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INTRODUCTION

This handbook provides you with detailed information about your course, or Programme of Study, and about the modules that will be offered for study at Level 4 in the academic year 2014-2015.

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.

CURRENT MEMBERS OF STAFF

The following members of staff will be teaching on your Programme of Study:

	Name
	Role(s)
	Room
	Email
	EXT

	Professor Ian Wells
	Head of School
	MH315
	Ian.wells @uwtsd.ac.uk
	4111

	Dr Kemi Ademoye
	Programme Director 

 B.Sc. / HND Computing and Information Systems (CIS)
	MH411A
	kemi.ademoye@uwtsd.ac.uk
	4013

	Andrew Baker
	Academic staff
	MH410
	andrew.baker@.uwtsd.ac.uk
	4351

	Tim Bashford
	Academic staff
	MH409
	tim.bashford@.uwtsd.ac.uk
	

	Dr Carlene Campbell
	
	MH504
	carlene.campbell@uwtsd.ac.uk
	4747

	Lee Cobley
	School Technician
	MH309
	lee.cobley@.uwtsd.ac.uk
	4246

	Michael Dacey
	Programme Director
B.Sc. / HND Computer Games Development
Web Development


	MH308
	michael.dacey@.uwtsd.ac.uk
	4209

	Gordon Dickers
	HND Computing Portfolio Director

Programme Director  B.Sc. / HND Software Engineering 

B.Sc. / HND Games Development 
	MH412C
	gordon.dickers@uwtsd.ac.uk
	4038

	Beverley Holland
	B.Sc. / HNC Computing Portfolio Director (part time)

	MH412A
	beverley.holland@uwtsd.ac.uk
	4746

	Dr Glenn Jenkins
	Programme Director  MSc Applied Computing 
	MH310
	glenn.l.jenkins@uwtsd.ac.uk
	4144

	Ffion Jenkins
	School Secretary
	MH307
	ffion.thomas@uwtsd.ac.uk
	4192

	Gareth Jones
	Programme Director BEng Electrical and Electronic Engineering
	MH412D
	gareth.jones@uwtsd.ac.uk
	4212

	Gary Jones
	Academic staff
	MH409
	gary.jones@uwtsd.ac.uk
	

	Paul Kear
	Programme Director -

BEng Computer Systems and Electronics 
	MH508A
	paul.kear@uwtsd.ac.uk
	

	Sue Maw
	Academic staff
	MH412A
	sue.maw@uwtsd.ac.uk
	4746

	Dr Kevin Palmer
	Assistant Dean of Faculty
	MA209

(FADE South Building)
	
	

	Dr Kapilan Radhakrishnan
	Programme Director  B.Sc. Computer Networks and MSc Computer Networks 
	MH504
	kapilan.radhakrishnan@uwtsd.ac.uk
	4154

	Gaynor Thomas
	Programme Director -

BEng Computer Networks Technology 
	MH412B
	gaynor.thomas@uwtsd.ac.uk
	4356

	Michael Vanstone
	Programme Director  HND Electronics


	MH501
	mike.vanstone@uwtsd.ac.uk
	4272

	Dr Nik Whitehead
	B.Sc. Computing Portfolio Director
	MH401A
	nicola.whitehead@uwtsd.ac.uk
	4703

	 James Williams
	Programme Director B.Sc. /HND Business Information Technology (BIT)
	MH401B
	james.williams@uwtsd.ac.uk
	4710

	John Young
	Electronics Technician
	MH507
	john.young@uwtsd.ac.uk
	


Pastoral Support

A member of academic staff will be identified at the beginning of the academic year to act as a point of first contact for all pastoral support issues. Details of the arrangements for Pastoral Support are contained in the University Regulations – Undergraduate Student Guide which is published on the Academic Office section on the University’s website:

http://www.uwtsd.ac.uk/academic-office/university-regulations-student-guide/
ACADEMIC YEAR 2015/2016
The academic year 2015/2016 will be divided up as follows:

Induction

21/09/15 - 25/09/15 
Semester 1:

21/09/15 - 22/01/16
Exam Period 1:
07/01/16 - 15/01/16

Semester 2:

25/01/16 - 08/07/16

Exam Period 2:
09/05/16 - 20/05/16

Examining Boards:
06/06/16 - 01/07/16

Re-sit Period:

18/07/16 - 22/07/16 

It is vitally important that the University Registry has an accurate record of your personal details at all times. It is equally important to ensure that you are registered on the correct Programme of Study and on the correct modules. Failure to inform the Registry of any changes in this respect is likely to cause some or all of the following problems:

· delay in obtaining your student loan;

· failure to keep you generally informed;

· failure to contact you in an emergency;

· clashes on your examination timetable and delays in its production;

· failure to progress to the next level of study as a result of not completing sufficient credits at the correct level;

· delay in graduation as a result of not completing sufficient credits at the correct level;

· general inefficiencies in administrative processes resulting in delays for other students.

DISCLOSURE AND BARRING SERVICE (DBS) – ENHANCED

If your programme involves you coming into contact with children or vulnerable adults, you will be required to undertake a DBS check (Enhanced). Further details will be provided by the University Registry or Head of School.  

As part of each programme’s procedures relating to DBS, continuing students will normally be required to inform their Programme Director immediately of any change to their criminal convictions status. 

You will also be asked to complete a formal self declaration during the registration period at the beginning of the academic year, which confirms your criminal conviction status.  This declaration will be kept within Registry and a copy provided to the relevant Faculty Administrative Officer with responsibility for DBS checks.    

MODULAR TERMINOLOGY

The following terms are used extensively in all documentation relating to modular Programmes of Study. You should read the descriptions very carefully:

Level (of Study):

A level is assigned to each module to define the standard of its academic demand in line with the National Qualifications Framework which incorporates both Further Education and Higher Education. 
The level is not necessarily synonymous with a year, though very often Level 4 will be the first year of a Programme of Study, Level 5 will be the second year, and Level 6 will be the third year.  The basic characteristics of the relevant levels of study may be defined as follows:

Level 4:

Achievement at Level 4 reflects the ability to identify and use relevant understanding, methods and skills to address problems that are well-defined but complex and non-routine. It includes taking responsibility for overall courses of action as well as exercising autonomy and judgement within broad parameters. It also reflects understanding of different perspectives or approaches within an area of study or work. 
Level 5:

Achievement at Level 5 reflects the ability to identify and use relevant understanding, methods and skills to address broadly-defined, complex problems. It includes taking responsibility for planning and developing courses of action as well as exercising autonomy and judgement within broad parameters. It also reflects understanding of different perspectives, approaches or schools of thought and the reasoning behind them. 

Level 6:

Achievement at Level 6 reflects the ability to refine and use relevant understanding, methods and skills to address complex problems that have limited definition. It includes taking responsibility for planning and developing courses of action that are able to underpin substantial change or development, as well as exercising broad autonomy and judgement. It also reflects an understanding of different perspectives, approaches or schools of thought and the theories that underpin them. 

Level 7:

Achievement at Level 7 reflects the ability to reformulate and use relevant understanding, methodologies and approaches to address problematic situations that involve many interacting factors. It includes taking responsibility for planning and developing courses of action that initiate or underpin substantial change or development, as well as exercising broad autonomy and judgement. It also reflects an understanding of the relevant theoretical and methodological perspectives and how they affect their area of study or work. 

Credit and Qualification Framework for Wales Level Descriptors, February 2009

	Level
	Summary
	Knowledge and Understanding
	Application and Action
	Autonomy and Accountability

	4
	Achievement at Level 4 reflects the ability to identify and use relevant understanding, methods and skills to address problems that are well-defined but complex and non-routine. It includes taking responsibility for overall courses of action as well as exercising autonomy and judgement within broad parameters. It also reflects understanding of different perspectives or approaches within an area of study or work.
	Use practical, theoretical or technical understanding to address problems that are well-defined but complex and non-routine.

Analyse, interpret and evaluate relevant information and ideas.

Be aware of the nature and approximate scope of the area of study or work.

Have an informed awareness of different perspectives or approaches within the area of study or work.
	Address problems that are complex and non-routine while normally well-defined.

Identify, adapt and use appropriate methods and skills.

Initiate and use appropriate investigation to inform actions.

Review the effectiveness and appropriateness of methods, actions and results.
	Take responsibility for courses of action, including where relevant, responsibility for the work of others.

Exercise autonomy and judgement within broad but generally well-defined parameters.

	5
	Achievement at Level 5 reflects the ability to identify and use relevant understanding, methods and skills to address broadly-defined, complex problems. It includes taking responsibility for planning and developing courses of action as well as exercising autonomy and judgement within broad parameters. It also reflects understanding of different perspectives, approaches or schools of thought and the reasoning behind them.
	Use practical, theoretical or technological understanding to find ways forward in broadly-defined, complex contexts.

Analyse, interpret and evaluate relevant information, concepts and ideas.

Be aware of the nature and scope of the area of study or work.

Understand different perspectives, approaches or schools of thought and the reasoning behind them.
	Address broadly-defined, complex problems.

Determine, adapt and use appropriate methods and skills.

Use relevant research or development to inform actions.

Evaluate actions, methods and results.
	Take responsib-ility for planning and developing courses of action, including where relevant, responsibility for the work of others.

Exercise autonomy and judgement within broad but generally well-defined parameters.

	6
	Achievement at Level 6 reflects the ability to refine and use relevant understanding, methods and skills to address complex problems that have limited definition. It includes taking responsibility for planning and developing courses of action that are able to underpin substantial change or development, as well as exercising broad autonomy and judgement. It also reflects an understanding of different perspectives, approaches or schools of thought and the theories that underpin them.
	Refine and use practical, conceptual or technological, understanding to create ways forward in contexts where there are many interacting factors.

Critically analyse, interpret and evaluate complex information, concepts and ideas.

Understand the context in which the area of study or work is located.

Be aware of current developments in the area of study or work.

Understand different perspectives, approaches or schools of thought and the theories that underpin them.
	Address problems that have limited definition and involve many interacting factors.

Determine, refine, adapt and use appropriate methods and skills.

Use and where appropriate design relevant research and development to inform actions.

Evaluate actions, methods and results and their implications.
	Take responsibility for planning and developing courses of action that are capable of underpinning substantial changes or developments

Initiate and lead tasks and processes, taking responsibility, where relevant,  for the work and roles of others.

Exercise broad autonomy and judgement.

	7
	Achievement at Level 7 reflects the ability to reformulate and use relevant understanding, methodologies and approaches to address problematic situations that involve many interacting factors. It includes taking responsibility for planning and developing courses of action that initiate or underpin substantial change or development, as well as exercising broad autonomy and judgement. It also reflects an understanding of the relevant theoretical and methodological perspectives and how they affect their area of study or work.
	Reformulate and use practical, conceptual or technological understanding to create ways forward in contexts in which there are many interacting factors.

Critically analyse, interpret and evaluate complex information, concepts and theories to produce modified conceptions.

Understand the wider contexts in which the area of study or work is located.

Understand current developments in the area of study or work.

Understand different theoretical and methodological perspectives and how they affect the area of study or work.
	Conceptualise and address problematic situations that involve many interacting factors.

Determine and use appropriate methodologies and approaches.

Design and undertake research, development or strategic activities to inform the area of work or study or produce organisational or professional change.

Critically evaluate actions, methods and results and their short- and long-term implications.
	Take responsibility for planning and developing courses of action that initiate or underpin substantial changes or developments

Exercise broad autonomy and judgement across a significant area of work or study. 

Initiate and lead complex tasks and processes, taking responsibility, where relevant,  for the work and roles of others. 




ASSESSMENT 

At the start of each module, tutors will provide full details of the means by which you will be assessed in that module. This will include clear guidelines on the criteria that will be used for marking your work.

If you have registered on Welsh-medium modules, you will normally be required to complete the assessment through the medium of Welsh.  Whenever possible, and subject to the constraints of the programme aims, students following modules delivered through the medium of English may be assessed through the medium of Welsh if they wish to do so.
You will receive a transcript of your assessment marks at the end of each year. Note that any marks released prior to formal approval by the Progression / Award Examining Board are provisional.

Extenuating Circumstances

If you believe that there are extenuating circumstances which may have adversely affected your ability to complete coursework or examinations, you should follow the University’s procedures for Extenuating Circumstances for Taught Provision, which can be found on the Academic Office section on the University’s website:

http://www.uwtsd.ac.uk/academic-office/procedures-for-academic-appeals-complaints-and-other-student-cases/
Special needs in terms of assessment

If you have any special needs in terms of assessment, it is your responsibility to liaise with Student Services regarding those needs at the start of the academic year, so that a Statement of Compensatory Measures can be drafted in line with the University’s procedures for assessment of students with special needs. 

Note that the period between the end of the summer examinations and the end of the summer term is an independent study period, which should be used to prepare for your next year of study. Further details will be provided by your Programme Director.

Academic Appeals

Information about how to appeal is provided in the ‘Academic Appeal Procedure’ in Chapter 13 of the Academic Quality Handbook, and in supporting documentation published on the Academic Office section on the University’s website:

http://www.uwtsd.ac.uk/academic-office/procedures-for-academic-appeals-complaints-and-other-student-cases/
Additional advice is available from the Students’ Union. It is very important that you note carefully the grounds on which appeals may be made and submit your appeal on the appropriate form because incomplete or ineligible appeals cannot be processed. 

Assessment Regulations

The rules and regulations that govern the assessment of your Programme of Study are available in Chapters 6 and 7 of the University’s Academic Quality Handbook, a copy of which is available on the Academic Office section of the website:

http://www.uwtsd.ac.uk/academic-office/
Responsibilities of students in relation to the assessment process

As noted in section 7.3(5) of Chapter 7 of the Academic Quality Handbook, students are responsible for ensuring that:

i) They read and understand the information provided about how they will be assessed, how their final award will be determined, and the action to take in the event that they experience difficulties relating to assessment.

ii) They attempt every assessment component of a module.

iii) They attend examinations and other assessment events, including re-examination and re-assessment events, as required; and that they are available to attend oral examinations if required to do so within the published dates of terms or semesters, or other date notified to them in advance. 
iv) They submit work for assessment as required and in accordance with the required format and deadline. 

v) They inform their School or Student Services of any disability or long term impairment which might require special provisions for assessment.

vi) They familiarise themselves with the University’s definition of unfair practice and undertake assessments in a manner that does not attempt to gain unfair advantage.

vii) They follow the prescribed procedures in the event that they experience extenuating circumstances or wish to appeal against the decision of an Examining Board.

viii) They keep a copy of work presented for assessment wherever feasible. 

ix) They make their work available for sampling for external examining purposes and for archiving.

VIRTUAL LEARNING ENVIRONMENT (VLE)
Moodle is the University’s Virtual Learning Environment (VLE).  The VLE is used to support learning and teaching.  It can be accessed by enrolled students from anywhere in the world using the internet and a web browser.

Some of Moodle’s features allow students to: 

· Access course materials

· Facilitate communication between students and tutors 

· Support group tasks 

· Take online assessments with automatic marking and feedback facilities 

Moodle can be used for administration tasks such as: 

· Displaying announcements e.g. lecture venue changed

· Submission of assignments electronically 

· Administration of online surveys, such as module questionnaires 

How to Access:

From Swansea:

Navigate to http://uwtsd.ac.uk
Click Quick Links (top left side of screen)

Select Moodle from the Swansea links 

Log in using your Network username and password which are the same used to access campus PC’s

If you are missing courses/modules in the My Courses block please contact your lecturers to ask if they use Moodle.  Please note it can take 24 hours for enrolment data to feed into Moodle.  If you have problems finding resources (timetables, lecture notes, assignment briefs etc) please contact the lecturer that delivers the course/module.  For any technical issues or error messages contact the helpdesk: 

tel: 01792 481134 

email: helpdesk@smu.ac.uk 

In any correspondence please include your name and student username 

(e.g. p123456)

From Carmarthen/Lampeter/London:

Navigate to http://uwtsd.ac.uk
Click Quick Links (top left side of screen)

Select Moodle from the Carmarthen/Lampeter/London links

Log in using your Network username and password which are the same used to access campus PC’s

 

If you are missing courses/modules in the My Courses block please contact your lecturers to ask if they use Moodle. Please note it can take 24hrs for enrolment data to feed into Moodle.  If you have problems finding resources (timetables, lecture notes, assignment briefs etc) please contact the lecturer that delivers the course/module. For any technical issues or error messages contact the helpdesk: 

tel: 0300 500 5055

email: ITServiceDesk@tsd.ac.uk
In any correspondence please include your name and student username 

(e.g. 0244056)
PROGRAMME SPECIFICATIONS
(a) Applied Computing is a programme specifically designed to allow the School more flexibility in the delivery of the content, and may be an appropriate choice to meet the needs of part-time students who are often in full-time employment and wish to update specific skillsets. As such, the programme provides a number of modules covering the fundamentals of computing but provides more elective modules than would be traditionally offered by other programmes.

(b) Business Computing addresses the technologies that support business applications and the development of those applications.

(c) Business Information Technology focuses on the methods and technologies used to create effective IT systems as solutions to business problems and the associated management issues. The emphasis is on analysing business requirements and translating them into business systems using standard software applications rather than in-depth programming. This programme requires re-validation.

(d) Cloud Computing is a specialisation of computer networking that is concerned with the management of large data in data centres, virtualisation and the provision of cloud services.

(e) Computer Games Development is a specialisation of software engineering that concentrates on the concepts and techniques applied in the development of video games. This programme requires re-validation.

(f) Computer Graphics and Visualisation focuses on the development of sophisticated computer graphics applications and in development of tools that are commonly used in the creation of content for these applications.

(g) Computer Networks provides the necessary background in hardware, software and computer systems, but this programme explores in-depth the themes of network technology, network management, network security and network operating systems. This programme requires re-validation. 

(h) Computer Networks Technology is a specialisation of computer networks with a particular emphasis on wireless networking.

(i) Computing and Information Systems provides a mixture of database, computer programming and proprietary packages applicable to modern industrial requirements in a variety of contexts. This programme requires re-validation. 

(j) Geographical Information Systems & Environmental Conservation covers the application of GIS technologies and applications, and their application in environmental management. 

(k) Mobile Computing and Application Development develops the programming concepts underlying the development of mobile phone applications and mobile friendly websites. This programme requires re-validation.

(l) Robotics and Intelligent Systems addresses the development and deployment of robots. It also addresses the usage of artificial intelligence in computer applications.

(m) Software Engineering specialises in the development of robust, complex software systems rather than systems in the wider context. It delivers a range of programming concepts, languages and software development and project management techniques, relevant to using logic and algorithms to design and develop programs. This programme requires re-validation. 

(n) Web Development delivers a core of computing modules with an added emphasis on web-related design, development, programming and application packages. This programme requires re-validation.

Programme Aims 

In accordance with the mission of university, the programme aims to provide a full and satisfying vocational experience appropriate to Ordinary/Honours degree level & HND/C level, which will develop the student’s ability to understand concepts, apply academic rigor and appraise critically the issues involved in the study of current computing applications, and stimulate creativity in the design and development of workable solutions.

Applied Computing Programme Aims

The Applied Computing degree has a more flexible approach and may be an appropriate choice for part-time students working in industry.

On completion of the B.Sc. degree Level 4 and HNC, students will be able to:

a. To develop in students a requisite understanding of key aspects of a range of concepts, principles and techniques associated with computing some of which may be at the forefront of the discipline.

b. To enable students to identify the appropriate technologies, techniques and tools that should be deployed, and apply them to resolve problems or to meet a set of requirements

c. To encourage students to identify problems or tasks, and design solutions showing a requisite understanding of the need for quality, with appropriate documentation, that demonstrates an ability to draw on supporting evidence

d. To develop in students the ability to communicate effectively.

e. To enable students to work under guidance and as a member of a team. 

f. To give students an understanding of professional, legal and ethical issues including sustainability.

g. To promote the discussion of applications, concepts, principles, techniques and theory based upon a body of knowledge
Business Computing Programme Aims

Business computing addresses the technologies that support business applications and the development of those applications.

On completion of the B.Sc. degree Level 4 and HNC, students will be able to:

a. To develop in students a requisite understanding of key aspects of a range of concepts, principles and techniques associated with the business computing some of which may be at the forefront of the discipline.

b. To enable students to analyse well-defined business scenarios to determine the appropriate technologies and tools that should be deployed, and apply them to meet a set of requirements.

c. To encourage students to identify problems or tasks, and design solutions showing a requisite understanding of the need for quality, with appropriate documentation, that demonstrates an ability to draw on supporting evidence

d. To develop in students the ability to communicate effectively.

e. To enable students to work under guidance and as a member of a team. 

f. To give students an understanding of professional, legal and ethical issues including sustainability.

g. To promote the discussion of concepts, principles and theory based upon a body of knowledge
Business Information Technology Aims

(Business Information Technology focuses on the methods and technologies used to create effective IT systems as solutions to business problems and the associated management issues. The emphasis is on analysing business requirements and translating them into business systems using standard software applications rather than in-depth programming.

On completion of the B.Sc. degree Level 4 and HNC, students will be able to:
a. To develop in students a requisite understanding of key aspects of a range of concepts, principles and techniques associated with business IT some of which may be at the forefront of the discipline.

b. To enable students to analyse well-defined scenarios in business to determine the appropriate technologies and tools that should be deployed, and apply them to resolve problems or to meet a set of requirements.

c. To encourage students to identify problems or tasks, and design solutions showing a requisite understanding of the need for quality, with appropriate documentation, that demonstrates an ability to draw on supporting evidence

d. To develop in students the ability to communicate effectively.

e. To enable students to work under guidance and as a member of a team. 

f. To give students a an understanding of professional, legal and ethical issues including sustainability.

g. To promote the discussion of applications, concepts, principles, techniques and theory based upon a body of knowledge

 Cloud Computing Aims

Cloud Computing is a specialisation of computer networking that is concerned with the management of large data in data centres, virtualisation and the provision of cloud services.

On completion of the B.Sc. degree Level 4 and HNC, students will be able to:
a. To develop in students a requisite understanding of key aspects of a range of concepts, principles and techniques associated with cloud computing some of which may be at the forefront of the discipline.

b. To enable students to analyse well-defined scenarios in cloud computing to determine the appropriate technologies, techniques and tools that should be deployed, and apply them to resolve problems or to meet a set of requirements.

c. To encourage students to identify problems or tasks, and design solutions showing a requisite understanding of the need for quality, with appropriate documentation, that demonstrates an ability to draw on supporting evidence

d. To develop in students the ability to communicate effectively.

e. To enable students to work under guidance and as a member of a team. 

f. To give students an understanding of professional, legal and ethical issues including sustainability.

g. To promote the discussion of applications, concepts, principles, techniques and theory based upon a body of knowledge

Computer Games Development

Computer Games Development is a specialisation of software engineering that concentrates on the concepts and techniques applied in the development of video games.

On completion of the B.Sc. degree Level 4 and HNC, students will be able to::

a. To develop in students a requisite understanding of key aspects of a range of concepts, principles and techniques associated computer games development some of which may be at the forefront of the discipline.

b. To enable students to analyse well-defined scenarios in games development to determine the appropriate technologies, techniques and tools that should be deployed, and apply them to resolve problems or to meet a set of requirements.

c. To encourage students to identify problems or tasks, and design solutions showing a requisite understanding of the need for quality, with appropriate documentation, that demonstrates an ability to draw on supporting evidence

d. To develop in students the ability to communicate effectively.

e. To enable students to work under guidance and as a member of a team. 

f. To give students an understanding of professional, legal and ethical issues including sustainability.

g. To promote the discussion of applications, concepts, principles, techniques and theory based upon a body of knowledge

Computer Graphics and Visualisation

Computer Graphics and Visualisation focuses on the development of sophisticated computer graphics applications and in development of tools that are commonly used in the creation of content for these applications

On completion of the B.Sc. degree Level 4 and HNC, students will be able to::

a. To develop in students a requisite understanding of key aspects of a range of concepts, principles and techniques associated with computer graphics & visualisation some of which may be at the forefront of the discipline.

b. To enable students to analyse well-defined scenarios in computer graphics to determine the appropriate technologies, techniques and tools that should be deployed, and apply them to resolve problems or to meet a set of requirements.

c. To encourage students to identify problems or tasks, and design solutions showing a requisite understanding of the need for quality, with appropriate documentation, that demonstrates an ability to draw on supporting evidence

d. To develop in students the ability to communicate effectively.

e. To enable students to work under guidance and as a member of a team. 

f. To give students an understanding of professional, legal and ethical issues including sustainability.

g. To promote the discussion of applications, concepts, principles, techniques and theory based upon a body of knowledge

Computer Networks Aims

Computer Networks provides the necessary background in hardware, software and computer systems, but this programme explores in-depth the themes of network technology, network management, network security and network operating systems

On completion of the B.Sc. degree Level 4 and HNC, students will be able to::

a. To develop in students a requisite understanding of key aspects of a range of concepts, principles and techniques associated with computer networks some of which may be at the forefront of the discipline.

b. To enable students to analyse well-defined scenarios in computer networking to determine the appropriate technologies, configurations and tools that should be deployed, and apply them to resolve networking problems or to meet a set of requirements.

c. To encourage students to identify problems or tasks, and design solutions showing a requisite understanding of the need for quality, with appropriate documentation, that demonstrates an ability to draw on supporting evidence

d. To develop in students the ability to communicate effectively.

e. To enable students to work under guidance and as a member of a team. 

f. To give students an understanding of professional, legal and ethical issues including sustainability.

g. To promote the discussion of network applications, concepts, principles, techniques and theory based upon a body of knowledge

Computer Networks Technology Aims

Computer Networks Technology is a specialization of computer networks with a particular emphasis on wireless networking.

On completion of the B.Eng. degree Level 4 and HNC, students will be able to::

a. To develop in students a requisite understanding of key aspects of a range of concepts, principles and techniques associated with computer networks technology some of which may be at the forefront of the discipline.

b. To enable students to analyse well-defined scenarios to determine the appropriate technologies, techniques and tools that should be deployed, and apply them to resolve networking problems or to meet a set of requirements.

c. To encourage students to identify problems or tasks, and design solutions showing a requisite understanding of the need for quality, with appropriate documentation, that demonstrates an ability to draw on supporting evidence

d. To develop in students the ability to communicate effectively.

e. To enable students to work under guidance and as a member of a team. 

f. To give students an understanding of professional, legal and ethical issues including sustainability.

g. To promote the discussion of applications, concepts, networking principles, techniques and theory based upon a body of knowledge

h. To develop in students a systematic understanding of key aspects of a range of concepts, principles, and technologies associated with the engineering discipline

i. To develop students understanding of the quantitative methods, mathematical principles and methods related to electronic engineering, communications or robotics

j. To promote a critical understanding of key themes of the programme and the applications of this knowledge including across engineering disciplines.

Computing and Information Systems Aims

Computing and Information Systems provides a mixture of database, computer programming and proprietary packages applicable to modern industrial requirements in a variety of contexts. This programme requires re-validation

On completion of the B.Sc. degree Level 4 and HNC, students will be able to::

a. To develop in students a requiisite understanding of key aspects of a range of concepts, principles and techniques associated with computing & IS some of which may be at the forefront of the discipline.

b. To enable students to analyse well-defined scenarios to determine the appropriate technologies, techniques and tools that should be deployed, and apply them to resolve database or application problems or to meet a set of requirements.

c. To encourage students to identify problems or tasks, and design solutions showing a requisite understanding of the need for quality, with appropriate documentation, that demonstrates an ability to draw on supporting evidence

d. To develop in students the ability to communicate effectively.

e. To enable students to work under guidance and as a member of a team. 

f. To give students an understanding of professional, legal and ethical issues including sustainability.

g. To promote the discussion of applications, concepts, principles, techniques and theory based upon a body of knowledge

Geographical Information Systems and Environmental Conservation Aims

Geographical Information Systems & Environmental Conservation covers the application of GIS technologies and applications, and their application in environmental management

On completion of the B.Sc. degree Level 4 and HNC, students will be able to::

a. To develop in students a requisite understanding of key aspects of a range of concepts, principles and techniques associated with GIS & conservation some of which may be at the forefront of the discipline.

b. To enable students to analyse well-defined scenarios to determine the appropriate technologies, techniques and tools that should be deployed, and apply them to resolve GIS problems or to meet a set of requirements.

c. To encourage students to identify problems or tasks, and design solutions showing a requisite understanding of the need for quality, with appropriate documentation, that demonstrates an ability to draw on supporting evidence

d. To develop in students the ability to communicate effectively.

e. To enable students to work under guidance and as a member of a team. 

f. To give students an understanding of professional, legal and ethical issues including sustainability.

g. To promote the discussion of GIS applications, concepts, principles, techniques and theory based upon a body of knowledge

h. To provide student with the knowledge and skills essential for assessment of environmental impact.

i. To provide student with a systematic understanding of the study of environmental issues, their causes and possible solutions.

j. To enable the students to apply methods to make, and use the results of, simulations of environmental processes.

k. To appreciate uncertainty, ambiguity and limits to environmental understanding

Mobile Computing and Application Development Aims

Mobile Computing and Application Development develops the programming concepts underlying the development of mobile phone applications and mobile friendly websites.

On completion of the B.Sc. degree Level 4 and HNC, students will be able to::

a. To develop in students a requisite understanding of key aspects of a range of concepts, principles and techniques associated with mobile computing some of which may be at the forefront of the discipline.

b. To enable students to analyse well-defined scenarios to determine the appropriate technologies, techniques and tools that should be deployed, and apply them to resolve mobile computing and application development problems or to meet a set of requirements.

c. To encourage students to identify problems or tasks, and design solutions showing a requisite understanding of the need for quality, with appropriate documentation, that demonstrates an ability to draw on supporting evidence

d. To develop in students the ability to communicate effectively.

e. To enable students to work under guidance and as a member of a team. 

f. To give students an understanding of professional, legal and ethical issues including sustainability.

g. To promote the discussion of applications, concepts, principles, techniques and theory based upon a body of knowledge

Robotics and Intelligent Systems Aims

Robotics and Intelligent Systems addresses the development and deployment of robots. It also addresses the usage of artificial intelligence in computer applications

On completion of the B.Sc. degree Level 4 and HNC, students will be able to::

a. To develop in students a requisite understanding of key aspects of a range of concepts, principles and techniques associated with robotics & intelligent systems some of which may be at the forefront of the discipline.

b. To enable students to analyse well-defined scenarios to determine the appropriate technologies, techniques and tools that should be deployed, and apply them to resolve problems or to meet a set of requirements for robotic systems or Intelligent Systems.

c. To encourage students to identify problems or tasks, and design solutions showing a requisite understanding of the need for quality, with appropriate documentation, that demonstrates an ability to draw on supporting evidence

d. To develop in students the ability to communicate effectively.

e. To enable students to work under guidance and as a member of a team. 

f. To give students an understanding of professional, legal and ethical issues including sustainability.

g. To promote the discussion of applications, concepts, principles, techniques and theory based upon a body of knowledge

h. To develop in students a systematic understanding of key aspects of a range of concepts, principles, and technologies associated with the engineering discipline

i. To develop students understanding of the quantitative methods, mathematical principles and methods related to electronic engineering, communications or robotics

j. To promote a critical understanding of key themes of the programme and the applications of this knowledge including across engineering disciplines.

Software Engineering Aims

Software Engineering specialises in the development of robust, complex software systems rather than systems in the wider context. It delivers a range of programming concepts, languages and software development and project management techniques, relevant to using logic and algorithms to design and develop programs.

On completion of the B.Sc. degree Level 4 and HNC, students will be able to::

a. To develop in students a requisite understanding of key aspects of a range of concepts, principles and techniques associated with software engineering some of which may be at the forefront of the discipline.

b. To enable students to analyse well-defined scenarios to determine the appropriate technologies, techniques and tools that should be deployed, and apply them to resolve software development problems or to meet a set of requirements.

c. To encourage students to identify problems or tasks, and design solutions showing a requisite understanding of the need for quality, with appropriate documentation, that demonstrates an ability to draw on supporting evidence

d. To develop in students the ability to communicate effectively.

e. To enable students to work under guidance and as a member of a team. 

f. To give students an understanding of professional, legal and ethical issues including sustainability.

g. To promote the discussion of applications, concepts, principles, techniques and theory based upon a body of knowledge

Web Development Aims

Web Development delivers a core of computing modules with an added emphasis on web-related design, development, programming and application packages. 

On completion of the B.Sc. degree Level 4 and HNC, students will be able to::

a. To develop in students a requisite understanding of key aspects of a range of concepts, principles and techniques associated with web development some of which may be at the forefront of the discipline.

b. To enable students to analyse well-defined scenarios to determine the appropriate technologies, techniques and tools that should be deployed, and apply them to resolve web development problems or to meet a set of requirements.

c. To encourage students to identify problems or tasks, and design solutions showing a requisite understanding of the need for quality, with appropriate documentation, that demonstrates an ability to draw on supporting evidence

d. To develop in students the ability to communicate effectively.

e. To enable students to work under guidance and as a member of a team. 

f. To give students an understanding of professional, legal and ethical issues including sustainability.

g. To promote the discussion of applications, concepts, principles, techniques and theory based upon a body of knowledge

Level 4
All Level 4 students must normally pursue 120 credits at Level 4.  The credit rating of each module is specified in the module details.  
Modules
BSc/HND/C Applied Computing Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 4

	Academic and Employability Skills
	M4X00995
	10
	X
	X
	X
	X

	Computational Thinking
	M4X00997
	10
	X
	X
	X
	X

	Computer Architecture
	M4X00998
	10
	X
	X
	X
	X

	Data Visualisation
	M4X00999
	10
	X
	X
	X
	X

	Information Engineering
	M4X01003
	20
	X
	X
	X
	X

	Software Development
	M4X01013
	20
	X
	X
	X
	X

	40 credits drawn from available Level 4 modules
	
	40
	O
	O
	O
	O


BSc/HND/C Business Computing Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 4

	Academic and Employability Skills
	M4X00995
	10
	X
	X
	X
	X

	Business and Management
	M4X00996
	20
	X
	X
	X
	X

	Computational Thinking
	M4X00997
	10
	X
	X
	X
	X

	Computer Architecture
	M4X00998
	10
	X
	X
	X
	X

	Data Visualisation
	M4X00999
	10
	X
	X
	X
	X

	Information Engineering
	M4X01003
	20
	X
	X
	X
	X

	Introduction to Web Development
	M4X01014
	20
	X
	X
	X
	X

	Software Development
	M4X01013
	20
	X
	X
	X
	X


BSc/HND/C Business Information Technology Proposed Programme Structure
	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 4

	Academic and Employability Skills
	M4X00995
	10
	X
	X
	X
	X

	Business and Management
	M4X00996
	20
	X
	X
	X
	X

	Computer Architecture
	M4X00998
	10
	X
	X
	X
	X

	Data Visualisation
	M4X00999
	10
	X
	X
	X
	X

	Marketing Essentials
	M1X9046
	20
	X
	X
	X
	X

	Software Business Applications
	M4X01018
	30
	X
	X
	X
	X

	Systems Analysis
	M4X0117
	20
	X
	X
	X
	X


BSc/HND/C Cloud Computing Proposed Programme Structure
	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 4

	Academic and Employability Skills
	M4X00995
	10
	X
	X
	X
	X

	Computational Thinking
	M4X00997
	10
	X
	X
	X
	X

	Computer Architecture
	M4X00998
	10
	X
	X
	X
	X

	Information Engineering
	M4X01003
	20
	X
	X
	X
	X

	Internet Protocols
	M4X01005
	10
	X
	X
	X
	X

	IP Internetworking
	M4X01123
	20
	X
	X
	X
	X

	Network Principles
	M4X01126
	20
	X
	X
	X
	X

	Software Development
	M4X01013
	20
	X
	X
	X
	X


BSc/HND/C Computer Games Development Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 4

	Academic and Employability Skills
	M4X00995
	10
	X
	X
	X
	X

	Computational Thinking
	M4X00997
	10
	X
	X
	X
	X

	Computer Architecture
	M4X00998
	10
	X
	X
	X
	X

	Games Physics and Maths
	M4X01001
	10
	X
	X
	X
	X

	Introduction to Games Programming
	M4X01006
	10
	X
	X
	X
	X

	Information Engineering
	M4X01003
	20
	X
	X
	X
	X

	Introduction to Programming
	M4X01012
	20
	X
	X
	X
	X

	Maths for Software Development
	M4X01015
	20
	X
	X
	X
	X

	Modelling, Rendering and Lighting Theory
	M4X01016
	10
	X
	X
	X
	X


BSc/HND/C Computer Graphics and Visualisation Proposed Programme Structure
	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 4

	Academic and Employability Skills
	M4X00995
	10
	X
	X
	X
	X

	Computer Architecture
	M4X00998
	10
	X
	X
	X
	X

	Games Physics and Maths
	M4X01001
	10
	X
	X
	X
	X

	Information Engineering
	M4X01003
	20
	X
	X
	X
	X

	Introduction to Graphics Tool Chain
	M4X01008
	20
	X
	X
	X
	X

	Introduction to Programming
	M4X01012
	20
	X
	X
	X
	X

	Maths for Software Development
	M4X01015
	20
	X
	X
	X
	X

	Modelling, Rendering and Lighting Theory
	M4X01016
	10
	X
	X
	X
	X


BSc/HND/C Computer Networks Proposed Programme Structure
	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 4

	Academic and Employability Skills
	M4X00995
	10
	X
	X
	X
	X

	Computer Architecture
	M4X00998
	10
	X
	X
	X
	X

	Computer Programming
	M1X8511
	20
	X
	X
	X
	X

	Data Visualisation
	M4X00999
	10
	X
	X
	X
	X

	Information Engineering
	M4X01003
	20
	X
	X
	X
	X

	Internet Protocols
	M4X01005
	10
	X
	X
	X
	X

	IP Internetworking
	M4X01123
	20
	X
	X
	X
	X

	Network Principles
	M4X01126
	20
	X
	X
	X
	X


BEng/HND/C Computer Networks Technology Proposed Programme Structure
	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 4

	Academic and Employability Skills
	M4X00995
	10
	X
	X
	X
	X

	Computer Engineering and Microprocessors
	M1X8510
	20
	X
	X
	X
	X

	Computer Programming
	M1X8511
	20
	X
	X
	X
	X

	Internet Protocols
	M4X01005
	10
	X
	X
	X
	X

	IP Internetworking
	M4X01123
	20
	X
	X
	X
	X

	Mathematics
	M1X8514
	20
	X
	X
	X
	X

	Network Principles
	M4X01126
	20
	X
	X
	X
	X


BSc/HND/C Computing and Information Systems Proposed Programme Structure
	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 4

	Academic and Employability Skills
	M4X00995
	10
	X
	X
	X
	X

	Computational Thinking
	M4X00997
	10
	X
	X
	X
	X

	Computer Architecture
	M4X00998
	10
	X
	X
	X
	X

	Data Visualisation
	M4X00999
	10
	X
	X
	X
	X

	Information Engineering
	M4X01003
	20
	X
	X
	X
	X

	Interaction Design
	M4X01004
	10
	X
	X
	X
	X

	Introduction to Scripting
	M4X01010
	10
	X
	X
	X
	X

	Introduction to Web Development
	M4X01014
	20
	X
	X
	X
	X

	Software Development
	M4X01013
	20
	X
	X
	X
	X


BSc/HND/C GIS and Environmental Conservation Proposed Programme Structure
	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 4

	Academic and Employability Skills
	M4X0001
	10
	X
	X
	X
	X

	Environmental Conservation Fieldwork
	M4X0010
	10
	X
	X
	X
	X

	Geographical Information Science
	M4X0013
	20
	X
	X
	X
	X

	Introduction to GIS
	M4X0021
	10
	X
	X
	X
	X

	Software Business Applications
	M4X0030
	30
	X
	X
	X
	X

	The Physical Landscape
	M1X9615
	20
	X
	X
	X
	X

	Understanding the Environment
	M1X9616
	20
	X
	X
	X
	X


BSc/HND/C Mobile Computing and Application Development Proposed Programme Structure
	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 4

	Academic and Employability Skills
	M4X00995
	10
	X
	X
	X
	X

	Computational Thinking
	M4X00997
	10
	X
	X
	X
	X

	Computer Architecture
	M4X00998
	10
	X
	X
	X
	X

	Information Engineering
	M4X01003
	20
	X
	X
	X
	X

	Introduction to Programming
	M4X01012
	20
	X
	X
	X
	X

	Interaction Design
	M4X01004
	10
	X
	X
	X
	X

	Introduction to Web Development
	M4X01014
	20
	X
	X
	X
	X

	Introduction to Scripting
	M4X01010
	10
	X
	X
	X
	X

	Introduction to Mobile Programming
	M4X01009
	10
	X
	X
	X
	X


BSc/HND/C Robotics and Intelligent Systems Proposed Programme Structure
	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 4

	Computer Engineering and Microprocessors
	M1X8510
	20
	X
	X
	X
	X

	Computer Programming
	M1X8511
	20
	X
	X
	X
	X

	Electrical and Electronic Principles
	M4X00370
	20
	X
	X
	X
	X

	Mathematics
	M1X8514
	20
	X
	X
	X
	X

	Sensors and Control
	M4X01017
	20
	X
	X
	X
	X

	Study and Workshop Skills
	M4X01020
	20
	X
	X
	X
	X


BSc/HND/C Software Engineering Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 4

	Academic and Employability Skills
	M4X00995
	10
	X
	X
	X
	X

	Introduction to Problem Solving for Software Development
	M4X01011
	10
	X
	X
	X
	X

	Computational Thinking
	M4X00997
	10
	X
	X
	X
	X

	Computer Architecture
	M4X00998
	10
	X
	X
	X
	X

	Information Engineering
	M4X01003
	20
	X
	X
	X
	X

	Introduction to Programming
	M4X01012
	20
	X
	X
	X
	X

	Introduction to Web Development
	M4X01014
	20
	X
	X
	X
	X

	Maths for Software Development
	M4X01015
	20
	X
	X
	X
	X


3.1.12 BSc/HND/C Web Development Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 4

	Academic and Employability Skills
	M4X00995
	10
	X
	X
	X
	X

	Computational Thinking
	M4X00997
	10
	X
	X
	X
	X

	Computer Architecture
	M4X00998
	10
	X
	X
	X
	X

	Data Visualisation
	M4X00999
	10
	X
	X
	X
	X

	Information Engineering
	M4X01003
	20
	X
	X
	X
	X

	Interaction Design
	M4X01004
	10
	X
	X
	X
	X

	Introduction to Scripting
	M4X01010
	10
	X
	X
	X
	X

	Introduction to Web Development
	M4X01014
	20
	X
	X
	X
	X

	Software Development
	M4X01013
	20
	X
	X
	X
	X


Where appropriate, the University may allow students to study modules in addition to the 120 credits studied for the level of study e.g. Welsh medium or IT modules.  Students would need to discuss this with their Programme Director.
Note that on Programmes of Study offering a large number of options, timetable constraints will inevitably mean that not all combinations of options will be possible. 
Module details are correct on 1 September 2014, and will not normally be changed during the year. In the unlikely event of the School having to make changes to these details during the year, you will be notified in writing.

 FULL VERSION OF ALL MODULES

31Academic and Employability Skills


34Business and Management


38Computational Thinking


41Computer Architecture


44Computer Engineering and Microprocessors


47Computer Programming


49Data Visualisation


52Electrical and Electronic Principles


55Environmental Conservation Fieldwork


58Games Physics and Maths


60Geographical Information Science


63Information Engineering


66Interaction Design


69Internet Protocols


70Introduction to Games Programming


73Introduction to GIS


75Introduction to Graphics Tool Chain


77Introduction to Mobile Programming


80Introduction to Scripting


82Introduction to Problem Solving for Software Development


84Introduction to Programming


87Introduction to Web Development


90IP Internetworking


92Marketing Essentials


95Mathematics


97Maths for Software Development


98Modelling, Lighting and Rendering Theory


100Network Principles


104Sensors and Control


107Software Business Applications


109Software Development


112Study and Workshop Skills


115Systems Analysis


118The Physical Landscape


121Understanding the Environment




	MODULE CODE:
	M4X00995

	TITLE:

	Academic and Employability Skills

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:

	X220


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
	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%

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

	MODULE CODE:
	M4X00996

	TITLE:

	Business and Management

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	N100


AIM(S)

· To provide students with the fundamental knowledge of organisational behaviour that enables them to understand and describe the role of the contemporary manager in the realisation of individual and organisational potential through stakeholder relationships.

LEARNING OUTCOMES

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

1. Understand and explain the principal forms of organisational strategy, sustainability, structure and culture and the effects on those who work within them.

2. Understand and describe the role of the contemporary manager and the effects of alternative styles of management, leadership and motivation on individual, group and organisational performance.

INDICATIVE CONTENT

· Types of organisation.

· Organisational strategy: vision, mission, objectives, values, balanced scorecard.

· The business environment e.g. PEST/SLEPT analysis.

· Ecological considerations and ethical business practices.

· Managerial levels e.g. strategic, managerial and operational levels.

· Organisation structures and cultures to improve communication collaboration and organisational effectiveness.

· The role of different business functions.

· Functions of management and schools of managerial thought e.g. Fayol’s model, classical/scientific and human relations management.

· The distinction between management and leadership.

· Theories of leadership e.g. trait, style, situational, behavioural, participative, transformational.

· Theories of motivation and job satisfaction.

· Managing individuals and groups within the work organisation e.g. Individual behaviour: personality, perception and intelligence. Group behaviour: the nature of groups and teams, factors that affect group effectiveness and cohesion, team roles.

· Professional Legal and ethical issues in the workplace e.g. considerations such as equal opportunities, work-life balance, flexible working practices, health safety and well-being.

LEARNING AND TEACHING STRATEGY

The conceptual, theoretical issues are suited to delivery during weekly lectures. However, for the exploration of these topics and their application to and analysis of organisational case studies, tutorials are the most appropriate strategy. Tutorials /seminars will facilitate student-directed learning including small group activities to enhance their group-working transferable skills. The course will be augmented by up-to-date and relevant articles, videos, discussions and research activities as appropriate.

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 – Coursework- 50%

A written assignment to be submitted in professional report format. This will allow students to demonstrate their knowledge of business and organisation strategy, structure and functional activities and in real-world scenarios.

Exemplar: ‘Produce a report that demonstrates knowledge and understanding of Organisation Strategy, Structure, functional areas and the Environment.’

Assessment Component 2 – Practical - 50%

This will involve team-based research and viva presentation. This enables students to investigate Leadership Management and Motivation, and to understand the realities of team-working and people management and suggest methods to manage individuals and teams in the workplace. The assessments will test theoretical understanding and application of concepts in real-world scenarios.

Exemplar: ‘Produce a presentation that demonstrates knowledge and understanding of Organisation Leadership & Management, Motivation and team-working.’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Mullins, L. J. (2013) Management and Organisational Behaviour. Harlow: FT Publishing International.

Ramirez, C, M. (2013) Teams: A Competency Based Approach. Routledge.

Background

Mckeown, M. (2011) 1st edition, The Strategy Book: How to Think and Act Strategically to Deliver Outstanding Results. Financial Times Series, Financial Times/ Prentice Hall.

Cameron K, S., Quinn R, E., (2011) 3rd edition, Diagnosing and Changing Organizational Culture: Based on the Competing Values Framework. Jossey Bass.

Buchanan D, A., Huczynski A, A., (2013) 8th edition, Organizational Behaviour. Pearson.

Cheung-Judge, M. Holbeche, L., (2011) Organization Development: A Practitioner’s Guide for OD and HR. Kogan Page.

Crowley M, C., (2011) Lead From The Heart: Transformational Leadership For The 21st Century. Balboa Press.

Dyer Jr., W, G., Dyer, J, H., Dyer, W, G., (2013) 5th edition.Team Building: Proven Strategies for Improving Team Performance. Jossey Bass.
Journals

Journal of Management Studies

Journal of Organisational Behaviour

Management Review

Management Today

Harvard Business Review

Human Resource Management Journal

People Management

Personnel Review

Personnel Today

Websites 

http://www.cipd.co.uk 

http://businesscasestudies.co.uk

http://www.businessballs.com 

http://360.datamonitor.com/

http://www.businesslink.gov.uk 
http://www.bized.co.uk 

http://juno.emeraldinsight.com 

http://www.acas.org.uk

http://www.cbi.org.uk/

	MODULE CODE:
	M4X00997

	TITLE:

	Computational Thinking

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:

	I320


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

· Programming language syntax and semantics

· Hierarchical task analysis, sequential execution.

· Variable declarations including types

· Branch constructs including if, else and switch

· Loop constructs including for and while loops

· Declaring functions, passing arguments, returning values, calling functions, etc.

· Using tools for implementing and executing applications

· 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
	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 – 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/

	MODULE CODE:
	M4X00998

	TITLE:

	Computer Architecture

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:

	I111


AIM(S)

· To provide the student with an understanding of the key concepts and building blocks of current computer systems, components and architectures.

LEARNING OUTCOMES

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

1. Demonstrate an understanding of number systems, data capacities and transfer speeds in the context of typical PC environments.

2. Demonstrate an understanding of the essential characteristics and concepts of computer systems and components

3. Identify, discuss and make recommendations regarding suitable hardware and/or software for computing related scenarios

INDICATIVE CONTENT

· Fundamentals of number systems. Binary, Dec and Hex notation, representation and conversion.

· Computer systems: major components and peripherals 

· Fundamentals of Computer Networks

· Storage devices. Backup and archiving strategies.

· Nomenclature and specification of typical data capacities and transfer speeds

· Processor architecture: RISC, CISC and multi-core processors. 

· Fundamentals of High Performance Computing architectures

· 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: associative, cache, virtual memory (paged and segmented), 

· Input/output including polled, interrupt driven and direct memory access.

· Introduction to Operating Systems.

· Fundamental Networking devices and principles for SOHO type use, e.g. requirements of a small network with shared facilities using DHCP.

· Mobile computer processors, i.e. ARM, Atom

· Mobile telephony including VoIP

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.

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 – Written - 100%

Formal examination - Explain the essential characteristics and concepts of computer systems and components.
Assessment Summary

	Activity type
	Percentage

	Written
	100%

	Coursework
	0%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Stallings. W. (2012) Computer Organization and Architecture: Designing for Performance (9th edition) Pearson Education.

Englander, I. (2009) The Architecture of Computer Hardware and System Software: An Information Technology Approach, (5th Edition), Wiley: New York

Background

Hennessy, J. and Patterson, D. A. (2011) Computer Architecture : A Quantitative Approach, (5th Edition), Morgan Kaufmann: Amsterdam

Peterson, L. and Davie, B. (2011) Computer Networks: A System Approach, (5th Edition), Elsevier: San Francisco

Rauber , T and Rünger, G. (2010) Parallel Programming for Multicore and Cluster Systems, (1st Edition), Springer: Berlin

Ruffing, J.S. (2011) Windows Server 2008 R2 and SQL Server 2008 R2 High Availability Clustering , Scream Publications

Tanenbaum, A. (2013) Computer Networks, (5th Edition), Prentice Hall: New Jersey              

Tanenbaum, A. S. (2013) Modern Operating Systems, (3rd Edition), Prentice Hall: Upper Saddle River

Hallihan, R. (2008) Windows Home Server: Protect and Simplify Your Digital Life, John Wiley: Hoboken

Journals

IEEE Computer Magazine

IEEE Network Magazine

IEEE Transactions on Networking

IEEE Communications Magazine

IEEE Internet Computing Magazine

IEEE Transactions on Communications

IEEE Transactions on Wireless Communications

Websites 

http://anandtec.com

http://tomshardware.com

http://storagereview.com

http://www.cisco.com   

http://www.microsoft.com 

http://www.ss64.com/nt 

http://www.networktutorials.info

	MODULE CODE:
	M1X8510

	TITLE:

	Computer Engineering and Microprocessors


	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	H130


AIM(S)
· To develop in the student an understanding of computer architecture, digital electronics and microprocessors.  This will assist an engineering student to recognise digital circuits, computer components and sub-systems, and specify computer configurations for a variety of industrial, domestic and commercial applications.
LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:

1. Explain CPU features and architectures, including any recent innovatory features.


2. Describe digital and logic circuits


3. Demonstrate understanding of low level programming language skills.

INDICATIVE CONTENT
· Microprocessor architectures (Von Neumann versus Harvard, microcontrollers, CISC, RISC).

· CPU features (interrupts, DMA, memory hierarchy, stack, queues, busses, memory management, cache, number representation and math, pipelines, vector processing).

· Digital circuits, combinatorial, sequential (gates, flip flops, counters, registers).

· Memory types, systems and address decoding.

· Boolean logic and reduction (Demorgans theorem, karnaugh maps, truth tables).

· Input/output (sensors/actuators, multiplexing, port types and applications, serial communications, applications of counters, special function I/O, I/O interfaces).

· Case studies of input/output configurations for a variety of applications.

· Stack (PUSH/POP, subroutines, interrupt service routines).

· Microcontroller and computer configurations. (e.g. the PC, industrial controller).

· Assembly language programming and testing.

LEARNING AND TEACHING STRATEGY
Lecture material is supported by case studies of common microcomputer and microcontroller configurations.  Computer laboratory work is based on both simulated (e.g. for a microcontroller) assembly language program testing, as well as real-time (e.g. for the PC) assembly language testing for standard input/output tasks.  Examples of these tasks may be to drive a segment display unit, output data by means of a serial data link, utilise a timer to trigger other input/output operations.

Examples within classes/simulation labs (using a suitable simulation package) will be used to introduce the digital logic part of the module.

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%
This will be assessed by conventional test.
Assessment Component 2 – Practical - 50%
This will be assessed by means of assessing written programs designed to exercise programmable devices.
Assessment Summary
	Activity type
	Percentage

	Written
	50%

	Coursework
	0%

	Practical
	50%

	TOTAL
	100%


BIBLIOGRAPHY
Essential
Mano, M. (2012) Digital Design, Pearson Education 

Smith, D W (2006) PICs in Practice, Newnes 

In house PIC Programming Tutorial Sheets
Background
Antanakos, James L., (2007) The Intel Microprocessor Family, Hardware and Software Principles and Applications, Thompson 

Dick, David (2007) The PC Support Handbook 11th Edition, Dumbreck 

Morris, Mano M (2007) Computer System Architecture, 3rd Edition, Pearson Prentice Hall 

Stallings, William (2012) Computer Organization & Architecture, 9th Edition, Pearson Prentice Hall
Websites 
Appropriate websites to module content.
	MODULE CODE:
	M1X8511

	TITLE:

	Computer Programming


	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	I320


AIM(S)

· To introduce software engineering concepts using a structured high level language, stressing the importance of good design techniques.
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 components of a high level language.

2. Design algorithms in order to solve problems.

3. Write modular code to implement algorithms produced.

INDICATIVE CONTENT

· The software life cycle - analysis, design, implementation, maintenance

· Algorithm design – flowcharts, pseudo-code

· The programming environment - editor, compiler, debugger

· High level language programming, using a structured language e.g. C

· Data types, variables, operators, control structures, data structures, functions

· Testing strategies.

· Documentation - user guide, technical guide etc.

LEARNING AND TEACHING STRATEGY

The theoretical content regarding high-level programming 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
	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 – Coursework 50%

The assignment(s) will require students to document the full process of creating a solution to a given problem. This will incorporate the formulation of algorithms, testing process and suitable programme documentation.

Exemplar:  ‘Write and document code to control a stack structure’

Assessment Component 2 – Practical 50%

This will test theoretical understanding and application of concepts.  Students will be allowed to refer to notes during the examination which will consist of partial written questions with the majority of the test consisting of practical programming questions.

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Kochan, Stephen G. (2013) Programming in C (Developer's Library) 4th Edition, Addison Wesley 
McGrath, M. (2009) C Programming In Easy Steps 4th Edition, In Easy Steps
Background

King, K.N. (2008) C Programming: A Modern Approach 2nd Revised Edition, W.W.Norton & Co. 

Schildt H. (2002) C The Complete Reference, 4th Ed., Osborne.
Websites 

http://www.cprogramming.com/

http://www.programmingsimplified.com/c-program-examples  

	MODULE CODE:
	M4X00999

	TITLE:

	Data Visualisation

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:

	I990


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 demonstrate the ability to:

1. Demonstrate an ability to present nominal, ordinal, categorical and network data in forms that enable the easy understanding of the data

2. Demonstrate an ability 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

· 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

This module will introduce students to a variety of information visualisation techniques for producing clear and effective data displays. It will start by looking at how to select and arrange data then develop methods for displaying data to highlight the interactions between multiple variables and data types. It will go on to look at methods for representing and encoding data in order to enable easy exploration of the data.

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 module will be assessed by means of an assignment requiring students to create and evaluate visualisations of data sets containing multiple types of data.
Exemplar: ‘Using the original Morton-Thiokol slides showing damage to the Space Shuttle’s ‘O’-rings during previous launches as your data source:
· Evaluate the effectiveness of the data presentation on the original slides

· Create a visualisation of the dataset that makes it easy to see the dangers of launching the Space Shuttle at low ambient temperatures.’
Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Few, S. (2012), Show Me The Numbers, Analytics Press, Burlingame, CA.

Background

McCandless, D. (2010) Information is Beautiful, Collins

Spence, R. (2006), Information Visualization: Design for Interaction. Prentice Hall

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

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

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

Yau, N. (2011) Visualize This: The Flowing Data Guide to Design, Visualization and Statistics. Wiley.

Websites 

http://www.icharts.net/

http://www.simile-widgets.org/exhibit/

http://www.wolframalpha.com/

http://create.visual.ly/

http://www-958.ibm.com/software/data/cognos/manyeyes/

http://www.wordle.net/

http://www.informationisbeautiful.net

http://stats.math.uni-augsburg.de/mondrian/
	MODULE CODE:
	M4X00370

	TITLE:

	Electrical and Electronic Principles

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	H600


AIM(S)
· To provide the student with a sound knowledge of fundamental circuit/network analysis tools through real world component behaviour, and to apply these tools in a practical environment.
LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
1. Analyse specified circuits and networks using appropriate analysis tools.

2. Perform electrical / electronic measurements, record and analyse data and produce a report.

INDICATIVE CONTENT
· Ohm’s Law

· Series/parallel connections for R,L and C

· KVL and KCL

· Potential and Current divider networks

· Voltage and Current sources

· Thevenin and Norton equivalent circuits

· Principle of Superposition

· Mesh and Nodal analysis

· AC fundamentals

· Sinusoidal properties

· Resistance, Reactance and Impedance

· Complex notation

· Single phase AC circuits

· Maximum Power Transfer

· Tuned Circuits

· Semiconductors, diodes and transistors, Thyristors, Diacs and Triacs

· Electromagnetism , Electromagnetic Induction, Faraday’s , Lens’ Laws etc

· Principles of motors and generators

LEARNING AND TEACHING STRATEGY
Learning will be achieved through an integrated mix of theory and practical work consisting of practice exercises and formal laboratory assignment work. The aim is to integrate the learning process such that student move between theory and practice on a regular basis on a day to day approach. Theoretical work will be supported with tutorial classes and circuit simulation as well as practical work. The majority of the teaching will take place within a laboratory environment to facilitate teaching theory and practice in an integrated manner.

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 - 80%
Calculate circuit parameters and design/describe simple circuits under exam conditions.

Assessment Component 2 – Coursework - 20%
Perform a laboratory measurement exercise and report its findings in a formal written report 
Exemplar: ‘Produce a formal Laboratory report for the laboratory exercise provided’.
Assessment Summary
	Activity type
	Percentage

	Written
	80%

	Coursework
	20%

	Practical
	00%

	TOTAL
	100%


BIBLIOGRAPHY
Essential
Bird, John (2013) - Electrical circuit Theory and Technology, Fifth Edition, Routledge, 

Floyd, Thomas L (2012) DC/AC Fundamentals: A Systems Approach Prentice Hall
Background
Sinclair I. and J. Dutton., Practical Electronics Handbook, Newnes (2006)

Journals
Elektor

Electronics World

Websites 
Various on-line video lectures.

Eg. MIT Open Courseware http://vl.fmnet.info/safety/

http://mingo.info-science.uiowa.edu/soft-eng/

http://www.fmeurope.org/
	MODULE CODE:
	M4X01000

	TITLE:

	Environmental Conservation Fieldwork

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:

	D447


AIM(S)

To introduce the practicalities of environmental conservation (this module will also seek to link and give practical experience of environmental issues to underpin the degree and to meet benchmark requirements at level 4).

LEARNING OUTCOMES

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

1. Carry out quantitative and qualitative practical and IT- based research, and report on a scientific investigation of an environmental problem.

2. Present written reports based on field data, including appropriate referencing practice.

INDICATIVE CONTENT

· Practical conservation on local reserves.

· Introduction to the scientific method.

· Introduction to basic statistics.

· Introduction to Techniques/Methods and protocols for the acquisition of environmental data

· Keeping records.

· Introduction to maps and GIS.

LEARNING AND TEACHING STRATEGY

Students will be taught through lectures, seminars and case studies. These will be supplemented by field and site visits, to develop practical aspects of field surveys and monitoring programmes. Examples of different local, national and international science based conservation strategies will be used for assessing management solutions.

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%

Carry out practical and IT based research, and report on a scientific investigation of an environmental problem, and present the result in a written report.

Exemplar:  ‘A Rocky Shore survey and analysis of Bracelet Bay’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Chambers, N and Parker, P (1989) The OU Project Guide: Fieldwork and Statistics for ecological projects. FSC 1989.

Fowler J, Cohen L, and Jarvis P (2001) Practical Statistics for Field Biology. Second Edition. Wiley.

Background

Bartram, J and Ballance, R (1996) Water Quality Monitoring: a practical guide to the design and implementation of Freshwater Quality Studies and Monitoring programmes. UNEP/ WHO. Chapman and Hall.

Bird, E. (2000) Coastal Geomorphology. WILEY

Carr, S and Lane, A. (1993) Practical conservation: urban habitats. Hodder and Stoughton: Open University in association with the Nature Conservancy Council, London [Milton Keynes]

Ferrier,R and Jenkins,A (2009) Handbook of Catchment Management. Wiley.

Fumiss, P and Lane, A. (1992)
Practical conservation : water and wetlands. Hodder and Stoughton: Open University in association with the Nature Conservancy Council, London [Milton Keynes]

Gillham, B (2000) Developing a Questionnaire, Real World Research Series, Continuum, London.

Jackson, C J and Furnham, A (2000) Designing and Analysing Questionnaires and Surveys: A Manual for Health Professional and Administrators, Whurr, London.

Lane,A and Tait, J (1990) Practical Conservation: Woodlands. Hodder and Stoughton, London. 

Murray S, Ambrose R, Dethier M (2006) Monitoring Rocky Shores. University of California Press. 

Rowell, DL (1994) Soil Science: Methods and Applications. Prentice Hall.

Sutherland, WJ (2009)
 Ecological Census Techniques. Cambridge University Press.

Tait, J. (1998)
Practical conservation: site assessment and management planning. Hodder and Stoughton: Open University in association with the Nature Conservancy Council, London [Milton Keynes]

Field Guides

Crothers, J. (1997) British Marine Invertebrates. Key to Major Groups. Field Studies Council. Shrewsbury. Shropshire

Haefner, PA (Jnr) (2001) 
Exploring Marine Biology, Laboratory and Field Exercises. OUP

Hayward, P Nelson-Smith, T and Shields, C (1996) Britain and Northern Europe. Collins Pocket Guide to the Sea Shore of Britain and Northern Europe. 

Oakley, J. (2010) Seashore Safaris. Graffeg.

Journals

Ecos- Review of Conservation

The Ecologist

Journal of Applied Ecology

New Scientist

Oryx

Local Biodiversity Action Plans: Carmarthenshire, Neath Port Talbot, and City and County of Swansea

Websites 

http://www.colorado.edu/geography/courses/geog_2043_f01/lab01_1.html 

http://www.physicalgeography.net/fundamentals/1b.html

http://www.socialresearchmethods.cimt.plymouth

http://www.agronomy.Isu.edu/courses/Agro2051/

Texture.pdf washington.edu/uwtoce05/methods.html 

http://www.glf.dfo-mpo.gc.ca/os/bysea-enmer/activities/activities-activites_15-e.php 

http://soils.gsfc.nasa.gov/pvg/1-1why.htm

	MODULE CODE:
	M4X01001

	TITLE:

	Games Physics and Maths

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:

	G170


AIM(S)

To develop the fundamental mathematics skills required for 2D and 3D games programming and to introduce essential physics concepts relevant to games.
LEARNING OUTCOMES

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

1. Apply knowledge of mathematics and games physics engine principles to solve written problems associated with complex 2D and 3D games.
2. Apply knowledge of maths and games physics engine principles to develop solutions to problems associated with games programming.

INDICATIVE CONTENT

· Refresher of Differentiation and Integration

· Numerical Integration

· Fundamental concepts and principles of forces and motion e.g.

· Newton’s Laws and kinematics

· Projectiles e.g. trajectory, drag, etc

· Light e.g. colour, reflection, refraction, intensity, fog, parallax, iridescence, lens flare, etc

· Introduction to current games physic applications e.g. ragdoll physics, deformation, etc

· Principles of Games Physics Engines

· Principles of collision detection and response

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
	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 solve a given games maths and physics problem and implement the solution using appropriate programming language(s) and/or applications.
Exemplar: ‘Dragster physics simulation’
Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Van Verth, J and Bishop, L. M. (2008) Essential Mathematics for Games and Interactive Applications, (2nd Edition), Elsevier

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

Millington, I. (2010) Game Physics Engine Development, 2nd edition, CRC Press 

Ericson, C. (2004) Real-Time Collision Detection, CRC Press 

Eberly, D. H. (2004) Game Physics ELSEVIER (Morgan Kaufmann)
Websites 

http://www.mathcentre.ac.uk
	MODULE CODE:
	M4X01002

	TITLE:

	Geographical Information Science

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	F846


AIM(S)

· To introduce the concept of geographical science and the information and data gathering techniques that surrounds this discipline. Students will explore the theories of data acquisition and representation in a spatial context.

LEARNING OUTCOMES

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

1. Discuss the use of GIS to represent environmental management issues

2. Demonstrate an understanding of data representation as required in a GIS

3. Evaluate and describe the post processing of spatial data sets

INDICATIVE CONTENT

· History of Geographical information Systems

· Exploring terminology used to describe data within the geoscience field

· An overview of the science that provides data for GIS e.g. geography (social and physical), remote sensing, photogrammetry etc.

· How do we capture data

· What is a spatial decision support system ( SDSS)

· Data accuracy

· The computer as a GIS

LEARNING AND TEACHING STRATEGY

Key concepts and theoretical issues will be delivered through a formal mechanism such as lectures, which will allow the students to gain the knowledge applicable to this module. Students will be encouraged to explore these issues during tutorials and apply them to appropriate case studies pertaining to GIS. Student will be encouraged to look at spatial data structures and gain an understanding of the data processing requirement of GIS.

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 – Practical - 40%

Present a short report that describe the major data acquisition requirements for a given case student and demonstrate an understanding of the structure of geographical data.

Assessment Component 2 – Coursework - 60%

This will be assessed through assignment looking at the theoretical issues of data analysis and acquisition within GI Science tool.

Exemplar: ‘Analyse Langland Bay, looking at tourism and the Physical landscape, with the use of GIS software’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	60%

	Practical
	40%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Longley, P, Goodchild, M, Maguire, D, Rhind, D (2010)
Geographical Information Systems and Science, Wiley

Heywood, I., Cornelius, S. & Carver, S. (2011) An Introduction to Geographical Information Systems, Prentice Hall

Background

D O’Sullivan, D Unwin (2010) Geographical Information Analysis (2nd Ed), Wiley

Jeremy W. Crampton, (2010) Mapping: A Critical Introduction to Cartography and GIS, Wiley

Narayan Panigrahi (2009), Geographical Information Science, CRC Press

Websites 

http://www.mapinfo.co.uk 

http://www.agi.org.uk/  

http://www.ordnancesurvey.co.uk/oswebsite/

http://ukdataservice.ac.uk/ http://digimap.edina.ac.uk/digimap/home

http://www.esriuk.com/
	MODULE CODE:
	M4X01003

	TITLE:

	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
	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 – 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

	MODULE CODE:
	M4X01004

	TITLE:

	Interaction Design

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:

	I140


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 the ability to:

1. Demonstrate an essential understanding of the capabilities of humans and machines, and how these work together for effective human-computer interaction.

2. 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, user focus, task modelling

· Screen layouts, data organisation and navigation, principles of display design, storyboarding

· Evaluation of interfaces, heuristic evaluations, cognitive walkthroughs

LEARNING AND TEACHING STRATEGY

The module will start by introducing the students to the capabilities of human beings and the fundamental principles of usability as applied to any computer system. They will learn how to design for these requirements and how to evaluate the effectiveness of their designs.

As the module involves a wide range of software and design processes, a variety of delivery methods will be employed, such as: formal lectures, tutorials, blogs and practical sessions.

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 be expected to produce a design and evaluation of a user interface for a well-constrained problem. In addition, they will take an online test comprising multiple-choice, short-answer and graphical questions aimed at testing the student’s grasp of the theoretical underpinnings of the topic. This will be applied using the quiz functionality of the university’s ILE.

Exemplar: ‘Design an app for the card game Fluxx to be played upon either the iPad or an Android tablet. You should produce the following materials:

· A list of the functional and non-functional requirements for the app

· A set of storyboards showing your initial design for the interface

· A complete cognitive walkthrough using your storyboards for the following tasks: playing a card in your turn; playing a new rule that requires you to draw a new card; playing a keeper to win the game; selecting a subset of your cards to discard as the result of another player playing a Hand Limit card.

· A set of updated storyboards that show the changes made as a result of your testing

· An updated cognitive walkthrough that tests any changes made.’
Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

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

Rogers, Y., Sharp, H and Preece, J. (2011), Interaction Design: Beyond Human-Computer Interaction (3rd Ed.). Wiley.

Background

Beynon, D. (2013), Designing Interactive Systems (3rd Ed.). Pearson.

Norman, D.A. (2005), Emotional Design - Why We Love (or Hate) Everyday Things Basic Books

Norman, D. (2013), The Design of Everyday Things (revised and expanded edition). MIT Press.

Soegaard, M and Dam, R.D. (Eds.) (2013), Encyclopedia of Human-Computer Interaction (2nd Ed). The Interaction Design Foundation.

Journals

ACM Transactions on Computer-Human Interaction

ACM Transactions on Graphics

IEEE Explore

IEEE Spectrum

IEEE Transactions on Human-Machine Systems

IEEE Transactions on Systems, Men and Cybernetics

IEEE Transactions on Visualisation and Computer Graphics

	MODULE CODE:
	M4X01005

	TITLE:

	Internet Protocols

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:

	I120


AIM(S)

· To provide the student with a fundamental knowledge of Internet Protocol. Students will gain a detailed understanding of IP version 4 and 6. 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 Internet Protocol and to design an IP addressing scheme using IPv4/6, subnetting and VLSM.

INDICATIVE CONTENT

· IPv4 addressing 

· Class A, B, C and D IP addressing

· Public and Private IPaddressing

· Subnetting IP networks and variable length subnet mask.

· Unicast, multicast, and broadcast with IPv4

· IPv6 addressing

· Unicast, anycast and multicast with IPv6 

LEARNING AND TEACHING STRATEGY

The majority 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 technical design.
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 assignment will require students to design and implement IP addressing scheme to the given case study and document the full process of creating a solution to it.  
Exemplar: Design and implement a suitable IPv4 addressing scheme to the given scenario.   

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Introduction to Networks Companion Guide by Cisco Networking Academy (2013)

R. Graziani, (2013) IPv6 Fundamentals: A straightforward approach to understanding IPv6, Cisco Press
Background

N. Olifer and V. Olifer (2006) Computer Networks Principles, Technologies and Protocol for Network Design, John Wiley and Sons, Ltd. 

M. A. Dye, R. McDonald and A. W. Rufi, (2011) Network Fundamentals: CCNA exploration companion guide, Cisco Press.

M. Sportack, (2003) IP Addressing fundamentals, Cisco Press.

Websites

http://www.netacad.com (username and password required)

http://www.iana.org/numbers
	MODULE CODE:
	M4X01006

	TITLE:

	Introduction to 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

· Programming language syntax and semantics

· Applying software libraries/frameworks/engines in game development e.g. XNA, Unity, SDL, SFML, etc.
· Fundamental to game programming concepts and techniques e.g. game loops, timers, user input, double buffering, etc.
· 2D game development e.g. sprite animation, motion, etc.
· 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/

	MODULE CODE:
	M4X01007

	TITLE:

	Introduction to GIS

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:

	F846


AIM(S)

· To introduce the student to Geographical Information Systems and software. As well as gaining Knowledge and understanding of the GIS software environment the students will explore the specific uniqueness of geographical and spatial data.
LEARNING OUTCOMES

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

1. Produce a Geographical Information System that involves input, analysis and output of basic spatial data sets.

INDICATIVE CONTENT

· How computers represent geographical data.

· Introduction to the MapInfo software environment.

· Mapping in layers.

· Input of spatial data and simple queries.

· Introduction to thematic mapping.

· Cartographic design, output and presentation.

LEARNING AND TEACHING STRATEGY

This module will be delivered in a computer laboratory through workshops and tutorials. The module has a practical focus and will aim to keep students actively engaged with the GIS software. Tutorial exercises will introduce common concept in GIS design.
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 student will be required to correctly use the GIS software to produce an appropriate solution for a given scenario with suitable supporting documentation. This may take the form of a number of worksheets including a number of tasks that utilise appropriate technologies.

Exemplar:  ‘Using census data, build a Townsend deprivation index map of Swansea’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Ian Heywood, Sarah Cornelius, Steve Carver (2011) An Introduction to Geographical Information Systems (4th Ed) Pearson

Background

Larry Daniel, Paula Loree, Angela Whitener (2001) Inside MapInfo Professional (3rd Ed) Cengage Learning.

Websites

http://www.mapinfo.co.uk 

http://www.agi.org.uk/ 

http://www.ordnancesurvey.co.uk/oswebsite/

	MODULE CODE:
	M4X01008

	TITLE:

	Introduction to Graphics Tool Chain

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	I113


AIM(S)

· To introduce students to the graphics tool chain and to the development of software tools using a high level scripting language. Simple design concepts and good programming practices will be adopted. Students will be introduced to concepts and technologies required for 3D computer graphics tool chain development.

LEARNING OUTCOMES

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

1. Understand basic software constructs, the syntax and semantics of a high level scripting language and develop scripts using good programming practices. 

2. Apply fundamental concepts within an existing graphics pipeline to solve a given problem

INDICATIVE CONTENT

· Graphics hardware and software terminology

· Graphics tools chain – import/export/render pipelines

· High-level scripting languages: programming constructs, syntax, symantics

· Basic introduction to using industry standard 3D graphics packages:

· Modelling, lighting, animation and rendering

· Texturing

· Polygon modelling, 

· Particle systems 

· Asset management

LEARNING AND TEACHING STRATEGY

Lectures, tutorials and demonstrations will be used throughout the module. Electronic handouts will be given on each topic covered via VLE.

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 – Coursework - 100%

The assessment is by coursework, reflecting the need to assess both the theoretical concepts and their application. Coursework may take the form of developing solutions to given modelling / animation problems using the techniques introduced during the lectures.
Exemplar: ‘Write a simple tool to extend the functionality of given 3D modelling package using embedded scripting language’.

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Wilkins, M.R and Kazmier C (2005) MEL Scripting for Maya Animators, Elsevier Inc.

Gould D.A.D (2003) Complete Maya Programming, Elsevier Inc.

Derakhshani D (2011) Introducing Autodesk Maya 2012 1st Edition, Sybex

Background

Palamar Todd (2011), Mastering Autodesk Maya 2012, Sybex

Mechtley A and Trowbridge R, (2011), Maya Python for Games and Film: A Complete Reference for Maya Python and the Maya Python, API CRC Press

Websites

http://www.creativecrash.com/

http://www.thegnomonworkshop.com/

http://www.digitaltutors.com/11/index.php

http://www.digitaltutors.com/tutorial/3414-Python-Scripting-in-Maya

http://www.3dbuzz.com/

http://www.cgcircuit.com/

http://www.chadvernon.com/blog/resources/python-scripting-for-maya-artists/

	MODULE CODE:
	M4X01009

	TITLE:

	Introduction to Mobile Programming

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:

	I320


AIM(S)

· To introduce students to the languages, architectures, techniques and tools used in the development of mobile applications.

LEARNING OUTCOMES

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

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

INDICATIVE CONTENT

· Problem solving approaches and techniques, interpreting natural language problems, subdividing problems, constraining problems, etc.

· Applying software libraries/frameworks in mobile application development, Android SDK, iOS SDK, Windows 7 SDK

· Introduction to mobile programming concepts, 

· Mobile application lifecycle.
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 mobile program applying a number of concepts and techniques introduced during the module. Alternatively, this may also take the form of a number of worksheets.
Exemplar: ‘Using Android, develop a mobile application for currency conversion demonstrating an understanding of Java mobile programming’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Wallace J.(2013) Andorid Apps for Absolute Beginners, APRESS 

Bennett, G., Fisher, M., Lees, B. (2008) Objective C for Absolute Beginners: iPhone, iPad and Mac Programming Made Easy, APRESS 

Background

Miles, R., (2006) Learning UML 2.0, O’Reilly 

Charatan Q., Kans, A., Java in Two Semesters, McGraw-Hill (2009)

Kochan, S.G., Programming in Objective-C5th Edition, Developer’s Library, Addison-Wesley Professional (2012)

Rischpater, R., The Definitive Guide to Mobile Qt: Symbian Development Platform, APRESS (2009)

Mark, D., Beginning iPhone 3 Development: Exploring the iPhone SDK, APRESS (2009) 

Logan, S., Cross-Platform Development in C++: Building MAC OS X, Linux and Windows Applications, Addison Wesley (2007) 

Zechener, M., Green, G., Beginning Android Games, 2nd Edition, APRESS (2012)

Allen, G., Beginning Android 4, APRESS (2012)

Lewis, R., iPhone and iPad Apps for the Absolute Beginner, iOS 5 Edition, 2nd Edition, APRESS (2012)

Lee, H., Chuvyrov E., Beginning Windows Phone App Development, APRESS (2012)
Websites 

developer.android.com

developer.apple.com

	MODULE CODE:
	M4X01010

	TITLE:

	Introduction to Scripting

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:

	I320


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/
	MODULE CODE:
	M4X01011

	TITLE:

	Introduction to Problem Solving for Software Development

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:

	I320


AIM(S)

· To provide the student with the essential software concepts for solving problems in developing software applications.

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 by analyzing and developing solutions to a variety of problems, using software libraries/frameworks if and where appropriate.

INDICATIVE CONTENT

· Programming constructs

· Applying software libraries/frameworks in application development Win32, MFC, Qt, VxWorks, .Net, etc.

· Problem solving approaches and techniques, interpreting natural language problems, subdividing problems, constraining problems, etc.

· Good programming practice, e.g. formatting, functional decomposition, software testing, 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%

This may take the form of a number of worksheets including a number of tasks that address specific programming concepts. Alternatively, the assessment may take the form of scenario(s) for which the student will be required to describe, modify or implement an application that demonstrates the solution to a number of problems. Students may be required to apply problem solving techniques, subdividing problems, design using flow charts (or equivalent) and appropriate selection of algorithms or data structures.
Exemplar:  ‘Develop a simple text application for sorting and searching a list of words from a file.’
Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Stellman, A., Greene, J. (2010) Head First C#, O’Reilly 
Sharp, J. (2013) Microsoft Visual C# 2013 Step by Step, Microsoft Press
Background

Griffiths, I. (2012) Programming C# 5.0, O’Reilly 
Watson, K., Hammer, J.V., Reid, J., Skinner, M., Kemper, D., Nagel, C. (2012) C Beginning Visual C# 2012 Programming, John Wiley and Sons 
Albahari, J. (2012) C# 5.0 in a Nutshell, O’Reilly

Websites 

http://msdn.microsoft.com/en-us/library/67ef8sbd.aspx

http://www.homeandlearn.co.uk/csharp/csharp.html

http://www.tutorialspoint.com/csharp/

	MODULE CODE:
	M4X01012

	TITLE:

	Introduction to Programming

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	I320


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 practices will be adopted. Students will understand the fundamental algorithms and data structures and will apply them to solve software problems.
LEARNING OUTCOMES

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

1. Select and deploy basic software constructs along with simple algorithms and data structures in the development of solutions to well established problems. 

2. Understanding of the syntax and semantics of a high level language and develop programs using good programming practices.

INDICATIVE CONTENT

· Development tools e.g. editors, compilers, linkers, IDEs

· Good programming practices e.g. structured and object oriented programming

· Software constructs e.g. selection construct, loop constructs, iteration, sub-routines, etc

· High level programming language/s e.g. C/C++/C#

· Control statements, functions, arrays, I/O, Data Types, File Handling,

· Object paradigm

· Classes, objects, inheritance, encapsulation, messages, behaviour, structure

· Implementation of the above through ADTs

· Introduction to Algorithms

· Simple data structures using ADTs e.g. stacks, queues

· Software debugging 

· Software testing

· Code reviews

LEARNING AND TEACHING STRATEGY

This course will primarily have a practical focus. The material will be delivered in a laboratory setting allowing teaching strategies which keep the student active (inputting examples from the board, group solution of small programming problems etc.) This will also allow flexibility to review common problems which emerge when students are working though tutorial exercises.

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 – Coursework - 50%

A number of worksheets over the course of the first semester. 

Exemplar: ‘Complete a series of 4 worksheets to demonstrate skills learned’

Assessment Component 2– Coursework - 50%

A end of year assignment which will involve students selecting appropriate algorithms and data structures in the production of a solution to a well defined problem.
Exemplar:   ‘Produce an application stock control application to meet the specified requirements’ 

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Vine M. (2007) C Programming for the Absolute Beginner, 2nd Edition, Delmar 

Lee, M. (2009) C++ Programming for the Absolute Beginner, Delmar

Background

Josuttis, N., M. (2012) The C++ Standard Library, 2nd Edition, Addison Wesley 
Perry, G., Miller, D. (2013) C Programming Absolute Beginners Guide, 3rd Edition, QUE 

Blanchette, J. (2008) Summerfield, M., C++ GUI Programming with Qt4, 2nd Edition, Prentice Hall 

Sommerville, I. (2010) Software Engineering, 9th Edition, Addison Wesley 

Booch, G., Rumbaugh, J., Jacobson, I. (2005) The Unified Modelling Language User Guide, 2nd Edition, Addison Wesley 

Petzold, C. (1998) Programming Windows (5th Edition), Microsoft Press 

Stroustrup, B. (2013) A Tour of C++, Addison Wesley 

Stroustrup, B. (2013) The C++ Programming Language, 4th Edition, Addison Wesley 

Keringhan, B. W., Richie, D. (1998) The C Programming Language, 2nd Edition, Prentice-Hall

Websites

http://www.cprogramming.com

http://cplus.about.com/library/blcplustut.htm

http://www.winprog.org/tutorial/

http://www.acm.uiuc.edu/webmonkeys/book/c_guide/

http://www.geocities.com/SiliconValley/Software/5562/

http://www.relisoft.com/index.htm

http://www.oopweb.com/

	MODULE CODE:
	M4X01014

	TITLE:

	Introduction to Web Development

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	I160


AIM(S)

· To provide the student with an understanding of the underlying concepts and principles necessary for the design and implementation of websites. Students will be introduced to the architectural structure and development of web applications through the use of graphical web development tools.

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 design and implementation of websites.

2. Select and deploy web languages to implement websites.

3. Deploy simple web applications using graphical web development tools.

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 authoring 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

· Capturing and processing user input with forms

· Web Accessibility: guidelines, standards, tools and techniques for designing accessible websites

· Website evaluation e.g. standards validation, performance assessment and evaluation tools, search optimised navigation and content including search engine marketing concepts

· Introduction to the three-tier web application model and web development environments (e.g. LAMP, WAMP, WIMP, WISA, etc.)

· Simple web application development using graphical web development tools. For example, web content management systems (Word Press, Joomla, etc.) and e-commerce web application solutions (PrestaShop, Opencart, Magento, etc.).

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 commercial issues of web development.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 – Coursework - 50%

Students will demonstrate their ability to evaluate, select and deploy the concepts introduced during the module. Students will also be required to provide a written report with the practical work that documents the design and implementation process and demonstrates their understanding of the underlying theoretical concepts and principles of web development.

Exemplar: ‘Design and create a hand-coded website using appropriate web standards documenting its design and implementation process, for example, a personal portfolio website.’

Assessment Component 2 – Coursework - 50%

Students will demonstrate their ability to evaluate, select and deploy the concepts introduced during the module. Students will also be required to provide a written report with the practical work that documents the design and implementation process and demonstrates their understanding of the underlying theoretical concepts and principles of web development.

Exemplar: ‘Develop and deploy a simple web application using a graphical web development tool, for example, a simple online ordering website for a clothing website.’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Duckett, J. (2011), HTML and CSS: Design and Build Websites, Wiley

Robbins, J. N. (2012), Learning Web Design: A Beginner’s Guide to HTML, CSS, JavaScript, and Web Graphics, 4th Edition, O’Reilly

Krug, S. (2013), Don’t Make Me Think, Revisited: A Common Sense Approach to Web Usability, 3rd Edition (Voices That Matter), New Riders

Background

Burge, S. (2014), Joomla 3 Explained: Your Step-by-Step Guide (Joomla! Press), Addison Wesley

Burge, S. (2011), Joomla! Explained: Your Step-by-Step Guide, Addison Wesley

Moore, A. (2013), Create Your Own Website Using WordPress in a Weekend, ILEX

Ravensbergen, R. and Schoneville, S. (2013), Magento Beginner’s Guide, 2nd Edition, Packt

Williams, A. (2013), SEO 2013 And Beyond: Search engine optimization will never be the same again! (Webmaster Series), CreateSpace

Websites

http://www.w3.org

http://www.w3cschools.com

http://www.htmlgoodies.com

http://www.webaim.org

http://www.sixrevisions.com/

http://www.alistapart.com/

	MODULE CODE:
	M4X01123

	TITLE:

	IP Internetworking

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	I120


AIM(S)

· To provide the student with an in introductory knowledge of routing protocols and concepts. Students will gain a detailed understanding of the various routing protocols used in network design and will understand the fundamental technical principles of routing protocols 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 thorough theoretical understanding of routing protocols and concepts. 
2. Deploy static and dynamic routing protocols and troubleshoot common issues with in LAN and WAN infrastructures.

INDICATIVE CONTENT

· Routing concepts

· Classless and classful routing 

· Static and default routing

· Dynamic routing – Distance vector and link-state routing protocols

· Routing Information protocol (RIP) version 1 and 2

· Single Area OSPF

· Configuring and testing networks

LEARNING AND TEACHING STRATEGY

The majority 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 technical design 

Laboratories will be used to allow students to gain advanced routing and switching skills with the aid of lab equipment and appropriate software such as Packet tracer, GNS, etc.
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 – Practical - 50%

This assessment will require students to implement and test routing protocols in a LAN and WAN in a lab based practical exam
Assessment Component 2 – Written – 50%

Complete a written exam to demonstrate theoretical knowledge on routing protocols.
Assessment Summary

	Activity type
	Percentage

	Written
	50%

	Coursework
	0%

	Practical
	50%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Routing and Switching Essentials Companion Guide by Cisco Networking Academy, 2013

R. Graziani and A. Johnson (2011) Routing Protocols and Concepts: CCAN Exploration Companion guide, Cisco Press.

Background

Routing and Switching Essentials course booklet by Cisco Networking Academy, 2013

N. Olifer and V. Olifer (2006) Computer Networks Principles, Technologies and Protocol for Network Design, John Wiley and Sons, Ltd. 

P. J. Conlan, (2009) Cisco Network Professional's Advanced Internetworking Guide, Sybex.

Websites

http://www.netacad.com (username and password required)
	MODULE CODE:
	M1X9046

	TITLE:

	Marketing Essentials

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	N500


AIM(S)

· To investigate current activities and trends in marketing and to encourage students to explore the range of possibilities and future opportunities in this field.

LEARNING OUTCOMES

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

1. Assess the development of marketing in creating value for customers.

2. Identify relevant stakeholders and assess their impact on the marketing activities of the organisation.

3. Understand the processes and stages of marketing plans including the role of the marketing environment, marketing research and the marketing mix.

INDICATIVE CONTENT

· The Marketing Concept

· Marketing Past, Present and Future

· Customers and other stakeholders

· Marketing Strategy and Planning

· Macro and Micro Environment

· Marketing Information and research

· Segmentation, Targeting and positioning

· Branding

· The Marketing Mix and 7 P’s

LEARNING AND TEACHING STRATEGY

As the module aims to provide an essential introduction to marketing, it lends itself well to weekly lectures supported by a practical application of these concepts via case studies within a tutorial. Time will be given to help students understand the difficulties in applying marketing theories and concepts to real business situations.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	50
	25%

	Independent learning
	150
	75%

	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 - 50%

Student will make a presentation to the class, placing marketing into a business development context and recognise its impact on the customer.

‘ Produce a presentation that demonstrates the knowledge and understanding of Marketing essentials.’
Assessment Component 2 – Coursework – 50%

Students will complete a coursework which clearly identifies stakeholder groups, evaluate them for their potential influence and consider ways to manage those stakeholders.
Exemplar: ‘Produce a report that demonstrates knowledge and understanding of stakeholder groups and ways to engage and manage those stakeholders from a Marketing perspective.’
Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Kotler P, Armstrong G, Harris, LC, Piercy N (2013), Principles of Marketing, 6e, Pearson

Background

Baines, P, Fill C, Page, K (2011) Marketing, Oxford, 2ed

Clow, K and Baack, D(2013), Integrated Advertising, Promotion and Marketing Communications 6e, Pearson 

Housden M (2010), Marketing Research and Information, Butterworth Heinemann

Jobber D and Fahy J (2012), Foundations of Marketing, McGraw Hill 

Jobber D and Ellis-Chadwick F (2012) Principles and Practice of Marketing, McGraw Hill 7ed

Journals

Journal of Strategic Marketing

Journal of Marketing Management

Journal of Marketing

Journal of Marketing Research

Marketing

Marketing Week
Websites

ClickZ Marketing News (online) Available from:

http://clickz.com (Accessed 10 August 2012)

Brand Republic (online) Available from: http://www.brandrepublic.co.uk (Accessed 10 August 2012)

CIM, The Chartered Institute of Marketing (online) Available from: 
http://www.cim.co.uk (Accessed 10 August 2012)

CIM, Papers and surveys (online) Available fromhttp://www.shapetheagenda.com (Accessed 26 August 2012)

MAD (online) Available fromhttp://www.mad.co.uk (Accessed 26 August 2012) 
biz/ed (online) Available from:http://www.bized.co.uk (Accessed 10 August 2012)

Red Herring, the Business of Technology (online) Available from:http://www.redherring.com (Accessed 26 August 2012)

	MODULE CODE:
	M1X8514

	TITLE:

	Mathematics

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	G160


AIM(S)

To provide in-depth coverage of important mathematical ideas and techniques necessary for an understanding of the mathematics encountered in sister modules.
LEARNING OUTCOMES

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

1. Apply appropriate mathematical techniques to the solution of mathematical problems.
INDICATIVE CONTENT

· Fundamental Algebra/Trigonometry: Solution of Equations, matrix methods, complex numbers.

· Vector Analysis: vector rules and notation as applied to static and dynamic vector quantities.

· The Calculus: the methods of differentiation and integration, partial differentiation, 1st order differential equations.

· Statistics: Probability theory and statistical analysis.
LEARNING AND TEACHING STRATEGY

The theoretical content will be introduced in lectures and will be followed by tutorials. An examples sheet on each topic covered thus providing each student with the opportunity to practice and consolidate mathematical concepts.

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, duration 90 minutes. Apply algebra, trigonometry, graphical and calculus techniques to the solution of a range of problems.
Assessment Component 2 – Written - 50%

In-class test, duration 90 minutes. Apply complex numbers, matrix methods, vector analysis and statistical theory to a range of problems.
Assessment Summary

	Activity type
	Percentage

	Written
	100%

	Coursework
	0%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Stroud, K.A. and Booth, D. J. (2013) Engineering Mathematics, 7th Edition Palgrave
Background

Bird J.O. (2010) Higher Engineering Mathematics, Newnes 

Singh, K. (2011) Engineering Mathematics through applications, Palgrave
Websites 

http://www.khanacademy.org
	MODULE CODE:
	M4X01015

	TITLE:

	Maths for Software Development

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	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, Magraw-Hill (1982)

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

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

Websites

http://www.mathcentre.ac.uk
	MODULE CODE:
	M4X01016

	TITLE:

	Modelling, Lighting and Rendering Theory

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	10

	
	

	JACS CODE:

	I113


AIM(S)

· To provide in-depth coverage of the theory behind 3D computer graphics techniques, using industry-standard software packages. The concepts behind modelling, lighting and rendering of 3D computer generated scenes using established techniques and algorithms as well as emerging technologies will be introduced.

LEARNING OUTCOMES

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

1. Evidence a theoretical understanding of 3D computer modelling techniques to the solution of a problem

2. Identify appropriate texturing and lighting techniques to the solution of a problem.

INDICATIVE CONTENT

· Primitives, polygon meshing, splines, sub-div meshes, compression, file formats.

· Virtual cameras, lighting, shadow mapping,

· Materials, vertex / fragment shaders
· Graphics pipelines - Real-time / off-line rendering approaches 
· Texture mapping principles, UV wrapping
· Animation techniques, rigging, skinning models

· Emerging technologies

LEARNING AND TEACHING STRATEGY

Lectures, tutorials and demonstrations will be used throughout the module. Course content will also be made available through VLE. Wherever possible, topics will be illustrated or demonstrated using examples of practical 3D-models.

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 – Written - 100%

Students will be required to articulate the theory behind 3D modelling terms and techniques to meet a defined need, and to define and explain appropriate terms, algorithms and techniques with regard to solving specific graphics related problems.

Assessment Summary

	Activity type
	Percentage

	Written
	100%

	Coursework
	0%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Sanchez, D. and Dalmau, C, Core Techniques and Algorithms in Game Programming, New Riders Publishing.

Demers, O., Urszenyi, C. and Maestri, G. (2001), Digital Texturing and Painting, New Riders Publishing.

Background

Hearn, D and Baker, P.M, (1986), Computer Graphics C Version, Prentice Hall 

Akenine-Moller, T and Haines, E, (2002), Real Time rendering. A.K Peters

Learning Autodesk Maya 2010: Foundation (Autodesk Maya Techniques: Offical Autodesk Training Guides), (2009), Wiley and Sons

Learning Autodesk Maya 2009 The Modeling and Animation Handbook: Official Autodesk Training Guide (Autodesk Maya Techniques: Offical Autodesk Training Guides), (2008), Sybex publishing

Websites

http://www.gamasutra.com/

http://www.cgtutorials.com/

	MODULE CODE:
	M4X01226

	TITLE:

	Network Principles

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	I120


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

· Networks access and configuring network operating system

· Ethernet, IEEE 802.3, LLC and MAC sub layers, CSMA/CD
LEARNING AND TEACHING STRATEGY

The majority 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 technical design 

Laboratories will be used to allow students to gain advanced routing and switching skills with the aid of lab equipment and appropriate software such as Packet tracer, GNS, etc.

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%

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

Assessment Component 2 – Practical- 50%

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
	50%

	Coursework
	0%

	Practical
	50%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Introduction to Networks Companion Guide by Cisco Networking Academy (2013)

Introduction to Networks Course booklet by Cisco Networking Academy (2013)

M.A. Dye, R. McDonald and A. W. Rufi, (2011) Network Fundamentals: CCNA exploration companion guide, Cisco Press.

Background

A. S Tanenbaum and D. J. Wetherall, (2010) Computer Networks (5th Ed), Prentice Hall.

N. Olifer and V. Olifer (2006) Computer Networks Principles, Technologies and Protocol for Network Design, John Wiley and Sons, Ltd. 

P. J. Irving, (2010) Computer Networks (3rd Ed), Lexden Publishing. 

D. E. Comer, (2009) Computer Networks and Internets, Upper Saddle River, N.J Pearson education. 

H. Bidgoli, (2008) Handbook of computer networks: key concepts, data transmission, and digital and optical networks, Hoboken, N.J. Wiley.

Computer networks: the international journal of computer and telecommunications networking

Websites

http://www.netacad.com (username and password required)
	MODULE CODE:
	M4X01017

	TITLE:

	Sensors and Control

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	H660


AIM(S)

· To develop an understanding of sensors and transducers and their use in control systems in terms of measurement of various parameters and system responses to these signals through the use of practical exercises and software simulation.
LEARNING OUTCOMES

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

1. Demonstrate a sound knowledge and understanding of the static and dynamic responses of a range of sensors and transducers and their use within control systems.
2. Design solutions and solve problems for control systems with a given specification by use of simulation software, by the creation of mathematical models.

INDICATIVE CONTENT

· Transducers, sensors and actuators:

- Selection of different types of sensors for given environments such as measurement of speed, displacement, temperature, pressure and flow.
- Actuator types e.g. hydraulic, pneumatic, electric, mechanical.

· Transducer classification:

- Self-generating: e.g. thermocouple, photovoltaic cell, moving coil generator;

- Passive: e.g. slide-wire and resistance strain gauge;

· Characteristics of measurement systems:

- Static: Input and output range, resolution, sensitivity, repeatability, hysteresis etc.

- Dynamic: speed of response, fidelity, error 

- Calibration and standards: traceability and credibility

- Error analysis

· Control:

- Loop basics

- Control theory

- Proportional Integral Derivative (PID) control

· Display devices and recorders;

· Data acquisition system and signal conditioning;

· Mathematical models of dynamic systems using transfer functions of linear time invariant systems with MATLAB and Simulink. 

· Structure and properties of first and second order transfer functions: transient response, steady state response and test signals. 

LEARNING AND TEACHING STRATEGY

This module will be taught using a range of teaching and learning strategies which will include formal lectures, simulations, worked examples, worksheet exercises. Practical sessions may include the use of suitable equipment for experiment and analysis of results.

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 – Coursework - 50%

Produce a written report that investigates the characteristics of a range of transducers for a given case study. 

Exemplar: ‘Compare and contrast diverse transducer characteristics for a given control system case study’

Assessment Component 2 – Coursework - 50%

Develop using simulation software a mathematical model for a given control system case study by means of transfer functions.

Exemplar: ‘Use simulation software to analyse the response of first and second order systems to test signals’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Nise N S. (2011) Control Systems Engineering; International Student Version, 6th Edition, Wiley. John Wiley. 

Patranabis, A. (2011) Instrumentation and Control, Prentice Hall 

Mitton, N. & Simplot-Ryl, D. (2014) Wireless Sensor and Robot Networks: From Topology Control to Communication Aspects, World Scientific Publishing

Background

Dorf, R C & Bishop R H. (2010) Modern Control Systems: International Version, 12th Edition. Pearson. 

Distenfano, J, Stubberd, A & Williams, I. (2011) Schaum’s Outline of Feedback and Control Systems, 2nd Edition. Schaum’s Outlines.

Franklin, G F, Powell, J D & Emami-Naeini A, (2008) Feedback Control of Dynamic Systems, 6th Edition. Pearson. 

Mathworks, MATLAB & Simulink Student Version 2012a. (2012). Prentice Hall

Prasad,J. Jayaswal, M & Priye,V. (2010) Instrumentation and Process Control, I.K International Publishing 

Ogata, K. (2008) Modern Control Engineering, International Version, 5th Edition. Pearson.

Websites

ACM Digital Library

IEEE Xplore Digital Library

	MODULE CODE:
	M4X01018

	TITLE:

	Software Business Applications

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	30

	
	

	JACS CODE:

	I900


AIM(S)

· To provide students with an understanding of programming concepts and practice as applied to business problems and provide underpinning for software applications knowledge.
LEARNING OUTCOMES

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

1. Manage and document business software

2. Demonstrate an essential understanding of links between organisational strategy and business applications 
3. Apply technology for implementing a range of business and e-business software 

INDICATIVE CONTENT

· Linking business needs and software development: prototyping and storyboarding

· The software business environment using a tool such as Office 

· Data and business organisations: managing a database using forms and code

· Finance operations using appropriate software 

· Software project documentation

LEARNING AND TEACHING STRATEGY

Fundamental business software concepts will be introduced in the lectures and developed in laboratory work. Practical work will involve the design and implementation of business applications using a suitable methodology. The importance of good documentation will be emphasised throughout the module.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	105
	35%

	Independent learning
	195
	65%

	Placement learning
	0
	

	TOTAL
	300
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 50%

Use the features and characteristics of a business application to create solutions to given problems and document a working solution.

Exemplar: ‘Write and document a program to calculate expenses and mileage for a small business.’

Assessment Component2 – Coursework - 50%

Use the features and characteristics of a business application to create solutions to given problems and document a working solution.

Exemplar: ‘Write and document a program to calculate expenditure for a small business.’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Brady, Monk and Davidson (2013)

Problem Solving Cases in Microsoft Access and Excel Cengage

Background

Bucki, L (2013) Office 2013: The Comprehensive Tutorial Resource, Wiley
Halvrson, Michael (2013) Visual Basic for Applications  Microsoft Press

	MODULE CODE:
	M4X01013

	TITLE:

	Software Development

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	I320


AIM(S)

To provide the student with the essential software concepts involved in the implementation, testing and debugging of programs. Simple design concepts and good programming practices will be adopted throughout the module.

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 by analyzing and developing solutions to a variety of problems, using software libraries/frameworks if and where appropriate.

2. Determine appropriate fundamental concepts and techniques that can be deployed in the solution of problems/scenarios.

INDICATIVE CONTENT

· The software life-cycle including analysis, design, implementation and testing

· Programming constructs

· Applying software libraries/frameworks in application development Win32, MFC, Qt, VxWorks, .Net, etc.

· Problem solving approaches and techniques, interpreting natural language problems, subdividing problems, constraining problems, etc.

· Fundamental algorithms e.g. Big-O notation, searching, sorting, etc., and data structures e.g. lists, queues, trees, etc.

· A range of concepts appropriate to the pathway e.g. Create Read Update Delete (CRUD) operations, mathematical concepts, basic AI for games, 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
	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 – Coursework - 50%

This may take the form of a number of worksheets including a number of tasks requiring problem solving. Alternatively, the assessment may take the form of scenario(s) for which the student will be required to describe, modify or implement an application that demonstrates the solution to a number of problems. Tasks may include understanding of programming principles, software constructs,  reading and understanding code, modifying existing code to produce complete solutions or developing code to solve well constrained problems. 

Exemplar:  ‘Explain the usage of software constructs and techniques in a written report with appropriate examples.’

Assessment Component 2 – Coursework - 50%

This may take the form of a number of worksheets including a number of tasks that address specific programming concepts. Alternatively, the assessment may take the form of scenario(s) for which the student will be required to describe, modify or implement an application that demonstrates the solution to a number of problems. Students may be required to apply problem solving techniques, subdividing problems, design using flow charts (or equivalent) and appropriate selection of algorithms or data structures.
Exemplar: ‘Develop a simple text application for sorting and searching a list of words from a file.’
Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Stellman, A., Greene, J. (2010) Head First C#, O’Reilly 
Sharp, J. (2013) Microsoft Visual C# 2013 Step by Step, Microsoft Press
Background

Griffiths, I. (2012) Programming C# 5.0, O’Reilly 
Watson, K., Hammer, J.V., Reid, J., Skinner, M., Kemper, D., Nagel, C. (2012) C Beginning Visual C# 2012 Programming, John Wiley and Sons 
Albahari, J. (2012) C# 5.0 in a Nutshell, O’Reilly

Websites 

http://msdn.microsoft.com/en-us/library/67ef8sbd.aspx

http://www.homeandlearn.co.uk/csharp/csharp.html

http://www.tutorialspoint.com/csharp/

	MODULE CODE:
	M4X01020

	TITLE:

	Study and Workshop Skills

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	H610


AIM(S)
· To provide students with the underlying strategies that can accelerate that learning process.  Students will be encouraged to develop a reflective, active, positive approach to learning, and to take responsibility for their own learning.  The student will also be introduced to basic workshop skills and practices.
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 and professional approach to their studies.

3. Apply workshop skills and demonstrate and understanding of components, practices, skills, safety and standards.
INDICATIVE CONTENT
· Defining success, personal inspiration motivation goals and values.

· Identifying skills e.g. self-evaluation, skills needed for higher education, transferable skills, action plans for personal development.

· 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.

· Employability skills and competencies, professional presentation & 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, collaboration & team-work, leadership.

· Professional legal and ethical issues related to Higher Education, Employment and Professional Practice.

· Use of workshop tools and equipment.

· Design and manufacture of  an assembly/sub-assembly using suitable design tools e.g. CAD

LEARNING AND TEACHING STRATEGY
The conceptual, theoretical issues are suited to delivery during weekly lectures. In addition as 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 development of workshop skills requires a practical, workshop-based approach.  Students will learn about workshop practices and safety and apply them to a practical design, build and test situation.
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 – Coursework – 50%

This assessment involves i)    the production of a professionally written report outlining your 



         academic and professional skills 



  ii)   participating in a team based presentation demonstrate the 



        research and analysis skills you’ve developed within the module.
Assessment Component 2 – Practical 50%

This assessment is laboratory based and requires the design, construction and test of a PCB based circuit.
Assessment Summary
	Activity type
	Percentage

	Written
	0%

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%


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

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

In-house,  PCB Design Notes, Workshop safety
Background
Cottrell, S., (2013) 4th edition, The Study Skills Handbook, Palgrave Macmillan.
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. & Becker, L. (2010) 2nd edition, Presentation Skills for Students, Palgrave Macmillan.

Pears, R. & 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
	MODULE CODE:
	M4X01127

	TITLE:

	Systems Analysis

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	I290


AIM(S)

· To introduce students to the underlying concepts and principles necessary for the analysis of business systems appropriate to the creation of business-related computing systems with an emphasis on requirements analysis. As well as gaining theoretical knowledge, the student will learn to appreciate the practical and business realities in relation to systems analysis.
LEARNING OUTCOMES

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

1. Produce a project initiation document for a well-defined business IT scenario.

2. Apply appropriate systems investigation and analysis techniques to identify and translate user requirements into a requirement specification for a given business IT scenario.

3. Apply appropriate systems modelling techniques to accurately model business and computer processes.

4. Identify possible solutions to business IT problems and select a suitable and sustainable solution for a given business IT scenario.

INDICATIVE CONTENT

· Systems development lifecycle (SDLC) rationale and stages

· Project initiation, feasibility analysis and planning.

· Systems investigation techniques (e.g. document analysis, interviews, questionnaires, observation). 

· Requirements gathering, reporting and evaluation.

· Modelling and recording techniques appropriate to the approach employed (e.g. use case diagrams or BPDs, use case descriptions, class diagrams, etc.).

· Design considerations (e.g. centralised/distributed systems, batch/real-time processing, packaged or bespoke software, hardware choices, input devices, files/database design, input/output/interface design).

· Ethics and sustainability in business and systems analysis.

LEARNING AND TEACHING STRATEGY

The conceptual, theoretical issues will be delivered during weekly lectures. Tutorials will be used to develop the practical skills required to investigate the requirements and to model both business and computing processes and systems. The lectures and tutorials will be student driven, reflecting the knowledge and skill required at each stage of the analysis process. 

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 – Coursework - 50%

The assignment which will be split into logical stages to simulate the process undertaken by systems analysts.

Exemplar: ‘Describe the current working process of a furniture-making company who wish to move from a manual information management system to a computerised information management system.’ 

Assessment Component 2 – Coursework - 50%

The assignment which will be split into logical stages to simulate the process undertaken by systems analysts.

Exemplar: ‘Describe the software system used by a car sales company’ 

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

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

Stevens, P. and Pooley, R. (2006). Using UML: Software Engineering with Objects and Components, 2nd Ed., Addison Wesley

Background

Ashrafi, N. and Ashrafi, H. (2009). Object Oriented Systems Analysis and Design: International Edition, Prentice Hall: New Jersey

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

Dennis, A., Wixom, B.H and Roth, R (2010). Systems Analysis and Design, 4th Ed., Wiley: NY.

Journals

ACM Transactions on Information Systems

Behaviour and Information Technology

Communications of the ACM 

International Journal of Electronic Commerce

Journal of Strategic Information Systems

Journal of Systems Management

	MODULE CODE:
	M4X01128

	TITLE:

	The Physical Landscape

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	F330


AIM(S)

· To examine and classify the physical landscape. It will be stressed that the environment is dynamic and that the world is changing in accordance with known physical principles.
LEARNING OUTCOMES

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

1. Examine the major spatial features of the physical landscape and the processes acting on it.

2. Explain how the landscape is determined historically and how this influences environmental conservation.

3. Complete practical fieldwork on a selected physical landscape.

4. Present work in a standard ‘scientific’ form.

INDICATIVE CONTENT

· Introductory ideas and concepts

· Processes and features of the atmosphere




Atmosphere




Weather




Micro climates




Climate change

· Processes and features of the geosphere




Structure of the earth




Rocks and weathering




Hydrology




Slope processes




Glaciation




Aeolian




Coastal geomorphology

· Processes and features of the biosphere




Soils




Vegetation zones

· Hydrological fieldwork

· Conservation and the physical landscape

LEARNING AND TEACHING STRATEGY

This module will be taught through a series of traditional lectures, and practicals. In addition, various field excursions will be arranged which will involve both observational and practical fieldwork.

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
	100
	100%


ASSESSMENT

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

Assessment Component 1 – Written- 50%

Answer a set of examination questions that show an understanding of the processes and spatial features of the physical landscape.

Assessment Component 2 – Coursework - 50%

Submission of a scientific report using field data will be required and collection and tabulation of group data will cover with accompanying written report.
Exemplar:  ‘Group fieldwork which involves coordination, collection and tabulation of data from Three Cliffs Bay Swansea’ 

Assessment Summary

	Activity type
	Percentage

	Written
	50%

	Coursework
	50%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Arbogast, A.F. (2010) Discovering Physical Geography Wiley

Holden, J. (2011) Physical geography: The Basics. Routledge

Huggett, R. (2009) Physical geography: the key concepts Routledge

Strahler, A. (2010) Introducing Physical Geography Wiley

Background

Bridges, M. (1997) Classic landforms of the Gower coast. Sheffield: Geographical Association 

Geography Department (1988) Geographical excursions from Swansea: Vol. I, The physical landscape. University of Wales, Swansea. 

Hardisty, J. (2007) Estuaries: Monitoring and modelling the physical system Oxford: Blackwell

Holden, J. (Ed.) (2008)
An introduction to physical geography and the environment. London:Pearson

Goudie, A. (2005) The Human Impact on the Natural Environment Blackwell

Huggett, R. (2003) Fundamentals of geomorphology London: Routledge 

Matthews, J.A. (2003)
The Encyclopaedic dictionary of Environmental Change Arnold

Pierzynski, G.M. and Sims, T. (2005) Soils and environmental quality London: Taylor and Francis

Journals

Geofile
 Various editions, dates etc. Cheltenham: Stanley Thornes

Geographical Magazine Various dates, titles. London: The Geographical Association
Websites

http://www.antarctica.ac.uk

http://www.nerc-bas.ac.uk (British Antarctica Survey)

http://www.bgs.ac.uk (British Geological Survey)

http://www.geog.ouc.bc.ca/physgeog/contents

http://www.georef.org 

http://www.met-office.gov.uk

http://www.nerc.ac.uk (Natural Environment research council)

http://www.nottingham.ac.uk/meteosat

http://www.tintin.colorado.edu/glaciology

http://www.ukrigs.org.uk

http://www.wiley.com/college/strahler

	MODULE CODE:
	M1X9616

	TITLE:

	Understanding the Environment

	DATED:

	03/06/2014

	
	

	LEVEL:  
	4

	CREDITS:
	20

	
	

	JACS CODE:

	D447


AIM(S)

· To investigate the natural environment and the processes that have created it. The hydrological cycle will provide and ideal vehicle by which to demonstrate the interconnectivity of Man’s dependence on the natural environment and also his ability to directly affect its ability to support life.

LEARNING OUTCOMES

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

1. Explain and demonstrate the interrelationship between the physical, chemical and biological processes and the effects of human interaction with these environments.

2. Present the results of environmental investigations in a variety of appropriate ways.

INDICATIVE CONTENT

· An introduction, to the lithosphere, and atmosphere. 
· An introduction, to the structure and organisation of matter.
· Introduction to the biosphere in terms of organisation of living matter, diversity, interacting species and population dynamics.

· Consideration of natural climatic events and anthropogenically driven changes, and their consequences, such as food supply, disease and water availability.

· Environmental systems and the interrelationship between biological, chemical and physical processes. 
· Principles and field techniques used for the study of physical environment.

LEARNING AND TEACHING STRATEGY

Students will be taught through lectures, seminars and case studies. These will be supplemented by field and site visits, to develop the practical aspects of the module. Examples of local river systems, coastlines and mountains will be used for field investigations.

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
	100
	100%


ASSESSMENT

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

Assessment Component 1 – Written- 50%

Assess interrelationships and implement scientifically underpinned methodologies to identify the impacts of change in different media e.g. river system source to mouth - biological responses to changes in the physical environment etc.

Assessment Component 2 – Coursework - 50%

This is assessed through the submission of a report of a physical survey. This report will be based on the results of a field investigation, their assessment in line with current literature and their significance with respect to physical and/or biological processes.

Exemplar: ‘River  system  source  to  mouth  - biological responses to changes in the physical environment’

Assessment Summary

	Activity type
	Percentage

	Written
	50%

	Coursework
	50%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Allaby, M. (1996) Basics of Environmental Science. Routledge, London.

Briggs, D. J. (1997) Fundamentals of the Physical Environment. Routledge, London

Green, B. and Vos, W. (2001) Threatened landscapes, conserving cultural environments. Spon Press, London.
Background

Aston, M. (1997) Interpreting the landscape: landscape archaeology and local history. Routledge, London.

Bunting, B. T. (1997) The Geography of Soils. Hutchinson, London.

Haslam, S. M. (1990) River pollution and an Ecological Perspective. Bellhaven, London.

Hugget, R. (1997) Environmental Change: The Evolving Ecosphere. Routledge, London.

Journals

Journal of Environmental Conservation

Nature

New Scientist

The Ecologist

POLICIES

University Attendance Policy

All students are required to attend all scheduled classes and tutorials and Faculties will record individual academic attendance on a weekly basis. 

Contact points will be specified for each programme, taking into account the structure of the programme and the scheduled timetable. Disciplinary action will be taken for any sustained periods of unauthorised absence. Students who have a legitimate reason for unexpected absences (including the instance of illness or injury) must provide evidence to their Tutor immediately following their return, to ensure that it is noted as authorised leave.

Wherever possible, students should request permission through their Tutors in advance of any absence, completing the appropriate Registry Forms to explain the circumstances that require this. Although short authorised absences are not normally counted against the student, these are taken into consideration in the annual review of each student’s cumulative attendance (see below). Confirmation of authorised absence will be lodged on the student record in the Registry. 

If a student does not provide any reasonable justification for periods of unauthorised absence, fails to respond to initial and final Attendance Warning Letters and/or the required actions agreed at meetings with academic staff, and does not improve their attendance record, the Faculty will ask the Registry to withdraw the student within two months of the last recorded date of attendance.

In addition, each student’s cumulative attendance will be reviewed at the end of the academic year. Any student with a cumulative attendance for the academic year below 70% (including authorised leave periods) will be sent an end of year warning letter by the Faculty to warn her/him that attendance is below the level expected by the University and that, if poor attendance continues, this may lead to the individual being withdrawn from the programme. 

International Students with a UKVI Tier 4 Visa
In addition to the attendance requirements noted above, the following regulations will apply to international students who require a ‘Tier 4’ visa for their studies in the UK.

Students must request permission from their Tutor, prior to their departure, for authorisation to travel away from their campus during term-time. They must also inform their Tutor and/or Faculty Office of the date on which they plan to leave the University at the end of each academic year, once all teaching and examination requirements have been completed. 

If travelling within or outside of the UK (during term-time or vacation periods), students should provide contact details and/or a travel itinerary to the Faculty Office to assure immediate contact in the case of an emergency. 
It is a requirement of UK Visas & Immigration (UKVI) and a condition of all Tier 4 visas that missing 10 consecutive contact points without any form of authorisation will result in the student being reported to Registry. Registry will then withdraw the student from their programme and inform the UKVI that his/her Tier 4 visa sponsorship is withdrawn.
All international students holding a Tier 4 visa are also required to attend two compulsory University re-registration events in each academic year.  These are usually held in January and May and students will receive a notification of the timing and location of each event.  If an international student fails to attend a re-registration event the student will be reported to Registry. Registry will then withdraw that student from their programme and inform the UKVI that their Tier 4 visa sponsorship is withdrawn.
Students who have a legitimate reason for absence (including the instance of illness or injury while in the UK preventing attendance) must provide evidence to their Tutor immediately following their return, to ensure that it is noted as authorised leave. Although short authorised absences are not normally counted against the student, these are taken into consideration in the annual review of each student’s cumulative attendance (see below). The confirmation of authorised absence will be lodged on the student record in the Registry. 

Each international student’s cumulative attendance will be reviewed at the end of the academic year.  Any student with a cumulative attendance for the academic year below 70% (including authorised leave periods) will be sent an end of year warning letter by the Faculty to warn him/her that attendance is below the level expected by the University and that, if poor attendance continues this may lead to the individual being withdrawn from the programme and to the withdrawal of his/her Tier 4 visa.

Any international student with a Tier 4 visa whose cumulative attendance falls below 50% for  the academic year (including authorised leave periods) will be withdrawn from the programme and the Registry will inform the UKVI that his/her Tier 4 visa sponsorship is withdrawn. 

 
 
School policies 
How you will be assessed

In this section you will find brief details of the assessment processes and procedures, information on how to hand in your assessments and the procedures for examinations, feedback and your results in the Faculty of Architecture, Computing and Engineering (FACE).  For full details of the University’s official assessment processes and regulations please refer to the University’s Academic Quality Handbook, a copy of which is available on the Academic Office section of the website: http://www.uwtsd.ac.uk/academic-office/ You must read this carefully to ensure you have understood what is expected of you and what you can expect from the University.   

You are likely to experience a number of different types of assessment during your studies with us – including coursework of varying types, and examinations.  Each module you study will have one or more assessments, and your module tutor will explain the schedule of assessments and details of what is expected of you for each assessment.

Coursework

Schedule of Assignments

An assessment schedule will be placed on moodle at the beginning of the academic year and the assignment specification for each piece of coursework will include details of the final date for submission.  The procedure for submitting the work is detailed below.

 Submitting coursework 

The Procedure for the submission of Assignments is as follows:

Students are responsible for ensuring that they submit their work, in the required format, to the deadline specified.

Late Submission

See the University regulations on late submissions . If a coursework assessment is submitted up to twenty working days(four weeks)  after the deadline, a maximum mark of 40% is awarded.  For work submitted four weeks or more after the scheduled date for that assessment, a mark of zero will be allocated.

Extensions and mitigating circumstances

See the University regulations

No late work may be accepted from a student after an Examination Board has taken a decision on the work of the student, unless by direction, following a successful request for a review of the Examination Board decision.

Examinations

Examinations usually take place during the last week in May and first week in June and re-sits usually take place during the first and second weeks of September but full details of Examination Periods will be published on the university website.  

Your examinations may be located on one of the University’s other campuses so you should check the location and schedule carefully.  It is your responsibility to make sure you arrive at the examination on time. 

Attendance and behaviour

You are expected to attend ALL your timetabled classes – the better your attendance, the better the chance you will have to achieve good grades.  Attendance is closely monitored by academic staff and any student missing three consecutive classes without providing an explanation may be written to and required to attend an interview with their personal tutor.  You are attending a university academic school and should treat your study commitments in the same way you would be expected to treat a business meeting. If, for any reason you are unable to attend you should let your personal tutor know by email, explaining the reasons for your absence

Faculty of Architecture, Computing and Engineering

Ethical Approval System

The University provides regulations relating to ethical approvals that are necessary for different types of research activity.  These are set out in the Research Integrity and Ethics Code of Practice. The Faculty must comply with these regulations, and also establish protocols and practices that ensure consistency, transparency and auditability across the Faculty.  

Given the nature of the majority of projects within FACE, few ethical issues are expected, however, the following procedure will be followed for all dissertations and major projects.

Undergraduate Students

1. Student discusses dissertation/major project proposal with tutor.

2. On agreement of the proposal, the student is required to complete form E3 (Application for Ethical Approval – Undergraduate).

3. Where the tutor has no concerns the proposal is approved. 

4. Where the tutor has concerns regarding the proposal, form E3 is submitted to the Head of School / Assistant Dean / Dean for approval. The student work should not commence until approval is granted.

5. Following approval, a copy of the form is kept on the student record.

6. If the Head of School / Assistant Dean / Dean has concerns about the proposal, the form E3 is sent to University Ethics Committee for further consideration.  The decision of the Ethics Committee will be final and any recommendations must be implemented if the work is to commence. 

Taught Postgraduate Students 

1. Student discusses dissertation/major project proposal with tutor.

2. On agreement of the proposal, the student is required to complete form E2 (Application for Ethical Approval – Taught Postgraduate)

3. Form E2 is submitted to the Head of School / Assistant Dean / Dean for approval. The student work should not commence until approval is granted.

4. Following approval the form is submitted to the Faculty Research Committee so that a record of all proposals is available.

5. If the Head of School / Assistant Dean / Dean has concerns about the proposal, the form E2 is sent to University Ethics Committee for further consideration.  The decision of the Ethics Committee will be final and any recommendations must be implemented if the work is to commence. 

Postgraduate Students and Research Projects

1. For student projects, student discusses project proposal with Director of Studies.

2. (a)
On agreement of the proposal, the student is required to complete 
form E1 (Application for Ethical Approval – Research).

Or

(b)
Researcher is required to complete form E1 (Application for 
Ethical Approval – Research).

3. The proposal outlined in form E1 must be supported by the Head of School / Assistant Dean / Dean, and is then submitted to the Faculty Research Committee so that a record of all proposals is available.

4. The form E1 is sent to University Ethics Committee for consideration.  The decision of the Ethics Committee will be final and any recommendations must be implemented if the work is to commence. 

ABOUT UNFAIR PRACTICE AND PLAGIARISM

The University defines unfair practice as ‘any act, intentional or otherwise, whereby a person may obtain for himself/herself or for another, an unpermitted advantage…’. Committing unfair practice in assessment is one of the most serious offences in academic life, and its consequences can be severe. It undermines the integrity of scholarship, research, and of the examination and assessment process.

It is very important to understand that it is no defence to claim that unfair practice has been committed unintentionally, accidentally, due to extenuating circumstances or a long-term impairment (irrespective of whether or not these circumstances or long-term impairment have been acknowledged by the University).

Plagiarism is one type of unfair practice. Plagiarism is passing off, or attempting to pass off, another’s work as your own.  It includes copying the words, ideas, images or research results of another without acknowledgement, whether those words etc. are published or unpublished.  It is plagiarism, for example, to copy the work of another student, of a member of staff or a published article without crediting the author.  Persons who allow their work to be plagiarised are also guilty.

It should be noted that re-submitting work that has already been submitted for a different assessment task without noting that this is the case is also regarded as plagiarism (and is called self-plagiarism) and will be treated as such.

Plagiarism is one of the worst offences in academic life, and its consequences can be severe. It undermines the integrity of scholarship, research, and of the examination and assessment process.  The guidance that follows explains what is meant by plagiarism, describes the University’s regulations for dealing with it, and provides help in avoiding it.
When registering as a student at the University of Wales Trinity Saint David you have consented to your work being scrutinised both electronically and in person to check for cases of plagiarism.  In many Schools your work will be submitted electronically via Moodle.  

For submissions outside of the Moodle platform, it is equally important that you reference your sources accurately.  In some cases you will be expected to submit both hard and electronic copies, which can be checked against the database of the UK Higher Education Plagiarism Detection Service.  For handwritten, portfolio and process workbook submissions check with your module tutor if you are in any doubt about whether you have infringed the regulations.  They are here to assist you; ensure that you take advantage of their expertise.

Plagiarism: Regulations, Procedure and Penalties  

Full details of the University’s procedures and penalties for dealing with issues of plagiarism can be found in Chapter 13 of the Academic Quality Handbook, which can be seen on the University website or obtained from the Faculty Offices. These details are also summarised in the University Regulations – Undergraduate Student Guide which is published on the Academic Office section on the University’s website:

http://www.uwtsd.ac.uk/academic-office/university-regulations-student-guide/
Avoiding Plagiarism

Coursework, dissertations, or creative work are meant to be your own original work.  Obviously you will use the work of others.  Not only is this inevitable, it is expected.  

All scholarship builds on the work of others. The important thing to remember is always to acknowledge your sources. Your School will provide sessions on referencing and plagiarism but as a general rule of thumb observe the following guidelines:

· Anything that is copied or quoted from another source, including electronic sources such as the internet, must be in quotation marks and attributed to the original author.  This may be in the body of the text or as a footnote.  Full details of a source should be contained in a bibliography.  Whatever method is used, always acknowledge your source and give full details of it (i.e. author, date, page number).

· Synthesising the work of others involves putting their ideas into your words.  This is fine, but again, acknowledge your source.  This can be done in a number of ways depending on the context.  For example:  'Hart (2003, 52) maintains that...’  'Hart (2003, 52) provides evidence for..’:  'It is argued, or submitted by Hart (2003, 52) that...’  Then give the source of the original work.

· Where you are generally indebted for your ideas to one or two main sources, this can be a bit trickier.  If the ideas or the way they are presented come from one or two sources, make this clear.  Do the same if they come from lectures.  It is important not to claim originality where it does not exist but to indicate in general where the information comes from.

· Full citations in timed unseen examinations are obviously not expected, but you should indicate general indebtedness and always credit any quotations you have managed to remember.

The golden rule is; `if in doubt, provide references'.  Consult your tutors if you have any problems, in particular with the method of citing books and articles, which may differ from subject to subject. There are no penalties for asking for advice and guidance; there are severe penalties for plagiarism and failure to reference means your work could be considered to be plagiarised.
Other types of Unfair Practice
There are other types of unfair practice, including, but not limited to producing work as a group where it is an individual task (called collusion), fabricating data or making false claims to have carried out research, using the service of an essay bank/essay mill, having an unauthorised source of information in an examination, prohibited communication during an examination. The same regulations, procedures and penalties apply to all types of unfair practice. 

LIBRARY AND LEARNING RESOURCES

All students have access to information literacy and research skills support to assist them in their studies.  For further details and contact information please go to the Library and Learning Resources website at http://www.uwtsd.ac.uk/library/.  

Identifying, accessing and evaluating resources

· Library and Learning Resources website

· Library and Learning Resources catalogues

· Accessing e-resources and databases 

· Using the Internet for academic purposes

Literature Reviews

· What is a literature review

· How to do a literature review

Staying Legal

· Using other people’s information

· Plagiarism: what it is and how to avoid it

· Copyright

· Using images, film and sound

Organising and managing your information

· Keeping up with developments in your subject area

· Using information management tools

Subject Librarians

Subject Librarians act as a contact point between students and the Library and Learning Resources service.  Please feel free to contact a Librarian if you need help with finding information for your assignments, or advice on locating, accessing or searching library resources in both print and electronic formats.

Further details of all libraries and contact information are available from the Library and Learning Resources website at http://www.uwtsd.ac.uk/library/. Please also follow the Library and Learning Resources Facebook and Twitter feeds for up-to-date news, service developments and information on new resources.

· The Griffith Library at Dynevor

· Owen Library, Mount Pleasant 

· Swansea Business Campus Library

· Townhill Library

· Carmarthen Library

· Lampeter Library

· London Library

STUDENT SERVICES

A professional support service providing high quality information, advice, guidance, practical and emotional support to enable all students to reach their full potential.  Support available includes the Careers Service, Financial Support, Learning Support, Counselling Service and support for students from a care background.  For further details see http://www.uwtsd.ac.uk/student-services/. 

STUDY SKILLS 

All students have access to study skills support to assist them in their studies.  Details of provision are available from the Student Services offices on each campus and at http://www.uwtsd.ac.uk/study-skills/.   

Topics covered include:

Developing effective study strategies

Planning and writing assignments

Preparing presentations

Planning for seminars

Preparing for exams

Drop-in study skills sessions and 1:1 appointments are available on the Carmarthen, Lampeter and Swansea campuses during term time – no appointment necessary. Distance learning students are also able to access the Study Skills Distance service using e-mail, telephone or Skype.  Please see the Student Services study skills webpages for further details: http://www.uwtsd.ac.uk/study-skills/.

GRADUATE SKILLS FOR EMPLOYMENT 

Students are encouraged to use the Careers Service from the first year so that they can begin to plan their professional development in preparation for future employment. 

Time at University should be seen as preparing for the world of work, which is increasingly a world that lays a premium on flexibility and ability to adapt to changing situations.  Within this context Personal Transferable Skills (PTS) and Professional Development Planning (PDP) have come to feature very prominently as important graduate attributes.  PTS are skills acquired in the course of academic study which might be independent of the discipline in question and, therefore, transferable and usable in other contexts, including the world of work. PDP is the planning process through which one is able to reflect upon and analyse, personal strengths and identify areas for future development. Four main categories of such skills have been identified: problem solving, managing/organising, team work and communication.  Each Programme of Study has been designed to include opportunities to acquire and develop personal skills and plan professional development in readiness for graduation. 

Examples are as follows:

Problem Solving
A great deal of work in this School could involve problem solving and require students to: 

define and identify the core of a problem

investigate what resources are available to solve it

enquire of, and research into, the available resources

assess the relevance of data/information

analyse data/information

evaluate data/information

display independent judgement of data/information

relate data/information to a wider context

data appreciation:  draw conclusions from complex arrays of data

organise and synthesise complex and disparate data

apply knowledge and theories

consider alternative strategies

show flexibility/versatility in approach

use observational/perceptive skills

show resourcefulness

Managing/Organising
This relates to time- and work-management which is the ability to:

identify which items need to be done and the time scales involved

evaluate each item

formulate objectives, bearing in mind those evaluations

plan work to achieve objectives/targets

carry out work required

cope and deal with change, i.e. new items

withstand and deal with pressures

ensure appropriate resources are available

organise resources available

show initiative

demonstrate sustained effort

make quick, appropriate decisions

show personal motivation

execute agreed plans

Team Work
Tutorials and seminars, and other methods of learning or assessment, give scope to show a capacity to:

listen to others

be aware of one’s own performance

observe others’ performance, and use perceptions gained

show assertiveness (set own agenda)

co-operate with others

constructively criticise

produce new ideas or proposals

clarify, test or probe others’ ideas or proposals

elaborate on own/others’ ideas or proposals

summarise:  bring ideas together

Communication
This aspect of academic work is central.  It places emphasis on such qualities as the ability to:

explain clearly

deal effectively with conflicting points of view

develop a logical argument

present data clearly and effectively

take account of audience/reader in speech/writing

show evidence of having marshalled facts

give appropriate examples

show enthusiasm and interest

show critical reasoning

use appropriate presentation techniques

compare and contrast effectively

listen and query where necessary

discuss ideas, taking alternatives into account

EXTERNAL EXAMINER

All taught Programmes of Study which lead to a Higher Education award of the University or the University of Wales have at least one External Examiner.   The principal purposes of the University’s external examiner system are to ensure that:

· the standard of each award is maintained at the appropriate level;

· the standards of student performance are comparable with standards on similar programmes or subjects in other UK institutions with which they are familiar;

· the processes for assessment and the determination of awards are sound and fairly conducted.

Students may request a copy of the previous year’s External Examiner’s Report for their programme of study by contacting the Programme Director.

The current External Examiner for this Programme of Study is:

Mr          George Ubakanma : ubakang@lsbu.ac.uk (BSc Computing Portfolio)

Mr          Gordon   Eccleston:  gordon.eccleston@me.com  ( BSc Computing Portfolio & Games programme)

Please note that students are not permitted to make direct contact with the External Examiner.

COMPLAINTS 

You have a right to make a complaint about any specific concern about the provision of your Programme of Study or a related academic service. Full details of the complaints process can be found in the ‘Procedure for Student Complaints’ in Chapter 13 of the Academic Quality Handbook and in supporting documentation published on the Academic Office section on the University’s website:

http://www.uwtsd.ac.uk/academic-office/procedures-for-academic-appeals-complaints-and-other-student-cases/
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