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	Module Code
	Module Name
	Level
	Semester
	UK Credit Value

	Computer Science and Engineering

	[bookmark: 4BUIS001W_return]4BUIS001W
	Business Information Systems Concepts and Applications
	4
	Semester 2
	20

	[bookmark: 4BUIS003W_return]4BUIS003W
	Business Requirements Analysis
	4
	Semester 2
	20

	[bookmark: 4CCGD006W_return]4CCGD006W
	Game Enterprise
	4
	Semester 2
	20

	[bookmark: 4CCGD012W_return]4CCGD012W
	Introduction to Programming for Games
	4
	Semester 2
	20

	[bookmark: 4COSC005W_return]4COSC005W
	Software Development II
	4
	Semester 2
	20

	[bookmark: 4COSC012W_return]4COSC012W
	Client-side Development Fundamentals
	4
	Semester 2
	20

	[bookmark: 4DATA001W_return]4DATA001W
	Statistical Modelling and Analysis
	4
	Semester 2
	20

	[bookmark: 5BUIS019W_return]5BUIS019W
	Business Analytics
	5
	Semester 2
	20

	[bookmark: 5CCGD010W_return]5CCGD010W
	Maths and Physics for Games
	5
	Semester 2
	20

	[bookmark: 5CCGD013W_return]5CCGD013W
	XR Multimodal Interaction
	5
	Semester 2
	20

	[bookmark: 5COSC022W_return]5COSC022W
	Client-Server Architectures
	5
	Semester 2
	20

	[bookmark: 5COSC024W_return]5COSC024W
	Server-Side Web Development
	5
	Semester 2
	20

	[bookmark: 5SENG003W_return]5SENG003W
	Algorithms: Theory, Design and Implementation
	5
	Semester 2
	20

	[bookmark: 6BUIS018W_return]6BUIS018W
	Information Driven Entrepreneurship and Enterprise
	6
	Semester 2
	20

	[bookmark: 6CCGD013W_return]6CCGD013W
	Introduction to Shaders and VFX
	6
	Semester 2
	20

	[bookmark: 6COSC022W_return]6COSC022W
	Advanced Server-Side Web Programming
	6
	Semester 2
	20

	[bookmark: 6DATA005W_return]6DATA005W
	Operational Research and Optimisation
	6
	Semester 2
	20

	[bookmark: 6MARK017W_return]6MARK017W
	Digital Marketing, Social Media and Web Analytics
	6
	Semester 2
	20

	[bookmark: 6MMCS008W_return]6MMCS008W
	Advanced Interactive Media Development
	6
	Semester 2
	20



Computer Science and Engineering
[bookmark: 4BUIS001W]Business Information Systems Concepts and Applications
Module Code: 4BUIS001W
Level 4
Semester 2
Location: Cavendish
UK Credit Value: 20

Assessment: Coursework Group (50%), Coursework (50%)
[bookmark: 4BUIS003W]Business Requirements Analysis
Module Code: 4BUIS003W
Level 4
Semester 2
Location: Cavendish
UK Credit Value: 20

Assessment: In-Class Test/Assignment exam conditions (50%), Coursework Group (40%), Coursework (10%)
[bookmark: 4CCGD006W]Game Enterprise
Module Code: 4CCGD006W
Level 4
Semester 2
Location: Cavendish
UK Credit Value: 20
This module is built around a studio-style group development model that simulates how professional game teams work in industry. Students will collaborate to design a 2D online game concept and build a simulation-ready prototype supported by robust pre-production documentation, business and marketing strategy, testing plans, and ethical/compliance considerations. Working as a small development team, students will take on defined roles that match their chosen specialism while also learning to operate as part of a wider production pipeline. The final pitch will be delivered to a stakeholder-style panel through oral, visual and written communication formats, mirroring real industry pitching and approval processes for game development projects.
Assessment: Coursework Group (50%), Presentation Group (20%), Portfolio (30%)
[bookmark: 4CCGD012W]Introduction to Programming for Games
Module Code: 4CCGD012W
Level 4
Semester 2
Location: Cavendish
UK Credit Value: 20
This module introduces the core concepts of programming using C++ for developing small scale CLI (Command Line Interface) games. Students will build practical programming skills through hands-on coding exercises and enhance their problem solving abilities by implementing a playable game that demonstrates their understanding of C++ fundamentals. Assessment will include both practical coursework and an in-class test to evaluate theoretical understanding of programming concepts.
Assessment: In-Class Test/Assignment exam conditions (50%), Coursework Practical (50%)
[bookmark: 4COSC005W]Software Development II
Module Code: 4COSC005W
Level 4
Semester 2
Location: Cavendish
UK Credit Value: 20
Pre-requisite: Attended and passed 1 module of programming (any language).
This module introduces students to problem-solving through the design and implementation of algorithms using the Java programming language. It develops foundational programming skills with a strong emphasis on core object-oriented thinking, ensuring students learn how to structure and organise programs effectively. Students also explore the use basic data structures while applying sound programming practices in response to defined requirements.
Assessment: In-Class Test/Assignment exam conditions (50%), Lab-Based Practical (50%)
[bookmark: 4COSC012W]Client-side Development Fundamentals
Module Code: 4COSC012W
Level 4
Semester 2
Location: Cavendish
UK Credit Value: 20
The module covers the fundamentals of programming focusing on Client-side technologies like canvas, D3.js, along with JavaScript implementation, which allows to draw graphics, animate visuals and text, add interactivity, and control audio with code. Basic programming concepts are covered in a creative context. The module also covers mathematical concepts applied in creative coding.
Assessment: Coursework (30%), Coursework (70%)
[bookmark: 4DATA001W]Statistical Modelling and Analysis
Module Code: 4DATA001W
Level 4
Semester 2
Location: Cavendish
UK Credit Value: 20
This module introduces key elements of probability and statistics and the application of statistical and data driven techniques. It covers descriptive statistics, the sampling probability distribution, estimation of probability and confidence intervals, initiation to hypothesis testing. A data oriented software tool is introduced and used to implement concepts and techniques: data processing, visualisation and analysis to solve small-scale problems. Principles of data collection, storage and data cleaning concepts are covered, while placing emphasis on data ethics. Awareness of professional role and skill set is introduced by engagement with employability aspects.
Assessment: Presentation Group (20%), Lab-Based Practical (40%), Coursework (30%), Coursework (10%)
[bookmark: 5BUIS019W]Business Analytics
Module Code: 5BUIS019W
Level 5
Semester 2
Location: Cavendish
UK Credit Value: 20
This module introduces students to the Operational Research (OR) techniques, commonly used for business analytics, such as optimisation, forecasting, simulation and decision making. The module emphasises model formulation, evaluation and the translation of quantitative outputs into recommendations, with integrated appraisal of ethical and sustainability implications.
Assessment: Coursework (50%), In-Class Test/Assignment exam conditions (50%)
[bookmark: 5CCGD010W]Maths and Physics for Games
Module Code: 5CCGD010W
Level 5
Semester 2
Location: Cavendish
UK Credit Value: 20
Pre-requisite: Attended and passed 1 module that used a Game Engine.
This module introduces the core mathematical and physical principles required to model and simulate motion in games and interactive applications. It covers classical mechanics, including forces, momentum, energy, kinematics, gravity, collisions, and friction, and links these concepts to the behaviour of rigid bodies in interactive 3D environments. Students will develop the mathematical tools needed to analyse and solve kinetic problems, including the use of vectors, calculus, and time-stepping numerical methods. These principles are then applied in the context of game development, where students implement and test physics-driven behaviours in a real-time game engine. The module emphasises both theoretical understanding and practical implementation, preparing students to reason about physical systems and reproduce convincing physical interactions in gameplay.
Assessment: In-Class Test/Assignment exam conditions (30%), Coursework Practical (55%), Presentation (15%)
[bookmark: 5CCGD013W]XR Multimodal Interaction
Module Code: 5CCGD013W
Level 5
Semester 2
Location: Cavendish
UK Credit Value: 20
This module introduces students to concepts of XR (Virtual, Augmented, and Mixed Reality) interaction, and uses an industry standard games engine to develop assets, properties, controllers and scripting for creating interactive rich media content. This is open to all courses with no pre-requisite. Supported coursework path is the production of a VR interactive media product.
Assessment: Coursework Practical (40%), Coursework Practical (60%)
[bookmark: 5COSC022W]Client-Server Architectures
Module Code: 5COSC022W
Level 5
Semester 2
Location: Cavendish
UK Credit Value: 20
Pre-requisite: Attended and passed 1 Web Design module.
This module introduces the concepts of the Client/Server and, more generally, Distributed Architecture that are at the base of systems where the constituting services can be virtualized, replicated and moved. The module explains two fundamental theoretical concepts: the implications of the transition from a single to a distributed execution space and that of digital transmission of data. The module also covers the fundamental aspects of data transmission. The Client/Server Paradigm is analysed in detail both as a simple example of a Distributed System and as a possible building block of more complex Distributed Architectures. The module also covers three main technologies used for implementation: sockets and Web Services (both SOAP and REST).
Assessment: Lab-Based Practical (40%), Coursework (60%)
[bookmark: 5COSC024W]Server-Side Web Development
Module Code: 5COSC024W
Level 5
Semester 2
Location: Cavendish
UK Credit Value: 20
Pre-requisite: Attended and passed 1 Web Design module.
This module introduces students to the principles and practices of back-end web development. It focuses on designing and implementing dynamic, data-driven web applications that connect a simple user interface to a back-end database. Students develop practical skills in building and deploying web servers, defining application logic, and implementing CRUD (Create, Read, Update, Delete) operations using modern frameworks and secure development techniques.
Assessment: In-Class Test/Assignment exam conditions (50%), In-Class Test/Assignment exam conditions (50%)
[bookmark: 5SENG003W]Algorithms: Theory, Design and Implementation
Module Code: 5SENG003W
Level 5
Semester 2
Location: Cavendish
UK Credit Value: 20
Pre-requisite: Attended and passed 2 modules of programming (any language).
This module provides an introduction to algorithms and the underlying data structures. Students will get to know a variety of structures including various kinds of trees and graphs and associated problems such as searching, sorting or pathfinding. Besides specific algorithms for tackling such problems, the module also introduces general concepts of the design and analysis of algorithms.
Assessment: Coursework Practical (30%), In-Class Test/Assignment exam conditions (40%), Presentation (30%)
[bookmark: 6BUIS018W]Information Driven Entrepreneurship and Enterprise
Module Code: 6BUIS018W
Level 6
Semester 2
Location: Cavendish
UK Credit Value: 20
This module will present and analyse major developments and issues in entrepreneurship and enterprise, underpinned and supported by information communication technologies, especially by the Internet, enterprise systems and cloud computing. It will also encourage a mind-set in creative thinking in seeking opportunities for new information driven start-ups and provide a critical assessment of their impact.
Assessment: Portfolio (50%), Portfolio (50%)
[bookmark: 6CCGD013W]Introduction to Shaders and VFX
Module Code: 6CCGD013W
Level 6
Semester 2
Location: Cavendish
UK Credit Value: 20
Pre-requisite: Attended and passed 1 module of OOP programming (preferibly C/C++)
This module offers an exploration and introduction to shader programming and visual effects (VFX) within the context of game development and modern digital media where students will be introduced to shader languages, the fundamentals of HLSL or GLSL, and acquire knowledge in writing shaders to enhance graphics and lighting. 
 
Assessment: Coursework Practical (40%), Presentation (10%), Coursework Practical (40%), Presentation (10%)
[bookmark: 6COSC022W]Advanced Server-Side Web Programming
Module Code: 6COSC022W
Level 6
Semester 2
Location: Cavendish
UK Credit Value: 20
Pre-requisite: Attended and passed a module of Back-end Development.
This module explores the techniques and technologies used in building advanced applications. You will explore microservice architecture, learning to design and implement modular, independently deployable services using modern programming languages. Creating and managing containerised environments with tools such as Docker, including orchestrating stacks of containers. The module emphasises CI/CD practices, teaching you to automate testing, code quality checks, and deployment. The module is underpinned by the philosophy of Test-Driven Development (TDD), where you write comprehensive test suites before implementing their microservices.
Assessment: Coursework Practical (40%), Coursework Practical (60%)
[bookmark: 6DATA005W]Operational Research and Optimisation
Module Code: 6DATA005W
Level 6
Semester 2
Location: Cavendish
UK Credit Value: 20
Pre-requisite: Attended and passed modules of Linear Algebra, Calculus, Probability and Statistics.
This module introduces key analytical topics in Operational Research, focusing on both deterministic and probabilistic approaches to decision-making. It covers Deterministic Optimisation, Stochastic Processes, and Game Theory. Topics include Linear Programming, Integer Programming, Network Models, Multi-Objective Optimisation. These will be explored in depth, with an emphasis on model formulation and solution techniques. Additionally, Markov Chains, Markov Decision Processes, and Game Theory will be introduced at an introductory level to provide foundational understanding of stochastic and strategic decision-making contexts.
Assessment: Presentation Group (30%), Coursework (30%), In-Class Test/Assignment exam conditions (40%)
[bookmark: 6MARK017W]Digital Marketing, Social Media and Web Analytics
Module Code: 6MARK017W
Level 6
Semester 2
Location: Cavendish
UK Credit Value: 20
This module provides an overview of the requirements and opportunities in the burgeoning Search Engine Optimisation (SEO), Digital Marketing, Social Media, and Web Analytics industries by exposing the theory and practice of these fields. This module gives theoretical and practical knowledge of how to effectively promote an interactive multimedia product (including web pages) in terms of SEO, email marketing, and social media marketing. It discusses different web marketing models and compares them with traditional marketing models.  
Assessment: Coursework (50%), Coursework (50%)
[bookmark: 6MMCS008W]Advanced Interactive Media Development
Module Code: 6MMCS008W
Level 6
Semester 2
Location: Cavendish
UK Credit Value: 20
This module covers essential topics of advanced animation production (motion capture pipeline, data processing, animation blending, and incorporation of the animation in an industry standard games engine). It also provides an understanding of the issues, technologies and concepts underlying the vision of pervasive computing infrastructure to create alternative interaction styles. This is open to all courses with no pre-requisite. Supported coursework path is the production of an interactive rich media product with motion capture assets.
Assessment: Coursework Practical (40%), Coursework Practical (60%)
