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AIM(S)
· To provide students with a systematic understanding of the concepts underlying the implementation of interactive web, games, desktop or mobile experiences.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to:
· Evaluate the concepts, principles and technologies and techniques used in the development and creation of interactive experiences
· Select and deploy appropriate scripting and programming languages and techniques in the implementation of applications for real-world problem scenarios.

INDICATIVE CONTENT
· Modern scripting tools and programming languages for designing and creating interactive applications and user interface systems.
· Software development libraries, frameworks and design patterns for application development e.g. design patterns to support separation of concerns.
· Data access, management and manipulation techniques, options for preserving data and dynamic content.
· Responsive and interactive user interfaces and experiences
· Testing, debugging and evaluation, optimisation and performance.

LEARNING AND TEACHING STRATEGY

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

The study time for the module is divided as follows:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	0%

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Coursework: implementation with appropriate supporting documentation 
	2,500 words or equivalent
	50%




Assessment Component 2

	☐	Written exam
	☒	Coursework
	☐	Practical



	Mode of assessment
	Volume
	Weighting

	Coursework: implementation with appropriate supporting documentation 
	2,500 words or equivalent
	50%




Assessment Summary
	Activity type
	Percentage

	Written exam
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%
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	Module Title
	Application Development

	Classification
	Reading List entry
	Electronic*

	Essential
	Preec, J., Sharp, H., Rogers, Y., 2015, Interaction Design: Beyond Human-Computer Interaction 4th Edition, Wiley
	☒

	Essential
	Krug, S., 2014, Don't Make Me Think, Revisited: A Common Sense Approach to Web Usability (3rd Edition) (Voices That Matter), New Riders
	☒

	Further
	Coleman, B., Goodwin, D., 2017, Designing UX: Prototyping: Because Modern Design is Never Static 1st Edition, SitePoint
	☒

	Further
	Japiske, P, Grossnicklaus, K., Dewy, B., 2017, Building Web Applications with Visual Studio 2017
	☒

	Further
	Chambers, J., Paquette D., Timms, S., 2016, ASP.NET Core Application Development, Microsoft Press
	☒

	Further
	Adams, E., 2013, Fundamentals of Game Design, 3rd Edition, New Riders
	☒

	Further
	Hocking, J., 2018, Unity in Action: Multiplatform game development in C# 2nd Edition, Manning
	☒

	Further
	Leung, T., 2017, Beginning PowerApps: The Non-Developers Guide to Building Business Mobile Applications, Apress
	☒

	Further
	Pratt, P., J., Last, M. Z., Shelly Cashman Series Microsoft Office 365 & Access 2016: Comprehensive (MindTap Course List) 1st Edition, Course Technology
	☒




