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[bookmark: _heading=h.zgfu9djc8mhl]This resource is part of a series of materials to support technical education teaching. The approach to developing the materials draws from research led by Professor Kevin Orr that sets out a model for understanding of technical education pedagogy.
The curriculum development begins with the knowledge that students are working to learn and apply. Teachers draw from their subject and industry expertise, and their knowledge of their students, to make decisions about the core concepts the curriculum will focus on, how they will sequence these concepts, and the activities that are selected to support students’ learning. The decisions behind the resources suggested in this topic are the result of choices made by the curriculum development team, which will be reviewed and improved by teachers’ decision-making and ongoing reflection in their own circumstances.
The materials also seek to support teachers in bringing classroom and industry closer together, by providing assets that draw from authentic industry materials, and using opportunities to capture workplace practice that can be shared with students.
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[bookmark: _Toc217054788]Introduction
This document for teachers outlines both the topic area covered and the approach to using the suite of resources and assets for each lesson. Unless otherwise stated, definitions of key terms have been developed by the authoring team and reviewed in the context of the activities. Teachers may choose to revise definitions as necessary and should review the content in advance of delivery to ensure it is appropriate for learners.
[bookmark: _Toc217054789]Topic purpose
This document outlines the topic area and approach to using the resources for the Digital Software Development Employer Set Project (ESP), with a specific emphasis on Project Planning (Task 1) and Reflective Evaluation (Task 4b). It aims to introduce students to the ESP and its connection to industry, supporting preparation for assessment and future careers in the digital sector.
[bookmark: _heading=h.f6hrthir1mlh]This guide specifically emphasises Task 1: Project planning and Task 4b: Reflective evaluation of the ESP as these are crucial for developing a holistic understanding of software development, moving beyond just coding, and have been found to be areas of the ESP where students would value additional support. Project Planning (Task 1) establishes the foundational skills for organising, strategising and making informed decisions before development begins. Reflective Evaluation (Task 4b) is equally vital, teaching students to critically assess their work, learn from challenges and continuously improve their processes, mirroring the iterative nature of real-world industry practices. 
[bookmark: _heading=h.x2kj7sip0dum]This topic comprises three resources each with accompanying video and activities to support the consolidation of knowledge:
· Each resource is designed to be used as part of a standard 1.5-hour lesson.
· Teachers may want to adapt the suggested sequencing of concepts and activities as appropriate for their students and circumstances, but they have been written to be used in order. 
· The resources are broken down to provide teacher flexibility on the depth covered in the activities; resources can also be split over multiple shorter lessons if required.
[bookmark: _heading=h.c8e53nso6dci]Each resource provides teacher flexibility, each activity has a suggested timing and every resource can be adapted and extended to fit teachers’ own planning and the needs of their students and class sizes. It is important to consider that some elements may take longer than the time shown. 
There are opportunities to build several essential skills that are developed during the course and general competencies for maths, English and digital. There are also several note-taking activities. Students can be encouraged to structure their notes so that they prioritise what is most significant or what they most want to retain and learn.
The content in the lessons can be reinforced throughout the course to support students’ learning. For example, when discussing a forthcoming industry placement, one objective can be for students to observe how agile methodologies are implemented in real-world software development teams, discuss the importance of iterative development, and note this learning in their logbook. For example: support.tlevels.gov.uk/hc/en-gb/articles/360015345420-Industry-placement-logbook-for-students. Pearson have also created an ESP learner tracker for teachers to use to log ESP progress: https://qualifications.pearson.com/content/dam/pdf/TLevels/digital-software-development/2025/teaching-and-learning-materials/esp-tracker.zip
These resources are designed for the Digital Software Development specification, however, the same knowledge and skills could be applied to the ESP in other Digital T Levels.
[bookmark: _Toc217054790]Industry importance
Planning and reflective evaluation are critical skills in the workplace. The skills and processes covered in these resources are directly aligned with what is expected in the digital software development industry. By mastering the skills involved in the ESP, students are laying the groundwork for a successful career in the industry.
Effective planning prepares students for their placements and the workplace. Planning equips them with the skills to understand project scope, requirements and features. It is crucial for budgeting to ensure resources are allocated efficiently. Planning enables teamwork, by identifying team strengths and distributing tasks accordingly, while facilitating clear communication with clients and stakeholders to set realistic expectations. Regular progress monitoring ensures projects stay on track and meet deadlines. 
Reflective evaluation complements planning by ensuring that the application is fit for its intended purpose, and by refining processes over time to maintain high standards and reduce the likelihood of future errors. It encourages adaptability and skills development, leading to improved customer satisfaction and a higher project success rate. Reflective evaluation can provide tangible evidence of success, enhance communication and decision-making, reduce maintenance costs and inform future developments. Students need to be able to critically assess their work to identify strengths and opportunities for growth and articulate what they have learned. These skills will help prepare them for post-project reviews, retrospectives and agile sprint evaluations in industry. 
“A core quality we look for in Google interviews is strong self-reflection, often demonstrated through reflective analysis. We understand that no one writes perfect code on the first attempt, but the ability to critically evaluate your own work – identifying both successes and opportunities for improvement – is the clearest indicator of a candidate's potential for continuous growth.”
Zack Akil, Machine Learning Engineer and Developer Advocate, Google 
Employers value individuals who can foresee challenges, allocate tasks effectively and justify their decisions, as well as those who have the ability to self-assess and adapt, as it drives innovation and efficiency.
These resources have been developed in collaboration with industry professionals to ensure that the content is both relevant and reflective of current industry standards and practices. These connections help students see the real-world application of their learning and understand the importance of the skills they are developing.
[bookmark: _Toc217054791]Industry links
· Atlassian offers extensive resources on Agile project management, including guides on Scrum and Kanban, which are key to modern software development. Useful articles include: https://www.atlassian.com/agile/project-management and https://www.atlassian.com/agile/scrum.
· AWS (Amazon Web Services) provides a clear explanation of the software development lifecycle (SDLC), outlining its common phases and popular models like Waterfall, Iterative and Agile. See their guide at https://aws.amazon.com/what-is/sdlc/.
· The IBM website includes a resource defining the SDLC and its phases, providing a foundational understanding of the process: https://www.ibm.com/think/topics/sdlc.
· [bookmark: _heading=h.7ox8cgfk9m9l]Computer Weekly publishes articles on many of the topics discussed: https://www.computerweekly.com/ 
· The Guardian’s Technology page features articles on many of the topics discussed (other news sites also have technology-based articles): https://www.theguardian.com/uk/technology 
· The BBC’s Technology page also features articles on many of the topics discussed: https://www.bbc.co.uk/news/technology 
· The Association of Colleges has published a collection of case studies that showcase digital industry placements across various sectors (PDF): https://d4hfzltwt4wv7.cloudfront.net/uploads/files/Digital-Industry-Placements-across-industries-A-collection-of-case-studies.pdf 
· Google Sheets Timeline feature can be used to create and view example Gantt charts: https://support.google.com/docs/answer/12935277   
· There are several tools commonly used in industry for collaboration and project management, including Jira, Trello, Asana, monday.com. 
[bookmark: _Toc217054792]Prior learning
Prior to undertaking the ESP, students should have a good grasp of topics across the core component of the course, enabling them to apply their learning effectively to these materials. This encompasses an understanding of digital technologies, software development methodologies, design principles, user experience, project management, problem solving and professional practice. This foundational knowledge equips learners with the necessary skills and expertise to effectively apply their learning to real-world industry challenges presented in the ESP.
[bookmark: _Toc217054793]Accessibility
[bookmark: _heading=h.b852wwrt18ba]The teaching materials have been designed to provide teachers with a flexible framework, including different approaches to activities, suggested consolidation activities to further embed knowledge and adaptable study questions to assess learning. As with all resources, teachers will wish to consider the specific needs of their students when using the materials, including Special Educational Needs and Disabilities (SEND). Although content has been reviewed, accessibility in externally linked resources cannot be guaranteed.
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Students' base level of digital literacy and computational thinking knowledge may affect how much explanation is needed to make appropriate industry links. Drawing on the students' own experiences including from their industry placements will support this. Students' understanding and experience of the world of work will be varied, which may mean they find applying the content to an industry environment challenging. Engaging in whole group discussions where appropriate and sharing students' experiences will help expose students to different experiences.
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[bookmark: _Toc217054794]Learning outcomes and specification coverage
	Resource
	Learning outcomes
	Specification coverage
	Skills and general competencies
	Links to other specification content

	1
	Students will be able to:
· explain the purpose of the ESP and explain its links with industry practices
· describe each task of the ESP.
	The ESP draws on knowledge from across the core components. 
· Task 1: Planning a project
· [bookmark: _heading=h.h2o5i9o0hxnq]Task 2: Identifying and fixing defects in existing code
· Task 3: Designing a solution
· Task 4a: Developing a solution
· Task 4b: Reflective evaluation
	Skills
2. Communicate information clearly to a technical and non-technical audience 
3. Work with others in a collaborative manner to allow for/encourage faster, better and more efficient achievement of goals
General competencies
English:
E2 Present information and ideas
E4 Summarise information/ideas
Digital:
D3 Communicate and collaborate
	Digital Software Development:
Content area 1: Problem solving
Content area 2: Introduction to programming

Knowledge and skills for the ESP is drawn from across the core content including programming, business context, data, security and digital environments


	2
	Students will be able to:
· explain the importance of planning in successful projects
· identify key features of a project plan
· explain the importance of justifying planning decisions
· justify project planning decisions made in various scenarios
· effectively communicate project planning decisions.
	· Task 1: Planning a project
	Skills
2. Communicate information clearly to a technical and non-technical audience 
3 Work with others in a collaborative manner to allow for/encourage faster, better and more efficient achievement of goals
General competencies
English:
E2 Present information and ideas
E4 Summarise information/ideas
Maths:
M9 Cost a project
Digital:
D3 Communicate and collaborate
	Digital Software Development:
Content area 1: Problem solving
Content area 2: Introduction to programming

Knowledge and skills for the ESP is drawn from across the core content including programming, business context, data, security and digital environments

	3
	Students will be able to:
· explain the importance of reflective evaluation in successful projects
· evaluate decisions made in various project scenarios
· effectively communicate reflective insights.
	· Task 4b: Reflective evaluation
	Skills
1. Be able to reflectively evaluate 
2. Communicate information clearly to a technical and non-technical audience 
3. Work with others in a collaborative manner to allow for/encourage faster, better and more efficient achievement of goals
General competencies
English:
E2 Present information and ideas
E4 Summarise information/ideas
Digital:
D3 Communicate and collaborate
	Digital Software Development:
Content area 1: Problem solving
Content area 2: Introduction to programming

Knowledge and skills for the ESP is drawn from across the core content including programming, business context, data, security and digital environments
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[bookmark: _Toc217054795]Resource guidance
[bookmark: _Toc217054796]Resource 1: An introduction to the Employer Set Project
This resource provides an introduction to the ESP for students undertaking the T Level in Digital Software Development. Through a series of video segments, questions and discussion points, learners will gain an overview of the ESP's purpose, assessment tasks and skills it aims to develop. The activities are designed to connect the ESP directly to real-world industry practices, preparing students for their assessment and for careers in the digital sector. 
Teachers may wish to adapt the suggested sequencing, timing and activities as appropriate for their students.
[bookmark: _Toc217054797]Preparation
	Resources provided
	· Resource 1 Video: ESP Walkthrough https://vimeo.com/1148630216
· Resource 1 Activity 1 Worksheet
· Resource 1 Activity 1 Worksheet Answers
· Resource 1 Activity 2 Worksheet
· Resource 1 Activity 2 Worksheet Answers
· Resource 1 Consolidation Worksheet

	Equipment needed
	· Screen and internet access for the teacher
· Printer for physical copies of handouts, if required
· Students will require access to computers for some activities

	Prior learning
	· Prior to undertaking the ESP, students should have a good grasp of topics across the core component of the course and an understanding of digital technologies, software development methodologies, design principles, user experience, project management and professional practice. This foundational knowledge equips learners with the necessary skills to effectively apply their learning to real-world industry challenges presented in the ESP.

	Common misconceptions
	· Students might believe the ESP is just another exam, not understanding its practical, project-based nature.
· They may underestimate the importance of the ‘pre-task’ or preparation phases, thinking only the timed tasks count.
· Students might not immediately grasp the direct relevance of the ESP skills to actual industry roles, viewing them as a purely academic exercise.
· The ESP is solely about coding, overlooking the equally important planning, design and evaluation aspects.

	Accessibility
	· Seek to ensure wide representation for any visiting speakers and case studies used. 
· Ensure captions are turned on or provide video transcripts for students with hearing impairments.
· Offer various methods for students to complete activities (e.g. typing on a computer, writing on paper, verbal responses) to accommodate different students.


[bookmark: _Toc217054798]Activity guide
	Introduction
SUGGESTED TIME: 
5 minutes
RESOURCES: 
None
	· Engage students by asking what they know about the ESP.
· Facilitate a brief class discussion on: "What skills do you think the ESP will test you on?". Encourage students to think broadly, considering not just technical skills but also problem solving, communication and teamwork. 
· Introduce the main learning objective: to understand the ESP and its links to industry.

	Activity 1: Introduction to the ESP
SUGGESTED TIME: 
30 minutes
RESOURCES: 
· R1 Video
· R1 Activity 1 Worksheet
· R1 Activity 1 Worksheet Answers
	· Hand out Resource 1 Activity 1 Worksheet. This worksheet is designed to guide students through the key information presented in the video, ensuring they capture essential details about the ESP’s structure and significance.
· Play the Introduction to the Employer Set Project: Walkthrough video (https://vimeo.com/1148630216) to the whole class. The video is 5 minutes 49 seconds long and should be watched in three parts as advised in the guidance below.
· Encourage students to actively listen for details related to the ESP’s duration, tasks and core assessment weighting as these are common areas of misunderstanding.
· Ask students to make notes on the questions as they watch, pausing to facilitate comprehension and discussion. Below are suggested pause points for consolidation and discussion.
· An answer sheet is provided, however the purpose of the activity is for students to learn from the video and take structured notes. The information given in the answer sheets may be more detailed than students’ answers, and sometimes provide additional information to the video.
· Clarify that any notes that students take during the pre-task cannot be taken with them into the exam.
Part 1: 00:00–01:01
· In part 1 of the video, Zack from Google and James from London Design & Engineering UTC introduce the ESP for the T level in Digital Software Development. They will tell students how long the ESP is, what tasks are involved and how much of the core assessment it counts towards. 
· Pause the video at 1 minute 1 second. Give students time to answer questions 1–2 on their worksheet. 
Additional discussion prompts:
· What are your initial thoughts or expectations about the ESP after the introduction?
· Students might express excitement, nervousness or curiosity. Guide them to consider the practical application vs. theoretical learning.
· Why do you think you are given 14.5 hours to complete the ESP?
· Focus on the depth and complexity of the project; it’s not a quick task and requires significant time for planning, development and reflection. Emphasise that this mimics real-world projects.
· The ESP counts towards 40% of your core assessment. What does this tell you about its importance?
· Highlight the impact on the overall grade, reinforcing that it is a major component that requires effort and preparation.
· What do you think will be the biggest challenge in the ESP?
· Encourage a range of answers, e.g. time management, specific tasks like coding/documentation, working independently or maintaining motivation.
Part 2: 01:01–03:18
· There are a few terms that come up in this section which students may not understand. If needed, pause the video to explain.
· 2:36 Level-based mark scheme: assesses the overall quality and complexity of your work by comparing it to set level descriptors. Instead of counting individual points, the marker uses a 'best fit' approach to determine which standard your answer most closely achieves.
· 2:39 Descriptor traits: each level is made up of a number of traits that indicate the quality of responses students need to demonstrate. These traits progress across levels.
· In part 2, David from the awarding body explains the core knowledge and skills that are assessed in the ESP. This section goes into more detail about the marks available for each task and what the awarding body is looking for. 
· If needed, explain to students that the 3 marks awarded in Task 3 for quality of communication are about clarity and appropriateness. Are students confident that someone else could produce the intended outcome from their designs, without additional input.
· Pause the video at 3 minutes 18 seconds. Give students time to answer questions 3–6 on their worksheet. 
Additional discussion prompts:
· Which task do you anticipate finding the most challenging and why?
· Which task are you most looking forward to and why?
· Encourage students to link their answers to specific skills. Guide them to consider their personal strengths and development areas.
· Why do you think the awarding body has broken the ESP down into these specific tasks? How do they relate to a real-world software development project?
· Emphasise how this mirrors industry approaches to manage complexity, track progress and allow for specialisation. Connect to roles such as project manager, developer, QA tester and UX designer.
· Discuss the weighting of marks for each task. Does this surprise you? What does it emphasise?
· Guide students to observe which aspects are prioritised, e.g. planning and reflective evaluation, and emphasise that the ESP values a holistic understanding of the project lifecycle.

Part 3: 03:18–End
· In the final part of the video, Arthur, from 10:10 Games, and Fernanda, a Degree Apprentice at IBM and former T-Level student, outline how the skills learned in the ESP will prepare students for working in the industry, and they give some of their top tips.
· Give students time to answer the remaining question (Q7) on the worksheet.
Additional discussion prompts:
· Why is it important for a software developer to have skills beyond coding?
· Focus on both technical and other skills, e.g. communication, teamwork, problem solving and adaptability.
· How might success in the ESP contribute to your future career or educational pathways in the digital sector?
· Discuss how the ESP prepares students for industry placements, entry-level roles or further education by building professional competencies and understanding the product lifecycle.

	Plenary
SUGGESTED TIME: 
10 minutes
RESOURCES: 
· R1 Activity 2 Worksheet
· R1 Activity 2 Worksheet Answers
	· Hand out the Activity 2 Worksheet to small groups.
· Choose one of the following methods (or one of your own) to run this activity:
Panel show format:
· Turn your group into a panel of 'experts'.
· One person can act as the host, reading out each statement.
· The panel discusses whether it's a fact or myth, and the rest of the class 'audience' can vote or ask follow-up questions.
Game show style:
· Create a quiz-style game where each group takes turns answering whether a statement is a fact or a myth.
· Award points for correct answers and bonus points for strong justifications.
Debate corners:
· Label different corners of the room as ‘Fact,’ ‘Myth,’ or ‘Unsure.’
· After each statement is read, students move to the corner that represents their view and then explain why they chose it.
· When a statement is discussed, ask “Why do you think this is a myth/fact?” and “What evidence from the video supports your answer?”
· Clarify incorrect misconceptions, and reinforce the correct understanding by replaying short segments of the video, if necessary, or by referring back to the Activity answers. Encourage peer feedback.

	Follow-up / consolidation
(to be completed outside of lesson)
SUGGESTED TIME: 
30 minutes
RESOURCES: 
· R1 Consolidation Worksheet
	· As a follow-up piece of work, give students a copy of the Resource 1 Consolidation Worksheet. Assign students a different industry sector to research (e.g. Finance, Healthcare, Retail, Manufacturing, Entertainment). 
· Encourage them to choose a sector that genuinely interests them or aligns with their career aspirations.
· This activity is designed to help prepare them for the ESP pre-task by developing their understanding of digital applications across diverse industries. 
· Encourage students to present their findings in a format of their choice to practise their communication skills.
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[bookmark: _Toc217054799]Resource 2: Project planning
This resource focuses on project planning in the digital software development industry. Through a series of video segments, activities and discussions, students will explore the importance of effective planning, identify key features of a robust project plan and learn to justify planning decisions. The aim is to equip learners with the essential skills needed for Task 1 of the ESP and for careers in the digital sector.
Teachers may wish to adapt the suggested sequencing, timing and activities as appropriate for their students.
[bookmark: _Toc217054800]Preparation
	Resources provided
	· Resource 2 Video: ESP Project Planning https://vimeo.com/1148630876
· Resource 2 Activity 1 Worksheet
· Resource 2 Activity 1 Worksheet Answers
· Resource 2 Activity 2 Worksheet
· Resource 2 Activity 2 Worksheet Answers
· Resource 2 Activity 3 Worksheet
· Resource 2 Consolidation Worksheet

	Equipment needed
	· Screen and internet access for the teacher
· Printer for physical copies of handouts
· Students will require access to computers for some activities

	Prior learning
	· Students should have a foundational understanding of project planning concepts, as this resource aims to build upon that knowledge by focusing on key features, justification of decisions and effective communication.

	Common misconceptions
	· Students may see planning as an unnecessary step rather than an essential tool for project success, underestimating its direct impact on outcomes.
· That project plans, once created, are rigid and unchangeable rather than adaptable documents that evolve with the project.
· Students may struggle to see the connection between detailed planning and efficient execution, believing that they can ‘figure it out as they go’ for minor tasks.
· There could be a misconception that all planning decisions are made in isolation by one person, rather than through collaboration and justification within a team or with stakeholders.
· Students might underestimate the importance of communicating planning decisions effectively, leading to misunderstandings or resistance from team members.

	Accessibility
	· Seek to ensure wide representation for any visiting speakers and case studies used.
· Ensure captions are turned on or provide video transcripts for students with hearing impairments.
· Offer various methods for students to complete activities (e.g. typing on a computer, writing on paper, verbal responses) to accommodate different students.


[bookmark: _Toc217054801]Activity guide
	[bookmark: _heading=h.2u2qyd3691xe]Introduction
SUGGESTED TIME: 
10 minutes
RESOURCES: 
None
	· Icebreaker: In pairs or small groups, discuss the following: "Think about a time (it could be at school, home or even a hobby project) where planning made a big difference to the outcome. What happened, and what did you learn?"
· After a few minutes, invite groups to share their experiences with the whole class.
· Encourage diverse examples, from personal projects to group assignments, to highlight the universal nature of planning.
· Bridge to the main topic by presenting the prompt: "Why is it important to plan?" Facilitate a brief class discussion, inviting students to share their thoughts.
· Guide the discussion to cover the key benefits of planning, such as:
· to ensure project success
· to manage resources efficiently
· to mitigate risks
· to facilitate teamwork and collaboration
· to enable informed decision-making
· to monitor progress and stay on track
· to ensure stakeholder satisfaction.
· This introductory discussion can be adapted. For larger groups, consider having students write down their key reasons first before sharing in smaller breakout groups or using a digital polling tool.

	Activity 1: Introduction to project planning
SUGGESTED TIME: 
30 minutes
RESOURCES: 
· R2 Video
· R2 Activity 1 Worksheet
· R2 Activity 1 Worksheet Answers
	· This activity uses the project planning video (https://vimeo.com/1148630876) to introduce core concepts and the specific requirements of Task 1 of the ESP. The video is 7 minutes 14 seconds long and should be watched in four parts as advised in the guidance below.
· Hand out Resource 2 Activity 1 Worksheet to each student. Explain that as they watch the video, they should complete the questions on the worksheet at the designated pause points.
· Play the Employer Set Project: Project planning video to the class. 
· Encourage active listening and note-taking. Remind students that the video relates to the assessment objectives for AO1 (Planning). Below are suggested pause points for completing the worksheet and for class discussion. 
· An answer sheet is provided, however the purpose of the activity is for students to learn from the video and take structured notes. The information given in the answer sheets may be more detailed than students’ answers, and sometimes provide additional information to the video.
Part 1: 00:00–01:21
· In part 1 of the video, Zack from Google and Arthur from 10:10 Games explain the importance of project planning. They will explain how to plan for success and the consequences of having no plan.
· Pause the video at 1 minute 21 seconds. Give students time to answer questions 1–3 on their worksheet.
· This pause allows students to process the initial arguments for planning and consider real-world consequences.
Additional discussion prompts:
· Can you think of a time when a lack of planning led to a negative outcome in your own experience (e.g., school project, personal task)?
· Encourage personal anecdotes, e.g. rushed essays, disorganised group projects etc. Guide them to identify consequences like missed deadlines, poor quality, increased stress or wasted resources.
· What are some of the immediate consequences of starting a project without a clear plan?
· E.g. chaos, inefficiency, misunderstandings, scope creep, missed requirements and rework. 
· How might good project planning contribute to a positive outcome in a real-world scenario?
· E.g. efficiency, clarity, meeting objectives, stakeholder satisfaction, reduced stress and the ability to adapt to changes more easily.
· How might the initial planning decisions made in Task 1 influence the subsequent tasks of the ESP, such as identifying and fixing defects (Task 2) or developing a solution (Task 4a)?
· Discuss how a clear plan can prevent or mitigate issues in later stages (e.g. a well-defined scope reduces rework, a good design minimises defects).
Part 2: 01:22–03:56
· In part 2, David from the awarding body provides detail about the assessment criteria and marks available for Task 1. He explains that half of the awarded marks are for the rationale and provides top tips for completing this task successfully.
· Pause the video at 3 minutes 56 seconds. Give students time to answer questions 4–6 on their worksheet. 
· This section highlights the importance of justification, a critical skill for the ESP.
Additional discussion prompts:
· How can you ensure your rationale is clear, concise and effectively justifies your project planning decisions?
· Guide students to think about structure (e.g. PEE), using evidence from the brief, anticipating counter-arguments and writing for both technical and non-technical audiences. Emphasise linking decisions directly to requirements and constraints.
· What specific challenges do you anticipate when trying to justify your planning decisions, and how might you overcome them?
· E.g. lack of data, difficulty articulating complex ideas, dealing with subjective opinions. Discuss overcoming these through research, using logical arguments, peer review and practising communication.
· Thinking about the importance of justifying planning decisions, what kind of evidence or rationale would you use to support your choices for project scope, resource allocation or the timeline in a project plan?
· Encourage students to think about data, research, best practices, stakeholder input or previous experiences as evidence for their decisions. This moves towards critical thinking and accountability in planning.
[bookmark: _heading=h.myqgyaj9ylj5]Part 3: 03:57–05:17
· In part 3, James from London Design & Engineering UTC explains the difference between the pre-task and Task 1. He goes into detail about the time allocation and what will be expected of students in these tasks.
· Pause the video at 5 minutes 17 seconds. Give students time to answer questions 7 and 8 on their worksheet. 
· This section clarifies the structure of the ESP and sets expectations for time management and distinct task components.
Additional discussion prompts:
· What are the advantages of breaking down a large project into smaller, manageable tasks?
· E.g. manageability, clearer responsibilities, easier progress tracking, early identification of issues, improved quality. Relate to agile methodologies with smaller iterative cycles.
· How can using tools like Gantt charts help you address the challenges of creating a detailed project schedule?
· E.g. visualising timelines, dependencies and resource allocation, helping to identify bottlenecks, manage multiple tasks and communicate schedules. This helps with risk management.
· In a collaborative team setting, how can the process of breaking down tasks and using scheduling tools be used to ensure clear communication and shared understanding among team members?
· Focus on the communication aspect. Discuss how a well-defined task breakdown and a visual schedule can serve as a common reference point for the team, clarifying responsibilities, dependencies and overall progress, thus reducing misunderstandings.
[bookmark: _heading=h.m4mm7hmi1da8]Part 4: 05:18–End
· In the final part of the video, Fernanda explains that project planning is crucial for her work at IBM. She provides practical advice on how to plan successfully for the ESP.
· Give students time to answer question 9 on the worksheet.
· This section connects the ESP directly to industry practice and reinforces the value of skills being learned.
Additional discussion prompts:
· Beyond the ESP, how do you see the project planning skills, discussed by Fernanda, applying to a career in digital software development or other industries?
· Encourage students to broaden their perspective beyond software development, e.g. project management, event planning, construction, scientific research, marketing. Emphasise universal skills, e.g. resource allocation, risk assessment, scheduling and communication.
· Based on the advice given, what is the single most important piece of practical advice you will take forward for your own ESP planning?
· Encourage personal reflection on what resonated most.
· Finally, introduce the ‘Planning your time’ table at the end of the worksheet. 
· Ask students to use this table to make an initial allocation of time for the various components of the pre-task and Task 1. Encourage them to consider the complexity of each element and their own working pace.
· Emphasise that this is a working document. Students should revisit and adjust their time allocations as they progress through their preparation for the ESP. This encourages flexibility and realistic time management.
· Use the time plan as a discussion prompt. Ask students to share their initial time allocations and justify their decisions. This can lead to valuable peer learning and help them identify potential time management challenges. Note that the answer sheet includes a suggestion for this, but this is only a guideline.

	Activity 2: Planning charts
SUGGESTED TIME: 
10 minutes
RESOURCES: 
· R2 Activity 2 Worksheet
· R2 Activity 2 Worksheet Answers
	· If students aren’t yet confident with the planning charts referenced in the video, use the optional Activity 2 worksheet.
· Explain that a Gantt chart is used to break a project down into its individual tasks and helps to provide a roadmap of the full project. A resource and cost plan is used to help calculate the total costs for a project.
· Ask students to familiarise themselves with the planning charts by labelling the features of each chart.
· When discussing task dependencies, it would be useful for students to understand the concept of the critical path. A critical path is a sequence of project tasks that must be completed on time for the entire project to be finished by a deadline. Emphasise that any delay to a task on the critical path will delay the entire project. Highlight the importance of accurate task duration estimates and contingency planning for high-risk tasks. To develop understanding of critical paths and the importance of managing and mitigating risk, ask questions such as:
· Why is understanding the critical path essential for a Project Manager’s decision-making process?
· How might a delay to a task on the critical path impact other areas of the project?
· How would you identify tasks that require buffer time?
· How would you justify buffer time to a client that wants the project completed as quickly as possible?
· What are the risks of not building in buffer time for complex or high-risk tasks?
· If time allows students could research different examples of Gantt charts and resource and cost plans to widen their understanding of the use of these in managing projects

	Activity 3: Making decisions
SUGGESTED TIME: 
30 minutes
RESOURCES: 
· R2 Activity 3 Worksheet
	· This activity focuses on applying project planning principles to practical scenarios with a strong emphasis on justification.
· Begin with a class discussion to help learners identify the factors involved in making planning decisions. Prompt students with questions like:
· What key factors do professionals consider when making project decisions?
· How do they justify their choices?
· Can you think of similar situations where you've had to make a decision and justify it?
· After the discussion, recap the factors influencing project planning decisions, such as cost, skills, resources, and time. Encourage students to contribute any additional factors they can think of.
· Emphasise that in real-world scenarios these factors are often interconnected and require careful balancing.
· Distribute Activity 3 Worksheet. Ask groups to match the tasks to the team members they believe are best suited for them, considering factors like skills, experience and availability. 
· Emphasise that there are no ‘right’ answers; the important thing is that students can explain the reasons for their choices. 
· Teachers may want to model this by choosing one of the tasks and talking through their decision making process around who might be suitable for the job. For example:
· For Database Design, I would choose Team Member X because they have strong SQL skills and previous experience with complex data structures. While Team Member Y also has some database knowledge, X’s deeper experience reduces the risk of delays and ensures the design meets the scalability requirements.
· Remind them that there might be multiple suitable candidates and the decision will often involve trade-offs (e.g. speed vs. cost, quality vs. time). Encourage learners to make notes about their justifications ready to present later.
· A common challenge for learners is effectively connecting resources and understanding how different team members can collaborate or support each other throughout a project. To encourage 'joined-up thinking' and reflect realistic industry practices, consider emphasising the following points during the activity and in post-activity discussions:
· Encourage students to think beyond simply matching one person to one task. Prompt them to consider how tasks might be interdependent and require collaboration between different team members and discuss the critical sequence – which tasks must be completed before others can begin.
· If a contractor is assigned, discuss the good practice of linking them with a permanent staff member at some stage. This ensures knowledge transfer, maintains project continuity and integrates external expertise effectively. For example, the staff member could be responsible for onboarding the contractor, reviewing their work or acting as a point of contact for internal systems.
· If a junior software developer is working on a task, highlight the benefit of assigning a senior developer to collaborate during part of the development process. This provides mentorship, quality assurance and helps the junior developer grow their skills. This collaboration could involve code reviews, pair programming or regular check-ins.
· When students identify skill gaps, encourage them to think creatively about how to fill them. Beyond hiring a subcontractor, discuss options like internal training, cross-skilling existing team members or assigning a supervisor with relevant expertise.
· During the activity, circulate around the room to support groups. Ask guiding questions such as:
· What skills and experience are required for this task?
· Which team members have those skills/experience?
· What is the cost of assigning this task to each team member? 
· Are there any tasks for which no team member has the required skills? How can we address these gaps?
· What is the most effective sequence for these tasks? Are there any that must be completed before another can start?
· Why did you choose this team member for this task? What factors influenced your decision? 
· When you've assigned [Team Member A] to [Task X], who else on the team might need to interact with them, and why?
· If [Team Member B] is a junior developer, what kind of support or collaboration might they need from a more senior team member for [Task Y]?
· If you bring in a subcontractor for [Task Z], how would you ensure their work integrates smoothly with the rest of the team's efforts?
· After completing the activity, facilitate a class discussion where groups share their choices and explain the reasoning behind their decisions. Encourage reflection on the decision-making progress and its impact on project outcomes.
· For larger classes, select a few groups to present or use a ‘gallery walk’ approach where groups review each other’s justifications.

	Plenary
SUGGESTED TIME: 
5 minutes
RESOURCES: 
None
	· Ask students to share one new thing they learned about project planning or one key takeaway regarding decision-making and justification. 
· Think-Pair-Share: "Why is it important to justify planning decisions, and who benefits from this justification?" Ask students to discuss briefly with a partner before sharing with the class. 
· Guide students to articulate that justification fosters transparency, accountability and clarity, which are essential in a professional environment.
· Briefly remind students how effective project planning, decision-making and justification directly relate to Task 1 of the ESP. 
· Emphasise that these skills are crucial for their success in the ESP and are highly valued in all digital industry roles.

	Follow-up / consolidation
(to be completed outside of lesson)
SUGGESTED TIME: 
30 minutes
RESOURCES: 
· R2 Consolidation Worksheet
	· Distribute Consolidation Worksheet: Planning scenarios. This independent activity is designed to consolidate students’ understanding of planning and justification.
· Explain that they will read each scenario and write a justification for the chosen course of action, considering factors such as cost, skill availability and potential risks.
· Use the worked example on the worksheet to demonstrate what is expected, explicitly linking to the PEE method for structuring their justifications.
· Emphasise that there are no incorrect choices. The aim of the activity is to justify the reasons for their choices, demonstrating their understanding of project constraints and decision-making.
· Remind students to use the PEE method to structure their justifications, ensuring the rationale is clear, concise and supported by evidence from the scenario.
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[bookmark: _Toc217054802]Resource 3: Reflective evaluation
This resource explores reflective evaluation in the digital software development industry. Through a series of video segments, activities and discussions, students will learn the importance of self-assessment and how to critically review project outcomes. The aim is to equip learners with the essential skills needed for Task 4b of the ESP and for careers in the digital sector.
Teachers may wish to adapt the suggested sequencing, timing and activities as appropriate for their students. 
[bookmark: _Toc217054803]Preparation
	Resources provided
	· Resource 3 Reflective Evaluation Video https://vimeo.com/1148631809
· Resource 3 Reflective Evaluation Case Study Video https://vimeo.com/1148632414
· Resource 3 Activity 1 Worksheet
· Resource 3 Activity 1 Worksheet answers
· Resource 3 Activity 2 Worksheet
· Resource 3 Activity 3 Worksheet A
· Resource 3 Activity 3 Worksheet A answers
· Resource 3 Activity 3 Worksheet B 

	Equipment needed
	· Screen and internet access for the teacher
· Printer for physical copies of handouts
· Students will require access to computers for some activities

	Prior learning
	· Students should have a foundational understanding of project planning concepts, as this resource builds upon that knowledge by focusing on the evaluation and justification of decisions made throughout a project.

	Common misconceptions
	· That reflective evaluation only focuses on what went wrong, rather than equally highlighting successes and learning opportunities.
· Students may struggle to differentiate between describing what happened and truly evaluating why it happened and what could be done differently.
· Students might underestimate the importance of providing concrete evidence and justification for their reflective points, leading to vague or unsubstantiated evaluations.

	Accessibility
	· Seek to ensure wide representation for any visiting speakers and case studies used. 
· Ensure captions are turned on or provide video transcripts for students with hearing impairments.
· Offer various methods for students to complete activities (e.g. typing on a computer, writing on paper, verbal responses) to accommodate different students.


[bookmark: _Toc217054804]Activity guide
	Introduction
SUGGESTED TIME: 
10 minutes
RESOURCES: 
None
	· This introduction aims to highlight reflective evaluation as a continuous process vital for learning and improvement in digital projects.
· Think, pair, share: Why is reflective evaluation important? Ask students to discuss this question in pairs or small groups for a few minutes, then invite them to share their thoughts with the class. 
· Encourage students to consider both individual and project-level benefits, such as learning from mistakes, identifying successful strategies, improving future performance and ensuring client/user satisfaction. Guide them to think broadly:
· What can we learn from what happened, both good and bad?
· What worked well that we should repeat?
· How can this learning make our next project better?
· Bridge to the main topic by explicitly linking their personal experiences to the professional skill of reflective evaluation in the digital industry.
· Introduce the main learning objectives.

	Activity 1: Reflective evaluation video
SUGGESTED TIME: 
30 minutes
RESOURCES: 
· R3 Video
· R3 Activity 1 Worksheet
· R3 Activity 1 Worksheet answers
	· Hand out the Activity 1 Worksheet and play the Reflective evaluation video (https://vimeo.com/1148631809) to the whole class. The video is 4:49 minutes long and should be watched in two parts as advised in the guidance below.
· Explain that as they watch the video, they should complete the questions on the worksheet at the designated pause points, focusing on capturing key insights about the importance of reflective evaluation in industry.
· An answer sheet is provided, however the purpose of the activity is for students to learn from the video and take structured notes. The information given in the answer sheets may be more detailed than students’ answers, and sometimes provide additional information to the video.
· Play the video to the whole class. Encourage active listening and critical thinking. Below are suggested pause points for consolidation and discussion. 
[bookmark: _heading=h.pww36sumjqdj]Part 1: 00:00–02:19
· In part 1 of the video, Zack from Google, Arthur from 10:10 Games and Anna from IBM outline the importance of reflective evaluation. They will explain why it’s a valuable skill to employers and how it’s used in industry.
· Pause the video at 2 minutes 19 seconds. Give students time to answer questions 1–3 on their worksheet.
Additional discussion prompts:
· What are some real-world scenarios in the digital industry where reflective evaluation would be crucial?
· E.g. post-release reviews, agile sprint retrospectives, client feedback sessions, incident reviews, user-testing, debriefs
· How can reflecting on past mistakes help you improve your future projects?
· Focus on continuous improvement, identifying root causes, developing better processes, preventing recurrence and fostering a culture of learning.
· Beyond formal assessments, why is self-reflection a valuable personal skill?
· E.g. self-awareness, personal growth, resilience, problem solving, ability to adapt.
· Do you think reflective evaluation is more about the process or the outcome, and why? 
· Encourage a balanced view. While the outcome is important, the process often reveals more about why things happened and provides actionable insights for future projects.
[bookmark: _heading=h.g5vba6hud2us]Part 2: 02:19–End
· In part 2, James from London Design & Engineering UTC and David from the awarding body give detail about what to expect from Task 4b. They will outline the time allocation and marks available for this task as well as providing top tips for successful evaluations.
· Give students time to answer questions 4–6 on the worksheet.
· Once the video has finished, ask students to consider question 6. As they answer, encourage them to think about how reflective evaluation is useful more generally.
Additional discussion prompts:
· Considering the marks allocated, why do you think ‘rationale’ is so heavily weighted in the reflective evaluation?
· Highlight that the ‘why’ is crucial for demonstrating understanding and critical thinking. It shows they can analyse cause and effect, not just describe results. In industry, justified evaluations lead to credible improvements and buy-in.
· What are some common pitfalls or mistakes students might make in their reflective evaluations, and how can you avoid them?
· Common issues include: being too descriptive, lack of evidence, vague statements or failing to propose actionable improvements. Guide them to focus on PEE, constructive criticism and future-oriented solutions.
· Think about a project you've worked on (school or personal). What specific challenges did you face, and how could you apply reflective evaluation to learn from them?
· Encourage concrete examples that focus on learning from personal experiences.
· Through these resources, students have been taking notes as they watch videos. As they consider reflective evaluation, it may also be useful to encourage them to think about how they have learned from these note-taking activities and how they may structure their own note-taking in other situations.

	Activity 2: Evaluating decisions
SUGGESTED TIME: 
20 minutes
RESOURCES: 
· R3 Activity 2 Worksheet
	· Recap with learners what they learned about making decisions in the project planning lesson, specifically recalling factors that influence decisions (e.g. cost, skills, resources, time) and the importance of justifying those decisions. 
· Now introduce the idea of evaluating decisions that have been made and implemented. Discuss:
· Once a decision has been made and implemented, why is it important to look back and evaluate it?
· How does evaluation differ from initial planning and what new insights can it provide?
· Encourage students to think about both success and areas for improvement, emphasising that evaluation is about understanding the impact of decisions, not just identifying problems.
Matching activity (10 minutes)
· Distribute Resource 3 Activity 2 Worksheet. Explain that students will work in small groups to evaluate project decisions against the original client and user requirements. 
· The most important thing here is for students to be able to explain and justify their reasoning for each match and evaluate how well the decisions met the original requirements. Prompt them to consider:
· How well does the decision address and fulfil the requirement?
· Were there any trade-offs?
· What might be the impact of the decision on the client/user?
· Circulate around the room to support and ask guiding questions to prompt deeper thinking:
· Why did you match this decision to this requirement? 
· What are the pros and cons of this decision in relation to the requirement?
· If you were the client/user, how would you feel about this decision?
· What alternative decisions could have been made and what might their impact have been?
Discussion and reflection (5 minutes)
· Facilitate a whole class discussion where groups share some of their matches and their evaluations. Prompt with questions such as:
· How well did the project decision meet the original client/user requirement?
· What were the positive outcomes of the decision?
· What were the negative aspects or challenges associated with the decision? 
· If you were working on a similar project, what might you do differently and why?
· What did you learn about evaluating project decisions?
· Reinforce that reflective evaluation isn’t just about identifying problems but also understanding why certain decisions were made and what can be learned from them for future projects.


	[bookmark: _heading=h.as15o5svfr37]Activity 3: Reflective evaluation case study
SUGGESTED TIME: 
20 minutes
RESOURCES: 
· Reflective Evaluation Case Study Video 
· R3 Activity 3 Worksheet A & R3 Activity 3 Worksheet A answers or R3 Activity 3 Worksheet B 
	· Two options are presented for this activity. 
Option A: Video case study
· Introduce the video (https://vimeo.com/1148632414) and explain to learners that the video features Arthur Parsons from 10:10 games discussing a completed project. The video is 5:54 minutes long. 
· Before playing the video and handing out the worksheet, ask students to consider:
· How might the success of a game be evaluated by an organisation?
· What means of feedback might organisations use?
· What are the timeframes for those means of feedback (pre- or post-production for example)?
· Distribute Activity 3 Worksheet A for students to take notes on. 
· This activity is focussed on preparing the pitch; they will present this to the class later on, as explained further in the Plenary.
· Instruct learners to make notes about strengths, areas for improvement and possible future developments on the worksheet. If needed, recap the PEE (Point, Evidence, Explain) method. 
· If helpful for the students, pause the video between sections to give students time to digest the information and make notes for their answers. Additionally, if there are any industry specific terms that students are unsure of, encourage them to note these down to look up later.
· Arthur mentions user feedback, as an optional extra activity ask students to discuss the different ways feedback could be collected, and how this feedback is important for primary research and testing.
· After the video, invite learners to share what they have written down.
· Example answers are provided in Resource 3 Worksheet A answers.
· Discussion Questions:
· What aspects of the project went particularly well, and what specific evidence could be used to support this? 
· What were the most significant challenges faced during the project, and how were they overcome? What evidence supports this?
· How did the initial project planning contribute to either the successes or the difficulties encountered in the later stages?
· To ensure students develop a complete and rigorous approach to reflective evaluation, it is important to guide them through evaluating both project successes and areas for improvement. Emphasise that all aspects of reflection (positive or negative) must be evidenced and justified using specific examples from their project work.
Pair activity: Future improvements pitch (10 minutes)
· Divide learners into pairs. Explain that based on their individual reflection from the video case study, each pair will now prepare a one-minute pitch for future developments.
· To help with this task invite students to use the internet to research reviews of the game mentioned in the video: Funko Fusion. They should look for reviews of the game when it was released, and consumer reviews a while after the game came out. Students should aim to find reviews that mention positives and areas for improvement. 
· The pitch should include:
· what worked well and what didn't (from their perspective as a user/evaluator of the project presented in the video)
· a proposal for ONE new future development that solves a problem or significantly improves the user experience (UX) of the product/project featured in the video
· a clear explanation for WHY this proposed development is important (e.g. how it addresses identified issues, enhances user satisfaction, aligns with market needs).
· Encourage pairs to consider the impact of their proposed development and be ready to justify their ideas. Inform learners that the rest of the class will be acting as 'investors' who need to be convinced of the merit of their proposed improvement.
Option B: Industry interview
· Distribute Resource 3 Activity 3 Worksheet B for students to take notes on. 
· Encourage students to identify and contact a local business or an organisation they have a connection with.
· Alternatively, provide a list of potential local businesses or industry contacts if students struggle to find one. Consider offering a template email or script for students to use when requesting an interview.
· Review the ‘Interview Structure’ section on the worksheet with students. Emphasise the importance of covering the Project Brief & Requirements, The Solution & Key Features, User Feedback & Reflection, and Future Development.
· Discuss best practices for interviewing, such as active listening, taking clear notes and asking follow-up questions.
· Remind students to take thorough notes during the interview.
· After the interview, students will use their notes to complete the reflective evaluation sections of the worksheet. Explain that they will make notes about strengths, areas for improvement and possible future developments on the worksheet. If needed, recap the PEE (Point, Evidence, Explain) method. 
· Explain that students will later present the findings from their interviews in a format of their choice, e.g. a presentation, a video, an audio recording, a written report, an infographic or a blog post.
· Should you choose this activity, the time in class should be spent researching and preparing for the interview. Once all the students have managed to arrange and complete the interviews, the Plenary activity can be arranged for a later date.

	Plenary
SUGGESTED TIME: 
20 minutes
RESOURCES: 
None
	· Facilitate the pitches. Each pair presents their ‘Future improvements pitch’ to the class.
· After each pitch, open a brief Q&A session where ‘investors’ (the rest of the class) can ask clarifying questions or challenge assumptions.
· Encourage constructive feedback and discussion among students regarding the strengths of each pitch and potential areas for further thought.
· Ensure a supportive environment where students feel comfortable presenting and receiving feedback.
· Conclude by summarising the key learning points about reflective evaluation, emphasising its iterative nature: reflective evaluation isn't a one-off task, but a continuous cycle of learning, adapting and improving.
· Connect it back to the importance of continuous improvement in real-world digital software development projects. 
· Reiterate how effectively evaluating past projects leads to better decision-making, fosters innovation and ensures the delivery of high-quality, user-centric solutions in future work. 
· Highlight that this skill is critical for their success in Task 4b of the ESP and for their long-term career in the digital industry.

	Follow-up / consolidation
SUGGESTED TIME: 
5 minutes
RESOURCES: 
None
	· Ask students to maintain a reflective journal for a short period (e.g. one week) where they document their learning experiences, challenges encountered and solutions applied in any academic or personal project.
· Provide specific prompts to guide their journaling, such as:
· “What was the goal of your activity/project?”
· “What went well and why?”
· “What challenges did you face and how did you address them?”
· “What would you do differently next time and why?”
· “What new skills or insights did you gain?”
· Encourage them to consider how this practice of regular reflection can be applied to their preparation for the ESP, particularly for Task 4b: Reflective evaluation.
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[bookmark: _Toc217054805]Weblinks and resources
All weblinks and other resources referred to have been used in accordance with the owner Terms and Conditions and, where specified, permission has been granted by the owner. 
Although content has been reviewed, accessibility in externally linked resources cannot be guaranteed. Inclusion of web links or mention of external organisations within the teaching materials does not imply any affiliation with, endorsement by or sponsorship of these external organisations.
	Location
	Link
(with permission if required)
	Owner
	Date last accessed

	Teaching Guide page 3
	https://qualifications.pearson.com/en/qualifications/t-levels/digital-software-development.html 
	Pearson*
	January 2026

	Teaching Guide pages 3 and 29
	www.technicaleducationnetworks.org.uk 
	Technical Education Networks
	January 2026

	Teaching Guide page 6
	support.tlevels.gov.uk/hc/en-gb/articles/360015345420-Industry-placement-logbook-for-students   
	GOV.UK
	January 2026

	Teaching Guide page 6
	https://qualifications.pearson.com/content/dam/pdf/TLevels/digital-software-development/2025/teaching-and-learning-materials/esp-tracker.zip 
	Pearson*
	January 2026

	Teaching Guide page 7
	https://www.atlassian.com/agile/project-management (with permission)
	Atlassian
	January 2026

	Teaching Guide page 7
	https://www.atlassian.com/agile/scrum (with permission)
	Atlassian
	January 2026

	Teaching Guide page 7
	https://aws.amazon.com/what-is/sdlc/ 
	Amazon Web Services
	January 2026

	Teaching Guide page 7
	https://www.ibm.com/think/topics/sdlc 
	IBM
	January 2026

	Teaching Guide page 7
	https://www.computerweekly.com/ 
	Computer Weekly
	January 2026

	Teaching Guide page 7
	https://www.theguardian.com/uk/technology 
	The Guardian
	January 2026

	Teaching Guide page 7
	https://www.bbc.co.uk/news/technology 
	BBC
	January 2026

	Teaching Guide page 7
	https://d4hfzltwt4wv7.cloudfront.net/uploads/files/Digital-Industry-Placements-across-industries-A-collection-of-case-studies.pdf 
	Association of Colleges
	January 2026

	Teaching Guide page 7
	https://support.google.com/docs/answer/12935277
	Google
	January 2026
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* ‘T-LEVELS’ and ‘T Level’ are registered trade marks of the Department for Education. 

[bookmark: _Toc217054806]Terms of use and disclaimer of liability
These resources are made available subject to the Technical Education Networks programme Terms and Conditions. These can be accessed at www.technicaleducationnetworks.org.uk 
[bookmark: _heading=h.9d2rwg47i6iz]The Terms and Conditions set out the legal terms and associated information relating to the teaching materials and other assets produced as part of the Technical Education Networks programme. The Terms and Conditions may be updated from time to time, please ensure you have read and understood them each time you access the resource.
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