For each course we identified two types of outcomes - the skills/graduatate
attributes we want students to develop, and the technical content we want students
to learn. The skills are developed and reinforced in each course, the content should

belong to a single course.

Skills material will usually be addressed in course design and assessment design
predominantly with only a small footprint in lecture time. As an aid to those
teaching courses where it is not clear how to include skills material we should
publishing a table with suggestions each course.
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