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B.
FEATURES OF THE FIELD

1.
Title: IT for E-Business (Multimedia)
2.
Modes of Delivery

The field is offered on a full-time or on a part-time basis

3.
Features of the Field

The field builds on the existing Foundation Degree in IT for E-Business with a new specialisation in Multimedia. The field also extends the development of Foundation Degrees at Kingston.

· A high proportion of work-related learning which allows students to continue in full-time employment whilst studying for the foundation degree.

· The content for appropriate vendor certification is covered  as part of each award enabling students to sit for the relevant vendor certification, eg Comptia A+, Oracle DBA certificate, Adobe Certified Associate

· A common learning management system to facilitate quality assurance across various partner colleges and support work-based learning

· The opportunity to top-up to full honours degree within a further 15 months of full-time study.

· Part-time study, if students cannot commit to the full-time study route for the foundation degree.
C.
EDUCATIONAL AIMS OF THE FIELD

The overall aim of the programme is to produce highly trained graduates with Multimedia skills in order to support the development of the information society. 

It is the aim of all of the fields to ensure that students of Multimedia are employed in industry and commerce in the future, and:

· have the appropriate combination of technical skills, academic knowledge and business skills to work effectively 

· are aware of the actual and potential range of information and computer-based systems and of the ways in which these interact with their material, human, organisational and social environments
· possess the appropriate ability and are equipped to undertake honours degree advanced studies and/or research and development in the computing and information systems disciplines
· can apply their knowledge and skills in the various contexts in which information and computer-based systems are developed.  In particular, can both initiate and sustain a planned and disciplined personal effort when working alone and can participate effectively as a member of a team.

· Students will gain the necessary understanding and skills to design, implement and manage interactive media. An interactive multimedia artefact will be developed that will either support the needs of the business that students are working in or the e-commerce needs of an industry case study.
D.
LEARNING OUTCOMES (OBJECTIVES) OF THE FIELD

1. Knowledge and Understanding

· Describe and apply systems analysis and design methodologies to the design of e-business and multimedia projects


· Demonstrate a sound understanding and usage of computer system components, architectures, operating systems and databases.


· Describe the fundamental elements and functions of programming languages, explaining the terminology used and providing a framework for comparing the languages.


· Explain the structure and components of a project planning methodology and apply the methodology to e-business and multimedia projects


· Illustrate the principles of the Internet, web sites, interactive multimedia and their designs including the management of web servers and sites, including tuning and performance aspects


· Describe the necessary theoretical background and skills to develop games
· Demonstrate business and technical awareness of current IT and Multimedia


· Design and deploy small IT systems
analyse and specify IT services


· Reflect on the ethical, legal and professional issues 


· Demonstrate knowledge and understanding basic business IT requirements

2.
Cognitive (thinking) Skills
· Learn independently, think logically and critically 


· Critically analyse, evaluate and communicate


· Identify current issues and trends


· Reflect on experiences and identify opportunities

3.
Practical Skills

· Design, implement and test multimedia systems

· Communicate and document experience


· Understand user needs for Multimedia Systems

· Design, implement and test games
4.
Key Skills

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

a. Communication:

· make effective contributions to group work and discussions

· make oral presentation on a complex topic

· select and extract material from primary and secondary sources

· read and collate material from written and spoken sources

· provide written materials in a variety of formats fit for purpose

· incorporate images in documents including titles, data, graphics and diagrams

b. Problem Solving and Numeracy:

· collect data from primary and secondary sources selectively

· evaluate and present data in suitable formats

· select and use appropriate methods to manipulate primary and secondary data

· record data in appropriate formats

· understand the issues of selection, accuracy and uncertainty in the collection and analysis of data 

c. Information, Communication and Technology
· use appropriate IT to present text, data and images

· produce a complex document combining information from a variety of sources

· search for, retrieve and store information from IT sources

· select appropriate on-line information and evaluate its quality

· use on-line communication systems to send and obtain information including the University’s learning management system

d. Teamwork 

· review and evaluate progress of groups and collective performance

· identify ways of improving the performance of groups and own contribution to groups 

· enable a high level of communication, team working and inter personal skills that will ensure that they are able to operate effectively at work

d. Independent Learning:

· reflect on his/her own academic and personal development

· design a personal development plan 

· research into a given subject and plan future lines of enquiry
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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. 

This field consists of a 2 year taught programme of 16 modules. The Diagram (A) at the end of the document illustrates the course structure of the equivalent of 8 level 4 modules and 8 level 5 modules, usually studied over 2 calendar years with 3 semesters per year. The part time program is 4 modules / year to take a period of 4 years.

F.
FIELD REFERENCE POINTS

· The suite of fields take into account the honours degree subject benchmark statement for Computing

· The suite of fields meet the draft QAA benchmark statement for Foundation Degrees

· All procedures associated with the suite of fields comply with the QAA Codes of Practice for Higher Education and the National Qualifications Framework

· Vendor specific requirements

G.
TEACHING AND LEARNING STRATEGIES 

It is recognised that there will be a variety of prospective students applying to undertake these courses including those employed (full-time or part-time), self-employed (full-time or part-time), those seeking work and those wishing just to study. Also, there is bound to be some diversity in the nature of students’ employment. 

A significant number of students could be self-employed IT contractors who experience irregular work patterns. Some students may experience redundancy or several changes of employment during their studies, and maternity leave should also be catered for. 

It is expected that the majority of students that register will be post school leaving age, i.e. mature students. Consequently the teaching and learning strategies must be flexible in order to cope with this. Therefore the Course Team will be fully committed to the importance of achieving the course aims through the use of a range of different learning methods, attendance modes and resource provision.

Central features of the teaching and learning strategy are:

· the recognition of the importance of work-related learning

· the development of business related skills and Key Skills within a vocational context

· an emphasis on student-centred learning

· the use of a learning management system

Students’ learning will be supported by lectures, seminars, tutorials, the project/assignment programme, laboratory activities, presentations, individual support at the workplace and accessing ‘on-line’ materials.

· Lectures will be used to introduce new concepts and ideas and to provide students with essential information and underpinning knowledge. The seminars and tutorials will be module specific and will be used by the module tutors to monitor student progress, provide additional support and guidance and to encourage student participation.

· The projects and assignments will be used to assess student progress, make judgements on the achievement of outcomes and to establish links between modules and ensure overall coherence of the field.

· Laboratory activities will be used to develop the students’ ability to apply knowledge and acquire design and problem solving skills.

· An essential feature of the Foundation Degree is the opportunity students have of learning at work. Regular contact will take place with the supervising institution.

· Individual and group presentations, using audio-visual aids, will be a key strategy in the development of communication skills.

· Materials produced by specific vendors will be used to provide students with essential knowledge and skills associated with the relevant vendor certification.

Work-related Learning:

This suite of Foundation Degrees has been designed with the understanding that employees learn through experience of work. There is significant evidence that individuals acquire skills and knowledge through the activities that they are required to engage in while at work. This learning has traditionally been supported by work place supervisors and managers. 

Each Foundation Degree will provide employees working in the IT sector with the opportunity of formal accreditation of this learning by putting in place a framework of learning outcomes and an assessment methodology.

Learning in the workplace will take place in the context of a course that involves a large proportion of face-to-face college study, a variety of communication media and a virtual learning environment.  The colleges will therefore ensure that sufficient “signposting” and support for work-based learning will be provided.

Assessment of work-based learning will be based on the following principles (following SEEC’s guidelines):

· work-based learning does not require the student to be in full time employment 

· the diverse range of students’ a-priori skills and knowledge will be considered at registration and factored into the students’ overall learning programmes

· the outcomes of all relevant work-related learning, past, present and future, will be set in the overall framework of aims, outcomes, levels and standards for the Field studied, 

· a programme of learning will be developed in conjunction with employers and/or Institutions

· students will be supported by their college whilst in their place of work. 

· there will be regular contact with supervising Institutions and employers

· progress will be reviewed at regular intervals

· work-related learning will be documented, for example in student Log Books, to enable it to be assessed against standards set out in the overall assessment frameworks 
Flexible Provision:

In order to provide students and employers with a practical and manageable vocational study programme, the IT for E-Business courses are flexible in the following ways:

· Attendance modes

Whenever possible modules will be offered in a variety of modes across the partner institutions (daytime, evening, weekend and block). Any student will typically study for a maximum of 4 modules in any semester or 6 month period.  Of these 4 modules 2 will normally be work-related.

· Online support

Access to resources and communication facilities will be available through the Learning Management System Blackboard. This will allow support to be given by tutors and other students when off campus, at home or in the workplace. Access to library catalogues, recommended websites and e-books will be facilitated through Blackboard.

· Work-related learning

If a student is employed in work relevant to their field they will be able to structure much of their learning in this context. However, if they are not in work they will be able to use case study material, carry out voluntary work and/or focus on projects within the institutions in which they are studying in order to achieve the learning outcomes of their modules. Additionally Blackboard will provide communication facilities and resources that can be accessed through a web browser at work.

· Resources

Students will have access to their local institution’s Learning Resources, their NTI lab and the facilities of Kingston University (Learning Resource Centres and computing facilities). This will give them access to a broad range of books and computing facilities and a variety of locations to visit.

H.
ASSESSMENT STRATEGIES

The assessments are designed so that students’ achievements of the field objectives can be measured. A wide range of assessment techniques are 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 or on-line tests: to assess competence in basic techniques and understanding of concepts

· Long answer 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 coursework: to assess overall breadth of knowledge and technical competence to provide concise and accurate solutions.

· Practical exercises: to assess students’ understanding and technical competence mainly in coding exercises.

· Individual coursework: 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.

· Project: The reflective learning element and individual project module is similar to an extended individual coursework. The problems tackled may be of a more open-ended nature, allowing students to increase their knowledge of health informatics by studying a topic in greater depth and/or by applying techniques learned in a new situation. As such the assessment here places a greater emphasis on ability to plan work, manage time effectively, and research background information, although students are also expected to produce written reports and to be interviewed about their work. 

In addition to any specific criteria, the following features are expected in work that is submitted for coursework assignments: 

· 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 general assessment procedures are contained in Undergraduate Modular Scheme (UMS) Regulations. Assessment criteria for individual modules are included in the module directory in the appropriate module description.

The assessment scheme has been designed to enable students to demonstrate that they have met the objectives of their Foundation Degree. A variety of assessment methods are used within the individual modules reflecting the nature of the subject, the particular skill being assessed and the level of the module concerned. The scheme of assessment within any individual module has been designed to enable students to demonstrate that they have met the objectives of the module.

The table overleaf provides a summary of assessments used in the fields.

Assessment Summary

The table below indicates the methods of assessment to be used for core modules and Computing options from within the field being validated. Further details are given in the module descriptions in the Module Directory
	Assessment Methods

	Foundation Degree in IT for E-business (Multimedia)

	

	 
	 
	Examination
	Coursework
	Project
	Presentation
	Group Activity

	CI1616
	Introduction to Multimedia Production
	
	
	
	
	

	CI1610
	Introduction to Programming
	
	
	
	
	

	CI1601
	Network Fundamentals
	
	
	
	
	

	CI1613
	Computer System Fundamentals
	
	
	
	
	

	CI1617
	Introduction to Website Development
	
	
	
	
	

	CI1621
	Professional Skills
	
	
	
	
	

	CI1620
	Project Level 1
	
	
	
	
	

	CI1630 
	Systems Analysis and Design I
	
	
	
	
	

	CI2613
	Multimedia Production
	
	
	
	
	

	CI2608
	Multimedia Design
	
	
	
	
	

	CI2610
	Business Systems Analysis   II
	
	
	
	
	

	CI2611
	Data Server Technology
	
	
	
	
	

	CI2614
	Project Level 2 (Double Module
	
	
	
	
	

	CI2624
	Information & Project Management
	
	
	
	
	

	CI2607
	Introduction to Computer Games
	
	
	
	
	


I.
ENTRY QUALIFICATIONS

1.
The minimum entry qualifications for the field are:

· Entry is intended for mature students with work experience. Any formal qualifications and or relevant experience equivalent to five GCSE and GCE passes including two six-unit awards (for example, two A2 awards or a Vocational A Level double award, or two A Levels) will be considered. Vendor qualifications will be considered for exemptions and course entry; or other suitable qualification

· Other overseas qualifications of equivalent standard to the above. The offer of a place is dependent on achieving an English Language qualification as well as an academic qualification

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

· A total of 140 points at AS and A2 from three subjects or equivalent performance in other NQF Level 3 qualifications.  

J.
CAREER OPPORTUNITIES

Students studying this field may or may not currently be in employment. 

The foundation degree enables them to gain credit for:

· What they already know and are doing in the work place and,

· for vocational training undertaken in order to satisfy short-term work-related needs, eg. Adobe, CISCO, Microsoft certification

· To allow them to top up to honours at Kingston University

Additionally, the Foundation Degree provides students with a formal academic framework for their current work that enables them to study IT and Multimedia as a broad and professional discipline. Successful students can then gain appropriate academic and professional qualifications.   

All these features improve the career prospects of the individuals both within their current employment and in the job market into career pathways such as:

· E-learning designers and developers

· Multimedia Designers (Animations / CD-ROMs / Web based Media)

· Interactive TV and Kiosk Designers

· Games Designers and Architects

· Virtual World Designers

· Integration Specialists working with Multimedia for streaming
The Foundation Degree also equips the student with knowledge and skills that can be readily applied to the benefit of an employer. 

The benefits to employers are that:

· vocational training can be provided in order to meet companies’ short-term needs

· up-to-date technical knowledge and understanding can be applied immediately

· a career enhancing education can then be offered to motivate and develop selected employees.

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 Faculty of CISM 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 three centres CARIS (Applied Information Systems), MINT (Mobile and Internet Technologies) and DIRC (Imaging).

· The Faculty of CISM participated in a successful QAA Discipline Audit Trail of Computing in 2005.

· RACC Ofsted/ALI Grade 1 rating

· RACC Beacon College and CoVE Status

· RACC ICT Department Grade 1 rating

· CSIM Honours degree programme accredited by British Computer Society (BCS)

L.
APPROVED VARIANTS FROM THE UMS/PCF

No variations from UMS required.

Appendix A - Diagram (A) of Course Structure
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Learning outcomes

										Knowledge & Understanding																								Cognitive skills								Practical skills								Key skills

				Type of Module		Module Code		Module Title		Describe and apply systems analysis and design methodologies to the design of e-business and multimedia projects		Demonstrate a sound understanding and usage of computer system components, architectures, operating systems and databases.		Describe the fundamental elements and functions of programming languages, explaining the terminology used and providing a framework for comparing the languages.		Explain the structure and components of a project planning methodology and apply the methodology to e-business and multimedia projects		Illustrate the principles of the Internet, web sites, interactive multimedia and their designs including the management of web servers and sites, including tuning and performance aspects		Describe the necessary theoretical background and skills to develop games		Demonstrate business and technical awareness of current IT and Multimedia		Design and deploy small IT systems		Analyse and specify IT services		Necessary theoretical background and skills to develop games		Reflect on the ethical, legal and professional issues		Demonstrate knowledge and understanding basic business IT requirements		Learn independently, think logically and critically		Critically analyse, evaluate and communicate		Identify current issues and trends		To reflect on their experiences and identify opportunities		Design, implement and test multimedia systems		Communicate and document experience		· Design, implement and test games		Understand user needs for Multimedia Systems		Communication skills		Numeracy		ICT		Teamwork		Independent Learning

		Multimedia FdSc		Core		CI1616		Introduction to Multimedia Production				ü				ü		ü				ü										ü										ü		ü				ü				ü		ü				ü

				Core		CI1610		Introduction to Programming						ü																												ü		ü										ü				ü

				Core		CI1601		Network Fundamentals				ü						ü				ü		ü		ü						ü										ü		ü										ü		ü

				Core		CI1613		Computer System Fundamentals				ü												ü		ü						ü																				ü		ü				ü

				Core		CI1617		Introduction to Website Development										ü				ü		ü		ü						ü												ü										ü				ü

				Core		CI1621		Professional Skills																						ü				ü		ü		ü												ü				ü				ü

				Project		CI1620		Project Level 1								ü																ü		ü		ü						ü		ü						ü				ü				ü

				Core		CI1630		Systems Analysis and Design I		ü																ü						ü										ü		ü										ü		ü		ü

				Core		CI2613		Multimedia Production										ü				ü																				ü		ü				ü

				Core		CI2608		Multimedia Design										ü				ü																				ü		ü				ü

				Core		CI2610		Business Systems Analysis   II		ü																ü				ü														ü						ü				ü				ü

				Core		CI2611		Data Server Technology				ü												ü														ü						ü						ü				ü				ü

				Project		CI2614		Project Level 2 (Double Module								ü														ü		ü		ü		ü		ü						ü						ü				ü				ü

				Core		CI2624		Information & Project Management								ü						ü								ü				ü										ü				ü		ü				ü				ü

				Core		CI2607		Introduction to Computer Games		ü						ü				ü		ü						ü						ü		ü		ü				ü		ü		ü				ü		ü		ü				ü





Assessment

		

		Assessment Methods

		Foundation Degree in IT for E-business (Multimedia)

						Examination		Coursework		Project		Presentation		Group Activity

		CI1616		Introduction to Multimedia Production				ü

		CI1610		Introduction to Programming						ü		ü

		CI1601		Network Fundamentals		ü		ü

		CI1613		Computer System Fundamentals		ü		ü

		CI1617		Introduction to Website Development				ü

		CI1621		Professional Skills				ü

		CI1620		Project Level 1						ü		ü

		CI1630		Systems Analysis and Design I		ü								ü

		CI2613		Multimedia Production				ü				ü

		CI2608		Multimedia Design				ü

		CI2610		Business Systems Analysis   II				ü

		CI2611		Data Server Technology		ü		ü

		CI2614		Project Level 2 (Double Module						ü		ü

		CI2624		Information & Project Management				ü

		CI2607		Introduction to Computer Games				ü		ü






