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Assignment Handbook
Module tutor 	Matthew Dean mjdean@dmu.ac.uk

Deliverables and Feedback
· Java Script game– submitted to Turnitin, Friday 22nd Jan 12pm - feedback week 20
· GPE “Phase Test” – submitted Friday 15th Jan 12pm – feedback and grade week 19
· 

Contents
Marking Schemes	1
Java Script Game 70% of module mark	1
Icon Maker “Phase Test” 30% of module mark	3
Teams, Sprints, Scrums, the Friday Journal, and your eGrid	4
Overview	4
Assessment Schedule 3-week Sprints	5
Benefits to you	6
Online Delivery	6
Teamwork	6
The SCRUM Master	7
Sprint Meetings	7
5-Minute Sprint Meetings	7
Scrum Meetings	7
The Friday Journal Entry	8
Social Distancing	8
How to get Support with your Code	8
Sample Journal Entry	9
The eGrid	11
So, Where to Start?	11
Submission of Work	11
Cheating / Plagiarism	11
Backups	11
Assignment 1: Java Script Game	12
What you need to do	14
Assignment 2: Icon Maker “Phase Test”	15
What you need to do	17
What you will Explore	18
What You need to Submit	19


[bookmark: _Toc52882045]Marking Schemes
[bookmark: _Toc52882046]Java Script Game 70% of module mark
	Sprite design 25%
	
	

	You have created one or more sprites that respond to user input.  There is some sort of collision detection and the sprite exhibits appropriate motion e.g. velocity, acceleration, response to gravity.  At least one sprite demonstrates internally generated animation.
	
	

	User interaction
	25%
	

	Collision detection
	25%
	

	Appropriate motion
	25%
	

	Internal sprite animation
	25%
	

	
	
	

	JavaScript Code 25%
	
	

	Your JavaScript code is well written and suitably documented.  There is clear and consistent evidence of the application of OO design principles.
	
	

	Comments
	10%
	

	Code readability 
	30%
	

	Appropriate application of OO design
	60%
	

	
	
	

	Game Play 10%
	
	

	You have created a game that although not terribly complex is to some level amusing to play. You have created a professional animation with appropriate use of colour and sprite design.  The design exhibits some level of complexity and is stable and plays without fault.
	
	

	Subjective enjoyment
	20%
	

	Professionalism
	20%
	

	Complexity
	30%
	

	System stability and compilation
	30%
	

	
	
	

	Documentation 15%
	
	

	You have documented the design of your program.  There is a professional looking storyboard created in PowerPoint.  There is clear alignment of documentation to implementation.
	
	

	Storyboard in PowerPoint
	50%
	

	Alignment of documentation to product
	50%
	

	
	
	




[bookmark: _Toc52882047]Icon Maker “Phase Test” 30% of module mark
	GPE 25%
	
	

	Suitable GPE Script including two distinct colours (not black and white)
	20%
	

	Comments are clear and appropriate
	20%
	

	The code works and is well structured using functions where possible
	60%
	

	
	
	

	Encoder 25%
	
	

	Comments
	20%
	

	Code readability
	20%
	

	The code works
	60%
	

	
	
	

	Decoder 25%
	
	

	Comments
	20%
	

	Code readability
	20%
	

	The code works
	60%
	

	
	
	

	Overall results 25%
	
	

	Correct use of compression
	30%
	

	Correct selection of colour resolution
	30%
	

	Decoder works displaying the original image correctly
	40%
	





[bookmark: _Toc52882048]Teams, Sprints, Scrums, the Friday Journal, and your eGrid
[bookmark: _Toc52882049]Overview
The assessment model for this module comprises a set of practices drawn from industry, namely Agile Development.  Agile is an approach to project management used mainly (but not exclusively) in the realm of software development.
The following section explains how this works.


[bookmark: _Toc52882050]Assessment Schedule 3-week Sprints
During the module you will be involved in a series of meetings that will take place during the second hour of the two-hour lab session.
You will be sorted into teams and your team will be given an ID by your tutor. Your team’s ID is associated with an assessment schedule A, B or C.
In addition to the meetings you will also be required to submit journal entries (not required for the first sprint meeting).
	Week
	Deliverable/Action
	Assessment Schedule A
	Assessment Schedule B
	Assessment Schedule C

	
	
	Sprint Meeting
	Journal Entry
	Sprint Meeting
	Journal Entry
	Sprint Meeting
	Journal Entry

	1
	Module introduction, form teams, claim eGrid, select topic
	
	
	
	
	
	

	2
	
	1
	
	
	
	
	

	3
	
	
	1
	1
	
	
	

	4
	
	
	2
	
	1
	1
	

	5
	Deadline for notifying game topic in first sprint
	2
	3
	
	2
	
	1

	6
	
	
	
	
	
	
	

	7
	
	
	4
	2
	3
	
	2

	8
	
	
	5
	
	4
	2
	3

	9
	
	3
	
	
	5
	
	4

	10
	
	
	
	3
	
	
	5

	11
	
	
	
	
	
	3
	

	12-14
	Xmas break






[bookmark: _Toc52882051]Benefits to you
There are several benefits to approaching your software development assignments in this manner.  Firstly, the model is based on industrial practice; this means that when you enter the workplace you will have had some experience of Scrum/Agile development. Secondly, working in teams you will have fellow students around you as a peer support network. Thirdly, you will have regular meetings with your tutor to claim marks.  The regular meetings are an opportunity not only to show off your work but also to find errors/misconceptions, find solutions and obtain guidance on how to take your work to the next level.
To understand the assessment model there are some key concepts we need to cover.
They are...
· Teamwork
· 5-minute sprint meetings
· Scrum meetings
· The Friday Journal Entry
· Your eGrid
[bookmark: _Toc52882052]Online Delivery
Whilst I am aware that on-line delivery is potentially a contentious issue, for Computing professionals, this certainly should not be case. In this module we will be using agile inspired approaches to software development, sprints, SCUM meetings etc. 
Modern software companies are not always constrained by having their staff in the office every day of the week.  Virtual and remote working with teams around the world is more and more commonplace even without a pandemic.  A company based in India could easily collaborate with software developers based on the other side of the planet.
[bookmark: _Toc52882053]Teamwork
Teamwork is not group work! The typical model for group work involves a couple of group members who do all the work, one student does nothing and then at the final assessment everybody is awarded the same grade.  Clearly this is not fair! The primary function of working in a team is to provide peer support (as is the case in the workplace).  Within a team, skills are typically unevenly distributed.  Some members may have skills in analysis and design; other may have skills in software development.  Clearly you don’t need to be completing each other’s work, but you are strongly encouraged to help each other when support is needed.
At the start of the module you will be organised into teams of around four members.  Your team will be given an ID (A, B or C) this ID will identify your meeting schedule for the entire module (see schedule above).
It is the role of the team to ensure that each team member is working on different topics for the assessment.
[bookmark: _Toc52882054]The SCRUM Master
As part of your team you will be required to identify the SCRUM master.  The SCRUM master is not the manager of the team but is responsible for coordinating the activities of the team.  As the year progresses, I will be communicating with your team and expecting the SCRUM master to respond to me on behalf of the other members.  You may elect to have one SCRUM master for the entire module, or you may rotate the role as the term progresses.
[bookmark: _Toc52882055]Sprint Meetings
A sprint is a time limited period of activity (typically 2 – 4 weeks) where you carry out work on your assessment. 
At the end of each sprint your team will be involved in a sprint meeting with your tutor.
For a sprint meeting your whole team needs to be in attendance.  Each team member will meet individually with your tutor to claim provisional marks for work completed so far.  This meeting is an opportunity to seek feedback on work completed so far and gain ideas and inspiration from your tutor.  At each sprint meeting you need to have on screen your Friday journal entries completed to date (see below for addition details). 
[bookmark: _Toc16685396][bookmark: _Toc16685460][bookmark: _Toc16688751][bookmark: _Toc52882056]5-Minute Sprint Meetings
These meetings provide an opportunity to obtain provisional marks and feedback on work currently in development.  If your work is either very poor or incomplete, it doesn’t matter.  Now is the time to gain positive guidance on how to improve what you have done so far.  If you have already obtained provisional marks for some work at a previous meeting and have now made improvements to the work, you can claim a higher grade.  Do remember though that you only have 5 minutes for the meeting.  It is therefore not a good idea to concentrate on a single small component for all the meetings to the expense of the other components.  Aim to obtain feedback on a range of different components.
5-minute sprint meetings will take place during the second hour of the lab. 
[bookmark: _Toc52882057]Scrum Meetings
Scrum meetings are an opportunity for your team to meet, share ideas and work out plans of action for completing the product backlog.  On a week where you are not involved in a sprint meeting you will all be involved in a scrum meeting.
As a team you need to meet to discuss with each other what you have managed to accomplish individually.  A record of what is discussed at the meeting (minutes) should be taken along with a register of attendance.  Once completed these minutes should be distributed to all team members for inclusion in their individual Friday journal.  Fortnightly scrum meetings are the minimum requirement for peer support.  In an industrial setting, scrum meetings typically occur every day (this is likely not practical for this work).
Scrum meetings should be brief and to the point, discuss what you need in as short a time possible to advance the project for each team member.
[bookmark: _Toc52882058]The Friday Journal Entry
By the end of the module you will be required to submit a journal related to the work completed for the final assessment. (See assessment schedule for details of journal submission dates and requirements.)
The Friday Journal entry needs to be completed at the end of each week submitted before midnight starting from the end of week of your first sprint meeting (see above schedule for exact submission dates).
Each journal entry should contain but not be limited to the following sections.
· Date and week number for the journal entry *
· Discussion of progress made
· Difficulties you have faced
· Work you plan to undertake next
· Attendance and minutes of team meetings *
· Peer review out of five of each team member’s performance for the sprints so far *
Make sure you use appropriate headings in the journal to makes sure the sections are clear.
Each journal entry is subject to a word count of 125 words (+-10%) items marked * above do not contribute to the final word count. It is probably a good idea to create your journal entry in Word first and then paste it into MyDMU when completed.
[bookmark: _Toc51664248][bookmark: _Toc52882059]Social Distancing
Once your team’s meeting schedule has been established for the module. Where possible meetings will be conducted on-line using Teams or some other appropriate software. It is important that you are well prepared in advance of the meeting as loading software while in a call is likely to be slow and result in wasting valuable time during the slot.
[bookmark: _Toc51664249][bookmark: _Toc52882060]How to get Support with your Code
Given the uncertainty of the current times it is important that you feel supported as you progress in your studies. In addition to your guaranteed one to one sprint meeting I will make available slots to meet both as a team and as individuals.  There will also be a link on my web site to the help desk software that will allow you to post help requests that I will process as soon as I am able.
Please see the additional notes and videos on using the help desk system.
Finally – if you have any concerns or doubts about anything then please drop me an email on mjdean@dmu.ac.uk
[bookmark: _Toc16679763][bookmark: _Toc16683775][bookmark: _Toc52882061]Sample Journal Entry
Date and week number for the journal entry *
11th October 2019 Week 2
Discussion of progress made
This is the first week I am starting to get to know people and am now in a team for the assignment.  I hope that they work hard, and they can help me when I am not sure.  I have started working on the lab work and it is starting to make sense, but I really need to ask the tutor about a few things I am not so sure about.  I have a lot of other modules to think about too and it seems there is a lot of work here.  If I take things steadily and ask for help, then I am sure I will be fine.  I need to set some time aside to read the material for next week to try and get ahead in case other issues start to get in the way.
(Word count 138)
(Notes: the word count is 125 word +- 10%.  You are aiming for 125 words, but you could go as high as 138 or as low as 112.  If you type your journal entry in Word first it will tell you what your word count is for the text.)
Attendance and minutes of team meetings *
First meeting Monday 7th October 2019
In attendance Myself, Rod, Jane and Freddie
We had our first discussion about what we are going to do.  I think we have an idea of who is working on what project in the team.  Freddie had a problem claiming his eGrid, so he needs to contact the module leader to find out what to do.
Peer review out of five of each team member’s performance for the sprints so far *
Me		5 out of 5
Rod 		5 out of 5
Jane		5 out of 5
Freddie		5 out of 5
Scrum Master for this sprint was Rod, he did a really good job of coordinating everything and keeping us on track.
(Notes: Headings and sections marked * do not contribute to the word count.)



[bookmark: _Toc52882062]The eGrid
The eGrid is the mechanism by which your provisional and final grades are recorded.
The eGrid must be claimed in advance of the first sprint meeting, to do so go here...
https://g677.dmu.ac.uk/g677/
Your eGrid will be completed after each sprint meeting with grades awarded so far.  You have read-only access to the file, but you may use it to model what grades you need to obtain in the future as you progress.
[bookmark: _Toc16685414][bookmark: _Toc16685478][bookmark: _Toc16686694][bookmark: _Toc52882063]So, Where to Start?
When all these elements are written down, they start to sound a lot more complicated than they really are, so where to start?
· Sort yourself into a team of around 4 people
· Decide on a topic for the assessment – each team member needs to be working on a different topic
· Make a note of your team’s ID
· Claim your eGrid and get used to downloading it from the web site
· Based on your team ID write in your calendar the dates of your meetings and journal entries
· Start your first Friday journal entry
· Attend your first sprint / scrum meeting
· Start the assignment
[bookmark: _Toc523820419][bookmark: _Toc52882064][bookmark: _Toc517952259]Submission of Work
All work should be submitted via Turnitin or the journal tool on MyDMU unless told otherwise by your tutor.   
[bookmark: _Toc52882065]Cheating / Plagiarism
Although you are working collaboratively with others for this project all deliverables must be completed individually.  Any similarities between documentation will be assumed to indicate cheating.  Ensure that you are using appropriate citation (Harvard) when citing other people’s work.
[bookmark: _Toc517952260][bookmark: _Toc52882066]Backups
It is up to you to ensure that you keep appropriate backups of all work.  Loss of work due to backup failure is not normally considered reason for an extension.
[bookmark: _Toc523817912][bookmark: _Toc52882067]
Assignment 1: Java Script Game
	Module name:
	Multimedia Development

	Module code:
	IMAT2015 

	Title of the Assignment: 
	JavaScript Game

	This coursework item is both
	Summative
	Formative

	This summative coursework will be marked anonymously
	
	No

	The learning outcomes that are assessed by this coursework are:
1. Design and construct a set of multimedia artefacts, from initial concept to final implementation
2. Demonstrate a level of professional presentation in designing multimedia content
3. Analyse and assess a range of authoring tools making sensible choices for a range of problems

	This coursework is team based:
	
	

	This coursework constitutes 70% to the overall module mark.

	Date Set: 
	Week 1

	Date & Time Due: 
	Week 16 (Friday 22 Jan 2021 before 2pm)

	Your marked coursework and feedback will be available to you on:
If for any reason this is not forthcoming by the due date your module leader will let you know why and when it can be expected. The Head of Studies (headofstudies-tec@dmu.ac.uk ) should be informed of any issues relating to the return of marked coursework and feedback.

Note that you should normally receive feedback on your coursework by no later than four working weeks after the formal hand-in date, provided that you met the submission deadline.

	Week 20

	When completed you are required to submit your coursework to:
1.    Electronically 

	Late submission of coursework policy: Late submissions will be processed in accordance with current University regulations which state: 
“the time period during which a student may submit a piece of work late without authorisation and have the work capped at 40% [50% at PG level] if passed is 14 calendar days. Work submitted unauthorised more than 14 calendar days after the original submission date will receive a mark of 0%.  These regulations apply to a student’s first attempt at coursework. Work submitted late without authorisation which constitutes reassessment of a previously failed piece of coursework will always receive a mark of 0%.”

	Academic Offences and Bad Academic Practices:
These include plagiarism, cheating, collusion, copying work and reuse of your own work, poor referencing or the passing off of somebody else's ideas as your own. If you are in any doubt about what constitutes an academic offence or bad academic practice you must check with your tutor. Further information and details of how DSU can support you, if needed, is available at: 
http://www.dmu.ac.uk/dmu-students/the-student-gateway/academic-support-office/academic-offences.aspx and 
http://www.dmu.ac.uk/dmu-students/the-student-gateway/academic-support-office/bad-academic-practice.aspx 


	Tasks to be undertaken: See below


	Deliverables to be submitted for assessment: See below


	How the work will be marked: See below


	Module leader/tutor name:
	Matthew Dean

	Contact details:
	mjdean@dmu.ac.uk



[bookmark: _Toc523817913][bookmark: _Toc52882068]
What you need to do
You are required to create a game in JavaScript.
· You must state in your first journal entry the title of the game you plan to create; your plan must be approved before you make a start
· No two people in a team can work on the same game design
· You may not use any of the sprites from the lab work however you may make use of the classes in the examples.
· At least one sprite must have its own internal animation e.g. flashing lights etc.
· Your code MUST be Object-Oriented in all respects, with classes that you have used from the sample code, and/or classes adapted from the sample code

[bookmark: _Toc492465525][bookmark: _Toc523817923][bookmark: _Toc52882069]Assignment 2: Icon Maker “Phase Test”
	Module name:
	Multimedia Development

	Module code:
	IMAT2015 

	Title of the Assignment: 
	Icon Maker “Phase Test”

	This coursework item is both
	Summative
	Formative

	This summative coursework will be marked anonymously
	Yes
	

	The learning outcomes that are assessed by this coursework are:
Design and construct a set of multimedia artefacts, from initial concept to final implementation
Demonstrate an understanding of how multimedia content is stored and generated

	This coursework is: 
	Individual
	

	This coursework constitutes 30% to the overall module mark.

	Date Set: 
	Week 1

	Date & Time Due: 
	Week 15 Friday 15th Jan (during timetabled lab session)

	Your marked coursework and feedback will be available to you on:
If for any reason this is not forthcoming by the due date your module leader will let you know why and when it can be expected. The Head of Studies (headofstudies-tec@dmu.ac.uk ) should be informed of any issues relating to the return of marked coursework and feedback.

Note that you should normally receive feedback on your coursework by no later than four working weeks after the formal hand-in date, provided that you met the submission deadline.

	Week 19

	When completed you are required to submit your coursework to:
2. Tutor at the end of the test

	Late submission of coursework policy: Late submissions will be processed in accordance with current University regulations which state: 
“the time period during which a student may submit a piece of work late without authorisation and have the work capped at 40% [50% at PG level] if passed is 14 calendar days. Work submitted unauthorised more than 14 calendar days after the original submission date will receive a mark of 0%.  These regulations apply to a student’s first attempt at coursework. Work submitted late without authorisation which constitutes reassessment of a previously failed piece of coursework will always receive a mark of 0%.”

	Academic Offences and Bad Academic Practices:
These include plagiarism, cheating, collusion, copying work and reuse of your own work, poor referencing or the passing off of somebody else's ideas as your own. If you are in any doubt about what constitutes an academic offence or bad academic practice you must check with your tutor. Further information and details of how DSU can support you, if needed, is available at: 
http://www.dmu.ac.uk/dmu-students/the-student-gateway/academic-support-office/academic-offences.aspx and 
http://www.dmu.ac.uk/dmu-students/the-student-gateway/academic-support-office/bad-academic-practice.aspx 


	Tasks to be undertaken: See below


	Deliverables to be submitted for assessment: 
· Electronic files/folders containing all relevant code and other assessed content;
· Paper based design for GPE script

	How the work will be marked: 
See marking scheme at end of this document


	Module leader/tutor name:
	Matthew Dean

	Contact details:
	mjdean@dmu.ac.uk





[bookmark: _Toc523817924][bookmark: _Toc52882070]What you need to do
You are required to design an icon using a software platform called GPE (Graphical Programming Environment).
The initial design for your icon needs to be planned on a 20 x 20 grid like so…
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Your icon must include two distinct colours, not including black and white.
You will be given a set of requirements that your icon must meet.  In meeting these requirements, you will need to write a CODEC (coder/decoder) that takes your icon design, encodes to a MOG file and then decodes displaying the image on screen.
[bookmark: _Toc52882071]What you will Explore
For this assignment you will explore some of the issues related to processing and storing of multimedia data as a graphics file format.
To do this you will use a set of tools provided by a program called GPE (Graphical Programming Environment) written in C# running under Visual Studio.
The tools provided by GPE are to some extent irrelevant to the subject of multimedia.  You are unlikely to use the GPE environment again outside of this module.
However, the technologies that GPE exposes you to are all relevant to a wider context.
For example
· File formats
· Compression formats
· Image and colour resolution
· Colour Look-Up Tables
· Rasterization
· Vector and Bitmap Images

The above are all important in understanding multimedia concepts and are very much the focus of the assessment.  GPE is merely the vehicle by which you will be exposed to the above.
You will be expected to construct some C# code in the assessment but there should be enough examples provided such that this is not the focus of the assessment.
Many of the topics related to this assessment will be explicitly taught as part of the module content the rest will be introduced in the guide below.
You will need to 
· Work with other students to understand what is going on
· Ask sensible questions of your tutor
· Read around the subject to clarify some points

Your first task is to familiarise yourself with the contents of this document.  You will need to work through the examples provided such that you are familiar with encoding and decoding for files of different types.
[bookmark: _Toc52882072]What You need to Submit
From now until the module deadline you are required to undertake the following steps.
1. Take a copy of the GPE program from the module web site
2. Create an icon design in GPE (20 x 20 at least 2 colours not including black and white)
3. Save the design as a GPE script
4. Write the encoder for your design to create a MOG file
5. Write a decoder for your design to display the MOG file
6. Include the following information as a word document (Sections A, B and C)



P Number	_______________________________________
Indicate the settings for your CODEC by placing an x against your selection of colour encoding and compression
A. Colour Encoding
	b. 1-bit monochrome
	

	c. 8-bit CLUT
	

	d. 24-bit RGB
	



B. Compression
	e. RLE
	

	f. LZW
	

	g. None
	






C. Your design…

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20

	1
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	2
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	3
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	4
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	5
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	6
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	7
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	8
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	10
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	11
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	12
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	13
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	14
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	15
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	16
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	17
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	18
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	19
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	20
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	




7. Zip everything up and submit to Turnitin
8

