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About this guide  
This Course Guide has been designed to help you plan your course. 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.   
 
Obviously even in a document like this we have not covered every query and problem that you 
might have about the course. The Course Guide should be read in conjunction with the 
Undergraduate Student Guide / Postgraduate Student Guide; the Student Charter; the University’s 
Policies and Regulations and the University Assessment Handbook documents should provide you 
with all the basic information that we think you will need for your period of study here.  
  
If you find that there is something you need to know, please contact your Academic Faculty Office 
or local Student Centre on the details included below. 
 

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 

Your local Academic School Office 
is: 

Faculty of Science and Engineering, MI155, 
Wulfruna Campus. 01902 322129 

Your Student Centre (Here to 
Help) is: 

MI024, MI Building, Wulfruna Campus  or log a 
call 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. We are pleased to hear your views and 
welcome suggestions for ways of improving the operation of the Course.

http://www.wlv.ac.uk/default.aspx?page=24607
http://www.wlv.ac.uk/default.aspx?page=25347
http://www.wlv.ac.uk/default.aspx?page=31480
http://www.wlv.ac.uk/Default.aspx?page=6932
http://www.wlv.ac.uk/pdf/Universtiy-Assessment-Handbook-2013-14.pdf
http://www.wlv.ac.uk/studentoffice
http://www.wlv.ac.uk/evision
http://www.wlv.ac.uk/studentoffice
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 wish you every success in your studies at the University of Wolverhampton.   
 
The University experience and academic success is all about the effort you put into learning and 
making the most of the wide range of opportunities available to you. We welcome students who are 
eager to think for themselves, to take control of their own learning and who are ready to get 
involved in developing the skills required in a highly competitive job market.   
 
You will need to demonstrate good time management skills, independent learning, flexibility and 
discipline in order to achieve a study-work-life balance. 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.   
 
Sarah Mount, Course Leader 
 
 
Course Management and Staff Involved with the Course  
As Course Leader, Sarah Mount can be contacted via email at s.mount@wlv.ac.uk or via 01902 
321832. 
 
If you are interested in becoming a Student Representative for your course or faculty please 
contact the Student Support team in MI155, by email FSEStudentSupport@wlv.ac.uk or telephone 
01902 322129. 
 
For programme advice and help with University procedures, please contact Student Support team 
in MI155, by email FSEStudentSupport@wlv.ac.uk or telephone 01902 322129. 

 
 
Student Voice 
The Student Voice is a partnership between the University and the Students’ Union, put in place to 
make sure students opinions/feedback are heard at every level of university governance, from 
course level to the University’s governing body.  
 
The main positions within the Student Voice are Course Reps, who are volunteer students on 
every course. They have meetings with lecturers on a regular basis, highlighting both positive and 
negative feedback to Heads of Department or lecturers within their course. Faculty Reps are 
elected during the Spring Elections and have meetings with Senior Management in their Schools. 
They are an essential link between Course Reps, the Students’ Union and management within 
each Faculty.  To find your Faculty Rep: Faculty Representatives 
 
If you ever wanted to get involved with the student voice, or need more information please contact 
the Engagement Team in the Students’ Union – Student Voice  

 
For independent advice and guidance on all matters related to being a student eg. academic, 
finance, and housing issues, contact the Students’ Union’s Advice and Support Centre by 
telephone or e-mail Advice and Support. 
 
Student Charter 
The University’s Student Charter has been developed primarily by the Students’ Union and 
informed by student views.  The Charter is not a contract, nor is it intended to be legally binding; it 
is a set of shared expectations which establishes the values and standards we are seeking to 
promote across all of our learning community. The Charter seeks to apply to all students on all 
courses and reflect our normal expectations of your experience at University. On occasions 

mailto:s.mount@wlv.ac.uk
mailto:FSEStudentSupport@wlv.ac.uk
mailto:FSEStudentSupport@wlv.ac.uk
http://www.wolvesunion.org/voice/reps/
http://www.wolvesunion.org/voice/
http://www.wolvesunion.org/adviceandsupport/
http://www.wlv.ac.uk/default.aspx?page=31480
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different types of study and interactions will mean necessary variations from time to time. However, 
what is important to us is that, whatever you are studying, your experience is a great one. 
 

 
Engagement  
The University recognises that you have made a significant investment in both time and money in 
choosing to study for a degree. The University is committed to helping you fulfil your potential. Your 
engagement with the study materials, and participation in the sessions, activities and assessment 
tasks are very important in ensuring that you are able to do so.  
 
Your engagement will help you to: 

 Understand the subject area you are studying; 

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

 Prepare for assessment tasks; 

 Learn from and with your fellow students; 

 Receive feedback from your tutors on your progress; 

 Fully participate in sessions, forums, seminars and other activities; 

 Develop your communication skills. 
 
If you are unable to participate in any of the activities or sessions 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 dealt with during 
the session or activity, and what you need to do to catch up. Please do remember how important 
engagement and participation is to your success. You are encouraged to engage with the 
University’s Virtual Learning Environment (VLE) and Student Management System, further details 
of how to access these can be found here. 
 
Contact time with teaching and associated staff is available to help shape and guide your studies. 
The term 'contact hours' refers to the amount of time that you spend learning in contact with 

teaching or associated staff, when studying your chosen course. The number of contact hours on a 

course is influenced by the subject, as well as how and where you are studying.  Academic staff 
should make it clear how many hours contact time you should receive, and what these hours are at 
the beginning of the course/module. 
 

The Wolverhampton Graduate 

The experience of studying at University is about much more than just gaining knowledge and 
understanding of a subject(s), it is also about developing additional skills and capabilities that you 
can take with you into a wide range of different settings. Sometimes it can be difficult to explain to 
others what you have done and achieved.  The following Graduate Attributes will help you think 
about the knowledge and skills you have gained and how these can be presented to prospective 
employers and/or other interested parties.  This is not an exhaustive list and you will need to reflect 
on what you can personally demonstrate that is appropriate for different settings and contexts such 
as job interviews. You will also have formed your own opinion about what going to university 
means to you and how you think you have developed. 
 
While at university you will have the opportunity to: 

1. acquire, generate,  interrogate  and apply knowledge from a wide range of sources, 

2. develop research skills  to enable  analysis , synthesis, understanding and evaluation of 

data and information. 

3. demonstrate self-discipline and organizational skills by meeting deadlines, and taking 

responsibility for your own development and learning 

4. present ideas clearly in an informed and persuasive manner to  a variety of audiences. 

5. be innovative, creative and enterprising work collaboratively,  whilst  acknowledging, 

respecting and engaging  with  the views  of others in a constructive and empathetic  

manner 

http://www.wlv.ac.uk/distance
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6.  draw on professional advice and feedback to reflect on and  improve your own learning 

and professional practice; 

7. prepare for  the world of work through engagement with  real life situations, briefs and 

problems 

8. engage with new ideas and  ways of working as an active member of the communities  

in which you study, live and work. 

 
 
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 Sarah Mount, 
Course Leader, can be contacted via email at s.mount@wlv.ac.uk or via 01902 321832  
 
 
The educational aims of the course are: The course investigates the technologies behind games 
development including hardware (consoles, input devices) and software games engines. It also 
covers the mathematics and physics required to create believable agents, non-player characters 
(NPCs) and virtual worlds inside a computer game.  This equips you to play a valuable role as part 
of a games development team in the games industry, and enables you to develop your own ideas 
into a marketable product. 
 
The Course has the same foundations and principles of our main Computer Science Award, with 
integrating computer language tools, techniques and methodologies. Additionally we will prepare 
you with the key skills needed to keep abreast of future developments. 
 
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. theory and practice of programming, object-
oriented design and analysis, design and construction of data systems, concurrent and distributed 
systems) to the analysis, design and synthesis of solutions to requirements in the domain of 
Computer Science; 
4. Demonstrate mastery of the essential facts, concepts, principles, theories and practices enabling 
graduate employment in applications of Computer Science (e.g. Software development, media 
computing, systems analysis); 
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 Computer Science; 
6. Demonstrate a range of social, legal, ethical and professional skills required for continuing 
professional development in the Computer Science Discipline within a world-wide context. 
 
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, 

mailto:s.mount@wlv.ac.uk
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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 
. 
The course is accredited by the following professional body/ies 
This course is in the process of being accredited by the BCS. Membership of BCS demonstrates a 
commitment to the member's professional development; there are different grades of membership, 
recognising the different levels of skills and experience. Joining the BCS is also the way forward to 
gaining Chartered IT Professional (CITP) status. 
 
 

Contact Hours 
At University, the term ‘contact hours’ is used very broadly to refer to the amount of time that you 
spend learning in contact with teaching or associated staff, when studying for a particular course.  
This time provides you with support in developing your subject knowledge and skills, and provides 
opportunities to develop and reflect on your own, independent learning.  
 
Contact time on this course will be based on your interaction with staff in lectures, seminars, 
tutorials, demonstrations, practical classes and workshops, project supervisions, fieldwork, external 
visits, one-to-one sessions and discussions, interaction by email and other electronic or virtual 
media and situations where feedback is given on assessed work.   
 
During your study this interaction takes place with academic (teaching and research) staff, 
teaching assistants, technical and specialist support staff, employers and others. 
 
Alongside contact time, private and independent study is therefore very significant.  This is the time 
that you spend learning without direct supervision from, or contact with, a member of staff.  Your 
independent study time will include background reading, preparation for seminars or tutorials, 
follow-up work, wider practice, the completion of assignments, revision and others. 
 
 

External Examiners  
Chris Casey, Central Lancashire 
 
External Examiners play a key role in helping the University to ensure that our standards are 
comparable with other institutions in the sector and are consistent over the years and that our 
assessment processes and regulations treat all students fairly and equitably. It is not part of their 
remit to communicate with individual students (it is to be noted that students are given access to 
External Examiner reports in their entirety in line with the HEFCE Publication 06/45 and some 
students may have the opportunity to meet with externals if they visit placement areas or attend for 
planned meetings or assessment).  Students are therefore reminded that they must not make 
direct contact with External Examiners in respect of their assessed work or performance.  Any 
student issues should be relayed either directly to the Module or Course Leader. 
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Academic Regulations 
This course follows 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.  If you have any questions regarding the regulations you should raise your query by logging 
an e:Vision Helpdesk call. 

 
The maximum period over which an award may be studied is detailed in the regulations 
appropriate to your course. Typically these are: 

 
Undergraduate Honours Degrees 

Full Time Students Normal Maximum 

Honours Degree 3 years  5 years 

Degree 3 years  5 years  

 

Part Time Students Normal Maximum 

Honours Degree 5 years  8 years 

Degree 4 years  8 years  

 
Undergraduate Sandwich Honours Degrees 

Full Time Students Normal Maximum 

Honours Degree (sandwich) 4 years  6 years  

Degree (sandwich) 4 years  6 years  

 

Part Time Students Normal Maximum 

Honours Degree (sandwich) 6 years  10 years  

Degree (sandwich) 5 years  10 years  

 
 

The above maximum registration periods do not include time away from study approved under the 
Leave of Absence procedure. 
 
Please be aware that to be eligible to continue on your course you must pass at least one module 
in your first year of study. 
 
 

 
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 
• SCIT Documents. 
 

 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. 

http://www.wlv.ac.uk/default.aspx?page=6932
http://www.wlv.ac.uk/evision
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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 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.  
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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. 
 
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. 
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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.  
 
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 use exclusively for games development 
specialists, as part of our iconic IT complex. 
 
The department organises the leading international conference on Computer Games Development 
CGAMES and is publisher of the International Journal of Intelligent Games & Simulation. 
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Academic Misconduct 
We take pride in the academic integrity of our staff and students but when academic misconduct is 
suspected the University will take action. 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.  If not challenged, academic misconduct will ultimately devalue our academic 
standards and undermines the honest efforts on the part of our staff and students. 

 
Academic misconduct includes plagiarism, collusion and cheating and may be deliberate or 
unintentional. Whatever form it takes, it will be thoroughly investigated and penalties will be applied 
if proven. 

 
Support for Students 
The University and the Students’ Union believe that many incidents of academic misconduct can 
be avoided by increasing students’ knowledge and skill. 

 
A variety of support mechanisms are in place to help students succeed and avoid academic 
misconduct:  

 

 Visit the Learning Centre or our study skills support website at www.wlv.ac.uk/skills 

 Download the Students' Union guide to Avoiding Academic Misconduct ("Write 
Right") - available from the Student’s Union website:  

 Book a Skype appointment with study skills adviser or joint the online chat service 
ASSIST - through the Learning Centre “Skills for Learning” website.  

 Contact your personal tutor or module leader.  
 

Remember – there is help available if you need it. 
 

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.  
Cheating attracts the University’s most severe penalties. 

 
Other common examples of cheating would include –  

 Being in possession of “revision notes” during an examination 

 The purchase or commission of assignments from others  

 Theft of other students’ work 

 Prohibited communication during an examination 
 

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. 

 
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 
 

When you’re using other people’s work or ideas it is important to engage with their work critically. 
You can quote, paraphrase, summarise or critically review – but you must always provide 
appropriate references.  

 

http://www.wlv.ac.uk/skills
http://www.wolvesunion.org/advice/academic/misconduct/
http://www.wlv.ac.uk/lib/contacts/assist.aspx
http://www.wlv.ac.uk/lib/skills_for_learning/ask_skills.aspx
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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 Detection 
In concert with the skills and experiences of academic staff the University will utilise electronic tools 
such as Turnitin to detect plagiarism.  Turnitin is the software currently subscribed to by the 
University. 
 
At Undergraduate level the University will require that all final year projects and dissertations are 
submitted to Turnitin for analysis.  At postgraduate level the University will require that all 
dissertations (or similar) are submitted to Turnitin for analysis. 
 
Students are required, where appropriate, to make a declaration as the authenticity and originality 
of any submitted piece of work.  This declaration also authorises the University to request and 
require students to provide an electronic version of any submitted assessment for checking work 
via Turnitin where plagiarism is suspected. 
 
Penalties 
Where an offence is admitted, or a panel decides that cheating, plagiarism or collusion has 
occurred, a penalty will be imposed.  There is a cumulative range of penalties which will be applied 
to any continuous period of registration for study with the University.  The severity of the penalty 
will vary according to the nature of the offence and the number of previous offences.  Penalties 
range from failure of the assignment under investigation to exclusion from the University.  

  
Full details about the University's policy on Academic Misconduct and regulations and procedures 

for the investigation of academic misconduct are available on the conductandappeals  website. 

 

Anonymous Marking 
Anonymous marking is the process undertaken to avoid the possibility of bias through the 
assessment and marking process.  To this end, wherever possible, the identity of students should 
not be apparent to markers and work should only be identified by student number.  Where the 
method of assessment does not allow anonymous marking, (e.g. dissertations, presentations, oral 
examinations, practical examinations), alternative methods of marking to mitigate the possible 
effect of bias will be explained to you.  
 
When submitting assessments in hard copy, you are asked to use your personalised bar-coded 
coversheet and ensure that you record only your student number in the header or footer of your 
piece of work. 
 
 

 
 
 
 
 
 
 

http://www.wlv.ac.uk/conductandappeals
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Course Structure for Undergraduate courses  
Students will study:  
Full-time: normally modules worth 120 credits each academic year 
Part-time: normally modules worth no more than 80 credits each academic year. 
 

 

Semester 1 level 4 Semester 2 level 4 

Core or 

option 

Module 

code 

Module title Credits Core or 

option 

Module 

code 

Module title Credits 

Core 4CS001 
Introductory 
Programming and 
Problem Solving 

20 Core 4CS011 Practical Projects 20 

Core 4CC002 Website Fundamentals 20 Core 4CS003 
Object Orientated 
Analysis, Design 
and Programming 

20 

Core 4CI013 
Academic and 
Employability Skills 
 

20 Core 4CC001 
Digital Electronics 
 

20 

 

Semester 1 level 5 Semester 2 level 5 

Core or 

option 

Module 

code 

Module title Credits Core or 

option 

Module 

code 

Module title Credits 

Core 5CS006 
Software Engineering 
Practices 

20 Core 5CS004 
Distributed and 
Concurrent 
Systems 

20 

Core 5CS003 
Systems 
Programming 

20 Core 5CS005 
Games 
Programming 

20 

Core 5CC001 
Web Applications 
Development 

20 Option 5CS012 
Collaborative 
Development 

20 

    Option  5CS016 
Professional 
Experience and 
Development 

20 

    Option 5WL001 Basic Language 20 

    Option  5WL002 
Elementary 
Language 

20 

 

Yearlong level 5 

Core or 

option 

Module 

code 

Module title Credits 

Optional 
 
 

5MM006 
 
 

Industrial Placement  
 
 

20 
 
  

Semester 1 level 6 Semester 2 level 6 

Core or 

option 

Module 

code 

Module title Credits Core or 

option 

Module 

code 

Module title Credits 

Core 6CS004 Games Development 20 Core 6CS005 
High Performance 
Computing 

20 

Core 6CS003 
Graphics and Artificial 
Intelligence 

20 Core 6CS001 
Advanced 
Multimedia 
Authoring 

20 
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Yearlong level 6 

Core or 

option 

Module 

code 

Module title Credits 

Core 6CS007 Project and Professionalism 40 
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Module Descriptions  

Module Code         4CC001      Digital Electronics   

Credit value  20   

Pre-requisites  None   

Co-requisites  None  

Prohibited combinations  None   

Module Leader  Chris Dennett   

Telephone  01902 518534    

Email   c.dennett@wlv.ac.uk    

Staff Room Number  MI112   

Module description 

This module aims to introduce the basic concepts of computer systems engineering. The process of 
Analogue to Digital conversion is explored. The implications and techniques of digital data storage are 
investigated. Binary logic is introduced to show how this is used to solve the fundamental requirements of 
digital systems architecture. You are introduced to the well-established Microsoft and Linux operating 
systems at their most basic level. Communications protocols are introduced as the architecture of the system 
expands beyond the single computer to encompass Network Operating Systems, WEB 2 technologies and 
remote control. 

Assessment 

Description Weighting or Pass/Fail 

1  Portfolio 100%  

 

Module Code         4CS001            Introductory Programming and Problem Solving 

Credit value  20 

Pre-requisites  None 

Co-requisites  None 

Prohibited combinations  None 

Module Leader Rose Hunt 

Telephone 01902 321833  

Email R.Hunt2@wlv.ac.uk 

Staff Room Number  MI123 

Module description 

In this module you will be introduced to the fundamental principles common to modern programming 
languages so that you are well prepared to learn to write programs in a variety of languages. Principles 
include: problem solving, algorithm design and construction (sequence, selection, iteration, object and 
activity diagrams), variables, data types, assignment operators, logic, the fundamentals of object orientation 
(objects and classes, attributes and methods, encapsulation), programming pragmatics (style, testing, 
debugging), and simple data structures (arrays and lists). 

Assessment 

Description Weighting or Pass/Fail 

1  Portfolio 100%  

mailto:c.dennett@wlv.ac.uk
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Module Code         4CC002            Website Fundamentals 

Credit value  20 

Pre-requisites  None 

Co-requisites  None 

Prohibited combinations  None 

Module Leader Sarah Slater 

Telephone 01902 321492 

Email s.i.slater@wlv.ac.uk 

Staff Room Number  MI138 

Module description 

This module provides an introduction to some of the fundamental concepts of Website Development. The 
lecture material covers the technologies involved in the production, testing and support of websites, as well 
as a range of social, legal, ethical and professional related skills. During workshop sessions, you have the 
opportunity to practice lecture-taught material to develop your own site.  

Assessment 

Description Weighting or Pass/Fail 

1 Portfolio 100%  

 

 

Module Code         4CS003      Object Orientated Analysis, Design and Programming   

Credit value  20 

Pre-requisites  None 

Co-requisites  None 

Prohibited combinations  None 

Module Leader  Georgios Paltoglou 

Telephone  01902 518584 

Email  G.Paltoglou@wlv.ac.uk  

Staff Room Number  MI140 

Module description 

This module builds on the semester 1 module using Java to introduce you to more advanced programming 
concepts: Object Orientation (Inheritance, Abstract Classes, Polymorphism, Interfaces) Object Orientated 
(OO) Analysis and Design UML, Design Patterns (MVC) – UML design tools Generic and Non-Linear Data 
Structures and Algorithms for processing data structures (sorting, searching) Testing Object Persistence 
using XML Exception handling Basic GUI concepts and Event handling GUI construction using tools.  

Assessment 

Description Weighting or Pass/Fail 

1  Portfolio 100%  
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Module Code         4CS011        Practical Projects 

Credit value  20 

Pre-requisites  None 

Co-requisites  None 

Prohibited combinations  None 

Module Leader Martin Jackson 

Telephone 01902 321888 

Email M.Jackson3@wlv.ac.uk  

Staff Room Number  MI141 

Module description 

This module “integrates” the other modules studied at Level 4. Specifically, this module supports the 
transition that students make from Secondary Education (or employment) to Higher Education. Students will 
engage in a number of “mini-projects”, which will be designed to build their study skills and enhance their 
learning throughout the year. Each mini-project will draw on learning material from one or more module(s) 
from the award that the student is registered on. 

Assessment 

Description Weighting or Pass/Fail 

1 Portfolio 100%  

 

Module Code         4CI013       Academic and Employability skills 

Credit value  20 

Pre-requisites  None 

Co-requisites  None 

Prohibited combinations  None 

Module Leader Pat Clark 

Telephone 01902 321874  

Email p.clark@wlv.ac.uk 

Staff Room Number  MI125 

Module description 

This module aims to expand your academic and employability skills. You will develop the academic skills 
needed to successfully study in higher education and develop an awareness of the preparation needed for 
graduate employment selection. 

Assessment 

Description Weighting or Pass/Fail 

1  Portfolio 100%  

 
  

mailto:M.Jackson3@wlv.ac.uk
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Module Code         5CC001   IS/IT Management 

Credit value  20 

Pre-requisites 4CC002 Website Fundamentals 

Co-requisites None 

Prohibited combinations None 

Module Leader Alix Bergeret 

Telephone 01902 518535 

Email alix.bergeret@wlv.ac.uk 

Staff Room Number  MI115 

Module description 

This module allows you to further develop an understanding of Web Development. The lecture material 
covers the technologies involved in the production and support of secure, dynamic websites using a server-
side scripting language and a database. During workshop sessions, you have the opportunity to practice 
lecture-taught material to develop your own site. 

Assessment 

Description Weighting or Pass/Fail 

1  Portfolio 100%  

 
 
 

Module Code         5CS003            Systems Programming 

Credit value  20 

Pre-requisites  4CS003 Object Orientated Analysis, Design and Programming or 
4CC001 Introduction to Computer Systems Engineering 

Co-requisites  None 

Prohibited combinations  None 

Module Leader  Robert Newman 

Telephone  01902 321801 

Email   R.Newman@wlv.ac.uk  

Staff Room Number  MI313 

Module description 

The aim of the module is to enable you to understand the foundations of developing systems programming 
level applications through the use of an appropriate systems programming language. You will gain 
experience in developing systems programming applications in a number of programming environments. 

Assessment 

Description Weighting or Pass/Fail 

1  Portfolio 100%  

 
  

mailto:R.Newman@wlv.ac.uk
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Module Code         5CS004          Distributed and Concurrent Systems 

Credit value  20 

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

Co-requisites  None 

Prohibited combinations  None 

Module Leader  Desmond Case 

Telephone 01902 321458 

Email D.Case@wlv.ac.uk 

Staff Room Number  MI138 

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%  

 

Module Code         5CS005   Games Programming 

Credit value  20 

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

experience of an OO programming language 

Co-requisites  None 

Prohibited combinations  None 

Module Leader Tom Hartley 

Telephone 01902 321481 

Email t.hartley2@wlv.ac.uk 

Staff Room Number  MI202 

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%  
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Module Code        5CS006      Software Engineering Practices  

Credit value  20 

Pre-requisites  4CS001 Introductory Programming and Problem Solving, 

 4CS003 Object Oriented Analysis, Design and Programming 

Co-requisites  None 

Prohibited combinations  None 

Module Leader Sarah Mount 

Telephone 01902 321832 

Email s.mount@wlv.ac.uk 

Staff Room Number  MI113 

Module description 

On successful completion of this module, students will be able to create a useful software application, from 
initial design to testing and deployment. The module will make use of an object-oriented systems 
programming language (such as Java) and associated CASE tools. Modern development methods will be 
used, which may include techniques such as test-driven development and continuous integration. Students 
will also learn how a medium sized object-oriented application can be well structured by applying heuristics 
such as the Law of Demeter, the DRY principle and others. Good software engineering practices will be 
emphasised throughout the module. 

Assessment 

 

 

Module Code         5CS012      Collaborative Development 

Credit value  20 

Pre-requisites  4CS011 Practical Projects 

Co-requisites  None 

Prohibited combinations  None 

Module Leader Alix Bergeret 

Telephone 01902 518535  

Email alix.bergeret@wlv.ac.uk 

Staff Room Number  MI115 

Module description 

This module aims to integrate the subject material studied in other level 5 modules and give students 
experience of developing a software or hardware artefact in a team. Students will learn to work in teams to 
coordinate and manage a project. 

Assessment 

Description Weighting or Pass/Fail 

1  Portfolio 100%  

 
 
 

Description Weighting or Pass/Fail 

1  Portfolio 100%  



 

 

 22 

Module Code         5CS016        Professional Experience and Development 

Credit value  20 

Pre-requisites  None 

Co-requisites  None 

Prohibited combinations  5CS012 Collaborative Development 

Module Leader Stephen Garner 

Telephone 01902 321448 

Email S.Garner@wlv.ac.uk 

Staff Room Number  MI139 

Module description 

This module will enable students to gain valuable industrial experience by undertaking a development task 
associated with a short work placement. A portfolio will be used to gather records of the tasks undertaken 
and experienced gained. 

Assessment 

Description Weighting or Pass/Fail 

1  Portfolio 100%  

 
 
 

Module Code         5WL001       Basic Language 

Credit value  20 

Pre-requisites  None 

Co-requisites  None 

Prohibited combinations  None 

Module Leader Jose Manuel Martinez 

Telephone 01902 322472  

Email Jose.Martinez@wlv.ac.uk 

Staff Room Number  MC110 

Module description 

This module aims to take students with no prior knowledge of the target language to A1 standard in the 
Common European Framework of Reference for Languages and to encourage an evaluation of different 
language learning strategies and techniques. 

Assessment 

Description Weighting or Pass/Fail 

1  In-class Test 100%  
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Module Code         5WL002       Elementary Language 

Credit value  20 

Pre-requisites  None 

Co-requisites  None 

Prohibited combinations  None 

Module Leader Jose Manuel Martinez 

Telephone 01902 322472  

Email Jose.Martinez@wlv.ac.uk 

Staff Room Number  MC110 

Module description 

This module aims to facilitate students in rising one stage (A2) in the Common European Framework of 
Reference for Languages. 

Assessment 

Description Weighting or Pass/Fail 

1  In-class Test 100%  

 
 

Module Code              5MM006          Industrial Placement 

Credit value  40 

Pre-requisites  5MM008 Employability Skills 

Co-requisites  None 

Prohibited combinations  None 

Module Leader  Derek Beardsmore 

Telephone  01902 321479  

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

Staff Room Number  MI138 

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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Module Code       6CS001       Advanced Multimedia Authoring   

Credit value  20 

Pre-requisites  5CS001 Creative Digital Media 

Co-requisites  None 

Prohibited combinations  None 

Module Leader Tom Hartley 

Telephone 01902 321481 

Email t.hartley2@wlv.ac.uk 

Staff Room Number  MI202 

Module description 

This module builds on the foundation of digital media. The module extends basic concepts and introduces 
you to additional dimensions into digital media. The lecture sessions cover new media technologies such as 
interactive 3D (i3D), Virtual Reality, animation, video and streaming media. Other topics include project 
management related to multimedia applications and Human Computer Interaction (HCI) and usability 
studies. Important workshops include industry standard software packages that support content generation 
and applications development. The contents of the workshop are practical, you will be learning 3D modelling, 
texturing, animation, and basic scripting. As team work in the digital media industry is crucial for a project’s 
success, students are trained to work together as teams, each contributing their specialist skills for the 
collective benefit of the project assessment. The platform for developing the project uses industry-standard 
tools for 3D content generation and application development. The aim for using these tools is to prepare you 
for the industry. 

Assessment 

 

 

Module Code            6CS003    Graphics and Artificial Intelligence 

Credit value  20 

Pre-requisites Any level 5 programming module 

Co-requisites None 

Prohibited combinations None 

Module Leader Sarah Slater 

Telephone 01902 321492 

Email s.i.slater@wlv.ac.uk 

Staff Room Number  MI138 

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%  

Description Weighting or Pass/Fail 

1  Portfolio  100% 
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Module Code          6CS004     Games Development 

Credit value  20 

Pre-requisites  5CS005 Games Programming 

Co-requisites  None 

Prohibited combinations  None 

Module Leader Tom Hartley 

Telephone 01902 321481 

Email t.hartley2@wlv.ac.uk 

Staff Room Number  MI202 

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 

 

 

Module Code      6CS005        High Performance Computing   

Credit value  20 

Pre-requisites  5CS004 Distributed and Concurrent Systems 

Co-requisites  None 

Prohibited combinations  None 

Module Leader  Kevan Buckley 

Telephone  01902 321836 

Email  k.a.buckley@wlv.ac.uk  

Staff Room Number  MI140 

Module description 

This module builds on the 5CS004 to further develop your knowledge and understanding of Concurrent 
Systems and learn about new developments in High Performance Computing. The module will cover 2 topics 
and for each you will research and produce a report and a piece of demonstration software. One topic will be 
based on cluster computing (multiple computers working on the same task), whilst the other will be from 
vector computing (using just one computer with parallel processing capabilities). The research will include 
investigation of the current state of these technologies and the development, implementation and testing of 
algorithms.  

Assessment 

 

 

Description Weighting or Pass/Fail 

1  Portfolio 100%  

Description Weighting or Pass/Fail 

1  Portfolio 100%  
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Module Code         6CS007      Project and Professionalism   

Credit value  40 

Pre-requisites  None 

Co-requisites  None 

Prohibited combinations  None 

Module Leader  Derek Beardsmore 

Telephone  01902 321479  

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

Staff Room Number  MI138 

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 

 

 

 
 
 

 
 
 
 
 

University Academic Calendar  
University Academic Calendar. 
 
 

Timetables 
Timetabling information is available to you through the following: 
 

1) Using the teaching timetable where you can search for and view all modules online at 
www.wlv.ac.uk/timetable .  

2) Once you have completed your module registration, a more personalised timetable 
showing only those modules which you are studying will be available for you to view 
through your e:Vision page. 

3) For more general information about timetabling and teaching rooms use the Central 
Timetabling Unit webpages at www.wlv.ac.uk/ctu. 

  

Description Weighting or Pass/Fail 

1  Portfolio 25%  

2  Project 75%  

http://www.wlv.ac.uk/default.aspx?page=6897
http://www.wlv.ac.uk/timetable
http://www.wlv.ac.uk/ctu
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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.    
 
Administration queries: 

enrolment 

extensions 

extenuating circumstances 

Leave of Absence 

Course transfer, etc 

 

eVision helpdesk or your Student 

Centre 

 Academic and Course related 

queries 

 

Personal Tutor 

Course Leader 

Head of Department 

(by email) 

 

 Module related queries 

 

Module guide (on WOLF) 

Module Leader  

or Tutor 

 

 

 
 

  
Support for Study Skills 

 

W: www.wlv.ac.uk/skills 
E: skills@wlv.ac.uk  

T: 01902 32(2385) 

  

 IT Problems 

 

W: www.wlv.ac.uk/ITServices 
T: 01902 32(2000) 

 
 

   

 Who to Contact for help when 

you are studying on campus 

 

 
  

 
Financial advice 

 

W: www.wlv.ac.uk/moneymatters  

            E: money@wlv.ac.uk 
T: 01902 32(1070) 

    Careers & Employment 

Centre 

 

W: www.wlv.ac.uk/careers 

E: careers@wlv.ac.uk 
T: 01902 32(1414) 

     
Special Needs  

(Students with disabilities) 

 

Special Needs Tutor  

or  

Student Enabling Centre 

W: www.wlv.ac.uk/sec 

E: sec@wlv.ac.uk  

T: 01902 32(1074) 

 Personal Issues 

 

Personal Tutor (see eVision for 

details) 

 

University Counselling Service 
W: www.wlv.ac.uk/counselling  

E: counsellingservices@wlv.ac.uk 
T: 01902 32(2572) 

 General queries 

 

eVision helpdesk 

or your 

Student Centre 

     
 Independent academic, financial, 

international and housing advice 

Students’ Union Advice and Support 

Centre 

W: www.wolvesunion.org/advice 
E: advice.wolvesunion@wlv.ac.uk 

T: 01902 32(2038) 
 

 

 

  

http://www.wlv.ac.uk/Default.aspx?page=20625
http://www.wlv.ac.uk/Default.aspx?page=13818
http://www.wlv.ac.uk/Default.aspx?page=13818
http://wolf.wlv.ac.uk/
http://www.wlv.ac.uk/skills
mailto:skills@wlv.ac.uk
http://www.wlv.ac.uk/ITServices
http://www.wlv.ac.uk/moneymatters
mailto:money@wlv.ac.uk
http://www.wlv.ac.uk/careers
mailto:careers@wlv.ac.uk
http://www.wlv.ac.uk/sec
mailto:sec@wlv.ac.uk
http://www.wlv.ac.uk/counselling
mailto:counselliingservices@wlv.ac.uk
http://www.wlv.ac.uk/Default.aspx?page=20625
http://www.wlv.ac.uk/Default.aspx?page=13818
http://www.wolvesunion.org/advice
mailto:advice.wolvesunion@wlv.ac.uk
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Extensions, Extenuating Circumstances and Leave of Absence  
The University wants all students to do their best. You are expected to take responsibility for your 
own learning and we know students perform best if they participate in all activities associated with 
their modules.  
 
Very occasionally something may happen suddenly which is beyond your control and this will 
prevent you from attending an examination (or other test) or completing an assessment by the due 
date. Common reasons for needing additional help are poor health or a death in the family – 
although other reasons may apply. 
 
Extensions - for some assessments there may be the option to apply for a short term (maximum 7 
days) extension if you are experiencing difficulties in completing your work on time. You should 
apply for the extension via your e:Vision account on or before your assessment date and provide 
supporting evidence to your Student Centre. On receipt of the evidence your claim will be 
assessed and you will be notified by e-mail if your extension has been approved and your revised 
submission date. Further details can be found here.  
 
Extenuating Circumstances – claims for extenuating circumstances are also submitted via your 
e: Vision account on or before your assessment date and again evidence to support your claim 
must be provided to your Student Centre. Claims for Extenuating Circumstances tend to be for 
more serious matters and if your claim is accepted then it enables you to take the assessment at 
the next available opportunity without penalty. Further details can be found here. If you have any 
queries regarding either of these processes then please log a call on the e:Vision helpdesk. 
 
Leave of Absence - in more extreme cases of potential prolonged absence you might consider a 
temporary leave of absence. Students may temporarily suspend their studies a semester at a time 
(and up to a maximum of four semesters). You can apply for a Leave of Absence via e:Vision but 
we would strongly recommend that you get advice from your Personal Tutor, your Student Centre 
or the Students’ Union, particularly regarding the financial implications, before taking this step.   
 
 
 
 
 
 
 

Health and Wellbeing whilst using your computer 
As a student you will be using a computer for the majority of your study. The guidelines below are 
to promote good health and wellbeing in relation to your computer use. 
 
Set-up and space 
Ensure you have a comfortable working area where you can have adequate space for your 
keyboard, mouse, monitor or laptop/mobile device and that you are in a comfortable seated 
position. Try to prevent eye strain by ensuring you have good lighting, adjusting your monitor to 
prevent glare and by cleaning your monitor regularly. If you are using a laptop for any extended 
length of time try to use an external mouse to prevent continued use of a laptop mouse pad which 
can cause strain injuries. 
 
Taking a break 
You should take regular breaks away from the screen. One to two minutes away every thirty 
minutes can be most effective, with regular longer breaks every couple of hours. Physically moving 
away from the screen and working area will also allow for important stretching and increasing 
circulation as well as reducing eye strain from looking at the screen. 
 
 
 
 

http://www.wlv.ac.uk/evision
http://www.wlv.ac.uk/studentoffice
http://www.wlv.ac.uk/pdf/EXTENSIONSv5.pdf
http://www.wlv.ac.uk/studentoffice
http://www.wlv.ac.uk/pdf/Guidance%20for%20Students%202011-12v5.pdf
http://www.wlv.ac.uk/evision
http://www.wlv.ac.uk/evision
http://www.wlv.ac.uk/studentoffice
http://www.wolvesunion.org/
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Progression for Further Study 

Graduates from this course can expect to open up a career in the games industry such as games 
programmer/developer.  In addition, you could become a programmer, system developer or 
technician. Successful completion of the course will also allow you to continue your studies at 
postgraduate level. 
 

Alumni 
We're proud of your success. Be proud of your connection with us. 

 
Once you complete your studies you will continue to be part of the University of Wolverhampton 
academic community as one of our ever growing alumni community. The WLV Alumni Association 
is a university-wide association bringing together Wolverhampton graduates. 
 
For further information please visit our Alumni website. 
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