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Video
Submit one video in .mp4, .wmv, .avi, or .mov format that demonstrates the running of at least one significant feature of your program. Your video must not exceed 1 minute in length and must not exceed 30MB in size.

Program Purpose and Development
2a. Provide a written response or audio narration in your video that:
· identifies the programming language
· identifies the purpose of your program; and
· Explains what the video illustrates.
(Must not exceed 150 words)

	Student Response
	Scoring Guidelines
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The computing innovation that is represented by the computational artifact is an app. The app was based on sports trivia.The purpose of this computational artifact, was to make the player get educated off of sports and the varieties of different teams and players.
	Row and Task
	Decision Rules

	
	Row 1
Response 2A

The video demonstrates the running of at least one feature of the program submitted.
AND
The response (audio narration or written response) identifies the purpose of the program (what the program is attempting to do).
	Response earns the point if it explains the function of the program instead of identifying the purpose. 

Response earns the point if the illustrated feature runs, even if it does not function as intended.

Response earns the point if the response is included in the video via narration or some form of closed captioning and addresses the purpose or function of the program.

Do NOT award a point if any one of the following is true:
· a video is not submitted;
· the video does not illustrate the feature mentioned in the response; or
· the video does not illustrate the running of the feature (screen shots or storyboards are not acceptable and would not be credited).

	
	The response earned the point for this row.
The video illustrates features of the program and the response states the purpose of the program.



2b.  Describe the incremental and iterative development process of your program, focusing on two distinct points in that process. Describe the difficulties and/ or opportunities you encountered and how they were resolved or incorporated. In your description clearly indicate whether the development described was collaborative or independent. At least one of these points must refer to independent program development. (Must not exceed 200 words)

	Student Response
	Scoring Guidelines

	In our app " Sports Trivia", it included player's faces and team logos for the participant to guess from right to wrong. We have a title screen which shows which sport you want to be questioned on. The game consists of 2 questions for each sport that has to be answered. So basically whatever sport you want you can choose it from the welcome screen and it'll bring you to the desired sport you want to be questioned on. It was hard deciding which particular questions my partner and i would come up with because we would always have debates on which question is the hardest or easiest. Also, it was hard figuring what genre our game would be based on, there are plenty of different ideas for a trivia game. Developing the game was a hardship, figuring out our code and transitions for each screen was always a debate, there was a lot of testing and bugs along the way but we came to a final conclusion for all these tough situations.
	Row and Task
	Decision Rules

	
	Row 2 - Response 2B

Describes or outlines steps used in the incremental and iterative development process to create the entire program.
	Do NOT award a point if any one of the following is true: 

· the response only includes the process for determining the program idea and does not address the development process used to create the entire program; or
· the response does not indicate iterative development;
· refinement and revision are not connected to feedback, testing, or reflection; or
· the response only describes the development at two specific points in time.

	
	The response DID NOT earn the point for this row.
The response does not describe the incremental and iterative development of the entire program.

Code.org Commentary: The response details how the game works and design challenges faced instead of explaining the process of creating the program for the app step by step (incremental development) and how parts were improved through testing, reflection, or feedback (iterative development). 

	
	Row 3 - Response 2B

Specifically identifies at least two program development difficulties or opportunities. 
AND
Describes how the two identified difficulties or opportunities are resolved or incorporated.
	Response earns the point if it identifies two opportunities, or two difficulties, or one opportunity and one difficulty AND describes how each is resolved or incorporated. 

Do NOT award a point if any one of the following is true: 
· only one distinct difficulty or opportunity in the process is identified and described; or
· the response does not describe how the difficulties or opportunities were resolved or incorporated.

	
	The response DID NOT earn the point for this row.
The response does not identify two difficulties and/or opportunities related to the program development process and how these programming issues were resolved or handled. The issues identified have to do with "what particular questions my partner and I would come up with" and "what genre our game would be based on."

Code.org Commentary: To receive the point, two distinct opportunities or problems must be defined and an explanation given for how they were solved using feedback, testing, or revision. These two problems must be related to program development (i.e. writing the code) and NOT design development (i.e. deciding on a screen layout). 



2c. Capture and paste a program code segment that implements an algorithm (marked with an oval in section 3 below) and that is fundamental for your program to achieve its intended purpose. This code segment must be an algorithm you developed individually on your own, must include two or more algorithms, and must integrate mathematical and/or logical concepts. Describe how each algorithm within your selected algorithm functions independently, as well as in combination with others, to form a new algorithm that helps to achieve the intended purpose of the program. (Must not exceed 200 words)
	Student Response
	Scoring Guidelines

	onEvent("WelcomeScreen", "click", function(event) {
    console.log("WelcomeScreen clicked!"); 
});
onEvent("football", "click", function(event) {
    console.log("football clicked!");
 }); 
onEvent("football", "click", function(event) {
    setScreen("Footballq1"); 
}); 
onEvent("Footballq1", "click", function(event) {
    console.log("Footballq1 clicked!"); 
}); 
onEvent("Footballq2", "click", function(event) {
    console.log("Footballq2 clicked!"); 
}); 
onEvent("abbutton", "click", function(event) {
    setScreen("Footballq2"); 
}); 
onEvent("Gobackbutton", "click", function(event) {
    console.log("Gobackbutton clicked!"); 
}); 
onEvent("Gobackbutton", "click", function(event) {
    setScreen("WelcomeScreen"); 
}); 
onEvent("Baseballq1", "click", function(event) {
    console.log("Baseballq1 clicked!"); 
});
onEvent("baseball", "click", function(event) {
    setScreen("Baseballq1"); 
}); 
onEvent("gobackbutton2", "click", function(event) {
    console.log("gobackbutton2 clicked!"); 
}); 
onEvent("gobackbutton2", "click", function(event) {
    setScreen("WelcomeScreen"); 
}); 
onEvent("nybutton", "click", function(event) {
    setScreen("Baseballq2"); 
}); 
onEvent("basketball", "click", function(event) {
    setScreen("Basketballq1"); 
}); 
onEvent("button11", "click", function(event) {
    setScreen("Basketballq2"); 
}); 
onEvent("button17", "click", function(event) {
    setScreen("WelcomeScreen"); 
}); 
onEvent("Soccer", "click", function(event) {
    setScreen("Soccerq1"); 
}); 
onEvent("button5", "click", function(event) {
    setScreen("Soccerq2"); 
}); 
onEvent("button20", "click", function(event) {
    setScreen("WelcomeScreen"); 
}); 

Within the code, the algorithm is essential to the program by each sport having it's own command or action. it controls which sport you want to go to. The code represents the amount of time it takes you to answer a question, taking too long might make the game go back to the welcome screen so there's limited time to play. Picking the right answer will get you to the next question automatically. From there it's just repetitive for the rest of game, for all sports. All buttons are on click actions, as well, just know whatever sport you pick you must have a little background knowledge on it. 
	Row and Task
	Decision Rules

	
	Row 4
Response 2C
Selected code segment implements an algorithm.
	Do NOT award a point if any one of the following is true: 
· the algorithm consists of a single instruction; 
· the code segment consisting of the algorithm is not included in the written responses section or is not explicitly identified in the program code section; or 
· the algorithm is not explicitly identified (i.e., the entire program is selected as an algorithm, without explicitly identifying the code segment containing the algorithm).

	
	The response DID NOT earn the point for this row.
The code given in the response is not considered an algorithm because each event handler consists of a single instruction that does not involve sequencing, selection, or iteration.

Code.org Commentary: In this case, the AP Scorer is looking to see if an onEvent can count as an algorithm. A collection of onEvents does not count as a single algorithm. Each individual onEvent only contains a single instruction which disqualifies it as an algorithm. To receive the point, the algorithm must contain sequencing (more than one step), selection (if-statement), or iteration (for loop). 

	
	Row 5
Response 2C

Selected code segment implements an algorithm that uses mathematical or logical concepts. 
AND
Explains how the selected algorithm functions.
AND
Describes what the selected algorithm does in relation to the overall purpose of the program.
	The algorithm being described can utilize existing language functionality, or library calls. Response earns the point even if the algorithm was not newly developed. (i.e., a student’s reimplementation of the algorithm to find the minimum value). Mathematical and logical concepts can be a part of the selected algorithm or part of either of the included algorithms.

Do NOT award a point if any one of the following is true: 
· the selected algorithm consists of a single instruction;
· the selected algorithm consists solely of library calls to existing language functionality; 
· the selected algorithm does not include mathematical or logical concepts; 
· the response only describes what the selected algorithm does without explaining how it does it; 
· the response does not explicitly address the program’s purpose; 
· the code segment consisting of the selected algorithm is not included in the written responses section or is not explicitly identified in the program code section; or 
· the algorithm is not explicitly identified (i.e., the entire program is selected as an algorithm, without explicitly identifying the code segment containing the algorithm).

	
	The response DID NOT earn the point for this row.
The provided code does not use math or logic, and the code segment is not considered an algorithm.


	
	Row 6
Response 2C

Selected code segment implements an algorithm that includes at least two or more algorithms. 
AND
At least one of the included algorithms uses mathematical or logical concepts. 
AND
Explains how one of the included algorithms functions independently..
	Responses are still eligible to earn this row, even if they do not earn row 5. The included algorithms can be sub-parts of the algorithm in row 5.

Do NOT award a point if any one of the following is true: 
· the selected algorithm consists of a single instruction;
· the selected algorithm consists solely of library calls to existing language functionality;
· neither of the included algorithms nor the selected algorithm that includes two or more algorithms uses mathematical or logical concepts;
· the code segment consisting of the algorithm is not included in the written responses section or is not explicitly identified in the program code section; or
· the algorithm is not explicitly identified (i.e., the entire program is selected as an algorithm, without explicitly identifying the code segment containing the algorithm).

	
	The response DID NOT earn the point for this row.
The response does not clearly identify two additional algorithms that are used by the selected algorithm. This cannot be done because the selected code is not considered an algorithm.




2d. Capture and paste a program code segment that contains an abstraction you developed individually on your own (marked with a rectangle in section 3 below). This abstraction must integrate mathematical and logical concepts. Explain how your abstraction helped manage the complexity of your program. (Must not exceed 200 words)
	Student Response
	Scoring Guidelines

	[image: ]
This manages the app so you get where you want to be questioned on. Allowing you to go to the home screen, after you finish your question. The game has a go back button which allows you to go home after you finish. But it was complex making the game move automatically to the next question after you answer it correctly. This was great experience making this computational artifact. 
	Row and Task
	Decision Rules

	
	Row 7
Response 2D

Selected code segment is a student-developed abstraction. 
	Responses that use existing abstractions to create a new abstraction, such as creating a list to represent a collection (e.g., a classroom, an inventory), would earn this point. 

Do NOT award a point if any one of the following is true: 
· the response is an existing abstraction such as variables, existing control structures, event handlers, APIs;
· the code segment consisting of the abstraction is not included in the written responses section or is not explicitly identified in the program code section; or
· the abstraction is not explicitly identified (i.e., the entire program is selected as an abstraction, without explicitly identifying the code segment containing the abstraction).

	
	The response DID NOT earn the point for this row.
The code segment given does not represent a student-defined abstraction. An event handler is built-in to this language.

	
	Row 8
Response 2D

Explains how the selected abstraction manages the complexity of the program.
	Responses should not be penalized for explanations of abstractions that are not developed by the student. 

Do NOT award a point if any one of the following is true: 
· the explanation does not apply to the selected abstraction; or 
· the abstraction is not explicitly identified (i.e., the entire program is selected as an abstraction, without explicitly identifying the code segment containing the abstraction).

	
	The response DID NOT earn the point for this row.
The response does not explain how this abstraction chosen manages complexity of the program. The response states "It was complex making the game move automatically to the next question after you answer it correctly." This is not the correct meaning of complexity for this row.

Code.org Commentary: The response demonstrates a misunderstanding of the word “complexity” in the context of abstraction. Students need to explain how their abstraction manages or reduces the complexity of their program.  





3. Program Code 
Capture and paste your entire program code in this section. 
· Mark with an oval the segment of program code that implements the algorithm you created for your program that integrates other algorithms and integrates mathematical and/or logical concepts. 
· Mark with a rectangle the segment of program code that represents an abstraction you developed. 
· Include comments or acknowledgments for program code that has been written by someone else.
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