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Programming Fundamentals


Assessment, Semester 1, 2005

There are three parts to your assessment, weighted 15%, 20% and 65% respectively. Assignment deliverables should be handed in at the Business School Assignment Room in TC007 foyer, with a completed Module Assignment Form (available from the Student Advice Centre or Assignment Room) and held together in a plastic wallet (see Assignment Room for guidance).  

N.B. Use the practical classes to discuss the assignments with your module tutors. If you are not sure what is required, then ASK.

Assignment Parts 1 and 2: A worksheet will be provided where a record can be kept of your programs and answers to the written exercises. Every exercise marked with the symbol [image: image1.wmf] contributes to your assignment. You should demonstrate your programs to a tutor during your lab session so that they can sign the relevant box in your worksheet. Written answers must be filled in on the worksheet. Hand in the worksheet and a listing of the source code of the relevant programs.

N.B. If you do not manage to demonstrate all your programs in the lab, you should also hand in a listing of your undemonstrated programs (suitably commented) + a copy of the output resulting from running the program and an explanation of how you tested the program.

Part 1 – Assesses learning outcomes b, c, d, e and g (partially).

Weighting: 15%   Submission deadline: end of your normal timetabled lab session in week 5.

Description:  Exercises marked with [image: image2.wmf] in weeks 2, 3 and 4.

Part 2 – Assesses learning outcomes b, c, d, e, f and g (partially).

Weighting: 20%   Submission deadline: end of your normal timetabled lab session in week 9.

Description: Exercises marked with [image: image3.wmf] in weeks 5, 7 and 8.
Part 3 - Drawing with Turtles - assesses all learning outcomes of module.

Weighting: 65%   Submission deadline: end of your normal timetabled lab session in week 13.
You are to develop a program using the Turtle class developed by Peter Martin at the University of the West of England.

Application: Create a simple animated scene based on the topic of Space using the Turtle class.  

Program development has several stages from requirements analysis, to specification, design, implementation and testing. This task gives you a chance to go through all these stages, documenting each one.

Your requirements are to design and create a picture that shows the illusion of some simple animation or movement.  The image should relate to the topic of Space – you might show a space ship, a shooting star or the phases of the moon, for example. You may simplify the representation of the objects. Notice that you can remove an image by drawing over it in the background colour.
Your specification document should be a precise and detailed description of your planned output. It will involve a hand-drawn plan of the screen with co-ordinates, colours and lengths of lines indicated in some way. Show how the screen changes over time. This does not have to be an exact replica of what you will see on the screen but should give enough detail for someone to be able to implement your description.

3 marks

Your design document should show the structure of your program (i.e. which methods call which) and describe the purpose of each method with an outline of how it will be implemented.

3 marks

Your implementation is the source code. Use the programming techniques and concepts you have learned (e.g. repetition, choice, methods, and parameters). Your program should be well structured with suitable variable names. It should be laid out according to the CO102 Standards Manual. Although the creativity and quality of your output will be taken into account, marks will be mainly for your application of programming principles.

35 marks
Marks will be awarded for the style and readability of your program: for layout; use of comments; choice of variable names and clarity of structure (See the CO102 Standards Manual).

10 marks

Marks will be awarded for the quality of your output – its creativity and artistic merit.

3 marks

Describe your testing strategy – how did you test each feature?  Describe one major problem you encountered during testing.

3 marks
Write a short evaluation of the program you have written (this is not a personal evaluation). Did you produce the output you were aiming for? If not, what were the problems? Is the code clear and easy to understand? Is there any aspect you are particularly proud of e.g. the design of a particular part of the implementation or your use of methods and parameters? Is there anything you would like to improve or alter? Looking at the marking criteria, assess the mark you deserve for your program (out of 35). Justify it.

5 marks
Documentation and presentation of part 3

You should submit the following:

i. The assignment 3 marking sheet filled in with your name and the operational status of the task. 

ii. A list of references to material used to complete the assignment. Declare any code that may have been taken from other sources such as textbooks, the Internet or other students. References should follow University standards.

iii. Deliverables: specification document; design document; program source; a description of testing strategy; an evaluation; screen dump of output. A clearly labelled disk containing the source code of your program. 

iv. The portfolio should be presented as a complete document with a content list and page numbering, securely held together in an easy to read form (see Assignment Room notice). 

3 marks

Marking Guide
Your programs will be assessed on their correctness and also on their adherence to software engineering principles such as clear documentation, elegant structure and program readability. Marking of your discussion will be based on the IT field's standard assessment criteria. The marks for each part of your portfolio are given in the assignment description. 

Total marks for part 3: 65
Assessment Regulations : All assessments are subject to the University Regulations for Assessment, and to the regulations of the Undergraduate Modular Scheme . These include regulations relating to Errors of Attribution, Poor Academic Practice, and Breach of the University Regulations for Assessment. In exercising their judgement, Examiners may penalise any work where the standard of English, numeracy or presentation adversely affects the quality of the work, or where the work submitted exceeds the published size or time limit. Plagiarism is a particular temptation with this type of assignment because it is so easy to copy source code. We encourage collaboration and discussion but your assignment must be your own work. Unfortunately, cases are discovered every semester and are treated very seriously. Make sure you know the UMS regulations and acknowledge any code which is not your own. Ensure that you maintain appropriate security for your own code. It is also recommended you retain a copy of your assignment in (the rare) case of any loss after hand-in. 
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