[image: ]MODULE SPECIFICATION 

[image: ]MODULE SPECIFICATION


1. [bookmark: _GoBack]Title of the module
COMP7100 (CO710) Games for Mobile Devices

2. School or partner institution which will be responsible for management of the module
School of Computing/Mid Kent College 

3. The level of the module (Level 4, Level 5, Level 6 or Level 7)
Level 5

4. The number of credits and the ECTS value which the module represents 
15 credits (7.5 ECTS)

5. Which term(s) the module is to be taught in (or other teaching pattern)
Spring and summer

6. Prerequisite and co-requisite modules
Prerequisites:
COMP4010 (CO401) Programming in a Modern Graphic Environment 
COMP4050 (CO405) Introduction to Object Oriented Programming 
COMP7090 (CO709) Applications for Mobile Devices 

7. The programmes of study to which the module contributes
Foundation Degree in IT, HND in IT

8. The intended subject specific learning outcomes.
On successfully completing the module students will be able to:
1. Use appropriate software, programming languages and practices to create programs and structure data.   
2. Carry out problem identification and analysis, design, development, testing and evaluation.   
3. Demonstrate a knowledge and understanding of modelling in the design of computer-based systems in a way that shows a comprehension of the trade-off involved in design choices.  
4. Identify and analyse requirements in specific problems and plan strategies for their solution.  
5. Deploy appropriate theory, practices and tools for the specification, design and evaluation of computer-based systems. 

9. The intended generic learning outcomes.
On successfully completing the module students will be able to:
1. Demonstrate a knowledge and critical understanding of the establish principles of an IT professional and of the way in which these principles have developed.  
2. Use IT concepts and principles outside the context in which they were first studied, including, where appropriate, the application of these principles in an employment context.
3. Use the main methods of enquiry and show an ability to evaluate critically the appropriateness of different approaches to solving problems in the IT field.  
4. Analyse the extent to which a computer based system meets the criteria defined for its current use and future development. 

10. A synopsis of the curriculum
This provides an introduction to the development of games applications for mobile devices, smart phones, tablets and personal digital assistants. The module examines the main aspects of mobile game applications production from design, through prototyping, coding, testing, maintenance and release. The module will examine the design of the mobile user interface and consider the constraints of screen size, user input and device mobility. A focus of the module are the principles of game design, creating prototypes, improving designs through rapid iteration to play-testing games and interpreting user feedback. 

11. Reading list (Indicative list, current at time of publication. Reading lists will be published annually)
Introduction to Game Design, Prototyping and Development; 2014; Gibson J; Addison-Wesley
Game Programming Algorithms and Techniques; 2013; Madhav S; Pearson
Beginning C++ through Game Programming; 2014; Dawson M; Cengage Learning
Game Design Worksop: A Playcentric Approach to Creating Innovative Games; 3rd edition 2014; Fullerton T; CRC Press 

12. Learning and teaching methods
Total contact hours: 70
Private study hours: 80
Total study hours: 150

13. Assessment methods
13.1 Main assessment methods
Examination (2 hrs) - 30%  
Group programming assignment - 35%
Group programming assignment - 35% 

13.2	Reassessment methods 
Like for like

14. Map of module learning outcomes (sections 8 & 9) to learning and teaching methods (section12) and methods of assessment (section 13)

	Module learning outcome
	8.1
	8.2
	8.3
	8.4
	8.5
	9.1
	9.2
	9.3
	9.4

	Learning/ teaching method
	
	
	
	
	
	
	
	
	

	Private Study
	√
	√
	√
	√
	√
	√
	√
	√
	√

	Lecture
	
	√
	√
	
	√
	√
	
	√
	√

	Laboratory
	√
	√
	
	√
	
	√
	√
	
	√

	Tutorial
	√
	
	√
	√
	√
	
	√
	√
	

	Assessment method
	
	
	
	
	
	
	
	
	

	Written (group) Assignments
	√
	√
	√
	√
	√
	√
	√
	√
	√

	Examination
	√
	√
	√
	√
	
	√
	√
	
	√



15. Inclusive module design 
The Partner Institution recognises and has embedded the expectations of current equality legislation, by ensuring that the module is as accessible as possible by design. Additional alternative arrangements for students with Inclusive Learning Plans (ILPs)/declared disabilities will be made on an individual basis, in consultation with the relevant policies and support services.
The inclusive practices in the guidance (see Annex B Appendix A) have been considered in order to support all students in the following areas:
a) Accessible resources and curriculum
b) Learning, teaching and assessment methods

16. Campus(es) or centre(s) where module will be delivered
Mid Kent College (Maidstone) 

17. Internationalisation 
The topics addressed by this module relate to a field of international importance, given the global role of computer programming in today's technological innovation.  The programming languages covered by this module are international, being identical worldwide and independent of traditional spoken language.

18. Partner College/Validated Institution
Mid Kent College

19. University School responsible for the programme
School of Computing
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