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Assessment Details

Category Short Description Weighting Exam
Description (%) Duration
Artefacts AS1 Design and implementation of a 50.0
visual application.
Artefacts AS2 Data Driven Application. 50.0
Aims

To develop skills in software development process focusing upon the implementation
phase.

To develop skills in analysis , design and problem solving.

Use an appropriate development environment to implement an application.
Understand and explain the fundamentals of object-oriented programming.

Create object-oriented applications.
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Learning Outcomes

After completing the module the student should be able to:
Create applications following the phase of software development.
Testing strategies for programs.

Debug and test programs.
Create, deploy and test data driven applications.
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Learning Outcomes of Assessments

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

Design and 1 2 3
implementation

Data Driven 4 5
Application

Outline Syllabus

Review of the software development process.
Creating and interpreting UML diagrams.
Data types and simple data structures.
Introduction to Object Oriented concepts.
Objects and Classes, Methods, Keywords.
Procedures, Functions and Methods.

Arrays and strings.

Graphics and Multimedia.

Files and Streams.

Relational Database model.

Development using visual programming paradigms.

Learning Activities

Lab-based lectures on the software development process.

Problem solve, the design and implementation of an application program.

Lab-based teaching and support to aid in the students self-learning of programming.
Provision of reading material and exercises for students to attempt in their own time.
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Notes

This module prepares the student for one of the fundamental activities of the
Information Technology industry; Visual Programming and problem solving. The
student should be able to transfer the skills learnt in this module to other modules on
their degree including their final year project.
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