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	1. Programme title
	Computer Science

	2. Awarding institution 
	Middlesex University

	3. Teaching institution 
	Middlesex University

	4. Programme accredited by 
	N/A

	5. Final qualification 
	BSc Honours

	6. Academic year
	2013/14

	7. Language of study
	English

	8. Mode of study
	Full Time/Thick Sandwich


	9. Criteria for admission to the programme

Entry requirements are in accordance with the University regulations. We accept students from a range of backgrounds. Most students educated in the UK will have studied A-levels, AVCEs or an accredited Access Course. To enter a degree programme you would be expected to have achieved a specified number of UCAS tariff points, agreed annually and made available via the University Admissions web site or on application. 
All candidates should normally possess at least grade C in GCSE maths and English Language, or equivalent. 
Mature applicants with relevant work experience are also welcome to apply.

International students who have not been taught in English must show evidence of proven ability in English such as TOEFL grade 550 or IELTS grade 6.0. The University provides pre-sessional English language courses throughout the year for candidates who do not meet the English requirements. For further information, visit the learning resources web sit at: http://www.lr.mdx.ac.uk/lang/index/html. 

University policies supporting students with disabilities apply, as described in the University Regulations, ‘Information for students with disabilities’.


	10. Aims of the programme

	The programme aims to:

· Provide students with a thorough grounding in the practical and theoretical fundamentals of Computer Science.

· Develop knowledge and skills that are relevant to current requirements of industry.


	11. Programme outcomes

	A. Knowledge and understanding

On completion of this programme the successful student will have knowledge and understanding of:

1. A range of underlying theories relevant to computer science.

2. The process of systems development.

3. The interaction between technology and society, and the role of computer professionals within this.

4. A range of specialised topics within Computer Science.
	Teaching/Learning Methods

Students gain knowledge and understanding through:

· Lectures and tutorials.
· Guided research. 

· Supervised lab work.
· Case studies.

Assessment Methods

Students’ knowledge and understanding is assessed by:

· Practical demonstrations.

· Reports and essays.
· Presentations. 

· Individual and group work.
· On-line quizzes.
· Unseen examinations.

	B. Cognitive (thinking) skills

On completion of this programme the successful student will be able to: 

1. Apply analytical skills to the solution of computer-based problems.

2. Critically evaluate computer-based solutions using a range of techniques.

3. Construct abstract representations through the use of appropriate analysis and modelling techniques.

4. Apply design principles to practical problems.

	Teaching/Learning Methods

Students gain knowledge and understanding through:

· Lectures and tutorials.
· Guided research. 

· Supervised lab work.

· Case studies.

Assessment Methods

Students’ knowledge and understanding is assessed by:

· Practical demonstrations.

· Reports and essays.
· Presentations. 

· Individual and group work.
· On-line quizzes.
· Unseen examinations.

	
	

	C. Practical skills

On completion of the programme the successful student will be able to: 

1. Apply sound principles to the construction and maintenance of computer-related artefacts.

2. Verify and validate computer-based systems.

3. Apply appropriate theories to the design and evaluation of systems.

4. Adapt and apply their knowledge and skills to mastering new technical areas.
	Teaching/Learning Methods

Students gain knowledge and understanding through:

· Lectures and tutorials.
· Guided research. 

· Supervised lab work.

· Case studies.

Assessment Methods

Students’ knowledge and understanding is assessed by:

· Practical demonstrations.

· Reports and essays.
· Presentations. 

· Individual and group work.
· On-line quizzes.
· Unseen examinations.

	D. Graduate Skills

On completion of this programme the successful student will be able to: 

1. Work effectively as a member of a software development team.

2. Communicate effectively in a variety of modes, including mathematics where appropriate.

3. Learn independently in a variety of situations, making use of available resources.


	Teaching/Learning Methods

Students gain knowledge and understanding through:

· Lectures and tutorials.
· Guided research. 

· Supervised lab work.
· Specialist Workshops.
· Case studies.

Assessment Methods

Students’ knowledge and understanding is assessed by:

· Practical demonstrations.

· Reports and essays.
· Presentations. 

· Individual and group work.
· On-line quizzes.
· Unseen examinations.


	12. Programme structure (levels, modules, credits and progression requirement

	12. 1 Overall structure of the programme
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	12.2 Levels and modules 

Starting in academic year 2010/11 the University is changing the way it references modules to state the level of study in which these are delivered. This is to comply with the national Framework for Higher Education Qualifications. This implementation will be a gradual process whilst records are updated. Therefore the old coding is bracketed below.

	Level 4 (1)

	COMPULSORY
	OPTIONAL 
	PROGRESSION REQUIREMENTS

	Students must take all of the following:

1. Systems and Architecture.

2. Programming.

3. Foundations of Computer Science.

4. First Year Projects.

	
	Students are normally expected to achieve 120 credits at level 4 to progress to level 5.

	Level 5 (2)

	COMPULSORY
	OPTIONAL 
	PROGRESSION REQUIREMENTS

	Students must take all of the following:

1. Distributed Systems and Networking.

2. Web Applications and Databases.

3. Software Development.

4. Software Development Projects.

	
	Students are normally expected to achieve 240 credits at levels 4 & 5 to progress to level 6.

	Level 6 (3)

	COMPULSORY
	OPTIONAL 
	PROGRESSION REQUIREMENTS

	Students must take all of the following:

1. Final Year Computer Science Project.

	Students must also choose at least 3  from the following list of indicative options:
1. Graphics and Visualization.

2. Novel Interaction Technologies

3. Quantum Information Processing.

4. Social Network Analysis and Visual Analytics.

5. Social Professional and Ethical Issues in Information Systems.
6. Open Source Software.

7. Human Factors in Design.
8. Artificial Intelligence.
	Students are required to complete 360 credits to complete the programme and qualify for BSc (hons) Computer Science.




	12.3 Non-compensatable modules (note statement in 12.2 regarding FHEQ levels)

	Module level
	Module code

	6
	Final Year Computer Science Project

	
	


	13. A curriculum map relating learning outcomes to modules

	See Curriculum Map attached


	14. Information about assessment regulations

	Assessment for the First Year is described in detail in the associated Computer Science Staff Handbook. Students will be provided with details of the First Year assessment scheme during the first week of the programme and continually thereafter. Assessment for Years 2 and 3 will be subject to the standard University module-based assessment regulations and the assessment details for each module are given in the module narratives.




	15. Placement opportunities, requirements and support (if applicable)

	Students will be encouraged to apply for placements in Year 3 of the programme. This is not compulsory, however they will be supported in terms of the searching for placements, generating CVs, interview technique. The School of Science and Technology works with a number of employers to run specific information sessions describing the opportunities and application procedures.



	16. Future careers (if applicable)

	Students who graduate with a good honours degree in Computer Science from Middlesex University will be well placed to follow a career path in a computer based industry or to go on to further study. Industrial careers include: IT management; software engineering; software architecture; hardware and software designer; web-developer; database management and administration.




	17. Particular support for learning (if applicable)

	Students will be supported throughout their programme of study in Computer Science by academic experts in the appropriate fields. In addition, students will be supported by a Learning Resource Centre that works closely with academics in order to offer the most up-to-date resources. All of the modules on Computer Science are supported by a team of Graduate Teaching Assistants and Technical Tutors who work with academic colleagues to ensure that labs are resourced, materials are available and feedback is provided. In the case of the First Year, the GTAs and TTs will be used to ensure that feedback is available throughout the lab sessions for all students without unreasonable delay.



	18. JACS code (or other relevant coding system)
	G400

	19. Relevant QAA subject benchmark group(s)
	Computing


	20. Reference points

QAA Subject Benchmark – Computing.

BCS Guidelines.

ACM Guidelines.




Please note programme specifications provide a concise summary of the main features of the programme and the learning outcomes that a typical student might reasonably be expected to achieve if s/he takes full advantage of the learning opportunities that are provided.  More detailed information about the programme can be found in the student programme handbook and the University Regulations.

Curriculum map for Computer Science
This section shows the highest level at which programme outcomes are to be achieved by all graduates, and maps programme learning outcomes against the modules in which they are assessed.

Programme learning outcomes

	Knowledge and understanding
	Practical skills

	A1
	A range of underlying theories relevant to computer science.
	C1
	Apply sound principles to the construction and maintenance of computer-related artifacts.

	A2
	The process of systems development.
	C2
	Verify and validate computer-related systems.

	A3
	The interaction between technology and society and the role of computer professionals within this.
	C3
	Apply appropriate theories to the design and evaluation of systems.

	A4
	A range of specialized topics within Computer

Science.
	C4
	Adapt and apply their knowledge and skills to mastering new technical areas.

	Cognitive skills
	Graduate Skills

	B1
	Apply analytical skills to the solution of computer-based

problems.
	D1
	Work effectively as a member of a software development team.

	B2
	Critically evaluate computer-based solutions using a range of techniques.
	D2
	Communicate effectively in a variety of modes, including mathematics where appropriate.

	B3
	Construct abstract representations through the use of appropriate analysis and modelling techniques.
	D3
	Learn independently in a variety of situations, making use of available resources.

	B4
	Apply design principles to practical problems.
	
	


	Programme outcomes 

	A1
	A2
	A3
	A4
	B1
	B2
	B3
	B4
	C1
	C2
	C3
	C4
	D1
	D2
	D3

	Highest level achieved by all graduates

	6
	6
	6
	6
	6
	6
	6
	6
	6
	6
	6
	6
	5
	6
	6


	Module Title 
	Module Code and Level
	Programme outcomes

	
	
	A1
	A2
	A3
	A4
	B1
	B2
	B3
	B4
	C1
	C2
	C3
	C4
	D1
	D2
	D3

	Systems and Architecture
	CSD1004,4
	
	
	
	(
	
	
	(
	
	
	
	
	
	
	
	

	Programming
	CSD1000,4
	
	(
	
	
	(
	
	
	
	(
	
	
	
	
	
	

	Foundations of CS
	CSD1002,4
	(
	
	
	
	
	
	(
	
	
	
	(
	
	
	(
	

	First Year Projects
	CSD1001,4
	
	
	(
	
	(
	(
	
	(
	
	(
	
	(
	(
	(
	(

	Distributed Systems and Networking
	CSD2600,5
	(
	
	
	(
	
	
	(
	
	
	(
	
	
	
	
	

	Web Applications and Databases
	CSD2550,5
	
	
	(
	(
	
	
	
	(
	(
	
	
	(
	
	
	

	Software Development
	CSD2222,5
	
	(
	
	
	
	(
	(
	
	
	(
	
	
	
	
	

	Software Development Projects
	CSD2220,5
	
	
	(
	
	(
	
	
	(
	(
	
	(
	(
	(
	(
	(

	Final Year Option 1
	6
	(
	
	
	(
	
	
	
	
	
	
	
	(
	
	
	

	Final Year Option 2
	6
	(
	
	
	(
	
	
	
	
	
	
	
	(
	
	
	

	Final Year Option 3
	6
	(
	
	
	(
	
	
	
	
	
	
	
	(
	
	
	

	Final Year Computer Science Project
	CSD3999,6
	
	(
	(
	
	(
	(
	(
	(
	(
	(
	(
	
	
	(
	(


Module Narratives 

In this section you will find details of all the modules associated with your programme so that you can see what is involved in your programme and make any choices over option modules (if applicable).

The narratives are correct at the time of this handbook went to print, but details change over time (especially reading lists) and therefore you should always refer to the latest version available on the My Study area of myUniHub: 
https://myunihub.mdx.ac.uk/web/home-community/mystudy 
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