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Introduction 
The proposed programme is a BSc(Hons) at Level 8 on the National Framework of Qualifications (NFQ).  

The area of study is Software Design with Virtual Reality and Gaming.   The full title of the four-year 

Level 8 Ab initio programme is a Bachelor of Science (Honours) in Software Design with Virtual Reality 

and Gaming.  The first intake of students is proposed for September 2019.  Stage 3 of the programme will 

also serve as a one year Add-On Level 7 BSc Degree in Software Design with Virtual Reality and Gaming.  

Stage 4 of the programme will serve as a one year Add-On Level 8 BSc(Hons) Degree in Software Design 

with Virtual Reality and Gaming.  The programme contains an Embedded Level 6 Award: Higher 

Certificate in Science in Computing in Software Design (pre-approved programme by an External 

Validation Panel in 2018). 

 

General Comments    
The panel welcomed the opportunity to review the programme submission and met Dr. Niall Seery, Vice-

President for Academic Affairs and Academic Registrar at AIT, representing the Executive Management 

Team (EMT), Dr. Seán Lyons, Dean of the Faculty of Engineering and Informatics, Dr. Enda Fallon, Head 

of Department of Computer and Software Engineering and Mr. Marcus Rahilly, Head of Department of 

Special Projects.  The panel also met members of the academic staff from the Department involved in the 

programme design who will deliver the academic elements of the proposed programme. Based on the 

documentation provided to the panel in advance of their formal visit to AIT and subsequent discussion 

with management and academic staff, the panel is fully satisfied that the capacity exists within the 

Department to offer the proposed Level 8 Ab initio (with an Embedded Level 6 Exit Award), the one year 

Level 7 Add-On and the one year Level 8 Add-On suite of associated programmes. The panel has listed 

four recommendations for the Faculty and Department to consider in the context of this validation. 
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Examination of the Programme 
 

The panel under the Chairmanship of Dr. Seamus Gordon, Department of Design and Manufacturing 

Technology, University of Limerick, met formally in the Engineering Boardroom at the Faculty of 

Engineering and Informatics at AIT at 2.00 p.m. on Thursday, May 9, 2019.  The panel met initially in 

closed session.  The Chair outlined the purpose of the panel to the members, the schedule for the afternoon 

and stated that there was a considerable body of expertise in the software, VR, gaming and quality 

assurance domains across the panel membership.   The Chairperson gave an overview to the panel members 

of the role of the panel from a Quality Assurance perspective.   The programme was reviewed by the panel 

members in advance of the formal panel validation meeting and initial concerns and areas for questioning 

were established by the panel.  The Chairperson stated that there are several positives related to the 

programme but due to the restricted time available to meet senior management and the Programme Design 

Team, the panel should aim to explore many of the issues in detail to ensure that the programme is fit-for-

purpose and to allow the Team to enhance the programme further before formal ratification of the 

programme by AIT’s Academic Council.   During the closed session the panel agreed to explore a number 

key, relevant areas with senior management representing EMT, the Faculty of Engineering and 

Informatics, the Department of Computer and Software Engineering, the Department of Special Projects 

and academic staff members, involved in the programme design. 

 

The general consensus of the panel is that the programme has a very clear aim and is a well-formulated 

programme from an industry perspective.  There was some discussion as to whether or not the programme 

actually is more associated with software development as opposed to software design. The panel were keen 

to explore with the Programme Design Team whether the rationale for including gaming in the title was 

linked to the overall marketing of the programme, thereby making it attractive to school leavers.  Mr. Ewart 

stated that at the macro level, the programme appears to be orientated towards software programmers 

whereas VR Technologies per se may not have a strong programming focus in terms of people working in 

this industry.  The panel agreed this aspect should be explored with the Programme Team.  Dr. Muntean 

stated that the number of stand-alone modules which include an explicit reference to VR in their titles 

equates to a maximum of 20 ECTS credits (VR Application Development at Stage 3 and VR and Gaming 

Technology and Real-time Rendering for VR at Stage 4).  On balance Dr. Muntean stated this number of 

credits is about right in the context of the programme in question but looking at future developments in 

this field, she commented that there is the likelihood that VR and gaming will develop to a much greater 

degree with their own niche, specialised areas in the future.  Hence, she asked is there a need by the 

Programme Team to treat both collectively at this stage? 

 

At the programme level, the panel had mixed views in relation to the mathematical rigour of the programme 

and the nature of some of the mathematical-based modules.  The general impression of the panel was that 

there is a very strong strand of mathematical rigour captured throughout the entire programme.  The Chair 

of the panel asked if the mathematical content in fact may be of too high a level for students registered on 

the programme.  Dr. McKiernan expressed surprise that the programme did not have a minimum entry 

level requirement for maths (e.g. a minimum of a C3 at Leaving Certificate ordinary level), especially 

since the programme is proposed by a Faculty of Engineering and Informatics and since there is a clear, 

thematic strand of mathematical skills and competencies invoked throughout the programme.  The panel 

were concerned that students entering onto the programme with a Leaving Certificate Maths grade of D1-

D3 may struggle significantly coping with the mathematical type modules in the programme and wondered 

if this aspect has been explored at Faculty and Institute level with respect to any high attrition rates in Y1 

in Engineering and Science programmes.  The panel recommended the Faculty should give some 

consideration to introducing a basic entry level requirement for Mathematics in the context of this 

programme. 

 

Dr. Marsh stated that graduates often lack a knowledge of spatial techniques e.g. going from GPS 

coordinates to local coordinates in gaming and the panel collectively agreed that the programme should 
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have a focus on applied, contextual-based mathematics.  The panel were interested in hearing how the 

Programme Team intends to deliver this strand of applied mathematics to learners. 

 

Two other points that were raised by the panel in terms of the overall programme design was there appeared 

to be an excessively high number of weekly contact hours for learners, which is possibly out of step with 

similar programmes of this nature in other IoTs and universities.  The panel formed the view that this high 

number of contact hours will impact on the hours spent on independent self-directed learning (SDL) and 

recommended this is an area that certainly needs significant attention before the programme is formally 

rolled-out.  The Head of Department and the Programme Design Team should play a key role in this regard.  

The Chair of the panel stated that the programme needs to be reviewed holistically from a learner 

perspective in this regard.  The other area of note highlighted by the panel was that the programme appears 

to lack a dedicated module focussing on Research Techniques/Methods, which incorporates multiple sub-

topics such as how to conduct a literature review, databases, critical analysis of a scientific publication, 

time and project management, ethical considerations etc. 

 

At the modular level, Mr. Ewart stated that in terms of game development he noted that audio was barely 

touched on in the curriculum and emphasised the importance of spatial visualisation in the world of 

gaming.  The Chair of the panel also expressed surprise that audio did not appear to have a clear focus in 

the programme design, especially since the Faculty has suitable facilities to support this area. 

 

After the closed session, the panel met collectively Dr. Niall Seery, Vice-President for Academic Affairs 

and Academic Registrar at AIT, representing the Executive Management Team (EMT), Dr. Seán Lyons, 

Dean of the Faculty of Engineering and Informatics and Dr. Marcus Rahilly, Head of Department of 

Special Projects. 

 

The Dean of the Faculty of Engineering and Informatics, Dr. Lyons, outlined to the panel the recent, 

strategic, organisational realignment of the Faculty of Engineering and Informatics and stated that within 

the field of software design the Department of Computer and Software Engineering has developed an inter-

linked triad of BSc(Hons) in Software Design programmes with three separate streams involving Cloud 

Computing, Mobile Apps and Connected Devices and now Virtual Reality and Gaming.  In the case of the 

third stream (the basis of this proposed programme), the programme is seen as responding to market 

demand, in particular to recent developments in industry-based VR research.  Dr. Lyons emphasised to the 

panel the strong technological, industry-focussed and research-led nature of the suite of three interlinked 

programmes.  Dr. McKiernan asked Dr. Lyons about the general metric used by the Faculty to develop a 

programme that justifies a “with” description of the defined stream off of a central spine of a programme, 

in this case the BSc(Hons) in Software Design.  Dr. Lyons stated in terms of total ECTS credits this would 

nominally equate to 12-15% of the total number of ECTS credits (240) in a Level 8 degree.  Dr. Lyons 

said with the backbone of three interconnected Level 8 programmes in the domain of Software Design, the 

suite of programmes potentially facilitates a streamlined model with respect to progression options onto 

Levels 9 and 10 involving Masters and Structured PhD programmes, the latter which is a recent 

development for the Institute.  The Vice-President for Academic Affairs and Academic Registrar 

emphasised the strategic intention of the Institute to increase scale in the research field in line with its 

future vision to attain Technological University status.  Dr. Marsh did comment however that if the focus 

of the proposed programme is to incorporate a research-lead teaching focus, the panel were surprised that 

the programme design lacked an explicit stand-alone module dealing with Research Methods/Research 

Techniques, which is typical in many university and IOT programmes of this nature.  Dr. Lyons did state 

that many of these generic transferable skills in the area underpinning research methodologies will be 

integrated into the Research Project in Stage 4 but the Faculty will certainly consider the recommendation 

from the panel in this regard to ensure that there is sufficient exposure of learners registered on the 

programme to this area. 
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The Chair of the panel asked if the mathematical rigour may be of too high a standard for learners registered 

on the programme and asked senior management why the Faculty does not appear to have a minimum 

entry level requirement for maths (e.g. a minimum of a C3 at Leaving Certificate ordinary level), if 

mathematical competency is a clear unifying horizontal and vertical thematic strand embedded across the 

programme (as stated on P.29 of the programme documentation).  Dr. Lyons stated that historically the 

Faculty has always tried to cater for students embarking on Engineering programmes who have very low 

grades in Mathematics at Leaving Certificate Level.  The Faculty found that a low subject grade at this 

level is not always necessarily a true barometer of a learner’s ability to progress successfully through a 

programme.  Two approaches taken by the Faculty to date has been an example-focussed approach to 

maths-type modules, resulting in a strong emphasis on contextual-based Applied Mathematics, and 

utilising the services of a dedicated Maths Tutor, supported by the Student Resource Centre (SRC) at AIT.  

Dr. Seery stated that the issue of a minimum-entry level requirement is an ongoing issue for the Institute 

as a whole, particularly across core programmes in the STEM area in the twin Faculties of Engineering 

and Informatics and Science and Health.  The subject involves the Institute striking a delicate and sensitive 

balance between ensuring that learners have the ability and competencies to cope with a programme of 

study with embedded maths-based modules while still adhering to current national, educational, socio-

economic policy in ensuring that AIT opens its doors to as wide a range of potential school leavers as 

possible, thereby not putting in place further barriers to educational progression.  Dr. Seery stated for many 

programmes in the STEM area the IoT sector does not always receive the same volume of applicants as 

the universities and IoTs have the compounding factor of having significantly lower retention rates in 

terms of progression from Y1 to Y2 on many of its programmes compared to the universities.  For this 

reason programme design is critical in terms of curriculum development in an IoT.  The panel stated that 

it is very important for the Faculty to ensure that programmes (such as the proposed programme in 

question) in the STEM area have a very strong emphasis on creating and offering modules in Applied 

Mathematics as opposed to just focussing on Core Mathematics.   The panel felt that Gaming by its nature 

will invariably involve demand of a high maths content and it is imperative from an attrition perspective 

that learners registered on the programme can cope with such treatment at an appropriate level on the NFQ 

framework awards standards.  Dr. Marsh also stated that the programme appeared to lack treatment of 

spatial analytics, in particular the application of GPS data and concurred that there is a clear need for 

Applied Mathematics to be the contextual basis of the delivery of the proposed suite of Maths type modules 

within the programme.  Mr. Ewart stated that Microsoft as an industry-leader in the field of software design 

has recently gravitated towards putting an emphasis on spatial anchors and recommended that the 

Programme Team will consider this incorporating this topic in the roll-out of the programme. 

 

The panel asked why the Programme Team decided to opt for a BSc(Hons) in Software Design as the spine 

for the three interlinked programmes, instead of a BSc(Hons) in Software Development.  Mr. Ewart 

wondered if the intention was to adopt a backend approach with respect to software programming.  Dr. 

Lyons stated that “Design” was used instead of “Development” to further leverage the recent strategic, 

realignment of the Faculty to incorporate Design into the overall Faculty of Engineering and Informatics.  

 

The panel also recommended that the Programme Team would look at the incorporation of sound in a VR 

context. 

 

Following the session with senior management, the panel were joined by Dr. Enda Fallon, Head of 

Department of Computer and Software Engineering and several members of staff involved in the academic 

delivery of the programme. 

 

The session commenced by Dr. Fallon as Head of Department giving an informative presentation to the 

panel outlining the aim of the programme, the rationale for its development and the associated programme 

developmental trajectory.  The strategic alignment of the programme to the current AIT Strategic Plan was 

highlighted as well as the various progression routes within the programme architecture.  The nature and 

findings of the multiple surveys that were carried out in advance of the development of the programme 
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were highlighted as well as the extensive analysis that was carried out with potential students.  Dr. Fallon 

also emphasised the industry-focussed nature of the Department of Computer and Software Engineering 

and gave an overview of the number of current staff in the Department, the number of registered students 

on its undergraduate and postgraduate programmes and its pedagogical emphasis on problem-based 

learning (PBL) and research-informed teaching approaches.  The strong research focus of the Department 

was also highlighted, inclusive of its links to the Software Research Institute (SRI) in the Institute, the 

degree of research funding brought into the Institute over the previous five years in the area of Software 

Engineering and the current demand from industry for graduates in the Software Design field. 

 

 

Development and Structure of the Programme: 

 

Programme Thematic Strand Mapping – Mathematics Strand: 

 

The Chair of the panel started the discussion with the Programme Design Team by asking them how they 

deal with learners having a wide range of abilities in Maths embarking onto a programme of this nature, 

especially as the programme documentation states that there is no formal entry level requirement for 

Maths.  The Chair the Programme team the standard of Maths they thought they could get students to as 

they progress through the programme.  Dr. Mark Daly described some of the initiatives that the Department 

employs in Y1 of the programme, such as giving a standard numeracy test during the first Week of the 

semester and using the first three weeks to identify potential shortcomings in mathematical ability.  Dr. 

Daly stated that at the end of Year 1, it would be expected that the mathematical attainment of students 

would be somewhere between Leaving Certificate Honours Maths and just short of Year 1 of a typical, 

two-semester traditional university Maths module.  Weaker students are directed to avail of the services 

of the dedicated SRC Maths Tutor and tutorials are often conducted in a Computer Laboratory where 

students can take several different Maths tutorials involving Moodle quizzes.  The importance of 

Mathematics as the core language of Engineering was emphasised to the panel, as well as the partnership 

student-focussed approach taken by academic staff delivering the Maths-based modules within the 

programme.   Dr. Daly also highlighted several examples to the panel of the application and contextual-

based approach used by Maths Lecturers in the delivery of these scaffolding modules in the programme, 

which form one of the four, central programmatic, thematic strands in the programme design.  Dr. Marsh 

suggested that the Programme Team should also try to incorporate spatial analytics/geodesy at some level 

into the programme.  The panel were interested to hear from the Programme Team why they decided to 

develop a stand-alone module Mathematics for Software Design 1 for the programme and how this differs 

from a regular Y1 Maths module for generic Engineering programmes.  The Programme Team described 

some of the fundamental differences between the material content in the two types of module, referencing 

some area such as the Taylor Series and the importance of introducing students to mathematical algorithms 

in the context of software design.  The panel asked the Programme Team to reflect on the specific 

mathematical requirements with respect to the Gaming industry in the context of the proposed programme, 

and asked if the intrinsic differences between the three programmes, BSc(Hons) in Software Design with 

Cloud Computing/Mobile Apps and Connected Devices/VR and Gaming, need to be highlighted in the 

delivery of the proposed programme for VR and Gaming from an application-based Maths perspective as 

part of the indicative syllabus or with respect to certain assignments/assessments/reading material. 

 

Incorporation of Audio: 

 

The panel conveyed to the Programme Team that audio can be a critical element in the creation of a genuine 

VR experience, but yet is barely touched on within the programme.  Dr. Niall Murray, Lecturer in Software 

Engineering, stated that this is a very valid point made by the panel and agreed that the Programme Team 

would certainly consider how best to incorporate this element. 
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Mr. Ewart stated that spatial audio seemed underrepresented from the perspective of creating VR 

experiences. This can be covered by a research-informed teaching approach and is understandable if the 

degree programme focuses on creating developers rather than designers.  The military applications (while 

overlapping with other industrial uses) are potentially worth highlighting in the programme especially with 

the direct ethical implications they raise. e.g. the US MoD IVAS program.  

 

Programme Schedule: 

 

The panel commented that in the programme documentation supplied the only electives cited on the 

Programme Schedule on P.21 were two electives in Stage 1 – Game Development 1 (10 ECTS credits) 

and Mobile Apps and Connected Devices 1 (10 ECTS credits).  All other modules in the programme were 

listed as mandatory.  The Programme Team stated that this is an error in the documentation and the module 

Game Development 1 is a mandatory module in Stage 1 for this programme cohort.  The Mobile Apps and 

Connected Devices 1 module will be removed from the Programme Schedule.  The panel asked if the 5 

ECTS credit module, Computer Applications 1, was required at Stage 1 of the programme.  The Head of 

Department stated that this module integrates very well in terms of delivery of the programme with the 5 

ECTS credit module, Communications 1 (Game/Cloud), and there is an element of cross-modular 

assessment also between the two respective modules. 

 

Independent Self-Directed Learning (SDL): 

 

The Chair of the panel conveyed to the Programme Design Team that for certain modules there was either 

an inconsistency with respect to the number of hours assigned to independent student learning or some 

modules did not include a reference to the number of hours assigned to self-directed learning (SDL) at all 

(P.25-27 of documentation).  The panel reiterated the general guidelines with respect to ECTS credits 

where for a 5 ECTS credit module if the number of contact hours (e.g. lectures and practicals) is 4, then 4 

HRS should be assigned to SDL, which equates to a total workload of 8 HRS.  The Chair stated this is a 

general criterion that should be applied to all modules over the four stages of the programme and suggested 

that the Programme Team review all modules in light of this.  The Head of the Department of Special 

Projects also mentioned to the panel that in the latest version of Module Manager 3.0, there were still some 

bugs in the system with respect to the assignment of the total number of hours, which needs to be addressed 

Institute-side by the software developers.  The small font size of the document was also commented on by 

the Head of Department who stated that he will feedback this information to the software development 

team. 

 

High Contact Hours: 

 

The panel stated that they were concerned about the high number of contact hours over certain Stages of 

the programme and asked the Programme Team to audit the total number of hours across the programme 

before their final submission. 

 

Staffing and Physical Resources: 

 

The panel asked whether there will be a dedicated Work Placement Allocations Officer supporting the 

Work Placement element of the programme.  The Dean of Faculty stated this is a Faculty-wide issue and 

there are concerns in this regard within all Faculties across the Institute.  The panel stated this aspect needs 

to be considered fully from a resourcing perspective by senior management at the Institute in order to 

ensure that the integration of the pivotal Work Placement element of the programme is fully supported.  

 

The panel stated that they were particularly impressed with the facilities available in the Faculty to support 

the programme. 
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Programme Content:   

 

A number of points were raised by the Panel in relation to the design of the programme and aspects of 

learning and teaching: 

 

Agile Methodologies 1: 

 

The panel asked the team about the assessment model used in the Stage 1 5 ECTS credit module, Agile 

Methodologies 1 and what is involved in the 60:40 weighting between the written examination (weighted 

at 40%) and the CA element (weighted at 60%).  The Programme Team outlined the nature of the CA 

component, which comprises a group project and a practical evaluation.   

 

Placement 3: 

 

The panel questioned the Programme Team about the nature of the 25 ECTS credit module, Placement 3 

in Stage 3 of the programme.  The panel stated that for the Level 7 programme, this would mean the Award 

is based on 35 ECTS credits only, which seems somewhat low.  The Dean of Faculty stated that this model 

is not unusual in the IoT sector. The panel were also told that assessment of this module involves a Pass 

or Fail element only.  The Chair of the panel asked if the Team had considered introducing a graded Work 

Placement assessment model.  Dr. Lyons stated that at present the convention in the Faculty of Engineering 

and Informatics is that all Work Placement modules involve a Pass/Fail element, but the concept of a 

graded Work Placement assessment model is an idea currently being discussed at Institute level and may 

become the norm at some stage in the future.  The Dean stated that trying to get standardisation across 

Placement sites in terms of administration, quality of the work experience, nature of the tasks and 

responsibilities etc. is very challenging and this would be a difficult issue from a quality assurance 

perspective to formalise.  The Programme Team stated that even though the assessment is pass or fail, the 

Placement itself is still graded to a very high standard by academic staff.  The final report has a number of 

different elements which students have to complete and students have to pass various thresholds to an 

acceptable standard in order to pass the entire Placement module.  The Head of Department outlined to the 

panel that in the event where a suitable work placement cannot be sourced or in the case where a student 

has to leave an externally sourced work placement, the Department operates a back-up plan in such cases, 

often involving the Software Research Institute (SRI).  The panel discussed with the Programme Team the 

mechanism used by employers to record the number of hours of work carried out by a student over the six-

month placement and were informed that log sheets are used to document the net number of hours.  

 

The panel asked how work placements are procured.  The Head of Department stated that the core 

Programme Team has a network of contacts in the software industry which often facilitate student work 

placements but there is a clear need for a dedicated Faculty based Work Placement Allocations Officer.  

The panel were also informed by the Head of Department of the current Erasmus links that the Department 

has in Nantes in France and in Bilbao in Spain.  Mr. Ewart asked how often placements are found with 

games companies and was informed that by the Team that it is sometimes difficult to procure placements 

in this niche sector.  The panel stated that in terms of marketing, potential students are likely to be attracted 

to a programme which has the option for a student to spend time working in the games industry as part of 

the Stage 3 Placement module.  The Team were encouraged to further progress this placement procurement 

in the future in this sector if at all possible. 
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Modules: 

 

The following points were raised by the panel in relation to selected modules:  

 

Stage 2:  Game AI and Physics: 

 

The panel stated that the AI covered in this module is pathfinding which is important in the context of 

gaming, but if VR is a focus then the AI involved in that sector is often wider, which can include surface 

reconstruction, hand/eye tracking, object identification & segmentation and gesture recognition (e.g. voice 

or motion). 

 

Stage 4: Real-Time Rendering for VR:  

 

Although this module focuses on rasterisation the panel mentioned that there has been a recent increase in 

real-time path-tracing and ray-tracing.  The panel stated that while there is a current focus on top-end 

systems the increased availably of ‘remote rendering’ services means that this technology could be 

available for even the least capable VR headsets. 

 

Feedback 

 
Overall feedback on the programme submission was formally given at 4.15 pm to Dr. Niall Seery, Vice-

President for Academic Affairs and Academic Registrar, Dr. Seán Lyons, Dean of the Faculty of 

Engineering and Informatics, Dr. Enda Fallon, Head of Department of Computer and Software 

Engineering and Mr. Marcus Rahilly, Head of Department of Special Projects. 

 

General Comments 

 
The Department was complimented highly by the panel on the strength of the proposed programme 

submission.  The panel are fully satisfied to recommend the adoption of the programme (inclusive of the 

embedded Level 6 Award, Level 7 Add-On at Stage 3 and Level 8 Add-On at Stage 4) to the Academic 

Council of Athlone Institute of Technology.  The panel has made a total of four recommendations in 

relation to this proposal.     

 

Education and Training Requirements 
 

The panel is satisfied that the programme is consistent with the Institute’s mission and that it makes 

efficient use of existing staff resources in the Department.  The panel is satisfied with the Institute’s 

strategic rationale for the development of this programme in line with its current Strategic Plan, with the 

excellent and extensive consultation undertaken with various stakeholders, prior to the proposal of the 

programme by the Institute.  The panel were particularly impressed with the nature of this consultation 

process. 
 

Protection of Learners 
 

The Institute will not seek the validation of any programme of education and training pursuant to Section 

44 of the Qualifications and Quality Assurance (Education and Training) Act 2012, such as a programme 

being of a duration of three months or greater, unless it is satisfied that arrangements are in place, as 

specified under Part 6, Section 65 of the Act, which makes provision for learners under the protection of 

enrolled learners. 
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Quality Assurance 
 

The panel members were briefed in advance how the programme was developed and approved internally 

pertaining to the Institute’s Quality Assurance (QA) procedures.  The panel is satisfied that these 

procedures have been fully applied in the development of the programme and that QA procedures and 

policies are in place to ensure its provision, continuous monitoring and review.  Such procedures include 

semester-wide Programme Boards, a five-yearly Programmatic Review by the Faculty and a seven yearly 

QQI overall Institute Review. 
 

Programme and Award Titles 
 

Further to discussion with the Programme Team the proposed titles of the BSc(Hons) in Software Design 

with Virtual Reality and Gaming – Ab initio - Level 8, the BSc in Software Design with Virtual Reality 

and Gaming – Y3 Add-On - Level 7 and the BSc(Hons) in Software Design with Virtual Reality and 

Gaming – Y4 Add-On - Level 8 were deemed acceptable to the panel. 

 

Ethics 
 

It is expected that AIT as provider will have policies and procedures in place to ensure that any teaching, 

learning, or research activity at any level shall be conducted in a manner that is morally and professionally 

ethical.  The panel is satisfied that ethical issues are covered in the modular syllabi of the programme.   

 

Particular Aspects of the Proposed Programme: 

 

Unity 
 

The programme design is consistent with the Academic Council’s Policy on Accumulation of Credits and 

Certification of Subjects (ACCS).  The programme has integrated, unifying, horizontal and vertical 

thematic strands linked to the Programme Learning Outcomes (PLOs) and associated modules.  Standards 

of knowledge, skill and competence, for the named awards at Levels 6, 7 and 8 on the NFQ framework 

also align appropriately with QQI Awards Standards. 

 

Learning and Teaching 
 

Based on the documentation supplied and following discussion with the Programme Design Team the 

panel is satisfied that the Programme Design Team has the academic capacity and ability to fulfil the 

learning and teaching remit in the delivery of the programme. 

 

Standards 
 

The Learning Outcomes of the programme align with the standards at Levels 6, 7 and 8 awards on the 

NFQ framework.   

 

Learner Assessment 

 
The learner assessment methods are consistent with the Academic Council’s and the Institute’s policy on 

fair and consistent assessment.  The assessment methods demonstrate attainment of the standards of 

knowledge, skill, or competence determined by the Council for the related award.   
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Access, Transfer and Progression 
 

The programme incorporates appropriate procedures for access, transfer, and progression that have been 

established by QQI.  The programme is in line with the requirements of QQI.   

 

Staffing and Physical Resources 
 

Following reassurances given by senior management of the Institute, the panel is satisfied that the 

necessary staffing and physical resources are in place in the Institute to support the delivery of this 

programme.  The Dean of Faculty confirmed to the panel that all resource requirements were outlined 

explicitly to the AIT Executive Management Team (EMT) at the outset when initially proposing the 

programme.   

 

 
 

CONCLUSION, CONDITIONS & RECOMMENDATIONS 

 

On behalf of the panel, the Chairperson expressed satisfaction with the proposal, the quality of the 

documentation provided, and the manner in which the proposal was professionally presented and defended 

by the Dean of the Faculty of Engineering and Informatics, the Head of Department of Computer and 

Software Engineering, the Head of Department of Special Projects and the various members of academic 

staff which constitute the core Programme Design Team. 

 

 

The Chairperson provided a provisional finding as follows: 

 

In the context of the commitment given by senior management of the Institute, Faculty and Department to 

provide ample resources to support the proposed programme, the panel is pleased to recommend approval 

of the following programmes: 

 

1. BSc(Hons) in Software Design with Virtual Reality and Gaming (Level 8 – Ab initio) 

 

2. BSc in Software Design with Virtual Reality and Gaming (Level 7 – Add-On) 

 

3. BSc(Hons) in Software Design with Virtual Reality and Gaming (Level 8 – Add-On) 

 

The panel also notes that the Higher Certificate in Science in Computing in Software Design (Level 6 – 

Embedded Exit Award) has already been approved by an External Panel in 2018. 

 

The Panel of Assessors recommends to the Vice-President of Academic Affairs and Academic Registrar 

and through his office to AIT’s Academic Council validation of the aforementioned programmes.  The 

panel suggests four recommendations to the Faculty and Department in the context of this validation. 
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COMMENDATIONS 

 

1. The panel would like to convey their gratitude to senior management and the wider Programme 

Team for their cohesive and enthusiastic engagement with the panel.  The core Programme Team involved 

in the academic delivery of this programme are to be highly complimented for their professionalism and 

discipline-based academic background.   It is very obvious to the panel that the Programme Team members 

who will deliver this programme come from a very strong research-centred and industry-focussed 

background and the research-informed pedagogical delivery of the programme is to be highly commended.  

In addition the panel were very impressed with the clear focus on the programme in question rendered 

collectively by the entire Programme Team, who showed a very clear understanding of the overall aim and 

objectives of the programme.  The Team have clearly identified the domain of the programme which has 

an inherent focus on the development of software programmes in the VR and Gaming space.   

 

2. The panel were particularly impressed with the very efficient, elegant and highly flexible overall 

programme design which links the triad of programmes in the BSc(Hons) in Software Design domain, 

namely the BSc(Hons) in Software Design with Mobile Apps and Connected devices, the BSc(Hons) in 

Software Design with Cloud Computing and the proposed BSc(Hons) in Software Design with Virtual 

Reality and Gaming.  The suite of programmes operate from a central spine, resulting in a highly efficient 

programme not only from a unit-cost model but additionally allowing learners the ability to choose a 

particular stream within the central BSc(Hons) in Software Design core.  In the proposed programme all 

the modules are mandatory with no electives, a feature which works very well from an efficiency 

perspective administratively at management level. 

 

3. The panel commends the modern physical resources available in the Department of Computer and 

Software Engineering within the Faculty of Engineering and Informatics, which underpin effective 

academic delivery of the programme to registered learners.  The inherent link to the Software Research 

Institute (SRI) is an excellent feature of the programme which should be promoted to potential applicants 

from a marketing perspective. 

 

4. Academic staff in the Department adopt a very strong student-centred approach in their engagement 

with learners and there appears to be very good support structures in place from academic staff supporting 

students on Work Placement. 

 

5. The extensive market research carried out by the Department and the core Programme Team in 

advance of designing the programme is hugely impressive and is reflected in the significant high proportion 

of stakeholders engaged with.  The result of this engagement has contributed to a fully informed set of 

Programme Learning Outcomes (PLOs) which form the spine of the curriculum design of the entire 

programme.  The range and depth of questions used in the multiple surveys were excellent and the 

Programme Team are commended for designing such a carefully, well-thought out set of probing questions 

as part of their multiple questionnaires.  This degree of advance planning gathering such extensive and 

wide-ranging feedback from stakeholders can be considered an exemplar in terms of optimum programme 

design and serves as a model of excellent practice for other Departments to follow within the Institute. 

 

6. The new modules designed for this stream of the BSc(Hons) in Software Design integrating the 

VR and Gaming domain are excellent and convey in general a very good coverage of topics. 

 

 

CONDITIONS 

 

There are no associated conditions. 
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RECOMMENDATIONS 

 

1. The panel recommends that the number of hours assigned to independent student learning for all 

modules needs to be reviewed across all four stages of the programme, in line with ECTS Credit 

Guidelines with respect to what constitutes workload and formal contact hours. 

 

2. The panel recommends that a full audit of contact hours over the four Stages of the programme 

would be conducted by the Head of Department of Computer and Software Engineering in consultation 

with the Programme Team to ensure that contact hours are in line with similar programmes at other HEIs 

and that there is not undue pressure put on learners at any Stage of the programme, to ensure there is 

ample time and space for independent self-directed learning.  The Programme Team need to ensure in 

the revised documentation that the ECTS credits match the allocated hours and that the hours add up in 

the final, approved Programme Schedule. 

 

3. The module descriptors for all modules need to be thoroughly reviewed prior to roll-out of the 

programme.  In particular, syntax, indicative syllabus content and book lists should be checked, taking 

on board any specific comments from the panel in relation to the inclusion of further sub-topics that 

would enhance certain modules (as outlined previously in this report). 

 

4. The Faculty of Engineering and Informatics needs to highlight to the Institute the need for a 

dedicated Work Placement Allocations Office at the administrative level to support this programme. 

 

 

On behalf of the Institute the Vice-President of Academic Affairs and Academic Registrar thanked the 

excellent contribution of the Chair of the panel and the entire panel membership in reviewing the 

programme.  Dr. Seery stressed the current vision of AIT to acquire Technological University status as 

part of its strategic direction.  The Dean of Faculty also thanked the excellent work carried out by the 

two Heads of Department in relation to the development of the programme, compilation of the 

programme documentation and the dedication of the academic staff involved in the core Programme 

Team.  

 
 
 
 

Signed:                                                                               Dated: 12 June, 2019    

                       Dr. Seamus Gordon  

                       Chairperson of Panel 

 

Signed:                  Dated:  12 June, 2019    

                          Secretary to Panel 

 

 

 

 


