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[bookmark: _Toc180656438]About this resource
[bookmark: _Toc180656439]Purpose of resource
This sample assessment task unpacks how teachers can assess students in the focus area Developing apps and web software for Computing Technology 7–10.
[bookmark: _Toc180656440]Target audience
This resource can be used to support teachers with effective syllabus implementation of Computing Technology 7–10.
[bookmark: _Toc180656441]When and how to use
This resource is designed for assessing students in the focus area Developing apps and web software. The resource can be adapted to suit the context of the school. This is sample assessment 2 of 2. Teachers can also refer to the sample scope and sequence and assessment schedule. The task is weighted at 30% and requires groups of students to develop an app or web software product.


[bookmark: _Toc180656442]Task description
Type of task: working in pairs or small groups, develop a mobile phone app product.
Outcomes being assessed:
A student:
selects and applies safe, secure and responsible practices in the ethical use of data and computing technology CT5-SAF-01
applies iterative processes to define problems and plan, design, develop and evaluate computing solutions CT5-DPM-01
manages, documents and explains individual and collaborative work practices CT5-COL-01
communicates ideas, processes and solutions using appropriate media CT5-COM-01
designs, produces and evaluates algorithms and implements them in a general-purpose and/or object-oriented programming language CT5-OPL-01
designs and creates user interfaces and the user experience CT5-DES-01
Computing Technology 7–10 Syllabus © NSW Education Standards Authority (NESA) for and on behalf of the Crown in the State of New South Wales, 2022.
Suggested weighting: 30%
[bookmark: _Hlk143607318]Work collaboratively to create your idea for a mobile phone app and solve your identified problem or need.
[bookmark: _Hlk143607326]Collaboratively develop a working version of the wireframe presented in Assessment task 1 to solve the identified problem or need. 
This task will include using tools to create a prototype that has full functionality. Identify errors and correct them and seek additional peer-feedback to evaluate the final design. 


[bookmark: _Toc180656443]Submission details
Students can submit their work digitally including their digital product and documentation.
Students can showcase their digital product in a class presentation for peer and teacher review.


[bookmark: _Toc180656444]Steps to success
Table 1 – assessment preparation schedule
	Steps
	What I need to do

	Name and logo
	Create a name and logo for the prototype that is reflective of the chosen problem or need

	General-purpose programming
	Utilise appropriate general-purpose programming to create the working prototype. This includes correct handling of data being added, updated and deleted and conforming to the constructs of the language

	Screen elements
	Choose screen elements that are appropriate for the role
Utilise all of the following: buttons, text boxes, drop-down menus and multiple screens

	Prototype functionality and user experience
	Within the prototype, use a variety of aspects from the programming language or software that increase the functionality of the app
Within the prototype, use Intuitive navigation and smooth interactions.

	Testing and feedback
	Conduct rigorous testing of the prototype with the team
Utilise peer-feedback to test the prototype, incorporating feedback to enhance design and functionality

	Collaborative development
	Collaboratively develop the prototype
Work with the team through all stages of the task




[bookmark: _Toc180656445]What is the teacher looking for?
The teacher is looking for a prototype that meets the identified need, utilises appropriate general-purpose programming and has intuitive navigation for improved user experience. 
[bookmark: _Hlk143607368][bookmark: _Hlk178857981]The teacher is looking for collaborative development and communication while creating the app or web software product and responding to feedback throughout the process. 


[bookmark: _Toc180656446]Marking guidelines
Table 2 – assessment marking guidelines
	Grade
	Marking guideline descriptors

	A
	The student: 
creates a name and logo for the prototype that comprehensively reflects the chosen problem or need, demonstrating outstanding creativity and originality in the design
thoroughly utilises appropriate general-purpose programming to create the working prototype, demonstrating advanced proficiency in handling data manipulation and adhering to the language constructs with precision and accuracy
selects and integrates highly appropriate screen elements that are exceptionally tailored for their respective roles, demonstrating a comprehensive understanding of user interface design. The utilisation of buttons, text boxes, drop-down menus and multiple screens is seamlessly integrated with advanced expertise
expertly incorporates an extensive array of aspects from the programming language or software, showcasing an exceptional level of functionality enhancement. The navigation and interactions within the prototype exhibit a high quality, intuitive user experience
conducts rigorous and comprehensive testing of the prototype with thorough attention to detail, utilising peer-feedback to evaluate and refine the design and functionality of the prototype to achieve an outstanding level of quality and user satisfaction
effectively collaborates in the development of the prototype, demonstrating outstanding teamwork and cooperation throughout all stages of the task.

	B
	The student:
creates a name and logo for the prototype that is clear and reflects the chosen problem or need, showing high levels of creativity and thoughtfulness in the design process
utilises general-purpose programming to create the working prototype with proficiency, correctly handling data being added, updated and deleted and conforming well to the constructs of the programming language with minor errors
chooses screen elements that are suitable for the role, demonstrating a thorough understanding of user interface design. Buttons, text boxes, drop-down menus and multiple screens are used and effectively implemented
incorporates various features from the programming language or software that enhance the app's functionality. The navigation and interactions within the prototype are intuitive, with some room for improved fluidity and user engagement
conducts thorough testing of the prototype, showing a good approach to identifying issues and making improvements. Peer-feedback is utilised to test the prototype and the feedback is mostly incorporated to enhance the design and functionality
works collaboratively in the development of the prototype, displaying high levels of teamwork and interaction throughout all stages of the task. Communication and cooperation are evident.

	C
	The student:
creates a name and logo for the prototype that clearly reflects the chosen problem or need, demonstrating sound creativity and consideration in the design process
uses general-purpose programming to create the working prototype with some proficiency, handling data being added, updated and deleted adequately and generally conforming to the constructs of the programming language with some errors
selects screen elements that are somewhat suitable for the role, demonstrating a sound understanding of user interface design. The use of buttons, text boxes, drop-down menus and multiple screens is implemented but may lack refinement
incorporates some features from the programming language or software to enhance the app's functionality. The navigation and interactions within the prototype are somewhat intuitive
conducts testing of the prototype with some attention to identifying issues and making improvements. Peer-feedback is utilised to a sound level to test the prototype and some feedback is incorporated to enhance the design and functionality
participates in the development of the prototype with a sound level of collaboration, demonstrating teamwork and interaction through most stages of the task. Communication and cooperation are evident.

	D
	The student: 
creates a name and logo for the prototype that is a basic reflection of the chosen problem or need, showing basic creativity and consideration in the design process
attempts to use general-purpose programming to create the working prototype with basic proficiency but faces challenges in handling data
demonstrates a basic understanding of which screen elements are suited for the role and has a basic understanding of user interface design and appropriateness
incorporates basic features of the programming language or software to enhance the app's functionality. The navigation and interactions within the prototype lack intuitiveness and require substantial improvement for a better user experience
conducts basic, superficial testing of the prototype, showing a basic effort in identifying issues and making improvements. Peer-feedback is not effectively incorporated to enhance the design and functionality
Demonstrates basic engagement in the development of the prototype with basic collaboration, demonstrating minimal teamwork and interaction through a few stages of the task.

	E
	The student:
demonstrates limited creativity or consideration in the design process when creating a name and logo for the prototype
demonstrates a limited ability to use general-purpose programming to create the working prototype
uses limited selection of appropriate screen elements for the role, demonstrating a limited understanding of user interface design
uses limited or no use of features from the programming language or software to enhance the app's functionality
conducts limited testing of the prototype, with little to no effort in identifying issues and making necessary improvements
has limited engagement in the collaborative development of the prototype, showing limited teamwork and interaction throughout the task. 
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[bookmark: _Toc180656447]Student-facing rubric
Table 3 – rubric for assessment
	Criteria
	Limited
	Basic
	Sound
	High
	Outstanding

	Name and logo
	The student demonstrates limited creativity or consideration in the design process when creating a name and logo for the product. 
	The student attempts to create a name and logo for the product that is a basic reflection the chosen problem or need, showing basic creativity and consideration in the design process.
	The student creates a name and logo for the product that clearly reflects the chosen problem or need, demonstrating sound creativity and consideration in the design process.
	The student creates a name and logo for the product that is thorough and reflects the chosen problem or need, showing high levels of creativity and thoughtfulness in the design process.
	The student creates a name and logo for the product that extensively reflects the chosen problem or need, demonstrating outstanding creativity and originality in the design.

	General-purpose programming
	The student demonstrates a limited ability to use general-purpose programming to create the working prototype.
	The student attempts to use general-purpose programming to create the working prototype with basic proficiency but faces challenges when handling data.
	The student uses general-purpose programming to create the working prototype with proficiency, handling data being added, updated and deleted adequately and generally conforming to the constructs of the programming language with some errors.
	The student utilises general-purpose programming to create the working prototype with proficiency, correctly handling data being added, updated and deleted, and conforming well to the constructs of the programming language with minor errors.
	The student thoroughly utilises appropriate general-purpose programming to create the working prototype, demonstrating advanced proficiency in handling data manipulation and adhering to the language constructs with precision and accuracy.

	Screen elements
	The student does not select appropriate screen elements for the role, demonstrating a lack of understanding of user interface design.
	The student struggles to select suitable screen elements for the role, demonstrating a limited understanding of user interface design and appropriateness.
	The student selects screen elements that are somewhat suitable for the role, demonstrating a sound understanding of user interface design. The usage of buttons, text boxes, drop-down menus and multiple screens is implemented but may lack refinement. 
	The student chooses screen elements that are suitable for the role, demonstrating a thorough understanding of user interface design. The usage of buttons, text boxes, drop-down menus and multiple screens is effectively implemented.
	The student selects and integrates highly appropriate screen elements that are exceptionally tailored for their respective roles, demonstrating a comprehensive understanding of user interface design. The utilisation of buttons, text boxes, drop-down menus and multiple screens is seamlessly integrated with advanced expertise.

	Prototype functionality and user experience 
	The student does not incorporate features from the programming language or software to enhance the app's functionality.
	The student inadequately incorporates features from the programming language or software to enhance the app's functionality. The navigation and interactions within the prototype lack intuitiveness and require substantial improvement for a better user experience.
	The student incorporates some features from the programming language or software to enhance the app's functionality. The navigation and interactions within the prototype are somewhat intuitive.
	The student incorporates various features from the programming language or software that enhance the app's functionality. The navigation and interactions within the prototype are intuitive, with some room for improved fluidity and user engagement.
	The student expertly incorporates an extensive array of aspects from the programming language or software, showcasing an exceptional level of functionality enhancement. The navigation and interactions within the prototype exhibit an exceptionally intuitive and flawless user experience, reflecting a sophisticated understanding of user-centric design principles.

	Testing and feedback
	The student conducts minimal testing of the prototype, with little to no effort in identifying issues and making necessary improvements.
	The student conducts limited and superficial testing of the prototype, showing minimal effort in identifying issues and making improvements. Peer-feedback is not effectively incorporated to enhance the design and functionality.
	The student conducts testing of the prototype with some attention to identifying issues and making improvements. Peer-feedback is utilised to some extent to test the prototype and some feedback is incorporated to enhance the design and functionality.
	The student conducts thorough testing of the prototype, showing a good approach to identifying issues and making improvements. Peer-feedback is utilised to test the prototype and the feedback is mostly incorporated to enhance the design and functionality.
	The student conducts rigorous and comprehensive testing of the prototype with exceptional attention to detail, utilising peer-feedback to thoroughly evaluate and refine the design and functionality of the prototype to achieve an impeccable level of quality and user satisfaction.

	Collaborative development
	The student does not effectively engage in the collaborative development of the prototype, showing a lack of teamwork and interaction throughout the task.
	The student minimally engages in the development of the prototype with some collaboration and basic demonstration of teamwork on a few stages of the task.
	The student participates in the development of the prototype with some level of collaboration, demonstrating teamwork and interaction through most stages of the task. Communication and cooperation are evident.
	The student works collaboratively in the development of the prototype, displaying good teamwork and interaction throughout all stages of the task. Clear communication and effective cooperation are evident.
	The student effectively collaborates in the development of the prototype, demonstrating exceptional teamwork, clear communication and cooperation throughout all stages of the task.
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[bookmark: _Toc180656448]Student support material
Teacher resource with scaffolds, templates and graphic organisers for completing the task
Teacher resource with additional information to support student understanding
Program of learning.


[bookmark: _Toc147840979][bookmark: _Toc180656449]Support and alignment
Resource evaluation and support: all curriculum resources are prepared through a rigorous process. Resources are periodically reviewed as part of our ongoing evaluation plan to ensure currency, relevance and effectiveness. For additional support or advice, or to provide feedback, contact the contact the TAS curriculum team by emailing TAS@det.nsw.edu.au.
Differentiation: further advice to support Aboriginal and/or Torres Strait Islander students, English as an additional language or dialect (EAL/D) students, students with a disability and/or additional needs and High Potential and Gifted (HPG) students can be found on the Planning programming and assessing 7–12 webpage. This includes the Inclusion and differentiation 7–10 advice webpage.
Assessment: further advice to support formative assessment is available on the Planning programming and assessing 7–12 webpage. This includes the Classroom assessment advice 7–10. For summative assessment tasks, the Assessment task advice 7–10 webpage is available.
Explicit teaching: further advice to support explicit teaching is available on the Explicit teaching webpage. This includes the CESE Explicit teaching – Driving learning and engagement webpage.
Consulted with: Curriculum and Reform and subject matter experts
Alignment to system priorities and/or needs: School Excellence Policy, Our Plan for NSW Public Education.
Alignment to the School Excellence Framework: this resource supports the School Excellence Framework elements of curriculum (curriculum provision) and effective classroom practice (lesson planning, explicit teaching).
Alignment to Australian Professional Teaching Standards: this resource supports teachers to address Australian Professional Teaching Standards 5.1.2, 5.4.2.
Creation date: 2024


[bookmark: _Toc180656450]Evidence base
This resource contains NSW Curriculum and syllabus content. The NSW Curriculum is developed by the NSW Education Standards Authority. This content is prepared by NESA for and on behalf of the Crown in right of the State of New South Wales. The material is protected by Crown copyright.
Please refer to the NESA Copyright Disclaimer for more information https://educationstandards.nsw.edu.au/wps/portal/nesa/mini-footer/copyright.
NESA holds the only official and up-to-date versions of the NSW Curriculum and syllabus documents. Please visit the NSW Education Standards Authority (NESA) website https://educationstandards.nsw.edu.au/ and the NSW Curriculum website https://curriculum.nsw.edu.au/.
Computing Technology 7–10 Syllabus © NSW Education Standards Authority (NESA) for and on behalf of the Crown in right of the State of New South Wales, 2022.
Brookhart SM (2018) ‘Appropriate Criteria: Key to Effective Rubrics’, Frontiers in Education, volume 3(22):1–12, doi:10.3389/feduc.2018.00022, accessed 21 August 2024.
CESE (Centre for Education Statistics and Evaluation) (2020a) What works best: 2020 update, NSW Department of Education, accessed 21 August 2024.
CESE (2020b) What works best in practice, NSW Department of Education, accessed 21 August 2024.
CESE (2021) Growth goal setting – what works best in practice, NSW Department of Education, accessed 21 August 2024.
Fisher D and Frey N (1 November 2009) ‘Feed Up, Back, Forward’, ASCD (Association for Supervision and Curriculum Development): Educational Leadership magazine, 67(3), accessed 21 August 2024.
Griffin P (2017) Assessment for Teaching, Cambridge University Press, Port Melbourne, Victoria.
Hattie J and Timperley H (2007) ‘The Power of Feedback’, Review of Educational Research, 77(1): 81–112, doi:10.3102/003465430298487.
Panadero E and Jonsson A (2013) ‘The use of scoring rubrics for formative assessment purposes revisited: A review’, Educational Research Review, 9:129–144, doi:10.1016/j.edurev.2013.01.002, accessed 21 August 2024.
Sherrington T (2019) Rosenshine’s Principles in Action, John Catt Educational Limited, Melton, Woodbridge.
Wiliam D (2017) Embedded Formative Assessment, 2nd edn, Solution Tree Press, Bloomington, IN.
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© State of New South Wales (Department of Education), 2024
The copyright material published in this resource is subject to the Copyright Act 1968 (Cth) and is owned by the NSW Department of Education or, where indicated, by a party other than the NSW Department of Education (third-party material).
Copyright material available in this resource and owned by the NSW Department of Education is licensed under a Creative Commons Attribution 4.0 International (CC BY 4.0) license.
[image: Creative Commons Attribution license logo.]
This license allows you to share and adapt the material for any purpose, even commercially.
Attribution should be given to © State of New South Wales (Department of Education), 2024.
Material in this resource not available under a Creative Commons license:
the NSW Department of Education logo, other logos and trademark-protected material
material owned by a third party that has been reproduced with permission. You will need to obtain permission from the third party to reuse its material.
Links to third-party material and websites
Please note that the provided (reading/viewing material/list/links/texts) are a suggestion only and implies no endorsement, by the New South Wales Department of Education, of any author, publisher, or book title. School principals and teachers are best placed to assess the suitability of resources that would complement the curriculum and reflect the needs and interests of their students.
If you use the links provided in this document to access a third-party's website, you acknowledge that the terms of use, including licence terms set out on the third-party's website apply to the use which may be made of the materials on that third-party website or where permitted by the Copyright Act 1968 (Cth). The department accepts no responsibility for content on third-party websites.
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