304KM: Information Technology and Global Development

Module size				Single
Level					3
Credit Unit				20
Total student study hours       	200


Aims and Summary

The role of this module is to examine the role of digital technology (including Information technology) and its juxta position to individuals and groups. The drivers that stimulate the uptake of global technologies, critical success factors and barriers will be explored. The impact of technologies at international, national and organisational level will be studied. Guest speakers will be engaged to illustrate the diversity of current applications of digital technology deployed in society. Legal, ethical, moral, economic and social perspectives on digital technology will be studied.

Intended Module Learning Outcomes

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

1. Critically evaluate drivers, critical success factors and barriers for global information technology.
2. Demonstrate understanding of the various business model taxonomies.
3. Critically evaluate the effects of government policies relating the use of digital technology.
4. Use digital resources to research a topic related to the influence of digital technology on society.

Indicative Content

Drivers, Critical success factors (CSF) and barriers to the uptake of digital technology
The perceived advantages of digital technology to society especially commercial organisations; CSFs identified at international, national and organisational level; barriers to digital technology, disadvantages of technology on work, health, ethical, legal and moral issues.

The Digital Society at the Business Level
E-Commerce business models; comparison of cases for different scale organisations; impact of the cost and price of communication technologies, ISPs, storage, communications, skills, software and hardware; how the virtual business could complement the real-world store.

Labour Markets and Job Roles in the Digital Society
The range and scope of new jobs; the impact of wage differentials between IT and non-IT occupations; initiatives to increase the supply of suitable IT workers; the `black e-conomy'; outsourcing; offshore/nearshore development.

Impact of Digital Technology on Society
The availability of online statistics, information and news; government data collection activities; e-learning; promotion of the Internet as a private initiative with little governmental involvement; cyberterrorism; computer crime; social exclusion; the invasion of personal privacy; health issues



Ethics and the Digital Society
New opportunities for unethical practices; Internet addiction, Internet gambling, pornography, spamming, propaganda, the “digital divide”, monitoring of computer use, CCTV.

Teaching and Learning

The module will employ a variety of methods as appropriate.

Student activity and time spent on each activity comprises:

Lecture			24 hours	(12%)
Tutorial			24 hours	(12%)
Self-guided		152 hours	(76%)
Total 	200 hours

Method of Assessment (normally assessed as follows)
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Assessment
	
Weighting
	Learning Outcomes


	
	
	1
	2
	3
	4

	Coursework
	50%
	· 
	· 
	· 
	· 

	Examination
	50%
	· 
	· 
	· 
	· 




For a failed module, any component with a mark less than 40% must be reassessed.

Assessment
Composition of module mark:  50% Coursework; 50% Examination
Pass requirements:        Coursework must be at least 35% and Exam must be at least 35% and 
                                           Module  Mark must be at least 40%

Essential Reading

Internet resources will form a significant reading and research base for the module. These resources are continuously updated and revised, and the following are indicative only: http://www.ecommerce.gov 
http://www.ercim/index.html 
http://www.firstmonday.dk/issues 
http://europa.eu.int/information_society/topics/ebusiness/ecommerce/index_en.htm 
http://www.brint.com/ 
http://www.vnunet.com/


Recommended Reading 
Lovett, P. (compiler) (2004) The Digital Society, Pearson Custom Publishing. 
Required Equipment
None
