
 
 

Micro-credentials 

Information Sheet and Descriptor 

 

Definition (working) 
 

A micro-credential is a proof of the learning outcomes that a learner has acquired following a short 

learning experience. These learning outcomes have been assessed against transparent standards. The 

proof is contained in a certified document that lists the name of the holder, the achieved learning 

outcomes, the assessment method, the awarding body and, where applicable, the qualifications 

framework level and the credits gained. Micro-credentials are owned by the learner, can be shared, 

are portable and may be combined into larger credentials or qualifications. They are underpinned by 

quality assurance following agreed standards (working definition approved by HCI Steering, 11 

February 2021). 

Micro-credentials – range of credits from 2.5* ECTS, 5 ECTS, 10 ECTS. 

*Note: for the 2021/22 academic year micro-credentials will consist of 5 ECTS or 10 ECTS.  

 

 

Micro-credentials: 

• Consist of credit offered for continuing education/professional development purposes. 

• Are specifically designed to upskill the workforce. 

• Offer flexible delivery to meet the needs of business, public sector employers and 
employees. 

• May be stackable in the future. 
 

 

  



 
 HCI Pillar 3 

Micro-Credentials: Descriptor 
 

HCI Cluster and Work Package 
for the proposed micro-
credential: 
 

Cluster 1: Work-package 1 – Micro-credential Pilot Programme 

Micro-credential title: 
 

Introduction to XR: Applications and Technologies 

School: 
 

School of Engineering 

To whom will the micro-
credential be offered? 

Specify the specific industry/profession targeted: 

Creative media professionals, musicians, composers, visual artists; those 

looking to upskill in the development of interactive environments using 

Unity software and apply their audio, 3D visual and interactive media skills 

in Virtual Reality and Augmented Reality.  

 

Is the proposed micro-
credential new or adapted 
from an existing (repurposed) 
module? 
 

Existing module to be repurposed 

(For Existing Modules to be Repurposed Only) 

Existing module detail (If this is an existing module to be repurposed as a micro-credential,  

please respond to the questions below.  

If not, proceed to the next section.) 

 

Name of existing programme: M.Phil. Music & Media Technologies 

Name of existing module: Introduction to XR: Applications and 

Technologies 

 

Is the existing module shared with another discipline/School? If so, name 

the discipline/School: No 

 

Existing module details: 

PG      State year group. 

 

No. of ECTS of existing module: 5 ECTS 

 

Existing module NFQ level: 9 

 

School (owner and discipline):  Engineering 

 

Module coordinator: Dr. Fionnuala Conway 

 



 
Code in SITS:  EEMT21 

 

Outline the existing module learning outcomes: 

 

On successful completion of this module, students should be able to:  

LO1. Design and implement examples of VR and AR environments in Unity. 

LO2. Design environments that can be applied to a variety of applications 
such as health, gaming, training and others. 

LO3. Develop and program in the Unity environment and be able to 
develop these skills in an independent manner. 

LO4. Show their design and development skills in the Unity software, by 
creating 2 portfolio-standard interactive environments for VR and AR.  

If changes are required to the existing module so that it can exist 

coherently as a micro-credential please give details.  

N/A 

 

NFQ level   9 PG 
 

ECTS 
 
 
 

Note: 5 ECTS = 125 hrs student effort (1 ECT = 25 hrs student effort) 
 
5 ECTS 

School (owner) and discipline 
 

Engineering 

Micro-credential Coordinator  
(must be academic / teaching 
staff) 
 

Dr. Fionnuala Conway 

State other Schools/external 
organisations involved in the 
delivery of the micro-
credential (if applicable) 
 

N/A 

Industry/Profession 
 

Specify the industry/profession targeted by the micro-credential: 
Creative media professionals, musicians, composers, visual artists; those 

looking to upskill in the development of interactive environments using 

Unity software and apply their audio, 3D visual and interactive media skills 

in Virtual Reality and Augmented Reality. 

 

What market need is addressed by the micro-credential: 

With the resurgence and interest in developing for eXTended Realities 
(XR), this introductory module is both timely and useful for those working 
in the creative media market and interested in expanding their skillset to 



 
include interactive 3D environment development for VR and AR. Renewed 
interest in Virtual Reality has allowed for headset technologies to be more 
available to the consumer, leading to the development of VR applications 
in health, education and for artistic use. Alongside this, Augmented Reality 
applications, for mobile phone and other emerging devices, are also seeing 
a development. These range from applications in entertainment and 
advertising, such as TikTok, to bespoke applications for artistic, health, 
education and industrial applications. This module focuses on the 
development of VR and AR applications through the Unity3D software, a 
free, high-end and widely-used software in XR development. 
 

- Upskilling to learn the Unity software with a focus on interactive 
3D environments, appropriate in VR applications. 

- Using Unity software to prototype and develop AR environments 
for mobile phone application.  

 

State the industry/employer-related skills addressed by the micro-
credential: 
 

• Expertise and knowledge of the Unity3D software and associated 
XR technologies: learners will develop proficiency in the software 
that will allow them focus particularly on Virtual Reality and 
Augmented Reality applications. 

• Practical application and portfolio output: learners will develop 
interactive 3D environments, using the Unity3D software, that may 
be used as portfolio.  

• Critical analysis of VR and AR applications from diverse disciplines, 
thereby being exposed to a variety of design approaches.  

 
How will the delivery of this micro-credential facilitate 
industry/professional staff participation (flexible delivery – 
online/blended/in-person, evenings/weekends etc)?  
 
The lecture component of this module will be delivered in-person, live- 
streamed online and be recorded. The in-person lecture will occupy a 
single 2-hour slot, once a week for the 12 weeks of the Spring semester 
(Hilary term). As it is taking place during the working day, it is relatively 
accessible for industry and professional staff to attend in-person or via the 
live stream. To suit those who cannot attend at the assigned time, all 
lectures are recorded and accessible to learners outside of the assigned 
lecture slot.  
 

Teaching staff & if appropriate 
institutional/industry 
affiliation 

Name all teaching staff involved and if external, the name of the 
organisation.  
Dr. Fionnuala Conway 
 

Min./Max. number of students 
 

Min. number of students:   3 

Max. number of students:   20 

Mode of delivery  Blended - complementary online and in-person  
 



 
Micro-credential entry & 
admission requirements/pre-
requisites (if applicable) 

Experience with the fundamentals of audio and visual production is highly 
desirable, but not necessary, for this module.  
 

Proposed commencement 
date 

 

January 2022 

Micro-credential frequency, 
duration and term 

Frequency of delivery 
during the academic 

year: 
 

Once, in semester 2 

Duration (e.g. 6 weeks).  
If block delivery applies 

provide details: 
 

12 weeks 

Indicate term(s): 

Michaelmas   ☐ 

Hilary              ☒ 

Trinity             ☐ 

Contact and independent 
study hours (include total)  

5 ECTS is equivalent to 125 student learning hours. 
 

• Lecture hours = 2 hours each week for the 12-week semester 
(study week/break in Week 7): 22 hours 

• Directed hours = 2 hours each week for the 12-week semester: 22 
hours 

• Self-directed hours as independent study = 26 hours 

• Assessment = 2 assignments in total. One assignment in the first 
half of the course (worth 40%) and second assignment at the end 
of the module (worth 60%), c. 2 weeks after the final lecture. 55 
hours 

• Total: 125 hours 
 

Micro-credential aims How would you explain the course in such a way that would encourage 
your intended learners to register for it? 
 

Virtual Reality and Augmented Reality is currently seeing a renewed 

interest from various industries, such as entertainment, art and music, 

health and education. Ubiquitous technologies, such as the mobile phone, 

VR headsets and AR technologies, are allowing designers to develop new 

and exciting ways to engage with the world. 

 

This module will bring the learner through a broad but deep learning in 

Unity3D, the current standard software for VR and AR prototyping and 

development. Through the development of portfolio-standard 

applications, the learner will take a deep dive into VR and AR development. 

The creative media professional, or anyone with an interest in interactive 

media development, will expand their skillset through this module, 

completing a review of current applications in XR and through the practical 

development of their own ideas for VR and AR.  

 

Micro-credential learning 
outcomes (approx. 5) 

What are learners expected to do, know and understand at the end of 
the course?   
 
On successful completion of this micro-credential, learners will be able to: 
 



 
LO1. Design and implement creative examples of 3D environments using 
Unity Store media. 

LO2. Design environments that can be used in a variety of applications 
such as health, gaming, training and others. 

LO3. Develop and program interactivity in the Unity environment and be 
able to develop these skills in an independent manner. 

LO4. Show their design and development skills, in the Unity software, by 
implementing 2 creative and original portfolio-standard xR projects (a VR 
and an AR application). 
 

Micro-credential assessment 
components 
 

How will the micro-credential be assessed?  
 
There are 2 practical assessments for this module, encouraging the learner 
to show their knowledge of the Unity software by developing original 
applications of VR and AR in areas that are of interest to them (e.g. artistic 
application, educational etc). Assignment 1 focuses on the development of 
an original interactive VR environment in Unity that shows the learner’s 
ability to navigate the program, use the tools, design an interactive space, 
and to think creatively about the application and use of the interactive 
environment. This assignment will require the learner to showcase a 
variety of techniques, media files and interactions covered in Lecture 1-5 
and to apply these skills in the development of an original and creative 
application (e.g. in art, training, health etc) (LO1, LO2, LO3). The 
assignment can be experienced in a variety of VR formats e.g. Internet 
browser or VR headset.  
 
Assignment 2 builds on Assignment 1 by focussing on the creation of 
portfolio-ready output. It asks learners to apply the skills acquired in 
Assignment 1 and applying them in an Augmented reality application. The 
assignment has 2 parts: Part 1 requires the learner to complete a portfolio-
ready video trailer of Assignment 1 using Unity’s Timeline tool (LO4).  This 
video trailer will be used as portfolio showcase media for the interactive 
environment. Part 2 requires learners to develop on the skills they 
acquired in the development of a 3D interactive environment (LO2, LO3) 
and advance those skills through the development of a 
portfolio-ready original interactive Augmented Reality application, to be 
experienced using a mobile phone (or another AR device they may have 
access to) (LO4).  
 
Learners will also be expected to write a report, for both assignments, that 
explain the context for the work and provide a clear explanation of their 
idea and technical implementation.  
 

Assessment 
Component 

Assessment Description LO 
% of 
total 



 

Assignment 
1 
 

Interactive Environment design and 
production in Unity: create an interactive 
3D environment using Unity 

1,2,3 40% 

Assignment 
2A and 2B 

2A Portfolio media video trailer: build a 
trailer for the Assignment 1 interactive 
environment using Unity’s Timeline tool 
 

2B: Design and implement an original AR 
application for mobile phone (or another 
AR device) 

2,3,4 60% 

 
 

Teaching and Learning 
Strategies 
 

What types of teaching and learning strategies will be used to support 
students in achieving the learning outcomes? (p.4 of  MC Resource 
document) 
What is the rationale behind the selection of these strategies? 
 

The teaching strategy is a combination of lectures, software and hardware 
tutorials, dedicated viewing sessions, and critique classes on assignment 
work. Tutorials in Unity and FMod (LO1, LO3) are held in the first half of 
the semester, alongside overview of XR applications from various 
disciplines (LO2). In the second half of the semester, the focus is on 
Augmented Reality applications and overview of specific applications of AR 
(LO1, LO2, LO3). Both assignments focus on the creative and technical 
development of VR and AR applications. Learners are encouraged to create 
projects that align with their personal interests (e.g. art, training, health) 
and develop work that they can showcase as part of their personal 
portfolios (LO4). 
 

Micro-credential content 
areas. (Bullet points can be 
used) 
 

This module introduces the related set of XR (eXtended realities) 

technologies through the Unity software. 

  

- develop aesthetic and technological skills required for the 

production of Virtual reality and Augmented Reality, from 

content-creation to the production of an interactive 

environment.  

- overview of applications of XR in areas such as gaming, health 

and education, encouraging learners to develop with these 

areas in mind. 

- Unity software 

- overview of creating an application for VR hardware such as 

the Oculus Quest. 

- create an Augmented Reality application for mobile phone 

- introduction to programming in Unity 

 

Technological requirements What digital, technical and other online environment(s) are required to 
deliver the micro-credential?  
 

https://www.tcd.ie/teaching-learning/academic-affairs/course-development/course-proposals/new/assets/mc-pedagogic-considerations.pdf
https://www.tcd.ie/teaching-learning/academic-affairs/course-development/course-proposals/new/assets/mc-pedagogic-considerations.pdf


 
• Blackboard 

• Unity software – appropriate version for that year 

• FMod software 

• Speakers 

• Audio interface 

• External webcam 

• Oculus Quest 
 
What technological requirements will be required by students to 
successfully participate in this micro-credential? (e.g. reliable broadband, 
laptop/PC and headset for online sessions. Additional specific software 
applications may also be required.) 

• Reliable Broadband 

• Unity software – appropriate version will be advised before the 
first lecture 

• FMod software 

• Laptop/PC 

• Mobile phone for testing AR application 

• Headphones 

• VR headset e.g. Oculus Quest. Desirable but not a requirement.  
 

State how the micro-
credential will be reassessed if 
failed 

Supplementary Assignment(s) will require the learners to resit the 
assignment and create new versions and application of the assignments, as 
outlined above.  

Pass standard & any special 
requirements for passing the 
micro-credential 

Resources: Calendar II and Calendar III 
 
Pass mark 50% 

Penalties for late submission -5% of the assignment value, for each day late. 

Core reading / Library 
resources 

- Bruce Block - The Visual Story: Creating the visual structure of 
film, tv and digital media 

- Randall Packer and Ken Jordan - Multimedia: From Wagner to 
Virtual Reality 

- Edited by Karen Collins, Bill Kapralos, and Holly Tessler - The 
Oxford Handbook of Interactive Audio  

- Unity Learning resources – https://unity.com/learn 
 

Are there subject experts in 
other Schools/disciplines? 

No  
 
If yes, name of School and discipline:   
 
Has the micro-credential been discussed with the other School/discipline 
and their DUTL/DTLP?  
N/A 
 

Proposed student fee 1,500 

 

 

 

https://www.tcd.ie/calendar/undergraduate-studies/general-regulations-and-information.pdf
https://www.tcd.ie/calendar/graduate-studies-higher-degrees/complete-part-III.pdf


 
 

Faculty Dean and School Executive Approval: 

Date of approval of the proposed micro-credential by the School Executive:   

Date of approval of financial information by the Faculty Dean:  

 

Signed by Head of School:    Signed by Faculty Dean: 

      

 

Date:  31/8/21      Date: 22/9/2021 

 


