Programme specification 

(Notes on how to complete this template are provided in Annexe 3)

[bookmark: _Hlk117683142]1. Overview / factual information
	Programme/award title(s)
	Top-Up Degree in Games Design & Development

	Teaching Institution
	Milton Keynes College

	Awarding Institution
	The Open University (OU)

	Date of first OU validation
	March 2026

	Date of latest OU (re)validation
	

	Next revalidation
	

	Credit points achieved for the award
	120

	UCAS Code (if applicable)
	TBD

	HECoS Code (if applicable)
	101268 Computer Games Design

	LDCS Code (FE Colleges England only
	TBD

	Programme start date and cycle of starts if appropriate.
	September 2026

	Underpinning QAA subject benchmark(s)
	Computing (2022)

	Other external and internal reference points used to inform programme outcomes (including QAA Characteristics Statements).
For apprenticeships, the standard or framework against which it will be delivered. 
	QAA Subject Benchmark Statement: Computing (2022)
QAA Characteristics Statement: Bachelor’s Degree (2020)
SEEC Credit Level Descriptors (Level 6)
The Open University Programme Specification Template and Validation Guidance


	Professional/statutory/ accreditation recognition
	N/A

	For apprenticeships fully or non-integrated Assessment. 
If fully integrated, EPAO being used.
	N/A

	Mode(s) of Study (PT, FT, DL,
Mix of DL & Face-to-Face)
Apprenticeship
	Full-time and Part-time

	Duration of the programme for each mode of study
	1 Year Full-time
2 Years Part-time

	Dual accreditation (if applicable)
	N/A

	Date of production/revision of this specification
	January 2026



	Please note: This specification provides a concise summary of the main features of the programme and the learning outcomes that a typical student might reasonably be expected to achieve and demonstrate if they takes full advantage of the learning opportunities that are provided. 
More detailed information on the learning outcomes, content, and teaching, learning and assessment methods of each module can be found in student module guide(s) and the students handbook. 
The accuracy of the information contained in this document is reviewed by the University and may be verified by the Quality Assurance Agency for Higher Education.



2. Programme overview
	2.1 Educational aims and objectives

	
This programme aims to:
· Enable students to extend prior learning to an advanced, professional, and research-informed level appropriate to honours degree study.
· Develop advanced creative, technical, and analytical skills aligned with contemporary games-industry roles and practices.
· Support students in achieving autonomy, innovation, and critical judgement within specialist areas of games development.
· Prepare graduates for employment, freelance practice, postgraduate study, or leadership roles within the games and creative industries.
· Foster reflective, ethical, and sustainable professional practice informed by cultural, social, and industrial contexts.




	2.2 Relationship to other programmes and awards

(Where the award is part of a hierarchy of awards/programmes, this section describes the articulation between them, opportunities for progression upon completion of the programme, and arrangements for bridging modules or induction)

	
This Top-Up degree is designed to articulate directly from the Foundation Degree in Games Design & Development or equivalent Level 5 qualifications in games, digital media, or related disciplines.

The programme provides a coherent progression route enabling students to build upon prior technical, creative, and professional learning, culminating in advanced specialist practice and honours-level achievement. Successful completion of the Top-Up award enables progression to employment in the games industry or to postgraduate study in related creative or technical fields.




	2.3 For Foundation Degrees, please list where the 60 credit work-related learning takes place. For apprenticeships an articulation of how the work based learning and academic content are organised with the award. 

	
Not applicable.
This programme is not a Foundation Degree and does not include a discrete work-related learning credit requirement. Professional practice is embedded through advanced project work, industry-aligned workflows, and portfolio development across Level 6 modules.




	2.4 List of all exit awards

	
BSc in Games Design & Development (Ordinary)
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3.  Programme structure and learning outcomes
(The structure for any part-time delivery should be presented separately in this section.) 
Please adjust ‘levels’ to reflect SCQF if applicable




	Programme Structure - LEVEL 6 (Full-time)

	Compulsory modules
	Credit points
	Optional modules
	Credit points
	Is module compensatable?
	Semester runs in
	Available as single registerable module?

	
Critical Inquiry & Research

Innovation in Games Development (SRM)

Pipeline Mastery & Technical Direction (SRM)

Professional Practice & Portfolio Strategy (SRM)

Senior Collaborative Project

Final Major Project

	
15

15

15

15

30

30
	
	
	
Yes

Yes

Yes

Yes

No

No
	
Sem 1

Sem 2

Sem 1

Sem 2

Sem 1 & 2

Sem 1 & 2
	
No

Yes

Yes

Yes

No

No



Intended learning outcomes at Level 6 are listed below:

	Learning Outcomes – LEVEL 6

	3A. Knowledge and understanding

	Learning outcomes:
	Learning and teaching strategy/ assessment methods

	A1. Demonstrate a comprehensive understanding of advanced game development principles, tools, and technologies, including their cultural, social, historical, and industrial contexts.
A2. Apply at level, theoretical and contextual knowledge to inform the design, production, or analysis of games and related artefacts.
A3. Critically evaluate current and emerging practices in the games industry, including ethical, inclusive, and sustainable considerations.
	At Level 6, teaching and learning focus on advanced, research-informed engagement with games development theory, practice, and industry context. Students develop knowledge through specialist lectures, research workshops, case-study analysis, and supervised independent enquiry aligned with modules such as Innovation in Games Development and Pipeline Mastery & Technical Direction.
Assessment methods require students to demonstrate critical understanding through research-informed portfolios, technical reports, innovation proposals, and evaluative commentary that contextualise creative and technical decisions within cultural, ethical, and industrial frameworks.




	3B. Cognitive skills

	Learning outcomes:
	Learning and teaching strategy/ assessment methods

	B1. Undertake critical analysis and independent research to generate original insights into game development concepts, mechanics, and experiences.
B2. Solve complex creative and technical problems through reflective, iterative, and user-centred development processes.
B3. Synthesize and critically apply knowledge from multiple disciplines to develop coherent, engaging, and innovative game artefacts.

	Cognitive skills are developed through problem-based learning, independent research, and iterative production activities. Students analyse complex creative and technical challenges, test solutions, and evaluate outcomes through experimentation, user testing, and reflective critique.
Assessment methods emphasise critical analysis, evaluated prototypes, reflective reports, and process documentation that evidence originality, synthesis of knowledge, and advanced problem-solving appropriate to honours-level study.




	3C. Practical and professional skills

	Learning outcomes:
	Learning and teaching strategy/ assessment methods

	C1. Design, develop, and present high-quality, technically proficient game content, tools, or systems relevant to a chosen specialism.
C2. Work collaboratively and professionally within interdisciplinary teams, adopting appropriate roles, communication methods, and production workflows.
C3. Demonstrate autonomy, adaptability, and innovation when    working independently or within professional production scenarios.

	Practical and professional skills are developed through advanced studio practice, specialist workshops, and leadership-focused project work. Students operate within simulated professional environments, applying discipline-specific techniques and managing complex production workflows.
Assessment is predominantly practice-based and includes specialist portfolios, technical demonstrations, collaborative production outputs, and documented workflows that evidence autonomy, technical proficiency, and professional readiness.




	3D. Key/transferable skills

	Learning outcomes:
	Learning and teaching strategy/ assessment methods

	D1. Communicate effectively using appropriate academic, technical, and professional formats, including visual, written, and verbal communication.
D2. Manage time, resources, and personal development independently, showing initiative, accountability, and reflective awareness.
D3. Present a coherent personal portfolio and career strategy, demonstrating readiness for graduate-level employment or further study.

	Transferable skills at Level 6 emphasise professional communication, independence, leadership, and career readiness. Students develop these skills through presentations, critiques, professional documentation, and reflective practice embedded across modules, particularly Professional Practice & Portfolio Strategy.
Assessment methods include professional portfolios, presentations, reflective evaluations, and career-planning documentation, supporting progression to graduate employment or further study.




[Bachelor of Science (BSc) Games Design & Development (Top-Up)]

	Programme Structure - LEVEL 6 (Part-time)

	Compulsory modules
	Credit points
	Optional modules
	Credit points
	Is module compensatable?
	Semester runs in
	Available as single registerable module?

	Level 6 – Year 1
Critical Inquiry & Research

Innovation in Games Development (SRM)

Pipeline Mastery & Technical Direction (SRM)

Professional Practice & Portfolio Strategy (SRM)

Level 6 – Year 2
Senior Collaborative Project

Final Major Project

	
15

15

15

15


30

30
	
	
	
Yes

Yes

Yes

Yes


No

No
	
Sem 1

Sem 2

Sem 1

Sem 2


Sem 1 & 2

Sem 1 & 2
	





	
4. Distinctive features of the programme structure
· Where applicable, this section provides details on distinctive featurs such as:
· where in the structure above a professional/placement year fits in and how it may affect progression
· any restrictions regarding the availability of elective modules 
· where in the programme structure students must make a choice of pathway/route
· Additional considerations for apprenticeships:
· how the delivery of the academic award fits in with the wider apprenticeship
· the integration of the ‘on the job’ and ‘off the job’ training
· how the academic award fits within the assessment of the apprenticeship


	
The Top-Up BSc Games Design & Development is an intensive, specialist honours-level programme designed to develop advanced professional capability, autonomy, and leadership within games development.

Pathways and specialism
The programme is delivered as a single award with a shared core; however, students are expected to operate at a clear specialist level aligned with prior study and career goals (e.g. Art, Animation, Design, Programming, or Technical Art). Across all Level 6 modules, assessment briefs allow students to define discipline-specific outputs, ensuring depth, coherence, and portfolio alignment while maintaining parity of academic standards.

Professional and industry focus
There is no professional placement year within the programme. Instead, industry preparation is embedded through advanced project work, leadership roles, innovation tasks, technical-direction responsibilities, and portfolio strategy development. Students operate within simulated studio environments that reflect senior or lead-level responsibilities, including workflow ownership, problem diagnosis, decision-making, and professional communication.

Credit and delivery model
The programme comprises 120 compulsory credits delivered over one academic year. A combination of 15-credit taught modules and a 30-credit collaborative project enables both focused skills development and sustained, high-level production practice. The structure supports increasing autonomy, originality, and professional judgement appropriate to Level 6 study.

Apprenticeship considerations
This programme is not delivered as an apprenticeship route.




	
5. Support for students and their learning 
(For apprenticeships this should include details of how student learning is supported in the workplace)

	
Teaching, learning and assessment (TLA) 
Learning and teaching will be tailored to meet the specific requirements of modules, using a mixture of teacher-led sessions and facilitated learning to support student outcomes. Delivery of the programme will be via a mixture of face- to-face and blended approaches, with effective use of the College’s virtual learning environment, and interactive platforms and online resources will be used to support learning  
where appropriate. Teaching methods will vary according to the nature of each module’s subject matter and will include for example, formal lectures, seminars, external visits, guest lectures and case studies which will cater for a range of learning styles and capabilities thus supporting inclusive learning. Formative assessment opportunities will be embedded throughout modules via a range of activities such as peer review, concept mapping of key topics, reflective group discussion and lecturer-supported review of draft ideas and concepts. 
The MKCG Quality Strategy sets out a roadmap on a pathway to excellence, and this includes challenging targets for retention and achievement for all learners (including HE), with internal targets and the robust CPD and other quality improvement and enhancement activities designed to support these targets. 
 
The College is actively promoting Communities of Practice among HE teaching staff, which will provide a collaborative space for: 
· Sharing pedagogical approaches and assessment strategies; 
· Standardising practice and sharing information on HE policy development; 
· Co-developing resources and solutions to enhance student engagement and success; 
· Sharing practice on programme development, course structure and design 
· These communities foster a culture of peer learning and professional development, aligned with the principles of scholarly activity in HE. There is a strong emphasis on the continuous professional development of our teaching staff, recognising that the quality of our HE provision is directly linked to the expertise, confidence, and pedagogical strength of our teachers, which in turn directly impacts the student experience. 
 
Learning Environment 
The VLE is made up of a MYMKC app, Student ILP and Teams, which holds course specific and assessment submission information. The MYMKC app holds news, links to policies, events information, timetables, attendance information and there is a Student Communication Working Group which oversees the information uploaded to it. 

All students have out of hours access to laptops via self-issue machines on every campus. Study rooms and pods are available outside of formal study centres for students to book and use until late night campus closure. Many of the resources available to students are in e-form, with e-text books accessible online from home as well as outside of student centre opening times.  
 
Learning Support 
The College Additional Learning Support Team includes a range of specialist and generalist staff. Students applying for Higher Education with a diagnosed mental health problem, long-term illness, learning support need or any other disability are supported to apply for Disabled Support Allowance (DSA). Students in receipt of a DSA will be supported to understand and action the recommendations. The College has a well-established Wellbeing and Resilience Team that can be referred via internal systems and self-referral. All referrals are triaged and appropriate actions taken including case-loading, referral to externally commissioned service or monitoring. The College utilises a platform called Togetherall that provides 24-7 access to a peer-to-peer mentoring service monitored by clinicians. There are Wellbeing Advisors available on all sites and access to online support from our commissioned therapeutic mentoring service. Referrals are made to various external agencies if it is felt that the needs of an individual are beyond what can be managed by College staff. HE Students are advised of all services through the admissions, pre-enrolment webinars and at induction.  
 
Financial Support 
The college has a pre-existing HE focused bursary programme, with bursaries available for progressing FE students.  The criteria for this bursary have been widened to include providing financial support to external applicants from our target WP groups. 

In the 2025-26 academic year, the College has supported the recruitment of an HE Progress Mentor (1 FTE), and this will support the development and pilot of an “Aspire Mentoring” programme.   
 
Safeguarding and policy 
There is a strong culture of safeguarding with annual audits undertaken to ensure that all policies and procedures are impactful and that safeguarding is a core focus for all staff. The Safeguarding team monitor the Child Protection Online Monitoring System and liaise with relevant external agencies for example the Multi-Agency Safeguarding Hub, Adult Safeguarding Services, Adult Mental Health Teams, Family Assessment and Support Team (FAST) and Thames Valley Police (TVP). The College is part of MK Together, Safer MK and the TVP Independent Advisory Group. The College’s close working relationship with each of these services and groups has a positive impact on all students in terms of awareness raising, access to services and general safety and wellbeing.  The College has an annual Prevent Action Plan and Risk Assessment that outlines all activity related to identifying and addressing radicalisation and extremism, working actively with DfE and counter terrorism colleagues. 

The College has policies and procedures in place that set out how we will deal with incidents of harassment and sexual misconduct, which are regularly reviewed and updated in line with new OfS conditions of registration. Staff undertake training for receiving disclosures about incidents of harassment and sexual misconduct and mandatory training relating to freedom of speech principles. 

MK College also has an approved Student Protection Plan, which ensures the institution meets the regulatory requirements set out by the OfS. The plan outlines the college’s commitment to protecting students’ interests by detailing the actions it will take to support learners in the event of course, campus, or institutional changes or closures. 




	
6. Criteria for admission
(For apprenticeships this should include details of how the criteria will be used with employers who will be recruiting apprentices.)

	
Applicants are normally expected to have completed:
· A Foundation Degree, HND, or equivalent Level 5 qualification in Games Development, Digital Media, Computing, or a related discipline.

Applicants may be required to attend an interview, portfolio review, or skills discussion to confirm suitability for honours-level study.

Applications from mature students or those with non-standard qualifications are welcomed and assessed on an individual basis, considering prior learning, professional experience, and demonstrated readiness for Level 6 study.




	
7. Language of study 

	
English




	
8. Information about non-OU standard assessment regulations (including Professional Statutory Recognised Body requirements)

	Not applicable






	
9. For apprenticeships in England, summary of how the End Point Assessment (EPA) links to the academic award
(

	Not applicable 






	
10. Methods for evaluating and improving the quality and standards of teaching and learning including the student experience

	Internal annual monitoring of HE provision is integrated into the college’s overarching quality assurance framework. Given the nature of our HE offer, this monitoring is managed centrally and is embedded within our established processes for self-assessment and quality improvement. Each school contributes to a Self-Assessment Report (SAR) and Quality Improvement Plan (QIP), both of which explicitly reference HE provision. These feed into a centralised college-wide SAR and QIP, which provide an overview of the performance of our HE programmes, which in turn inform both the Higher Education Academic Board (HEAB) and Curriculum and Quality Group (CQG) on higher education performance. 
 
Accountability for HE quality and standards are the responsibility of Heads of School, with the support of our central Quality Team, and strategic oversight provided by the Group Director for HE. This structure ensures that quality assurance is embedded at all levels, from governance to classroom practice. 
The Higher Education Academic Board (HEAB) is the central forum for academic oversight and strategic quality assurance for HE at MKCG, and ensures academic standards and quality align with sector and awarding body requirements. The HEAB regularly reviews programme performance, student outcomes and enhancement initiatives. The HEAB receives and discusses a wide range of inputs including quality reports, student feedback, appeals, external examiner input and curriculum developments. For HE Course representatives, there is a further opportunity to be selected as an HE student representative to sit on the HEAB.  This holistic approach ensures continuous improvement through collaborative scrutiny and action planning. 

Curriculum Performance Reviews (CPR) are held every half term and report on a range of student performance metrics such as student outcomes, evaluation of teaching, learning and assessment, and areas for improvement. Quality is monitored at every stage of the yearly course cycle from Internal Verification of Assessment briefs to Standardisation meetings through to involvement of an External Verifier who monitors course delivery quality across higher education. Internally, Self-Assessment Reports are compiled which summarise information from the rest of the quality and monitoring systems including Pro Monitor to identify areas of good practice as well as any areas that may require improvement. Academic boards are used to monitor course performance and the overall process also takes into account student feedback. 
 
Student Voice is a vital component of the quality assurance framework, and feedback is gathered through a variety of mechanisms including surveys, focus groups, course reps, and informal dialogue. This feedback is used to explore the student experience and identify areas for enhancement, giving students agency to influence their learning experience. Insights from Student Voice activities are fed into CPRs and HEAB discussions with appropriate action planning. The College Council is a formal advisory body within the college, involving students in decision-making. Composed of student representatives, staff, and sometimes governors. The College Council are involved in assessing academic policies, facilities, and college-wide issues and providing feedback to senior leadership to help shape the educational environment. 
 
Quality of teaching will be reviewed via the College’s internal process for monitoring the quality of teaching and learning. These include lesson observations, standardisation exercises, and internal audits. These activities ensure consistency in delivery, assessment, and learner experience, and provide evidence for continuous improvement. They also support staff development and uphold the integrity of academic delivery across all programmes. Lesson observations for HE staff are led by the HE Quality Lead, and other staff with HE experience of HE pedagogy. 
 
All of the above governance is underpinned by the QAA Quality Code, and the requirements of the Office for Students (OfS) including annual monitoring requirements. Our internal quality assurance mechanisms are designed to reflect these external benchmarks, ensuring that our provision remains high-quality, transparent, and accountable. Overall, the College is implementing a revised Quality Strategy, which commenced in 2024/25 focused on enhancing teaching and learning outcomes. Ofsted’s 2024 inspection outcome of “Good” affirms the capacity of MKCG to deliver high-quality education at scale. MKCG has developed a robust framework of governance and quality assurance mechanisms to ensure that academic standards across our higher education provision are consistently set, monitored, and enhanced. These structures are aligned with the expectations of the QAA Quality Code and the regulatory requirements of the Office for Students (OfS), ensuring our provision remains student-focused and academically rigorous. 




	
11. Changes made to the programme since last (re)validation

	







Annexe 1: Curriculum map
Annexe 2: Curriculum mapping against the apprenticeship standard or framework (delete if not required.)
Annexe 3: Notes on completing the OU programme specification template
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This table indicates which study units assume responsibility for delivering (shaded) and assessing (ü) particular programme learning outcomes.
Please amend this mapping to suit frameworks used within the different nations if appropriate.


	
	
	Programme outcomes
	Available as single registerable module?

	Level
	Study module/unit
	A1
	A2
	A3
	A4
	A5
	A6
	A7
	A8
	B1
	B2
	B3
	B4
	B5
	B6
	B7
	B8
	C1
	C2
	C3
	C4
	C5
	C6
	C7
	C8
	D1
	D2
	D3
	D4
	D5
	D6
	D7
	

	6
	Innovation in Games Development
	X
	X
	X
	
	
	
	
	
	X
	X
	X
	
	
	
	
	
	X
	X
	X
	
	
	
	
	
	X
	X
	X
	
	
	
	
	

	
	Pipeline Mastery & Technical Direction
	X
	X
	X
	
	
	
	
	
	X
	X
	X
	
	
	
	
	
	X
	X
	X
	
	
	
	
	
	X
	X
	X
	
	
	
	
	

	
	Professional Practice & Portfolio Strategy
	X
	X
	
	
	
	
	
	
	X
	X
	
	
	
	
	
	
	X
	X
	
	
	
	
	
	
	X
	X
	X
	
	
	
	
	

	
	Senior Collaborative Project
	X
	X
	X
	
	
	
	
	
	X
	X
	X
	
	
	
	
	
	X
	X
	X
	
	
	
	
	
	X
	X
	X
	
	
	
	
	

	
	Critical Inquiry & Research
	X
	X
	X
	
	
	
	
	
	X
	
	X
	
	
	
	
	
	
	
	X
	
	
	
	
	
	X
	X
	
	
	
	
	
	

	
	Final Major Project
	X
	X
	X
	
	
	
	
	
	X
	X
	X
	
	
	
	
	
	X
	
	X
	
	
	
	
	
	X
	X
	X
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	










Annexe 2 - Curriculum mapping against the apprenticeship standard
This table indicates which study units assume responsibility for delivering (shaded) and assessing (ü) particular knowledge, skills and behavious.
Please amend this mapping to suit Frameworks used within the different Nations if appropriate. 
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	Apprenticeship standard

	Level
	Study module/unit
	K1
	K2
	K3
	K4
	K5
	K6
	K7
	K8
	S1
	S2
	S3
	S4
	S5
	S6
	S7
	S8
	B1
	B2
	B3
	B4
	B5
	B6
	B7
	B8
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	Apprenticeship standard

	Level
	Study module/unit
	K1
	K2
	K3
	K4
	K5
	K6
	K7
	K8
	S1
	S2
	S3
	S4
	S5
	S6
	S7
	S8
	B1
	B2
	B3
	B4
	B5
	B6
	B7
	B8
	

	5
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	




	
	
	Apprenticeship standard

	Level
	Study module/unit
	K1
	K2
	K3
	K4
	K5
	K6
	K7
	K8
	S1
	S2
	S3
	S4
	S5
	S6
	S7
	S8
	B1
	B2
	B3
	B4
	B5
	B6
	B7
	B8
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Annexe 3: Notes on completing programme specification templates


1 - This programme specification should be mapped against the learning outcomes detailed in module specifications.

2 – The expectations regarding student achievement and attributes described by the learning outcome in section 3 must be appropriate to the level of the award within the QAA frameworks for HE qualifications: http://www.qaa.ac.uk/AssuringStandardsAndQuality/Pages/default.aspx 

3 – Learning outcomes must also reflect the detailed statements of graduate attributes set out in QAA subject benchmark statements that are relevant to the programme/award: http://www.qaa.ac.uk/AssuringStandardsAndQuality/subject-guidance/Pages/Subject-benchmark-statements.aspx 

4 – In section 3, the learning and teaching methods deployed should enable the achievement of the full range of intended learning outcomes.  Similarly, the choice of assessment methods in section 3 should enable students to demonstrate the achievement of related learning outcomes. Overall, assessment should cover the full range of learning outcomes.

5 - Where the programme contains validated exit awards (e.g. CertHE, DipHE, PGDip), learning outcomes must be clearly specified for each award.

6 - For programmes with distinctive study routes or pathways the specific rationale and learning outcomes for each route must be provided.

7 – Validated programmes delivered in languages other than English must have programme specifications both in English and the language of delivery.
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