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About this guide  
 

This Course Guide will help you plan your course. It tells you which modules you 
must study and pass, and lists the optional ones which contribute to your award. The 
Guide also offers you brief descriptions of each module, including general information 
about assessment tasks, and an overview of how the Course can be used for future 
career choices.   
 
You should read this Course Guide in conjunction with the Undergraduate Student 
Guide;  the University’s Policies and Regulations and/or Postgraduate Student Guide. 
These documents should provide you with all the basic information that we think you 
will need for your period of study here.  
 
You are encouraged to read this Guide through now.  It will be a considerable 
advantage to you to be familiar from the outset with the various aspects of your 
studies that are described.  It may be that the relevance of some of the sections will 
not be immediately obvious. Keep it somewhere accessible, so that you can refer to it 
as needed.  The answers to many of the questions that you will want to ask are 
contained in it.   
  
Obviously even in a document like this we have not covered every query and problem 
that you might have about the course.  If you find that there is something you need to 
know, please check on STech Student Noticeboard on WOLF.  You can also consult 
the University’s Student Services Gateway as appropriate. We are pleased to hear 
your views and welcome suggestions for ways of improving the operation of the 
Course. 
 
 

Please enter the contact 
details for your Personal Tutor 
for your future reference: 

 
----------------------------------------------------- 
The name of your Personal Tutor will be 
given to you at the beginning of your course 
and can be checked via e:Vision 

Student Support Office 
Simon Rose, Mi158, Mi Building, City 
Campus South, 01902 518532, 
Simon.Rose2@wlv.ac.uk  

Your local Academic School 
Office is: 

STech School Office, Mi155, Mi Building, 
City Campus South 

Your Student Office (Here to 
Help) is: 

Mi024, Mi Building, City Campus South or 
log a call on Netdesk via e-Vision.  

 
Please note that in order to develop and improve the Course, it may be necessary on 
occasions to amend or revise the details given in this Course Guide.   

http://www.wlv.ac.uk/default.aspx?page=24607
http://www.wlv.ac.uk/default.aspx?page=24607
http://www.wlv.ac.uk/default.aspx?page=6932
http://www.wlv.ac.uk/default.aspx?page=25347
http://www.wlv.ac.uk/default.aspx?page=20726
mailto:Simon.Rose2@wlv.ac.uk
https://smsweb.wlv.ac.uk/si/sits.urd/run/siw_lgn
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Welcome  
 
On behalf of the Course Management Team I should like to extend to you a very 
warm welcome and I would like to take this opportunity to wish you every success in 
your studies at the University of Wolverhampton, and trust that your time at the 
University of Wolverhampton will prove to be enjoyable, stimulating and rewarding. 
 
BSc (Hons) Computing Games Development (Top-Up) is one of many run by the 
School of Technology which has itself established an excellent reputation for the 
quality of its courses, for an innovative approach to teaching and learning, and for the 
friendliness of its staff.   
 
We believe it is important that you are encouraged to make your own contribution to 
the effective operation and development of your chosen course.  We are, therefore, 
keen to hear your views and would welcome any suggestions that you may have 
about ways of improving any aspect of your course and/or the student experience 
here at the University.  In practice, you will have the opportunity to do this through our 
‘student voice’ processes, such as student forums. 
 
Remember that the outcome of your studies could affect the whole of your future 
career and therefore study should certainly be your first priority. In resolving to work 
hard however, do not forget to have time for recreation and social activities. Do take 
full advantage of the University facilities at your disposal. 
 
Dr Ian Coulson, Course Leader 

        I.Coulson@wlv.ac.uk 
 

http://www.wolvesunion.org.uk/
mailto:I.Coulson@wlv.ac.uk
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Attendance 
The University recognises that you have made a significant investment in both time 
and money in choosing to study for a degree. Staff are committed to helping you fulfil 
your potential. Your attendance at, and participation, in classes is a key factor in 
ensuring that you do so.  
 
Attendance will help you to: 

 Understand the subject area you are studying; 

 Acquire and develop the skills and knowledge needed to ensure success; 

 Prepare for and undertake assessments; 

 Learn from and with your fellow students; 

 Receive feedback from teaching; 

 Participate in practical and group work; 

 Develop your communication skills. 
 
If you are unable to attend a class please let your tutor know that you are unable to 
do so. He/she will then be able to give you advice on what was covered in the class, 
and what you need to do to catch up. Please do remember how important attendance 
is to your success. The University considers this to be so important that it 
reserves the right to review the position of students who fail to attend.  

 

The Wolverhampton Graduate 
 

By the end of your course, the university expects you to be a Wolverhampton 
Graduate who is knowledgeable and enterprising, digitally literate and a global 
citizen. 
 

 

Digitally Literate 

 
Our graduates will be confident users of advanced technologies; they will lead 
others, challenging convention by exploiting the rich sources of connectivity 
digital working allows. 

Knowledgeable and Enterprising 

 
Our graduates will know how to critique analyse and then apply knowledge they 
acquire in an enterprising way. 

Global citizens 

 
Our graduates will bring informed understandings of their place and ethical 
responsibilities in the world. 

 
Further information can be found on the University student webpage for      
Graduate Attributes. 

http://www.wlv.ac.uk/Default.aspx?page=22433
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About the Course 

 
This Guide outlines the modules which are available, teaching and learning activities 
and assessment tasks.  If there is anything you need to discuss further, please 
contact Ian Coulson, Course Leader 
 
The educational aims of the course are: 
 
We have designed our BSc (Hons) Computing Games Development (Top-Up) course 
to meet the needs of those students with a relevant HND or Foundation Degree who 
wish to develop skills in Games Development. 
This course enables you to develop the skills necessary to contribute to the 
development of computer games. 
 
As a student on this course you will have the opportunity to gain an understanding of 
and experience in, the theory, practice and applications of games development. 
 
The course learning outcomes are: 
 
At the end of this course you, the student, will be able to: 
 
1. apply a full understanding, knowledge and experience of the principles of computer 
games technology  (e.g. computer graphics, artificial intelligence, simulation, 
visualisation, animation, physics and game engines) and its applications to the design 
and production of computer games products; 
 
2.  demonstrate and apply knowledge of computer hardware and software with 
particular reference to  the application of computing practice to the delivery of high 
quality computer games. 
 
3. apply appropriate theory, tools and techniques (e.g. practice of programming, 
object-oriented data systems, design and construction of web systems, networks) to 
the analysis, design and synthesis of solutions to requirements in the domain of 
computing; 
 
4 .demonstrate mastery of the essential facts, concepts, principles, theories and 
practices enabling graduate employment in applications of computing (e.g. system 
support and management, systems engineer, web system development); 
 
5. demonstrate a range of transferable skills in: problem solving; communication; 
project management; working individually and in teams; self-management ; and the 
ability to gather, evaluate and reflect on information from relevant sources and 
synthesise new knowledge and solutions to requirements in the domain of 
applications of computing; 
 
6. demonstrate a range of social, legal, ethical and professional skills required for 
continuing professional development in the computing discipline within a world-wide 
context. 
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These will be achieved through the following learning activities: 
 
You will engage with a range of learning activities which will include lectures, tutorials, 
workshops and on-line forums and in class discussions. The learning activities on 
your course will develop distinctive graduate attributes that will make you stand out 
and enhance your employability.  These skills will be embedded into the curriculum 
throughout your course. Examples include: 
Games Development: This course builds on the principles and methodologies in 
Games Programming. You will learn about games related technologies such as game 
engines for the rapid prototyping of games, network programming for multiplayer 
games and mobile games technologies. The course includes work on AI and Physics 
introduced in the second year of study, and then in the final year of study you will 
research aspects of gaming and apply the knowledge from this to create more 
intelligent characters in a group project developing a game 
Digitally Literacy: All Computer Science graduates will be users of advanced 
technologies. However, on your course you will develop your skills to encompass 
literacy more fully such as learning how to find information and how to take best 
advantage of digital resources and the Internet to make you effective in the 
Information Age. 
Global Citizenship: On each level of your course you will learn about social, legal and 
ethical aspects of Computing, which will broaden your understanding of the way the 
world works and how communication and collaboration are evolving. 
 
Knowledgeable and Enterprising: Throughout your course you will build up your 
professional and employability skills and learn to apply the knowledge you have 
acquired in an enterprising way. You will constantly nurture your own intellectual 
curiosity. The tools, methodologies and techniques that you will learn have been 
carefully selected to prepare you with the skills that employers demand and the 
opportunities for work based learning and placements will allow you to gain the vital 
experience that they often expect. 
 

Academic Regulations 
 

This course adheres to the University’s academic regulations.  A full version of these 
regulations can be found on the University web page for Policies and Regulations.  
These regulations govern your course and will be binding on you. It is, therefore, 
important that you read and become familiar with them. 

 
 

Course information   
 

Reference points 
 

 Framework for Higher Education Qualifications 

 QAA  Subject Benchmark for Computing 

 HEA Employability Profiles for Computing 

 Skills Framework for the Information Age 

 e-Skills 

 British Computer Society 

 Special Needs Disability Act 2001 

 Race Relations Amendments Act 

 University Documents 

http://www.wlv.ac.uk/default.aspx?page=6932
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Blended learning 
 
1) Have access to a digital copy of all lecturer-produced course documents. 
All modules will have a Wolf topic that will include a link to the module guide, lecture 
slides and notes, workshop and tutorial exercises, assessment briefs and marking 
criteria, mock test papers. 

 
2) Formative assessment/s opportunities on line with meaningful electronic 
assessment feedback 
Some modules will provide regular online formative tasks to accompany your self 
study and allow you to gauge your progress with the module. For example, weekly 
multiple choice exercises may be available on Wolf or a system tailored to the 
subject. On other modules, formative learning tasks will be set on Wolf and you may 
get feedback on your performance from your tutor at scheduled meeting, tutorials or 
workshops. 

 
3) Have opportunities to collaborate on line with others in their learning cohort 
There will be a Course Café on every module's Wolf topic that will enable you to 
communicate with your colleagues about the module. Additionally, some modules 
may provide forums or wikis for discussing topics such as those relating to 
coursework tasks or providing notes and support documents that may be open for 
you to contribute to. 

 
4) Have the opportunity to participate in electronic Personal Development 
Planning (ePDP) 
 
On each level of your course there will be a module that will develop your skills of 
Personal Development Planning (ePDP). Throughout the course you will construct an 
e-portfolio on PebblePad. On some modules PebblePad will this act as the 
submission system for your work and will enable you to build a portfolio or work that 
you can use to demonstrate your skills to potential employers.  

 
5) Submit all (appropriate) assessments online 
You will have the opportunity to submit all appropriate assessments (e.g. those that 
were prepared on a computer) through Wolf, PebblePad or a system integrated into 
the software used on your modules.  

 
6) Opportunities to engage in interactive learning during all face to face 
sessions 
All modules will include face-to-face interactive sessions including workshops, 
seminars, tutorials and meetings. Some modules and subject areas may provide 
additional surgeries where you may receive extra help and support. 
 
Assessment methods 
 

Formative assessments provide feedback and are not used in the grading process. 
Their purpose is to provide both tutors and students with a gauge of progress. 
Summative assessments are used in the grading process. Most summative 
assessments (with a notable exception of exams) also have a formative aspect to them 
in that tutors provide written feedback on the work. Students should use this feedback 
to improve their performance on future assessments. Feedback on an assessment on 
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one module may help with assessments on other modules. Assessment methods are 
closely linked to the learning and teaching approaches used. Below are examples of the 
assessment methods that you may encounter. 

 
Assignments – task based and report based assignments. Coursework frequently 
requires the writing of reports documenting the development of solutions. It is frequent 
practice to ask students to reflect on their learning experience as part of the 
coursework. 
 
Case studies – based on realistic scenarios. Analysis, application and evaluation skills 
are developed via case studies as appropriate for the topic areas. 
 
Practical exercises – tutorials and workshop sessions. These aid understanding and 
application of knowledge using a variety of IT tools within practical settings in 
workshops as well as assessing depth and breadth of understanding and application of 
subject knowledge. Practical exercises are the primary mechanisms for assessing 
analysis and evaluation. The tasks undertaken involve well-defined problems with 
varied level of complexity. Some practical exercise may involve interactive learning 
tools that are able to provide formative feedback.  
 
Portfolios / e-portfolios – contain samples of work demonstrating what the student 
has accomplished. This is a good way to assess learning and development which is 
illustrated by multiple examples of work, opportunities for self-assessment and 
reflection chartering over a period of time. Tasks set relate to outcomes being assessed 
thus documenting evidence of development towards mastering the identified outcomes 
and skills. Enhances the assessment process by demonstrating a range of skills and 
understandings of the subject area by the student. Some portfolios are sometimes 
called Learning Journals. 
 
Formal presentations - you may be required to present your work to a group of tutors 
or to the rest of the class. This may be a demonstration of practical work or something 
you developed or built or may present the results of a study. These are an important 
way of assessing your communication skills. 
 
Examinations and Time-Constrained Assessments (tests) - may follow a traditional 
format or on-line alternatives. They are used to ensure breadth of knowledge has been 
acquired. TCA and examinations, some of which are case study based, emphasise 
application of knowledge and skills.  
 
Group Project Work - where group work is assessed, mechanisms are used to allow 
individual contributions to be reflected in the grading as appropriate e.g. peer 
assessment of individual group members, individual reflection on the process and the 
product. 
 
Peer-group assessment – using student feedback, particularly in group assessments 
to identify each student’s contribution to the work. 
 
Individual Project Work - All courses require at least one module of individual project 
work where students work individually on a large task. This type of work is supported by 
either regular meetings with a named project supervisor or through seminars. 
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Work-based assessments – used to assess the student’s work-based modules and 
enable feedback from work placement organisations. These are usually used for 
students who are industry-based and doing their course part-time or students doing a 
placement. 
 
Assessments will also focus on skills such as team working, time-management and 
developing Continuing Professional Development (CPD) awareness, as well as 
discipline-specific skills related to the analysis, design, development, implementation, 
testing and evaluation of systems. Typical tasks include: production of technical 
documentation, reports for differing target audiences, presentations, demonstrations 
and viva, allowing assessment of the breadth and depth of knowledge, analysis and 
synthesis, communication, and evaluation within the subject area. 

 
Support for learning 
 
University provided support: 
As well as providing general counselling support the University Counselling Service 
provides short courses on topics such as "Self Confidence", "Stress Management and 
Relaxation" and "Life Skills". They also provide study skills and academic support, 
providing short courses such as provide help in areas such as "Writing and Assignment 
Skills", "Exam Techniques", "Enhancing Professional Skills", "Personal Development 
Planning" and "Making Choices for the Future. 

 
University Learning Centres provide general academic skills support to all students. 
You can make an appointment with a study skills advisor for advice on areas such as 
academic writing, assignment planning, exam preparation, and time management. In 
addition, there is a regular timetable of drop-in and bookable workshops covering 
information and digital literacy skills, including academic referencing. School of 
Computing and IT students are supported by a designated subject librarian who is 
available to support research and project work. 
 
In addition to the subject knowledge that you will gain from studying on your course, 
there are opportunities available to develop a range of skills that will help with your 
academic work. Such academic skills include: giving presentations, group work, 
academic writing, referencing  and time management (specific help for maths is also 
available). 

The Learning and Skills Team in LIS offer year-round academic skills support and 
guidance to all students. Students who are new to academic study and unsure of how to 
get started, or any student who wants to improve on their academic performance can 
attend drop-in sessions and workshops, or obtain advice via email or Skype. 

More details about how the Learning and Skills Team can help you are available at 
http://www.wlv.ac.uk/skills 

Course support: 
At the start of each year of your course you will be assigned a Personal Tutor who will 
guide you through the induction process and provide support and academic 
counselling throughout the year on an appointment basis. They should be able to offer 
you advice and guidance to help you liaise with other staff and support facilities in the 
School and University. You should meet your Personal Tutor at least 3 times a year, 
which must include meetings that you are invited to at critical points in your course.  

http://www.wlv.ac.uk/skills
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The Academic Programme Advisor (APA) provides academic counselling and will be 
accessible throughout the week on a drop-in or appointment basis to discuss 
timetables, requests for extensions, requests for extenuating circumstances, general 
concerns about study and student life and general programme planning. The APA will 
act as a first point of contact in relation to leave of absence (including returning after 
leave), withdrawal, transferring to another course (internal and external) and changes to 
mode of attendance. Your Course Leader will be available thereafter for meetings by 
appointment to discuss leave of absence, withdrawal, transferring to another course 
(internal and external), changes to mode of attendance, returning after leave of 
absence and direct entrants. 

 
 
 

Subject support: 
 
Tutorials, workshops, seminars and meetings - provide the primary opportunities for 
students to interact with staff on topics relating to modules. All modules provide at least 
one of these forms of face-to-face support. 

 
Formative feedback - tutors provide personalised written feedback on most summative 
assessments. The mechanism for feedback from purely formative tasks varies between 
assessments, but will always be provided in some form. Online formative tasks often 
provide feedback straight away. On occasions tutors may provide generalised verbal 
feedback to the whole class on points relating to an assessment 
 
Assessment and subject-based surgeries provide additional student support for 
subjects that students often need extra help with. They are often concentrated around 
the times when assessments take place. Revision sessions are provided for many 
modules that have exam-like tests and enable you to interact with tutors to review parts 
of the course. Mock exams and tests may provide opportunities to experience an 
examination environment before the final summative test and give you feedback on 
your understanding. 
 
Distinctive features of the course 
 
In 2009, a team of our students won a BAFTA award after winning a national 
competition Dare to be Digital, a video games development contest organised with 
Channel 4. 
We have a dedicated computer games laboratory for games development specialists, 
as part of our iconic IT Complex. 
As a Games Development student you will have the opportunity to benefit from the 
support and expertise of your fellow students by joining our established ‘Games 
Society’, where you could find yourself competing in national competitions. 
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UG Regulations 
(This section does not apply to Higher Nationals, Foundation Degrees 

and RN/Dip HE.) 

Students will study: 
Standard Full-time: modules worth 120 credits each academic year, 

taught over two semesters in the academic year. 
 

Non-Standard Full-time: modules worth 120 credits each academic 
year, taught in any combination in the academic year. 

 
Part-time: normally modules worth no more than 80 credits each 

academic year. 
 

 

Course Structure  
 
Semester One Starters 
 

Level 5 (2) 

 Semester 2 

 

   
 

C 
5CI014 Professional 
Development 

20 

   
 

C 
5CS005 Games 
Programming 

20 

       

    O 5CI017 Database Systems 20 

   
 

O 
5CC004 Distributed and 
Concurrent Systems 

20 

   
 

O 
5CI007 Work based 
learning* 

20 

 
Level 5 (2) 

Year 
 O 5MM006 Industrial Placement    40 
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Level 6 (3) 

Semester 1 Semester 2 

 
 

C  6CS007 Project and Professionalism 40 

 

 
 C  Individual Project    

     

C 
6CS004 Games 
Development 

20 
 

C 
6CS003 Computer Graphics 
and Artificial Intelligence 

20 

 

O 6CI005 Managing Projects** 20 
 

O 
6CC003 Emerging 
Technologies** 

20 

O 
6CC003 Emerging 
Technologies ** 

20 
 

O 6CI005 Managing Projects** 20 

O 
6CI008 Database Design 
and Applications 

20 
 

O  
6CI006 Work based learning 
* 

20 

O 6CI006 Work based learning  20 

 

Additional Information 
*Only one of these (max 20 credits) can be studied at each level. 

** Either in sem 1 or sem 2
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Module Descriptions  
 

5CI014 Professional Development 

 

Credit value 20 

Pre-requisites  

Co-requisites  

Prohibited 
combinations 

 

Module leader Sue Gill 

Telephone 01902 321416 

Email S.E.Gill@wlv.ac.uk 

Staff room number MI123 

 
Module description 
 
THIS MODULE IS FOR DIRECT ENTRY ONLY This module aims to expand your academic and 
professional skills, and develop your vocational awareness to improve your employability. You will 
have the opportunity to develop a range of skills necessary for a future in both an academic 
environment and in your chosen professional career. 

 
Assessment 

Description  Weighting or Pass/Fail 

1 Portfolio 100% 

 
 

5CS005  Games Programming 

 

Credit value 20 

Pre-requisites 4CS003 Object Oriented Analysis, Design and Programming or 
experience of an OO programming language 

Co-requisites  

Prohibited 
combinations 

 

Module leader Tom Hartley 

Telephone 01902 321481 

Email t.hartley2@wlv.ac.uk  

Staff room number MI318  

 
Module description 
The module provides you with an introduction to computer games programming, through the use of an 
industry standard programming language and formal development process. It includes the architecture 
of computer games, game artificial intelligence (AI) and games related maths and physics. On 
completion of the module, you should be able to understand the principles of computer game 
architectures and be able to understand how to produce your own computer games. 

 
Assessment 

Description  Weighting or Pass/Fail 

1 Portfolio 100% 

 
 

mailto:t.hartley2@wlv.ac.uk
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5CI017   Database Systems 

Credit value 20 

Pre-requisites  

Co-requisites  

Prohibited 
combinations 

 

Module leader Sherin Nassa 

Telephone 01902 321486 

Email S.Nassa@wlv.ac.uk 

Staff room number MI122 

 
Module description 
 
The purpose of this module is to provide you with the foundational knowledge and structure to enable 
the production of an interactive digital media application by exploring and employing the various 
theories of visual communication and interaction design. The module builds you up step-by-step in 
topics related to the creative aspect of digital media within the field of Computer Science. Important 
topics include the theory of visual perception and communication, mathematics of aesthetics, 
interaction design, navigational models, and selected elements from Interface design for interactive 
digital media. A balance of theory and application and a well-structured course and assignment 
schedule will ensure that you develop the necessary foundation for future more advance modules in 
digital media. The platform for developing the project uses industry-standard tools for creating 
interfaces and widgets for Rich Internet Applications. 

 
Assessment 

Description  Weighting or Pass/Fail 

1 Portfolio 100% 
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5CS004  Distributed and Concurrent Systems 

Credit value 20 

Pre-requisites 4CS003 Object Oriented Analysis, Design and Programming 

Co-requisites  

Prohibited 
combinations 

 

Module leader Sarah Mount 

Telephone 01902 321832 

Email s.mount@wlv.ac.uk 

Staff room number MI113 

 
Module description 
 
This module will introduce you to concurrency, both from the perspectives of programs that run with 
multiple threads of execution and those systems that operate across distributed hardware. 
Communication between distributed systems is looked at with respect to low-level socket programming 
and transfer of simple data and structured data in the form of XML. Higher level approaches that utilise 
remote methods and servlets will enable you to appreciate distributed systems at different levels of 
abstraction. Alternative paradigms for implementing concurrent programs will be looked at with 
practical problems such as race conditions and deadlock being investigated and solutions found. The 
module uses a programming language that is rich in features for practical implementation of concurrent 
and distributed systems. 

 
Assessment 

Description  Weighting or Pass/Fail 

1 Portfolio 100% 

 

5CI007 Work based learning 

Credit value 20 

Pre-requisites  

Co-requisites  

Prohibited 
combinations 

 

Module leader Lynda Holland 

Telephone 01902 321441 

Email Lynda.Holland@wlv.ac.uk 

Staff room number MI124 

 
Module description 
 

This module is intended for students in employment and aims to facilitate learning opportunities within 
their workplace. Students will be encouraged to identify and/or review their current employability skills, 
re-evaluate their skills and identify skills deficits or areas for improvement. The development of relevant 
career competencies will then be undertaken in collaboration with their current employer. Through this 
module students will learn to reflect on their own work practice and become familiar with personal 
development planning. Included in such reflection should be indications of students’ awareness of 
opportunities in the workplace context. 

 
Assessment 

Description  Weighting or Pass/Fail 

1 Portfolio 100% 
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5MM006 Industrial Placement    

Credit value 40 

Pre-requisites  

Co-requisites  

Prohibited 
combinations 

 

Module leader Derek Beardsmore 

Telephone 01902 321479 

Email D.I.Beardsmore@wlv.ac.uk 

Staff room number MI140 

 
Module description 
The Industrial Placement provides an opportunity for professional development in the work place and 
as such, greatly enhances the prospects for you to find a rewarding employment at the end of your 
course. You will have an opportunity to develop your technical skills, key skills and especially your 
personal skills, through being involved in a ‘real world’ placement. Normally, academic staff visit you 
once during the placement period, but contact is continual with the University throughout the 48 week 
(minimum) placement. 

 
Assessment 

Description  Weighting or Pass/Fail 

1 Placement 20% 

2 Report 80% 
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6CS007 Project and Professionalism 

Credit value 40 

Pre-requisites  

Co-requisites  

Prohibited 
combinations 

 

Module leader Derek Beardsmore 

Telephone 01902 321479 

Email D.I.Beardsmore@wlv.ac.uk 

Staff room number MI140 

 
Module description 

In this module you will start by looking at the Professional issues related to working in the Computing 
and IT industry. You will consider professional conduct and the social, legal and ethical implications 
related to the profession – in-line with BCS guidelines. 

In the first semester you will also start to consider the subject of your final year project. Following 
discussions with staff members you will produce a project proposal document and start a literature 
review on your chosen topic. You will be assigned a project supervisor who will meet with you at 
regular intervals to provide you with feedback on your work as it progresses. 

In your second semester you will continue to work individually on the main part of your final year 
project with regular meetings with your supervisor. This supervisor plus another member of staff will 
assess your project. 

 
Assessment 

Description  Weighting or Pass/Fail 

1 Portfolio  45% 

2 Project 55% 
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6CS004  Games Development 

Credit value 20 

Pre-requisites 5CS005 Games Programming 

Co-requisites  

Prohibited 
combinations 

 

Module leader Tom Hartley 

Telephone 01902 321481 

Email t.hartley2@wlv.ac.uk  

Staff room number MI318  

 
Module description 
 
This module builds on the principles and methodologies introduced in Games Programming. You will 
learn about games related technologies such as game engines for the rapid prototyping of games, 
network programming for multiplayer games and mobile games technologies. The work on AI and 
Physics introduced in the previous Games Programming module will be investigated further and 
subsequently you will apply these to create more intelligent characters in your games. The main theme 
of the module is the development of a game prototype that you will be expected to work in teams to 
produce. This prototype will be accompanied by a report that you will be expected to produce detailing 
the work that you conducted. 
 
Assessment 

Description  Weighting or Pass/Fail 

1 Report 70% 

2 Project 30% 

 
 

6CI005 Managing Projects 

Credit value 20 

Pre-requisites  

Co-requisites  

Prohibited 
combinations 

 

Module leader Adrian Priest 

Telephone 01902 518575 

Email A.Priest@wlv.ac.uk 

Staff room number MI122 

 
Module description 
The module aims to develop knowledge and skills required to contribute to the effective management 
of IS/IT projects in the business environment. 

 
Assessment 

Description  Weighting or Pass/Fail 

1 Presentation 40% 

2 Report 60% 

 
 

mailto:t.hartley2@wlv.ac.uk
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6CC003 Emerging Technologies 

Credit value 20 

Pre-requisites  

Co-requisites  

Prohibited 
combinations 

 

Module leader Dr. Rupert Simpson  

Telephone 01902 328526 

Email Rupert.Simpson@wlv.ac.uk 

Staff room number MI113 

 
Module description 
In this module you will build on your experience with current technology by exploring likely future 
trends. You will have presentations by subject specialists, covering a broad spectrum of leading edge 
computer developments. It will, for example, include application-led technological developments, 
enabling technologies, adopting emerging technologies in business, industry, the private sector, 
education, and security issues. 

 
Assessment 

Description  Weighting or Pass/Fail 

1 Portfolio 100% 

6CI008 Database Design and Applications 

Credit value 20 

Pre-requisites 5CI017 Database Systems 

Co-requisites  

Prohibited 
combinations 

 

Module leader Mary Garvey 

Telephone 01902 321483 

Email M.Garvey@wlv.ac.uk 

Staff room number MI124 

 
Module description 
It is important that database design captures the enterprise rules of the organisations for which they 
are designed. In this module you will investigate advanced database design techniques that model the 
complex constraints found in modern systems. You will also convert the designs into an application 
using Oracle Developer software. 

 
Assessment 

Description  Weighting or Pass/Fail 

1 Portfolio 100% 
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6CS003  Computer Graphics and Artificial Intelligence 

 

Credit value 20 

Pre-requisites Any level 5 programming module 

Co-requisites  

Prohibited 
combinations 

 

Module leader Arline Wilson 

Telephone 01902 321443 

Email A.F.Wilson@wlv.ac.uk  

Staff room number MI113 

 
Module description 
 
In this module you will look at aspects of the twin topics of Computer Graphics and Artificial 
Intelligence, both of which are important not only in the Computer Games industry, but also in the 
wider computing discipline. Through a variety of lectures, practical activities and self-directed research 
you will develop your skills, knowledge and understanding of these topics. Whilst the module will 
complement materials covered on the Computer Games modules, study of those modules is not a 
prerequisite for this module. 

 
Assessment 

Description  Weighting or Pass/Fail 

1 Portfolio 100% 

 
 
 
 

 
 
 
 
 

mailto:A.F.Wilson@wlv.ac.uk
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University Academic Calendar 2012/13 
 
Add link to the appropriate University Academic Calendar. 
 
  Academic Year 2012/13   UG PG 
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PG 
Blocks 

2
0
1
2

 

      

1 03-Sep Grad     
Diss blk 
4 2012/13 Graduations     

2 10-Sep Grad      " 2012/13 Graduations     

3 17-Sep WW      " UG Welcome Week    

4 24-Sep   1 1  " Resit Assessment PG Block3     

5 01-Oct   2 2 Hand in       

6 08-Oct   3 3         

7 15-Oct   4 4   PG Induction week   

8 22-Oct   5 5 Blk 1        

9 29-Oct   6 6 "       

10 05-Nov   7 7 "       

11 12-Nov   8 8 "       

12 19-Nov   9 9 "       

13 26-Nov   10 10 "       

14 03-Dec   11 11 "       

15 10-Dec   12 12 "       

16 17-Dec   Assess   " UG Sem 1 Assessment    

17 24-Dec vac       Christmas Holiday  

18 31-Dec vac       Christmas Holiday  

19 07-Jan vac     Revision 

2
0
1
3

 

Christmas Holiday    

20 14-Jan     
Assess Assess 

Assessment UG (mid) Year 
long, PG block 1  

21 21-Jan     1 Blk 2 
 UG Welcome(S2) UG 
Feedback(S1)    

22 28-Jan   1 2 "       

23 04-Feb   2 3 "       

24 11-Feb   3 4 "       

25 18-Feb   4 5 "       

26 25-Feb   5 6 "       

27 04-Mar   6 7 "       

28 11-Mar   7 8 "       

29 18-Mar   8 9 "       

30 25-Mar vac       Easter Holiday     

31 01-Apr vac       Easter Holiday   

32 08-Apr   9 10 Revision    

33 15-Apr   10 11 Assess Assessment PG Block 2  

34 22-Apr   11 12 Blk 3      

35 29-Apr     Assess " Assessment UG Year long     

36 06-May *   12   "      

37 13-May   Assess   " Assessment UG Sem 2    

38 20-May       "       

http://www.wlv.ac.uk/Default.aspx?page=22435
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39 27-May *       "       

40 03-Jun       " UG Assessment Boards tbc    

41 10-Jun       " UG Assessment Boards tbc    

42 17-Jun       " UG Publication of Results tbc    

43 24-Jun       Revision       

44 01-Jul       Assess Assessment PG Block 3   

45 08-Jul   
Assess Assess 

Diss blk 
4 

Resit Assessment UG and PG 
Blocks 1 and 2    

46 15-Jul       "       

47 22-Jul       " UG Resit Boards tbc    

48 29-Jul       " UG Publication of Results tbc    

49 05-Aug       "       

50 12-Aug       "       

51 19-Aug       "       

52 26-Aug *       "       

  
* = bank hol 
Mon 

          
      

                    

              PG taught blocks   

              PG Dissertation Block   

              UG Semester Taught    

              UG Year long Taught    

              Assessment Week  

              PG Self Study week   
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Where to get help with your course  
 

Student Support 
If you encounter any issues (personal or academic) the following diagram directs you 
to the appropriate department or staff member.    
 

  

 
 
 
 
 
 
 

 

 
 
 
 
 
 
 
 
 
 
 
 
 

  

   

Who to Contact 
 

  

   
Careers & 

Employment 
Services 

 

Student Gateway 

   
   

 
    

  

  

 

   

   
  

Study Issues 
 

Study Skills Adviser 

LIS or wlv.ac.uk/skills 

Personal Issues 
 

Personal Tutor or 

Student Gateway 

Special Needs 
 

Special Needs 
Tutor or Student 

Enabling Centre 

Academic and Course 
related queries 

 

Course Leader 

Module related queries 
 

Module Leader  

or Tutor 

Mitigating circumstances, 
enrolment queries & course 

transfer 
 

Student Office 
Here2Help 

General queries 
 

School Office or 
Student Office 

Here2Help 
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Course Leader: Dr Ian Coulson 
 
 
The Course Team:  

Personal Tutor   Alix Bergeret 
 

Personal Tutor   Jas Uppal 
 

Personal Tutor   Rupert Simpson 
 

Personal Tutor   Stephen Garner 
 

Personal Tutor 
 

Derek Beardsmore 
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Employability & Your Personal Development Portfolio (PDP) 
 
 
What is ‘Employability’? 
‘Employability’ is concerned with the development of skills aimed at enhancing your 
employment prospects throughout your time here at the University of Wolverhampton.  
Developing specialist subject and academic knowledge is important for employers but 
they also want to employ individuals who are able to: 

 Communicate effectively,  

 Work in a team and have good interpersonal skills.  

 Solve problems 

 Work on their own using their own initiative and are able to adapt to changing 
situations 

 Be self-confident 
 

How Will You Develop Your Employment Skills? 
At the School of Technology we aim to provide you with the opportunity to develop 
these through the modules you will be studying.  The assessments you do for your 
modules are designed to help you develop Subject specific skills through the 
research you undertake for the assignments.  In addition, they are also designed to 
help you develop other key skills such as your written communication skills.  Where 
you have formal presentations, this will build your self-confidence in addition to 
helping you develop your skills of verbal communication. Working as part of a team 
will develop vital group-work skills.  Attending your classes regularly will further 
ensure that you have the opportunity to develop other skills.  
 
Throughout your time at the University, you will develop and be able to demonstrate a 
number of skills, some of which are listed below: 

 

 Working as part of a group  

 Demonstrating teamwork skills and leadership skills 

 Effective communication  

 Written (via reports etc.)  

 Oral (through formal presentations) 

 Problem-solving 

 IT skills (which include use of basic packages for word processing, 
spreadsheets, use of email etc.) 

 Time management – attending classes, handing in of assignments, planning 
study time 

 
You may also be working part-time.  The experience you gain within a work 
environment is a very worthwhile one and also helps you to develop transferable 
skills which are valued by employers. 

 
Industrial Placements 
If you intend take an industrial placement then you will need to find an appropriate 
employment opportunity - one that is broadly aligned to your course. To help you in this 
process personnel from the Industrial Placements Office, managed by Krystyna Nosek, post 
information about opportunities on the Employment and Placement notice board opposite 
room MI128. In addition, this information is uploaded to the placement website:  
http://www.wlv.ac.uk/Default.aspx?page=25748 

http://www.wlv.ac.uk/Default.aspx?page=25748
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You should register your interest in following a placement year whilst you are studying at 
level 2.  
 
For students that are unsure if they should consider a placement please see either your 
Course Leader or your personal tutor.  
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Health & Safety issues  
 

School of Technology 
 
Health and Safety 
 
STech operates over two university campuses – City Campus and Telford Campus, but also 
delivers teaching in Singapore, Hong Kong, Qatar and Biarritz in France. It also has staff offices at 
the Wolverhampton Science Park and in Central Birmingham.  
 
The management of Health and Safety across the School has been devolved to the School Health 
and Safety committee, which is chaired by the Dean of School and the members are 
representative of its staff and students. The day-to-day responsibility for Health and Safety in the 
School lies with its three Technical Resource Managers. 
 
Each year the School is required to report on the following issues: Codes of Practice; Risk 
assessments; Fire Risk Assessment; First Aid; Occupational Health; Portable Appliance Testing; 
In-house inspection; Health & Safety Needs Analysis; Fire Marshalling; Dissemination; H&S 
Training; and Accidents. 
 
The School works closely with the Department of Risk, Safety and Health to ensure its practices 
align with the University’s policies and guidelines. Staff and Students alike should familiarise 
themselves with these policies and adhere to the guidelines provided by visiting the Department of 
Risk, Safety and Health’s website. 
 
 
Progression for Further Study 
 
Some of our graduates have chosen to further their knowledge by undertaking postgraduate 
studies.  
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School Charter for Students 

Students who come to the School of Technology (STech) at the University of Wolverhampton are 

entitled to have high expectations. Studying at the University can offer the chance for a new 

beginning, the development of new skills, and can give you greater opportunities for future 

employment. 

 
In order to help you to achieve your objectives with us, we will strive to provide: 
 

 Effective impartial advice and guidance to help you choose the right course. 

 An effective introduction to the University, to the School and to your course. 

 A welcoming environment with quiet places to study.  

 Qualified, experienced and professional tutors and lecturers. 

 Friendly, helpful staff. 

 Stimulating and well-planned learning opportunities. 

 Dedicated Technology Centre to support academic excellence. 

 Up-to-date resources including books and online journals. 

 Well-defined and appropriate programmes of study. 

 Opportunities to plan and review progress. 

 Access to learning support. 

 Access to confidential counselling, careers advice, and financial advice. 
 
We will aim to ensure that:  
 

 Feedback will be provided on all assessments within 3 working weeks. 

 You have a personal tutor. There is a Student Support Officer as the first point of contact 
with clearly advertised surgery times. 

 Your tutor’s availability will be clearly advertised. 

 There are opportunities for you to comment on and influence your University experience, 
e.g. via Student-Staff liaison meetings, module questionnaires and School/University 
Quality Committees.  

 You will have access to the information you need to progress on the course, e.g. each 
module will issue a module guide; each course will issue a guide. 

 You will be informed of electronic resources available for each module via the module 
guide. 

 
You will find information about all of the above in your “Guide to your Course” Handbook, available 
on the Current Students page of the University website 

 
We expect you to: 
 

 Have read and abide by the code on using University IT resources. 

 Attend regularly and punctually. 

 Show courtesy and respect to staff and other students. 

 Ensure you understand the requirements of your course  

 Ensure you understand the requirements of each module you are studying (sessions to 
attend, assessment procedures, exam procedures) 

 Respect and abide by the University Regulations, e.g. Equal Opportunities Policy, ID 
Cards, quiet areas.  

 Bring all necessary equipment to classes/workshops and tests. 

 Give in assessments on time (or they will not be marked) and keep copies of all 
assessments submitted. 

 Switch off mobile phones and personal stereos before entering learning environments. 

 Do not come to the University if you are under the influence of drugs and/or alcohol 
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 Behave considerately in lectures, tutorials, workshops and other classes, listen attentively 
and participate in class activities. 

 Not record teaching sessions, either by audio, video or photographically, without permission 
from the lecturer and authorisation from the Student Enabling Centre 

 Respect the quiet areas and make as little noise as possible in all areas. 

 Note that no food or drink (other than water) is allowed into teaching areas and especially 
laboratories. 

 Keep the Student Support Officer informed if you have personal problems that affect your 
work; if these problems make it necessary to seek extensions, to do so before the deadline. 

 Use the advertised times (or make an appointment by email or through the School Office) 
to seek advice from your tutors/lecturers.   

 Confirm your programme of study when asked to do so. 

 Seek approval for and record any change of programme within the deadlines. 

 Inform the Student Office (Here to Help) and Finance if your address or other contact 
details change. 

 Check E-Vision frequently to keep informed of University communications. 

 Check the SCIT Students WOLF topic frequently. 

 Attend student support surgeries when requested to do so by personal tutors. Times of 
these are advertised on the SCIT Students WOLF topic. 

 
 
 
 
Email Charter 
 

1. Students can normally expect a response to a query from staff within 3 working days.  
However, staff may have other commitments including being on business which takes 
them outside of the University.  Students are advised to contact the School Administrative 
staff in the event of failing to receive a response from a member of academic staff. 

2. Students are expected to observe an ethical and professional approach to the use of 
email and therefore students are expected to observe the normal requirements of 
courtesy and professionalism expected of all students in their dealings with staff and 
fellow students. 

3. Any inappropriate use of email to staff or fellow students, for example by sending illegal, 
discriminatory, defamatory, obscene, abusive or threatening material, will be treated as a 
disciplinary matter by the University. 

4. Originating or knowingly distributing any virus, worm or any chain mail or junk mail is 
prohibited. 

5. Students should note that information concerning grades for their summative 
assessments will not normally be given by email. 

6. The email system cannot guarantee privacy in respect of email messages sent to staff.  
Students are advised that any confidential matters are discussed using other means of 
communication. 

7. In using the University computer facilities for email, students must not attempt to disable, 
defeat or circumvent any security facilities. 

8. Staff and students should always use the official University email account.  No response 
can be guaranteed to emails from non-University accounts. 
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Academic Misconduct 
The University considers seriously all acts of academic misconduct, which by 
definition are dishonest and in direct opposition to the values of a learning 
community.  Academic misconduct, if not challenged, will ultimately devalue academic 
standards and honest effort on the part of students. 
 
Defining Academic Misconduct 
Cheating      
Cheating is defined as any attempt to gain unfair advantage in an assessment by dishonest 
means, and includes, for example, all breaches of examination room rules, impersonating 
another student, falsifying data, and obtaining an examination paper in advance of its 
authorised release. 
 
This is not an exhaustive list and other common examples of cheating would include –  

 Being in possession of “crib notes” during an examination 

 Copying from the work of another student 

 Prohibited communication during an examination 

 Acts of plagiarism or collusion as defined below  
 
Collusion 
Collusion is when two or more people combine to produce a piece of work for assessment 
that is passed off as the work of one student alone.  The work may be so alike in content, 
wording and structure that the similarity goes beyond what might have been coincidence.  
For example – where one student has copied the work of another, or where a joint effort has 
taken place in producing what should have been an individual effort.  
 
Collusion should not be confused with the normal situation in which students learn from one 
another, sharing ideas and group work to complete assignments (where this is specifically 
authorised). 
 
Plagiarism      
Plagiarism is the act of taking someone else’s work and passing it off as your own.  This 
includes incorporating either unattributed direct quotation(s) or substantial paraphrasing from 
the work of another/others. It is important to cite all sources whose work has been drawn on 
and reference them fully in accordance with the referencing standard used in each academic 
school. 
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The most common forms of plagiarism are –  

 Cut or copied and pasted materials from websites 

 Copying the work of another student (past or present) including essays available 
through “essay bank” websites – or other data. 

 Copying material from a text book or journal 
 
Students may go to great lengths to disguise the source reference they have been consulting 
in contributing to an assignment – without understanding that with proper referencing this is 
entirely acceptable.  
 
Support for Students 
The University, through its academic staff, will be both sympathetic and supportive in 
preventing plagiarism and other forms of academic misconduct.   
 
A variety of support mechanisms are in place to help students succeed and avoid academic 
misconduct.  

 Visit our study skills support website at www.wlv.ac.uk/skills  See the section on tackling 

academic misconduct. 

 Download the Students' Union guide to Avoiding Academic Misconduct ("Read, Write, 
Pass") - available from the same webpages.  

 Book an appointment to see a study skills adviser - through the Learning Centres.  

 Speak to your personal tutor or module leader.  

 There is help available if you need it.  The University caught and prosecuted 500 cases 
of Academic Misconduct last year - it is better to do the work than think you can get 
away with cheating - the penalties are severe... 

  
Penalties 
Where an offence is admitted, or a panel decides that cheating, plagiarism or collusion has 
occurred, a penalty will be imposed.  The severity of the penalty will vary according to the 
nature of the offence and the level of study.  Penalties will range from failure of the 
assignment under investigation to a restriction of the award a student may ultimately achieve 
or a requirement to leave the University.  
  
Full details about the University's policy on Academic Misconduct and regulations and 
procedures for the investigation of academic misconduct are available at our website:   
www.wlv.ac.uk/polsregs  
 

 
 

http://www.wlv.ac.uk/skills
http://www.wlv.ac.uk/polsregs

