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Module Aims

The module aims to provide students with the opportunity to gain valuable experience of the
computing-related workplace via first-hand experience. This module allows students to
undertake a sustained period, embedded with a host employer, to work on one or more
defined projects or goals. The student will be expected to find and secure a suitable
placement opportunity. The Industrial Placement will normally take place during the normal
academic year, as if over the two normal University semesters. As such its duration should
normally be in the region of 20-40 weeks dependent on working hours.

Intended Learning Outcomes

Key skills for employability

KS1 Written, oral and media communication skills

KS2 Leadership, team working and networking skills

KS3 Opportunity, creativity and problem solving skills

KS4 Information technology skills and digital literacy

KS5 Information management skills

KS6 Research skills

KS7 Intercultural and sustainability skills

KS8 Career management skills

KS9 Learning to learn (managing personal and professional development, self-
management)

KS10 Numeracy

At the end of this module, students will be able to Key Skills

. , . , KS1 KS2

Devise a plan of work in response to a recognised need in a
1 working environment KS3 KSS
KS7 KS8
Recognise and identify the role that a computing professional | KS3 KS5
2 | can play in a defined project, or projects, in terms of their KS6 KS7
technical and professional skills KS8 KS9
Apply computing specific skills and knowledge to a defined KS1 KS2
3 | project, or projects, in a working environment either as an KS3 KS4
individual or in a team KS7 KS8
KS2 KS3

Work effectively to a plan and deliver upon the requirements
4 of the workplace host KS4 KS7
P KS8 KS9
Reflect upon their experiences in a workplace setting in terms | KS1 KS3
5 | of their subject specific, and professional, knowledge and KS5 KS7
skills development KS8 KS9

Transferable skills and other attributes

Students will gain substantial experience of the working environment and its associated
challenges.




Derogations

N/A

Assessment:

Indicative Assessment Tasks:

Assignment 1 is the Placement Specification, produced by the student and this must be
approved and agreed by both the placement coordinator, placement supervisor and the
placement mentor. This will detail the aims and plan for the placement.

Assignment 2 is a progress report, produced by the student before the end of the first
semester (approximately halfway through the placement) and will document their work done
so far and an updated placement plan.

Assignment 3 is a learning log, which will be a diarised record of the student’s activities and
experience during the placement. This will also include comments and feedback from their
mentor at the placement provider organisation. Students are expected to produce one entry
ever 3 to 4 weeks during placement. This will be assessed at the conclusion of the
placement.

Note: modules with pass/fail results will not be taken into account in the determination
of honours award classification.

Assessment gee;rnmg t T f t Weighting Duration Word .count.

number N utcomes 10 ype or assessmen (%) (lf exam) (or equ|ya|ent if
e met appropriate)

1 1,2 Coursework Pass/Fail N/A 1000

2 1,2,3,4 Report Pass/Fail N/A 3000

3 3,4,5 Learning logs/journals | Pass/Fail | N/A 8000

Learning and Teaching Strategies:

Students will receive initial support and guidance, via introductory lectures and tutorial
support/planning work for their placement. However, the majority of the module will take
place whilst the student is with their host employer. Students will be allocated an academic
supervisor, who will be their contact point at the University during the placement and will
provide any additional support and guidance regarding the academic requirements of the
student’s particular placement.

Syllabus outline:

There is no specific syllabus for the module as it is anticipated that the role and experiences
of students undertaking this module are likely to vary with their chosen degree programme.
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