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Aims of Module

To enable the student to research
and develop a self-directed digital

media project. To enable the
student to go through the stages

Mode of Delivery

Key concepts are introduced and
illustrated through lectures. In the
laboratories the students will
progress through a sequence of
exercises to develop sufficient
knowledge of developing and
marketing a digital project.

Assessment Plan

Learning Outcomes

Assessed

Component
1

1,2,3,4

Component 1 - Coursework
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from requirements gathering to
post-implementation evaluation,
and develop a solution to
professional standards following a
set of prescribed deadlines.

Learning Outcomes for Module

On completion of this module,
students are expected to be able
to:

1.Conduct requirements gathering
and research sources of
information, forming a digital
media project specification.

2.Select and apply appropriate
analysis and design techniques
within the context of the
project, and implement aspects
of the design as permitted by
the project timescale.

3.Conduct testing and evaluation
of design and implemented
solution.

4.Describe and evaluate
completed project work in a
professionally documented
report and oral presentation.
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compliance, Project Management:
work estimation and approval
processes, project planning.
Self-directed Digital media
product production.

Indicative Student Workload

Contact Hours Full Time
Assessment 10
Laboratories 36
Lectures/Tutorials 12
Directed Study

Coursework 24
preparation

Informatlon 27
gathering

Private Study

Private Study 41



