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[bookmark: _Toc492821774]INTRODUCTION
This Module Directory includes all the modules for Level 4 within the School of Applied Computing in the academic year 2017-2018.

This directory accompanies the Programme of Study Handbook, which will provide you with details of which modules you will be studying for your programme this year in the ‘Programme of Study’ section.   This directory may include modules that are running on other programmes of study within your School/Faculty.    If you require assistance in identifying the modules for your programme of study, please contact the Programme Director (whose name and contact details are provided in the accompanying Programme of Study Handbook), or the relevant Faculty Office.

The University has made every effort to make the information as full and as accurate as possible, but you should note that minor changes in the organisation of modules between the planning stage and the actual teaching are inevitable.  We shall try to keep any such changes to a minimum, and you will receive plenty of advance warning in the event of any alteration.  We would also be grateful if you would let us know about any changes that you think might be helpful if introduced into future handbooks.




[bookmark: _Toc492821775]
MODULES
[bookmark: _Toc492821776]M4X00995 – Academic and Employability Skills

	MODULE CODE:
	M4X00995

	TITLE:	
	[bookmark: _Toc370455269][bookmark: _Toc377979225][bookmark: _Toc490737155]Academic and Employability Skills

	DATED:	
	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:	
	I200





AIM(S)
· To provide students with the essential knowledge and techniques that underpin and enhance the learning process. Students will be encouraged to develop a positive and reflective approach to learning, and to take responsibility for their own learning. Such skills promote a deeper understanding of the topics studied throughout the Higher education programme; they support sustainable lifelong learning, and are the transferable skills desired in the employment context.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:

1. Demonstrate transferable skills in a learning environment.
2. Apply an academic, positive and professional approach to their studies.

INDICATIVE CONTENT
· Defining success, personal inspiration motivation goals and values.
· Understanding the learning process e.g. definitions, the learning process, learning styles, self-belief, confidence and positive engagement, reflection, life-long learning.
· Gathering relevant information e.g. note taking, using the library and online resources.
· Communicating and presenting information e.g. presentation techniques and styles.
· Academic and Professional writing e.g. planning and structuring reports, linking ideas, using facts, opinions, analytical thinking.
· Standard referencing systems e.g. Harvard and Numeric system.
· Revision and examination techniques e.g. preparation, organisation, memory aids.
· Identifying skills e.g. self-evaluation, skills needed for higher education, transferable skills, action plans for personal development.
· Employability skills and competencies, professional presentation and self-promotion, e-Portfolio, choosing the right jobs and employers.
· Successful Self-management e.g. time management, organising space and resources, positive attitude, emotional intelligence, managing change, stress management.
· Successful Problem-solving e.g. action-plans, solution-focused thinking, thinking outside the box, creative problem-solving techniques.
· People skills: evaluating people skills, intelligence types, collaboration and team-working, leadership.
· Professional, legal, ethical and sustainability issues related to Higher Education, Employment,  and Professional Practice.

LEARNING AND TEACHING STRATEGY
The module aims to encourage and develop the student’s academic personal and professional skills and attributes, student-centred learning strategies are necessary. As a result, for the exploration of these topics and their application within the students’ studies, tutorials are the most appropriate strategy. The conceptual, theoretical issues will be introduced during weekly lectures and as the module progresses the Lecture hour will also be used to allow student groups to disseminate findings from their team-based research activity on academic and employability skills.
The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	30
	30%

	Independent learning
	70
	70%

	Placement learning
	0
	

	TOTAL
	100
	100%




ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 – Coursework - 100%
Produce a written reflection upon the application of the academic and professional skills learned (e.g. team-working, presentation techniques, report writing, analytical techniques, referencing convention, exam revision technique, etc.) using examples to illustrate their use.

Exemplar: ‘Write a report that documents the application of Academic Personal and Professional skills learned.’


Assessment Summary
	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%









BIBLIOGRAPHY

Essential
Cottrell, S. (2010) 2nd edition, Skills for Success: Personal Development and Employability, Palgrave Macmillan.

Cottrell, S., (2013) 4th edition, The Study Skills Handbook, Palgrave Macmillan.

Smale, B. and Fowlie, J. (2009) How to Succeed at University: An Essential Guide to Academic Skills and Personal Development, Sage Publications Ltd.



Background
Cottrell, S., (2011) 2nd edition Critical Thinking Skills: Developing Effective Analysis and Argument, Palgrave Macmillan.

Duquenoy, P. (2007) 1st edition, Ethical, Legal and Professional Issues in Computing, Thomson Learning.

Emden, J. and Becker, L. (2010) 2nd edition, Presentation Skills for Students, Palgrave Macmillan.

Pears, R. and Sheilds, G. (2010) 8th edition
Cite Them Right: The Essential Referencing Guide, Palgrave Macmillan.

Pedler , M., Burgoyne, J., Boydell, T. (2006) 5th edition, A Manager’s Guide to Self Development
McGraw-Hill Professional.

Trought, F. (2011) 1st edition, Brilliant Employability Skills: How to Stand Out from the Crowd in the Graduate Job Market, Prentice Hall.

Journals
International Journal for Academic Development. 
Journal of the International Consortium for Educational Development.
International Journal of Training and Development.

Websites 
http://www.skills4study.com 
http://www.palgrave.com/skills4study
http://www.cipd.co.uk 
http://www.ltscotland.org.uk/studyskills 
http://www.bized.co.uk/reference/studyskills/index.htm 
http://www.how-to-study.com 
http://www.employment-studies.co.uk



















[bookmark: _Toc492821777]ACCA4000 – Business & IT Management

	
MODULE CODE:
	ACCA4000

	TITLE:	
	[bookmark: _Toc490737157]Business & IT Management

	DATED:	
	06/06/2017

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:	
	I200


	

AIM(S)
· To provide students with the underlying knowledge and principles to understand business management within Organisations and the environment in which they operate today. It will enable students to evaluate the role of the contemporary manager in the realisation of individual and Organisational potential through stakeholder relationships.
· To analyse the role and impact of information systems in Organisations today. To recognise the effective and innovative management of information can create enhance and sustain competitive advantage. With particular reference to how IT supports Business functions, the Organisation and its people at all levels.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:

1. Demonstrate a requisite understanding of the principal forms of Business strategy & environment, structure & culture and e-Business information systems.
2. Understand and apply essential concepts, principles and practices of the subject in the context of alternative styles of management, leadership and motivation on individual, group and Organisational performance.

INDICATIVE CONTENT
· Organisational strategy: vision, mission, objectives, values, balanced scorecard.
· The business environment e.g. PEST/SLEPT, SWOT analysis.
· The role of different business functions (e.g. marketing, production, human resources, finance, legal department) and the uses of IT/IS to support their activities.  
· Organisation structures and cultures to improve communication collaboration and organisational effectiveness.
· Managerial levels (e.g. strategic, managerial and operational levels) and their different types of information needs.
· Functions and theories of management e.g. Fayol’s model, classical/scientific, human relations and systems theory.
· The distinction between management and leadership.
· Theories of leadership e.g. trait, situational, behavioural, participative, transformational.
· Theories of motivation, job satisfaction and employee engagement.
· Managing individuals groups and diversity within the work organisation e.g. individual & group behaviour: the nature of groups and teams, factors that affect group effectiveness and cohesion, team roles, IT team roles and skills.
· Management ethics and Professional legal and ethical issues e.g. CSR, BSC, equal opportunities, work-life balance, flexible working practices, health safety & well-being, whole-brain and holistic thinking.
· Cloud Computing concepts and e-Business applications for functional areas such as e-finance, e-HRM, e-Procurement, e-Marketing, ERP, CRM, SCM.
· Cloud-based applications to enhance business communication, collaboration administration and project management.
· Current information system developments in the workplace e.g. e-learning, online marketing, e-voting, e-health & well-being and cybersecurity.
· Security, privacy and ethical issues in information systems management.

LEARNING AND TEACHING STRATEGY
The exploration of key issues principles and systems will be explored in practical IT based seminars using student-centered inquiry-based active and collaborative learning. To discuss and test Business & IT Management systems a computer room is the most appropriate strategy.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%



ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 (2,500 words) - Coursework - 50%

Learning outcomes 1 will be assessed by a written report assignment to be submitted in professional report format. 

Exemplar: Demonstrate knowledge and understanding of up-to-date concepts and real-world case study examples in relation to Organisation Strategy & the business environment, Structures & cultures, functional activities and corresponding e-business information systems.

Assessment Component 2 (2 hours)- Practical - 50%

Learning outcome 2 will be assessed by a team-based oral assessment and presentation to enable students to develop their team-working and employability skills. 

Exemplar: As part of a team research and evaluate up-to-date concepts and case studies related to Leadership, Management, Motivation and Team-working using up-to-date collaborative technologies to demonstrate the reality of working as part of a team in the 21st Century.

Assessment Summary
	Activity type
	Percentage

	Written
	0%

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%







EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)
	Does the module contribute to ESD?
	Yes


	
	No


	If yes please provide brief details (no more than 100 words):
Example topics that cover education for sustainable development include: Organisational strategy particularly the balanced scorecard for holistic objective setting. Environment analysis e.g. using SLEPT to consider the legal and ethical issues related to business practice and Organisation behaviour. Functions and theories of management especially human relations and systems theory. Theories of motivation, job satisfaction and employee engagement for employee performance well-being and sustainable development. Management ethics and Professional legal and ethical issues such as CSR, equal opportunities, work-life balance, flexible working practices, health safety & well-being, managing diversity, whole-brain and holistic thinking.



























[bookmark: _Toc492821778]M4X00997 – Computational Thinking

	
MODULE CODE:
	M4X00997

	TITLE:	
	[bookmark: _Toc391284500][bookmark: _Toc490737156]Computational Thinking

	DATED:	
	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:	
	I200


	


AIM(S)
To provide the student with an understanding of the software constructs of a programming language, and the process of writing a computer program.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:

1. Demonstrate an understanding of programming constructs and the logical thinking required to program.

INDICATIVE CONTENT

1. Programming language syntax and semantics
1. Hierarchical task analysis, sequential execution.
1. Variable declarations including types
1. Branch constructs including if, else and switch
1. Loop constructs including for and while loops
1. Declaring functions, passing arguments, returning values, calling functions, etc.
1. Using tools for implementing and executing applications
1. Software design e.g. flow charts.

LEARNING AND TEACHING STRATEGY

Essential concepts and principles will be delivered formally in tutorials supported by concurrent practical laboratory exercises, which will allow students to deploy appropriate theory, practices and tools. Seminars will be punctuated with examples designed to underpin the ideas and techniques introduced, reducing the conceptual leap from theory to practice.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	30
	30%

	Independent learning
	70
	70%

	Placement learning
	0
	

	TOTAL
	100
	100%




ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 (2 hours) – Practical - 100%
This may take the form of a practical exam or a number of multiple choice exams. In a practical test, it may require the student to use appropriate compilers, interpreters, IDEs, etc. Students will be required to  recognize, explain, discuss, select and/or apply appropriate constructs and techniques. They should be able to write small programs using the constructs but various approaches may be used to assess this, such as requiring the student to write code for a given scenario, modify existing code to pass a particular test, select an appropriate solution from a number given code listings, etc


Assessment Summary
	Activity type
	Percentage

	Written
	0%

	Coursework
	0%

	Practical
	100%

	TOTAL
	100%









BIBLIOGRAPHY

Essential
Sebesta, R. (2012) Concepts of Programming Languages, Pearson Education

Guttag, J.V.. (2013) Introduction to Computation and Programming Using Python, MIT Press

Background
Farrell, I. (2010) A Beginner’s Guide to Programming Logic and Design, Course Technology 

Watson, K., Hammer, J.V., Reid, J., Skinner, M., Kemper, D., Nagel, C. (2012) C Beginning Visual C# 2012 Programming, John Wiley and Sons 

Currie, E. (2006) The Fundamentals of Programming Using Java, Cengage Learning

Websites 
http://www.freenetpages.co.uk/hp/alan.gauld/ 
http://www.codecademy.com/
http://learnpythonthehardway.org/book/
http://www.tutorialspoint.com/csharp/








[bookmark: _Toc492821779]ACCA4001 – Computer Architecture and Networks

MODULE CODE:	ACCA4001
[bookmark: _Toc490737158]TITLE:			Computer Architecture and Networks
DATED:		05/06/2017

LEVEL:  		4	
CREDITS:		20	

JACS CODE:		I200


AIM(S)
· This module will provide the student with an understanding of the key concepts and building blocks of computer systems, and also clarify the issues associated with network use and how this has developed. It will identify the architectural concepts behind networking and help develop the preliminary skills necessary to install and manage networks.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
1. [bookmark: _Hlk490505960]Demonstrate a sound understanding of the essential characteristics and concepts of computer systems and components, number systems, data capacities and transfer speeds in the context of typical PC environments
2. Develop fundamental understanding of network basics in terms of architecture, devices, application and protocols.


INDICATIVE CONTENT
· Fundamentals of number systems. Binary, Dec and Hex notation, representation and conversion.
· Computer systems: major components and peripherals
· Storage devices. Backup and archiving. RAID etc.
· Nomenclature and specification of typical data capacities and transfer speeds
· Processor architecture: RISC, CISC and multi-core processors.
· Computer architecture: system block diagram, CPU, memory, input/output unit, system clock, data bus, address bus, control bus, fetch-execute cycle. Harvard v Von-Neumann
· Memory Organisation: Main RAM, cache, virtual memory etc,
· Input/output including polled, interrupts and direct memory access.

· Network principles and applications definition of a network.
· Evolution of network uses e.g. LANs, WANs. MANs. 
· Networked applications, overview of cost/benefits of network use.
· OSI and TCP/IP layer model.
· Topologies, e.g. bus, ring, hierarchical.
· IP Addressing – IPv4 and v6
· Ethernet and cabling standards
· Configuring network devices
LEARNING AND TEACHING STRATEGY
Formal lectures will be accompanied by handouts/VLE content to impart knowledge. Students will be required to perform their own personal research, which should consist of not only the more accessible web based resources, but also they should wherever possible, consult relevant academic publications, such as peer-reviewed journals, technical reports, and industry publications to assist their learning. Tutorials will be provided as required for sessions such as base conversion calculations or system design exercises.
Laboratories will be used to allow students to gain hands on experience with basic configurations of routers and switches with the aid of lab equipment and appropriate software such as Cisco Packet tracer.  
The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30

	Independent learning
	140
	70

	Placement learning
	
	

	TOTAL
	
	100%




ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 (2 hours) – 50%

Written Exam - Complete a written exam to demonstrate fundamental knowledge on theoretical principles behind computer architectures and networking.

Assessment Component 2 (2500 words)– 50%

Coursework - This assessment will require students to write a research report and recommendation based on given scenario. 
Exemplar: “Specify a suitable PC for a given scenario. Justify your choices”
“Help setup a home network”

Assessment Summary
	Activity type
	Percentage

	Written exam
	50%

	Coursework
	50%

	Practical
	0%

	TOTAL
	100%



EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	No 


	If yes please provide brief details (no more than 100 words):










[bookmark: _Toc492821780]ACCA4002 –  Data Analysis & Visualisation


MODULE CODE: 	ACCA4002	
[bookmark: _Toc490737161]TITLE: 		Data Analysis & Visualisation		
DATED: 5/6/17	

LEVEL:  4			
CREDITS: 20			

JACS CODE:		I200


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

1. [bookmark: _Hlk490506433]Select and apply appropriate statistical methods for the analysis of well-defined problems.
2. Demonstrate an ability to present nominal, ordinal, categorical and network data in forms that enable the easy understanding of the data and to rearrange data in order to extract hidden information from it
3. Apply colour, position, size, shape and icons to encode information creatively and effectively to solve well-defined problems in information visualisation.


INDICATIVE CONTENT
· Frequency distributions, descriptive statistics, the normal curve, percentiles and standard scores, hypothesis development, confidence limits
· Correlation coefficients, the t test, chi-square test
· Software for statistical analysis
· 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

LEARNING AND TEACHING STRATEGY

Factual material will be presented in workshops that intersperse the presentation of new material with the opportunity for students to work through problems based upon this material. Some of these will be performed manually to ensure that the students understand the processes involved before introducing the students to software that will perform these tasks more rapidly and for larger datasets.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	0%

	TOTAL
	200
	100%




ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 – Coursework (1500 words) - 50%
The module will be assessed by means of an assignment requiring students to create and evaluate visualisations of data sets containing multiple types of data.

Assessment Component 2 – Coursework (1500 words) - 50%
Given a dataset, students are expected to perform multiple statistical analyses requiring hypothesis definition, testing and evaluation allowing them to come to a reasoned judgement of the impact of the dataset provided.

Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%



EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes

	
	No


	If yes please provide brief details (no more than 100 words):

Statistical analysis and data visualisation skills are fundamental to many scientific and analytical roles. They are applicable across a wide range of fields and useful in everyday life.













[bookmark: _Toc460092770][bookmark: _Toc492821781]ACCA4008 – Games Programming

	MODULE CODE:
	ACCA4008

	TITLE:	
	[bookmark: _Toc391284509][bookmark: _Toc392171836]Games Programming

	DATED:	
	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:	
	I610


	


AIM(S)
· To introduce students to the languages, architectures, techniques and tools used in the development of computer games.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:

1. Determine appropriate fundamental games concepts and techniques that can be deployed in the solution of a problem, using software libraries/frameworks where appropriate.


INDICATIVE CONTENT

1. Programming language syntax and semantics
1. Applying software libraries/frameworks/engines in game development e.g. XNA, Unity, SDL, SFML, etc.
1. Fundamental to game programming concepts and techniques e.g. game loops, timers, user input, double buffering, etc.
1. 2D game development e.g. sprite animation, motion, etc.
1. Introduction to game development tools e.g. level editors, IDE, etc.


LEARNING AND TEACHING STRATEGY
Essential concepts and principles will be delivered formally in tutorials supported by concurrent practical laboratory exercises, which will allow students to deploy appropriate theory, practices and tools. Seminars will be punctuated with examples designed to underpin the ideas and techniques introduced, reducing the conceptual leap from theory to practice.



The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	35
	35%

	Independent learning
	65
	65%

	Placement learning
	0
	

	TOTAL
	100
	100%



ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 – Coursework - 100%
Students will implement a game applying a number of concepts and techniques introduced during the module. Alternatively, this may also take the form of a number of worksheets.

Exemplar: ‘Develop a 2D snake game using Unity that demonstrates an understanding of the concepts of C# programming’

Assessment Summary
	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%









BIBLIOGRAPHY

Essential
Thorn, A. (2013) Learn Unity for 2D Game Development, Apress 

Egges, A., Jeroen F. D., Overmars, M. H. (2013). Learning C# by Programming Games, Springer

Background
Griffiths, I. (2012) Programming C# 5.0, O’Reilly Media 

Thorn, A. (2014) Unity 4 Fundamentals: Get Started at Making Games with Unity, Focal Press 

Norton, T. (2013) Learning C# by Developing Games with Unity 3D, PACKT Publishing 

Websites 
http://www.gamesdev.net
http://www.gamasutra.net
http://www.gdcvault.com/
http://www.unity3d.com
http://www.libsdl.org/


[bookmark: _Toc492821782]M4X01003 – Information Engineering 

	

MODULE CODE:
	M4X01003

	TITLE:	
	[bookmark: _Toc392171833][bookmark: _Toc490737160]Information Engineering

	DATED:	
	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:	
	I200


	


AIM(S)
· To introduce the student to the underlying concepts of systems analysis and design of computer-based systems with an emphasis on requirements analysis. This continues through to the analysis of data. Database design techniques are studied and used to translate theoretical skill into practical applications.


LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:

1. Apply appropriate systems investigation and analysis techniques to identify and translate user requirements into a requirements specification.
2. Produce systems specifications and use them appropriately in the development of a database design model.
3. Produce a database solution that involves problem solving techniques to create a prototype application.

INDICATIVE CONTENT
· Systems development lifecycle (SDLC) rational and stages, including alternative approaches to analysis and design.
· Systems investigation techniques, requirements gathering, reporting and investigation.
· Modeling and recording techniques appropriate the approach employed( e.g. use case diagrams or DFD, use case or process description, class diagrams or ERD)
· Database models (e.g. relational, Object-Oriented and Object relational)
· Database design and entity analysis techniques. Select suitable data types, entity and reverential constrains.
· Database implementation using suitable DBMS software. 


LEARNING AND TEACHING STRATEGY
Key concepts and theoretical issues will be delivered through a formal mechanism such as lectures, which will allow the student to gain the knowledge applicable to the module. During weekly laboratory sessions, students will apply the theoretical concepts to practical situations  


The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	60%

	Placement learning
	0
	

	TOTAL
	200
	100%




ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 – Practical - 30%
Computer laboratory based examination.  This assessment will test theoretical understanding and application of concepts. Within the given time the student will be expected to produce a robust Logical Data Mode for a given business scenario.

Exemplar:  ‘Using the Kids Crèche Care - case study build and ERD’


Assessment Component 2 – Coursework - 70%
Design a computer-based solution in the format of a system. Analyse and specify the requirements for the proposed system. A practical implementation of a Physical Data Model (as a Microsoft Access Database), based upon an ER Diagram and Database Schema

Exemplar:  ‘Examine the final ERD for the Kids Crèche Care case study and build a database solution’

Assessment Summary
	Activity type
	Percentage

	Written
	0%

	Coursework
	70%

	Practical
	30%

	TOTAL
	100%









BIBLIOGRAPHY

Essential
Begg, C. and Connolly, T. (2010) Database Systems, A Practical Approach to Design, implementation and Management Addison Wesley

Hoffer, J.A., George, J.F. and Valacich, J.S. (2011) Modern Systems Analysis and Design, 6th International Edition., Prentice Hall: New Jersey

Begg, C. and Connolly, T. Holowczak R. (2008) Business Database Solutions, Addison Wesley
Background
Stevens, P. & Pooley, R. (2006) Using UML: Software Engineering with Objects and Components, 2nd Edition., Addison Wesley

Dennis, A., Wixom, B.H. and Tegarden, D. (2010) Systems Analysis and Design: An Object-oriented Approach with UML, 3rd Edition., Wiley: MA.

Elmasri, R. and Navathe, S. (2010) Fundamentals of Database Systems, Addison Wesley

Patricia Ward (2008) 2nd edition, Database Management Systems Thomson Learning

Websites 
http://www.acm.org 
http://www.bized.co.uk 
http://www.managers.org.uk 
http://www.cbronline.com 
http://www.eevl.ac.uk 
http://juno.emeraldinsight.com 
http://www.ft.chadwyck.co.uk 
http://www.itwales.com 
http://www3.gartner.com 
http://www.silicon.com 
http://www.mckinseyquarterly.com 
http://www.zdnetweek.co.uk 
http://www.databasejournal.com
http://www.w3schools.com/sql/default.asp
http://www.sqlcourse.com
http://www.1keydata.com/sql/sql.html
http://www.sqlzoo.net




























[bookmark: StartP]

[bookmark: _Toc492821783]ACCA4007 – Introduction to Networks 

MODULE CODE: 	ACCA4007	
[bookmark: _Toc490737166]TITLE:			Introduction to Networks
DATED:		05/06/2017

LEVEL:  		4	
CREDITS:		20	

JACS CODE:		I200


AIM(S)
· To provide the student with a fundamental knowledge of OSI reference model and TCP/IP protocol model. Students will gain a detailed understanding of the various hardware devices used in modern network design and will understand the fundamental technical principles of protocols used in various layers of OSI model and IP Addressing. 

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
1. Demonstrate a knowledge and understanding of network principles and protocols used in OSI and TCP/IP model.

2. Implement simple LANs, perform basic configurations for routers and switches, and implement IP addressing schemes.

INDICATIVE CONTENT
· Network principles and definition of a network
· Exploring of networks e.g. LAN, WAN, Internet, etc.
· ISO OSI reference model
· TCP/IP protocol model
· Network protocols and communications
· IP Addressing
· Networks access and configuring network operating system
· Ethernet, IEEE 802.3, LLC and MAC sub layers, CSMA/CD
· Network Security

LEARNING AND TEACHING STRATEGY

Most of factual material will be presented in lectures using handouts, guided reading and use of internet and intranet material as required. Tutorial classes will concentrate on the developing technical knowledge. Laboratories will be used to allow students to gain hands on experience on basic configurations of routers and switches with the aid of lab equipment and appropriate software such as Cisco Packet tracer.  


The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30

	Independent learning
	140
	70

	Placement learning
	
	

	TOTAL
	200
	100%




ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 (2 hrs) – 50%

Written Exam - Complete a written exam to demonstrate fundamental knowledge on theoretical principles of networking


Assessment Component 2 (2 hrs) – 50%

Practical exam - This assessment will require students to implement and test a simple LAN and perform basic configuration on Cisco routers and switches. This will be assessed by a lab based practical exam.


Assessment Summary
	Activity type
	Percentage

	Written exam
	50%

	Coursework
	0%

	Practical
	50%

	TOTAL
	100%



EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	No 


	If yes please provide brief details (no more than 100 words):
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	03/06/2014
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	4
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AIM(S)
· To enable students to select and deploy client-side technologies in order resolve problems and to meet a set of requirements for webpages.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:

1. Demonstrate an understanding of the syntax and semantics of client-side scripting languages.
2. Use client-side scripting languages to select and deploy web-based applications according to a given scenario in order to make web pages more interactive.

INDICATIVE CONTENT
· Client-side scripting language eg Javascript
· Algorithm design – flowcharts, pseudo-code
· Security issues associated with client-side scripting languages
· DOM
· Data types, variables, operators, control structures, functions
· Testing strategies
· Documentation - user guide, technical guide etc.

LEARNING AND TEACHING STRATEGY
The theoretical content regarding high-level scripting languages will be introduced in the lectures and developed in laboratory work. Practical work will involve the design and implementation of programs using a suitable methodology. The importance of a structured and modular approach will be emphasised throughout the module.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	35
	35%

	Independent learning
	65
	65%

	Placement learning
	0
	

	TOTAL
	100
	100%



ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 – Coursework - 100%
The coursework will require students to implement client-side scripting and document the process of creating a solution to a given problem.

Exemplar: ‘A Javascript-enabled website for a small business’

Assessment Summary
	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%









BIBLIOGRAPHY

Essential
Flanagan, S. (2011), JavaScript: The Definitive Guide: Activate Your Web Pages (Definitive Guides) O’Reilly.

Zakas, N.C. (2012) Professional JavaScript for Web Developers, Wrox Programmer to Programmer

Background
Herman, D (2012), Effective JavaScript: 68 Specific Ways to Harness the Power of JavaScript Effective Software Development Series

McFarland, D.S. (2011), JavaScript and jQuery: The Missing Manual, O'Reilly

McGrath, Mike (2013) JavaScript In Easy Steps 5th Edition, in easy steps

Pollock, J (2009) JavaScript, A Beginner's Guide, Third Edition, McGraw-Hill

Websites 
http://www.w3schools.com/js/
http://www.codecademy.com/tracks/javascript
http://www.javascriptsource.com/
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LEVEL:  		4
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AIM(S)
· To provide the student with an understanding of the underlying concepts and principles necessary for the implementation of websites. Students will be introduced to the fundamental technologies for developing and building web pages.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
1. Demonstrate an understanding of the standards, concepts, principles and practice required in the implementation of websites.
2. Select and deploy web languages to implement websites.

INDICATIVE CONTENT
· Web fundamentals, including web architecture, browsers, web-enabled devices and compatibility issues.
· Web design concepts: information architecture, design principles, page layouts and grids, schematic design tools.
· Core technologies and standards for building web pages e.g. HTML and XHTML for structural layout and CSS for visual design and style.
· Web content: text, graphics, audio, animations, video, etc., hypertext and hypermedia, web forms.
· Web Accessibility: guidelines, standards, tools and techniques for designing accessible websites.
· Website evaluation e.g. standards validation, performance assessment and evaluation tools.

LEARNING AND TEACHING STRATEGY

Essential theoretical concepts and principles will be delivered formally in tutorials supported by concurrent practical laboratory exercises, which will allow students to deploy appropriate theory, standards and tools. Case studies with practical industry based examples will be explored to accentuate best practices and issues of web development. 


The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Tutorial
	30
	30%

	Independent learning
	70
	70%

	Placement learning
	0
	0%

	TOTAL
	100
	100%




ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 (2000 words) – 100%
Coursework: The coursework will require students to build and document a hand-coded website solution.

Example of the type of question or task that could be used:
Design and create a hand-coded website using appropriate web standards, for example, a personal portfolio website, a website for a small business or to promote a personal interest or hobby.




Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%



EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	No


	If yes please provide brief details (no more than 100 words):
Web development will always consider sustainability issues as a matter of course, also of great importance is the consideration of accessibility issues which are vitally important.
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	M4X01015

	TITLE:	
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	DATED:	
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	LEVEL:  
	4
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	20
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	G100


	


AIM(S)
· To develop the fundamental mathematics skills required used in software development.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:

1. Demonstrate an understanding of fundamental mathematical skills and techniques to solve problems relevant to software development.
2. Apply knowledge of mathematics to solve practical problems associated with software development.


INDICATIVE CONTENT
· Basic number manipulation and algebra
· Logs, exponentials and powers
· Co-ordinate Systems 
· Trigonometry, graphs and equation solving
· Matrices and transformations
· Vectors
· Introduction to Differentiation and Integration
· logic 
· Sets, relations and functions
· Combinatorial analysis
· Graph theory 
· Statistics and errors, probability


LEARNING AND TEACHING STRATEGY
Lectures, tutorials and examples classes will be used to teach the mathematical fundamentals. Where relevant, theoretical knowledge will be applied to solve practical problems in the classroom and computer labs.


The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	70
	35%

	Independent learning
	130
	65%

	Placement learning
	0
	

	TOTAL
	200
	100%




ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 – Written - 50%
In-class test will test theoretical understanding and application of concepts

Assessment Component 2 – Coursework – 50%
The assignment will require students to use appropriate programming language(s)/applications to solve a given mathematical problem

Exemplar:
“Development of a C++ Maths library”

Assessment Summary
	Activity type
	Percentage

	Written
	50%

	Coursework
	50%

	Practical
	0%

	TOTAL
	100%









BIBLIOGRAPHY

Essential
Stroud, K.A., Dexter Booth (2007) Engineering Mathematics (6th Edition) Palgrave Macmillan 

David Makinson, (2012) Sets, Logic and Maths for Computing (Undergraduate Topics in Computer Science) (2nd Edition) Springer

Background
Schaum's Outline of Essential Computer Mathematics, McGraw-Hill (1982)

Rosen, K.H. (2006) Discrete Mathematics and its Applications, McGraw-Hill 

D. Lay (2011) Linear Algebra and Its Applications 4th Edition, Pearson 

Websites
http://www.mathcentre.ac.uk
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MODULE CODE: 		ACCA4004	
[bookmark: _Toc490737163]TITLE:				Programming I	
DATED:			05/06/2017

LEVEL:  	4		
CREDITS:	20		

JACS CODE:	I200	


AIM(S)
· To introduce students to software constructs and to the development of software using a high level programming language. Simple design concepts and good programming practice will be adopted.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
1. Understand the syntax and semantics of a high-level programming language and develop programs using good programming practices.
2. Select and deploy basic software constructs using simple algorithms in the development of solutions to programming problems

INDICATIVE CONTENT
· The software life cycle – analysis, design, implementation and maintenance
· Algorithm design – flow charts and pseudo-code
· The programming environment – editor, compiler, debugger
· High level language programming syntax and semantics e.g. C, C++, C#, etc. 
· Data types, variables, operators, control structures, data structures, functions
· Software testing and debugging
· Documentation including user guides, technical guides, etc.
· Introduction to problem solving techniques for well-defined problems e.g. interpreting natural language problem definitions, variable identification techniques, divide and conquer, etc.
LEARNING AND TEACHING STRATEGY

This course will primarily have a practical focus. The material will be delivered in a laboratory setting allowing teaching strategies that keep the student active. This will also allow flexibility to review common problems which emerge when students are working through tutorial exercises. 
The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	0%

	TOTAL
	200
	100%


ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 (2800 words) – 70%

Coursework.	
The assignment will require students to produce a documented solution to a given problem. Alternatively, this could take the form of a series of worksheets or a set of exercises. 

Example of the type of question or task that could be used:
“Write and document code to control a stack structure”

Assessment Component 2 (2 hours)– 30%

Practical	
This will test theoretical understanding and application of concepts, which may take the form of either an open or a closed book test. Alternatively, this assessment might be a series of phase tests given at appropriate points during the module.

Example of the type of question or task that could be used:


Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	70%

	Practical
	30%

	TOTAL
	100%



EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	No


	If yes please provide brief details (no more than 100 words):
The software life cycle – analysis, design, implementation and maintenance, is core to programming and is itself a sustainable process.









[bookmark: _Toc492821788]ACCA4006 – Programming II

MODULE CODE: 	ACCA4006	
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DATED:		05/06/2017

LEVEL:  	4		
CREDITS:	10		

JACS CODE:	I200	


AIM(S)
· To introduce students to the languages, architectures, techniques and tools used in the development of applications by applying essential problem solving techniques using an appropriate programming paradigm.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
1. Determine appropriate fundamental concepts and techniques that can be deployed in the solution of a problem, using software libraries/frameworks/platforms where appropriate
2. Apply a programming paradigm

INDICATIVE CONTENT
· Applying software libraries, frameworks, platforms in application development
· Problem solving approaches and techniques for reasonably sized problems e.g. divide and conquer, data encapsulation, abstraction, etc.
· Introduction to programming paradigms e.g. procedural programming, object-oriented programming, etc.

LEARNING AND TEACHING STRATEGY

Essential concepts and principles will be delivered formally in tutorials supported by concurrent practical laboratory exercises, which will allow students to deploy appropriated theory, practices and tools. Seminars will be punctuated with examples designed to underpin the idea and techniques introduce, reducing the conceptual leap from theory to practice.
The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	30
	30%

	Independent learning
	70
	70%

	Placement learning
	0
	0%

	TOTAL
	100
	100%






ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 (2000 words) – 100%

Coursework	Students will implement a program applying many concepts and techniques introduced during the module. Alternatively, this may also take the form of a number of worksheets. 

Example of the type of question or task that could be used:
“Develop a Windows application for sorting and searching a list of student details read from a file”


Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%



EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	If yes please provide brief details (no more than 100 words):
The software life cycle – analysis, design, implementation and maintenance, is core to programming and is itself a sustainable process.
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AIM(S)
· The aim of this module is to develop the students understanding practical and professional skills in applying concepts and Web Technologies to meet business needs including areas such as Web design, Online Marketing and e-Commerce.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:

1. Understand and apply essential concepts techniques and applications required to design and create a professional online presence for a Business.

INDICATIVE CONTENT
· Online branding.
· Media object & content creation (e.g. Graphic design and Video editing)
· Web design principles and best practices (e.g. User-design, Typefaces, Colour-scheme, Navigation & Layout).
· Usability Guidelines and Accessibility principles.
· Website creation options (e.g. Bespoke, CMS, Cloud builder)
· Mobile devices and responsive web-design solutions.
· Website creation evaluation methods.
· Online marketing (e.g. Social Media Marketing, SEO, E-mail Marketing, Ad campaigns).
· Blogs and Vlog solutions.
· Social Media promotion strategies.
· Web Traffic and Online Marketing Analytics.
· Online Advertising Cost Analysis (e.g. Cost per Acquisition/Action i.e. PPC Pay per click, CPC Cost per click).
· E-Commerce requirements and application solutions.

LEARNING AND TEACHING STRATEGY
The exploration and testing of principles and practices will be explored in practical IT based tutorials using student-centered active inquiry-based learning. To discuss relevant concepts and develop practical solutions using Web Technologies, a computer room is the most appropriate learning environment for this module.



The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	30
	30%

	Independent learning
	70
	70%

	Placement learning
	0
	

	TOTAL
	100
	100%




ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 - Practical (2 hours)- 100%

This will be assessed by an oral assessment and presentation to enable students to demonstrate an understanding of essential concepts techniques and applications required to design and create a professional online presence for a Business.

Exemplar: Considering relevant requirements for a business of your choice, evaluate essential concepts techniques and applications and create a professionally branded responsive & e-commerce enabled website with accompanying online marketing presence. Using your outcomes create and deliver a 10 minute presentation to share your findings to your peers & module tutor.

Assessment Summary
	Activity type
	Percentage

	Written
	0%

	Coursework
	0%

	Practical
	100%

	TOTAL
	100%








EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)
	Does the module contribute to ESD?
	Yes


	
	No


	If yes please provide brief details (no more than 100 words):
· Example topics within this module that cover education for sustainable development include ethical web design and marketing considerations such as usability and accessibility guidelines and principles. The carbon footprint of online business (including e-mail & e-business) is much less than paper-based business transactions, face-to-face meetings and the effect of required travel and transport methods.
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