

	☐
	Students will be informed/consulted about any material changes to the programme and their written consent to transition will be obtained.




	Current students and direct entry
	Month and year i.e. when the students will transition from the current version of the programme to the proposed version
	Notes/explanation
If the programme has more than one intake annually, please explain the arrangements for each intake

	Level 4 PT
	
	

	Level 5 FT
	
	

	Level 5 PT
	
	

	Level 6 FT
	
	

	Level 6 PT
	
	

	Level 7 FT
	
	

	Level 7 PT
	
	




[bookmark: _Toc165654514][bookmark: _Toc165657329]Programme 1: BSc Digital User Experience (UX) Professional
2.1 [bookmark: _Toc165654515][bookmark: _Toc165657330]Programme Structure
	Programme duration:
	Four calendar years (48 months) of Degree Apprenticeship part-time study.

	Mode of study/delivery:
	Blended (On-campus).


	Pattern of attendance (Full-time and/or part- time):
	Part-time (Degree Apprenticeship).

	Credits and levels:
	120 credits per level (Levels 4, 5 and 6).

BSc: 360 credits in total.
DipHE (exit award): 240 credits in total.
CertHE (exit award): 120 credits in total.

	Pattern of delivery:
	Three semesters per academic year.

Students will study 80-100 credits per year over three semesters. 12 semesters total. For students on the English Framework, non-credit bearing End Point Assessment module will commence when 330 credits have been completed.

	Intake points and instances of module delivery:
	Part time apprenticeship intakes in September and January. The January cohort joins the September cohort for Semester 2 and infills with existing students. An extra 30 credits will need to be delivered to satisfactorily incorporate the January intake, all other modules will infill. 
Note: Gower College students with an Agored Qualification and a 70 credit RCPL will be required to study ACCA4046 Academic Skills for Computing, potentially as a 10-credit block module to complete the requirement for entry to Year 2 of the programme. Please see Typical Delivery Plan on p15 for details of this.

	Module size:
	All modules are either 10 or 20 credits except the 30 credit Independent Project 2 module and the non-credit bearing module ACCA6040 Digital User Experience Professional End Point Assessment at level 6.

	Balance of component pass, core, compulsory and optional modules:
	Seven modules are Core and one is a Component Pass module for the non-credit bearing EPA. The remaining modules are all compulsory.

	Pre-requisite modules (please state module codes for the module and its pre-requisite):
	There are no pre-requisite modules in the programme other than ACCA6037 Independent Project 1 being a pre-requisite of ACCA6038 Independent Project 2. All other modules are independent of others – though of course each level of study provides general underpinning for subsequent modules.





TYPICAL DELIVERY PLAN 

The tables below indicate the typical delivery schedules for the programme for each pattern of attendance. The team reserves the right to re-organise the delivery of modules per semester, in accord with resource availability and student requests (which will be accommodated where feasible).

BSc Digital User Experience (UX) Professional Degree Apprenticeship Part-time study (September intake)
	Module Code 
	Module Title 
	Module type (Component Pass, Core, Compulsory, Optional)
	Credits

	Year 1 
	Level 4
	Semester 1
	Sept. to Jan.

	ACCA4046
	Academic Skills for Computing
	Core
	10

	ACCA4048
	Content Design
	Compulsory
	10

	ACCA4054
	Service Design
	Compulsory
	10

	Year 1 
	Level 4
	Semester 2
	Jan. to May 

	ACCA4047
	Capturing User Requirements
	Core
	10

	ACCA4052
	Interaction and Interface Design
	Core
	20

	Year 1 
	Level 4
	Semester 3
	May to Jul.

	ACCA4053
	Professional Practice (Work-Based)
	Compulsory
	20

	Year 2 
	Level 4
	Semester 1
	Sept. to Jan.

	ACCA4046
	Academic Skills for Computing
(Gower College direct entry students only)
	Core
	10 *to be delivered as 1 week block during September as part of Induction

	ACCA4049
	Data Analysis
	Compulsory
	10

	ACCA4050
	Data Visualisation
	Compulsory
	10

	ACCA4051
	Human Psychology
	Compulsory
	20

	Year 2 
	Level 5
	Semester 2
	Jan. to May

	ACCA5053
	Human-Computer Interaction
	Compulsory
	20

	ACCA5051
	Ergonomics
	Compulsory
	10

	Year 2 
	Level 5
	Semester 3
	May to Jul.

	ACCA5055
	Work-Based Group Project
	Compulsory
	20

	Year 3 
	Level 5
	Semester 1
	Sept. to Jan.

	ACCA5049
	Designing Meaningful User Experiences
	Core
	20

	ACCA5050
	Digital Ethics and Information Governance
	Compulsory
	20

	Year 3 
	Level 5
	Semester 2
	Jan. to May

	ACCA5052
	Experimental Design for User Testing
	Core
	20

	ACCA5054
	Research Methods
	Compulsory
	10

	Year 3 
	Level 6
	Semester 3
	May to Jul.

	ACCC6029
	Industrial Based Research 
	Compulsory
	20

	Year 4 
	Level 6
	Semester 1
	Sept. to Jan.

	ACCA6035
	Accessible User Experiences
	Compulsory
	20

	ACCA6039
	User Experience for Virtual and Augmented Worlds
	Compulsory
	20

	Year 4 
	Level 6
	Semester 2
	Jan. to May

	ACCA6036
	Human-Data Interaction
	Compulsory
	20

	ACCA6037
	Independent Project 1
	Core
	10

	Year 4 
	Level 6
	Semester 3
	May to Sept.

	ACCA6038
	Independent Project 2
	Core
	30

	ACCA6040
	Digital User Experience Professional End Point Assessment*
	Component Pass
	Non-credit bearing



BSc Digital User Experience (UX) Professional Degree Apprenticeship Part-time study (January intake)
	Module Code 
	Module Title 
	Module type (Component Pass, Core, Compulsory, Optional)
	Credits

	Year 1 
	Level 4
	Semester 2
	Jan. to May 

	ACCA4047
	Capturing User Requirements
	Core
	10

	ACCA4052
	Interaction and Interface Design
	Core
	20

	Year 1 
	Level 4
	Semester 3
	May to Jul.

	ACCA4046
	Academic Skills for Computing
	Core
	10

	ACCA4048
	Content Design
	Compulsory
	10

	ACCA4054
	Service Design
	Compulsory
	10

	Year 2 
	Level 4
	Semester 1
	Sept. to Jan.

	ACCA4046
	Academic Skills for Computing
(Gower College direct entry students only)
	Core
	10 *to be delivered as 1 week block during September as part of Induction

	ACCA4049
	Data Analysis
	Compulsory
	10

	ACCA4050
	Data Visualisation
	Compulsory
	10

	ACCA4051
	Human Psychology
	Compulsory
	20

	Year 2 
	Level 5
	Semester 2
	Jan. to May

	ACCA5053
	Human-Computer Interaction
	Compulsory
	20

	ACCA5051
	Ergonomics
	Compulsory
	10

	Year 2 
	Level 4
	Semester 3
	May to Jul.

	ACCA4053
	Professional Practice (Work-Based)
	Compulsory
	20

	Year 3 
	Level 5
	Semester 1
	Sept. to Jan.

	ACCA5049
	Designing Meaningful User Experiences
	Core
	20

	ACCA5050
	Digital Ethics and Information Governance
	Compulsory
	20

	Year 3 
	Level 5
	Semester 2
	Jan. to May

	ACCA5052
	Experimental Design for User Testing
	Core
	20

	ACCA5054
	Research Methods
	Compulsory
	10

	Year 3 
	Level 5
	Semester 3
	May to Jul.

	ACCA5055
	Work-Based Group Project
	Compulsory
	20

	Year 4 
	Level 6
	Semester 1
	Sept. to Jan.

	ACCA6035
	Accessible User Experiences
	Compulsory
	20

	ACCA6039
	User Experience for Virtual and Augmented Worlds
	Compulsory
	20

	Year 4 
	Level 6
	Semester 2
	Jan. to May

	ACCA6036
	Human-Data Interaction
	Compulsory
	20

	ACCC6029
	Industrial Based Research 
	Compulsory
	20

	Year 4 
	Level 6
	Semester 3/1
	May to Jan

	ACCA6037
	Independent Project 1
	Core
	10

	End-Point Assessment (EPA) Gateway*

	ACCA6038
	Independent Project 2
	Core
	30

	ACCA6040
	Digital User Experience Professional End Point Assessment*
	Component Pass
	Non-credit bearing



* - Students funded via the English Apprenticeship framework (ESFA) must also complete an End-Point Assessment (EPA) which is part of the apprenticeship standard. Gateway begins when 330 credits are completed. The EPA is listed as non-credit bearing module “Digital User Experience Professional End Point Assessment”.


2.2 [bookmark: _Toc527725050][bookmark: _Toc527731479][bookmark: _Toc527725051][bookmark: _Toc527731480][bookmark: _Toc527725052][bookmark: _Toc527731481][bookmark: _Toc527725053][bookmark: _Toc527731482][bookmark: _Toc527725054][bookmark: _Toc527731483][bookmark: _Toc165654516][bookmark: _Toc165657331]Programme Aims
	The programme has the following general educational and specific aims:

· To provide students with a comprehensive understanding of the principles, theories, and methodologies underlying user experience design, encompassing human-computer interaction, usability, and design thinking.
· To equip students with practical skills and hands-on experience in employing industry-standard tools and techniques for designing, evaluating, and optimising user experiences across various digital platforms and technologies.
· To foster a creative and critical mindset among students to develop innovative solutions that prioritise user needs and preferences, integrating design thinking methodologies into their problem-solving approach.
· To enable students to master a range of technical skills in areas such as user interface (UI) and user experience (UX) design, interaction design, prototyping, usability testing, and information architecture to create intuitive and effective digital products.
· To encourage collaboration among multidisciplinary teams, emphasising communication, teamwork, and project management skills, preparing students to work effectively in diverse professional environments.

2.3 [bookmark: _Toc165654517][bookmark: _Toc165657332]Programme Learning Outcomes

Main Award: BSc (Hons) Digital User Experience (UX) Professional

Knowledge and understanding (KU)

	KU1
	Demonstrate an advanced grasp of user-centred design principles and methodologies.

	KU2
	Exhibit comprehensive knowledge of diverse user experience research techniques.

	KU3
	Display critical awareness of emerging technologies' impact on user experience design.


Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)

Cognitive (thinking) skills (CS) 

	CS1
	Analyse and evaluate digital interfaces critically, proposing improvements based on empirical evidence.

	CS2
	Employ innovative thinking to creatively solve complex user experience design challenges.

	CS3
	Apply strategic planning for user experiences aligned with organisational goals.


Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)

Practical skills (PS)

	PS1
	Utilise industry-standard design tools proficiently to create prototypes and wireframes.

	PS2
	Conduct and interpret usability tests to refine and enhance user interfaces.

	PS3
	Develop information architecture and interaction design for optimal user experiences.


Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)

Key skills (KS) 

	KS1
	Communicate complex design concepts effectively to diverse stakeholders.

	KS2
	Collaborate proficiently within multidisciplinary teams to achieve common objectives.

	KS3
	Demonstrate strong project management skills, efficiently executing user experience design projects within deadlines.


Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)


Exit Awards
Exit Award 1: DipHE Digital User Experience (UX) Professional

Knowledge and understanding (KU)

	KU1
	Demonstrate a solid understanding of user-centred design principles and methodologies.

	KU2
	Apply a range of user experience research techniques effectively.

	KU3
	Recognise the impact of emerging technologies on user experience design.


Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)

Cognitive (thinking) skills (CS) 

	CS1
	Evaluate digital interfaces and propose improvements based on evidence.

	CS2
	Apply creative problem-solving to address various user experience design challenges.

	CS3
	Plan user experiences aligned with basic organisational goals.


Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)

Practical skills (PS)

	PS1
	Utilise design tools to create basic prototypes and wireframes.

	PS2
	Conduct usability tests to enhance user interfaces.

	PS3
	Develop fundamental information architecture and interaction design.


Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)

Key skills (KS) 

	KS1
	Communicate design concepts clearly to stakeholders.

	KS2
	Collaborate effectively within teams to achieve shared goals.

	KS3
	Manage basic user experience design projects within specified timelines.


Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)



Exit Award 2: CertHE Digital User Experience (UX) Professional

Knowledge and understanding (KU)

	KU1
	Understand basic user-centred design principles and methodologies.

	KU2
	Apply foundational user experience research techniques.

	KU3
	Identify the influence of emerging technologies on user experience design.


Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)

Cognitive (thinking) skills (CS) 

	CS1
	Evaluate simple digital interfaces and suggest basic improvements.

	CS2
	Apply basic problem-solving skills to address straightforward user experience design challenges.

	CS3
	Contribute to planning user experiences aligned with basic goals.


Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)

Practical skills (PS)

	PS1
	Use basic design tools to create simple prototypes and wireframes.

	PS2
	Participate in basic usability tests to improve user interfaces.

	PS3
	Contribute to fundamental aspects of information architecture and interaction design.


Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)

Key skills (KS) 

	KS1
	Communicate basic design concepts to stakeholders.

	KS2
	Collaborate as a member of a team to achieve shared objectives.

	KS3
	Contribute to basic user experience design projects within given parameters.


Each of the above PLOs is covered by at least 2 modules at the appropriate level (taking into account individual patterns of study)
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	Module Code
	ACCA4046

	Title
	Academic Skills for Computing

	Date
	17/05/2024
	Level
	4
	Credits
	10

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒


[bookmark: _Hlk161921352]

AIM(S)
· To familiarise students with the key principles and standards of academic writing and equip them with essential skills and knowledge required to excel in their academic studies, preparing them for their future professional endeavours.
[bookmark: _Hlk161921774]
LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· use critical thinking skills to assess the validity and reliability of sources and arguments.
· demonstrate the fundamental skills expected in an academic and professional environment, becoming a resilient learner.
[bookmark: _Hlk161922398]
INDICATIVE CONTENT
· Importance of academic skills.
· Understanding academic writing.
· Overview of the Institute of Electrical and Electronics Engineers (IEEE) citation style.
· In-text citations and reference lists.
· Introduction to academic research.
· Evaluating sources for credibility and relevance.
· Library and online research tools.
· Plagiarism and its consequences.
· Avoiding academic misconduct.
· Developing critical thinking skills.
· Handling questions and feedback.
· Preparing and delivering academic presentations.
· Effective Team-working and Team dynamics.
· Collaborative tools and techniques.
· Referencing software and tools.
· Stress Management and Well-being.
· Self-evaluation and professional development.
[bookmark: _Hlk161923162]
Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24%

	Independent learning
	76
	76%

	Placement learning
	0
	0%

	TOTAL
	100
	100%



ASSESSMENT
1. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	E-Portfolio
	1,000 words equivalent
	50%



Assessment Component 2
(Tick one)
	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Video Presentation
	Approx 3 minutes
	50%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA4046

	Module Title
	Academic Skills for Computing

	Classification
	Reading List entry
	Electronic*

	Essential
	Cottrell, S. (2019) The Study Skills Handbook. 5th Ed. London: Macmillan International Higher Education.
	☒

	Essential
	Pears, R. and Shields, G.J. (2019) Cite Them Right: the essential referencing guide. 11th Ed. London: Macmillan International Higher Education.
	☒

	Essential
	Library Info Skills Sessions.
	☒

	Essential
	UWTSD – IEEE Referencing Handbook (2023).
	☒

	Essential
	UWTSD – Referencing and Plagiarism PowerPoint Presentation (uwtsd.ac.uk) (2023).
	☒

	Further
	Hopkins, D. and Reid, T. (2018) The Academic Skills Handbook: Your Guide to Success in Writing, Thinking and Communicating at University. London: Sage.
	☐

	Further
	Osmond, A. (2016) Academic Writing and Grammar for Students 2nd Ed. London: SAGE.
	☐

	Further
	UWTSD – Academic Misconduct Policy (2023).
	☒

	Further
	Sheehy, S. (2018) 'The case for curiosity-driven research'. TED Talk.
	☐

	Further
	Moodie, A. (2017) 'The Secret to Student Success'. TEDx Talk.
	☐

	Further
	Bhandari, H. D. and Melber, J. (2017) Art/Work: Everything You Need to Know (and Do) as You Pursue Your Art Career. New York, NY: Free Press, an imprint of Simon & Schuster, Inc.
	☐

	Further
	Grant, D. (2022) Business of Being an Artist: Sixth Edition. Skyhorse Publishing Company, Incorporated.
	☐





	Module Code
	ACCA4047

	Title
	Capturing User Requirements

	Date
	17/05/2024
	Level
	4
	Credits
	10

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To foster an understanding of the interdisciplinary nature of capturing user requirements, involving aspects of psychology, communication, and technology.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· apply various techniques for eliciting user requirements, such as interviews, surveys, and observations;
· analyse user needs and translate them into clear, concise requirements documents;
· plan and conduct effective user research; evaluate and report the results to stakeholders in the user requirements capture process.

INDICATIVE CONTENT
· Definition, importance, and role in system development life cycle.
· Elicitation Techniques including interviews, workshops, observation, questionnaires, and use cases.
· Documenting requirement specifications, user stories, and use case scenarios.
· Identifying and managing stakeholders, understanding user personas.
· Capturing non-functional requirements such as usability, performance, and security.
· Ensuring the accuracy and completeness of user requirements.
· Addressing diverse user needs and ethical considerations in requirement gathering.
· Real-world scenarios for hands-on experience in capturing user requirements.



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24%

	Independent learning
	76
	76%

	Placement learning
	0
	0%

	TOTAL
	100
	100%



ASSESSMENT
2. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Case study
	1,500 words
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA4047

	Module Title
	Capturing User Requirements

	Classification
	Reading List entry
	Electronic*

	Essential
	Heath, P (2020) Managing Software Requirements the Agile Way, Packt.
	☒

	Further
	Hathaway, T & Hathaway, A (2021) User Stories: A Collaboration Tool for Business and IT. 
	☒

	Further
	Hathaway, T & Hathaway, A (2016) Functional and Non-Functional Requirements – Simply Put.
	☒

	Further
	Hathaway, T & Hathaway, A (2016) Requirements Elicitation Interviews and Workshops – Simply Put.
	☒




	Module Code
	ACCA4048

	Title
	Content Design

	Date
	17/05/2024
	Level
	4
	Credits
	10

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To introduce students to the principles, theories, and practices of content design in digital contexts.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· demonstrate an understanding of key content design principles and apply them in creating engaging and accessible digital content;
· create and implement content strategies that align with organizational goals and user expectations.

INDICATIVE CONTENT
· Overview of content design principles, including clarity, engagement, and user-centred design.
· Techniques for developing content strategies, including audience analysis, content mapping, and channel selection.
· Hands-on experience in creating various types of digital content (text, images, video, interactive elements) using appropriate digital tools and Content Management System (CMS).
· Best practices for creating accessible and inclusive content that caters to diverse audiences.
· Understanding key performance indicators (KPIs) and using analytics tools to measure content success.
· Discussions on copyright, privacy, data protection, and ethical considerations in content design.
· Analysis of successful content design examples and practical projects based on real-world scenarios.



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24%

	Independent learning
	76
	76%

	Placement learning
	0
	0%

	TOTAL
	100
	100%



ASSESSMENT
3. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Case study
	1,500 words
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA4048

	Module Title
	Content Design

	Classification
	Reading List entry
	Electronic*

	Essential
	Jorgensen, E (2023) Strategic Content Design: Tools and Research Techniques for Better UX. Rosenfeld Media.
	☒

	Essential
	So, P (2023) Immersive Content and Usability. Book Apart.
	☒


[bookmark: StartP]

	Module Code
	ACCA4049

	Title
	Data Analysis

	Date
	17/05/2024
	Level
	4
	Credits
	10

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To develop the knowledge and skills required to perform basic statistical analysis of experimental data.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· understand basic statistical concepts and how variation can occur within datasets;
· select and apply appropriate statistical methods for the analysis of well-defined problems.

INDICATIVE CONTENT
· Descriptive statistics: mean, mode, median, percentiles, quartiles, interquartile range (IQR).
· Populations and samples: differences between population based and sample-based statistics.
· Frequency distributions: normal and skewed distributions.
· Experimental design: independent and dependent variables, hypothesis development, confidence limits.
· Relationships between multiple data variables: correlation coefficients, the t test, chi-square test, one-way ANOVA tests.
· Software for statistical analysis.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24%

	Independent learning
	76
	76%

	Placement learning
	0
	0%

	TOTAL
	100
	100%





ASSESSMENT
4. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Statistical problems
	1,500 words equivalent
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA4049

	Module Title
	Data Analysis

	Classification
	Reading List entry
	Electronic*

	Essential
	Kranzler, J.H. (2022) Statistics for the Terrified, Rowman & Littlefield.
	☒

	Further
	Few, S. (2012), Show Me the Numbers, Analytics Press, Burlingame, CA.
	☒

	Further
	Spiegel, M.R (2014) Shaum’s Outline of Statistics, 5th Ed. McGraw Hill Education Limited.
	☒




	Module Code
	ACCA4050

	Title
	Data Visualisation

	Date
	17/05/2024
	Level
	4
	Credits
	10

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To introduce students to a wide variety of techniques used to display different types of data effectively. The student will learn to design data presentations for both static and interactive displays.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· present nominal, ordinal, categorical and network data in forms that enable the easy understanding of the data;
· use colour, position, size, shape and icons to encode information creatively and effectively.

INDICATIVE CONTENT
· Different types of data; nominal, ordinal, categorical, network data.
· Univariate, bivariate, trivariate, hypervariate data.
· Appropriate display methods for differing data types; graphs, tables, icons.
· Histograms, boxplots, scatterplots, barcharts, mosaic plots, parallel coordinate plots, maps.
· Rearranging data to extract meaning from it; introducing distortion to provide clarity.
· Identifying problems with visualisations.
· Using data visualisation software e.g. Tableau, PowerBI.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24%

	Independent learning
	76
	76%

	Placement learning
	0
	0%

	TOTAL
	100
	100%





ASSESSMENT
5. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Case study
	1,500 words equivalent
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA4050

	Module Title
	Data Visualisation

	Classification
	Reading List entry
	Electronic*

	Essential
	Frost, A, Sturt, T, Kynvin, J and Gallardo, SF (2021) Communicating with Data Visualisation: A Practical Guide. SAGE..
	☒

	Further
	Few, S. (2012), Show Me the Numbers, Analytics Press, Burlingame, CA.
	☐

	Further
	Tufte, E. (2001) The Visual Display of Quantitative Information (2nd Ed.) Graphics Press USA.
	☐

	Further
	Tufte, E. (1997), Visual Explanations, Images and Quantities, Evidence and Narrative. Graphics Press USA. 
	☐

	Further
	Tufte, E. (1990) Envisioning Information, Graphics Press USA.
	☐




	Module Code
	ACCA4051

	Title
	Human Psychology

	Date
	17/05/2024
	Level
	4
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To develop a comprehensive understanding of key psychological principles relevant to user experience and human-computer interaction.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· demonstrate an understanding of foundational psychological theories and concepts relevant to understanding human cognition, emotion and behaviour;
· apply psychological principles to the analysis of user behaviours, preferences, and needs in the context of Human-Computer Interaction (HCI) and UX.

INDICATIVE CONTENT
· Introduction to Human Psychology and Cognitive Processes.
· Understanding cognition and emotion in regard to human behaviour and decision making.
· Understanding user needs and methods of collecting relevant data.
· Human factors in interface design and observing users' behaviours and trends.
· Exploring the influence of emotion on user experience.
· The role of social psychology in user interaction.
· A consideration of ethics and creating trust with users in regard to data protection.
· Exploring the role of memory, attention, cognitive bias, attitudes towards technology and the digital world and their impact on user experience and human-computer interaction.
· Exploring real-world application of assessing user-experience and utilising information in the on-going interface design process.



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT
6. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Case Study
	1,500 words
	50%



Assessment Component 2
(Tick one)
	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Lab Practical
	1.5 hours
	50%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA4051

	Module Title
	Human Psychology

	Classification
	Reading List entry
	Electronic*

	Essential
	Gross, R. (2020). Psychology: the science of mind and behaviour (8th ed.). Hodder.
	☒

	Further
	Eysenck, M.W. and Keane, M.T. (2020) Cognitive psychology: a student’s handbook. (8th ed.). Routledge. 
	☐




	Module Code
	ACCA4052

	Title
	Interaction and Interface Design

	Date
	17/05/2024
	Level
	4
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To introduce students to the underlying concepts and principles necessary for the design of interfaces for various devices. As well as gaining theoretical knowledge, the student will learn to design and evaluate such interfaces.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· demonstrate an essential understanding of the capabilities of humans and machines, and how they work together for effective human-computer interaction;
· design and evaluate interaction strategies for a variety of well-constrained computing scenarios.

INDICATIVE CONTENT
· Physiological and psychological capability ranges of human beings.
· Usability, Shneiderman's rules, Norman’s heuristics, user focus, task modelling.
· Screen layouts.
· Data organisation and navigation, principles of display design, storyboarding.
· Evaluation of interfaces, heuristic evaluations, cognitive walkthroughs.
· Accessibility for interaction design including requirements related to the Equality Act.
· Legal and ethical requirements.
· Interface design for a range of input and output (I/O) devices, multimodal I/O.
· Software tools for interface design e.g. FIGMA, Balsamiq, Adobe XD.
· Dealing with simple requirement changes.



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT
7. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Case study
	1,500 words equivalent
	50%



Assessment Component 2
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Case study
	1,500 words equivalent
	50%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA4052

	Module Title
	Interaction and Interface Design

	Classification
	Reading List entry
	Electronic*

	Essential
	Rogers, Y, Sharp, H and Preece, J. (2023) Interaction Design: Beyond Human-Computer Interaction. Wiley.
	☒

	Essential
	Krug, S. (2014), Don’t Make me Think Revisited. Voices That Matter.
	☒

	Further
	Steane, J (2023) The Principles and Processes of Interactive Design. Bloomsbury Visual Arts.
	☒

	Further
	Norman, D. (2014), The Design of Everyday Things (revised and expanded edition). MIT Press.
	☐




	Module Code
	ACCA4053

	Title
	Professional Practice (Work-Based)

	Date
	17/05/2024
	Level
	4
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☐




AIM(S)
· To equip students with the skills and knowledge necessary to identify and plan a workplace project aligned with the requirements of their role, fostering an understanding of project management principles and initial project scoping.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· analyse and identify a relevant workplace project based on organizational needs and objectives;
· develop a comprehensive project proposal outlining the objectives, scope, resources, and initial project plan.

INDICATIVE CONTENT
· Understanding organisational needs and project identification within the workplace.
· Project scoping and defining objectives.
· Project proposal writing, including sections on objectives, deliverables, stakeholders, and resources required.
· Introduction to project management methodologies (e.g. Agile, Waterfall) and their application.
· Techniques for conducting feasibility studies and risk assessment in a workplace project context.
· Tools and methods for project planning and initial scheduling.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	8
	4%

	Independent learning
	152
	76%

	Placement learning
	40
	20%

	TOTAL
	200
	100%





ASSESSMENT
8. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Report
	3,000 words
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST
	Module Code
	ACCA4053

	Module Title
	Professional Practice (Work-Based)

	Classification
	Reading List entry
	Electronic*

	Essential
	Cadle, J., Paul, D., & Turner, P. (2021). Business Analysis Techniques: 99 Essential Tools for Success, 3rd Ed. BCS Learning & Development Limited.
	☒

	Essential
	Wysocki, R. K. (2019). Effective Project Management: Traditional, Agile, Extreme, 8th Ed. Wiley.
	☒

	Further
	Kerzner, H. (2022). Project Management: A Systems Approach to Planning, Scheduling, and Controlling, 13th Ed.
	☒

	Further
	Kogon, K., Blakemore, S., & Wood, J. (2015). Project Management for the Unofficial Project Manager. BenBella Books.
	☐

	Further
	Sutherland, J. (2014). Scrum: The Art of Doing Twice the Work in Half the Time. Crown Business.
	☐

	Further
	Project Management Institute. (2021). A Guide to the Project Management Body of Knowledge (PMBOK® Guide), 7th Ed. Project Management Institute.
	☒




	Module Code
	ACCA4054

	Title
	Service Design

	Date
	17/05/2024
	Level
	4
	Credits
	10

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To provide students with a comprehensive understanding of service design principles, methodologies, and their applications in various industries.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· demonstrate an understanding of key service design concepts, theories, and methodologies;
· analyse and evaluate existing services, identifying areas for improvement and innovation, working effectively in teams to brainstorm, develop, and refine service design ideas.

INDICATIVE CONTENT
· Definitions, history, and evolution of service design.
· Tools and techniques, e.g. journey mapping, service blueprints, and persona development.
· User-centred design, empathy, user needs, and experience in designing services.
· Methods for prototyping services and conducting user testing.
· Analysis of successful and unsuccessful service design examples across various industries.
· Sustainability and ethics in service design.
· How service design applies in different industrial contexts, such as healthcare, finance, and hospitality.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24%

	Independent learning
	76
	76%

	Placement learning
	0
	0%

	TOTAL
	100
	100%




ASSESSMENT
9. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Group presentation
	5 minutes per group member
	50%



Assessment Component 2
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Individual report
	1,000 words
	50%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA4054

	Module Title
	Service Design

	Classification
	Reading List entry
	Electronic*

	Essential
	Downe, L (2020) Good Services – How to Design Services That Work. BIS.
	☒

	Further
	Stinkdorn, M, Hormess, ME, Lawrence, A. (2016) This is Service Design Doing. O’Reilly.
	☒

	Further
	Stinkdorn, M, Hormess, ME, Lawrence, A. (2018) This is Service Design Doing. O’Reilly.
	☒





	Module Code
	ACCA5049

	Title
	Designing Meaningful User Experiences

	Date
	17/05/2024
	Level
	5
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To cultivate the ability in students to critically analyse existing digital products and apply their findings to the design of user interfaces that effectively meet user needs and preferences.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· demonstrate a deep understanding of key UX design principles and apply them to create effective and meaningful user experiences;
· create user-centred design prototypes, employing appropriate tools and methodologies with a focus on accessibility, inclusivity, and ethical considerations.

INDICATIVE CONTENT
· Advanced UX design principles, user research methods, and the importance of user-centred design; techniques for creative problem-solving, ideation methods, and design thinking frameworks.
· Tools and techniques for creating wireframes, mock-ups, and prototypes. Hands-on practice with industry-standard design tools.
· Techniques for conducting usability tests, gathering user feedback, and iteratively improving designs.
· Principles of accessible and inclusive design, ensuring digital products are usable by a diverse range of users.
· The ethical implications of design decisions, data privacy, and user manipulation.
· Dealing with more complex requirement changes.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%




ASSESSMENT
10. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Case study
	2,000 words equivalent
	50%



Assessment Component 2
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Case study
	2,000 words equivalent
	50%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA5049

	Module Title
	Designing Meaningful User Experiences

	Classification
	Reading List entry
	Electronic*

	Essential
	Allanwood, G & Beare, P (2019) User Experience Design – A Practical Introduction. Bloomsbury Visual Arts.
	☒

	Essential
	Pereyra, I (2023) Universal Principles of UX. Rockport.
	☒

	Further
	Marsh, J (2016) UX For Beginners. O’Reilly.
	☒

	Further
	Krug, S. (2013), Don’t Make me Think Revisited. Voices That Matter.
	☒




	Module Code
	ACCA5050

	Title
	Digital Ethics and Information Governance

	Date
	17/05/2024
	Level
	5
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To provide students with concepts and understanding about ethics, threats and vulnerabilities present in systems. They must learn how to use the information assets securely to support the goals and objectives of organisations through information security governance, ethical process, risk management and regulatory compliance.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· demonstrate a critical understanding of the key issues associated with inspection, protection, detection of and reaction to threats to information assets;
· provide an overview of the field of information security assurance, governance, policies, ethics, risk management and regulatory compliance.

INDICATIVE CONTENT
· Introduction to Information Security.
· The Need for Security.
· Legal, Ethical, and Professional Issues in Information Security.
· Planning for Security.
· Risk Management.
· Regulatory Acts.
· Security Governance Concepts, Principles, and Policies.
· Data protection and freedom of information acts.
· How does security governance interact with risk management?
· Security Technology: Access Controls, Firewalls, Virtual Private Networks (VPNs), Intrusion Detection System (IDS), Intrusion Prevention System (IPS) and other tools.
· Physical Security.
· Implementing Information Security.
· Security and Personnel.
· Information Security Maintenance.
· Cyber terrorism, safeguarding and PREVENT.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT
11. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio
	4,000 words equivalent
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA5050

	Module Title
	Digital Ethics and Information Governance

	Classification
	Reading List entry
	Electronic*

	Essential
	Ladley, J. (2019), Data Governance: How to Design, Deploy and Sustain an Effective Data Governance Program, 2nd Ed, Morgan Kaufmann, MA, USA.
	☒

	Essential
	Véliz, C. (Ed.). (2021). Oxford Handbook of Digital Ethics. Oxford: Oxford University Press.
	☒

	Essential
	Whitman, M. E., & Mattord, H. J. (2021). Principles of Information Security, 7th Ed. Cengage.
	☐

	Further
	Brotby, K. (2017). Information Security Governance: A Practical Development and Implementation Approach. ISBN: 978-1-118-58551-1.
	☒

	Further
	Gregory, P. H. (2015). CISSP Guide to Security Essentials, 2nd Ed. ISBN-10: 130584601X, ISBN-13: 9781305846012.
	☒

	Further
	Katz, S. (2022). Digital Earth – Cyber threats, privacy and ethics in an age of paranoia. IT Governance Publishing.
	☒

	Further
	Plotkin, D. (2020), Data Stewardship: An Actionable Guide to Effective Data Management and Data Governance, 2nd Ed, Morgan Kaufmann, MA, USA.
	☒

	Further
	Quinn, M. J. (2015), Ethics for the Information Age: International Edition, Pearson: NY.
	☒

	Further
	ACM Transactions on Privacy and Security 
	☒

	Further
	CISCO Academy Website, cisco.netacad.net (password access only)
	☒

	Further
	IEEE Transactions on Information Forensics and Security
	☒

	Further
	IEEE, IEEE Security & Privacy
	☒

	Further
	Science Direct
	☒

	Further
	Scopus
	☒




	Module Code
	ACCA5051

	Title
	Ergonomics

	Date
	17/05/2024
	Level
	5
	Credits
	10

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To equip students with the skills to apply ergonomic principles in the design, evaluation, and improvement of products, systems, and environments.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· appraise and apply the key principles and concepts of ergonomics and human factors;
· propose ergonomic analysis and recommendations clearly and effectively to various stakeholders, working effectively as part of a research team.

INDICATIVE CONTENT
· History, importance, and basic concepts of ergonomics and human factors; the human body's capabilities and limitations in relation to ergonomic design.
· Tools and methods for assessing ergonomic risks in various settings; designing workspaces, equipment, and workflows to enhance comfort, efficiency, and safety.
· Ergonomic considerations in the design and use of computer systems and interfaces; ergonomics in product design.
· Physical and cognitive aspects of ergonomic design, including the impact of ergonomic interventions on health and well-being.
· Case studies and applications, real-world examples of ergonomic challenges and solutions.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24%

	Independent learning
	76
	76%

	Placement learning
	0
	0%

	TOTAL
	100
	100%





ASSESSMENT
12. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Group presentation
	5 minutes per group member
	50%



Assessment Component 2
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Individual report
	1,000 words
	50%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA5051

	Module Title
	Ergonomics

	Classification
	Reading List entry
	Electronic*

	Essential
	Bridger, RS (2023) Introduction to Human Factors and Ergonomics. CRC.
	☒

	Further
	Jacobsen, D (2023) Human Factors and UX in the Age of AI. Independently Published.
	☐




	Module Code
	ACCA5052

	Title
	Experimental Design for User Testing

	Date
	17/05/2024
	Level
	5
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒


[bookmark: _Hlk165628107]

AIM(S)
· To develop students' ability to critically analyse, apply and evaluate experimental designs in user testing scenarios, focusing on real-world applications and ethical considerations.
[bookmark: _Hlk165628196]
LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· design robust experiments for user testing, including defining objectives, formulating hypotheses, and selecting appropriate methodologies;
· competently analyse and interpret data from user tests, drawing valid conclusions and making informed recommendations;
· demonstrate an understanding of ethical issues related to user testing, including informed consent and data privacy.

INDICATIVE CONTENT
· Key concepts: variables, hypotheses, sampling methods; different experimental designs (e.g., between-subjects, within-subjects).
· Identifying objectives and formulating hypotheses for user testing; selection of appropriate user testing methods (e.g., A/B testing, usability testing).
· Further techniques for data collection and ensuring data integrity; statistical methods for analysing user testing data (e.g. multi-way ANOVA).
· Understanding informed consent, data privacy, and user rights; addressing bias and ensuring inclusivity in user testing.
· Analysis of real-world case studies to illustrate best practices.
· Presentation of experimental data in written and spoken form; data visualisation of experimental results.



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT
13. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio
	4,000 words equivalent
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA5052

	Module Title
	Experimental Design for User Testing

	Classification
	Reading List entry
	Electronic*

	Essential
	Barnum, CM (2020) Usability Testing Essentials: Ready, Set...Test! Morgan Kaufman.
	☒

	Essential
	Sauro, J & Lewis, JR (2016) Quantifying the User Experience: Practical Statistics for User Research 2nd Ed. Morgan Kaufman.
	☒

	Further
	Nassery, L (2023) Practical A/B Testing: Creating Experimentation-Driven Products. Pragmatic Bookshelf.
	☒




	Module Code
	ACCA5053

	Title
	Human-Computer Interaction

	Date
	17/05/2024
	Level
	5
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· Build on prior knowledge in psychology and interaction design to deepen students' understanding of advanced principles in HCI, including an understanding of the impact of emerging technologies.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· critically analyse and evaluate existing HCI designs using advanced theoretical frameworks, applying appropriate research methodologies;
· create innovative user interface designs that address complex user needs and accessibility requirements, considering societal and cultural impacts;
· demonstrate understanding of how emerging technologies can be utilised in HCI.

INDICATIVE CONTENT
· In-depth exploration of theories such as distributed cognition, embodied interaction, and affective computing.
· Advanced methods in HCI research, including experimental design, ethnography, and participatory design.
· Advanced techniques in user-centred design; inclusivity and diversity in user experiences; how technologies like Artificial Intelligence (AI), Virtual Reality (VR)/Augmented Reality (AR), and Internet of Things (IoT) are reshaping HCI; human-centred AI, human-robot interaction.
· Best practices in designing for accessibility, covering a range of abilities and contexts; real-world case studies and hands-on projects to apply theoretical knowledge.
· Societal, ethical, and cultural challenges in HCI.



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT
14. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Research paper
	2,000 words
	50%



Assessment Component 2
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Case Study
	2,000 words
	50%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA5053

	Module Title
	Human-Computer Interaction

	Classification
	Reading List entry
	Electronic*

	Essential
	Norman, K (2017) Cyberpsychology Cambridge University Press.
	☐

	Essential
	Harmon, S (2022) Human-Computer Interaction: Emerging Trends Murphy & Moore.
	☒

	Essential
	Schneiderman, B (2022) Human-Centred Artificial Intelligence Oxford University Press.
	☒

	Further
	Motti, VG (2020) Wearable Interaction Springer.
	☒

	Further
	Rogers, Y, Sharp, H and Preece, J. (2023) Interaction Design: Beyond Human-Computer Interaction. Wiley.
	☒




	Module Code
	ACCA5054

	Title
	Research Methods

	Date
	17/05/2024
	Level
	5
	Credits
	10

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To provide students with a comprehensive and systematic understanding of the knowledge and skills needed to collect, interpret, analyse, synthesise and present data using appropriate research methods, extending the student’s technical expertise in evaluating the suitability of different research and development methods for different situations.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· review critically the current research literature pertinent to a research topic and communicate the results of the research to specialist and non-specialist audiences;
· demonstrate a sound understanding of research and development strategies and use these to produce a proposal suitable for a project that meets ethical and sustainability guidelines.

INDICATIVE CONTENT
· Research principles and approaches (e.g. the research process, purpose, sources of data including primary/secondary research, quantitative/qualitative data, objective/hypothesis formation, reliability, validity, generalisability).
· Research design strategies, (e.g. experiments, surveys, case studies), their advantages and limitations, and their suitability to a variety of research contexts.
· Data collection & sampling methods for practical problems likely to occur in student projects at Level 5 or above.
· Data analysis of both qualitative and quantitative information, including the use of appropriate computer software.
· Developing and structuring a research proposal: problem identification, formulating aims/hypotheses, sampling, sustainability and ethical issues and the practicalities of design.
· Review of referencing conventions (e.g. the Harvard system, numeric system).
· Critical, analytical thinking and writing; the ethical and effective use of generative AI systems.



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	24
	24%

	Independent learning
	76
	76%

	Placement learning
	0
	0%

	TOTAL
	100
	100%



ASSESSMENT
15. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Research proposal
	2,000 words
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA5054

	Module Title
	Research Methods

	Classification
	Reading List entry
	Electronic*

	Essential
	Cribb, M (2021) Research Methods for Undergraduate and Postgraduate Students.
	☒

	Essential
	Dawson, C (2019) Introduction to Research Methods, 6th Ed. Robinson.
	☒






	Module Code
	ACCA5055

	Title
	Work-Based Group Project

	Date
	17/05/2024
	Level
	5
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To guide students in the implementation and evaluation phases of workplace projects, enabling them to execute their proposed projects, manage resources effectively, and evaluate project outcomes against defined objectives.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· execute a workplace project as a member of a team, applying project management methodologies and adapting strategies as needed;
· evaluate the project outcomes against predefined success criteria and present a comprehensive project evaluation report.

INDICATIVE CONTENT
· Project execution: resource allocation, task delegation, and project monitoring.
· Quality control and risk management during project implementation.
· Evaluation methodologies and techniques for assessing project outcomes.
· Analysing and interpreting project data to measure success against initial objectives.
· Report writing skills to present project evaluation findings effectively.
· Reflection and learning from project successes and challenges for future improvement.
· Stakeholder engagement and communication strategies.
· Adapting to unforeseen challenges and/or addressing changes in project requirements.
· Ethical considerations in project decision-making.
· Continuous improvement processes throughout the project life cycle.



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	8
	4%

	Independent learning
	152
	76%

	Placement learning
	40
	20%

	TOTAL
	200
	100%



ASSESSMENT
16. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Report
	Equivalent of 4,000 words.
Note: Each student will be required to document their individual contribution.
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA5055

	Module Title
	Work-Based Group Project

	Classification
	Reading List entry
	Electronic*

	Essential
	Hillson, D., & Simon, P. (2020) Practical Project Risk Management: The ATOM Methodology. Management Concepts. Berrett-Koehler Publishers.
	☒

	Essential
	Rose, K. H. (2022). Project Quality Management: Why, What and How, 3rd Ed. J. Ross Publishing.
	☒

	Further
	Bolton, G. (2018). Reflective Practice: Writing and Professional Development, 5th Ed. SAGE Publications.
	☒

	Further
	Kerzner, H. (2023). Project Management Metrics, KPIs, and Dashboards: A Guide to Measuring and Monitoring Project Performance, 4th Ed. Wiley.
	☒

	Further
	Williams, K., & Woolliams, M. (2012). Reflective Writing. Palgrave Macmillan.
	☐




	Module Code
	ACCA6035

	Title
	Accessible User Experiences

	Date
	17/05/2024
	Level
	6
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To bridge theoretical HCI knowledge with practical application, focusing on designing accessible user interfaces and interactions for diverse user groups, including those with disabilities.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· appraise existing human-computer interaction designs for their accessibility and inclusivity;
· create user interfaces, interactions and experiences that are accessible to people with a variety of disabilities;
· integrate theories and principles from psychology, ergonomics, and interaction design to improve accessibility in human-computer interaction.

INDICATIVE CONTENT
· In-depth exploration of accessibility principles, including universal design and Web Content Accessibility Guidelines (WCAG); legal frameworks and ethical implications surrounding accessibility in digital environments, ISO/IEC 30071-1:2019.
· Techniques and methodologies for testing and evaluating the accessibility of digital products and for incorporating user feedback, particularly from users with disabilities.
· Study of various assistive technologies (like screen readers, speech recognition, eye-tracking) and how to design compatible interfaces.
· Exploration of new technologies (like AI, AR/VR) and their potential impact on accessible human-computer interaction.
· Methods for conducting user research in a way that includes people with a range of abilities and disabilities.



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT
17. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Report
	2,000 words
	50%



Assessment Component 2
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio
	2,000 words equivalent
	50%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA6035

	Module Title
	Accessible User Experiences

	Classification
	Reading List entry
	Electronic*

	Essential
	Hassell, J (2019) Inclusive Design for Products. Rethink Press.
	☒

	Essential
	Horton, S & Sloan, D (2024) What Every Engineer Should Know About Digital Accessibility CRC Press.
	☒

	Further
	Shrew, A (2023) Against Technoablism: Rethinking Who Needs Improvement WW Norton.
	☒





	Module Code
	ACCA6036

	Title
	Human-Data Interaction

	Date
	17/05/2024
	Level
	6
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To deepen students' understanding of advanced data visualisation techniques and their applications in various domains.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· demonstrate mastery of advanced visualisation techniques, including dynamic and interactive, using specialized data visualization software;
· effectively communicate complex information through well-designed visualisations tailored to specific audiences;
· understand and apply ethical considerations in the visualisation of data, ensuring accuracy and fairness;
· work effectively as part of a research team.

INDICATIVE CONTENT
· Exploration of dynamic, interactive, and real-time data visualizations; 3D visualizations; and advanced chart types.
· In-depth training in advanced features of complex visualisation tools (e.g. Tableau, PowerBI); advanced topics such as geospatial visualizations, network graphs, data sonification, and temporal data visualizations.
· Techniques for interpreting complex data and transforming it into compelling visual stories; principles of design thinking and user experience in data visualization.
· Approaches to visualizing large datasets, dealing with scalability and performance issues.
· Understanding the ethical implications and responsibilities in visual data representation.
· Exploration of emerging trends, future potentials, and research areas in data visualization; AI, Virtual Reality (VR)/Augmented Reality (AR)/Mixed Reality (MR)/Extended Reality (XR).
· Coping with changing requirements.



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT
18. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Group portfolio
	2,000 words equivalent per student
	50%



Assessment Component 2
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Individual portfolio
	2,000 words equivalent
	50%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA6036

	Module Title
	Human-Data Interaction

	Classification
	Reading List entry
	Electronic*

	Essential
	Tominski, C & Schuman, H (2020) Interactive Visual Data Analysis AK Peters/CRC Press.
	☒

	Essential
	Frost, A, Sturt, T, Kynvin, J & Gallardom, SM (2021) Communicating with Visual Data: A Practical Guide SAGE.
	☒

	Further
	Wiggins, C & ML (2024) How Data Happened WW Norton.
	☒

	Further
	Worral, D (2019) Sonification Design: From Data to Intelligible Soundfields. Springer.
	☒

	Further
	Setlur, V & Cogley, B (2022) Functional Aesthetics for Data Visualisation Wiley.
	☒




	Module Code
	ACCA6037

	Title
	Independent Project 1

	Date
	17/05/2024
	Level
	6
	Credits
	10

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To develop the ability of students to engage critically and innovatively with theory and/or practice to produce suitable research of a chosen topic within their studied subject area.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· demonstrate intellectual skills in the research of an appropriate topic, problem or challenge for investigation pertinent to their field of study utilising relevant investigative methods;
· organise their knowledge and learning and present their work appropriately in a manner that can be understood by specialist audiences.

INDICATIVE CONTENT
· Research paradigms, methods, and techniques of research and enquiry.
· Conducting and writing literature reviews.
· Ethical concerns and the research process.
· Presenting and illustrating data and information.
· Identifying key themes, trends, and gaps in existing research.
· Strengths and limitations of chosen research methods.
· Synthesizing information from diverse sources.
· Utilising visual aids, such as charts, graphs, and tables, to convey complex information.



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	10
	10%

	Independent learning
	90
	90%

	Placement learning
	0
	0%

	TOTAL
	100
	100%



ASSESSMENT
19. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Presentation
	15 minutes
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	

	Practical
	100%

	TOTAL
	100%



INDICATIVE READING LIST

This will be guided by the student’s individual project.

	Module Code
	ACCA6037

	Module Title
	Independent Project 1

	Classification
	Reading List entry
	Electronic*

	Essential
	Cottrell S, (2021) Skills for Success Personal Development and Employability, 4th Ed, Palgrave. London.  
	☒

	Essential
	ASET, 2023 Good Practice Guide for Work based Learning and Placement Learning in Higher Education
https://www.asetonline.org/wp-content/uploads/2023/04/ASET-Good-Practice-Guide-to-Successful-Work-Based-Learning-for-Apprenticeships-in-Higher-Education.pdf 
	☒

	Further
	Aubrey, K. & Riley, A. (2020) Understanding and Using Challenging Education Theories, 2nd Ed, London: SAGE.
	☒

	Further
	Cohen, L. Manion, L. and Morrison, K. (2017) Research Methods in Education, 8th Ed. London: Routledge.
	☒

	Further
	Gottschall, Jonathan (2013), The Storytelling Animal: How Stories Make Us Human, Houghton Mifflin.
	☐

	Essential
	Gray, D.E. (2021) Doing Real World Research, 5th Ed, London: SAGE. 
	☐

	Further
	Hart, C (2018) Doing a Literature Review: Releasing the Research Imagination (SAGE Study Skills Series)
	☒

	Further
	Obschonka, M., Hakkarainen, K., Lonka, K. et al. Entrepreneurship as a twenty-first century skill: entrepreneurial alertness and intention in the transition to adulthood. Small Bus Econ 48, 487–501 (2017). https://doi.org/10.1007/s11187-016-9798-6
	☒

	Further
	Storr, W. (2020), The Science of Storytelling, William Collins
	☐

	Further 
	https://ec.europa.eu/jrc/en/entrecomp 
	☒





	Module Code
	ACCA6038

	Title
	Independent Project 2

	Date
	17/05/2024
	Level
	6
	Credits
	30

	Pre-Requisites
	Independent Project 1 (ACCA6037)

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To develop the ability of students to engage critically and innovatively with theory and/or practice relevant to their studied subject areas in order to produce a discipline specific in-depth project.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· evidence in-depth knowledge and critical understanding of principles necessary to underpin their education within their chosen field of study and problem-solving techniques applicable to this;
· evidence independence of thought and critical evaluation in the production of an independent piece of work, demonstrating transferable skills through exercising initiative and personal responsibility in planning own learning and self-management;
· organise their knowledge and learning through use of a range of media and present their work appropriately in a manner that can be understood by specialist and non-specialist audiences.

INDICATIVE CONTENT
· Resources, project, and skills management processes and techniques.
· Presenting and illustrating data and information in diverse formats.
· Communication of general and specialist knowledge.
· Communication of technical ideas and results.
· Problem solving.
· Creativity, entrepreneurial thinking and approaches.
· Collaboration, adaptability and reflection.
· Development methodologies.



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	15
	5%

	Independent learning
	285
	95%

	Placement learning
	0
	0%

	TOTAL
	300
	100%



ASSESSMENT
20. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Portfolio
	4 elements
	100%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

This will be guided by the student’s individual project.

	Module Code
	ACCA6038

	Module Title
	Independent Project 2

	Classification
	Reading List entry
	Electronic*

	Essential
	Cottrell S, (2021) Skills for Success Personal Development and Employability, 4th Ed, Palgrave. London.  
	☒

	Essential
	ASET, 2023 Good Practice Guide for Work based Learning and Placement Learning in Higher Education
https://www.asetonline.org/wp-content/uploads/2023/04/ASET-Good-Practice-Guide-to-Successful-Work-Based-Learning-for-Apprenticeships-in-Higher-Education.pdf 
	☒

	Essential
	Hayden, J (2023) Project Management Mastery: A Comprehensive Guide to Successfully Implementing the Core Principles Of Project Planning And Scope Management From Concept To Completion , Scribe Publishing.
	☒

	Further
	Aubrey, K. & Riley, A. (2020) Understanding and Using Challenging Education Theories, 2nd Ed, London: SAGE.
	☒

	Further 
	Brinkmann, S. and Kvale, S. (2018) Doing Interviews (Qualitative Research Kit). Sage.
	☐

	Further
	Cohen, L. Manion, L. and Morrison, K. (2017) Research Methods in Education, 8th Ed. London: Routledge.
	☒

	Further
	Creswell, J. W. (2023). Qualitative inquiry and research design: Choosing among five approaches, 5th Ed. Sage.
	☐

	Further
	Flick, U. (2022) An Introduction to Qualitative Research, 7th Ed, London: SAGE. 
	☒

	Further 
	Gibbs, G. (2018) Analysing Qualitative Data (Qualitative Research Kit). Sage.
	☒

	Further
	Gottschall, Jonathan (2013), The Storytelling Animal: How Stories Make Us Human, Houghton Mifflin.
	☐

	Further
	Gray, D.E. (2021) Doing Real World Research, 5th Ed, London: SAGE. 
	☐

	Further
	Obschonka, M., Hakkarainen, K., Lonka, K. et al. Entrepreneurship as a twenty-first century skill: entrepreneurial alertness and intention in the transition to adulthood. Small Bus Econ 48, 487–501 (2017). https://doi.org/10.1007/s11187-016-9798-6
	☒

	Further
	Storr, W. (2020), The Science of Storytelling, William Collins.
	☐

	Further 
	https://ec.europa.eu/jrc/en/entrecomp 
	☒




	Module Code
	ACCC6029

	Title
	Industrial Based Research

	Date
	17/05/2024
	Level
	6
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To provide the students with the ability to critically analyse and research complex industry-related problems and/or systems. This includes development of appropriate system requirements for work-based projects.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· review and implement appropriate research methods for investigating a problem relevant to the employer;
· communicate an in-depth understanding of the problem on the context of the organisation’s needs and current research;
· manage resources appropriately including collaboration with experts within the organisation.

INDICATIVE CONTENT
· Research methodologies for industrial research.
· Research and investigative skills relevant to the student’s workplace.
· Work design and technology: for example, business process re-engineering, work redesign options such as job rotation, job enlargement, job enrichment.
· Stimulants/drivers for change: for example, technology, nature of the workforce, social trends, competition, etc.
· Appropriate development and structuring of an industrial research proposal: problem identification, formulating aims/hypotheses, sampling, ethical issues and the practicalities of design.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	10
	5%

	Independent learning
	180
	90%

	Placement learning
	10
	5%

	TOTAL
	200
	100%




ASSESSMENT
21. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Presentation / Demonstration
	10 minutes
	25%



Assessment Component 2
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Reflective Industrial Research Report
	4,000 words
	75%



Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	75%

	Practical
	25%

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCC6029

	Module Title
	Industrial Based Research

	Classification
	Reading List entry
	Electronic*

	Essential
	Hughes, B. (2019), Project Management for IT-Related Projects, 3rd Ed, British Computer Society. 
	

	Essential
	O’Leary, Z (2021) The Essential Guide to Doing Your Research Project. SAGE Publications Ltd.
	

	Further
	Marder, M. (2011) Research Methods for Science, Cambridge University Press: Cambridge.
	☒

	Further
	http://www.acm.org 
	☒

	Further
	http://www.ieee.org 
	☒

	Further
	http://www.bcs.org 
	☒

	Further
	http://www.theregister.co.uk 
	☒




	Module Code
	ACCA6039

	Title
	User Experience for Virtual and Augmented Worlds

	Date
	17/05/2024
	Level
	6
	Credits
	20

	Pre-Requisites
	None

	DBS Check
	May be required  ☐			Not required 	☒




AIM(S)
· To enhance students' grasp of the principles, technologies, and trends in AR/VR in creating immersive and engaging user experiences based on known user needs and behaviours in various domains such as education, entertainment, and industry.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· critically evaluate existing virtual and augmented reality applications for their design, usability, and user experience within their broader societal and ethical contexts;
· develop VR/AR experiences through functional prototypes that effectively meet user needs and preferences utilising sophisticated interaction models and techniques specific to VR/AR.

INDICATIVE CONTENT
· Exploration of cutting-edge hardware and software tools in VR and AR including headsets, glasses, and mobile devices.
· Principles and best practices for designing immersive and engaging user experiences including techniques for effective interaction design specific to virtual and augmented environments.
· Analysis of successful VR/AR projects across various sectors.
· Methodologies for understanding user behaviour and preferences in virtual spaces.
· Developing and testing VR/AR prototypes.
· Discussion of the impact of VR/AR on society, ethics, and individual psychology; emerging trends and potential future applications of VR and AR.



Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT
22. 
Assessment Component 1
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Case study
	2,000 words
	50%



Assessment Component 2
(Tick one)
	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Case study
	2,000 words
	50%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	100%

	Practical
	

	TOTAL
	100%



INDICATIVE READING LIST

	Module Code
	ACCA6039

	Module Title
	User Experience for Virtual and Augmented Worlds

	Classification
	Reading List entry
	Electronic*

	Essential
	Simeone, A, Weyers, B, Bialkova, S & Windeman, RW (Eds) (2023) Everyday Virtual and Augmented Reality. Springer.
	☒

	Essential
	Doerner, R, Broll, W, Grimm, P, & Jung, B (Eds.) (2022) Virtual and Augmented Reality: Foundations and Methods of Extended Realities. Springer.
	☒

	Further
	Hillmann, C (2021) UX For XR: User Experience Design and Strategies for Immersive Technologies. Apress.
	☒




	[bookmark: _Hlk165022248]Module Code
	ACCA6040

	Title
	Digital User Experience Professional End Point Assessment

	Date
	17/05/2024
	Level
	6
	Credits
	None

	Pre-Requisites
	Gateway requirements of Apprenticeship Standard (ST0470)

	DBS Check
	May be required  ☐			Not required 	☒




The Digital User Experience Apprenticeship Standard (UX) defines the knowledge, skills and behaviours (KSBs) required of people working as UX professionals. UX professionals have core KSBs and specialist knowledge and skills relating to UX environments. In order to complete the apprenticeship, UX apprentices must develop the core KSBs along with knowledge and skills relating to their chosen pathway.

The End Point assessment process requires an independent assessor (EPA) to ensure that apprentices have developed those required KSB’s.

Successful completion of the apprenticeship is reliant on attaining at least the pass criteria in both of the assessment components.

AIM(S)
· To develop an adaptive, knowledgeable and reflective UX professional who has a secure professional identity and is well-prepared for the UX industry.

LEARNING OUTCOMES

Upon the successful completion of this module, the UX apprentice will be able to:
· demonstrate a high-level of personal and professional integrity in relation to the knowledge, skills and behaviours required for an UX Professional as identified in the Apprenticeship Standard ST0470;
· critically analyse, reflect and act on evidence-based research and independently evaluate the impact on themselves, their organisation, and the wider UX environment;
· demonstrate a commitment to an inquiring approach and continuing professional development.

INDICATIVE CONTENT

Detailed provision can be found in the End Point Assessment document relating to Apprenticeship Standard ST0470[footnoteRef:1] [1:  https://www.instituteforapprenticeships.org/media/3698/st0470-digital-user-experience-ux-professional_l6_ap-f.pdf ] 

· How to embed the Professional Standards for a UX Professional within practice.
· Skills of inquiry e.g., observation, to analyse the complexity of UX environments in order to inform future planning and practice.
· Professional values and behaviours in a wide variety of UX related contexts including work-place colleagues, customers, end-users and members of the wider community.
· Critical engagement with reflective strategies and models to initiate professional dialogues with experienced UX professionals that will impact purposefully on future practice.
· Critical reflection on the choices of work-place strategies and assess their impact on themselves, their organisation and the wider community.
· How to plan, deliver and reflect on UX related projects effectively to secure a positive outcome for themselves, their organisation and the wider community.

Study Time Allocation

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	0
	0%

	Independent learning
	0
	0%

	Placement learning
	192 hours to compile
competency based portfolio
	100%

	TOTAL
	192
	100%



ASSESSMENT

Assessment Component 1
(Tick one)
	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Work based project(s), presentation with questions and answers
	20 minute presentation on work-based project(s) followed by 20 minute Q&A
	50%



Assessment Component 2
(Tick one)
	☐	Written exam
	☐	Coursework
	☒	Practical



	Mode of assessment
	Volume
	Weighting

	Professional discussion supported by a portfolio of evidence
	60 minute professional discussion based on 4 pieces of evidence selected from competency based portfolio by the assessor.
	50%



Assessment Summary
	Activity type
	Percentage

	Written exam
	

	Coursework
	

	Practical
	100%

	TOTAL
	100%



This module aligns with the Digital User Experience Professional L6 Apprenticeship Standard (Standard number ST0470) as published.

INDICATIVE READING LIST

	Module Code
	ACCA6040

	Module Title
	Digital User Experience Professional End Point Assessment

	Classification
	Reading List entry
	Electronic*

	Essential
	Apprenticeship Standard
https://www.instituteforapprenticeships.org/apprenticeship-standards/digital-user-experience-ux-professional-integrated-degree-v1-0 
	☒

	Essential
	End Point Assessment Criteria
https://www.instituteforapprenticeships.org/media/3698/st0470-digital-user-experience-ux-professional_l6_ap-f.pdf 
	☒





[bookmark: _Toc165657334][bookmark: _Toc165654519][bookmark: _Toc165657335]Appendix One - KSB mappings for BSc Digital User Experience (UX) Professional




20
	KSB mappings for BSc Digital User Experience (UX) Professional
	L4 - ACCA4046 Academic Skills for Computing (10)
	L4 - ACCA4047 Capturing User Requirements (10)
	L4 - ACCA4048 Content Design (10)
	L4 - ACCA4049 Data Analysis (10)
	L4 - ACCA4050 Data Visualisation (10)
	L4 - ACCA4051 Human Psychology (20)
	L4 - ACCA4052 Interaction and Interface Design (20)
	L4 - ACCA4053 Professional Practice (Work-Based) (20)
	L4 - ACCA4054 Service Design (10)
	L5 – ACCA5049 Designing Meaningful User Experiences(20)
	L5 - ACCA5050 Digital Ethics and Information Governance (20)
	L5 - ACCA5051 Ergonomics (10)
	L5 – ACCA5052 Experimental Design for User Testing (20)
	L5 - ACCA5053 Human-Computer Interaction (20)
	L5 – ACCA5054 Research Methods (10)
	L5 - ACCA5055 Work-Based Group Project (20)
	L6 – ACCA6035 Accessible User Experiences (20)
	L6 – ACCA6036 Human-Data Interaction (20)
	L6 – ACCA6037 Independent Project 1 (10)
	L6 – ACCA6038 Independent Project 2 (30)
	L6 – ACCC6029 Industrial Based Research (20)
	L6 – ACCA6039 User Experience for Virtual and Augmented Worlds (20)

	Knowledge  
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	K1: The full scope of the discipline of UX, including definitions, principles and ontologies, as well as the different perspectives, approaches or schools of thought and the theories that underpin them. Advanced methods and techniques to review, consolidate, extend and synthesise their knowledge and understanding, and to initiate and carry out projects.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	K2: Key schools of thought and specialist areas of practice, including Human Computer Interaction (HCI) and sociological, psychological and design approaches to UX, including User Centred Design (UCD), data-led design and experimental testing.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	K3: The essential concepts of digital product design, service design and User Interface (UI) design, and how these fundamental concepts can be applied to new and emerging forms of user interaction.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	K4: The broad and evolving digital landscape, including the interaction between online and offline, and the various channels that direct users to products and services (search engines, direct traffic, referrals etc.), including how to critically analyse and interpret analytics data.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	K5: The non-functional aspects of digital product/service development and improvement and the relationship they have with user experience (e.g. performance, cyber security, interoperability).
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	K6: The changing role of digital in human experiences and the impact of technology in social, commercial, environmental and cultural contexts and how to operate within ambiguous and uncertain situations.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	K7: How to achieve an ethical balance when applying psychological and persuasive techniques (e.g. scarcity, reciprocity and social proofing) to encourage users to carry out desired actions.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	K8: How UX principles adapt to accommodate different forms of interaction across multiple touchpoints (physical and/or digital), and to formulate and apply these principles in complex contexts.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	K9: How to initiate and deploy accurately established techniques of UX practices to new and emerging technologies and interfaces (e.g. conversational UI, wearable UI, multimodal UI, and augmented, virtual and mixed reality (AR, VR and MR) interfaces).
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	K10: How UX practices and design recommendations can be effectively applied throughout development, improvement and continuous delivery life cycles using a range of methodologies, including iterative, agile and lean approaches.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	K11: How to solve problems through testing and evaluating solutions via analysis of test data and results from feasibility, acceptance and usability testing.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	K12: How to interpret organisational policies, standards and guidelines in relation to their impact on UX and anticipate any potential conflicts between organisational and user needs.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	K13: The legal, ethical, professional and regulatory frameworks which affect digital products and services.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	K14: The benefits and constraints of creating inclusive user experiences, including how to critically analyse and evaluate designs against accessibility guidelines, policies and regulatory requirements.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	K15: Awareness and understanding of the core tools and technologies involved in digital product and service design and development, including a basic level of knowledge of the advantages of certain tools and technologies for specific applications and purposes.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Skills
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S1: Apply creative, analytical and critical thinking skills to the design, development and improvement of UX solutions and systematically analyse and apply structured problem-solving techniques to complex UX challenges.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S2: Use design thinking and/or service design methods to determine the design and implementation of new value propositions, products and services, and improve existing ones.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S3: Select, formulate and apply from a range of user research methods including those from the fields of Human Computer Interaction (HCI), sociology, psychology and ethnography, including qualitative and quantitative approaches.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S4: Compose, construct and use multiple user research approaches to form an understanding of user populations, including surveys, field-based research, contextual inquiry, user interviews, focus groups, stakeholder interviews/workshops, formative lab-based and direct user testing sessions (e.g. acceptance and usability testing).
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S5: Critically analyse and evaluate assumptions and findings to understand user and stakeholder needs (including behaviours, emotions, beliefs and preferences), and define the solutions’ functional, non-functional, structural and content requirements.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S6: Critically evaluate arguments, assumptions, abstract concepts and data (that may be incomplete), to make judgements, and to frame appropriate questions to achieve a solution - or identify a range of solutions - to a problem.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S7: Analyse, interpret, synthesise and apply insights, to inform the development of personas, user journeys and system workflows, to ensure user and organisational needs are met.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S8: Design, facilitate and evaluate experimental tests using tools such as A/B and multivariate testing to enable a data-led approach to the development and continual improvement of UX solutions.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S9: Design, facilitate and evaluate requirements gathering, ideation and co-design activities, involving stakeholders and/or users.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S10: Creatively explore and devise a range of design solutions, including the production of system and user flows, static wireframes and prototypes of varying degree of fidelity, from paper prototypes to interactive prototypes.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S11: Adapt and evaluate design solutions according to the context of intended use, including responsive, mobile, online, offline, personal, public and enterprise, working with multidisciplinary product teams to assess the impact of implementing specific design recommendations.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S12: Design and refine clear, logical information architectures for content and data.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S13: Independently analyse test data, interpret results and evaluate the suitability of proposed solutions, considering current and future contexts of use, including in consultation with team members from other disciplines to ascertain a holistic view on the applicability of design recommendations.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S14: Articulate and communicate complex information, concepts and ideas effectively and concisely, through written, visual and verbal means.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S15: Communicate concepts in a manner appropriate to the audience, adapting communication techniques accordingly between user research participants, stakeholders or varying degrees of seniority and team members from a broad spectrum of specialist fields.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S16: Manage expectations and present user research insight, proposed solutions and/or test findings to clients and stakeholders.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S17: Use advanced cognitive skills to deal with competing interests within and outside the organisation, through well-reasoned arguments and excellent negotiation skills.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S18: Work autonomously and interact effectively within wide, multidisciplinary teams, including designers, developers, engineers, analysts, project managers etc.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S19: Identify the preferences, motivations, strengths and limitations of other people and apply these insights in order to work more effectively with and to motivate others.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S20: Demonstrate competence in customer service, in active listening and in leading, influencing and persuading others.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	S21: Balance and trade-off competing quality, time and budget criteria, demonstrating understanding of business need, managing time effectively and being able to plan and complete UX activities to schedule.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Behaviours
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	B1: Is passionate about creating effective, efficient, delightful and innovative solutions that enhance user experience through the appropriate balance of form and function.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	B2: Has a strong work ethic and commitment in order to meet the standards required.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	B3: Is reliable, objective and capable of independent and team working, and acts with integrity with respect to confidentiality, the protection of personal data and online safety.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	B4: Champions accessibility and diversity in order to create inclusive solutions.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	B5: Is driven to keep up to date with the latest UX trends, tools, techniques and practices to support the ongoing development of their own skills and knowledge and the sharing of that knowledge to develop the skills of others.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	B6: Exercises initiative and personal responsibility and has the ability to continuously develop professionally.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	B7: Undertakes independent decision-making in complex, unpredictable and changing circumstances.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	B8: Is comfortable and confident interacting with people from different backgrounds and demographics and in delivering excellent customer service.
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	



[bookmark: _Toc165654520][bookmark: _Toc165657336]Appendix Two - Mapping table for Gower College students who have studied Agored’s User-Centred Design qualification.
	Agored Level 4
	UWTSD Level 4

	Content Design (12 credits)
	ACCA4048 Content Design (10 credits)

	Service Design (12 credits)
	ACCA4054 Service Design (10 credits)

	User Research (12 credits)
	ACCA4047 Capturing User Requirements (10 credits)

	Interaction Design (12 credits) & Using User-Centred Design in an Agile Context (6 credits) & Develop User Centred Design Employability Skills (5 credits)
	ACCA4052 Interaction and Interface Design (20 credits)

	Plan, Deliver and Manage a UCD Research Project (20 credits)
	ACCA4053 Professional Practice (Work-Based) (20 credits)
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