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Course typically offered: Standard Year Long

Component Contact Hours
Lecture 48.000
Seminar 24.000

Grading Basis: 40 %
Assessment Details
Category | Short Description Weighting Exam
Description (%) Duration
Essay AS1 An individual essay or digital 40.0
story on a pertinent aspect of
social computing.
WoW Skills | AS2 Complete a World of Work Skills 10.0
Bronze Bronze statement on Self
Awareness and then reflect on
your feedback using a standard
template.
Exam AS3 Examination. 50.0 2.00
Aims
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To explore the concept of digital citizenship in a technological society.

To discuss how computers and technology make an impact in our daily lives.
To highlight the technical challenges of social computing and investigate the ethical,

commercial and economic issues within this field.

Learning Outcomes

After completing the module the student should be able to:

1 Describe the social and ethical issues relating to social computing.
2 Interpret how technology affects and influences social applications.
3

Evaluate the effectiveness of innovative uses of technology that can benefit society
and demonstrate awareness of the commercial and economic implications of these

solutions.
4 Demonstrate skills in report writing.

5 Identify and reflect upon the following aspects of personal development: strengths

and weaknesses, motivations and values, ability to work with others.

Learning Outcomes of Assessments

The assessment item list is assessed via the learning outcomes listed:

Social computing 2 4
Bronze Statement & 5
Reflection

Examination 1 3

Outline Syllabus

Digital Citizenship

Biometrics and security

Information access and consumption
Technology communication

Ethical computing

Professional codes of conduct for Computing
Digital entertainment

Social networking

Building a smarter planet

Big Data and Linked Data

Green computing

Technology and crime

Surveillance and automated tracking technologies
Mobile applications

Privacy and censorship

Predictions and financial forecasting

Health, information and technology
Technology Enhanced Learning

Digital media distribution
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Digital preservation

The Open Source movement

E-Government

Learning Activities

The unit will be centered on a number of core themes:

-Education
-Healthcare
-Government

-Digital preservation

-Ethics, privacy and electronic crime

Within these themes, topics on contemporary issues will be used as discussion
points during formal lectures. Group seminars will be used to debate and discuss the
issues surrounding these topics and workshops will be held in which to develop and
present findings based on these issues.
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Notes

This unit aims to discuss the role that computers and computing technology play in
modern society. By examining a number of core social themes, the student is
introduced to a number of contemporary technological solutions and the challenges
faced in developing these solutions. Students are encouraged to critically analyse
and evaluate the wider implications of social computing.
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