CHK119COM: Current Technologies
	Module size
	Single

	Total student study hours
	200

	Pre-requisites and co-requisites
	None

	Excluded Combinations
	None


Aims and Summary

This module seeks to provide the student with an appreciation of the fundamentals and nature and scope of current and emerging digital technologies. It explores the fundamental characteristics and architecture of contemporary technologies and their position and impact in the market place as well as society.  The student will have an appreciation of the factors considered when developing and bringing technologies to the general population domain.  Students will consider how technologies are used and applied to the marketplace. There are 3 key aspects that are explored; Nature of technology and architecture, New product development and innovation, and finally Commerce through technology.

Intended Module Learning Outcomes

On completion of this module the student should be able to:

1. Demonstrate sound understanding of the range of current and emerging contemporary technologies

2. Discuss the limitations of such technologies, and their nature, scope and impact.

3. Explain how to apply contemporary technologies to the market place.

Indicative Content

Nature of technology, New product development and innovation, computer architecture and finally Commerce through technology.

The Nature of technology and architecture

Recent, current and emerging technologies, their characteristics and properties, and the underlying platforms (hardware and software for a computer for example), languages and systems that underpin the technologies.  (E.g. wireless systems, artificial intelligence, and in particular the internet). open source v. proprietary software.

New Product development lifecycle and innovation

The various stages of inception of a contemporary technology supportive product through to deployment of that product into the market place.  The issues and considerations, the triggers and blockers.  Defining innovation and contextualizing technology.  The various viewpoints on the discipline of innovation, balancing the creative against the rational mind. 

Commerce through technology

Focusing in on ecommerce as  basis for commerce.  Introduction to  supply chain and Business Models, the design and development lifecycle, barriers and triggers.  Awareness of the technologies used, such as: networks, the Internet and WWW, HTML(n), client-side and server-side processing. 

Teaching and Learning

Whenever possible, practical work in laboratories will be used to provide hands-on experience.

Student activity and time spent on each activity comprises:

	Activity Type
	Time Spent
	Proportion

	Demonstration
	 
	 

	External Visits
	 
	 

	Fieldwork
	 
	 

	Guided
	 
	 

	Laboratory
	44 hours
	22%

	Lecture
	22 hours
	11%

	Placement
	 
	 

	Practice
	 
	 

	Project Supervision
	 
	 

	Self guided
	134 hours
	67%

	Seminar
	 
	 

	Studio
	 
	 

	Tutorial
	 
	 

	Work Based Learning
	 
	 

	Workshop
	 
	 

	Year Abroad
	 
	 

	Total
	200 hours
	 


Method of Assessment (normally assessed as follows)

	Assessment 
	Weight
	Learning Outcomes

	
	
	1
	2
	3

	Coursework 1
	50%
	(
	(
	(

	Coursework 2 – Phase test
	50%
	(
	(
	(


Re-assessment is by new coursework 

Assessment

	Composition of module mark:
	100% Coursework

	Pass requirements:
	Module Mark must be at least 40%
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Required Equipment

None

