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Internal Assessment Resource

Technology Level 3

	This resource supports assessment against:

Achievement Standard 91609

Undertake project management to support technological practice 

	Resource title: Manage development of an educational computer game

	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-12-2012-91609-01-6278

	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 91609: Undertake project management to support technological practice 

Resource reference: Technology 3.2B
Resource title: Manage development of an educational computer game
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 91609. 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 task requires students to undertake project management to support the development of an educational computer game.

Conditions

The credit rating of this standard indicates that the time for learning, practice and assessment should be approximately 40 hours.

You will need to provide students with a programme of teaching and learning about project management, including the study of specific cases, before they begin this work.

Resource requirements 

Students will require access to the Internet and software for project management, such as: Microsoft Word, Microsoft Excel, GanttProject, Inspiration, Google documents, and/or Survey Monkey.
Additional information 

Wikipedia and Technology online provide information about project management practices and planning tools. 

For sample case studies, see Technology online:

· Andrea Moore: http://technology.tki.org.nz/Case-Studies/Technologists-Practice-case-studies-Introduction/Soft-Materials/Andrea-Moore-design/Development
· Zambesi: http://technology.tki.org.nz/Case-Studies/Technologists-Practice-case-studies-Introduction/Soft-Materials/Zambesi-Style/Innovation 
Internal Assessment Resource

Achievement Standard Technology 3.2: Undertake project management to support technological practice
Resource reference: Technology 3.2B
Resource title: Manage development of an educational computer game
Credits: 4 

	Achievement 
	Achievement with 
Merit
	Achievement with Excellence

	Undertake project management to support technological practice.
	Undertake effective project management to support technological practice.
	Undertake efficient project management to support technological practice.


Student instructions

Introduction 

This assessment activity requires you to establish a project schedule for the development and making of an educational computer game. 

Teacher note: You can supply the brief, or your students could use a brief they developed for assessment of Achievement Standard 91608. 

Adapt this assessment activity for other outcomes to suit your programme and students. For example, students could project manage the development of an informational website, an electronic circuit board, or protective clothing.

Encourage students to find their own client for this project. As well as providing an authentic context, the client will be able to provide content for the educational computer game. 

This is an individual assessment task.

You will have six weeks of in-class and out-of-class time to complete the task.

Teacher note: Adapt this time frame to suit your context and students.

You will be assessed on how well you plan and manage the development and completion of the game, including your efficient use of time and materials.
Task

Undertake project management that supports and ensures your completion of an educational computer game. 

Establish and implement your project schedule

Analyse existing practices in project management.

Review project management planning tools such as Gantt charts, reflective diaries, mind maps, and plans of action. 

Do a PMI (Plus, Minus, Interesting) evaluation of each tool and use this critical analysis as a basis for selecting suitable planning tools to develop and implement your educational computer game.
Take into account the physical and social environment where the educational game is to be developed and implemented. 
Set and coordinate achievable goals.

Establish and manage resources. These may include time, images, software, research information, and/or access to computer laboratories and community-based and school-based specialist knowledge and skills.

Determine and manage progress review points during your project. 

Establish critical review points, revising or confirming project scheduling to ensure the completion of the educational game.

Reflect on and revise the project scheduling in an ongoing manner to optimise the use of time and materials and to ensure the completion of the educational game.

Record any changes you make to your scheduling and the reasons for making them.

Final submission

When you have developed and completed the educational computer game hand in:

· evidence of the completed game and the practice you have undertaken

· your reflection on this practice

· your project scheduling 

· supporting evidence that shows how the schedule was developed and refined. 

Assessment schedule: Technology 91609 Manage development of an educational computer game

	Evidence/Judgements for Achievement
	Evidence/Judgements for Achievement with Merit
	Evidence/Judgements for Achievement with Excellence

	The student undertakes project management to support their technological practice in the development of an educational computer game.

The student reviews existing project management practices to inform the establishment of a project schedule.

The student develops a project schedule that reflects the physical and social environment where the outcome is to be developed and implemented.

The student implements the project schedule to coordinate goals, planning tools and resources, and to progress review points in a coherent manner.

The student uses their project management to develop and complete an outcome. 
For example, the student reviews existing project management practices for computer game development by past students, managers, industry mentors, and/or practising technologists.

The student makes decisions about their choice of project scheduling.

The student uses the project schedule to coordinate the development of the computer game. They consider the constraints and opportunities of the physical and social environment where the game is developed. 

The student’s project scheduling sets realistic goals that are based on the student’s past experience. 

The student is organised in their use of resources. 

The student sets out progress review points at regular intervals and mostly meets them.

The student uses their practice to support the production and completion of an educational game that satisfies the given brief.

An example of possible student documentation follows:
“After an analysis of the management practices used by X and Y, I have decided to use a Gantt chart because … 
“I will also use Inspiration to create a flow map for my plan of action because … 

“My teacher is happy for me to manage my communication with her through the use of Google documents.

“The game will be used on Open Night, which is two months away.”
The examples above relate to only part of what is required, and are just indicative.

	The student undertakes effective project management to support their technological practice in the development of an educational computer game.

The student reviews existing project management practices to inform the establishment of a project schedule.

The student develops a project schedule that reflects critical analysis of existing project management, and considers the physical and social environment where the outcome is to be developed and implemented.

The student implements a project schedule to coordinate goals, planning tools and resources, and to progress review points in a coherent manner.

The student uses their project management to develop and complete an outcome. 
For example, the student reviews existing project management practices for computer game development by past students, managers, industry mentors, and/or practising technologists. This includes a comparative analysis between different project management practices to determine those most relevant to inform their own practice. 
The student makes decisions about their choice of project scheduling.

The student uses the project schedule to coordinate the development of the computer game. They consider the constraints and opportunities of the physical and social environment where the game is developed. 

The student’s project scheduling sets realistic goals that are based on the student’s past experience. 

The student is organised in their use of resources. 

The student sets out progress review points at regular intervals.
The student establishes critical review points to ensure completion of the computer game, confirming or revising the project schedule as necessary.

The student uses their project management to support the production of an educational game that satisfies the given brief.

An example of possible student documentation follows:
“After a critical analysis of the management practices used by X and Y, I have decided to use a Gantt chart because … 
“I will also use Inspiration to create a flow map for my plan of action because … 
“My teacher is happy for me to manage my communication with her through the use of Google documents.

“The game will be used on Open Night, which is two months away.

“After having completed my PMI chart, I decided to use a Gantt chart and a plan of action because these are effective planning tools used by [name of technologists]. I have used Gantt charts before and know they work well when they are regularly checked and updated. I will download GanttProject to my laptop and update my Gantt chart at least once a week. 

“After my first meeting with my teacher, I decided to make an adjustment to my goal of completing the first difficulty level in a month. I have decided to make this goal two weeks earlier because the game is simpler than I had realised. 

“The game is intended for Year 9 students. I scheduled a meeting with them and showed them the research I had conducted into appropriate sprites for the game. I realised I needed to put more time into finding appealing sprites for this age group as the students felt the ones I had used were too childish. I will therefore adjust the schedule to incorporate an extra week to research and develop different sprites. This additional time is manageable because I have reduced the complexity of the game.” 

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

	The student undertakes efficient project management to support their technological practice in the development of an educational computer game.

The student reviews existing project management practices to inform the establishment of a project schedule.

The student develops a project schedule that reflects critical analysis of existing project management, and considers the physical and social environment where the outcome is to be developed and implemented.

The student implements a project schedule to coordinate goals, planning tools and resources, and to progress review points in a coherent manner.

The student uses their project management to develop and complete an outcome. 
For example, the student reviews existing project management practices for computer game development by managers, industry mentors, and/or practising technologists. This includes a comparative analysis between different project management practices to determine those most relevant to inform their own practice. 
The student makes decisions about their choice of project scheduling that considers the optimal use of time and materials.
The student uses the project schedule to coordinate the development of the computer game. They consider the constraints and opportunities of the physical and social environment where the game is developed. 

The student’s project scheduling sets realistic goals that are based on the student’s past experience. 

The student is organised in their use of resources. 

The student establishes critical review points to ensure completion of the computer game, confirming or revising the project schedule as necessary.

The student provides evidence of ongoing reflection on their project management. Where the plan has proved inadequate for the completion of the game or future impacts have been determined, the student investigates and uses other project management strategies. 

The student demonstrates an awareness of time and materials, finding ways to make the project more efficient. 

The student uses their project management to support the production of an educational game that satisfies the given brief.

An example of possible student documentation follows:
“After a critical analysis of the management practices used by X and Y, I have decided to use a Gantt chart because … 
“I will also use Inspiration to create a flow map for my plan of action because … 
“My teacher is happy for me to manage my communication with her through the use of Google documents.

“The game will be used on Open Night, which is two months away.

“After having completed my PMI chart, I decided to use a Gantt chart and a plan of action because these are effective planning tools used by [name of technologists]. I have used Gantt charts before and know they work well when they are regularly checked and updated. I will download GanttProject to my laptop and update my Gantt chart at least once a week. 

“After my first meeting with my teacher, I decided to make an adjustment to my goal of completing the first difficulty level in a month. I have decided to make this goal two weeks earlier because the game is simpler than I had realised. 

“The game is intended for Year 9 students. I scheduled a meeting with them and showed them the research that I had conducted into appropriate sprites for the game. I realised I needed to put more time into finding appealing sprites for this age group as the students felt the ones I had used were too childish. I will therefore adjust the schedule to incorporate an extra week to research and develop different sprites. This additional time is manageable because I have reduced the complexity of the game.
“I had been using a Gantt chart to manage my time, but I found that the use of a reflective diary and comprehensive ‘to do’ lists better helped me to focus my time and to use the computer labs more efficiently. 

“I organised for Year 9 students to save suitable images to the shared drive so I could copy them. I used the magic wand tool in Adobe Photoshop to make the backgrounds of the images transparent and imported these images as sprites into the game. This was a more efficient use of time than trying to find suitable sprites on the Internet. 

“I modified my project schedule to reflect this gain in time and found that it gave me an extra week to improve the quality of interactions between the sprites in the game. 

“The Year 9 students are now very keen to see the first working level of the game so they can see in action the images they gave me. I modified my project schedule so I would do fewer mock-ups and get into the development of the game earlier. This will enable me to get feedback from the Year 9 students while their enthusiasm lasts.” 

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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