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Internal Assessment Resource

Technology Level 3

	This resource supports assessment against:

Achievement Standard 91615

Demonstrate understanding of consequences, responsibilities, and challenges involved in technology 

	Resource title: Electronic gaming technology


	4 credits

	This resource:

· Clarifies the requirements of the Standard

· Supports good assessment practice

· Should be subjected to the school’s usual assessment quality assurance process

· Should be modified to make the context relevant to students in their school environment and ensure that submitted evidence is authentic


	Date version published by Ministry of Education
	December 2012

To support internal assessment from 2013

	Quality assurance status
	These materials have been quality assured by NZQA. NZQA Approved number A-A-12-2012-91615-01-6284

	Authenticity of evidence
	Teachers must manage authenticity for any assessment from a public source, because students may have access to the assessment schedule or student exemplar material.

Using this assessment resource without modification may mean that students’ work is not authentic. The teacher may need to change figures, measurements or data sources or set a different context or topic to be investigated or a different text to read or perform.


Internal Assessment Resource

Achievement Standard Technology 91615: Demonstrate understanding of consequences, responsibilities, and challenges involved in technology 

Resource reference: Technology 3.8B
Resource title: Electronic gaming technology

Credits: 4 
Teacher guidelines

The following guidelines are supplied to enable teachers to carry out valid and consistent assessment using this internal assessment resource.

Teachers need to be very familiar with the outcome being assessed by Achievement Standard Technology 91615. The achievement criteria and the explanatory notes contain information, definitions, and requirements that are crucial when interpreting the Standard and assessing students against it.

Context/setting 

This assessment activity requires students to present a report on the development of electronic games, demonstrating their understanding of consequences, responsibilities, and challenges involved in technology. 

Specify or negotiate the format of the report with the students (refer to the Conditions of Assessment).

You will need to provide students with an appropriate teaching and learning programme before they begin this task. See under Teacher Resource below for details of some essential concepts/materials that you will need to teach.

Conditions 

The credit rating of this standard indicates that the time for learning, practice and assessment should be approximately 40 hours.
The students can conduct research independently or in groups, but the crafting of the report is an individual task.
Resource requirements 
Students will require access to the Internet, library, newspaper archives, and other sources of relevant information.

Additional information 

The following sources provide useful background information.
Video games

‘Video game’ entry – Wikipedia: http://en.wikipedia.org/wiki/Video_game 

‘History of video games’ entry – Wikipedia: http://en.wikipedia.org/wiki/History_of_video_games
Atkins, B. (2003). More Than a Game: The Computer Game as Fictional Form. Manchester University Press. 

King, B. and Borland, J. (2003). Dungeons and Dreamers: The Rise of Computer Game Culture from Geek to Chic. McGraw-Hill.

Discover Magazine: http://discovermagazine.com/video/future-of-video-games-nsf 
What it means to be human
‘Fundamental human needs’ entry – Wikipedia: http://en.wikipedia.org/wiki/Fundamental_human_needs 

Smithsonian National Museum of Natural History: http://humanorigins.si.edu/human-characteristics 

Softpedia: http://news.softpedia.com/news/Redefining-What-It-Means-to-Be-Human-175477.shtml 

Responsibilities of technologists

‘Why Have a Code of Ethics?’ – EthicsWeb: http://www.ethicsweb.ca/codes/coe2.htm 

‘Creating a Code of Ethics for Your Organization’ – EthicsWeb: http://www.ethicsweb.ca/codes/
An example of a Code of Ethics – IPENZ: http://www.ipenz.org.nz/ipenz/who_we_are/ethics_inc.cfm 

Teacher resource
Essential concepts

Students will need a teaching and learning programme about the following essential concepts before they begin this assessment task.

Field of technology

A field of technology is a broad area where intervention by design is used to develop technological products and/or systems. In all fields, priorities for development can be shown to be driven by a number of different variables. These include attitudes towards existing technologies, human needs and/or desires, financial gains, and sustainability.

Consequences of a technological development

Technological developments can have multiple consequences, both intended and unintended, known and unknown. Technological development can impact on: 

· the made world, for example, the link between consumer preferences and technological innovation has resulted in rapid product development and an increase in the infrastructure required to support new developments

· the natural world, for example, extending the potential market for new technologies has increased consumer uptake but has also impacted on product lifespan, creating life-cycle issues 

· the social world, for example, playing electronic games can have negative social and physical consequences.

Responsibilities of technologists

Responsibilities can be both individual and collective, and they arise within the broader environment where technologists work, for example, social, physical, cultural, political, economic, and spiritual environments.

Technologists have a responsibility to address factors such as:

· the protection of life and the safeguarding of people, for example, the physical and emotional safety of the game players

· societal and community wellbeing, for example, potential wider societal consequences of playing electronic games

· sustainable management and care of the environment, for example, the effective use of resources.

What it means to be human

Initial broad discussions on what it means to be human, including concepts such as: 

· human needs and wants, for example, issues relating to protection, creation, affection, leisure

· human characteristics, for example, flexibility of movement, adaptability to different environments, natural evolution in body characteristics 

· human intellect and will, for example, the capacity to make decisions and the importance of personal choice

· natural variation, for example, body shape and size, motor skills, dexterity.
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	Achievement 
	Achievement with Merit
	Achievement with Excellence

	Demonstrate understanding of consequences, responsibilities and challenges involved in technology.
	Demonstrate in-depth understanding of consequences, responsibilities and challenges involved in technology.
	Demonstrate comprehensive understanding of consequences, responsibilities and challenges involved in technology.


Student instructions

Introduction
This assessment activity requires you to do research and present a report on the development of electronic games. 

Teacher note: You can adapt the chosen field of technology to suit the interests of individual students or the whole class. Suitable alternative fields include medical technology, transportation, artificial intelligence, communications technology, sporting, or food technology. 

Ensure that the context allows students to meet the requirements of the Standard, particularly in terms of addressing how technological intervention challenges perceptions of what it means to be human. 

You may conduct your research within a group, but you will create your report independently.

The credit rating of this standard indicates that the time for learning, practice and assessment should be approximately 40 hours.
You will be assessed on the depth and comprehensiveness of your understanding of the consequences, responsibilities, and challenges involved in the development of computer games as intervention by design.

Task

Decide on a technological development in the field of electronic gaming technology to research.

Research the technological development. 

Use your findings to create a report that:

· explains the consequences of the technological development and identifies probable future developments
· discusses the responsibilities of technologists over time

· explains how the development challenges people’s perceptions of what it means to be human.
Use the guidelines below and the information provided in prior teaching and learning to structure your report.

Teacher note: See Teacher Resource above for essential concepts that you will need to provide in your teaching and learning programme before students begin this task.

Your report

In your report:

· identify stages in the development of electronic games

· explain the consequences of electronic games for the made, natural, and social world over time
· discuss how the consequences of electronic games have influenced the responsibilities of technologists over time

· explain how, and discuss why, technological intervention in electronic games has challenged people’s perceptions of what it means to be human

· discuss probable future developments in electronic gaming technology, justifying your predictions by referring to past and/or contemporary evidence

· acknowledge all sources of information that you use.

Final submission

When you have completed your report, hand it in to your teacher.

Assessment schedule: Technology 91615 Electronic gaming technology 
	Evidence/Judgements for Achievement
	Evidence/Judgements for Achievement with Merit
	Evidence/Judgements for Achievement with Excellence

	The student demonstrates understanding of consequences, responsibilities and challenges involved in technology.

The student explains the consequences of a technological development in electronic gaming over time. 

The student discusses the responsibilities of technologists in electronic gaming over time. 

The student explains how technological intervention challenges people’s perceptions of what it means to be human.

For example, the student identifies consequences of electronic gaming innovations for the made, natural, and social world. This could include: hardware demand and planned obsolescence; the development of new gaming genres such as adventure, simulation, and platform games; the creation of video arcades and the rise of home computing; brand identity and loyalty; and the development of an electronic gaming culture. 

The student’s discussion of the impact of recent innovations could include the development of input devices such as motion sensors, gaming techniques such as procedural generation, computing technologies such as cloud computing, and output devices such as 3D screens and holograms.

The student identifies a range of technologists involved in electronic gaming, for example, artists, computer programmers, electrical and manufacturing engineers, game designers, psychologists, and marketing personnel. 

The student explains issues such as safe operation, the emotional safety of players, intellectual property rights, gendering of games, and advertising and promotional practices. 

The student discusses how electronic games have challenged people’s perceptions of what it is to be human by changing our understanding of reality, with individuals or groups constructing and interacting within virtual reality. 

The examples above relate to only part of what is required, and are just indicative.

	The student demonstrates in-depth understanding of consequences, responsibilities and challenges involved in technology.

The student explains the consequences of a technological development in electronic gaming over time. 

The student discusses how consequences of electronic gaming have influenced the responsibilities of technologists over time.
The student explains how technological intervention challenges people’s perceptions of what it means to be human.

For example, the student discusses the dynamic relationship between computing technology and software development, sociocultural impacts of interactive entertainment and communications, and consumer marketing.

The student discusses the consequences of innovations for the made, natural, and social world and their impact on the evolving responsibilities of technologists working in this field. 

The student discusses the range of disciplines involved in the development of electronic games, from initial prototype development within the new field of mainframe computer technology through to arcade, console, personal computer, and hand-held video gaming. 

The student discusses links between improvements in hardware specifications and game design, third-party software development, and consumer preferences.

The student identifies positive and negative impacts of: hardware demand and planned obsolescence; changing gaming genres; the creation of video arcades and the rise of home computing; brand identity and loyalty; and the development of a gaming culture. They discuss the impact of recent innovations such as motion sensors, cloud computing, 3D screens and holograms. 

The student discusses the responsibilities of artists, computer programmers, electrical and manufacturing engineers, game designers, psychologists, and marketing personnel. Issues explored could include safe operation, the emotional safety of players, intellectual property rights, gendering of games, and advertising and promotional practices. 

The student discusses how electronic games have challenged people’s perceptions of what it is to be human by changing our understanding of reality, with individuals or groups constructing and interacting within virtual reality.

The examples above relate to only part of what is required, and are just indicative.

	The student demonstrates comprehensive understanding of consequences, responsibilities and challenges involved in technology.

The student explains the consequences of a technological development in electronic gaming over time. 

The student discusses the responsibilities of technologists in electronic gaming over time.

The student discusses probable future technological developments in electronic gaming, justifying these with past and/or contemporary evidence.

The student discusses how consequences of electronic gaming have influenced the responsibilities of technologists over time. 

The student explains how, and discusses why, technological intervention challenges people’s perceptions of what it means to be human.

For example, the student discusses the development of video games, identifying the dynamic relationship between computing technology and software development, sociocultural impacts of interactive entertainment and communications, and consumer marketing.

The student discusses the consequences of innovations for the made, natural, and social world and their impact on the evolving responsibilities of technologists working in this field.

The student discusses the range of disciplines involved in the development of electronic games, from initial prototype development within the new field of mainframe computer technology through to arcade, console, personal computer, and hand-held video gaming. 

The student discusses links between improvements in hardware specifications and game design, third-party software development, and consumer preferences.

The student identifies positive and negative impacts of: hardware demand and planned obsolescence; changing gaming genres; the creation of video arcades and the rise of home computing; brand identity and loyalty; and the development of a gaming culture. 

Probable future directions that the student identifies are based on recent innovations in input devices, gaming techniques, computing technology, and output devices. The student discusses the continued convergence of technologies, for example, mobile phone developments.

The student acknowledges the responsibilities of a range of technologists, such as artists, computer programmers, electrical and manufacturing engineers, game designers, psychologists, and marketing personnel, exploring changing responsibilities related to safe operation, the emotional safety of players, intellectual property rights, gendering of games, and advertising and promotional practices.

The student discusses how electronic games have challenged people’s perceptions of what it is to be human by changing our understanding of reality, with individuals or groups constructing and interacting within virtual reality. 

The examples above relate to only part of what is required, and are just indicative.


Final grades will be decided using professional judgement based on a holistic examination of the evidence provided against the criteria in the Achievement Standard.
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