PROGRAMME SPECIFICATION

for an UG/PG/Integrated Masters Programme Leading to an Award of

BSc Multimedia & Computer Graphics

The University of Northampton
Unless otherwise stated all sections must be completed.

	1 Awarding Institution
	The University of Northampton

	2 Teaching Institution
	AASTMT & The University of Northampton 

	3 Programme Accreditation
	

	4 Final Award
	BSc Multimedia & Computer Graphics



	5 Title of Programme/Route/Pathway
	BSc Multimedia & Computer Graphics



	6 UCAS Code
	n/a

	7 Benchmarking Group (QAA or other) where appropriate
	Computing


	8 Programme Mission Statement

	UoN, The programme is designed to meet the need for the computing professional and thus has a high degree of vocational relevance.  

It aims:

To provide an up to date programme in the field of computing; relevant and responsive to the needs of industry and commerce, whilst possessing academic depth and rigour appropriate to a honours degree level programme;

To develop the student’s interpersonal and problem solving skills, together with the ability to undertake sustained academic activity both independently and in groups;

To develop the student’s capacity for academic study and research, leading to the ability to evaluate, analyse and synthesise information, and confidence to present a personal point of view;

To inform students of current best practice within the institution's developing computing field and give an appreciation of likely future developments

Understand the requirements of appropriate computing professional institutions and the importance of continuing professional development.

To engage on a structured programme of study at honours degree level

To provide an in-depth knowledge of software and hardware aspects involved in contemporary computer systems engineering;

To equip students with skills and knowledge to enable them to embark on a range of careers, in the field of computing, or allied professions. Also to provide appropriate lifelong skills and the ability to cope with change;

AASTMT , Our mission is to efficiently integrate all of our facilities, and resources to prepare young generations for the requirements of the knowledge based societies and to proactively provide competitive, intellectual, and market-driven academic programs, research, and community services and pledges strong collaboration between our faculty, staff members, students, researchers, alumni, and industrial and business leaders. Further to maintain and develop long term and lasting partnerships with Arab institutions, and internationally acknowledged bodies.
Provide a calibre graduate of computer science through theoretical, and practical training on the state-of-the-art programming toolkits to provide suitable solutions to real-world problems.

Become a regional and international leader in the scholarly research.

Provide students the inspiration to become technological entrepreneurs through shaping the near future with intelligent ideas.  


	9 Programme Learning Outcomes (normally a maximum of 12)
State the Learning Outcomes for the award. Details of the modules that will contribute to the achievement of these Programme Learning Outcomes can be found in the Programme to Module Learning Outcomes map (Appendix 1). The Assessment Map is contained in Appendix 3. Further details of the teaching, learning and assessment methods used to enable students to achieve and demonstrate these outcomes can be found in the individual Module Specification documents. 

All learning and teaching at the University of Northampton is undertaken using an Active Blended Learning methodology (ABL) in line with a University-agreed definition. This may not necessarily be the case for iterations of the modules on this Programme when taught at partner delivery institutions.

	Write your PLOs using the following prefixes:

By the end of this Programme, with limited guidance, students will be able to:


	A: Subject Knowledge and Understanding and Application

Demonstrate a requisite understanding of the main body of knowledge, including:



	A1
	analyse and apply the software development process, including current techniques and methods

	A2
	evaluate and analyse hardware aspects for communication/control between and within various platforms; 

	A3
	evaluate and analyse the organisational context within which computer systems are embedded;

	A4
	evaluate and analyse the operation and management of computer network engineering and internet systems;

	A5
	evaluate and analyse the human factors associated with the design and use of software systems;

	A6
	evaluate and analyse various computer system architectures;

	A7
	evaluate and analyse analytical techniques e.g. computer mathematics

	A8
	develop a prototype applications and projects applied to Information Systems; Computer Science; Software Engineering; Multimedia & Computer Graphics or; Computer Engineering.

	B: Employability and Changemaker Skills
 (min 3, usually 1 per category)

	Problem solving: B1
	Solve, evaluate and justify straightforward computing problems including some abstract problems, proposing refinements

	Communication: B2
	Accurately, clearly and appropriately communicate information in written, visual and digital formats

	Self management: B3
	Critically reflect on personal performance identifying developmental needs

	Group and Teamwork: B4
	Perform and function effectively as part of a team


 
	10 Learning Outcomes for Intermediate Awards

	n/a


	11 PSRB Requirements

	n/a


	12 Assessment strategy

	Students are assessed by variety of assignments only and assignments and end of year examinations depending on the module.

The programme of study is supplemented by case studies, seminars, projects and practical work supported by lectures and tutorials.


	13 Programme structure

	See Award Map (Appendix 4).  

Describe any special features in method(s) of delivery e.g. work-based learning.


	14 Admissions Policy and Criteria

	The Admissions Policy for the Computing Programmes is in accordance with the University’s Admissions; and Equality and Diversity policies; and seeks to recruit to the programme students from diverse educational and social backgrounds who have the ability to benefit from and motivation to complete the programme. The programme welcomes applications from those with a wide variety of educational qualifications, and will consider on merit applicants with no formal qualifications.
Please refer to AASTMT Education and Study Regulations, Parts 1 & 2, and UoN Academic and Student Regulations 2017-18, Section 1.

The completion of year one of the AASTMT computing programme is considered for entry to stage one of the dual degree. AASTMT Entry Requirements:
The students are admitted to the College on the basis of their general secondary school certificate record (or its equivalent). Applicants must not be more than 22 years of age at the time of enrolment unless military status is settled. Applicants should not be previously expelled from any other university. 
Applicants take a placement English test to evaluate their English language level. Should they not pass the placement test, applicants are required to take a preparatory English language course on-campus. This preparatory course is taught by the same staff member teaching English courses. General Admission Rules and Regulations The Supreme Council for Egyptian universities for higher education sets the minimum acceptance percentage for three stages. In Year 2015, the minimum acceptance percentage for the first stage and the second stage has been set to 85% and the minimum acceptance percentage for the third stage has been set to 80%.  
The number of total schooling years must be 12 years or three schooling years after the successful completion of the Egyptian Preparatory School. Successful completion of Arabic and Religious education courses from the Ministry of Higher Education. 
Specific Admission Rules and Regulations of the GCE (General Certificate of Education) and GCSE (General Certificate of Secondary Education) 
Successful completion of the GCE Mathematics Section 
Specific Admission Rules and Regulations of the IGCSE (International General Certificate of Secondary Education) 
Successful completion of the Advanced Level of Mathematics with a minimum grade of D.  Successful completion of eight O-Level courses with a minimum grade of C. Specific Admission Rules and Regulations of the American Diploma. Successful completion of SAT2 with a minimum score of 900 points in two courses, one of which must be Mathematics and the other can be Physics, Chemistry, or Biology.  Successful completion of maximum three courses in the eleventh grade at school and a minimum of five new courses in the twelfth grade (including none repeated courses from the eleventh grade). 
Successful completion of SAT1 exam with a minimum 1200 points and the SAT2 exam with a minimum 900 points but the combination of points should satisfy the acceptance percentage set by the Supreme Council for Egyptian Universities as mentioned above. Specific Admission Rules and Regulations of other foreign certificates (International Baccalaureate, French Baccalaureate, German Abitur, etc.) 
Assessment is performed by the AASTMT Admission Department according to the rules set by the Supreme Council for Egyptian Universities. 
The completion of year one of the AASTMT computing programme is considered for entry to stage one of the dual degree.

 Students will normally commence the dual award at Stage 1 when they will be enrolled and registered as UoN students alongside their enrolment at AASTMT.

An adequate proficiency in English must be demonstrated, and may be assessed during the foundation phase of a programme. The language requirement for admission is a minimum of B2 in the AASTMT administered online Cambridge English Test and a verification from AASTMT as to the standard of written English as being equivalent to or exceeding B2 requirements in the students written work.

Where an equivalent or non-standard qualification is used for admission, the applicant must be assessed on a case by case basis by AASTMT and UoN for the final decision. 

Additional/exceptional requirements for entry into this programme must be approved at Validation and this section supplemented accordingly.


	15 Assessment Regulations

	AASTMT course assignments, including the final year project, are assessed in accordance with AASTMT Education and study regulations. UoN modules at level 4 & 5 are assessed in accordance with UoN Academic and Student Regulations 2017-18 section 1. 



	16 Support for learning  

	Study skills;  AASTMT Business Centre provides an essential support services for the students not only during the academic year but through the whole year including writing reports, scanning, photocopying, and printing. Also the business centre aims to represent student’s interests, needs and provide services and facilities for all of them.

Special needs; AASTMT are committed to supporting students with special education needs in the classroom. There is a designated Special Needs Representative who students are requested to meet with upon enrolment. Private sessions can be organized for the redelivery of lecture content where required. The campus is accessible. AASTMT also hosted a conference on supporting blind and visually impaired students to access training opportunities.

Careers and employability; The Practical Training and Community Service Team at AASTMT prepare students for the workforce through effective training programmes on site and by securing training opportunities in companies and organization inside and abroad in all fields.
Students have access to UoN online resources and support via the student hub.

For UoN modules all students are supported through common use of the Northampton Integrated Learning Environment (NILE).




	17 Evaluation and quality enhancement 

	Include standard statement:

AASTMT &The University of Northampton have several methods for the monitoring and enhancing of academic quality and standards. These include:
·         External Examiners

·         Boards of Examiners

·         Annual Review processes via Annual Review Action Plans (Annual RAPs)

·         Student-Staff Liaison Committees

·         Periodic Subject Review

·         Student evaluation surveys (including module reviews)

The guidelines set out in the Annual Review Handbook require that the Programme Team operates a continuous process of self-review via an Annual Review Action Plan (ARAP) whereby programme quality is progressively enhanced and good practice shared.

The programme is continuously monitored by the Programme Team through the receipt of both formal and informal feedback. Informal student feedback is continuously sought and responded to by the Programme Teams at AASTMT & UoN as part of the monitoring process. More formal feedback is obtained from students via module reviews carried out annually and other forms of student surveys. Student representatives are invited to attend the Student-Staff Liaison Committee meetings (virtually) where they have the opportunity to raise issues of concern for discussion. Further formal feedback is obtained from UoN academics when visiting AASTMT to carry out in country teaching of UoN modules.

AASTMT academic outcomes, feedback and grading are reviewed by UoN academics electronically for moderation and review and in person when carrying out joint award boards (annually in country).


	18 Indicators of quality and standards

	In the Guardian University Guide, University Tables 2012, Computing provision was:
· Ranked 39 out of the 106 UK Universities offering these BSc programmes.

· Top (10 out of 10) for value added

· 3rd highest Post-92 Universities.

· 2nd highest Million+

· 2nd fastest climber in the whole University sector. 

The most recent reports from the External Examiners for 2016-2017 were, predominantly, complimentary and, in particular, positive comments were received in relation to the:
Range of assessment

Co-moderation with EWO partners – NAMI College, DEI, Thessaloniki, Edulink- Colombo
Clear and thorough marking of final year projects.

Positive developments in the use of NILE and SaGE.

Commendation for students achieving overall A grades.
AASTMT :

All Undergraduate and Graduate programs in the College of Computing and Information Technology are currently acknowledged by the Supreme Council of Egyptian Universities of Egypt.

Currently undergoing accreditation by the National Association for the Quality Assurance and Accreditation for Education (NAQAAE).

AASTMT plan to apply for Accreditation from the American Board of Accreditation (ABET).


	19 Date of approval or revision
	 Approved: July 2018


	20 Appendices 

	Appendix 1
	Programme to Module Learning Outcomes Map

	Appendix 2
	n/a

	Appendix 3
	Assessment Map

	Appendix 4
	Award Map (Curriculum Team official version ONLY)

	Appendix 5
	n/a


Guidance on preparing programme specifications is available on the QAA website at: http://www.qaa.ac.uk/academicinfrastructure/programSpec/default.asp. 
	A: Subject Knowledge and Understanding and Application

Demonstrate a requisite understanding of the main body of knowledge, including:



	A1
	Analyse and apply the software development process, including current techniques and methods

	A2
	Evaluate and analyse hardware aspects for communication/control between and within various platforms

	A3
	Evaluate and analyse the organisational context within which computer systems are embedded

	A4
	Evaluate and analyse the operation and management of computer network engineering and internet systems

	A5
	Evaluate and analyse the human factors associated with the design and use of software systems

	A6
	Evaluate and analyse various computer system architectures

	A7
	Evaluate and analyse analytical techniques e.g. computer mathematics

	A8
	Develop a prototype applications and projects applied to Information Systems ; Computer Science; Software Engineering; Multimedia & Computer Graphics or Computer Engineering

	B: Employability and Change maker Skills
 (min 3, usually 1 per category)

	Problem solving: B1
	Solve, evaluate and justify straightforward computing problems including some abstract problems, proposing refinements

	Communication: B2
	Accurately, clearly and appropriately communicate information in written, visual and digital formats

	Self-management: B3
	Critically reflect on personal performance identifying developmental needs


	Group and Teamwork: B4


	Perform and function effectively as part of a team


Appendix 1: Programme to Module Learning Outcomes Map
Enter the Module Codes in the left hand column and indicate which modules address which PLOs into the appropriate cells. Add / delete rows as applicable.

	
	Compulsory / Designated
	Section A: 
Subject-Specific Knowledge, Understanding and Application PLOs
	Section B: Employability and Changemaker Skills PLOs

	Level 4:
	
	A1
	A2
	A3
	A4
	A5
	A6
	A7
	A8
	B1
	B2
	B3
	B4

	CE216
Digital Logic Design
	C
	
	X
	
	
	
	
	
	
	
	
	
	

	CS243
Object-Oriented Programming
	C
	X
	
	
	
	
	
	
	
	
	
	
	

	BA201
Calculus III
	C
	
	
	
	
	
	
	X
	
	
	
	
	

	CS202
Discrete Structures
	C
	
	
	
	
	
	
	X
	
	
	
	
	

	BA203
Probability and Statistics
	C
	
	
	
	
	
	
	X
	
	
	
	
	

	GM311
Introduction to Multimedia
	C
	
	
	
	
	X
	
	
	X
	
	
	X
	X

	SE291

Introduction to Software Engineering
	C
	x
	
	x
	
	x
	x
	
	
	
	
	x
	

	CS212

Data Structures and Algorithms
	C
	X
	
	
	
	
	
	
	
	
	
	
	

	CE243

Introduction to Computer Architecture


	C
	
	
	
	
	
	X
	
	
	
	
	
	

	CS244

Advanced Programming Applications
	C
	X
	
	
	
	
	
	
	
	
	
	
	

	IS273

Database Systems
	C
	x
	
	x
	
	
	
	x
	
	
	
	x
	

	CE231

Introduction to Networks
	C
	
	
	
	X
	
	
	
	
	
	
	
	

	IT321

Professional Training in Programming 1 (Net 1)
	C
	X
	
	
	
	
	
	
	
	
	
	X
	

	ENG1052

Ethics, Sustainability and Quality in Technology based environments
	C
	
	
	
	
	x
	
	
	
	
	x
	
	x

	Level 5: 
	C/D
	A1
	A2
	A3
	A4
	A5
	A6
	A7
	A8
	B1
	B2
	B3
	B4

	CS333

Web Programming
	C
	X
	
	
	
	
	
	
	
	
	
	
	

	CS353
Digital Image Processing
	D
	
	
	
	
	
	
	
	
	
	
	
	

	CS352

Computer Graphics
	D
	X
	
	
	
	
	
	
	
	
	
	
	

	SE391
Project Management 


	D
	
	
	x
	
	x
	
	
	
	
	
	x
	

	IT322
Professional Training in Programming II (Net 2)
	C
	X
	
	
	
	
	
	
	
	
	
	X
	

	NC215

Theory of Colours
	D
	
	X
	
	
	
	
	
	
	
	X
	
	

	NC252

Principles of Marketing
	D
	X
	
	
	
	
	
	
	
	X
	
	
	

	NC262

Scientific Thinking
	D
	
	X
	
	
	
	
	
	
	
	X
	
	

	NC263

Environmental Science and Technology
	D
	
	
	X
	
	
	
	
	
	X
	
	
	

	NC264

Principle of Microeconomics
	D
	
	
	
	
	X
	
	
	
	
	
	
	

	NC275

Global Business
	D
	
	
	X
	X
	
	
	
	
	
	
	
	

	NC282

Financial Accounting
	D
	
	
	
	
	
	
	X
	
	
	
	
	

	CS312

Computing Algorithms
	C
	X
	
	
	
	
	
	
	
	
	
	
	

	CS311

Theory of Computation
	D
	X
	
	
	
	
	
	
	
	
	
	
	

	CS321

System Programming
	D
	X
	
	
	
	
	X
	
	
	
	
	
	

	CS305

System Modelling and Simulation
	D
	X
	
	
	
	
	
	
	
	
	
	
	

	IS372

Information Systems Theory and Practice
	D
	
	
	x
	
	
	
	
	
	
	
	x
	

	IS391

Systems Analysis and Design
	D
	x
	
	x
	
	x
	
	
	
	
	
	x
	

	IS371

E-Business Fundamentals
	D
	
	
	
	x
	
	
	
	
	
	
	x
	

	IS374

Advanced Database Systems
	D
	x
	
	x
	
	
	
	
	
	
	
	x
	

	SE392

Software Requirements and Specifications
	D
	x
	
	x
	
	x
	x
	
	
	
	
	x
	

	SE393

Principles of Software Architecture
	D
	x
	
	x
	
	
	x
	x
	
	
	
	x
	

	CS322

Operating Systems


	C
	X
	
	
	
	
	X
	
	
	
	
	
	

	CS366

Introduction to Artificial Intelligence
	C
	X
	
	
	
	
	
	
	
	
	
	
	

	CS451

Human Computer Interaction
	C
	X
	
	
	
	X
	
	
	
	
	
	
	

	GM324

3D Modelling 
	C
	
	
	
	
	
	
	X
	
	
	
	X
	X

	CS443

Game Programming
	C
	X
	
	
	
	
	
	
	
	
	
	
	

	IT382
Professional Training in Multimedia I
	C
	
	
	X
	
	
	
	
	
	
	X
	
	

	ENG2060

Technological Innovation and Industrial Projects
	C
	x
	x
	
	
	
	
	
	
	
	x
	x
	

	Level 6: 
	C/D
	A1
	A2
	A3
	A4
	A5
	A6
	A7
	A8
	B1
	B2
	B3
	B4

	GM323

Digital Lighting and Rendering 
	C
	
	
	
	
	X
	
	X
	X
	
	X
	X
	X

	CS312

Data Compression
	C
	X
	
	
	
	
	
	
	
	
	
	
	

	GM415 

Digital Audio and Video Fundamentals
	D
	
	
	
	
	X
	
	
	X
	
	
	X
	X

	GM416

Video Editing
	D
	
	
	
	
	X
	
	
	X
	
	
	X
	X

	GM417

Media Production and Editing
	D
	
	
	
	
	X
	
	
	X
	
	
	X
	X

	CS446

Computer Games Programming: Tools and Techniques
	D
	
	X
	
	
	
	
	
	X
	
	X
	
	

	CS456

Graphic Design for Web Pages
	D
	
	
	X
	X
	
	
	
	
	
	X
	X
	

	GM418

Information Visualisation
	D
	
	
	
	
	X
	
	
	X
	
	
	X
	X

	CS466

Machine Learning and AI for Games
	D
	
	
	X
	
	
	
	
	
	X
	
	
	

	CS447

Writing Games Analysis – Concept Art for Gaming
	D
	
	X
	
	
	X
	
	
	
	
	
	X
	

	GM425

3D Animation and Graphics Programming Tools
	D
	
	
	
	
	X
	
	X
	X
	
	
	X
	X

	GM426

Video Databases
	D
	
	
	
	
	X
	
	
	
	
	
	X
	X

	CS448

Game Modelling Design
	D
	
	
	
	
	
	
	
	X
	
	
	
	

	GM427

Video Streaming
	D
	
	
	
	
	X
	
	
	X
	
	
	X
	X

	CS445

Structure of Programming Languages
	D
	X
	
	
	
	
	
	
	X
	
	
	
	

	CS453

Virtual Environments
	D
	X
	
	
	
	
	
	
	
	
	
	
	

	CS454

Multimedia Acquisition and Communications
	D
	X
	X
	
	X
	
	
	
	
	
	
	
	

	IS461

Decision Support Systems
	D
	
	
	x
	
	
	
	x
	
	
	
	x
	

	IS471

Strategic Planning for IS
	D
	
	
	
	
	x
	
	
	
	
	
	x
	

	SE491

Software Component Design
	D
	x
	
	x
	
	
	x
	
	
	
	
	x
	

	SE492

Software Verification
	D
	x
	
	
	
	
	
	
	
	
	
	x
	

	SE493

Software Quality Assurance
	D
	
	
	x
	
	x
	
	
	
	
	
	x
	

	IT481

Professional Training in Multimedia II
	C
	
	
	
	
	
	
	
	
	
	
	
	

	CS421

Computer System Security
	C
	X
	
	
	X
	
	
	
	
	
	
	
	

	GM411

Computer Animation 
	C
	
	
	
	
	X
	
	X
	X
	
	
	X
	X

	IT482

Professional Training in Multimedia III
	C
	XX
	
	
	
	
	
	
	
	
	X
	
	

	ENG4006

Group Industry Project
	C
	x
	
	
	
	
	
	
	
	
	x
	x
	x


Appendix 3: ASSESSMENT MAP

[add or delete items as necessary]

	Assessment

Type

Module Code
	AS
(assignment)
	DI
(dissertation)
	ES
(essay)
	EX
(exam)
	MC
(multiple choice)
	OR
(oral)
	PJ
(project)
	PR
(practical)
	PS
(presentation)
	TC
(time-constrained)

	Level: 4

	CE216
Digital Logic Design
	x
	
	
	X
	
	
	
	
	
	

	CS243
Object-Oriented Programming
	X
	
	
	X
	
	
	x
	
	
	

	BA201
Calculus III
	X
	
	
	X
	
	
	
	
	
	

	CS202
Discrete Structures
	X
	
	
	X
	
	
	
	
	
	

	BA203
Probability and Statistics
	X
	
	
	X
	
	
	
	
	
	

	GM311
Introduction to Multimedia
	X
	
	
	
	
	
	
	
	
	

	SE291

Introduction to Software Engineering
	X
	
	
	X
	
	
	x
	
	
	

	CS212

Data Structures and Algorithms
	X
	
	
	X
	
	
	X
	X
	
	X

	CE243

Introduction to Computer Architecture
	X
	
	
	X
	
	
	
	
	
	X

	CS244

Advanced Programming Applications
	X
	
	
	X
	
	
	X
	X
	
	X

	IS273

Database Systems
	X
	
	
	X
	
	
	x
	
	
	

	CE231

Introduction to Networks
	X
	
	
	X
	
	
	
	X
	
	X

	IT321

Professional Training in Programming 1 (Net 1)
	X
	
	
	
	
	
	X
	X
	
	

	ENG1052

Ethics, Sustainability and Quality in Technology based environments
	
	
	
	
	
	
	
	
	x
	x

	Level: 5

	CS333

Web Programming
	X
	
	
	X
	
	
	X
	X
	
	X

	CS353
Digital Image Processing
	
	
	
	
	
	
	
	
	
	

	CS352

Computer Graphics
	X
	
	
	X
	
	
	X
	X
	
	X

	SE391
Project Management 
	X
	
	
	X
	
	
	x
	
	
	

	IT322
Professional Training in Programming II (Net 2)
	X
	
	
	
	
	
	X
	X
	
	

	NC215

Theory of Colours
	X
	
	
	
	
	
	
	
	
	

	NC252

Principles of Marketing
	X
	
	
	
	
	
	
	
	
	

	NC262

Scientific Thinking
	X
	
	
	
	
	
	
	
	
	

	NC263

Environmental Science and Technology
	X
	
	
	
	
	
	
	
	
	

	NC264

Principle of Microeconomics
	X
	
	
	
	
	
	
	
	
	

	NC275

Global Business
	X
	
	
	
	
	
	
	
	
	

	NC282

Financial Accounting
	X
	
	
	
	
	
	
	
	
	

	CS312

Computing Algorithms
	X
	
	
	X
	
	
	
	X
	
	X

	CS311

Theory of Computation
	X
	
	
	
	
	
	
	
	
	

	CS321

System Programming
	X
	
	
	
	
	
	
	
	
	

	CS305

System Modelling and Simulation
	X
	
	
	X
	
	
	
	X
	
	X

	IS372

Information Systems Theory and Practice
	X
	
	
	X
	
	
	X
	
	
	

	IS391

Systems Analysis and Design
	X
	
	
	X
	
	
	X
	
	
	

	IS371

E-Business Fundamentals
	X
	
	
	X
	
	
	X
	
	
	

	IS374

Advanced Database Systems
	X
	
	
	X
	
	
	X
	
	
	

	SE392

Software Requirements and Specifications
	X
	
	
	X
	
	
	x
	
	
	

	SE393

Principles of Software Architecture
	X
	
	
	X
	
	
	x
	
	
	

	CS322

Operating Systems
	X
	
	
	X
	
	
	
	X
	
	X

	CS366

Introduction to Artificial Intelligence
	X
	
	
	X
	
	
	
	X
	
	X

	CS451

Human Computer Interaction
	X
	
	
	X
	
	
	
	X
	
	X

	GM324

3D Modelling 
	X
	
	
	X
	X
	X
	X
	X
	
	

	CS443

Game Programming
	X
	
	
	X
	
	
	X
	X
	
	X

	IT382
Professional Training in Multimedia I
	
	
	
	
	
	
	
	X
	
	

	ENG2060

Technological Innovation and Industrial Projects
	x
	
	
	
	
	
	
	
	
	x

	Level: 6

	GM323

Digital Lighting and Rendering 
	X
	
	
	X
	X
	X
	X
	X
	
	

	CS312

Data Compression


	X
	
	
	X
	
	
	
	X
	
	X

	GM413

Project I


	
	X
	
	
	
	X
	X
	X
	X
	

	GM415 

Digital Audio and Video Fundamentals
	X
	
	
	X
	X
	X
	X
	X
	
	

	GM416

Video Editing
	X
	
	
	X
	X
	X
	X
	X
	
	

	GM417

Media Production and Editing
	X
	
	
	X
	X
	X
	X
	X
	
	

	CS446

Computer Games Programming: Tools and Techniques
	X
	
	
	X
	X
	
	
	
	
	

	CS456

Graphic Design for Web Pages
	X
	
	
	X
	
	X
	
	
	
	

	GM418

Information Visualisation
	X
	
	
	X
	X
	X
	X
	X
	
	

	CS466

Machine Learning and AI for Games
	X
	
	
	
	X
	
	
	
	
	

	CS447

Writing Games Analysis – Concept Art for Gaming
	X
	
	
	
	X
	
	
	
	
	

	GM425

3D Animation and Graphics Programming Tools
	X
	
	
	X
	X
	X
	X
	X
	
	

	GM426

Video Databases
	X
	
	
	X
	X
	X
	X
	X
	
	

	CS448

Game Modelling Design
	X
	
	
	
	
	
	
	X
	
	

	GM427

Video Streaming
	X
	
	
	X
	X
	X
	X
	X
	
	

	CS445

Structure of Programming Languages
	X
	
	
	X
	
	
	
	X
	
	X

	CS453

Virtual Environments
	X
	
	
	X
	
	
	X
	X
	
	X

	CS454

Multimedia Acquisition and Communications
	X
	
	
	X
	
	
	X
	X
	
	X

	IS461

Decision Support Systems
	X
	
	
	X
	
	
	x
	
	
	

	IS471

Strategic Planning for IS
	X
	
	
	X
	
	
	X
	
	
	

	SE491

Software Component Design
	x
	
	
	X
	
	
	x
	
	
	

	SE492

Software Verification
	x
	
	
	X
	
	
	
	
	
	

	SE493

Software Quality Assurance
	x
	
	
	X
	
	
	x
	
	
	

	IT481

Professional Training in Multimedia II
	
	
	
	
	
	
	
	X
	
	

	CS421

Computer System Security
	X
	
	
	X
	
	
	
	X
	
	X

	GM411

Computer Animation 
	X
	
	
	X
	X
	X
	X
	X
	
	

	GM423

Project II
	
	X
	
	
	X
	X
	X
	X
	
	

	IT482

Professional Training in Multimedia III
	
	
	
	
	
	
	
	
	
	

	ENG4006

Group Industry Project
	
	
	
	
	
	
	
	X
	
	


Appendix 4: AWARD MAP

Detail of award:  
BSc (Hons) Multimedia & Computer Graphics (AASTMT) 2018 Entry       

Name of award: 
BSc (Hons) Multimedia & Computer Graphics


In order to achieve the named award above, students must meet all requirements of this award map.


STAGE 1
	Code
	Title
	Credits
	Status
	Pre-Requisites
	Term 

	CE216
	Digital Logic Design
	10
	Compulsory 
	CS111
	III

	CS243
	Object-Oriented Programming
	10
	Compulsory
	CS143
	III

	BA201
	Calculus III
	10
	Compulsory
	BA102
	III

	CS202
	Discrete Structures
	10
	Compulsory 
	CS111
	III

	BA203
	Probability and Statistics
	10
	Compulsory
	BA102
	III

	GM311
	Introduction to Multimedia
	10
	Compulsory
	CS111
	III

	SE291
	Introduction to Software Engineering
	10
	Compulsory 
	CS243 IS171
	IV

	CS212
	Data Structures and Algorithms
	10
	Compulsory
	CS243
	IV

	CE243
	Introduction to Computer Architecture
	10
	Compulsory
	CE216
	IV

	CS244
	Advanced Programming Applications
	10
	Compulsory
	CS243
	IV

	IS273
	Database Systems
	10
	Compulsory
	CS143
	IV

	CE231
	Introduction to Networks
	10
	Compulsory
	CS143
	IV

	IT321
	Professional Training in Programming 1 (Net 1)
	0
	Compulsory
	None
	IV

	ENG1052
	Ethics, Sustainability and Quality in Technology based environments
	20
	Compulsory
	None
	IV


Students must take all compulsory modules.

STAGE 2

	Code
	Title
	Credits
	Status
	Pre-Requisites
	Term 

	CS333
	Web Programming
	10
	Compulsory 
	IS273
	V

	CS353
	Digital Image Processing
	10
	Compulsory
	CS212 BA201
	V

	CS352
	Computer Graphics
	10
	Compulsory
	CS212
	V

	SE391
	Project Management 
	10
	Compulsory 
	SE291
	V

	IT322
	Professional Training in Programming II (Net 2)
	0
	Compulsory
	None
	V

	NC215
	Theory of Colours
	10
	Designated
	None
	V

	NC252
	Principles of Marketing
	10
	Designated
	None
	V

	NC262
	Scientific Thinking
	10
	Designated
	None
	V

	NC263
	Environmental Science and Technology
	10
	Designated
	None
	V

	NC264
	Principle of Microeconomics
	10
	Designated
	None
	V

	NC275
	Global Business
	10
	Designated
	None
	V

	NC282
	Financial Accounting
	10
	Designated
	None
	V

	CS312
	Computing Algorithms
	10
	Designated
	CS212
	V/VI

	CS311
	Theory of Computation
	10
	Designated
	CS202
	V/VI

	CS321
	System Programming
	10
	Designated
	CS243 CE434
	V/VI

	CS305
	System Modelling and Simulation
	10
	Designated
	BA203 CS352
	V/VI

	IS372
	Information Systems Theory and Practice
	10
	Designated
	IS171
	V/VI

	IS391
	Systems Analysis and Design
	10
	Designated
	IS171 CS243
	V/VI

	IS371
	E-Business Fundamentals
	10
	Designated
	IS171
	V/VI

	IS374
	Advanced Database Systems
	10
	Designated
	IS273
	V/VI

	SE392
	Software Requirements and Specifications
	10
	Designated
	SE291
	V/VI

	SE393
	Principles of Software Architecture
	10
	Designated
	SE291
	V/VI

	CS322
	Operating Systems
	10
	Compulsory
	CE243 CS212
	VI

	CS366
	Introduction to Artificial Intelligence
	10
	Compulsory
	CS202 CS212
	VI

	CS451
	Human Computer Interaction
	10
	Compulsory
	SE291
	VI

	GM324
	3D Modelling 
	10
	Compulsory
	GM311
	VI

	CS443
	Game Programming
	10
	Compulsory
	CS243 CS352
	VI

	IT382
	Professional Training in Multimedia I
	0
	Compulsory
	None
	VI

	ENG2060
	Technological Innovation and Industrial Projects
	20
	Compulsory
	None
	VI



Students must take all compulsory modules plus one module from NC215, NC252, NC262, NC263, NC264, NC275 and NC285 and two modules from CS312, CS311, CS305, IS372, IS391, IS371, IS374, SE392 and SE393


STAGE 3

	Code
	Title
	Credits
	Status
	Pre-Requisites
	Term 

	GM323
	Digital Lighting and Rendering 
	10
	Compulsory
	GM324
	VII

	CS312
	Data Compression
	10
	Compulsory
	CS212 BA201
	VII

	GM415 
	Digital Audio and Video Fundamentals
	10
	Designated
	GM311
	VII/VIII

	GM416
	Video Editing
	10
	Designated
	GM311
	VII/VIII

	GM417
	Media Production and Editing
	10
	Designated
	GM311
	VII/VIII

	CS446
	Computer Games Programming: Tools and Techniques
	10
	Designated
	CS433
	VII/VIII

	CS456
	Graphic Design for Web Pages
	10
	Designated
	ART115 CS333
	VII/VIII

	GM418
	Information Visualisation
	10
	Designated 
	CS352 IS171
	VII/VIII

	CS466
	Machine Learning and AI for Games
	10
	Designated
	CS366 CS443
	VII/VIII

	CS447
	Writing Games Analysis – Concept Art for Gaming
	10
	Designated
	CS443 GM324
	VII/VIII

	GM425
	3D Animation and Graphics Programming Tools
	10
	Designated
	GM411 GM324
	VII/VIII

	GM426
	Video Databases
	10
	Designated
	GM311 IS273
	VII/VIII

	CS448
	Game Modelling Design
	10
	Designated
	CS443
	VII/VIII

	GM427
	Video Streaming
	10
	Designated
	GM311 CE321
	VII/VIII

	CS445
	Structure of Programming Languages
	10
	Designated
	CS311
	VII/VIII

	CS453
	Virtual Environments
	10 
	Designated
	CS352
	VII/VIII

	CS454
	Multimedia Acquisition and Communications
	10
	Designated
	CS44 CE231
	VII/VIII

	IS461
	Decision Support Systems
	10
	Designated
	CS366
	VII/VIII

	IS471
	Strategic Planning for IS
	10
	Designated
	IS391
	VII/VIII

	SE491
	Software Component Design
	10
	Designated
	SE291
	VII/VIII

	SE492
	Software Verification
	10
	Designated
	SE291
	VII/VIII

	SE493
	Software Quality Assurance
	10
	Designated
	SE291
	VII/VIII

	IT481
	Professional Training in Multimedia II
	0
	Compulsory
	None
	VII

	CS421
	Computer System Security
	10
	Compulsory
	CS322 CE321
	VIII

	GM411
	Computer Animation 
	10
	Compulsory
	GM323
	VIII

	IT482
	Professional Training in Multimedia III
	0
	Compulsory
	None
	VIII

	ENG4006
	Group Industry Project
	40
	Compulsory
	None
	VIII



Students must take all compulsory modules plus two modules from CS445, CS453, CS454, IS461, IS471, SE491, SE492 and SE493 plus four modules from GM415, GM416, GM417, CS446, CS456, GM418, CS466, CS447, GM425, GM426, CS448 and GM427.
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� Skills also include capabilities, behaviours and attributes


� Skills also include capabilities, behaviours and attributes





