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A.
NATURE OF THE AWARD
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Intermediate Awards:
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B.
FEATURES OF THE FIELD

1.  Title:

· BSc (Hons) Games Technology
· BSc (Hons) Games Technology with Professional Placement
2.  Modes of Delivery

The field is offered in the following alternative patterns

· Full time

· Sandwich

Games Technology (GTE) can be studied either as a three year full time course, or a four year sandwich course, with a placement following the completion of year 2.

3.  Features of the Field

The popularity of computer games has increased steadily over the last decade, and the average age of players has also been rising. The size of the global games industry is now over £17 billion per year, and the UK has one of the largest markets. It is a highly competitive industry and so those with the necessary specialised skills are more likely to find the top positions. The course will produce graduates who can design and develop computer games software for this growing area.

The Faculty of SEC offers a Full Field in Games Technology (GTE) to complement the Major-Field and Half-field in Games Technology (GTE) within the Joint Honours programme and the Computer Science (Games Programming) pathway of the Undergraduate Modular Scheme (UMS). The Games Technology Field assumes no previous knowledge of computing and is designed to providing a round education in the broad area of games technology, media/graphics and computing. There is provision for the development of a range of transferable skills and ample opportunity to demonstrate ability in applying practical and analytical skills. The single honours degree differs from the joint honours degrees in that it offers a full programme of modules relating to games technology, covering games, programming, graphics and media. The first year has a slightly higher emphasis on the artistic skills over Games Technology and Media Technology. In the final year, students take all games modules, whereas in the half field students select one of them. There is a compulsory double final year project in computer games as opposed to a choice of a one or double module project.

C.
EDUCATIONAL AIMS OF THE FIELD

Computer games technology is a broad discipline encompassing 2D and 3D graphics, media, design, animation and artificial intelligence. It also requires a strong ability in technical programming which requires a reasonable background in maths and physics. Thus, the relevant modules are included at Levels 4 and 5, using the programming languages relevant to the Games Industries: Java and C++. Game graphics is taught theoretically and practically using appropriate 2D and 3D libraries and graphics software such as Maya.
The body of knowledge in the GTE field is delivered via core and option modules. Core modules cover material that is essential to any student obtaining a degree in this field, and option modules provide the opportunity for the students to tailor their studies depending on their particular interests. Students will be guided to the most relevant option modules, though additional option modules will be available for those who wish to explore an additional interest.
Graduates who have followed the GTE Field should be well prepared for the many opportunities in further academic or professional studies or for employment in the games and media industries or in computing, business or commerce.

The field shares the general aims and objectives of the Undergraduate Modular Scheme and the particular aims and objectives applicable to all computing related degrees in the Faculty of SEC. 
The aims of the field are:
· to create graduates capable of implementing and developing computer games and other software, particularly technical software;
· to produce graduates with appropriate technical and scientific knowledge and creative skills who will be able to apply games/graphics related technologies to a range of industrial or commercial  requirements, or embark on further study using this discipline;
· to provide a range of transferable skills including working in teams, time-management, research, writing (user documentation, reports, handouts) and oral presentation of findings;
· to produce intellectually adaptable graduates with an appreciation of scientific and technological methodologies, who are receptive to new ideas and change;
· to equip students with the ability to apply programming techniques and object-oriented methodology in a number of programming languages;
· to equip students with an adequate foundation to enable them to appreciate and absorb future developments in the games industry and to communicate with others within and across discipline boundaries in the design and implementation of solution techniques.
D.
LEARNING OUTCOMES (OBJECTIVES) OF THE FIELD

The Learning Outcomes of the GTE field will be to produce graduates who will be able to:

1. Knowledge and Understanding
· demonstrate an understanding of the mathematics and physics concepts required for the development of computer games;
· demonstrate an understanding of the games development process including 2D and 3D graphics and animation, artificial intelligence techniques, programming and games design;
· demonstrate an understanding of the computing skills necessary for the production of computer games including programming, object oriented concepts, data structures and abstract data types, software testing and human computer interaction;
· apply some of the technologies used in media industries;
· demonstrate an understanding of the role of computers and information technology systems, for the generation, storage and transmission of images, sound and data;
2. Cognitive (thinking) Skills (be able to)
· assess and select the tools and methods appropriate for a given games-related problem;
· critically evaluate issues which arise in the development of computer games;
· apply the knowledge and theory of mathematics, physics and computing to computer games development;
· develop general skills for critical analysis and problem solving;
· approach work in games and media developments through acquiring an understanding of, and intellectual flexibility towards, a range of disciplines;
· assemble, interpret and critically evaluate information from a variety of sources (including academic literature);
· report on their work critically in written format, at meetings, or by formal oral presentation;
3. Practical Skills
· use appropriate skills and technologies for the development of a computer game and related media work;

· present and document information at a level which is appropriate to the computing knowledge of the recipient;

· demonstrate project management controls and communication skills when developing the final year project;

· communicate effectively with colleagues in specifying system objectives, implementing solutions using appropriate software and evaluating the results;

· plan and execute creative development tasks relevant to an application of games and media technology;
4.
Key Skills

On completion of the field students will have acquired transferable key skills for:

a.

Communication Skills

receiving and responding to a variety of information e.g. taking part in discussions; selecting, extracting and collating information from appropriate sources; presenting information in a variety of formats/media.
listening effectively and questioning information received in a range of formats during the learning process

incorporating images in documents, including titles, data, graphics and diagrams
b.

Numeracy


applying numerical skills and techniques to quantitative situations e.g. collecting data; evaluating quantitative data; performing basic calculations.
c.

Information, Communication and Technology
effective use of computer systems to aid data collection, manipulation and presentation e.g. presenting different forms of information; searching for and storing information; on-line communication.

d.
Teamwork

working with others effectively; taking responsibility and carrying out agreed tasks; negotiating, asserting one’s own values whilst respecting others; identifying ways of improving the performance of groups and own contribution to groups
e.

Independent Learning

self management and organization leading to attainment of objectives within timelines and personal development e.g. developing research and information handling skills; developing self awareness; monitoring and reviewing own progress; improving generic intellectual and key skills in their lifelong learning and future employment
See key skills summary for relevant modules for each skill

E.
FIELD STRUCTURE
The field is part of the University’s Undergraduate Modular Scheme.  Fields in the UMS are made up of modules which are assigned to levels.  Levels are progressively more challenging as a student progresses through the field.  Each level is normally made up of 8 modules each worth 15 credits (or an equivalent combination of half and multiple modules in some cases). Typically, a student must complete 120 credits at each level.  Where the field culminates in an honours degree it is the higher levels that contribute to the classification of the degree.  Intermediate awards are normally available after completion of a level.  Some students may exit with an intermediate award.  All students will be provided with the UMS regulations. Specific variations to the UMS that are required for professional accreditation are outlined in section L and will be provided in detail for students in field handbooks.

Level 4
The Level 4 curriculum lays the foundations in computer games technology. No previous knowledge in Computing is required. This level focuses on the three key areas of: games technology, programming and media/graphics. Students have the responsibility of keeping a record of all their work in a personal portfolio which will be of use when applying to prospective employers.
CO1060 Introduction to Computer Games provides an overview of games genres and experience of playing and evaluating computer games. CO1070 Games Fundamentals introduces the mathematics and physics necessary for computer games development. Students also take MA1101 Maths and Stats or another relevant mathematics module. 
Fundamental software engineering concepts, data structures and algorithms are introduced in CI1111 typically with Java. The module CI1152 augments the knowledge of data structures and algorithms by the use of a programming language, typically Java and C. Software Engineering elements such as documentation and white-box testing are also further developed. Programming is based on the object-oriented paradigm, providing the foundation to the more specialized topics. In Level 4 a mixture of Java, C and C++, supporting the object-oriented paradigm, are used as the vehicle for introducing concepts such as objects and inheritance and for developing fundamental programming skills.
DF1102 is provided by Faculty of Art, Design and Architecture, which provides a foundation in image design methods. (**TS1091 Instrumentation principles for media technology is offered as an option here.) CO1052 HTML Programming and Internet Tools is another option of relevance to games students. 

The basic physical principles associated with light, acoustics, image and sound production together with the principles of motion required for animation are considered in TS1132 Light, Sound and Motion. TS1011 Fundamentals of Computer Generated Imagery is taken to provide foundation experience of computer graphics and audio software applications.
Level 4 Semester A
	Code
	Module Title

	CO1060
	Introduction to Computer Games

	CI1111
	Programming Essentials

	MA1101

	Maths and Stats
or other maths module

	TS1132
	Light, Sound and Motion


Level 4 Semester B
	Code
	Module Title

	CO1070
	Games Fundamentals

	CI1152
	Practical Programming

	**DF1102

OR

TS1091
OR
CO1052
	Visual Structures

Instrumentation principles for media technology

HTML and Internet Tools

	TS1011
	Fundamentals of Computer Generated Imagery


On completion of Level 4 it is expected that students will have the mathematical and physics background required for developing computer games; be able to use various games related tools and software packages; be able to search and disseminate information using the world-wide web and appreciate the needs of software engineering and the different aspects of the lifecycle of a software product. Students will have developed very simple computer games by assembling together previously written games and graphics components. They will have learned how to manipulate and create images and graphics, and have knowledge of relevant software and file formats.
Level 5
Level 5 modules build on the foundations of Level 4 further developing student’s technical expertise and creative design skills. In particular, CI2211 Advanced Programming Concepts further develops programming and object oriented skills and introduces C++, the most important language in the computer games industry. The module also considers software engineering issues for programming at large.
CI2511 Strategy and Intelligent Games covers the artificial intelligence aspects of computer games, such as the control of computer opponents. CI2510 Computer Games Development covers further programming and graphics concepts in both 2D and 3D such as tiling and level editing, and terrain mapping.
The media aspects of games development is provided by two modules which focus on computer generated image and sound production (TS2130) and introduction to multimedia design (TS2100). 
The Operating Systems and Networking module introduces the architecture, operation and data communications of the conventional digital computer and of a typical operating system. 
A number of option modules are available. The recommended options are shown in bold. Of particular relevance are the graphics options such as TS2080 Computer Animation where students learn to use 3D graphics software packages, such as Maya.
Level 5 Semester A
	Code
	Module Title

	CI2511
	Strategy and Intelligent games

	CI2211
	Advanced Programming Concepts

	TS2130
	Computer Generated Imagery and Sound 2

	TS2110

OR 

Option 1
	Project, planning and investigative skills

	
	


Level 5 Semester B
	Code
	Module Title

	CI2510
	Computer Games Development

	CO2071
	Operating Systems and Networking

	TS2100
	Introduction to Multimedia Design

	*TS2110
OR 

Option 2
	Project, planning and investigative skills

	
	


*TS2110 Project, planning and investigative skills must be taken in either semester A or semester B and prepares the student for their final year project.

Level 5 Option Modules
	Code
	Module Title

	TS2080
	Computer Animation

	TS2060
	Graphics software emb. lang. prog

	TS2150
	Film and TV studies

	TS2140
	Introd. Visual Basic

	TS2010
	Broadcast Science

	CO2052
	Html prog (not available if level 4 version taken)

	CI2300
	Fundamentals of digital imaging


On completion of Level 5 it is expected that the students will have extended their knowledge of computer games development, particularly 2D and some 3D graphics and also the artificial intelligence aspects of computer games. They will have further improved their skills in Java programming and started to develop skills in C++ programming, together with the use of software engineering for software development. They will be able to design and develop small scale quality games related software systems individually or as part of a team. They will understand the basics of operating systems, networking and communications. They will have further experience of industry tools for media and graphics generation. They will have done some preparatory work for their final year project and also extended their personal portfolio.
Many of the modules taken in Level 5 are prerequisites for Level 6 study, or provide the necessary skills and knowledge for a successful final year project. At this level emphasis is given to the progressive nature of the field in the three main areas of games technology, programming and graphics/media. 
Work Placement 

The sandwich year is an optional element in the programme, taken between Levels 5 and 6. Students who opt for the sandwich mode will spend a minimum period of 36 weeks in an approved placement in industry. Students taking the sandwich course will be assisted with their placement application in a relevant area by the industrial placements team. Students will be given further assistance in the preparation of their personal portfolio.
Level 6
Level 6 comprises specialist modules that enable the students to study the several distinct paths within the field. CI3515 Advanced Games Programming focuses on the development of both low and high level code for games consoles using relevant graphics libraries in programming languages such as C and C++. CI3525 Games Production is a more discursive module on business, roles and operation of the games industry. Students will enhance their media skills in the module TS3100 Advanced Multimedia Design.
Level 6 Core Modules
	Code
	Module Title

	CI3515
	Advanced Games Programming

	CI3525
	Games Production

	TS3100
	Advanced Multimedia Design

	CO3995/TS3930
	Project (double module)


Level 6 Option Modules (indicative)
	Code
	Module Title

	CI3105B
	Virtual Reality

	TS3010
	Advanced CGI

	CI3212A
	Mobile Technology

	CI3510B
	Computer Graphics

	TS3080
	Computer Animation

	CI3430A
	Computer Vision

	CI3490B
	Foundations of Algorithms

	CI3500A
	Advanced Java

	CO3080B
	Computer Speech Processing

	CO3260B
	Scientific Visualization

	TS3310
	Advanced Visual Basic

	TS3050
	Broadcast Tech.


There is a large selection of options at Level 6, including modules on graphics, media and programming (some will have pre-reqs). The recommended options are shown in bold. Other option modules will be available.
At Level 6, students will undertake a double project module. This will typically be the development of a computer game or other media related project.
By the end of the course, all students will be familiar with a number of operating systems, will be exposed to various games development environments and will have experience in the use of software, processes and algorithms relevant to their learning. Students will gain hands-on experience of all the applications software studied. Practical workshops are regarded as central to the learning process in the vast majority of modules. Throughout the course, workshops and assessments will involve individual and group tasks, and the development of interpersonal skills will be encouraged. Emphasis will be placed on good presentation of results and reports.

Table 1 - Key Skills Summary

Level 4
	
	
	Communication
	Numeracy
	ICT
	Teamwork
	Independent Learning

	CO1060
	Introduction to Computer Games
	O,R
	D,O,I
	D,O,I
	
	I,L,T

	CO1070
	Games Fundamentals
	C, R
	C, R,E
	C, R
	
	C, R, E

	CO1000A
	Fundamental Programming Concepts 
	I, L
	C
	I, L, T
	
	I, L, T

	CO1040B
	Object-Oriented Programming with Java 
	C, R
	C, R
	C, R, T
	
	

	MA1010A
	Mathematical Science I
	C, G
	C, G, T, E
	
	G
	G, E

	MA1101A
	Mathematics and Statistics
	
	T, E
	
	
	E

	TS1132
	Light, Sound and Motion
	L
	T,C
	
	C
	T,C

	TS1011
	Fundamentals of Computer Generated Imagery
	C
	
	T,C
	C,D
	C

	DF1102
	Visual Structures
	I
	
	D,C
	D,C
	I,C

	TS1090
	Inst. Med. Tech
	E,C,O
	T,E
	T
	C
	O,E

	CO1052
	Html prog and Internet Tools
	G, C
	
	C, T
	
	C


Level 5
	
	
	Communication
	Numeracy
	ICT
	Teamwork
	Independent Learning

	CI2511A
	Strategy and Intelligent Games
	C, R
	C, E, R, I
	C
	
	C, R

	CI2510B
	Computer Games Development
	C, R
	C, R
	C, R
	
	C, R

	CO2070B
	Operating Systems and Networking 
	C
	C, E
	C
	
	E

	CI2211
	Advanced Programming Concepts 
	C, T
	C, R, T
	C, T
	C, R
	

	TS2130
	Computer Generated Imagery and Sound II
	C
	
	T,C
	
	C

	TS2100
	Introduction to Multimedia Design
	C,R
	
	T,C
	
	C

	TS2110
	Project design and invest.
	D,R
	
	C
	C,D
	R,D

	TS2150
	Film and TV studies
	C,R,I
	
	
	
	C,R,I

	TS2080
	Computer Animation
	C,T
	
	C,D
	
	T,C

	TS2060
	Graphics software emb. lang. pro
	C,D
	
	C,D
	
	C,D

	TS2140
	Introd. Visual Basic
	C,T
	C,T
	C,T,D
	
	C,D

	TS2010
	Broadcast Science
	C,E
	C,E
	C,E
	C
	C,E

	CO2052
	Html Prog.
	G,C
	
	C,T
	
	C

	CI2300
	Fundamentals of Digital Imaging
	C,R
	C,E
	C
	
	C,E


Level 6
	
	
	Communication
	Numeracy
	ICT
	Teamwork
	Independent Learning

	CI3105B
	Virtual Reality
	G, C
	
	G, C
	G, C, O
	

	CI3212A
	Mobile Technology
	G, O
	C, I, T, E
	C, I, T
	G, C
	I, C, E

	CI3430A
	Computer Vision
	C, R
	C, E, R, I
	C
	
	C, R

	CI3490B
	Foundations of Algorithms
	C, R
	C, E, R, I
	C
	
	C, R

	CI3500A
	Advanced Java
	C, R
	C, E, R, I
	C
	
	C, R

	CI3510B
	Computer Graphics
	C, R
	C, E, R, I
	C
	
	C, R

	CO3080B
	Computer Speech Processing
	C, R
	C, E, R, I
	C
	
	C, R

	CO3260B
	Scientific Visualization
	C, T
	
	C, T
	
	

	CO3995
	CO Project
	 D, O, R, P
	 D, O, R
	D, O, R, P
	
	D, O, R

	CI3515
	Advanced Games Programming
	C, O
	C, I
	C, R
	
	

	CI3525
	Games Production
	C, G, O
	
	
	C, P, O
	C

	TS3100
	Advanced Multimedia Design
	C,R
	
	T,C
	
	C

	TS3310
	Advanced Visual Basic
	C,T,R
	C,T
	C,T,D,R
	
	C,D

	TS3170
	Technical Direction in Computer Graphics
	C,E
	
	C,D
	
	C,D

	TS3010
	Advanced CGI
	C,E
	
	E,D
	
	E

	TS3070
	Digital Media Editing and Compositing
	C,D,T
	
	C,D,T
	C,D
	C,D,T

	TS3080
	Computer Animation
	C,E
	
	E,D,C
	
	C,E

	TS3050
	Broadcast Tech.
	C,D,E,R
	
	C,D,E
	D,C,
	C,E

	TS3930A/B
	TS Project
	O,R,D,I
	
	O,R,D,I
	
	O,R,D,I

	MD3358
	Multimedia Interactivity
	C, G, I
	
	C, G, I
	
	C, I


Key:

C - Coursework Assignment, D - Project Development, E – Examination, 

I - Individual Case Study or Self-Study/Research Exercise, 

G - Group Case Study or Self-Study, L - Library Workbook, 

O - Oral Presentation/Interview, P - Poster Presentation, R – Report, T - In-class Test.


F.
FIELD REFERENCE POINTS

· The field has been designed to take account of the relevant parts of the QAA Subject Benchmark Statements in Computing and Art and Design. 

· The awards made to students who complete the field or are awarded at intermediate periods comply fully with the National Qualifications Framework.

· All of the procedures associated with the field comply with the QAA Codes of Practice for Higher Education and collaborative provision.

· The Faculty has two research centres in Mobile and Internet Technologies (MINT) and Imaging (DIRC). These research areas have informed the curriculum at undergraduate level (and postgraduate level), as has KTP activity.

G.
TEACHING AND LEARNING STRATEGIES
The teaching and learning strategies will reflect the field aims, student background, potential employer requirements and the need to develop a broad range of technical skills, with the ability to apply them appropriately.

The teaching methods will include lectures, tutorials, seminars and practicals. The precise mix of these activities depends upon the nature of the individual module. Generally, subject material and corresponding techniques will be introduced in lectures; for most modules, practical activities are regarded as essential to the understanding of the material and the development of relevant skills.

Students will be expected to develop their skills, knowledge and understanding through independent and group learning, in the form of both guided and self-directed study. They will have the opportunity to work individually and as members of groups to meet the specific objectives of the field. 

The assessment strategy has been devised to reflect the aims of the field. In particular, the balance between the various assessment methods for each module reflects the specified learning outcomes.

Each module in the Modular Scheme has an associated Module Guide; these Guides indicate staff associated with the module, an outline of the study schedule, details of the assessments and reading lists.  Blackboard-based module guides further support the GTE field modules. 


H.
ASSESSMENT STRATEGIES
The assessments are designed so that students' achievements of the field objectives can be measured. A wide range of assessment techniques will be used to review as accurately and comprehensively as possible the students' attainments in acquiring sound factual knowledge together with the appropriate technical competence and understanding, so that they can tackle various types of problems.

Components of Assessment

In the field as a whole, the following components may be used in the assessment of the various modules:

· Multiple choice or short answer in-class tests: to assess competence in basic techniques and understanding of concepts

· Long answered structured questions in coursework assignments: to assess ability to apply learned techniques to solve simple to medium problems and which may include a limited investigative component.

· Long answer structured questions in end-of-module examinations: to assess overall breadth of knowledge and technical competence to provide concise and accurate solutions within restricted time.

· Practical exercises: to assess students' understanding and technical competence mainly in programming skills.

· Individual Courseworks: to assess ability to understand requirements and to provide solutions to realistic problems. The outcomes can be:

· Written report, where the ability to communicate the relevant concepts, methods, results and conclusions effectively will be assessed.

· Oral presentation, where the ability to summarise accurately and communicate clearly the key points from the work in a brief presentation will be assessed.

· Group-based coursework: contain all of the assessment objectives of individual courseworks and in addition are to assess ability to interact and work effectively with others as a contributing member of a team. 

· Project: The individual project module is similar to an extended individual coursework. The project is likely to be the development of a fairly sophisticated computer game, or research/development into some aspect of computer games such as artificial intelligence or physics modelling. The assessment here will place a greater emphasis on the ability to plan work, manage time effectively, and research background information, although students will also be expected to produce written reports and to be interviewed about their work. 

· Portfolio: The portfolio is a developing record of learning achievement. The creation of the portfolio is the student’s responsibility, requiring self-directed input. Students will be required to develop their portfolio in a form which will render it suitable for presentation.  Individual components of this portfolio will be assessed only once for the modules in which they were created.  The cumulative content, involving overall presentational style and aspects of progressive development will be of great value to students when they seek employment.
· Care has been taken to ensure that the methods of assessment have been selected so as to be most appropriate for the nature of the subject material, teaching style and learning outcomes in each case. Some modules are assessed entirely by means of in course assignments, while others have an end-of-module examination. 
In addition to any specific criteria, the following features are expected in work that is submitted for coursework assignments:

· Technical competence: the generated system or solution performs the requirements stated in the best possible implementation.

· Completeness: all aspects of the work are attempted and full explanations of all reasoning are given.

· Clarity: all explanations are clear and concise. Arguments follow a logical sequence and are laid out in a clear format.

· Neatness: all reports are produced using a word-processor. Tables, graphs and diagrams are neat and suitably labelled.

Assessment Procedures

The Faculty already has policies and assessment procedures in operation to ensure fair and correct outcomes. Each assignment is internally moderated to check that it is well specified, of appropriate standard and marks reflect the contents. An internal moderator is assigned to scrutinise end-of-module examinations, and then at Levels 5 and 6 the examination questions are previewed by the external examiner to ensure that questions and solutions are correct and of an appropriate standard. Examination scripts are internally checked to ensure that they are correctly marked; they are made available to the external examiner. Typically two members of staff mark final year projects and the projects are also available to the external examiner. Finally, analysis and discussion of the results for each module will take place at the module and program assessment boards at the end of each academic year and at the Faculty's individual subject review meeting, where problems can be addressed.

I.
ENTRY QUALIFICATIONS

1.
The minimum entry qualifications for the field are:

The minimum general entry requirements applicable to all programmes within the University Modular Scheme will apply to this field.

2. Typical entry qualifications set for entrants to the field are:

Entry Requirements specific to the field are:-

· A level:  280 points, including at least two awards of 6 units, or equivalent, and typically including at least one science, computing, art, design or media studies award of at least 80 points 
· GCSEs: Minimum of grade C in English, Maths, Science, and preferably at least grade C in one of Art, or Design and Technology, or equivalent
A foundation year is available for students without formal entry qualifications. Mature applicants and those with qualifications not specified above will be considered individually.

J.
CAREER OPPORTUNITIES

Graduates from the Faculty have a good record of employment. The most recent First Destinations Survey provides the following examples of employment:

	Technical Analyst
	Trainee tech manager
	System support manager
	Software Developer

	Software administrator
	IT Consultant
	IT developer
	Web master

	Network support executive
	Analyst programmer
	Internet developer
	Project manager


Computer Games degrees are popular because they produce employable graduates with useful skills with modules which appeal to students. Potential careers for graduates of the Game Technology degree (GTE) include: games developers, graphics programmers, media technologists, technical programmers, and research and development in the games industries as well as some of the more general areas shown in the table. In addition some students go on to further study. 


K.
INDICATORS OF QUALITY

· The Faculty was awarded a New Technology Institute in 2002. This has the focus of IT skills in Business for South West London.

· Kingston University has been recognised as a high quality teaching institution as it has consistently scored highly on the “24” point system.

· Kingston University’s research programmes have been recognized as nationally and internationally competitive in the last Research Assessment Exercise (RAE) and its originality and importance is reflected in greatly increased support from government, industry and charities. 

· Current SEC research includes Computer Vision and Digital Imaging, Electronic Commerce, Data Communications and Networking, Software Engineering, Bioinformatics, Information Management, Learning Technology and New Media Design. As indicated in section F this is concentrated in two centres: MINT (Mobile and Internet Technologies) and the Digital Imaging Research Centre (Imaging).

· The Faculty participated in a successful QAA Discipline Audit Trail of Computing in 2005.
· The Faculty’s courses were successfully reviewed in the recent ISR event.

L.
APPROVED VARIANTS FROM THE UMS/PCF

None. 

Appendix
Field Diagram follows on next page. Option modules of particular relevance to computer games are shown in bold. Students will be guided to take these modules.
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(A/B/D/E/F/G)








Option 3





(A/B/D/E/F/G)











Option 5








Option 1:	TS2110 (D) Project, Planning and Investigation Skills or TS2060 (G) Graphics Software Embedded Language Programming or TS2140 (F) Introduction to Visual Basic or CO2052 (F) Html Prog and Int or TS2010 (G) Broadcast Science


Option 2:	TS2110 (A) Project, Planning and Investigation Skills or or TS2080 (G) Computer Animation or TS2150 (F) Film and Television Studies or CI2300 (E) Fundamentals of Digital Imaging  


Option 3:	TS3010 (F) Advanced Computer Generated Imagery or CI3212 (B) Mobile Technology or CI3421 (A) Internet Protocols and Services or CI3500 (F) Advanced Java or TS3310 (G) Advanced Visual Basic or CI3490 (A/E) Foundations of Algorithms


Options 4/5:	Two of: TS3080 (G) Computer Animation (if not taken TS2080) or CI3105 (A) Virtual Reality or CI3510 (F/E) Computer Graphics or MD3358 (A/B) Multimedia Interactivity or TS3170 (D) Technical Direction in Computer Graphics or CO3080 (F) Computer Speech Processing or CI3530 (B) Digital Communication Principals or TS3050 (B) Broadcast Technologies. Other options may be available. Options will vary from year to year.








DF1102 (E/G)


Visual Struct CW or TS1091 (C)


Inst. Media T other CW/EX


Or CO1052 (F) Html Prog & Int CW





(A/E/F/G)





Option 2





CI3525 (C)


Games Production


CW








Games Technology (BSc) Full Field��





(A/B/D/E/F/G)








CO3995/TS3930 


Project (games)


CW





TS1011 (B)


Fundamentals of Computer Generated Imagery CW





TS1132 (C)


Light, Sound and Motion CW





CI1152 Practical Programming CW








MA1101 (D) Mat and Sts EX or MA1010 Mat. Sci 1 CW/EX or other maths option





CI1111 Programming Essentials CW





TS2100 (C)


Introduction to Multimedia 


Design CW





CO2071 (D)


Op. Systems and Networking  CW/EX





CI2510 (B)


Comp. Games Development CW





TS2130 (B)


Computer Generated Imagery and Sound II CW





(D/F/G) 





Option 1





CI2511 (C)


Strategy & Intelligent Games CW/EX 





CI2211 (A)


Advanced Prog. Concepts CW/EX





CO3995/TS3930 


Project (games)


CW





TS3100 (D)


Advanced Multimedia Design CW





CI3515 (E)


Advanced Games Prog.


CW





CO1070 (B)


Games Fundamentals


CW/EX





CO1060 (A)


Introduction to Computer Games CW
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