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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 5 in the academic year 2015-2016.

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:

Names and Contact Details








	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)
B.Sc./HND BIT
	MH412A
	beverley.holland@uwtsd.ac.uk
	4746

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

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

	Dr 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

	Dr John Rees
	Academic staff
	MH409
	John.rees@uwtsd.ac.uk
	

	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.
All assessed written coursework needs to be submitted in electronic copy via Turnitin; alternative instructions will be provided by the Programme Director for any forms of coursework that cannot be submitted via Turnitin.
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@uwtsd.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@uwtsd.ac.uk
In any correspondence please include your name and student username 

(e.g. 0244056)
PROGRAMME OF STUDY

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

PROGRAMME STRUCTURE 
3.1.1 BSc/HND/C Applied Computing Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 5

	Database Management Systems
	M5X01130
	20
	X
	X
	X
	

	Application Design and Development
	M5X01025
	20
	X
	X
	X
	

	60 credits drawn from available Level 5 modules (that may include Implementation Project and Work-Based Project)
	
	60
	O
	O
	O
	

	Project Management 
	M5X00615
	10
	X
	X
	
	

	Research Methods 
	M5X01051
	10
	X
	X
	
	

	Implementation Project 
	M5X01056
	20
	O
	O
	X
	

	Work-Based Project
	M5X01061
	20
	O
	O
	O
	


Table 1: Proposed Programme Structure for BSc/HND/C Applied Computing

3.1.3 
BSc/HND/C Business Information Technology Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 5

	Accounting and Accounting Software
	M5X01021
	20
	X
	X
	X
	

	Business Programming
	M5X01027
	10
	X
	X
	X
	

	Data Management
	M5X01029
	20
	X
	X
	X
	

	eCommerce
	M5X01030
	20
	X
	X
	X
	

	Enterprise and Innovation
	M5X01033
	10
	X
	X
	X
	

	Web Technologies for Business
	M5X01059
	20
	X
	X
	X
	

	Project Management 
	M5X00615
	10
	X
	X
	
	

	Research Methods 
	M5X01051
	10
	X
	X
	
	

	Implementation Project 
	M5X01056
	20
	
	
	X
	


Table 3:  Programme Structure for BSc/HND/C Business Information Technology

3.1.4 
BSc/HND/C Cloud Computing Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 5

	Cloud Computing Technologies
	M5X01028
	20
	X
	X
	X
	

	Database Management Systems
	M5X01130
	20
	X
	X
	X
	

	Local Area Networks
	M5X01046
	20
	X
	X
	X
	

	Network Operating Systems and Security
	M2X8522
	20
	X
	X
	X
	

	Web Development
	M5X01058
	20
	X
	X
	X
	

	Project Management 
	M5X00615
	10
	X
	X
	
	

	Research Methods 
	M5X01051
	10
	X
	X
	
	

	Implementation Project 
	M5X01056
	20
	
	
	X
	


Table 4: Programme Structure for BSc/HND/C Cloud Computing

3.1.5 
BSc/HND/C Computer Games Development Proposed Programme Structure


	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 5

	Agent AI
	M5X01022
	10
	X
	X
	X
	

	Games Content Engineering
	M5X01037
	20
	X
	X
	X
	

	Games Programming and Graphics
	M5X01038
	30
	X
	X
	X
	

	Indie Game Development
	M5X01043
	20
	X
	X
	X
	

	Software Engineering Principles
	M5X01054
	20
	X
	X
	X
	

	Enterprise and Innovation
	M5X01033
	10
	X
	X
	
	

	Research Methods 
	M5X01051
	10
	X
	X
	
	

	Implementation Project 
	M5X01056
	20
	
	
	X
	


Table 5: Programme Structure for BSc/HND/C Computer Games Development

3.1.6 
BSc/HND/C Computer Graphics and Visualisation Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 5

	Agent AI
	M5X01022
	10
	X
	X
	X
	

	Games Programming and Graphics
	M5X01038
	30
	X
	X
	X
	

	Animation Principles and Practice
	M5X01024
	20
	X
	X
	X
	

	Software Engineering Principles
	M5X01054
	20
	X
	X
	X
	

	Tool Development
	M5X01057
	20
	X
	X
	X
	

	Enterprise and Innovation
	M5X01033
	10
	X
	X
	
	

	Research Methods 
	M5X01051
	10
	X
	X
	
	

	Implementation Project 
	M5X01056
	20
	
	
	X
	


Table 6: Programme Structure for BSc/HND/C Computer Graphics and Visualisation

3.1.7 
BSc/HND/C Computer Networks Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 5

	Internet Security
	M5X01045
	10
	X
	X
	X
	

	Local Area Networks
	M5X01046
	20
	X
	X
	X
	

	Network Operating Systems and Security
	M2X8522
	20
	X
	X
	X
	

	Network Services
	M5X01050
	10
	X
	X
	X
	

	Network Simulation
	M5X01062
	20
	X
	X
	X
	

	Wireless Networks
	M5X01060
	20
	X
	X
	X
	

	Project Management 
	M5X00615
	10
	X
	X
	
	

	Research Methods 
	M5X01051
	10
	X
	X
	
	

	Implementation Project 
	M5X01056
	20
	
	
	X
	


Table 7: Programme Structure for BSc/HND/C Computer Networks

3.1.8 
BEng/HND/C Computer Networks Technology Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 5

	Digital Signal Processing and Communications
	M2X8518
	20
	X
	X
	X
	

	Local Area Networks
	M5X01046
	20
	X
	X
	X
	

	Network Operating Systems and Security
	M2X8522
	20
	X
	X
	X
	

	Network Simulation
	M5X01062
	20
	X
	X
	X
	

	Wireless Networks
	M5X01060
	20
	X
	X
	X
	

	Project Management 
	M5X00615
	10
	X
	X
	
	

	Research Methods 
	M5X01051
	10
	X
	X
	
	

	Implementation Project 
	M5X01056
	20
	
	
	X
	


Table 8: Programme Structure for BEng/HND/C Computer Networks Technology

3.1.9 
BSc/HND/C Computing and Information Systems Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 5

	Application Design and Development
	M5X01025
	20
	X
	X
	X
	

	Database Management Systems
	M5X01130
	20
	X
	X
	X
	

	Interactive Application Development
	M5X01044
	20
	X
	X
	X
	

	Web Development
	M5X01058
	20
	X
	X
	X
	

	Enterprise and Innovation 
	M5X01033
	10
	O
	O
	O
	

	Internet Security
	M5X01045
	10
	O
	O
	O
	

	Network Services 
	M5X01050
	10
	O
	O
	O
	

	Project Management 
	M5X00615
	10
	X
	X
	
	

	Research Methods 
	M5X01051
	10
	X
	X
	
	

	Implementation Project 
	M5X01056
	20
	
	
	X
	


Table 9:  Programme Structure for BSc/HND/C Computing and Information Systems

3.1.10
BSc/HND/C GIS and Environmental Conservation Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 5

	Data Management
	M5X01029
	20
	X
	X
	X
	

	Environmental Modelling Through GIS
	M5X01034
	20
	X
	X
	X
	

	Geosurveying/Geodemographic Analysis
	M5X01039
	20
	X
	X
	X
	

	Geovisualisation
	M5X01040
	20
	X
	X
	X
	

	Application Development in GIS
	M5X01026
	20
	O
	O
	O
	

	Energy and Waste Resource Management
	M2X9618
	20
	O
	O
	O
	

	GIS and Habitat Management
	M5X01041
	20
	O
	O
	O
	

	Project Management 
	M5X00615
	10
	X
	X
	
	

	Research Methods 
	M5X01051
	10
	X
	X
	
	

	Implementation Project 
	M5X01056
	20
	
	
	X
	


Table 10: Proposed Programme Structure for BSc/HND/C GIS and Environmental Conservation
3.1.11
BSc/HND/C Mobile Computing and Application Development Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 5

	Mobile Application Development I
	M5X01047
	20
	X
	X
	X
	

	Mobile Application Development II
	M5X01048
	20
	X
	X
	X
	

	Responsive Web Design and Development
	M5X01052
	20
	X
	X
	X
	

	Software Engineering Principles
	M5X01054
	20
	X
	X
	X
	

	Web Development
	M5X01058
	20
	X
	X
	X
	

	Enterprise and Innovation
	M5X01033
	10
	X
	X
	
	

	Research Methods 
	M5X01051
	10
	X
	X
	
	

	Implementation Project 
	M5X01056
	20
	
	
	X
	


Table 11: Programme Structure for BSc/HND/C Mobile Computing and Application Development

3.1.12 
BSc/HND/C Robotics and Intelligent Systems Proposed Programme Structure 

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 5

	Agent AI
	M5X01022
	10
	X
	X
	X
	

	Digital Signal Processing and Communications
	M2X8518
	20
	X
	X
	X
	

	Embedded Software Development
	M5X01031
	20
	X
	X
	X
	

	Image Processing and Computer Vision
	M5X01042
	20
	X
	X
	X
	

	Robotic Systems
	M5X01053
	30
	X
	X
	X
	

	Project Management 
	M5X00615
	10
	X
	X
	
	

	Research Methods 
	M5X01051
	10
	X
	X
	
	

	Implementation Project 
	M5X01056
	20
	
	
	X
	


Table 12: Programme Structure for BSc/HND/C Robotics and Intelligent Systems

3.1.13 BSc/HND/C Software Engineering Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 5

	Algorithms and Data Structures
	M5X01023
	10
	X
	X
	X
	

	Database Management Systems
	M5X01130
	20
	X
	X
	X
	

	Formal Methods
	M5X01036
	10
	X
	X
	X
	

	Software Engineering Principles
	M5X01054
	20
	X
	X
	X
	

	Systems Software and Multi-User Applications Engineering
	M5X01055
	20
	X
	X
	X
	

	Web Development
	M5X01058
	20
	X
	X
	X
	

	Internet Security
	M5X01045
	10
	O
	O
	O
	

	Network Services
	M5X01050
	10
	O
	O
	O
	

	Enterprise and Innovation
	M5X01033
	10
	O
	O
	
	

	Research Methods 
	M5X01051
	10
	X
	X
	
	

	Implementation Project 
	M5X01056
	20
	
	
	X
	


Table 13 Programme Structure for BSc/HND/C Software Engineering

3.1.14 BSc/HND/C Web Development Proposed Programme Structure

	
	Module Code
	CREDITS
	Honours 

degree
	Ordinary 

degree
	HND
	HNC

	Level 5

	Application Design and Development
	M5X01025
	20
	X
	X
	X
	

	Responsive Web Design and Development
	M5X01052
	20
	X
	X
	X
	

	Web Development
	M5X01058
	20
	X
	X
	X
	

	Database Management Systems 
	M5X01130
	20
	O
	O
	O
	

	Enterprise and Innovation 
	M5X01033
	10
	O
	O
	O
	

	Internet Security 
	M5X01045
	10
	O
	O
	O
	

	Mobile Application Development I 
	M5X01047
	20
	O
	O
	O
	

	Network Services 
	M5X01050
	10
	O
	O
	O
	

	Project Management 
	M5X00615
	10
	X
	X
	
	

	Research Methods 
	M5X01051
	10
	X
	X
	
	

	Implementation Project 
	M5X01056
	20
	
	
	X
	


Table 14: Programme Structure for BSc/HND/C Web Development
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 2015, 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.

LEVEL 5 MODULES
Note: Assessment will conform to the University Assessment Equivalence Guidelines PV4. This can be found in Section 7 of the main document.
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	MODULE CODE:
	M5X01021

	TITLE:

	Accounting and Accounting Software

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	N410


AIM(S)

· To enable the student to gain a broad understanding of the concepts, techniques and methods of accounting and the role it plays in business organisations. To enable the student to understand and analyse financial accounting information systems and to introduce the student to practical techniques and theoretical concepts surrounding the operation of accounting systems.

LEARNING OUTCOMES

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

1. Analyse financial accounting information systems.

2. Demonstrate a systematic understanding of accounting and enter data into and extract information from a computerised accounting system dealing with the preparation of financial statements, budgets and forecasts.

INDICATIVE CONTENT

· Accounting as a means of communication.

· Fundamental concepts of accounting.

· Accounting information systems.

· The main financial statements – balance sheet, profit and loss account

· Processing routine and non routine transactions using appropriate accounting software (SAGE 50 Accounts)

· Triple bottom line -  incorporating 
sustainability into business decisions
· Posting year-end adjustments using SAGE

· Preparation of financial statements using SAGE

· Internal auditing procedures of information produced by accounting systems (bank reconciliation, debtors/ creditors reconciliation etc.)

· Budgets and forecasts

· Financial modelling and sensitivity analysis using information technology

LEARNING AND TEACHING STRATEGY

The exploration of key issues and principles will be discussed in IT based workshops. To discuss their application within the students’ studies and practical experience of the business software, computer room workshops/tutorials are the most appropriate strategy.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Practical - 50%

Assessment Component 2 – Practical - 50%

This will be assessed by two in-class timed IT based assignments. The student will tackle a scenario based problem that requires constructive and coherent thought and the demonstration of the additional competences of review and analysis.

Exemplar: ‘An inexperienced bookkeeper has processed a series of transactions using accounting software. Act in the role of supervisor and use analytical skills to deduce and correct the errors made in order to produce a set of accurate financial statements.’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	0%

	Practical
	100%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Dyson J R (2010) (8th Ed) Accounting for Non Accounting Students, London: FT Pitman Publications

Gilert G (2013) (1st Ed) Sage Accounts 2013 in Easy Steps, In Easy Steps Ltd

PK MacBride (2011) (1st Ed) Sage Accounting in Simple Steps Pearson International

Wood, F (2011) (12th Ed) Frank Wood’s Business Accounting 1, London: FT Pitman Publications

Recommended

Kelly J (2012) (2nd Ed) Sage Accounts 50 For Dummies John Wiley and Sons

Nugus S (2008) Financial Planning Using Excel: Forecasting, Planning and Budgeting Techniques, CIMA Publishing

Weetman P. (2013) (6th Edition) Financial Accounting: An Introduction, Pearson

Background

Day A (2012) (3rd Ed) Mastering Financial Modelling in Microsoft Excel: A Practitioner's Guide to Applied Corporate Finance, FT Prentice Hall

Drury J (2012) (8th Ed) Management and Cost Accounting, Cengage Learning Ltd

Swan J (2008) Practical Financial Modelling: A Guide to Current Practice 2nd Edition, CIMA Publishing

Ward AM and Thomas A (2012) (7th Ed) Introduction to Financial Accounting Mc Graw Hill Higher Education

Websites 

http://www.asb.co.uk

http://www.frc.org.uk/apb

http://www.icaew.com

http://www.sage.co.uk

	MODULE CODE:
	M5X01022

	TITLE:

	Agent AI

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	10

	
	

	JACS CODE:

	I460


AIM(S)

· To provide the student with a sound conceptual understanding of ideas under-pinning artificial intelligence problems in a games development context and an ability to deploy data structures and algorithms relevant to A.I. games programming. 
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 essential Game AI concepts and principles.
2. Analyse practical AI problems associated with games program development in order to synthesise appropriate software solutions.

INDICATIVE CONTENT

· Definition of Artificial Intelligence, general history, and Game AI. 

· Search methods and planning techniques; including path finding

· Trigger systems, terrain analysis, obstacle evasion, movement

· Methods for controlling and implementing behaviour of agents (bots):

(for example fuzzy logic, state machines, knowledge representation, rule based systems, decision trees, influence maps etc.)

LEARNING AND TEACHING STRATEGY

Lectures and tutorials will be used to teach the AI 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
	30
	30%

	Independent learning
	70
	70%

	Placement learning
	0
	

	TOTAL
	100
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 100%

This will assess the theoretical understanding and application of concepts and will also require students to use appropriate programming language(s)/applications to solve a given game AI problem.
Exemplar: ‘Agent based systematic search of game dungeons using selected AI search algorithms.’
Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Russell, S. and Norvig, P. (2009) Artificial Intelligence: A Modern Approach (3nd edition)
Prentice Hall 
Millington, I. (2009) Artificial Intelligence for Games, 2nd edition, CRC Press 
Background

Rabin, S.,Game (2013) AI Pro: Collected Wisdom of Game AI Professionals, CRC Press 

Mark, D. (2009) Behavioral Mathematics for Game AI, Delmar 

Schwab, B. (2008) AI Game Engine Programming (2nd Edition), Charles River Media

Websites 

http://www.mathcentre.ac.uk

http://www.acm.org

http://www.aigamedev.com

http://www.ieee.org
	MODULE CODE:
	M5X01023

	TITLE:

	Algorithms and Data Structures

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	10

	
	

	JACS CODE:

	I310


AIM(S)

· To provide student with a conceptual understanding of Abstract Data Types, Data Structures and algorithms used in Computer Science and Software Engineering and the ability to implement and evaluate selected algorithms.
LEARNING OUTCOMES

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

1. Critically evaluate the suitability of selected algorithms and data structures to solve given problems.
2. Analyse and solve written problems related to well known algorithms and data structures.
INDICATIVE CONTENT

· Abstract (Algebraic) Data Types (A(A)DT)

· Simple data structures: Stacks, Queues.

· Static and Dynamic memory allocation for implementing data structures.

· Files and record structures.

· Lists, Linked Lists, Heaps, Trees, Binary Trees, Graphs.

· Sorting and searching algorithms, such as Selection and Exchange, Bubble, Quick, Heap, Shell, Radix, Linear search, tree search.

· Hashing: Open Addressing, Chaining.

· Complexity considerations.

· More advanced, special-purpose Algorithms and Data Structures (at Lecturer's discretion, for example the Mini-Max game algorithm, Dijkstra's shortest path algorithm, data compression algorithms, etc.)

LEARNING AND TEACHING STRATEGY

Lectures, tutorials and examples classes will be used to teach topics. Where relevant, theoretical knowledge will be applied to solve problems in the classroom and computer labs.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	30
	30%

	Independent learning
	70
	70%

	Placement learning
	0
	

	TOTAL
	100
	100%


ASSESSMENT

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

Assessment Component 1 – Practical - 100%

In class practical test:  Students will solve problems related to particular algorithms and data structures.
Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	0%

	Practical
	100%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Cormen,T.H. (2009) Introduction to Algorithms, MIT Press

Background

Sedgewick (2011) Algorithms, Addison-Wesley

Mehlhorn, K., Sanders, S. (2008) Algorithms and Data Structures, Springer-Verlag 

Sedgewick(2002) Algorithms C++, Part 1 to 5, Addison-Wesley

Gonnet, G. and Baeza-Yates, R., Handbook of Algorithms and Data Structures, Addison-Wesley (1991)

Websites 

http://www.mathcentre.ac.uk

http://www.acm.org

http://www.ieee.org
	MODULE CODE:
	M5X01024

	TITLE:

	Animation Principles and Practice

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I710


AIM(S)

· To develop a good practical understanding of core animation principles and practice using existing industry-standard animation tools to cover all aspects of the animation tools pipeline. A theoretical appreciation of the history and development of animation techniques and technologies will be covered throughout this module.

LEARNING OUTCOMES

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

1. Analyse and simulate the movement of natural phenomenon according to their physical properties and real world characteristics. 

2. Evaluate the range of methods used to simulate realistic movement for a given animation problem.

INDICATIVE CONTENT

· Particles and particle expression techniques

· Flocking systems

· Fluid simulation

· Rigging, skinning, weighting

· Animation tweening

· Animation pipeline / hierarchical systems

· Motion capture – devices / workflow 

· File formats – import / export data

LEARNING AND TEACHING STRATEGY

Lectures, tutorials and demonstrations will be used throughout the module. There will be a significant amount of practical content within subjects covered with the main focus on developing core applied skills. 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
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 –Coursework - 100%

Students will select and deploy appropriate tools used for the construction, realisation and simulation of natural phenomena and manipulate them appropriately in the representation of their natural properties and visual behaviour. Students will also need to discuss and evaluate the underlying theory and implementation of a realistic physical simulation using existing industry-standard animation software packages.
Exemplar: ‘Select and deploy appropriate tools used for the construction, realisation and simulation of natural phenomena and manipulate them appropriately in the representation of their natural properties and visual behaviour.’

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.

Keller E (2012) Mastering Autodesk Maya 2013, John Wiley & Sons

Background

Bridson R (2008) Fluid Simulation for Computer Graphics, A K Peters

Kitagawa M (2008) MoCap for Artists: Workflow and Techniques for Motion Capture, Focal Press

Menache A (2011) Understanding Motion Capture for Computer Animation, Morgan Kaufmann

Parent R (2007) Computer Animation: Algorithms and Techniques 2nd Edition, Morgan Kaufmann

Watt, A (1999) 3D Computer Graphics, Addison Wesley

Websites 

http://www.fxguide.com
	MODULE CODE:
	M5X01025

	TITLE:

	Application Design and Development

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I300


AIM(S)

· To further the student’s programming knowledge by including the concepts and principles of Object Oriented Programming. Furthermore, it enhances the student’s appreciation of the need for software design by employing the principles and practice of software engineering that underpins the techniques deployed in sophisticated applications.

LEARNING OUTCOMES

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

1. Demonstrate a systematic understanding of software engineering concepts, principles and practice in the analysis and design of an application.

2. Exercise critical judgment in the application of software design principles and/or patterns to generate solutions to a variety of problems. 

3. Implement or modify an application using appropriate programming concepts and techniques.

INDICATIVE CONTENT

· Fundamental OOPs concepts, classes, inheritance, polymorphism and interfaces

· Principles of Object Oriented Design e.g. Single Responsibility Principle, Open-Closed Principle, etc.

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

· Design Patterns, Singleton, Abstract Factory, Strategy, etc. 

· Iterators, Collections e.g. Queue, Stack, Dictionary, etc., Serialization. 

· Advanced programming concepts such as delegates, events, Threading and asynchronous programming, etc.

· C# interpreters e.g. csscript.

· Introduction to software testing and bug tracking, CASE tools for software development including bug tracking and version control software. 

· Software engineering principles overview including software development lifecycle and an overview of development methodologies e.g. Waterfall, Spiral, Rapid Application Development, Agile (Scrum), etc. 

· Software modeling using the Unified Modeling Language (UML). Bridging the design/implementation gap i.e. translating UML to code. 

LEARNING AND TEACHING STRATEGY

Essential concepts and principles will be delivered formally in lectures 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
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 50%

Students will be required to develop solutions to a number of set tasks or problems that arise during the development/modification of an application. They will be able to demonstrate the ability to apply OOP concepts and techniques and solve complex programming problems (e.g. by subdividing the application into a number of smaller problems that can be solved and tested separately). In the design, they should analyze the requirements of a given scenario and justify the use of design patterns, principles or other concepts in the implementation or modification of an application. Alternatively, they may be required to complete a number of tasks and evaluate their solutions. The written report may take the form of a design specification for all or some part of an application.

Exemplar: ‘Using OOPs, refactor the design for a stock control application and provide appropriate design documentation.’

Assessment Component 2 – Practical - 50%

This will take the form of an exam, practical in class test(s) or multiple choice test. For example, students may be required to discuss the benefits of applying design principles and concepts for analyzing and designing applications, evaluate and justify design choices made for specific scenarios, etc.

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Wazlawick, R.S. (2014) Object-Oriented Analysis and Design for Information Systems: Modeling with UML, OCL and IFML, Morgan Kaufmann Publishers 

Rosenberg, D., Stephens, M. (2013) Use Case Driven Object Modeling with UML Theory and Practice Edition, Apress 

Background

Leffingwell, D., Widrig, D. (2012) Managing Software Requirements: A Use Case Approach, Addison-Wesley 

Stephens, M., Rosenberg, D. (2010) Design Driven Testing: Test Smarter, Not Harder, Apress 

Loeliger, J., McCullough, M. (2012) Version Control with Git: Powerful tools and techniques for collaborative software development, O’Reilly 

Martin, R. C., Martin, M. (2006) Agile Principles, Patterns and Practices in C#, Prentice Hall 

Griffiths, I. (2012) Programming C# 5.0: Building Windows 8, Web, and Desktop Applications for the .NET 4.5 Framework, O’Reilly 
Websites 

ACM Transactions on Database Systems
ACM Transactions on Internet Technology
The International World Wide Web Conference
Visual Software Journal 
Web Developers Journal (onlinehttp://www.WebDevelopersJournal.com)
	MODULE CODE:
	M5X01026

	TITLE:

	Application Development in GIS

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	F846


AIM(S)

· To encourage the student to evaluate and appraise a variety of application areas, which could benefit from a GIS solution. Students will gain experience in using a variety of software platforms to produce practical GIS end user solutions.

LEARNING OUTCOMES

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

1. Evaluate and appraise a variety of application areas, which could benefit from a GIS solution.

2. Accurately identify spatial databases and devise mapping solutions.

3. Demonstrate a systematic understanding of software engineering concepts in the analysis and design of practical GIS applications.

INDICATIVE CONTENT

· Investigating attribute data management and attributes of spatial data sets.

· Analytical modeling in GIS. 

· Evaluating and preparing Spatial Decision Support Systems.                                                                                       

· The principles of thematic mapping and data visualisation.

· Evaluating GIS within the organisation.

· Using GIS software for data analysis.

· Introduction to web-based GIS.

· Implementation of End-user software solutions using GIS add-ons.

LEARNING AND TEACHING STRATEGY

This module will be delivered in a computer laboratory through lectures, 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 application development and design.  

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 –Coursework - 100%

The assessment will require the student to correctly use the GIS software to produce an appropriate solution for a given scenario.

Exemplar:  ‘Build a prototype GIS application to evaluate socio-demographic data against carbon footprint data for 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

Daniel, L., Loree, P. & Whitener, A. (2002) Inside MapInfo Professional, Onward press,

Worboys, M. &  Duckham, M. (2004) GIS:A Computing Perspective, 2nd Edition
Taylor & Francis

Whitener, A. (1997) MapBasic Developers Guide, Onword 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:
	M5X01027

	TITLE:

	Business Programming

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	10

	
	

	JACS CODE:

	I320


AIM(S)

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

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 including programmed and database solutions.

2. Demonstrate a knowledge and understanding of the use of a range of application software  for business applications.

3. Use techniques for implementing a range of business software solutions.

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 programming 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
	30
	30%

	Independent learning
	70
	70%

	Placement learning
	0
	

	TOTAL
	100
	100%


ASSESSMENT

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

Assessment Component 1 –Coursework - 100%

Use the features and characteristics of a business application to create solutions to given problems. Evaluate the suitability of office software for a given business problem. Document a working solution. 

Exemplar: ‘Design, develop and document an integrated business solution for stock and job scheduling for a small solar energy installer.’

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

Sommerville (2011) Software Engineering, Pearson

	MODULE CODE:
	M5X01028

	TITLE:

	Cloud Computing Technologies

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I110


AIM(S)

· To provide students with a systematic understanding of the major concepts and technologies upon which service-level cloud computing is built. The module will expose students to some of the more advanced cloud computing concepts that underpin more sophisticated cloud computing implementations.

LEARNING OUTCOMES

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

1. Demonstrate a systematic understanding of cloud computing concepts, principles and practice in the analysis and design of a robust solution.
2. Exercise effective judgment in the analysis, planning, deployment and evaluation of core cloud design principles with respect to best practice.

INDICATIVE CONTENT

· Instantaneous resource provisioning.

· Cloud security, including handling of sensitive data.

· Exploiting Software as a Service (SaaS), including optimization, streamlining and collaboration with appropriate productivity tools.

· Deploying distributed web applications, including SOAP and RESTful web services.

· Delivering Platform as a Service (PaaS), including component analysis, architecture evaluation and use of service platform tools.

· Deploying Infrastructure as a Service (IaaS), including scalable clustering, platform-level virtualisation and on-demand provisioning.

· The Cloud migration process, encompassing both business and technical considerations.

· Virtualisation concepts, including type 2, but especially type 1 hypervisors.

LEARNING AND TEACHING STRATEGY

The conceptual, theoretical issues are suited to delivery during weekly lectures. These topics necessitate exploration and application to case studies pertaining to cluster computing, for which laboratory work is the most appropriate strategy. Students will be expected to read widely within the literature relevant to the subject area.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 –Written - 50%

Complete a written examination based on a provided enterprise-based case study which:

Explores analytical frameworks systematically as pertains to the provided study.

Evaluate theoretical material from practical case study-based information to generate critique.

Consider the application of analysis techniques and tools for this case.

Exemplar: ‘Analyse a cluster-based solution to an enterprise problem’

Assessment Component 2 –Coursework - 50%

Deploy a suitable replete or partial cloud computing implementation based on the service architecture.

This will be assessed via written coursework in the form of a critical report to evaluate the implemented cluster architecture.

Exemplar: ‘Commission a cluster-based implementation’

Assessment Summary

	Activity type
	Percentage

	Written
	50%

	Coursework
	50%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Erl, T. and Puttini, R. and Mahmood, Z.,(2013) Cloud Computing: Concepts, Technology and Architecture, Pearson Education 
Rhoton, J. and Haukioja, R. (2011) Cloud Computing Architected, Recursive, Limited
Background

Fox, A. and Patterson, D. (2013) Engineering Software As a Service: An Agile Approach Using Cloud Computing, Strawberry Canyon LLC

	MODULE CODE:
	M5X01029

	TITLE:

	Data Management

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I260


AIM(S)

· To provide the student with essential theoretical concepts involved in the design and subsequent implementation of relational database systems. Data analysis techniques will be studied in order to gather and analyse end user requirements for the construction of a database through the use of both graphical tools and Structured Query Language (SQL).  

LEARNING OUTCOMES

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

1. Apply the underlying concepts, principles and practice involved in the database development processes necessary to analyse problem scenarios and design appropriate solutions. 
2. Produce a database solution that involves problem solving and evaluation skills assembling the various components to create a prototype application and accompanying documentation.

INDICATIVE CONTENT

· ANSI/SPARC three level architecture (external level, conceptual level, internal level).

· Data models (e.g. Relational, Object-Oriented and Object-Relational).

· Entity Relationship Modelling, Determinancy Diagrams, Normalisation (1NF to 3NF)

· Identification of data requirements from different user perspectives, comparison of top-down and bottom-up approaches to data analysis, their strengths and weaknesses

· Entity analysis techniques, entities, attributes, key identifiers, relationship types and enterprise rules, entity relation diagrams (ERDs), degrees of a relationships.

· Analysis: introduction to problems of redundancy, update anomalies, purpose of normalisation, functional dependency, determinancy diagrams and identification of unnormalised data structures, development of first, second and third normal forms

· Database Design. Select suitable data types, entity and referential constraints, convert logical database design to physical implementation using appropriate visual tools and structured query languages.

· Database Implementation. Use of query languages and visual tools for database maintenance, inserts, updates and amendments of data. Query languages (SQL) and query by example (QBE) to extract meaningful data, including formatting and use of functions/formulae, report writing tools, links to stored queries, design and format of reports, including graphical output. 

· DBMS documenting tools and data dictionary. Application links to Office software products. 

· DBMS Functions and Capabilities (Sorting, Searching, Indexing, Wizards etc).
LEARNING AND TEACHING STRATEGY

Lectures will be used to introduce key ideas and theoretical concepts.  During seminars and tutorials, students will apply the theoretical concepts to practical situations using case study material and current business scenarios to reflect database design and implementation requirements.
The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 –Written - 50%

Demonstrate a sound understanding of the essential concepts, principles and current practices involved in database design.

Exemplar: ‘Analyse the Make Us Better Hospital scenario and build and ERD solution’

Assessment Component 2 –Coursework - 50%

Implement a database solution to a given case study using the visual tools supplied by an appropriate database management system. Test and debug the database solution.

Exemplar: ‘From the ERD designed for the Make us Better hospital scenario build the database management system’

Assessment Summary

	Activity type
	Percentage

	Written
	50%

	Coursework
	50%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

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

Begg, C. and Connolly, T. Holowczak R. (2008) Business Database Solutions, Addison Wesley

Background

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

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

Journals

ACM Transactions on Database Systems

ACM Transactions on Information Systems

	MODULE CODE:
	M5X01130

	TITLE:

	Database Management Systems

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I240


AIM(S)

· To provide the student with the essential concepts involved in the design, implementation, and testing of multi-user database applications. It will also expose students to some of the more advanced concepts that underpin multi-user access and more sophisticated database applications.

LEARNING OUTCOMES

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

1. Apply well-established data analysis and design techniques to produce requirements and specifications for a database application showing a requisite understanding of the need for quality and data security.
2. Demonstrate a sound understanding of the knowledge and skills required to design, implement and manage multi-user database applications.

INDICATIVE CONTENT

· Data analysis and database design, e.g. entity relationship modelling, normalisation.

· Structured Query Language: data definition, data manipulation and data control languages.

· Triggers.

· Security measures to typically include: database security threats and counter measures, views, authorisation, backup and recovery, roles, constraints, and encryption.

· Multi-user concepts to typically include: transactions and transaction management, concurrency control, granting and revoking privileges, two phase commit, lost updates and inconsistent analysis.

· Object relational concepts to typically include: object creation, object querying and inheritance.

LEARNING AND TEACHING STRATEGY

Essentially this module will have a vocational focus that will give the students an appreciation of the theoretical concepts and principles for the design, development, security and quality assurance of multi-user database systems. The theoretical material will be delivered formally in lectures. Tutorials will be use to support the theory with practical laboratory based exercises to provide practical hands-on experience.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 –Written - 50%

Analyse and document database security threats. Design appropriate database server measures to counteract the threats. Suggest coping strategies to avoid loss of database integrity

Assessment Component 2 –Coursework - 50%

Create and document a database design for a given case study.

Exemplar: ‘Create a database solution to a stock control case study for a small business’

Assessment Summary

	Activity type
	Percentage

	Written
	50%

	Coursework
	50%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Connolly, T., Begg, C., (2014), Database Systems: A Practical Approach to Design, Implementation and Management, Addison Wesley

Hernandez, M., (2013), Database Design for Mere Mortals: A Hands-on Guide to Relational Database Design 3rd Edition, Addison Wesley
Background

Silberschatz, A., Korth, H., Sudarshan, S., (2010), Database Systems Concepts 6th Edition, McGraw Hill

Elmasri, R., Navathe, S., (2013), Fundamentals of Database Systems, Pearson

Greenwald, R., Stackowiak, R., Stern, J., (2013) Oracle Essentials: Oracle Database 12c, O’Reilly

Faroult, S., (2013), SQL Success: Database Programming Proficiency, Roughsea

Rankins, R., Bertucci, P., Gallelli, C., Silverstein, A., (2013), Microsoft SQL Server 2012 Unleashed, Sams

Websites

Oracle SQL Developer

http://www.oracle.com/technetwork/developer-tools/sql-developer/overview/index.html

SQL Plus User Guide and Reference

http://docs.oracle.com

w3Schools.com

w3Schools.com/sql

Microsoft Developer Network

msdn.microsoft.com

Tutorialized.com

http://www.tutorialized.com/tutorials/MsSQL/1
	MODULE CODE:
	M2X8518

	TITLE:

	Digital Signal Processing and Communications

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	H610


AIM(S)
· To equip students with a critical understanding of both digital communications and digital signal processing systems. A detailed understanding of digital modulation techniques along with relevant digital signal processing methods will be developed along with a knowledge that will equip the student with the skills needed to design, analyse and simulate digital signal processing and digital communications systems.
LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:
1. Demonstrate detailed knowledge of the basic theoretical concepts of digital signal processing and digital communications systems.

2. Demonstrate proficient use of system level simulation software.

INDICATIVE CONTENT
· Digital signal processing: signals and sequences, the sampling theorem and digital convolution

· Spectrum Analysis: The Discrete and Fast Fourier Transforms

· Moving average and windowed FIR filter design and implementation, simulation of filters and DSP concepts.

· Signals and Channels: Wireless channel characteristics including, Gaussian, Rayleigh and Rician noise

· Digital Communications: Modulation methods, error detection and correction, signals and noise considerations.

· Baseband pulse transmission: PAM, sampling theorem, TDM, FDM, binary signalling, eye diagrams, PCM

· Digital modulation and demodulation: ASK, PSK, FSK, QPSK, MSK, spread spectrum (CDMA TDMA etc.).

· Coding: Channel and source coding, information theory.

· Legal aspects of spectrum use

LEARNING AND TEACHING STRATEGY
A combination of lectures, supervised laboratory assignments, problem solving exercises, and tutorials will be used throughout the delivery of the module.  The emphasis will be on fundamental principles in order to enable students to develop insight into technological advances. Extensive use of advanced simulation tools will be used throughout the lectures to enhance student understanding of complex theoretical principles.

The allocation of teaching to deliver the module is:
	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:
Assessment Component 1 – Coursework - 40%
Use system level software such as Simulink or Matlab to simulate communications and signal processing systems. Assessment will be via a practical assignment requiring a formal laboratory report.

Exemplar:

Assessment Component 2 – Written - 60%
Solve fundamental mathematically based problems related to digital communications and digital signal processing based systems. 
Assessment Summary
	Activity type
	Percentage

	Written
	60%

	Coursework
	40%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY
Essential
Parker, M. (2010) Digital Signal Processing 101: A Practical Guide, Newnes 


Haykin, S. (2013) Digital Communication Systems: A Modern Introduction, John Wiley
Background
Strum RD, Cain, GD, Kirk DE. (2009) First Principles of Digital Signal Processing, Prentice Hall 

Rice, M. (2009) Introduction to Digital Communications, Prentice Hall
Journals
IEEE Communications Magazine

IEEE Signal Processing Magazine

Websites

http://www.mathworks.co.uk
	MODULE CODE:
	M5X01030

	TITLE:

	eCommerce

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I161


AIM(S)

· To provide students with an understanding of the various business and technological issues that should be considered when setting up a commercial presence online.

LEARNING OUTCOMES

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

1. Apply a systematic understanding of the underlying concepts and principles necessary to establish an e-Commerce presence

2. Demonstrate effective judgment in the application of marketing and law in the context of e-commerce.

3. Evaluate and apply the appropriate concepts, methods, techniques and technologies to rapidly build an e-Commerce application.

INDICATIVE CONTENT

· E-Commerce and E-Business models;

· The role of technology in the marketing function, including the effect on traditional marketing theory of developments such as social media.

· Understanding on-line customers, the buying process and segmenting Internet markets.

· Electronic commerce: contract formation on the Internet, software transactions and contract law, legal barriers to e-contracts: formal requirements and digital signatures.

· B2C e-Commerce infrastructure: marketing presence, e-Procurement, on-line catalogue and shopping cart, on-line payment, e-fulfillment, e-CRM, related legal issues.

· E-Commerce solutions using a range of appropriate technologies.

· Globalisation including internationalization of site design;

· Electronic trading: merchant services, credit card processing and methods for securing transactions (SSL and SET).

· Hardware and hosting requirements to support an e-Commerce web application

LEARNING AND TEACHING STRATEGY

To develop both the conceptual understanding and necessary technical skills for the production of an e-Commerce web application, the module will be delivered using a mixture of lectures and discussion based seminars and practical laboratory sessions. The module will be augmented by online demonstrations/reviews, journal articles, videos and discussions as appropriate.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 –Coursework - 100%

Identify and evaluate the varying methods required for an e-Commerce monetary transaction on the web. Analyse the legal issues facing an e-commerce operation. Present the above in a written document. Review, select and implement appropriate e-Commerce platform and development methods.

Exemplar: ‘Analyse the business, marketing and legal issues and develop and document a dynamic e-commerce solution for a famine relief charity wishing to increase business donations and fairtrade merchandise sales.’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Chaffey, D. (2013) An Introduction to E-Business and E-Commerce Management 5th Ed Pearson

Background

Reynolds, Janet. (2013) The Complete E-Commerce Book Taylor and Francis

Manzoor, Amir (2013) E-Commerce  Lambert Academic Publishing

Botha, J (2012) Managing E-Commerce Juta Press
Geunes, Joseph (2012) Applications of Supply Chain Management and E-Commerce Springer

	MODULE CODE:
	M5X01031

	TITLE:

	Embedded Software Development

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I320


AIM(S)

· To develop a systematic knowledge and skills required to design embedded software systems for embedded microcomputers and microprocessors that interface to computer controlled devices.

LEARNING OUTCOMES

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

1. Apply a systematic understanding of the knowledge and skills required to design, implement and test a software system for an embedded microcomputer that interfaces to a computer controlled device. 

2. Evaluate the factors that impact on the quality in the design, development and documentation of an embedded software system together with the importance of testing, verification and validation.

INDICATIVE CONTENT

· Design of microprocessor software systems:

1. Assembly Language programming:

· Syntax

· Memory and register transfer operations

· Subroutines

· Branch operations

· Memory allocation

2. High level language programming e.g. C

3. Cross platform development:

· Hardware Architectures

· Design

· Implementation

· Testing

· Verification

· Interfacing Methods:

1. Synchronisation

2. Parallel I/O Interface

3. Device Drivers

4. Interfacing with assembler and C

· Interrupt Synchronisation:

1. Interrupt definition, features and usage

2. First in First Out Queue

3. Polled and vectored interrupts

4. Interrupt Priority

· Real-Time Operating Systems:

1. Scheduling

2. Semaphores and Mutex

3. Messages Queues and Timers

4. Thread Synchronisation and Communication 

5. Pre-emptive and non pre-emptive kernels 

· Interfaces

1. Computer controlled devices e.g. :

· Relays, 

· Solenoids, 

· Switches

· Motors e.g. DC, Stepper, Servo

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
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 –Coursework - 100%

Design, implement and test an embedded software system for a given case study that interfaces to a robotic machine. Produce a written report that documents an embedded software system in terms of quality of design, testing, verification and validation.  The report needs to be suitably structured and supported by references to the academic literature.

Exemplar: ‘Create embedded software to provide functional control to a robotic machine, demonstrating, verification and validation’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Hahl, W. (2009) ARM Assembly Language: Fundamentals and Techniques, CRC Press

Smith, W. (2010) ARM Microcontroller Interfacing, Elektor Electronics Publishing

Toulson, R. & Wilmshirst, T. (2012) Fast and Effective Embedded Systems Design, Newnes

Valvano, J. (2011) Embedded Microcomputer Systems 3rd Edition, Nelson Engineering

Valvano, J. (2011) Embedded Systems: Real-Time Interfacing to ARM Cortex (TM)-M Microcontrollers, Create Space Independent Publishing Platform

Background

Valvano, J. (2012) Embedded Systems: Introduction to Arm Cortex (TM)-M Microcontrollers, Create Space Independent Publishing Platform

Yiu, J. (2013) The Definitive Guide to ARM Cortex-M3 and Cortex-M4 Processors 3rd Edition, Newnes

Websites

ACM Digital Library

IEEE Xplore Digital Library

	MODULE CODE:
	M2X9618

	TITLE:

	Energy and Waste Resource Management

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	D443


AIM(S)

· To cultivate in students a thorough understanding of the social, economic and environmental consequences allied to the challenges of dealing with waste management and global energy challenges.
LEARNING OUTCOMES

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

1. Define, explain and classify waste materials and relative treatment processes.

2. Critically evaluate practical and technological challenges associated with waste treatment and energy generation.

3. Examine potential impact assessment of societal and environment effects relating to waste treatments and renewable energy imposed by current and proposed legislation. 

4. Evaluate the significance of global climate change

INDICATIVE CONTENT

· Comprehend the psychology of waste (including energy usage) – behaviours and motivations

· Classification and treatment of waste together with the imposed environmental merits and demerits.

· Consumptive patterns for fossil fuel demand and related environmental pollution

· Interactions between environmental and economic factors relative to waste and energy issues.

· Evaluation of current waste resource treatment and EFW methods.

· The concept of sustainable waste management and renewable energy sources together with potential economic and environmental costs.

· Guidance on waste and energy challenges set by current and proposed legislation.

LEARNING AND TEACHING STRATEGY

Formal lectures will form the core of this module’s delivery where key issues surrounding the complex nature of waste management and renewable energy installations will be explored. Students will also have the opportunity to experience firsthand various methods of waste treatment processes. Visits to recycling plants, landfill sites and materials recycling facilities will help reinforce learning. Occasionally, these visits will be structured to include case study material which will form the basis, as will lectures, for subsequent tutorials. It is during this important interaction that students will gain valuable feedback on their progress through the module.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 –Coursework - 50%

Classify the different waste types, devise sustainable arguments for waste management and propose appropriate treatment methods

Exemplar:  ‘Devise sustainable arguments for waste management and propose appropriate treatment methods.’

Assessment Component 1 – Written - 50%

A formal examination will test theoretical concepts

Assessment Summary

	Activity type
	Percentage

	Written
	50%

	Coursework
	50%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Vaughn, Jacqueline (2009) Waste Management: A Reference Handbook (Contemporary World Issues Series), ABC-CLIO

(available also as an e-book)

Welsh Assembly Government (2009) Towards Zero Waste, Waste Strategy for Wales 

HMSO (2007)
Waste Strategy for England

Background

Biffa (Winter 2002 /03)
Future Perfect: An Analysis of Britain’s Waste Production and Disposal 

Account, With Implications for Industry and Government for the Next Twenty Years 

Available on-line:http://www.biffacorporate.co.uk/docs/FuturePerfect.pdf

Boyle, G. (Ed.) (2004) Renewable energy Oxford University

Boyle, G. and Everett, B. (2003)
Energy systems and sustainability Oxford University

Cheremisinoff, N.P. (2003) Handbook of Solid Waste Management and Waste Minimization Technologies. Butterworth Heinemann

Dhir, R.K., Limbachiya and McCarthy, M. J. (2001), M.C. Recycling and Reuse of Sewage Sludge, Thomas Telford

Helm, D. (2004) Energy, the state and the market: British energy policy since 1979 Oxford University

UN-Habitat (2010) Solid Waste Management in the World's Cities: Water and Sanitation in the World`s Cities

Welsh Assembly Government (2002) Planning Policy Wales National Assembly for Wales, Cardiff
Welsh Assembly Government (2001) Planning Policy Wales Technical Advice Note 21: Waste 

Welsh Assembly Government (2010) Climate Change Strategy for Wales

Williams, P. T. (2006) Waste treatment and Disposal

Young, G, (2010) Municipal Solid Waste to Energy Conversion Processes: Economic, Technical, and Renewable Comparisons

Journals

Recycling and Waste World

Resource management and Recovery

Land Contamination and Reclamation

Green Futures

Environmental and Waste Management

Environment information Bulletin

Croner’s Waste Management

Institute of Environmental Scientists

New Scientist

Energy in Building and Industry CIBSE – Building Services Journal

Energy Sources

International Journal of Green Energy

International Journal of Sustainable energy

Websites

http://www.defra.gov.uk

http://www.resourcesnotwaste.org

http://www.endsreport.com

http://www.detra.gov.uk

http://www.ipcc.ch/pub

http://news.bbc.co.uk

http://www.odpm.gov.uk

http://www.dti.gov.uk

http://www.meto.gov.uk

	MODULE CODE:
	M5X01033

	TITLE:

	Enterprise and Innovation

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	10

	
	

	JACS CODE:

	N100


AIM(S)

· To develop in students a systematic understanding of issues relevant to creativity innovation and entrepreneurship. It will encourage and develop the student’s entrepreneurial skills, self-motivation and analytical abilities through the creation and investigation of a new product/service opportunity and the production of a professional business plan.

LEARNING OUTCOMES

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

1. Demonstrate a systematic understanding of entrepreneurial principles and business concepts by evaluating an innovative business opportunity.
2. Develop a business strategy to a professional standard using management methods with attention to business growth and sustainability.

INDICATIVE CONTENT

· The impact on society of entrepreneurs and intrepreneurs, creativity, innovation and market/economic value, change development and evolution.

· The skills, attributes and behaviours of an enterprising person e.g. an entrepreneur / intrepreneur.

· Business description e.g. business ownership/legal formats, mission, objectives, values.

· The business planning process, structure, format and best-practice examples

· The market and competitors: analysis of the macro/micro environment using frameworks and techniques such as SWOT, SLEPT, Porter’s 5 forces, to investigate competitors and understand customers including industry analysis and market research.

· Professional legal and ethical considerations of running a business and a professional working environment including sustainability.

· Sustainability and green champions in the workplace.

· The marketing plan e.g. target market, segmentation and targeting, product, price, promotion, business premises/distribution, service issues

· Management and human resources plan e.g. structure, skills, human resource and development considerations

· Product development, operations and production plan e.g. intellectual property rights (copyright, trademarks and patents), production facilities, IT requirements 

· Financial plan e.g. sources of finance to start-up a business, costings, breakeven analysis, cash flow predictions, profit and loss accounts

· Pitching the idea/plan e.g. product design, presentation styles, methods and team-working.

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 entrepreneurial skills, self-motivation, creative and analytical abilities, 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. 

Tutorials will allow a more interactive learning experience for the student where they will be encouraged to engage and lead class discussions into areas that are pertinent to the opportunities and ideas that they have generated. During tutorials, students will also have the opportunity to apply these issues to their chosen business/product plan.

The individual student’s contribution to the group work must be clearly outlined in the submission, with individual components of the work allocated to specific team members in agreement with the lecturer to ensure equal allocation of work.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	30
	30%

	Independent learning
	70
	70%

	Placement learning
	0
	

	TOTAL
	100
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 100%

As part of a team, contribute to the writing and presentation of a professional business product or service plan for an innovative opportunity.

Exemplar: ‘As a team of 2-4 members write a professional business or product plan that describes in detail your own commercial idea and pitch it to an audience of your peers.’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Barringer, B. R. (2012) 4th edition, Entrepreneurship: Successfully Launching New Ventures, Pearson Education.

Cowan, A. (2012) Starting a Tech Business: A Practical Guide for Anyone Creating or Designing Applications or Software, John Wiley and Sons.

Background

Burns, P. (2010) 3rd edition, Entrepreneurship and Small Business: Start-up, Growth and Maturity, Palgrave Macmillan.
Deakins, D. and Freel, M. (2012) 6th edition, Entrepreneurship and Small Firms, McGraw-Hill Higher Education.
London, M. and Morfopoulos, R. G. (2009) 1st edition, Social Entrepreneurship: How to Start Successful Corporate Social Responsibility and Community-Based Initiatives for Advocacy and Change, Routledge.

Williams, S., (2012) 8th edition, The Financial Times Guide to Business Start Up 2013: The Most Comprehensive Annually Updated Guide for Entrepreneurs, FT Publishing International.

Journals

Journal of Small Business and Entrepreneurship
Journal of Business Venturing

Journal of Small Business Management

Small Business Economics

The Journal of Product Innovation Management

Websites

http://www.entrepreneur.com
http://www.entrepreneurship.org
http://www.isbe.org.uk
http://www.jsbe.com

http://www.ft.com/management/entrepreneurship 

http://www.bytestart.co.uk 

http://www.gov.uk

	MODULE CODE:
	M5X01034

	TITLE:

	Environmental Modelling Through GIS

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	F846


AIM(S)

· To introduce modelling of environmental systems and methods of describing and analysing environmental data sets for use in models.

LEARNING OUTCOMES

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

1. Understand the nature of environmental modelling through variability in data and how field and laboratory data are used in models.

2. Select appropriate common software applications used for this purpose.

3. Be able to critically assess and decide under which circumstances to use modelling and to select appropriate methods and techniques.

INDICATIVE CONTENT

· Uses of computational models of environmental systems

· How dynamic store-and-flow systems are represented in computer models

· Issues of calibration, uncertainty, and sensitivity analysis

· Standard models of variability in data and how field and laboratory data are used in models

· Describing environmental data and to consider how such data are used to parameterize and test models

· Using computer models applied to the study of pollutant transfer and fate, population dynamics and management of contaminated environments

· Post processing field and spatial data

· Understanding environmental data acquisition

· Effective use of GIS for data analysis

· Cartographic design, output and presentation

LEARNING AND TEACHING STRATEGY

This module will be delivered in a computer laboratory through lectures, workshops and tutorials and through field studies. The module has a practical focus and will aim to keep students actively engaged with the GIS and other computer software. Tutorial exercises will use GIS and other necessary software in the design and representation of environmental models.  

Students will use a number of specially-written models from various areas of physical geography and environmental science including organic matter decay in soils, water movement in floodplain soils, and population biology. Students will gain experience using GIS and other relevant software to build computer models as applied to field case studies.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 –Coursework - 100%

The student will be required to correctly use the GIS software to produce an appropriate solution for a given scenario. This may take the form of a number of worksheets including a number of tasks that utilise appropriate technologies

Exemplar: ‘Use GIS software to map and analyse land pollutants near recently closed industrial sites in South Wales’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Andrew A. Lovett, Katy Appleton (2007)

GIS for Environmental Decision-Making,

CRC Press

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

Background

(2009) GIS, Environmental Modeling and Engineering, Second Edition CRC Press taylor francis
Skidmore, A. (2002). Environmental Modelling with GIS and Remote Sensing. Taylor & Francis.

Nick Mount, Gemma Harvey, Paul Aplin, Gary Priestnall,(2008) Representing, Modeling, and Visualizing the Natural Environment CRC Press
Kirkby, M.J., Naden, P.S., Burt, T.P., Butcher, D.P. (1992) Computer Simulation in Physical Geography, Second Edition. John Wiley, Chichester.
Beven, K. (2000). Rainfall-Runoff Modelling, John Wiley and Sons, Chichester.

Chorley, R.J., Haggett, P. (1967) Models in Geography, Methuen, London.
Websites

http://www.colorado.edu/geography/courses/

geog_2043_f01/lab01_1.html 

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

www.socialresearchmethods.cimt.plymouth

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        

http://www.mapinfo.co.uk 

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

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

	MODULE CODE:
	M5X01036

	TITLE:

	Formal Methods

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	10

	
	

	JACS CODE:

	I300


AIM(S)

To provide students with a conceptual understanding of Formal Methods within the context of Software Engineering and the ability to deploy formal methods to design and evaluate a solution to a given problem.
LEARNING OUTCOMES

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

1. Identify and critically evaluate appropriate formal methods for given problem specifications.

2. Design and evaluate software solutions using formal methods

INDICATIVE CONTENT

· Fundamental Concepts

· Set theory 

· Propositional Calculus and Functions, Types, Variables, Free Types

· Reasons for Formal Methods
· Behavioural and state-based specification
· Model- and property-oriented specification
· Proofs in propositional and first-order predicate calculus with identity
· Reasoning with identities
· Reasoning with typed sets 
· Rationale and use of invariants, pre- and post-conditions
· Weakest
· Weakest liberal precondition 
· Role of non-determinism in specification. Specification and refinement of simple to intermediate sequential systems. 
· Simulation and abstraction in refinement. Proving invariance in refinements. 
· Modelling and proving properties of programs.
· Specification methods 

· ASM, B-Method, VDM

· Specification languages and or notation for a given language e.g.

· Z, CASL, CSML, Petri-Nets, VDM-SL

· Model Checkers

· SPIN, PAT, MALPAS, SAL

LEARNING AND TEACHING STRATEGY
Lectures, tutorials and examples classes will be used to teach topics. 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
	30
	30%

	Independent learning
	70
	70%

	Placement learning
	0
	

	TOTAL
	100
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 100%

The assignment will require students to use appropriate methods and concepts to solve problems in formal methods.

Exemplar:

“Use of a formal language to design and evaluate a software control application for a chemical processing plant.”

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential
J. Monin, Jean Francois Monin , M. G. Hinchey (2003) Understanding Formal Methods (FACIT),Springer
C.B. Jones (1990) Systematic Software Development Using VDM. 2nd International Series in Computer Science Prentice-Hall 

Background
R.D. Dowsing, V.J. Rayward-Smith, and C.D. Walter (1986) A First Course in Formal Logic and its Application in Computer Science. Computer Science Texts, Blackwell Scientific Publications 

Sheppard, Deri. (1994) Introduction to formal specification with Z and VDM, McGraw-Hill
Lightfoot, David  (2000) Formal Specification Using Z,  Palgrave Macmillan – 2000
J G P Barnes (2003) High Integrity Software: The SPARK Approach to Safety and Security Addison-Wesley 

 J. Woodcock and M. Loomes (1988) Software Engineering Mathematics, Pitman
David Rann, John Tuner and Jenny Whitworth (1994) Z: A Beginners Guide, Chapman and Hall

Girault, C. and Valk R. (2002) Petri Nets for Systems Engineering: A Guide to Modelling, Verification and Applications, Springer

Douglass, B.P. (2004) Real-Time UML: Advances in the UML for Real-Time Systems, Addison-Wesley

Websites

http://www.mathcentre.ac.uk

http://www.usingz.com/text/zedbook.pdf

http://www.acm.org

http://www.ieee.org
	MODULE CODE:
	M5X01037

	TITLE:

	Games Content Engineering

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I600


AIM(S)

· To provide the student with a systematic understanding of cross-platform and rapid application development concepts applied to games content development.

LEARNING OUTCOMES

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

1. Demonstrate a sound understanding the architecture of a games engine and the integration of technologies used in the application of games content.

2. Evaluate the techniques used in the creation and integration of games content. 

3. Deploy appropriate languages, tools and techniques for the integration of games content= and the development of games tools, including cross platform considerations.

INDICATIVE CONTENT

· Games Engine/Script interface i.e. Game Engine SDKs and events e.g. Unity, Ogre, Irrlicht

· Games scripting environments e.g. development tools, virtual machines, compilers, interpreters, advantages of scripting, etc

· Compare languages used for games scripting e.g. Lua, Python, C#, etc.

· Importing game resources e.g. graphics, textures, audio, 3D models, etc 

· Programming concepts and techniques used in the development of common game development applications and tools e.g. game level and terrain editors.

· Types and formats of content required for PC and Game Consoles

· Cross platform game development for games consoles and mobile devices e.g. Unity, GamePlay3D etc. 

· Syntax, semantics, libraries and/or components of a RAD programming language used for game development tools e.g. C ++(Qt), C#, etc. 

LEARNING AND TEACHING STRATEGY
The module will have a strong practical focus, with most of the teaching taking the form of taught laboratory sessions with practical exercises. The lectures will involve the use of a games development lab. For assignments, students will be provided with appropriate images, models and other game resources as required. Students will be introduced to existing game engines, audio, scripting and asset loading APIs in order to familiarise them with the programming techniques and SDKs used in commercial engines.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 50%

Development of a game or game component integrating appropriate game content and review the technologies and techniques used. Students will be expected to demo their software products and answer questions related to their implementation.
Exemplar:   ‘A Scripted Game with Sound’

Assessment Component 2 – Coursework - 50%

Development of a tool related to game content creation along with a report evaluating the techniques used.  Students will be expected to demo their software products and answer questions related to their implementation.

Exemplar:  ‘A COLLADA model viewer’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Bernstein, P. (2012) Game Tool Gems, The Writing Show 

Ierusalimschy, R. (2013). Programming in Lua, 3rd Edition, Lua 

Gouveia, D. (2013) Getting Started with C++ Audio Programming for Game Development, PACT

Background

Anari, M. (2011) Games Development Tools, CRC Press 

Gregory, J. (2009) Game Engine Architecture, CRC Press 

Davidson, A. (2012) Kinect Open Source Programming Secrets, McGraw-Hill Professional. 

Lundgren, C. F. (2013) CryENGINE Game Programming with C++, C# and Lua, PACKT Publishing 

McShaffry, M. (2012) Game Coding Complete, 4th Edition, Delmar Cengage Learning 

Schuytema, P., Manyen, M. (2005) Game Development with Lua, Charles River Media 
Lengyel, E. (2010) Games Engine Gems 1, Jones and Bartlett Publishers, Inc 

Lengyel, E. (2011) Games Engine Gems 2, Jones and Bartlett Publishers, Inc 

Gerasimov, V., Kraczia D. (2012) Unity 3.x Scripting, PACKT Publishing 

Wittayabundit, J. (2011) Unity 3 Game Development, PACKT Publishing
Websites

http://www.gamesdev.net

http://www.gamasutra.net

http://www.gdcvault.com/

http://www.fmod.org

http://www.lua.org

	MODULE CODE:
	M5X01038

	TITLE:

	Games Programming and Graphics

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	30

	
	

	JACS CODE:

	I610


AIM(S)

· To achieve a requisite understanding of core graphics programming principles and techniques including the use of graphics APIs, mathematical principles and related algorithms and data structures used to create complex graphical scenes.
LEARNING OUTCOMES

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

1. Develop interactive graphics applications using industry standard development tools and Software Development Kits (SDKs).

2. Select, analyse and evaluate appropriate graphical methods and techniques to solve given problem specifications.

3. Evaluate and deploy core mathematical techniques and algorithms used in computer games and graphics software.

INDICATIVE CONTENT

· Development tools

· Graphics platform SDKs e.g. DirectX, OpenGL

· Games Engine SDKs e.g. physics, games and visualisation AI, etc

· Real time and off-line graphics engine SDKs, scripting and game development, Apply Collision Detection

· Basic Games Engine Functionality

· 2D Games

· 3D Games

· Input devices

· Loading, caching and streaming resources

· Mathematical principles underpinning games and graphics, 

· Physic Engines

· AI Engines

· Code Optimisation techniques e.g. optimising use of the cache memory.

· Graphics hardware/terminology and games platforms

· Hardware acceleration and the graphics pipeline

· 2D images. Lines, circles, curves, clipping, filling, interpolation

· 3D images. Primitives, transformations, perspective, hidden surfaces, lighting models, user interaction.

· Textures, bump mapping and realistic rendering methods

· Sprites, bill boarding

· Animation and Scene management

· Importing animations and tools

LEARNING AND TEACHING STRATEGY
The module will have a strong practical focus, with much of the teaching taking the form of demonstrations and practical exercises. Students will be introduced to a graphics API and SDK used in commercial applications.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	90
	30%

	Independent learning
	210
	70%

	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 - 70%

Develop or complete parts of a basic rendering engine using appropriate algorithms and coding techniques. Subsequently develop a game using industry standard APIs/SDKs.

Exemplar: ‘Develop a 3D interactive computer game using industry standard APIs/SDKs.’
Assessment Component 2 – Written - 30%

In-class test will test theoretical understanding and application of concepts.

Assessment Summary

	Activity type
	Percentage

	Written
	30%

	Coursework
	70%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

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

Hearn, D. and Baker, M.D. (2004) Computer Graphics, 3rd edition, Prentice-Hall.

Background

Dave Shreiner,D, et al (2013) OpenGL Programming Guide, 8th Edition, Addison-Wesley 

Hill, F.S. (2008) Computer Graphics using OpenGL, 3rd Edition, Prentice Hall International Inc.
Websites

http://www.acm.org 

http://www.ieee.org

http://www.flipcode.com

http://www.cgsociety.org

http://www.gamedev.net

http://www.gamastura.com
	MODULE CODE:
	M5X01039

	TITLE:

	Geosurveying and Geodemographic Analysis

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	F846


AIM(S)

· To introduce the student to the practical uses of Geographical Information Systems and software through geodemographic case study analysis reflecting on how we analyse socio- demographic data and how we can visualise this data. The use of GIS software for survey data analyses allows the student to develop and build their own spatial data sets and gain knowledge on data acquisition techniques required for building GIS for environmental data sets.

LEARNING OUTCOMES

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

1. Evaluate and critically appraise a variety of application areas, which could benefit from a GIS solution.

2. Acquire data from several different sources. Input, analysis and output of basic spatial data sets.

3. Accurately identify spatial databases and devise GIS solutions.

INDICATIVE CONTENT

· Identifying types of data involved in Geo-information systems.

· Fundamental theories of spatial databases and spatial analysis.

· Spatial Data Acquisition; Spatial Data Editing, Manipulation and Transformation; Representations of Spatial Data.

· Explore the uses of geo-demographic analyses and use census data for socio-demographic analysis.

· Experiment with data acquisition techniques and use various field and land surveys to build a GIS.

· Understanding the software using spatial analyst and querying.

· Build thematic maps.

· Good cartographic design considerations.
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 and its use in industry. The development of workable solutions to problems encountered will encourage the student to develop their technical skills in developing practical GIS solutions.  

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 100%

Students will be required to correctly use the GIS software to produce an appropriate solution for a given scenario. This may take the form of a number of worksheets including a number of tasks that utilise appropriate technologies
Exemplar: ‘Build and document a GIS that maps the patterns of current immunisation uptake for Wales’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Richard Harris, Peter Sleight, Richard Webber (2005) Geodemographics, GIS and Neighbourhood Targeting, Wiley

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

Background

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

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

Henk J. Scholten Rob Van De Velde Niels Van Manen (2009) Geospatial Technology and the Role of Location in Science (GeoJournal Library) Springer

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:
	M5X01040

	TITLE:

	Geovisualisation 

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I113


AIM(S)

· To introduce students to the underlying concepts and principles necessary for the design of static and interactive cartographic displays. As well as gaining theoretical knowledge, the student will learn to design and evaluate such displays, and gain an appreciation of the different uses of cartography across a variety of disciplines.

LEARNING OUTCOMES

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

1. Discuss the development of thematic mapping techniques in cartography.

2. Demonstrate a sound understanding of the perceptual and cognitive bases for the representation of geospatial data.

3. Select and apply appropriate techniques for the design and construction of maps for a given case study so as to communicate geospatial information effectively, and evaluate those maps.

INDICATIVE CONTENT

· General and thematic cartography; data classification; symbolisation; scale and generalisation

· Coordinate systems, map projections; topography and topology

· Colour, map elements, typography, cartographic design; design evaluation

· Mappings; chloropleth, isarithmic, dasymetric, dot density, proportional symbol, multivariate

· Cartograms and other distortions; animation; data exploration

LEARNING AND TEACHING STRATEGY
Essential concepts and principles will be delivered formally in lectures supported by concurrent practical laboratory exercises, which will allow students to deploy appropriate theory, practices and tools. Case-study driven examples will be explored in detail to accentuate best-practice and practically explore issue resolution.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 70%

Choose and arrange appropriate map elements for effective cartographic communication. Utilise a variety of thematic mapping and geovisualisation techniques. Select and apply appropriate techniques to critically evaluate geovisualisations.

Exemplar: ‘Create a map of precipitation in South Wales using the attached data files and datasets. You should consider the amount of precipitation distinguishing between rainfall and snowfall.

· Create your map using the data provided at a scale of 1 : 2 000 000

· Explain and justify all design decisions you have made, e.g. choice of variable types.

· Evaluate the effectiveness of the map you have created.’

Assessment Component 2 – Written - 30%

Critically review the historical development of thematic cartography. Explain how the use of map elements supports the human cognitive and perceptual systems.

Assessment Summary

	Activity type
	Percentage

	Written
	30%

	Coursework
	70%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Slocum, T., McMaster, R.B., Kessler, F.C. and Howard, H.H. (2009), Thematic Cartography  and Geographic Visualization (3rd Ed.). Prentice Hall

Background

Harder, C., Ormsby, T. and Balstroem, T. (2011), Understanding GIS: An ArcGIS Project Workbook. ESRI Press.

Kalkhan, M.A. (2012), Spatial Statistics: Geospatial Information Modelling and Thematic Mapping. CRC Press.

Monmonier, M. (1996), How To Lie With Maps 2nd Ed.). University of Chicago Press

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

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

Websites

The Cartographic Journal

The Bulletin of the Society of Cartographers

Cartographica 

GIScience and Remote Sensing

International Journal of Geographical Information Science

Cartography and Geographic Information Science

	MODULE CODE:
	M5X01041

	TITLE:

	GIS and Habitat Management

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I420


AIM(S)

· To encourage the student to critically examine habitat management and apply GIS as a spatial planning and management tool.

LEARNING OUTCOMES

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

1. Understand the principles underpinning habitat evaluation

2. Evaluate and critically appraise the use of GIS software as an aid to the management of stakeholder interests

3. Construct a management plan using appropriate techniques and software

INDICATIVE CONTENT

· Habitat Science (physical, biological and chemical parameters)

· Practical assessment of habitat management

· Spatial planning and conflict analysis of terrestrial and coastal/marine habitats

· Management Plan construction

· Investigating secondary data acquisition e.g. maps, digitising, scanning and appropriate attribute data management of spatial data sets.

· Investigate the use of remotely sensed data acquisition techniques for a given environmental model (e.g. LIDAR, GPS).

LEARNING AND TEACHING STRATEGY
Lectures, tutorials, case studies and field trips will be used to study the science and practice of habitat conservation. Presentation of key features/habitats is typically undertaken through mapping techniques and therefore GIS will be used as a key application tool for this purpose. Conflict analysis of different stakeholder groups is a challenge facing most habitat managers and therefore spatial planning forms a key component of this module.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	60%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 100%

Students will produce a management plan based on an appropriate habitat (terrestrial or coastal). This will likely involve analysis of a previous management plan for that site for critical evaluation, a habitat audit, spatial planning of species/key habitats using GIS as a mapping tool and subsequently the production of a site report

Exemplar: ‘Use GIS within a SDSS to map the management plan for a new SA1 development’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

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

Background

Heywood, I., Cornelius, S. and Carver, S. (2006) An Introduction to Geographical Information Systems, Prentice Hall 

Halls, P. (2007) GIS for Ecologists and Environmental Scientists, Wiley

Websites

http://www.mapinfo.co.uk 

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

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

	MODULE CODE:
	M5X01042

	TITLE:

	Image Processing and Computer Vision

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I440


AIM(S)

· To develop students’ systematic understanding of image processing and computer vision principles and techniques in order to develop image processing and vision software components.

LEARNING OUTCOMES

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

1. Evaluate, select and apply suitable image processing and computer vision techniques to solve given problems.
2. Synthesise appropriate software solutions using selected image processing and computer vision techniques.

INDICATIVE CONTENT

· Review of probability and statistics

· Review of relevant linear algebra

· 3D Transforms, projections, homogenous co-ordinates

· Colour representation, cameras

· Edge detection

· Segmentation

· Shape from Shading and Texture, etc.

· Stereo vision: recovering 3D position and shape information.

· Visual motion

· Intro to object detection and recognition

LEARNING AND TEACHING STRATEGY
Lectures will be used to deliver the concepts and more advanced ideas underpinning image processing and vision.

 Tutorial work will be used to develop specific techniques. This will include group discussions and the implementation of algorithms using appropriate software and libraries.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Written -50%

An examination will assess the student’s understanding and ability to analyse given methods to solve specific problems.

Assessment Component 1 – Coursework -50%

Students will be required to use appropriate programming language(s)/applications/libraries to solve a given image processing or vision problem.

Exemplar: ‘Implementation of image processing and machine vision techniques using OpenCV’
Assessment Summary

	Activity type
	Percentage

	Written
	50%

	Coursework
	50%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Gonzalez, R.C., Woods, R.E. and Eddins, S.L. (2009) Digital Image Processing Using Matlab (2nd edition). Upper Saddle River NJ: Pearson Prentice Hall. 

Szelisk, R. (2011) Computer Vision, Algorithms and Applications, Springer.

Background

Sonka M., Hlavac V. and Boyle R. (1993) Image Processing, Analysis and Machine Vision. London: Chapman and Hall Computing.

 Shapiro L.G. and Stockman G.C. (2001) Computer Vision. London etc, Prentice Hall

 Trucco E. and Verri A. (1998) Introductory Techniques for 3-D Computer Vision. Upper Saddle River NJ: Prentice Hall.
Websites

http://szeliski.org/Book/

http://homepages.inf.ed.ac.uk/rbf/HIPR2/

http://www.ieee.org

http://www.acm.org

http://www.mathcentre.ac.uk
	MODULE CODE:
	M5X01056

	TITLE:

	Implementation Project

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I900


AIM(S)

· To enable the student to integrate the skills and knowledge acquired during the course to produce a solution to a realistic Information Systems problem appropriate to the pathway. The solution will be a deliverable produced to an appropriate set of standards in accordance with a schedule of timetabled deadlines.

LEARNING OUTCOMES

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

1. Select, specify and plan an appropriate project and investigate and document user requirements including sustainability and ethical issues.

2. Apply a range of underlying concepts, principles and techniques to develop the project in a novel context, producing a specification using the format and methodology required.

3. Demonstrate, evaluate and communicate effectively the proposed project solution

INDICATIVE CONTENT

· Planning – Outline relevant study areas and select an area of interest. Appraise the feasibility of the project in terms of personal workload, knowledge and skills, times and timescales. 

· Legal, ethical and sustainability issues.

· Specification – Produce a user requirement specification for the proposed project, and then a technical specification. Indicate costs and benefits. Determine acceptance criteria. 

· Design – Consider possible solutions, evaluate them, and select one. Select a suitable design method and apply it. Review and select (a) suitable development environment(s) e.g. Visual Basic, Access, etc. Specify equipment.

· Development – Describe the new system in detail using e.g. UML methods, etc., plus any diagrams/charts/equations considered necessary. Outline a high-level design, write the code. Specify equipment/personnel/training and performance criteria. 

· Verification – formulate a verification plan using a range of testing techniques. Apply the verification plan. 

· Evaluation – Discuss and evaluate the results with reference to the acceptance criteria. Demonstrate the project to a known audience.
· All project stages will require a realistic continually updated project plan for the whole project, together with a review of unforeseen eventualities.

· All project stages require adherence to a given set of documentation standards. 

LEARNING AND TEACHING STRATEGY
Lectures on the general Implementation Project documentation standards, planning standards, and stage submission requirements will be delivered to all Level 5 students. Individual tutorials will be on a one-to one basis, with a Pathway specialist tutor.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


Note: Students will receive 15 minutes individual tuition per week.

ASSESSMENT

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

Assessment Component 1 – Coursework -65%

A submission (in the first part of the module) of a document that will demonstrate the selection, specification, planning, requirements analysis and systems analysis of an appropriate project.

Assessment Component 2 – Practical - 35%

An end-of-module evaluation of a working solution for the design submitted in the previous document. This will be accompanied by a demonstration to a group of peers and staff.

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	65%

	Practical
	35%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Sommerville, Ian (2010) Software Engineering,Pearson Education

Background

Christopher, Derek (2013) Computing Projects  Pearson Education

Berndtsson, T (2012) Planning and Implementing your Project Sringer Verlang

	MODULE CODE:
	M5X01043

	TITLE:

	Indie Game Development

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I610


AIM(S)

· To provide a requisite understanding of the key principles and techniques of game development for web and mobile devices. Students will be taught the technologies and techniques required to develop applications for mobile devices using mobile software frameworks and game platforms.

LEARNING OUTCOMES

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

1. Evaluate the principles, concepts, techniques and technologies used in the development of web and/or mobile games using mobile frameworks and game engines.

2. Select and deploy appropriate methods and techniques in the development of web and/or mobile games.

INDICATIVE CONTENT

· Architecture and game development using mobile frameworks e.g. Android, iOS, etc, Android NDK, etc.

· Developing mobile games produced using a game engine e.g. Unity

· Mobile programming languages, concepts and techniques e.g. Java, Objective C, C++, etc

· Scripting for mobile devices

· Mobile cross platform development and testing for mobile devices

· Performance limitations and enhancements

· Web development techniques for mobile devices

· Mobile game development techniques e.g. 3D graphics, sound, touch screens, etc.

LEARNING AND TEACHING STRATEGY
Essential concepts and principles will be delivered formally in lectures 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
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework -50%

This will require the student to implement a game or component part of a game, using web or mobile technologies.  

Exemplar:  ‘Develop a Pacman game using the Android mobile development framework’

Assessment Component 2 – Coursework -50%

This will require the student to develop mobile game using a suitable mobile game engine.

Exemplar:  ‘Develop a Unity based Pacman game’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Green, R.,  Zechner, M. (2012) Beginning Android Games 2nd Edition,  APRESS 

Finnegan, T. (2013) Unity Android Game Development by Example Beginner's Guide, Packt Publishing

Background

Silva, V. (2012) Pro Android Games, 2nd Edition, APRESS 

Gargenta, M. (2011) Learning Android, O’Reilly 

Murray, J.W. (2012) Game Development for iOS with Unity3D s, A K Peters/CRC Press 
Blackman, S. (2011)  Beginning 3D Game Development with Unity: All-in-One, Multi-Platform Game Development,  APRESS 

de Byl, P. (2011) Holistic Game Development with Unity: An All-in-One Guide to Implementing Game Mechanics, Art, Design and Programming, Focal Press

Journals

ACM: Computers in Entertainment

Journal of Games Development

Journal of Virtual Environments

	MODULE CODE:
	M5X01044

	TITLE:

	Interactive Application Development

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I320


AIM(S)

· To provide students with the essential concepts, methodologies and technologies involved in the development of interactive applications.

LEARNING OUTCOMES

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

1. Demonstrate a good understanding of the concepts, principles and technologies involved in interactive applications.

2. Evaluate given problem scenarios to determine requirements and the technologies, methodologies that should be deployed.

3. Design and develop an interactive application for a given problem scenario.

INDICATIVE CONTENT

· Usability and interaction concepts and principles for the design and development of interactive applications.

· Interaction techniques e.g. button clicks, key presses, mouse gestures, speech, etc.

· Visual interfaces, controls and commands, text, events and event handling.

· Interactive application development and user interfaces: e.g. graphical user interfaces, web interfaces, text-based interfaces, etc.

· Validating user input and actions and messages in interactive applications – errors, warnings, confirmations, notifications, etc. 

· Store, retrieve and exchange application data in interactive applications

· Analysing and evaluating usable and interactive interfaces

LEARNING AND TEACHING STRATEGY
Essentially this module will have a vocational focus. Theoretical concepts and principles will be delivered formally in lectures supported with practical laboratory based exercises and demonstrations. Laboratory exercises will be used to reinforce theoretical concepts and provide practical hands-on experience of designing and developing interactive applications.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework -50%

The assignments will require students to demonstrate their ability to evaluate, select and deploy appropriate technologies and techniques to design and implement an interactive application solution for a given problem.

Exemplar: ‘Debate the merits of a particular interactive application development approach and develop an interactive application to meet given requirements, for example, an interactive restaurant menu.’

Assessment Component 2 – Coursework -50%

Students will also be required to provide a project specification and implementation report with the practical work, providing documentation of the design and implementation process and demonstrating the student’s understanding of the underlying theoretical concepts.

Exemplar: ‘Develop and evaluate an interactive application for a given problem scenario, for example, an interactive property search application.’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Pratt, A. and Nunes, J. (2012), Interactive Design, Rockport

Ferster, B. and Shneiderman, B. (2012), Interactive Visualization: Insight through Inquiry, The MIT Press

Petzold, C. (2013), Programming Windows: Writing Windows 8 Apps With C# and XAML, Microsoft Press

Sharp, J. (2013), Microsoft Visual C# 2012 Step by Step, Microsoft Press

Background

Regnicoli, L., Pialorsi, P. and Brunetti, R. (2013), Build Windows 8 Apps with Microsoft Visual C# and Visual Basic Step by Step, Microsoft Press

Nathan, A. (2013), Windows 8.1. Apps with XAML and C# Unleashed, Sams

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

http://msdn.microsoft.com/library

http://www.wpftutorial.net

http://www.codeproject.com

http://devproconnections.com

http://www.adtmag.com

	MODULE CODE:
	M5X01045

	TITLE:

	Internet Security

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	10

	
	

	JACS CODE:

	I160


AIM(S)

· To analyse the security of an Internet/intranet system, including the transmission of data, with regard to internal and external threats.

LEARNING OUTCOMES

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

1. Demonstrate systematic understanding of security policies and measures to mitigate internal and external attacks and threats in a network.

INDICATIVE CONTENT

· Network security and principles

· Developing a comprehensive network and self-defending networks

· Security policy, standards, guidelines and procedures

· Authentication, Authorisation, and Accounting

· Firewall technologies

· Fundamentals of cryptography

· Intrusion detection system and intrusion prevision system

· Web and database attacks – attacking webservers, category of risk, vulnerabilities of Web Servers and applications, permissions, SQL injections, attacking tools

· Database Vulnerabilities – locating databases on the network, database server password cracking, locating vulnerabilities in databases

· HTML – Vulnerabilities, analysing suspicious sites, MSO4-040 threats

LEARNING AND TEACHING STRATEGY
The majority of factual material will be presented in lectures using hand-outs, 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 network and internet security skills with the aid of lab equipment and appropriate software such as VM virtualbox, Kali, Nmap, Packet tracer, Wireshark, SAINT, Nessus, System tools, etc.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	30
	30%

	Independent learning
	70
	70%

	Placement learning
	0
	

	TOTAL
	100
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework -100%

Produce a written report that investigates various security measures to mitigate internal and external attacks and threats in a networking infrastructure.

Exemplar: ‘A Systematic Research of Security and Policies for Internet and local/remote networks.’
Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Stallings, W (2014) Cryptography and network security, principles and practice, Pearson Education Ltd. 2014

H.Carr, C. Snyder, B. Bailey (2010) The Management of Network Security, Technology, Design and Management Control, Pearson Education Ltd. 
M. Gregg, (2014) Certified Ethical Hacker (CEH) Cert Guide, Pearson Education Ltd.

Background

Ciampa, M (2012) Security+ Guide to Network security fundamentals, Cengage Learning

D. Kim, M. Solomon, (2012) Fundamentals of Information System Security, Jones and Bartlett Learning

J. Michael Stewart (2011) Network Security, firewalls, and VPNs, Jones and Bartlett Learning, 

M. Whitman, H. Mattord (2012) Principles of Information Security, Cengage Learning

	MODULE CODE:
	M5X01046

	TITLE:

	Local Area Networks

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I120


AIM(S)

· To study in depth the technical issues related to switching techniques, to have an in depth knowledge of architecture, components, and operations of switches in a larger and more complex network.

LEARNING OUTCOMES

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

1. Demonstrate a detailed understanding of theoretical knowledge relating to switching techniques.

2. Configure and troubleshoot routers and switches and resolve common issues with VLANs, STP, and VTP in IP networks. 
3. Students will also develop the knowledge and skills needed to implement ACL, DHCP and NAT operations in a network.
4. Critically evaluate design and security measures implemented in LAN

INDICATIVE CONTENT

· Switched networks and hierarchical networks

· Switch configuration 

· Virtual local area networks (VLAN)

· Inter-VLAN routing using routers and L3 switch

· LAN redundancy and link aggregation

· DHCP and NAT

· Access control lists and LAN security

· Wireless LANs

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 softwares such as OPNET, Packet tracer, GNS, etc.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Written -50%

Complete a written exam to demonstrate theoretical knowledge on switching techniques.

Assessment Component 2 – Practical -50%

This assessment will require students to implement and test switching techniques in a LAN infrastructure and 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

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

Scaling Networks companion guide by Cisco Networking Academy, Cisco Press, 2013.

Background

W. Lewis (2011), LAN switching and wireless: CCNA exploration companion guide, Cisco press.

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

J. E. Goldman and P. T. Rawles (2012), Local Area Networks A Business-oriented approach (2nd Ed), John Wiley and Sons Inc.

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

K. Pahlavan and P. Krishnamurthy (2009), Networking Fundamentals, John Wiley and Sons Inc.

Websites

http://www.netacad.com (password required)
	MODULE CODE:
	M5X01047

	TITLE:

	Mobile Application Development I

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I320


AIM(S)

· To provide students with grounding in essential concepts, methods and techniques for mobile application development.

LEARNING OUTCOMES

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

1. Demonstrate a sound understanding of mobile application frameworks, architectures and development methods.

2. Deploy mobile frameworks and evaluate the development of interactive mobile applications.

INDICATIVE CONTENT

· Mobile applications architecture: Native e.g. iOS, OS + Virtual Machine e.g. Android, Browser - HTML + JavaScript.

· Mobile platforms and frameworks e.g. iOS and Objective-C, Android, Blackberry and Java, Windows Phone. Creating appropriate installation packages for diverse devices.

· Development methods including software design patterns, debugging and testing strategies for mobile applications.

· User interface development for mobile applications - APIs for haptic user interface developments e.g. Android, iOS.

· Developing mobile software using appropriate build frameworks and version control systems. Device testing through simulation, emulation and cross-device deployment.

LEARNING AND TEACHING STRATEGY
Essentially this module will have a vocational focus, with the theory supported with practical laboratory based exercises and demonstrations. Lectures will be used to introduce the key ideas and underlying theoretical concepts of the module. Typically, the lectures will be mixed with laboratory work to ensure the symbiosis of theory and practice. Laboratory work will be used to reinforce the concepts introduced, and include tutorials and practical hands-on experience of developing mobile applications.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework -50%

An assignment in the first semester focused on developing student understanding of mobile programming concepts, this will include a short evaluation of the tools deployed. 

Exemplar:   ‘Produce a Body Mass Calculator using the Android framework’

Assessment Component 2 – Coursework -50%

End-of-year assignment - this will require students to utilise existing libraries and/or frameworks to implement a software solution to a given problem possibly with reference to a given design. This may include a report in which students describe techniques used in or relevant to their practical assignment.
Exemplar:  ‘Compare and contrast the development of mobile applications using multiple architectures’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Lee, W. (2012) Beginning Android 4 Application Development, Wrox 

Ray, J. (2012) Sams Teach Yourself iOS 6 Application Development in 24 Hours, Sams Publishing

Background

Jackson, W. (2011) Android Apps for Absolute Beginners, Apress 

Cinar, O. (2012) Android Apps with Eclipse, Apress 

Mednieks, Z., Dornin, L. Meike, G. B., Nakamura, M. (2012) Programming Android: Java Programming for the New Generation of Mobile Devices, O'Reilly Media 

Mark, D., Nutting, J., LaMarche, J., Olsson, F. (2013) Beginning iOS 6 Development: Exploring the iOS SDK, Apress 

Sadun, E. (2012) The Core iOS 6 Developer's Cookbook (Developer's Library), 4th Edition, Addison-Wesley Professional 

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

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

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

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

Websites

http://developer.android.com

http://developer.apple.com 

http://www.w3c.org

http://www.w3schools.com

http://www.onlamp.com

http://www.codeproject.com

http://www.xmlspy.com

	MODULE CODE:
	M5X01048

	TITLE:

	Mobile Application Development II

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I320


AIM(S)

· To provide students with grounding in essential concepts, methods and techniques for data driven mobile application development.

LEARNING OUTCOMES

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

1. Demonstrate a sound understanding of the essential concepts, principles and practice used in the design and development of distributed data-centric mobile applications. 

2. Select and evaluate the technologies and techniques in the creation of a web service based mobile information system.

INDICATIVE CONTENT

· Persistent application data, that is, data manipulation and storage techniques for mobile applications e.g. SQLite, JDBC, Core Data.

· Mobile platforms and frameworks e.g. iOS and Objective-C, Android, Blackberry and Java, Windows Phone. Creating appropriate installation packages for diverse devices.

· Consuming Web Services using REST and SOAP, data exchange formats and data parsing.

· Networking principles including protocols and standards e.g. TCP/IP. IP addresses, port numbers, etc.

· Cross-platform and third-party mobile application solutions and tools e.g. HTML, CSS and JavaScript (PhoneGap, Titanium), C# and .NET (MonoDroid and MonoTouch), Marmalade, etc.

LEARNING AND TEACHING STRATEGY
Essentially this module will have a vocational focus, with the theory supported with practical laboratory based exercises and demonstrations. Lectures will be used to introduce the key ideas and underlying theoretical concepts of the module. Typically, the lectures will be mixed with laboratory work to ensure the symbiosis of theory and practice. Laboratory work will be used to reinforce the concepts introduced, and include tutorials and practical hands-on experience of developing mobile applications.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework -50%

Student will develop an application which will utilise a range of data sources  both local and remote and evaluate the tools and techniques applied. 

Exemplar:  ‘Develop a phone-book backup system’

Assessment Component 2 – Coursework -50%

End-of-year assignment - this will require students to develop a suitable web services  in the production of a software system. 
Exemplar:  ‘Develop a shared phone-book’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Lee, W. (2012) Beginning Android 4 Application Development, Wrox 

Ray, J. (2012) Sams Teach Yourself iOS 6 Application Development in 24 Hours, Sams Publishing

Background

Jackson, W. (2011) Android Apps for Absolute Beginners, Apress 

Cinar, O. (2012) Android Apps with Eclipse, Apress 

Mednieks, Z., Dornin, L. Meike, G. B., Nakamura, M. (2012) Programming Android: Java Programming for the New Generation of Mobile Devices, O'Reilly Media 

Mark, D., Nutting, J., LaMarche, J., Olsson, F. (2013) Beginning iOS 6 Development: Exploring the iOS SDK, Apress 

Sadun, E. (2012) The Core iOS 6 Developer's Cookbook (Developer's Library), 4th Edition, Addison-Wesley Professional 

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

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

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

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

Websites

http://developer.android.com

http://developer.apple.com 

http://www.w3c.org

http://www.w3schools.com

http://www.onlamp.com

http://www.codeproject.com

http://www.xmlspy.com

	MODULE CODE:
	M2X8522

	TITLE:

	Network Operating Systems and Security

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I112


AIM(S)

· To provide students with a sound understanding of the concepts, principles, skills and techniques required  to manage/deploy network resources in a Network Operating System (NOS) environment e.g. Windows, Unix Novell.

LEARNING OUTCOMES

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

1. Apply a systematic understanding of network operating system environments to Deploy, Manage and Maintain critical network services (DNS/DHCP) and resources.

2. Analyse a given network to produce suitable security audit/disaster recovery strategy.
INDICATIVE CONTENT

· Internetworking addressing systems

· Overview of Directory Services

· Principles of Network logins

· Modifying user and computer account properties; account templates

· Group membership; default groups, strategies for using groups

· Investigate, deploy and configure Dynamic Host Configuration Protocol (DHCP)

· The Name Resolution process

· Deploy, configure and test Domain Name Services (DNS) and structure of DNS protocol.

· Controlling access to resources; shared folders, NTFS permissions

· The organisational unit (OU) structure; modifying permissions to directory objects, delegating control of OUs, use of Group Policy

· The role of DNS in the network infrastructure and its configuration

· The role of DHCP in the network infrastructure and its configuration

· Identify the nature of network security in terms of integrity, reliability, accuracy of data

· Overview of core services towards facilitating network security models (e.g. Confidentiality, Integrity and Availability of Data)

· Identify the nature of threats to the security of data (Passive/Active attacks) 

· Risk assessment and Security policies

· Intrusion detection systems

· Disaster prevention and recovery methods e.g. RAID 0, 1, 5 and 10, High Availability Failover Clusters

· Virtual Private Networking.

· Authentication and encryption

· Remote administration of servers and services (RDP, Terminal Services).

· Virus checkers and violations, service pack upgrades and hardware failures

· Monitoring programs: use of Network Monitoring and Management tools/protocols.

· Monitoring event logs: monitor events to identify and track security events, resource usage, system and application errors, limiting the size of event logs to preserve disc space, archiving event logs to track trends over time

· Legal, social and ethical issues

LEARNING AND TEACHING STRATEGY

Formal lectures together with accompanying handouts/slide presentations will be used to convey key concepts and paradigms.  Laboratory work will focus on practical activities which will provide students with enhanced network configuration and management skills.  In order to emulate ‘accurate’ network organisational contexts, a collaborative environment for practical components of work will be implemented.

Network security skills will be developed via practical lab sessions that focus on implementing a range of services, simulating passive and active attacks and implementing apposite controls/countermeasures.  

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 50%

Demonstrate professional practice and sound understanding of the skills and knowledge required to deploy manage and maintain Computer Networks, Operating systems and the intrinsic/core services they provide.  Students will be required to complete a number of worksheets. 

Students will be required to develop a systematic understanding of the principle stages of configuring/deploying ‘network services’ in local and remote ‘virtualised’ network platforms.  Students will typically be required to complete a number of worksheets, (approximately 5 in total).  Example worksheets could be:   WS1: Build a Virtualised Network, WS2: Manage network resources, WS3: Enforcing user security policies, WS4: Implement Service architecture WS5: Intrinsic/Extrinsic Operating System security principles 
Exemplar:  ‘A simulated network infrastructure for secure local/remote management of intrinsic network based services.’

Assessment Component 2 – Coursework - 50%

Assessment is a written report (in the form of a security plan) which evaluates security principles and practices, which are demonstrated via deployment of security protocols tools, techniques and  practices in tutorials (e.g. Configuring Layer 2/3/4 IP Tables for Firewalling, Armouring the Operating System services against Port scanners NMAP, Vulnerability Assessment and Patching (Nessus, Update Services), Ethical hacking techniques: Kali Linux, Network node Performance benchmarking/vulnerability assessment.

Exemplar: ‘An applied network security audit/plan for a case study scenario. ‘

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Minas, M. et al (2014) Mastering Windows Server 2012, Sybex International


Cole E (2009) Network Security Bible 2nd Edition, John Wiley and Sons


Background

Minas, M. et al (2010) Mastering Windows Server 2008 R2, Sybex International


Hallberg B (2013) Networking A Beginners Guide, 6th edition, McGraw-Hill Osborne 

Desmond B. et al (2013) Active Directory: Designing, Deploying, and Running Active Directory 5th edition, O’Reilly Media 

Stallings W(2013)  Network Security Essentials, Applications and Standards 5th edition, Pearson 

Kurose J (2013) Computer Networking: A top down approach, 6th edition, Pearson

Negus C (2012), Linux Bible, 8th edition
De Laet D. et al (2008) Network Security Fundamentals 1st edition, John Wiley and Sons

Journals

ACM Transactions

IEEE (available from Apollo)

Computer Networking

Data Communications

Websites
http://www.visualwin.com/

http://www.windowsnetworking.com/articles_tutorials/

http://www.networkworld.com

http://www.serverwatch.com/tutorials

http://www.techtutorials.info/windows.html

http://www.windowsecurity.com/articles_ tutorials/

	MODULE CODE:
	M5X01050

	TITLE:

	Network Services

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	10

	
	

	JACS CODE:

	I120


AIM(S)

· To provide learners with a systematic understanding of essential principles, concepts and techniques in the design, configuration and implementation of ‘core network services’ (e.g. Virtualisation, Directory Services, DHCP, DNS) within the progressive field of enterprise networking.

LEARNING OUTCOMES

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

1. Design and deploy critical network services and resources within optimised virtualisation based environments.

2. Demonstrate a systematic understanding of the concepts, principles and technologies within network service architectures.

INDICATIVE CONTENT

· Introduction to Virtual networks and Hypervisor technology

· Active Directory design, deployment management/provisioning.

· Network object and resource management (users, computers).

· Appreciate the role of network privileges and service deployments (domain admin groups, authorisation 

· Implement local/remote network infrastructure services (RRAS)

· Install configure and manage network administration services (DHCP).

· Deploy, configure and manage DNS (Domain Name Service).

· Implement/provision web application/servers (e.g. IIS, Virtual Directories)

· Install, configure and deploy remote access services (FTP, RDP, and Terminal Services).

· Synthesize clustering technologies. (E.g. Network Load Balancing, Failover clusters).

· Evaluate Redundant architectures (e.g. RAID 0, RAID 1, RAID 5, RAID 10)

LEARNING AND TEACHING STRATEGY
Lectures, academic debate and directed reading/literature surveys of apposite technical/academic sources will be the main methods of acquiring knowledge. During tutorials students will be expected to complete theoretical and practical exercises aimed at demonstrating a systematic understanding of progressive technologies inherent in today’s enterprise networks.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	30
	30%

	Independent learning
	70
	70%

	Placement learning
	0
	

	TOTAL
	100
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 100%

Students will be required to develop a systematic understanding of the principle stages of configuring/deploying ‘network services’ in local and remote ‘virtualised’ network platforms.  Students will typically be required to complete a number of worksheets, (approximately 5 in total).  Example worksheets could be: 
WS1: Construct network topology/Directory Services, WS 2: Firewalls and Packet Filtering services, WS3: DHCP Deployment, configuration and secure management, WS 4: DNS Application, WS5: Clustering strategies (e.g. NLB, Failover clustering) - each approach the task in relatively linear fashion. The worksheet content may well change during the lifetime of the programme to reflect updated technologies. 

Exemplar: ‘Managing and maintaining core network services in local/remote network infrastructures.’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Minasi M, et al (2014) Mastering Windows Server 2012 R2, John Wiley and Sons, 

Morimoto R, et al (2013) Windows Server 2012 Unleashed 1st edition, Sams,

Background

Minasi M, et al(2010) Mastering Windows Server 2008 R2, John Wiley and Sons

Hester M, Henley C (2010) Microsoft Windows Server 2008 R2 Administration Instant Reference 1st edition, John Wiley and Sons 


SilberSchatz A, et al, (2009) Operating System Concepts 8th edition, John Wiley and Sons 

Hallberg B. (2013) Networking: A beginner’s guide 6th edition, McGraw-Hill Osborne 

Aitchison R, (2011) Pro DNS and BIND 10 1st edition, APress Academic 

Soyinka R, (2012) Linux Administration: A Beginners Guide 6th edition
Portnoy M, (2012) Virtualization Essentials 1st edition, John Wiley and Sons

Journals

Communications of the ACM

Computer Networks

Data Communications

Science Direct

Websites

http://www.windowsnetworking.com

http://www.dns.net/dnsrd/servers/windows.html

http://support.microsoft.com

http://www.linux.org

http://www.linux.com

http://www.opensource.org/

http://sourceforge.net/

http://freshmeat.net/

http://www.dwheeler.com/oss_fs_why.html

http://technet.microsoft.com

http://www.cisco.com

http://www.tcpipguide.com 

http://www.comptechdoc.org

http://www.theregister.co.uk

	MODULE CODE:
	M5X01062

	TITLE:

	Network Simulation

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I120


AIM(S)

· To understand simulations and to use simulation tools to analyse computer networks, protocols and data traffic and to ensure that students can apply obtained knowledge and effectively use relevant tools.

LEARNING OUTCOMES

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

1. Understand the role, concepts and principles of computer network simulations needed to design and implement a real world scenario.

2. Create simulation models and configure protocol, test and critically analyse network scenarios to meet real world requirements using simulation tools.

INDICATIVE CONTENT

· Basic Concepts and Techniques – Why simulation is important, what is a model, modelling and system terminology

· Performance evaluation techniques – types of simulation techniques

· Development of Systems simulations – overview of a modelling, project life, classifying life cycle process, describing a process

· Simulation modelling – performance measures, system parameters, the event

· Simulation execution – output analysis

· The traffic generator

· OPNET:

1. A network simulation package

2. Modelling network traffic

3. The project editor

4. Discrete event simulation (DES)

5. Node and process modelling

6. Custom device modelling project

7. Wireless modelling

8. Simulation kernels

9. OPNET Debugger (OBD) capabilities

LEARNING AND TEACHING STRATEGY
The majority of factual material will be presented in lectures using hand-outs, guided reading and use of internet and intranet material as required.

Tutorial classes will base on theoretical work where students will apply their understanding and knowledge from what they have learnt in lectures and course materials with the aid of text books, library databases and/or the Internet to conduct further research. The use of case studies may be used to reinforce the basic theory underlying this subject.

Laboratories will be used to enhances the understanding of theoretical concepts in the practical context and allow students to do practical work which involve development and experimentation with various types of network models with the aid of lab equipment and appropriate software such as OPNET, Packet tracer, GNS, etc.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 50%

Design and implement, with the use of network simulation, software and will be accessed via a formal laboratory report.

Exemplar: ‘Model and simulate the performance of a network infrastructure and protocols.’

Assessment Component 2 – Written – 50%

An examination will test theoretical concepts.

Assessment Summary

	Activity type
	Percentage

	Written
	50%

	Coursework
	50%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Mohsen Guizani, Ammar Rayes, Bilal Khan, Ala Al-Fuqaha (2010) Network Modelling and Simulation a Practical Perspective, John Wiley and Sons Ltd, 

Zheng Lu and Hongji Yang (2012), Unlocking the Power of OPNET Modeler, Cambridge University Press, 2012

Background

Michel C. Jeruchim, Philip Balaban, K. Sam Shanmugan (2012) Simulation of Communication Systems Second Edition, Modelling, Methodology, and techniques, Klumer Academic Publishers
Adarshpal S. Sethi and Vasil Y. Hnatyshin (2012) The Practical OPNET User Guide for Computer Network Simulation, Chapman and Hall/CRC

	MODULE CODE:
	M5X00615

	TITLE:

	Project Management

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	10

	
	

	JACS CODE:

	N213


AIM(S)

· To provide students with a critical awareness of the contemporary challenges facing IT managers and the key decisions they must take in order to satisfy the principal stakeholders to create quality systems within the promised timescale and budget. The student will be able to critically appreciate the importance of professional conduct and consider the ethical and legal issues facing IT personnel.

LEARNING OUTCOMES

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

1. Evaluate project management methods and techniques, and demonstrate an appreciation of the legal and ethical issues, including sustainability.

2. Demonstrate a critical awareness and systematic understanding of a range of contemporary project management techniques while working as a member of a team.

INDICATIVE CONTENT

· Understanding the roles and responsibilities within project teams and the management of people and change.

· Ethical, legal and professional responsibilities incumbent on IS/IT managers, e.g. intellectual property, data protection, codes of practice (BCS), legal frameworks, contracts.

· Resourcing alternatives: for example, outsourcing, developing bespoke software or purchasing sophisticated software packages (such as enterprise systems)

· Project Planning: Function Point Analysis (FPA), Critical Path Analysis (PERT, CPM), Gantt Charts, Work Breakdown Structures (WBS).

· Concepts of Quality Management: quality assurance, quality control methods, quality standards.

· Factors influencing project success or failure

· Risk management: health and safety, sustainability and green drivers for project success

· BCS guidelines on Green and Sustainable IT

· Financial appraisal methods, e.g. payback, discounted cash flow

LEARNING AND TEACHING STRATEGY

The conceptual, theoretical issues are suited to delivery during weekly lectures. However, tutorials are necessary to develop the practical skills required to investigate the requirements and design a solution to the business problem presented in the case study used as a vehicle for assessment.  The lecture and tutorials will be student driven, reflecting the knowledge and skill required at each stage of project development.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	30
	30%

	Independent learning
	70
	70%

	Placement learning
	0
	

	TOTAL
	100
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework – 100%

Students  will  be  required  to  write  a  written  report  discussing  project  management  concepts and methods.  They will also be required to create a written plan and/or do a group presentation to an audience of their peers that also demonstrates teamwork
Exemplar:  ‘Analyse the quality management procedure, risk management and ethical and legal issues that would be required when building a PID for a given scenario. Present plans while working as a team’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Hughes, B. and Cotterell, M. (2009), 5th Edition Software Project Management, McGraw-Hill

Maylor, H. (2010) Project Management. Financial Times/Prentice Hall

Background

Newton, R. (2013), The Project Management Book: How to Manage Your Projects to Deliver Outstanding Results, FT Publishing International

Barker, S., Cole, R. (2012) 3rd Edition, Brilliant Project Management: What the Best Project Managers Know, Do and Say, Pearson

Dobson, M.S. (2010) Creative Project Management. McGraw-Hill

Larson, E.W. (2010) 5th Edition, Project Management: The Managerial Process. McGraw-Hill

Journals

ACM Transactions on Information Systems

Behaviour and Information Technology

Communications on the ACM 

Journal of Strategic Information Systems

Journal of Systems Management

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://projectmanagement.ittoolbox.com/
http://www.michaelgreer.com/
http://www.ics.ltsn.ac.uk/resources/projman/index.html
http://www.niwotridge.com/Resources/PM-SWEResources/PMResources.htm
http://www.tickit.org/international.htm
	MODULE CODE:
	M5X01051

	TITLE:

	Research Methods

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	10

	
	

	JACS CODE:

	I100


AIM(S)

To underpin academic research and the third year major project, and to provide students with a comprehensive and systematic understanding of the knowledge and skills needed to collect, interpret, analyse, synthesise and present data using appropriate research methods.  The module will extend the student’s technical expertise in information systems development such that s/he is able to evaluate the suitability of different development methods for different situations.

LEARNING OUTCOMES

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

1. Review critically the current research literature pertinent to a research topic and communicate the results of the research to specialist and non-specialist audiences.

2. Demonstrate a sound understanding of research and development strategies and use these to produce a proposal suitable for a Major Project that meets ethical and sustainability guidelines.

INDICATIVE CONTENT

· Research principles and approaches (e.g. the research process, purpose, sources of data including primary/secondary research, quantitative/qualitative data, objective/hypothesis formation, reliability, validity, generalisability)

· Research design strategies, (e.g. experiments, surveys, case studies), their advantages and limitations, and their suitability to a variety of research contexts

· Data collection & sampling methods (e.g. interviews, questionnaires, observation), and their advantages and limitations in a variety of contexts 

· Data analysis of both qualitative and quantitative information, including the use of appropriate computer software

· Developing and structuring a research proposal: problem identification, formulating aims/hypotheses, sampling, sustainability and ethical issues and the practicalities of design

· Referencing conventions (e.g. the Harvard system, numeric system)

· Critical, analytical thinking and writing

LEARNING AND TEACHING STRATEGY

Students are required to critically analyse journal papers and produce a project proposal based on a self-selected topic. This module, therefore, requires that students demonstrate a high level of self-direction and initiative, and take responsibility for the direction of their own learning.  This is reflected in the teaching and learning strategy implemented. Lectures will be used to introduce conceptual, theoretical issues and key ideas and will allow students to engage in discussion on the application of the theoretical concepts to practical situations.  For the exploration of these topics and their application to practical, pathway-specific situations and case studies, tutorials are the most appropriate strategy.  During tutorials a flexible, student-led approach will be taken; students will discuss and develop individual project ideas, and will be given the opportunity to consult with topic specialists amongst the teaching team.  

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	30
	30%

	Independent learning
	70
	70%

	Placement learning
	0
	

	TOTAL
	100
	100%


ASSESSMENT

Assessment Component 1 – Coursework - 20%

Write a 400-word gobbet based upon one of several published papers relevant to their degree line.
Exemplar:
Reference text: Turing, Alan (1936). On Computable Numbers, with an Application to the Entscheidungsproblem. Proceedings of the London Mathematical Society 42:230-265.

Write a 400-word critique of the paper provided. This should cover the following factors:

· Context (20%) – What is the context of the paper? Are the authors big names in their field (or did they go on to become such)? What else was going on in the field at the time?
· Analysis (60%) – What are the key developments that this paper is describing? How important is this nowadays? What did it lead to? How does it differ from the other

· Evaluation (20%) – How important was the development reported in the paper? How long did it take to have an effect upon the field?
DON’Ts and DOs for Students 

DON’Ts 

• DON’T write an essay about the subject the paper relates to. If you are given a paper by Alan Turing then don’t write an essay about who Turing was, but instead discuss the contents of the paper, their context and their impact 

• DON’T just paraphrase what is already in the piece. You need to evaluate that information as well.

• DON’T get carried away writing a short biography of the author: only include information of the author that is relevant to assessing the value of this particular paper. 

• DON’T write an introduction and conclusion like with an essay. 

DOs 

· DO include cross-references to any other primary sources, written or otherwise, that you are aware of that contrast or corroborate with what is said in this paper. 
· DO include a bibliography showing everything you have read in preparing your critique, even if it is not specifically cited. The references and bibliography do NOT count towards the word count.
· DO be PRECISE, CONCISE and STRICT about only sticking to relevant information: you’ve only got 400 words. The use of bullet points is acceptable.
Assessment Component 2 – Coursework - 80%

Students are required to write a project proposal for the major project that they will complete in their third year.
Exemplar:

Identify an area of study, relevant to your degree pathway, in which you would like to conduct your own research for your B.Sc. final year research dissertation or project.

Produce a project proposal in which you introduce and justify your chosen research. The document should contain the following sections:

1.  INTRODUCTION / BACKGROUND TO THE PROPOSED RESEARCH

· Give your research a working title.

· Describe clearly the background to the subject area of study.  This should involve a short critical review of the literature pertaining to your research topic (diverse sources such as academic, governmental and industrial literature).  Ensure that all literature sources identified are referenced correctly (use the numeric system of referencing, and append a reference list and, where appropriate, a bibliography).

· Provide the reader with an understanding of the field in which your study lies and an idea of where and how your study fits into this field.  In other words, you must justify a rationale for the study, based on the literature review.  Why is the research worth doing? Is it topical, interesting, controversial, applied in a new context, etc? Have there been similar studies? Is there a gap?

· If relevant, introduce the industry/organisation/context that is being investigated.

· Define one overarching aim of the study (the research purpose). Construct a series of objectives that specify what you will do to achieve the aim (typically 3 or 4 objectives).  The objectives represent major components that direct your activity, i.e. to breakdown the study into identifiable sub-tasks. Ensure that they are SMARTly phrased, incorporating higher order verbs (to analyse…, to evaluate…, to design and develop… etc.).

· What are your expected outcomes/deliverables? What will you submit at the end of the study? A set of recommendations based on synthesis of primary and secondary research? Models and algorithms developed to address specific problems? Web design guidelines? 
2.  RESEARCH & DEVELOPMENT METHODS 

· Where relevant, identify and justify the research methods that you will use to gather your data and/or evaluate your results. This may include:

· Research philosophy and approach (positivism or phenomenology? Induction or deduction?)

· Research strategy (experiment, case study, survey, etc.)

· The study population and sample (who are they, do you have access?)

· Data collection methods for each objective (interview, questionnaire, observation, document review, etc.).

· Reliability and validity

· If relevant, identify and justify any development methods and techniques that you will use as part of systems development (e.g. lifecycle models, AGILE approach, prototyping, UML, storyboards, etc.).  

· Identify risks/limitations/ethical/legal issues and ways that you might deal with those risks.

· How will you analyse the data/evaluate your results? (e.g. SPSS, content analysis, compare with user requirements and aims and objectives, software tests, user tests, benchmarks, etc.) What statistical techniques do you plan to use?
3.  RESOURCES & PLANNING

· Identify any resources required (computer systems, application packages and programming languages to be used, access to journals or people).
· Construct a Gantt chart that demonstrates evidence of project planning and management. Identify the timescales for each component of the study. Make sure that your Gantt chart suitably represents the research and development models you have chosen to use.
Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

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

Weaver, P. (2004) Success in Your Project: a Guide to Student System Development Projects, Prentice Hall: Harlow

Background

Avison, D. and Fitzgerald, G. (2007) 4th Edition, Information Systems Development: Methodologies, Techniques and Tools, McGraw-Hill: Maidenhead.

Baase, S. (2008) 3rd Edition A Gift of Fire: Social, Legal, and Ethical Issues for Computing and the Internet: International Edition, Pearson: NY

Collis, J. and Hussey, R. (2009) 3rd Edition, Business Research: a Practical Guide for Undergraduate and Postgraduate Students, Palgrave Macmillan: Basingstoke

Klein, G. and Dabney, A. (2013) The Cartoon Guide To Statistics, Hill and Wang: NY.

Quinn, M. J. (2009) 3rd Edition, Ethics for the Information Age: International Edition, Pearson: NY

Yin, R K. (2008) 4th Edition, Case Study Research: Design and Methods, Sage: Beverly Hills.

Websites
http://www.acm.org

http://www.ieee.org

http://www.bcs.org

http://www.theregister.co.uk
	MODULE CODE:
	M5X01052

	TITLE:

	Responsive Web Design and Development

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I160


AIM(S)

· To develop students’ understanding of adaptable websites that are responsive and automatically adjust to the requirements of a variety of platforms and devices. The potential of using web development techniques to develop native mobile applications may also be explored.

LEARNING OUTCOMES

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

1. Demonstrate a sound understanding of the concepts and principles required to develop cross-platform and device-independent websites.

2. Deploy web development techniques in the implementation of websites to meet the needs of multiple devices.

INDICATIVE CONTENT

· Web design concepts and principles

· Adaptive web design: responsive design and dedicated mobile websites

· The viewport, Page Layouts, Grids and the CSS Box Model

· Fluid Layouts: CSS Relative Units of Measurement, Fluid Grids, Fluid Images and Media Queries

· Responsive Web Frameworks, e.g. Bootstrap, Foundation, Skeleton, etc. and Dynamic CSS Frameworks, e.g. Sass and SCSS, LESS, etc.

· Dedicated Mobile Websites: Client-side and server-side detection and redirection, and serving customised content

· Cross-browser support: progressive enhancement versus graceful degradation, and fixing browser incompatibilities with polyfills and shims e.g. Modernizr

· Mobile Web Apps with HTML, CSS and JavaScript e.g. jQuery Mobile, Appcelerator Titanium, PhoneGap

· HTML and JavaScript APIs for the Mobile Web, e.g. HTML web and offline storage, the Canvas API for drawing graphics, animations and graphical effects, games, etc., the Geolocation API, etc.

· Website Accessibility

· Testing and evaluation, optimisation and performance

LEARNING AND TEACHING STRATEGY
Essentially this module will have a vocational focus that will give the students an appreciation of the theoretical concepts and principles for the design and development of responsive and adaptive websites. The theoretical material will be delivered formally in lectures punctuated with practical examples and demonstrations. Tutorials will also be supported with practical laboratory based exercises to provide practical hands-on experience of designing and developing responsive websites.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 50%

Create responsive and adaptive websites. Document evidence of the theoretical knowledge of the concepts and principles relating to the design and implementation of adaptive websites.

Exemplar: ‘Evaluate the concepts of responsive web design strategies and develop a responsive website based on your personal interests, for example, an automative-based website, a fashion-based website.’

Assessment Component 2– Coursework - 50%

Implement a mobile web solution demonstrating the use of responsive or adaptive web development techniques. This may also include the development of native mobile web applications using HTML mobile web app technologies such as PhoneGap.

Exemplar: ‘Develop and evaluate a mobile compatible website application, for example, a mobile compatible web game application.’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Frain, B. (2012), Responsive Web Design, Packt

Gasston, P. (2013), The Modern Web: Multi-Device Web Development with HTML5, CSS3, and JavaScript, No Starch

LaGrone, B. (2013), HTML5 and CSS3 Responsive Web Design Cookbook, Packt

Weyl, E. (2013), Mobile HTML5, O'Reilly Media

Background

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

Lassoff, M. (2013), JavaScript for Beginners, LearnToProgram

Duckett, J. (2014), JavaScript and jQuery: Interactive Front-End Web Development, Wiley

Firtman, M. (2012), jQuery Mobile: Up and Running, O'Reilly Media

Camden, R. and Matthews, A. (2013), jQuery Mobile Web Development Essentials, Second Edition, Packt

Carlos, G. (2012), Responsive Web Design with jQuery, Packt

Firtman, M. (2013), Programming the Mobile Web, O'Reilly Media

Wargo, J. M., (2012) PhoneGap Essentials: Building Cross-platform Mobile Apps, Addison Wesley

Fulton, S. and Fulton, J. (2013), HTML5 Canvas, 2nd Edition, O’Reilly

Werdmuller, B. (2013), Instant HTML5 Geolocation How-to, Packt

Watson, A. (2012), Learning Modernizr, Packt

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:
	M5X01053

	TITLE:

	Robotic Systems

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	H671


AIM(S)

· To provide students with a comprehensive understanding of a number of robotic systems and architectures.

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 concepts principles and theories relevant to robotic systems.

2. Generate and justify a range of solutions to robotic related problems, exercising critical judgment across a range of issues.

INDICATIVE CONTENT

· Robotic Systems

1. History

2. Architectures:

· Single agent robot architectures: e.g. deliberate, behaviour based and hybrid

· Multi-agent architectures: e.g. multi-robot systems, swarm robot systems, distributed robot systems and field robot systems

· Mobile Robots

1. Locomotion:

· Legged mobile robots

· Wheeled mobile robots

· Aerial mobile robots

· Etc.

2. Kinematics:

· Kinematic models and constraints

· Mobile robot manoeuvrability

· Mobile robot workspace

· Motion control

3. Perception

· Sensors for mobile robots

· Fundamentals of computer vision

· Fundamentals of image processing

· Feature extraction

· Place recognition

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
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 50%

Design a robotic solution for a given problem that demonstrates critical judgement in the selection of architecture, locomotion, kinematics and perception. Produce a report that documents the design considers appropriate alternatives for the given case study.

Exemplar: ‘Create by use of critical judgement a robotic machine to move objects between specified locations’

Assessment Component 2 – Coursework - 50%

Design a robotic solution for a given case study that demonstrates critical judgement in the selection of architecture, locomotion, kinematics and perception. Produce a report that documents the design considers appropriate alternatives for the given case study.

Exemplar: ‘Create by use of critical judgement a robotic machine to meet the requirements of a given case study’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Mataric, M. (2007) The Robotics Primer, MIT Press

Nonami, K., Kendoul, F., Suzuki, S., Wang, W. & Nakazawa, D. (2010) Autonomous Flying Robots: Unmanned Aerial Vehicles and Micro Aerial Vehicles, Springer

Siegwart, R. & Nourbakhsh, I. (2011) Introduction to Autonomous Mobile Robots, MIT Press

Background

Bekey, G. (2005) Autonomous Robots: From Biological Inspiration to Implementation and Control, MIT Press

Choset, H., Lynch, K., Hutchinson, S., Kantor, G. Burgard, W., Kavraki, L & Thrun, S. (2005) Principles of Robot Motion, MIT Press

Corke, P. (2011) Robotics, Vision and Control: Fundamental Algorithms in MATLAB, Springer

Margolis, M. (2012) Make an Arduino-Controlled Robot, Maker Media Incorporated

McComb, G. (2011) Robot Builder’s Bonanza 4th Edition, Mc Graw-Hill Professional

Thrun, S. Burgard, W & Fox, D. (2005) Probabilistic Robots, MIT Press

Journals
ACM Digital Library

IEEE Xplore Digital Library
	MODULE CODE:
	M5X01054

	TITLE:

	Software Engineering Principles

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I300


AIM(S)

· To provide students with the ability to deploy software engineering principles and to expose them to the dynamics of group working in a cross-disciplinary environment in order to develop a product.

LEARNING OUTCOMES

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

1. Understand Software Engineering concepts, principles and practice
2. Apply Software Engineering principles and techniques in the development of a software product

3. Work under guidance as a team member, manage a team and communicate their ideas to an audience of their peers.

INDICATIVE CONTENT

· Time-tabling and setting of interim and final objectives

· Team management, Role selection and the task assignment

· Software design methods and approaches (e.g. object-oriented analysis and design)

· Software design models e.g. Waterfall model, spiral model

· Agile methods e.g. eXtreme Programming, Scrum etc.

· The Software Engineering process

1. Requirements analysis e.g. use cases

2. Software design principles e.g. object oriented methods, structural and architectural design, cohesion, coupling, models, notations, sequence diagrams, state charts, etc

3. Implementation strategies e.g. top down, bottom up, component based

4. Software testing e.g. test specifications, black box, white box, etc

· Software design documentation

· Software Configuration Management

1. Version Control (CVS, SVN git etc.)

2. Continuous Integration Servers e.g. Jenkins, Hudson etc. 

· Ethical and Professional Issues (including BCS code of conduct including Sustainability and Green Drivers for Project Success)

LEARNING AND TEACHING STRATEGY
The conceptual issues will be delivered via lectures and reinforced though weekly tutorials. Workshops will be used to introduce more practical elements such as the use of version control software and CASE tools. The groups of students involved in the module will normally be drawn from level 5 of the BSc Software Engineering, though interaction with students from the BSc Computer Games Development program will be encouraged. The progression of the group work will be monitored by scheduled group tutorials during which students will be required to provide evidence of progress through log books and/or minutes of meetings. The assessment of the work will also involve a consideration of peer assessment.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Written - 30%

Questions will require students to demonstrate an understanding of Software Engineering principles and practices. This will include the ability to develop and sustain arguments for the selection of a software engineering methodology for given project/case study and the application of these techniques. 

Assessment Component 2 – Coursework - 70%

This will take the form of a group project in which the student will be presented with a scenario applicable to the student’s course (Computer Games Development or Software Engineering) with a member of staff acting the client and will follow a phased model with formative feedback at the end of each phase.  Student will be expected to present their final product and an overview of the process at the end of the module.  

Exemplar:   
‘Simple Metronome’ – Software Engineering

 

‘Assignment Run!’ – Computer Games Development

Assessment Summary

	Activity type
	Percentage

	Written
	30%

	Coursework
	70%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

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

Wazlawick, R. (2014) Object-Orientated Analysis and Design for Information Systems, Morgan Kaufmann

Background

Tegarden D. (2012) Dennis A., Wixom B., Systems Analysis and Design with UML, 4th Editon., John Wiley and Sons 

Martin, R. C. (2011) Agile Software Development: Principles Patterns and Practices, Pearson 

Pressman, R. (2009) Software Engineering a Practitioners Approach, 7th Edition, McGraw-Hill, 

Hazzan, O., Dubinsky, Y. (2008) Agile Software Engineering, Springer

Freeman S., Pryce N. (2009) Growing Object-Orientated Software, Guided by Tests, Addison-Wesley 

Jorgensen, P. C. (2013) Software Testing: A Craftman’s Approach, 4th Edition, Auerbach Publications 

Humble, J., Farley D. (2010) Continuous Delivery: Reliable Software Releases though Build Test and Development Automation, Addison-Wesley 

Turner, R. (2008) The Handbook of Project-based Management Leading Strategic Change in Organisations, 3rd Edition, McGraw-Hill Professional, 

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

Loeliger J., McCllough M. (2012) Version Control with GIT, 2nd Edition 

Smart., J. F. (2010) Jenkins: The Definitive Guide 

Websites 

http://www.rspa.com/spi/

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

http://www.sei.cmu.edu/sei-home.html
	MODULE CODE:
	M5X01055

	TITLE:

	System Software and Multi-User Applications Engineering

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I120


AIM(S)

· To provide students with a sound knowledge of the design and implementation of applications using appropriate system software and engineering principles. It includes operating systems theory and a synthesis of more specialized software engineering concepts, programming paradigms and techniques.

LEARNING OUTCOMES

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

1. Demonstrate a good understanding of the principles and concepts of system software and the design and architecture of multi-user applications

2. Select and deploy system software concepts in the implementation of multi-user/networked applications

3. Evaluate the architecture, infrastructure provided by the system software and the software principles, concepts and techniques used in application development.

INDICATIVE CONTENT

· Operating systems principles e.g. process, threads, scheduling, etc

· Inter process communication, multi-threading, process synchronization e.g. semaphores, mutexes, etc. 

· Systems tools e.g. cross-compilers, debuggers, linkers, etc

· Networked multi-user architectures and development e.g. client server architecture, peer-to-peer, N-tier architectures, etc.

· Server architecture, performance analysis and optimization e.g. compression, etc. 

· Application development for single and/or multi-core systems e.g. POSIX threads, Boost Treads, etc. 

· Networked application development and multi-user networked server/service development e.g. building web/streaming/data servers. 

· Server security issues, encryption, user authentication, etc. Transmission error detection and correction. 

· Software development concepts and techniques for high-performance multi-user systems. Including appropriate abstract data structures, algorithms, programming paradigms, etc. E.g. Boost MPI, MPICH2 etc. 

LEARNING AND TEACHING STRATEGY
Key ideas and concepts will be delivered through lectures, which will allow students to gain the knowledge applicable to the module. The students will be encouraged to further study these topics and apply their findings in course-works and weekly programming exercises which will encourage the students to develop their technical skills and reinforce their learning. There will also be a number of seminar-style tutorials (discussion groups) for the more theoretical parts of this module and the dissemination of student research.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 50%

Students will investigate and produce a report on an element of system software.  This may be formalised as a question to which students must provide a answer or case study which requires a supported recommendation.  

Exemplar:  ‘Desktop scheduling algorithms are not suitable for server operating systems’

Assessment Component 2 – Coursework - 50%

Students will develop multi-user/networked applications and evaluate both the techniques they have applied and those they could have applied.
Exemplar:  ‘Produce a multi-client chat application with a centralised multi-threaded server’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Blanchette, J., Summerfield M. (2008) C++ GUI Programming with QT4, 2nd Edition, Prentice Hall

Stevens, R. W. (2012) UNIX Network Programming: Interprocess Communications, Volume 2, 2nd Edition, Prentice Hall 

Stevens, R. W., Fenner, B., Rudoff, A., M. (2003) UNIX Network Programming: The Sockets Networking API, Volume 1, 3nd Edition, Prentice Hall

Background

Tanenbaum, A. S. (2008) Modern Operating Systems, 3rd Edition, Pearson Education 

Shotts, W. E. (2012) The Linux Command Line: A Complete Introduction, 1st Edition, No Starch Press 

Summerfield, M. (2010) Advanced Qt Programming, 1st Edition, Prentice Hall 

Rischpater, R. (2013) Application Development with Qt Creator, 1st Edition, PACKT Publishing 

Love, R. (2013) LINUX Systems Programming, 2nd Edition, O’Reilly Media 

Kerrisk, M. (2010). The LINUX Programming Interface, 1st Edition, NO STARCH PRESS 

Jones, T. M. 2008) GNU/Linux Application Programming, 2nd Edition, Cengage Learning

Websites 

http://www.linuxjournal.com

http://www.windowsxpmagazine.co.uk

http://www.freeos.com

http://www.osdata.com/
	MODULE CODE:
	M5X01057

	TITLE:

	Tool Development

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I710


AIM(S)

· Develop a systematic understanding of advanced graphics API programming concepts used to develop and integrate software tools into existing industry standard computer graphics applications.

LEARNING OUTCOMES

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

1. Evaluate and select suitable methods to solve specific problems in the tools chain pipeline

2. Integrate code within an existing graphics API framework to extend existing graphics functionality within industry standard modelling and animation environments.

INDICATIVE CONTENT

· Programming IDEs

· Modelling and animation APIs

· GUI development

· Large-scale tool development

· Animation pipelines – data capture devices / motion capture / rigging

· Tools development / enhancement / integration

· Render pipeline

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
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 100%

Identify and evaluate suitable methods and approaches to solve a given graphics tool-chain problem. Devise and sustain arguments for the selected approach. Use programming, modelling and animation SDKs and APIs to extend existing modelling and animation functionality in order to solve a given problem.

Exemplar: ‘Use programming, modelling and animation SDKs and APIs to extend existing modelling and animation functionality in order to solve a given problem.’
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:
	M5X01058

	TITLE:

	Web Development

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I320


AIM(S)

· To provide students with a systematic understanding of web development using server-side programming languages.

LEARNING OUTCOMES

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

1. Evaluate the concepts, principles, technologies and techniques used in the development of web applications.

2. Design and implement web applications using server-side programming language(s) to resolve a range of web-based problem scenarios.

INDICATIVE CONTENT

· Server-side programming languages eg PHP, ASP.NET

· Syntax, semantics, constructs including data types, variables, operators, arrays, lists etc.

· Web-based database programming techniques providing typical CRUD functionality

· Implementing dynamic database relationships 

· Reading and validating data from web forms eg cleaning data, string processing

· Handling stateless HTTP eg cookies, sessions

· Dynamic content eg user-driven events

LEARNING AND TEACHING STRATEGY
Essential concepts and principles will be delivered formally in lectures 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
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Coursework - 50%

The assignment will require students to implement web applications meeting the requirements of a loosely-defined scenario. Implement a web application to solve a range of problems.

Exemplar: ‘Develop an eCommerce application using PHP and MySQL’

Assessment Component 2– Coursework - 50%

The assignment will require students to implement web applications meeting the requirements of a loosely-defined scenario. Implement a web application introducing a web framework or library.

Exemplar: ‘Develop a car rental web application using ASP.Net’

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Walther S and Dudek N S (2014) ASP.NET 4.5 Unleashed, Sams

Ullman, L (2011) PHP and MySQL for Dynamic Web Sites: Visual QuickPro Guide, Peachpit Press

Background

McGrath, M (2012) PHP and MySQL In Easy Steps, in easy steps.
Tatroe K, MacIntyre P and Lerdorf, R (2013) Programming PHP, O Reilly.
MacDonald, Matthew (2012) Beginning ASP .NET 4.5 in C# 5th Edition, Apress.

Gaylor, JN., Wenz, C., Rastogi, P and Miranda, T (2013) Professional ASP.NET 4.5 in C# and VB, Wrox.

Websites 

http://www.php.net

http://www.phpbuilder.com/‎

http://www.asp.net/mvc
	MODULE CODE:
	M5X01059

	TITLE:

	Web Technologies for Business

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I161


AIM(S)

· To develop the students understanding practical and professional skills in applying Web Technologies to meet business needs including areas such as Web design, Social Media and e-Business applications.

LEARNING OUTCOMES

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

1. To evaluate and use the applications required to design and create a professional online Web and Social Media presence for a Business.

2. To evaluate and select appropriate current and emerging e-Business Applications for professional use in a real-world organisation scenario.

INDICATIVE CONTENT

· Business branding

· Social Media and e-Marketing strategies.

· Site design themes including colour schemes, image and media object creation

· Cloud-based web site design applications

· Content Management systems (CMS)

· Cloud Computing concepts characteristics and service-models

· E-Commerce requirements and application solutions

· M-commerce strategy and application solutions

· Electronic Gamification strategies

· Information systems strategy including frameworks for assessing an IS strategy within an organisation e.g. Nolan’s stages of growth, Ward and Peppard’s categories of strategic IS and critical success factors.

· Cloud-based business applications for functional areas such as e-finance, e-HRM, e-Procurement, e-Marketing.

· Cloud-based applications to enhance business communication, collaboration administration and project management.

· Sustainable Data Centres.

· Enterprise e-Business systems such as ERP, CRM and SCM.

· Current information systems development issues/themes e.g. e-learning, e-voting, e-health and well-being.

· Security, privacy and ethical issues in information systems management 

LEARNING AND TEACHING STRATEGY
Essential concepts and principles will be delivered formally in lectures, supported by practical laboratory exercises that will allow students to use appropriate tools and apply theoretical understanding. Case-study examples will be explored to highlight industry best-practices throughout.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Practical - 50%

Produce a Website, Social Media and e-Marketing strategic plan for a Business. Assessed via a presentation and delivered to peers and module tutor.

Exemplar: ‘Develop an online web presence, social media and marketing strategy for a business of your choice.’
Assessment Component 2 – Coursework – 50%

Test and evaluate a variety of e-Business applications. A written assignment to be submitted in professional report format.
Exemplar: ‘Write a report that evaluates the electronic and information system requirements and recommends an e-business solution for an organisation of your choice.’
Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	50%

	Practical
	50%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Ryan, Damian, and Calvin Jones. (2012) Understanding Digital Marketing: Marketing Strategies for Engaging the Digital Generation. Philadelphia, PA: Kogan Page.

Laudon, Kenneth C, and Traver. (2013) 4th Edition, E-commerce: Business. Technology. Society. Pearson.

Rhoton, John. (2013) Cloud Computing Explained. London: Recursive Press.

McNeil, Patrick. (2013) The Web Designer’s Idea Book. Volume 3. Cincinnati, Ohio; Newton Abbot: How Design; David and Charles.

Background

Chaffey, Dave. (2011) E-business and E-commerce Management: Strategy, Implementation and Practice. Harlow, England; New York: Pearson/Financial Times Prentice Hall.

Piccoli, Gabriele. (2012) Information Systems for Managers: Text and Cases. Hoboken, NJ: Wiley, 

Brown, Carol V. (2012) Managing Information Technology. Upper Saddle River, N.J.: Pearson Prentice Hall.

Blanchard, Olivier. (2011) Social Media ROI: Managing and Measuring Social Media Efforts in Your Organization. Indianapolis: QUE.

Chaffey, Dave, and P. R Smith. (2013) Emarketing Excellence: Planning and Optimizing Your Digital Marketing. Abingdon, Oxon; New York: Routledge,.

Daconta, Michael C. (2013) Great Cloud Migration: Your Roadmap to Cloud Computing, Big Data and Linked Data. Outskirts Press.

Laudon, Kenneth C, and Jane P Laudon. (2014) Management Information Systems: Managing the Digital Firm. Harlow: Pearson Education Limited.

Scott, David Meerman. (2013) The New Rules of Marketing and PR: How to Use Social Media, Online Video, Mobile Applications, Blogs, News Releases, and Viral Marketing to Reach Buyers Directly.

Ryan, Damian, and Calvin Jones. (2012) Understanding Digital Marketing: Marketing Strategies for Engaging the Digital Generation. Philadelphia, PA: Kogan Page.

McHarry, Sarah. (2013) WordPress to Go: How to Build a WordPress Website on Your Own Domain, from Scratch, Even If You Are a Complete Beginner.

Journals

International Journal of Online Marketing (IJOM)

Journal of Digital and Social Media Marketing

ACM Transactions on Information Systems

Information Management Journal 
Information and Management
Information Systems Journal
Information Systems Management
International Journal of Electronic Commerce

Journal of Strategic Information Systems

Journal of Systems Management

Websites 

http://www.informationweek.com 

http://www.forbes.com/technology/ 

http://marketingland.com 

http://www.clickz.com 

http://www.entrepreneur.com/topic/online-marketing 

http://www.digitaltrends.com/social-media/ 

http://www.ecommercetimes.com 

http://venturebeat.com/tag/e-commerce/
	MODULE CODE:
	M5X01060

	TITLE:

	Wireless Networks

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I120


AIM(S)

· To develop technical knowledge of wireless networking, wireless applications and protocols and to focuses on design, implementation, simulation and performance evaluation of wireless LANs and protocols.

LEARNING OUTCOMES

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

1. Demonstrate sound understanding and analyse the basic technologies needed to design and implement a wireless LAN.
2. Design, implement, simulate and conduct performance evaluation of wireless LAN and protocols.

INDICATIVE CONTENT

· Wireless Networking technologies: IEEE802.11a,b,g,e etc

· WLANs – Wireless Mesh Networks (WMNs), Wireless Sensor Networks (WSNs), Mobile Ad hoc Networks (MANet) etc. 

· IEEE802.16 and other emerging technologies.

· Wireless LAN Standard – Protocol architecture, architecture and services, MAC, Physical layer

· Basic signals and modulation, radio waves and wave propagation

· Wireless hardware including client adapters, access points, bridges and antennas

· Wireless design and topologies

· Mobile IP and other mobile technologies

· Simple queuing theory

· Protocol Design

· Characterisation of network traffic 

· Simulation and Modelling of networks

LEARNING AND TEACHING STRATEGY
The majority of factual material will be presented in lectures using hand-outs, guided reading and use of internet and intranet material as required.

Tutorial classes will base on technical design and theoretical work where students will apply their understanding and knowledge from what they have learnt in lectures and course materials with the aid of text books, library databases and/or the Internet to conduct further research. The use of case studies may be used to reinforce the theory and technical design underlying this subject.

Laboratories will be used to enhances the understanding of theoretical concepts in the practical context and allow students to do practical work which involve design and experimentation with various types of network models with the aid of lab equipment and appropriate software such as OPNET, Packet tracer, GNS, etc.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%


ASSESSMENT

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

Assessment Component 1 – Written - 50%

Demonstrate both theoretical and practical knowledge of the technologies needed to create a wireless LAN. Evidence of design skills and theoretical knowledge will be tested in a formal examination.
Assessment Component 2 – Coursework – 50%

Design network model and configure protocols using advanced network simulation software such as OPNET and present the results in a written report.

Exemplar: ‘Design and simulate of a Simple Wireless Local Area Network.’
Assessment Summary

	Activity type
	Percentage

	Written
	50%

	Coursework
	50%

	Practical
	0%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Stallings, W (2014) Wireless Communications and Networks, Pearson New International Education

Background

Zheng Lu and Hongji Yang (2012), Unlocking the Power of OPNET Modeler, Cambridge University Press

Tannebaum, A, Wethall David (2014) Computer Networks, fifth ed., Pearson Education Limited 

Gast, Matthew (2013) 802.11 Wireless Networks the Definitive Guide, O’Relly Media, Inc, 2013

Safiullah Khan, Al-Sakib Pathan, and Nabil Ali Alrajeh (2012) Wireless Sensor Networks, current status and future trends, CRC press, Taylor and Francis Group

Mathley, S, Essentials of Wireless Mesh Networking, Cambridge University Press, 2009.
Websites 

WilliamStallings.com/Wireless/wireless2e.html

WilliamStallings.com/StudentSupport.html

Comp.std.wireless

	MODULE CODE:
	M5X01061

	TITLE:

	Work Based Project

	DATED:

	03/06/2014

	
	

	LEVEL:  
	5

	CREDITS:
	20

	
	

	JACS CODE:

	I900


AIM(S)

· To develop in students a systematic understanding of issues relevant to workplace problems. It will encourage the student’s self-motivation and analytical abilities through the investigation, planning and creation of new service opportunities that will assist in remedying work related / organisational problems.  

LEARNING OUTCOMES

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

1. Understanding the complexities of workplace problems and documentation needs.

2. Apply  independent  research  techniques  and  information  to  analyse a work related/organisational problem.

3. Communicate, using correct management methods, structured documentation that reflects on the impact of any changes proposed within the workplace.

INDICATIVE CONTENT

· Identify problems that arise in the organisation or in the course of the work. 
· Use project planning process, structure, format and best-practice examples.

· Consider professional, legal, ethical and sustainable issues within the professional working environment.

· Investigate product development, operations and production plan e.g. intellectual property rights (copyright, trademarks and patents), production facilities, IT requirements. 

· Understand financial plan e.g. sources of finance to start-up a business, costings, breakeven analysis, cash flow predictions, profit and loss accounts

LEARNING AND TEACHING STRATEGY

Students will investigate/analyse an agreed area of work-related activity relevant to the student’s course. The focus and limits for each student’s investigation will be individually negotiated. The module is not limited to specific content or investigatory techniques. 
A series of lectures/tutorials during the academic year will provide the general support for the development of the student’s proposal and structure of his/her project and documentation. Tutorials will allow a more interactive learning experience for the student where they will be encouraged to engage and lead class discussions into areas that are pertinent to problem and projects in the workplace.

Students, on an individual basis, will need to agree a focused are of work-related activity. A clear outline of and agreed method of study will be planned with the lecturer and an organisational representative.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	10
	5%

	Independent learning
	180
	90%

	Placement learning
	10
	5%

	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- 75%

Students will be required to investigate and analyse a work-related problem or project and report findings through a presentation of report/portfolio.

Exemplar:  Following lecturer/ tutor consultation: ‘Investigation/analysis an agreed area of work-related activity, requiring the student to identify that activity, its focus and limits, and agree methods of management for its solution.’

Assessment Component 2 – Practical - 25%

The student will be required to present the work completed in Assessment Component 1 at the time of submission.

Assessment Summary

	Activity type
	Percentage

	Written
	0%

	Coursework
	75%

	Practical
	25%

	TOTAL
	100%


BIBLIOGRAPHY

Essential

Avison, D. and Fitzgerald, G. (2007) Information Systems Development: Methodologies, Techniques and Tools, 4th  Edition, McGraw-Hill: Maidenhead.

Hughes, B. and Cotterell, M. (2009), 5th Edition Software Project Management, McGraw-Hill

Background

Quinn, M. J. (2009) Ethics for the Information Age: International Edition, 3rd Ed., Pearson: NY

Journals

ACM Transactions on Information Systems

Behaviour and Information Technology

Communications on the ACM 

Journal of Strategic Information Systems

Journal of Systems Management

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://projectmanagement.ittoolbox.com/

http://www.michaelgreer.com/

http://www.ics.ltsn.ac.uk/resources/projman/index.html

http://www.niwotridge.com/Resources/PM-SWEResources/PMResources.htm

http://www.tickit.org/international.htm

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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