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Aims

To introduce the student to a range of practical aspects of computing and the
associated tools and techniques used in them.

Learning Outcomes
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After completing the module the student should be able to:

Demonstrate knowledge of a range of practical topics in computing.

Identify suitable methods for developing solutions to problems in computing.
Apply the appropriate tools and techniques to practical aspects of computing.
Identify practical solutions to problems in computing.

A WDNPF

Learning Outcomes of Assessments
The assessment item list is assessed via the learning outcomes listed:

Workshop portfolio 1

Poster 2 3 4

Outline Syllabus

The lectures will deliver a range of topics, each supported by formative tutorial
exercises and practical sessions, as appropriate. The module gives a flavour of
each of the CMP Computing programmes with topics including:

Business systems analysis
Database applications
Algorithm analysis

Multimedia applications
Computer Games development
Forensic computing

Students then undertake activities with directed learning to extend the topics
presented and enable them to apply the appropriate tools and techniques to develop
practical solutions to the selected problems.

Learning Activities

Lectures, tutorial activities and computer lab practical sessions are used to deliver
the topics, and students undertake workshop activities to develop their skills.
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Notes

This module introduces students to a range of practical topics associated with the
application of computing, and enables them to develop the skills to use the
appropriate tools and techniques in these selected areas.
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