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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, along with knowledge of their students, to make decisions about the core concepts the curriculum will focus on, how they will sequence these concepts, and which activities will best support students’ learning. The decisions behind the tasks 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 on 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.
HEALTH AND SAFETY 
It is assumed that activities outlined in this Teaching Guide will be undertaken in suitable facilities or work areas by suitably trained personnel and that good practices, appropriate use policies and procedures will be observed. Teachers should consult their employers’ risk assessments before use and consider whether any modification is necessary for the particular circumstances of their own class/institution.
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[bookmark: _Toc137031731][bookmark: _Toc138426714][bookmark: _Toc138426738][bookmark: _Toc138426770][bookmark: _Toc138426802][bookmark: _Toc138426834][bookmark: _Toc233367362]Introduction
This document is intended for teachers. It outlines both the topic area covered and the approach to using the suite of materials and assets for each task. 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 check it is appropriate for students.
[bookmark: _Toc233367363]Topic purpose
This set of resources is designed to prepare students for the Digital Software Development occupational specialism (OS) by applying core knowledge to a realistic, real-world project. The project is composed of four core tasks to correspond with the OS assessment:
· Task 1: 	Analysing a problem and designing a solution
· Task 2: 	Developing the solution
· Task 3a: 	Gathering feedback
· Task 3b: 	Evaluating feedback
Task 2, while not split in the OS assessment, has been divided into two parts to make the learning outcomes more manageable.
Each task varies in length. Tasks can be completed sequentially or used as standalone activities to consolidate learning of the core content. 
This project deliberately focuses on rule-based branching logic rather than Generative AI (GenAI). While students may be tempted by GenAI, the T Level Technical Qualification in Digital Software Development requires them to demonstrate an understanding of computational thinking and logic. By building a rule-based assistant, students gain experience of how software handles edge cases and user error. 
The primary focus is not first teaching of content, but the application of existing skills in a real-world scenario. 
This Teaching Guide is structured into several whole-group sessions, with students also expected to carry out independent follow-up work outside of these. Since this independent follow-up work is essential preparation for the next group session, teachers should proactively manage students’ progress. This can be achieved by suggesting students ask for support before sessions if they encounter significant problems, or by scheduling a brief time to quickly review students’ work against the success criteria to ensure they can proceed with the next task.
Each task is scaffolded, providing suggestions for activities and questioning to help students complete the required work:
· The activities are there as a guide – teachers pick and choose which ones to use based on the needs of the students. 
· The tasks are designed to gradually decrease scaffolding and support, to develop student independence: 
· Initial sessions provide high scaffolding, including explicit modelling of documentation, sentence starters and structured group activities to deconstruct the Project Brief. 
· As students progress to the development and testing phases, this support is progressively reduced. 
· Teachers should aim to transition from direct modelling to acting as facilitators, encouraging students to rely on peer review and self-monitoring strategies to manage their progress.
There are also opportunities to build several essential skills that are developed during the course, including through the Employer Set Project (core skills), and general competencies for maths, English and digital. 
The content in the tasks 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 ask to see a live project brief and to discuss how the requirements are translated into technical tasks with their supervisor. Students should then note this learning in their logbook. For example: https://support.tlevels.gov.uk/hc/en-gb/articles/360015345420-Industry-placement-logbook-for-students
Providers must adhere to the Pearson Administrative Support Guide (ASG) and Joint Council for Qualifications (JCQ) guidance on AI use in assessments. This project serves as practice for these formal constraints.
[bookmark: _Toc233367364]Industry importance
This project requires students to act as junior developers for an EdTech (Educational Technology) company, tasked with designing and implementing an interactive learning assistant using rule-based logic. By working with an authentic project brief, based on a real-world EdTech scenario, students gain experience of interpreting a brief and completing a project from start to finish. This experience is invaluable when it comes to preparing them for industry placements and future employment. 
Developing expertise in both advanced Artificial Intelligence (AI) systems and foundational rule-based logic is increasingly important. The client’s specific requirement for rule-based logic mirrors common industry practice in sensitive sectors like EdTech, when control, predictability and safety are non-negotiable. Building complex branching logic ensures the system handles all edge cases and user inputs reliably – a critical skill underpinning successful software architecture. 
The UK Government places AI at the centre of economic, industry and education policies. The Department for Education supports the AI Opportunities Action Plan and has stated that AI will be a primary driver for the national Plan for Change. Alongside AI, rule-based logic remains essential in many industries where reliability, safety and predictable outcomes are critical. Sectors such as healthcare, finance and education continue to depend on rule-based systems to ensure that decisions are transparent, consistent and easy to audit. 
By simulating a skills-related project, this project ensures students are not just learning to code but are learning to build a robust, ethical and structured system that is required to thrive in an AI-driven economy.
“Rule-based logic underpins much of the software students will actually build, especially in sectors like EdTech where reliability and transparency matter. Mastering complex branching logic teaches them to anticipate edge cases and handle failure gracefully: skills that remain essential regardless of how AI develops.”
Javed Laher, Future Train AI
[bookmark: _Toc233367365]Industry links
The links below provide supplementary material for teachers and students, connecting the project's themes of AI, rule-based logic and software development to current government policy, industry reports and further educational resources:
· The UK Government’s official publication outlining the strategy and opportunities for Artificial Intelligence (AI) in the UK economy and education system: www.gov.uk/government/publications/ai-opportunities-action-plan/ai-opportunities-action-plan 
· The UK Government’s core missions to drive economic growth and societal change, highlighting the central role of digital and AI technologies: www.gov.uk/missions
· The AISI (AI Security Institute) is a UK Government research organisation tasked with building understanding of AI risks and solutions in order to keep the public safe: www.aisi.gov.uk 
· The King’s Trust and Public First report detailing the potential £16 billion value of AI to the UK economy and the possible £12 billion cost of lost productivity, specifically analysing the impact on jobs held by young people: www.kingstrust.org.uk/about-us/news-views/gen(eration)-AI-report
· Additional industry resource links provided by Pearson to further support teaching of problem-solving skills in the context of Digital Software Development: https://qualifications.pearson.com/content/dam/pdf/TLevels/digital-software-development/2025/teaching-and-learning-materials/problem-solving-industry-resource-links.pdf 
· The IBM website includes a resource defining the software development lifecycle (SDLC) and its phases, providing a foundational understanding of the process: www.ibm.com/think/topics/sdlc
· BCS The Chartered Institute of IT article on computational thinking: www.bcs.org/articles-opinion-and-research/computational-thinking/ 
· CodeAI is a widely used EdTech platform for beginner programming: https://code.org/
· The Raspberry Pi Foundation is a UK-based EdTech organisation, focused on teaching programming: www.raspberrypi.org
· BESA (British Educational Suppliers Association) is the UK education suppliers’ industry body, with research and case studies on EdTech adoption in schools: www.besa.org.uk
· The Alan Turing Institute is the UK national institute for data science and AI, relevant to the broader AI policy context: www.turing.ac.uk (note for teachers: terms and conditions of website say not suitable for under-18s)
· Nesta is a UK research and innovation foundation with published reports on AI in education and EdTech: www.nesta.org.uk/report/
· SQLite documentation for the SQL commands (CREATE, INSERT, SELECT) students are expected to use: https://sqlite.org/docs.html 
· The ICO (Information Commissioner's Office) is the UK regulatory authority on GDPR legislation: https://ico.org.uk/for-organisations/uk-gdpr-guidance-and-resources/
· Git documentation provides official reference for the commit workflows: https://git-scm.com/docs
· The Education Endowment Foundation (EEF) is a well-established UK-based charity and one of the most authoritative sources of education research evidence in the country. The EEF’s EdTech theme page includes ongoing research into digital technology in schools, including AI tools, and is regularly updated: https://educationendowmentfoundation.org.uk/projects-and-evaluation/research-agenda-themes-priority-areas/research-agenda-theme-edtech
[bookmark: _Toc233367366]Prior learning
Students should have completed the initial teaching and learning phase of the occupational specialism (OS) content before starting this project. This topic is designed to provide a practical framework for students to recap and consolidate essential knowledge within an industry context.
Specifically, students should have a foundational understanding of:
· Content area 1: Be able to analyse a problem to define requirements and acceptance criteria aligned to user needs (1.1, 1.4, 1.5)
· Content area 2: Apply ethical principles and manage risks in line with legal and regulatory requirements when developing software (2.1, 2.2)
· Content area 3: Discover, evaluate and apply reliable sources of knowledge (3.1, 3.2)
· Content area 4: Design (4.1, 4.2, 4.3)
· Content area 6: Implement a solution using at least two appropriate languages (6.1, 6.2, 6.3)
· Content area 7: Testing a software solution (7.1, 7.2, 7.3)
· Content area 8: Change, maintain and support software (8.2, 8.3, 8.4)
While not explicitly required for this project, it would also be beneficial for students to have explored project management theories to help them manage the tasks effectively.
[bookmark: _Toc233367367]Accessibility
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.
This topic prepares students for their occupational specialism (OS) assessment by moving from teaching of first principles to responding to a holistic project brief. To support students with the increased independence required, teachers are encouraged to:
· recommend that students use simple project tracking methods to manage the transition between design and implementation;
· use existing high-quality student examples or teacher modelled documentation to illustrate the level of detail required for the final assessment;
· ensure that the Integrated Development Environment (IDE) is pre-configured with the student’s preferred accessibility settings.
While this project focuses on rule-based logic, teachers must navigate the broader landscape of Generative AI (GenAI) with students. Most GenAI tools have strict terms of service. Many GenAI tools set a minimum age of 18. For all students, staff and stakeholders using AI tools, check the specific terms of service for each tool, as usage may be restricted entirely or may require parental consent before using. Teachers must not assume parental consent is sufficient. Institutional policy must be followed before students use external AI tools for research or code generation. Teachers should monitor AI interactions to prevent exposure to inappropriate content or the sharing of Personally Identifiable Information (PII) with third-party models.
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[bookmark: _Toc233367368]Learning outcomes and specification coverage
	Task
	Learning outcomes
	Specification coverage
	Performance Outcomes and General competencies
	Links to other specification content

	1 – Analysing a problem and designing a solution
	Students will be able to:
analyse a project brief to identify user needs, constraints and success criteria
define functional and non-functional requirements for a software solution
evaluate existing EdTech solutions and relevant requirements to inform decisions
explain how a proposed software solution will function using appropriate design documentation.
	1.1 Understand the stages of the software development lifecycle and be able to apply them to digital projects
1.4 Understand and define the functional and non-functional requirements of a software solution
1.5 Investigate the current and potential uses of emerging technologies and how they impact industries (Artificial Intelligence)
2.1 Investigate the legal and regulatory requirements that apply to developing software
2.2 Identify and manage risks that apply to software development
3.1 Understand and evaluate the reliability of different sources of knowledge
4.1 Understand the use of common design approaches
4.3 Understand and be able to design a software solution
6.2 Select and use appropriate tools and features to create a user interface that applies user experience (UX) design principles
	Performance Outcomes
PO1 Analyse a problem to define requirements and acceptance criteria, aligned to user needs
PO5 Discover, evaluate and apply reliable sources of knowledge
PO6 Apply ethical principles and manage risks in line with legal and regulatory requirements when developing software

General competencies
English:
E1 Convey technical information to different audiences
E2 Present information and ideas
E3 Create texts for different purposes and audiences
E4 Summarise information/ideas
Digital:
D1 Use digital technology and media effectively
D2 Design, create and edit documents and digital media
	Core component:
1.1 Computational thinking
1.2 Algorithmic design
1.3 Strategies
3.1 Emerging technologies
4.1 Legislation
4.2 Guidelines
5.1 Business environment

	2 – Developing the solution (Part 1 – Rule-based logic implementation)
	Students will be able to:
write rule-based branching logic using selection structures in Python
use validation techniques to handle user inputs
use industry-standard coding conventions to produce maintainable code
summarise a detailed test plan.
	6.1 Select and use languages to create a software solution for a software project appropriate to the context and market environment in which they are developing software
7.1 Understand, select and apply functional, non-functional and front-end testing
7.2 Understand, select and apply testing techniques
7.3 Select appropriate tests and test data to test the functionality of software
8.3 Understand how to maintain code as part of a larger team
	Performance Outcomes
PO2 Design, implement and test software
PO5 Discover, evaluate and apply reliable sources of knowledge
PO6 Apply ethical principles and manage risks in line with legal and regulatory requirements when developing software

General competencies
Digital:
D1 Use digital technology and media effectively
D4 Process and analyse numerical data
D6 Code and program
	Core component:
2.1 Standard data types
2.2 Variables and constants
2.3 Data structures
2.4 Operators
2.5 Input and output
2.6 Actions
2.7 Functions and procedures
2.8 Validation
2.9 Design considerations and programming practices
2.10 Robust code
2.11 Common algorithms
2.12 Testing

	2 – Developing the solution (Part 2 – Data storage)
	Students will be able to:
explain how a relational database is used to store user data
use SQL commands to store and retrieve data within a Python program
explain how data is stored and retrieved to support user progress
explain how appropriate data handling practices (e.g. validation, security) are used.
	4.2 Be able to select platforms used for source code and content management
6.1 Select and use languages to create a software solution for a software project appropriate to the context and market environment in which they are developing software
6.3 Connect code to data sources as part of a software project
7.1 Understand, select and apply functional, non-functional and front-end testing
7.2 Understand, select and apply testing techniques
7.3 Select appropriate tests and test data to test the functionality of software
8.3 Understand how to maintain code as part of a larger team
	Performance Outcomes
PO2 Design, implement and test software
PO5 Discover, evaluate and apply reliable sources of knowledge

General competencies
Digital:
D1 Use digital technology and media effectively
D6 Code and program
	Core component:
2.1 Standard data types
2.3 Data structures
2.4 Operators
2.5 Input and output
2.6 Actions
2.7 Functions and procedures
2.8 Validation
2.9 Design considerations and programming practices
2.10 Robust code
2.11 Common algorithms
2.12 Testing
6.1 Data, information and knowledge
6.4 Data types
6.5 Data formats
6.6 Structures for storing data
6.8 Data systems

	3a – Gathering feedback
	Students will be able to:
explain how a structured plan for gathering feedback is developed
explain how a prototype is demonstrated to users to gather feedback
identify user behaviours and issues during structured observations
summarise qualitative and quantitative feedback data.
	3.2 Select and use techniques to obtain qualitative and quantitative data to be able to evaluate software solutions
8.4 Understand how to support software users
	Performance Outcomes
PO2 Design, implement and test software
PO5 Discover, evaluate and apply reliable sources of knowledge

General competencies
English:
E1 Convey technical information to different audiences
E4 Summarise information/ideas
Digital:
D1 Use digital technology and media effectively
	Core component:
2.12 Testing

	3b – Evaluating feedback
	Students will be able to:
evaluate the final prototype against the initial project proposal and success criteria
analyse the legal and ethical implications of the chosen data storage and software logic
explain how to present a technical solution to stakeholders
justify design decisions
suggest future developments based on user feedback and explain how these could improve the solution.
	8.2 Understand the stages involved in the software change management process
	Performance Outcomes
PO2 Design, implement and test software
PO5 Discover, evaluate and apply reliable sources of knowledge

General competencies
English:
E1 Convey technical information to different audiences
E2 Present information and ideas
Digital:
D1 Use digital technology and media effectively
D2 Design, create and edit documents and digital media
	Core component:
3.1 Emerging technologies
4.1 Legislation
5.1 Business environment
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[bookmark: _Toc137031737][bookmark: _Toc138426718][bookmark: _Toc138426742][bookmark: _Toc138426774][bookmark: _Toc138426806][bookmark: _Toc138426838][bookmark: _Toc233367369]Task guidance
[bookmark: _Toc233367370]Task 1: Analysing a problem and designing a solution
This task introduces the Project Brief, in which students are asked to act as junior developers to design an interactive learning assistant. The focus is on analysing the problem and designing a solution. Students will deconstruct the business requirements, conduct research into existing EdTech (Educational Technology) solutions, and produce key project documentation, including both a formal proposal and an initial design documentation. 
The activities within the guide provide structured support, peer collaboration and scaffolding on drafting requirements and flowcharts, to ensure students are fully prepared for the development phase.
By the end of this task, students should be able to break down a complex project brief into actionable requirements, demonstrate a logical understanding of software development lifecycle (SDLC) stages, and produce technical design documentation that clearly maps functional requirements to user needs.
[bookmark: _Toc137031739][bookmark: _Toc138426720][bookmark: _Toc138426744][bookmark: _Toc138426776][bookmark: _Toc138426808][bookmark: _Toc138426840][bookmark: _Toc233367371]Preparation
	Resources provided
	Project Brief
Slide deck – slides 1–6
Glossary

	Equipment needed
	Screen and internet access for the teacher. 
Students will require access to computers for some activities.
Paper and pens for initial designs.

	Safety factors
	AI and internet safety: Check the specific terms of service for each tool used in your institution, and reference the JCQ guidance on AI use in assessments. Students must adhere to institutional policies regarding the use of Generative AI (GenAI), including age restrictions, parental consent (if applicable) and monitoring to prevent exposure to inappropriate content or the sharing of Personally Identifiable Information (PII) with third-party models.

	Prior learning
	It is assumed that first teaching and learning of the occupational specialism (OS) content has taken place prior to commencing this project. 
Students should draw on knowledge from: 
· Content area 1: Be able to analyse a problem to define requirements and acceptance criteria aligned to user needs
· Content area 4: Design
The following Gatsby resources provide supplementary guidance and activities:
· Computational Thinking Skills (www.technicaleducationnetworks.org.uk/digital/computational-thinking-skills/) to support decomposition and algorithm design
· Employer Set Project (www.technicaleducationnetworks.org.uk/digital/employer-set-project/) to support project planning.

	Common misconceptions
	Students often view the software development lifecycle (SDLC) as a linear path. The SDLC is an iterative process where phases overlap, revisit and refine one another throughout the project.
Students may not distinguish between functional and non-functional requirements. Functional requirements define what the system must do (specific features or behaviours), while non-functional requirements define how the system performs (constraints, quality attributes and accessibility).
Students may think that user experience (UX) is subjective and therefore less important than other elements. UX concerns usability; that is, how users interact with and experience a system, and is therefore extremely important to ensure the tool is accessible for all users.
Students might think that all AI tools work in the same way and are interchangeable. Different AI tools have different purposes, so it is important to choose the most appropriate tool for the intended outcome.

	Accessibility
	Allow students to sketch their user interface (UI) designs on paper before moving to digital tools to reduce cognitive load during the design phase.


[bookmark: _Toc137031740][bookmark: _Toc138426721][bookmark: _Toc138426745][bookmark: _Toc138426777][bookmark: _Toc138426809][bookmark: _Toc138426841][bookmark: _Toc233367372]Activity guide
	Introduction
SUGGESTED TIME: 
45–60 minutes
RESOURCES: 
Project Brief
Slide deck – slides 1–3
Glossary
	Task 1 introduces students to the project scenario and brief, focusing on identifying the core problem, success criteria and technical constraints.
Hand out the Project Brief.
Use slide 1 to introduce the task, as well as the learning objectives on slide 2.
Divide students into small groups. Ask them to read through the project scenario and the business need, and to use highlighters or coloured pens to identify:
· the core problem;
· success criteria;
· technical constraints.
Instruct students to use the Glossary throughout the task to look up and add new key terms. In teams, students can create a quiz to test each other on these terms.  
Ask groups to consider the following questions:
· Using the core problem, success criteria and technical constraints, which stage of the software development lifecycle (SDLC) are we working on?
· What stages would come next after this?
Use the discussion on sequence to address the common misconception that the SDLC is linear, emphasising that successful development often requires an iterative return to earlier stages.
Ask groups to discuss the following questions:
· Who is the primary user? How will this affect your design?
Look for mentions of an accessible and user-friendly interface (UI) and feedback that is helpful and encouraging.
Use these questions to address the misconception that user experience (UX) is secondary by discussing why accessibility and user-friendly design are fundamental non-functional requirements for the client’s success criteria.
· The brief specifies ‘rule-based logic’ rather than generative AI. Why do you think the client has made this choice for a learning tool?
Use slide 3 to facilitate the comparison between rule-based logic and generative AI.
Students should identify that there is more control in a rule-based system, whereas GenAI may hallucinate and provide incorrect responses, and that rule-based logic is safer.
· What data will the system need to collect about the user? What legal requirements must we consider?
Students should identify that the system will need to store student names and progress. Look for reference to data protection, privacy and security.
Bring the class together to share their ideas, ensuring each group presents their ideas. Use these follow-up questions to extend thinking and address possible misconceptions:
· If a student gets five questions wrong in a row, what should the rule-based logic do? 
· Should we add a leader board and a social media sharing feature to make it ‘fun’?

	Activity 1: Analysing a problem and designing a solution
Suggested time: 
55 minutes
Resources: 
Project Brief
Slide deck – slides 4–6
	This activity focuses on preparing students to complete Task 1 of the project by drafting functional and non-functional requirements, key performance indicators (KPIs), flowcharts and a test strategy.
Have students read through Task 1 in the Project Brief. Highlight that, before the next session, they are expected to:
· research existing solutions;
· write a detailed project proposal;
· produce design documentation, including interface designs, data requirements, algorithm designs and a test strategy.
Explain that students will use the remainder of the session to start working on Task 1. It is recommended that they complete the research element outside of class time and instead use the class time to start working on some of the trickier parts of Task 1, with peer and teacher support. Some relevant EdTech platforms include Code Academy (www.codecademy.com) and CodeAI (https://code.org/). 
Below are some suggested optional activities to help with scaffolding the areas where students often need support. All of these activities could be used, or different activities could be used with different students, depending on the support required. For students demonstrating confidence, encourage them to proceed with Task 1 independently.
i. Drafting requirements and key performance indicators (KPIs) (20 minutes)
Use this activity with students who need support with breaking down the brief into actionable, measurable statements.
Provide students with the sentence starters on slide 4. In pairs, ask students to complete the sentences and then sort the requirements into functional and non-functional requirements. Invite students to share their examples and categories, and discuss to ensure they can correctly distinguish between functional and non-functional requirements.
To help students write KPIs that are measurable, provide the examples on slide 5, then invite students to write some of their own. Ask students to share their drafted KPIs and explain how they relate to their system requirements. 
ii. Flowcharting (25 minutes)
Use this activity with students who have difficulty translating abstract requirements into a step-by-step logic flow.
Before students draw their full algorithm designs, have them draft one single learning branch using the following three-tier structure on a mini-whiteboard or scrap paper.
· The input: What is the question and what are the possible answers?
· The decision: Draw the Decision Diamond. What happens if the user is correct? What happens if they are wrong?
· The adaptive path: If they are wrong, do they get a hint (loop back) or a simpler question (branch out)?
Circulate and ask students: If I am a user and I get this answer wrong three times, where does your flowchart take me? Does the program stop or do you have a ‘Rule’ to help me?
Students swap their draft flowcharts with a partner. The partner must act as the computer and try to follow the logic paths to see if they get stuck in a loop or find a path that doesn’t make sense.
iii. Creating a test strategy (10 minutes)
Explain that once students have finished planning their systems, they will need to plan their tests.
On slide 6, there is a template ‘Test Strategy’. Use this to facilitate a discussion about why students should plan testing and what should be included. Ask questions such as:
· Why do we plan testing before we start coding? 
Look for: Ensuring requirements are met and saving time by catching logic flaws in the design phase.
· What makes a ‘good’ test case?
Look for: It must have a clear input and a specific expected result, and use a variety of data types.
To foster long-term student independence, note which students required specific scaffolding during this session. For similar design tasks in later projects, ask students who used this support to attempt similar tasks independently.

	Plenary
Suggested time: 
20 minutes
Resources: 
Glossary
	Guide students through reflection and consolidation of key terminology from Task 1 that they need for their proposal and design documentation. Revisit the key terms and invite students to explain the definitions in their own words. 
Remind students to continue using the Glossary as a reference point. Encourage them to use the final minutes of the plenary to add any additional terms they have encountered or consider industry examples for terms listed.

	Follow-up
(to be completed outside of class time)
Suggested time: 
60 minutes
Resources: 
Project Brief
	Explain that students will complete Task 1 as independent work. Remind them that they must:
· complete research into at least two existing EdTech platforms;
· use their research to improve upon their work from today’s session and complete:
· the project proposal;
· the design documentation.
It is essential that these documents are ready for the next whole-group session so that students are prepared to start developing their prototype.
For students who need additional support with the research element of Task 1, provide some additional guidance to add structure to this task. For example:
· a list of EdTech platforms to choose from;
· a checklist of features to identify on existing platforms;
· specific guidance on what to look for when researching legal requirements (e.g. data minimisation and storage limitation).


	Task 1: Analysing a problem and designing a solution
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[bookmark: _Toc233367373]Task 2: Developing the solution (Part 1 – Rule-based logic implementation)
While not split in the OS assessment, Task 2 has been divided into Part 1 (Rule-based logic implementation) and Part 2 (Data storage) to make the learning outcomes more manageable. In Part 1, students transition from their Task 1 designs to develop a working solution. They use Python to implement the core rule-based branching logic of their assistant, translating their flowcharts into code using selection structures and data validation to handle unexpected inputs. Most of the time allocated to this task is spent developing their solutions, supported by questioning and peer review to scaffold the process.
By the end of Task 2 Part 1, students should be able to translate algorithmic design into executable code, demonstrate an understanding of selection structures and input validation, and apply industry-standard conventions to write maintainable code.
[bookmark: _Toc233367374]Preparation
	Resources provided
	Project Brief
Slide deck – slides 7–10
Asset Log
Glossary

	Equipment needed
	Screen and internet access for the teacher.
Students will require access to computers for some activities.

	Safety factors
	AI and internet safety: Check the specific terms of service for each tool used in your institution, and reference the JCQ guidance on AI use in assessments. Students must adhere to institutional policies regarding the use of Generative AI (GenAI), including age restrictions, parental consent (if applicable) and monitoring to prevent exposure to inappropriate content or the sharing of Personally Identifiable Information (PII) with third-party models.

	Prior learning
	It is assumed that first teaching and learning of the occupational specialism (OS) content has taken place prior to commencing this project. 
To complete Task 2, students need to have finished their project proposal and design documentation in Task 1. 
Students should draw on knowledge from:
· Content area 6: Implement a solution using at least two appropriate languages
· Content area 7: Testing a software solution

	Common misconceptions
	Students often assume user input will always match the expected data type or format. User input is unpredictable and must be treated as untrusted data that always requires validation before processing.

	Accessibility
	Direct students toward standard documentation or ‘Help’ menus within the Integrated Development Environment (IDE) for syntax and debugging support.


[bookmark: _Toc233367375]Activity guide
	Introduction
SUGGESTED TIME: 
45 minutes
RESOURCES: 
Project Brief
Slide deck – slides 7–10
Asset Log
Glossary
	Task 2, Part 1 (Rule-based logic implementation), introduces the development phase by having students review their Task 1 designs before starting to code.
Use slide 7 to introduce the task, as well as the learning objectives on slide 8.
Students should review the key sections of their Task 1, specifically focusing on their algorithm designs and functional/non-functional requirements and KPIs. Use a whole-class quick check to gauge readiness. For example, ask students to use a thumbs-up/down, or a 1–5 confidence rating (5 being the most confident), to indicate if they have completed the design documents and are ready to start coding.
Instruct students to swap their Task 1 algorithm designs with a partner to review. Ask pairs to discuss the following questions:
· Do the algorithm designs logically account for invalid and erroneous user input, as specified in Task 1?
· Are the decision points clear enough to translate directly into Python if-elif-else statements?
· Can you identify which KPI your partner's current logic implementation will directly address?
Give students five minutes to make changes based on the feedback received from their partner.
Review Task 2 requirements. Explain that in this session students will start writing their branching logic in Python. Emphasise that for the prototype, the learning assistant will only cover a maximum of two topics (e.g. variables and selection).
Discuss how the documents from Task 1 prepare students for the development phase. 
Hand out the ‘Asset Log’ template and use slide 9 to talk through it. Students should use their asset log to record any external assets used, such as third-party or AI-generated code snippets. Ask students: 
· Why is it important to record all assets and their licences?
Look for mentions of licensing, copyright, intellectual property, potential errors caused by AI and the need to ensure the final product is legally sound for the client.
Review the considerations on slide 10 to ensure students understand the ethical and legal considerations when using AI tools.
Emphasise that for Task 2, students must log any external resources they incorporate.
Instruct students to keep the Glossary open as a reference for technical terms encountered during the development phase.

	Activity 1: Rule-based logic implementation
Suggested time: 
55 minutes
Resources: 
Project Brief
	This activity focuses on students translating their algorithm designs into the core rule-based branching logic in Python and utilising peer review for debugging and testing.
Students will spend most of the session developing the core rule-based logic in Python, drawing directly from their Task 1 algorithm designs.
To support students with this activity, circulate and observe students’ progress. Use these questions to initiate conversations and assess understanding:
· How have you translated the decisions from your Task 1 algorithm designs into Python’s if-elif-else structure?
Look for students using if-elif-else for conditions rather than multiple independent if statements. 
· If a user enters text instead of a number, how does your program handle that error?
Look for explicit type-checking and use of user-friendly error messaging.
· What programming conventions are you using to ensure your code is maintainable?
Look for use of clear variable names, meaningful comments and consistent spacing/indentation.
· Can you show me which KPI your current chunk of logic is designed to address?
Look for students connecting their code structure back to a quantifiable KPI.
Halfway through the allotted time, pause for peer review and testing:
· Encourage students to work in pairs if they get stuck on a bug to support debugging.
· Instruct students to swap screens. The partner must input one piece of erroneous data and one piece of boundary data to test the robustness of the implemented logic. Remind students to keep their test strategy from Task 1 open and to record the outcome of any tests. Students often forget boundary tests when creating a test plan, so this is a good opportunity to make sure they are included in their plans.

	Plenary
Suggested time: 
15 minutes
Resources: 
Glossary
	Guide students through reflection on the challenges and concepts encountered while writing their Python program. Ask the following questions to check understanding and encourage reflection on the implementation process:
· What was the most challenging part of translating your algorithm designs into Python code?
· What is the difference between an if-elif-else block and a series of independent if statements, and why is this critical for the rule-based logic?
Look for explanations that if-elif-else executes only one block, while independent if statements check every condition – something that could lead to unintended outputs.
· If a user enters text instead of a number, how should your code respond? 
Look for mention of error handling or input filtering to ensure the program doesn’t crash and guides the user towards a valid input.
· What is one industry-standard coding convention they applied and why does it make the code maintainable?
· Students can easily misunderstand how indentation can define the execution scope in Python or make errors with the indentation itself, producing code that does not execute properly. Address this by asking: How does indentation define how an if/else block is executed, and why is incorrect indentation a problem?
· Share one error you came across and explain how you fixed it.
Remind students to use the Glossary to look up and reinforce definitions of any technical terms encountered during the development phase.

	Follow-up
(to be completed outside of class time)
Suggested time: 
60 minutes
Resources: 
Project Brief
	Set independent work to ensure students finalise and test their rule-based logic flow before the next whole-group session.
Students must finalise the rule-based logic flow and ensure it is fully tested for robustness, using the valid, invalid, boundary and erroneous data. 
A complete, tested logic flow is essential preparation for Task 2, Part 2 (Data storage).



	Task 2: Developing the solution (Part 1 – Rule-based logic implementation)
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[bookmark: _Toc233367376]Task 2: Developing the solution (Part 2 – Data storage)
In the second part of Task 2, students continue the task by reviewing their existing rule-based logic progress and shifting focus to the technical requirement of data structures. They will implement a relational database structure using Structured Query Language (SQL) to track and store user progress, allowing for the saving and retrieval of learner scores. 
Students will spend most of the class time working on their solutions. The activity guide makes suggestions for using questioning and peer review to support and scaffold the development process.
By the end of this Task 2 Part 2, students should be able to explain the role of relational databases in data persistence, implement SQL commands within a program to store and retrieve data, and articulate the importance of secure data handling practices.
[bookmark: _Toc233367377]Preparation
	Resources provided
	Project Brief
Slide deck – slides 11–15
Asset Log
Glossary

	Equipment needed
	Screen and internet access for the teacher. 
Students will require access to computers for some activities.
Note: While the Project Brief requires the use of SQL for data management, providers may choose the most appropriate implementation for their environment. For a Python prototype of this scale, using SQLite via the built-in sqlite3 module is suggested as a standard industry practice. This avoids the need for a full database server while still requiring students to demonstrate core SQL competency (e.g. CREATE, INSERT, SELECT commands) as required by the Digital Software Development specification.

	Safety factors
	AI and internet safety: Check the specific terms of service for each tool used in your institution, and reference the JCQ guidance on AI use in assessments. Students must adhere to institutional policies regarding the use of Generative AI (GenAI), including age restrictions, parental consent (if applicable) and monitoring to prevent exposure to inappropriate content or the sharing of Personally Identifiable Information (PII) with third-party models.

	Prior learning
	It is assumed that first teaching and learning of the occupational specialism (OS) content has taken place prior to commencing this project. 
To complete Task 2, students need to have finished their project proposal and design documentation in Task 1. 
Students should draw on knowledge from:
· Content area 6: Implement a solution using at least two appropriate languages.
· Content area 7: Testing a software solution.

	Common misconceptions
	Students sometimes believe data entered into a running program is automatically saved. Data held in program variables is lost when the program terminates. Explicit steps (e.g. SQL INSERT/UPDATE commands) are required to commit data to persistent storage.

	Accessibility
	For students who need support with abstract data structures, recommend they sketch the database table(s) on paper first. Seeing the relationship between ‘Columns’ and ‘Rows’ helps them understand what they are trying to ‘SELECT’ in their code.


[bookmark: _Toc233367378]Activity guide
	Introduction
SUGGESTED TIME: 
30–45 minutes
RESOURCES: 
Project Brief
Slide deck – slides 11–15
Asset Log
Glossary
	This part of Task 2 begins by having students demonstrate a tested logic branch before introducing the focus of this task: implementing data structures to achieve persistent data storage.
Ask students to briefly demonstrate one fully tested logic branch from their independent work to a partner. Encourage them to show how their data validation handles both valid and erroneous inputs.
Use slide 11 to introduce the task, as well as the learning objectives on slide 12.
Confirm that students have logged any external code or AI snippets in their asset log. Ask: What sources did you use to help you implement your logic, and how did you check that they were reliable?
Explain that students will continue Task 2 with a focus on data structures and storage. Ask students: How will the assistant remember a user’s preferences or progress when they close the program?
Look for students identifying the need for data persistence and suggesting a database or file storage. If needed, remind students to use the Glossary to reinforce definitions of new terms like SQL, data structures and data persistence.
Students may overlook the need for secure data practices when designing their databases. Ask: What specific measures will you take to ensure user data is handled securely in your database design?
Use slides 13–15 to provide a brief introduction to relational databases and core SQL concepts.
· Slide 13 provides a reminder of why relational databases are useful for this project and a General Data Protection Regulation (GDPR) reminder.
· Slide 14 shows an example of a database schema.
· Slide 15 demonstrates an example of how students might use SQL when working with their databases.
Ask students to review the data requirements from their Task 1 design documentation with their partner. Ask students: What specific data do you need to collect, and why? Ensure students link these requirements to the successful tracking of learner journeys.
Explain that in this part of Task 2, students will focus on implementing a relational database to meet their design requirements.

	Activity 1: Data storage
Suggested time: 
55 minutes
Resources: 
Project Brief
Asset Log
	This activity focuses on students implementing a relational database structure using SQL to connect to their Python logic for saving and retrieving user progress data.
Students will spend the majority of this part of Task 2 implementing their data structures, focusing on connecting their Python logic to a relational database using SQL to save and retrieve user progress.
To support students with this activity, circulate and observe students’ progress. Use these prompts to initiate conversations and assess understanding:
· How have you translated the data requirements from your Task 1 design into a structured SQL table schema?
Look for correct use of data types and the definition of primary keys to uniquely identify records.
· Which GDPR principle does your current data storage approach directly address? 
Look for principles such as only storing necessary data and planning how long data will be kept.
· If the user closes the program now, what specific data would be successfully saved and retrieved when they log back in?
Look for students naming specific data fields in their table and confirming the connection to their Python logic.
· What industry-standard naming convention are you using for your SQL tables and columns?
Look for consistent use of cases and descriptive names for tables.
· What sources have you used to help solve this problem and how have you applied that knowledge in your code?
During the session, pause for peer review and testing:
· Ask students to swap their proposed SQL statements with a partner. Partners should check if the schema is efficient and capable of holding all the data required by the Task 1 design.
· Instruct students to perform a read-and-write test on a partner’s database. The partner must attempt to insert a new record and then retrieve it using the key. 
Now that students are handling live data from the SQL database, they should refer back to their test strategy. Encourage them to test what happens if the database returns a null value or an unexpected data type. Students should record their results in their test document.
Encourage students to use reliable sources to troubleshoot errors and record these in their asset log where appropriate.

	Plenary
Suggested time: 
30–45 minutes
Resources: 
Glossary
	Guide students through reflection on the process of building their data structures and the importance of secure data handling practices. Ask the following questions to check understanding and encourage reflection:
· What was the most challenging part of translating your data requirements from the Task 1 design into a structured SQL table schema?
· What is the difference between saving a user’s progress using a temporary variable and using a database query?
Look for explanation that temporary variables are lost when the program closes, while a database provides persistence and scalability. 
· Why is the latter required for this project?
· Which GDPR principle does your current database structure help you adhere to?
· Share one error you came across during the Python-to-SQL integration and explain how you fixed it.
· Why is using consistent naming conventions essential in database development?
Finally, ask students to cross-reference their reflections with the Glossary. Ensure they can correctly define relevant key terms in the context of their database work, and add any new terms they wish to remember.

	Follow-up
(to be completed outside of class time)
Suggested time: 
60 minutes
Resources: 
Project Brief
	Set independent work for students to finalise all parts of Task 2 and explain that they will be gathering feedback in the next whole-group session. 
Instruct them to read, and familiarise themselves with, the requirements of Task 3a in preparation for the next session.



	Task 2: Developing the solution (Part 2 – Data storage)
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[bookmark: _Toc233367379]Task 3a: Gathering feedback
Task 3a focuses on gathering feedback. The core activity involves students conducting structured testing of their prototypes to identify technical and user experience (UX) issues. The main goal is to gather qualitative and quantitative data to ensure the prototype meets the initial design requirements. Students will also summarise this feedback to identify key issues and patterns. This structured feedback step is essential, as it provides the evidence required to justify the final evaluation and to propose future software improvements.
By the end of this task, students should be able to design structured plans for gathering user feedback, conduct objective usability testing, and synthesise qualitative and quantitative data to identify software improvements.
[bookmark: _Toc233367380]Preparation
	Resources provided
	Project Brief
Glossary

	Equipment needed
	Screen and internet access for the teacher. 
Students will require access to computers for some activities.

	Safety factors
	AI and internet safety: Check the specific terms of service for each tool used in your institution, and reference the JCQ guidance on AI use in assessments. Students must adhere to institutional policies regarding the use of Generative AI (GenAI), including age restrictions, parental consent (if applicable) and monitoring to prevent exposure to inappropriate content or the sharing of Personally Identifiable Information (PII) with third-party models.

	Prior learning
	It is assumed that first teaching and learning of the occupational specialism (OS) content has taken place prior to commencing this project. 
To complete Task 3a, students need to have finished their prototype development from Task 2. 
Students should draw on knowledge from:
· Content area 7: Testing a software solution.
· Content area 8: Change, maintain and support software.

	Common misconceptions
	Students may see negative user feedback as a ‘failure’. Negative feedback is not a sign of failure; it is an essential source of information used to iterate on and improve the software solution.

	Accessibility
	Provide students with sentence starters and prompts to support note-taking.
Provide a checklist of key behaviours, issues and data points students should look for during testing to reduce cognitive load.





[bookmark: _Toc233367381]Activity guide
	Introduction
SUGGESTED TIME: 
30–45 minutes
RESOURCES: 
Project Brief
Glossary
	Task 3a begins by having students review their functional requirements and measurable KPIs to prepare for gathering user feedback.
Start by asking students to review their requirements and KPIs that they laid out in their proposal. Ask students to discuss in pairs which functional requirements and measurable KPIs they will be validating during the feedback sessions.
Facilitate a discussion to prepare students for user research by asking the following questions:
· What is the purpose of gathering external user feedback and how is this different from the self-testing you did in Task 2? 
Look for identifying external bugs, user experience (UX) issues and meeting client needs.
· Which specific KPIs from your project proposal will you be testing today?
Look for links to measurable outcomes such as usability, performance and user satisfaction.
· What kind of specific qualitative data and quantitative data will you need to record?
Look for user quotes, observer notes, time taken on task, number of errors, success rate.
Instruct students to keep the Glossary open to use as a reference for technical terms encountered during the testing and feedback phase.

	Activity 1: Creating a feedback plan 
Suggested time: 
30 minutes
Resources: 
Project Brief
	In this activity, students will draft an effective feedback plan.
Facilitate a class discussion on the use of open questions and the difference between effective and ineffective user observations for gathering feedback. Ask questions, such as:
· What makes a question ‘open’ for a user test, and why should we avoid ‘yes/no’ questions?
Look for recognition that open questions elicit qualitative data and reasoning while closed questions limit feedback to simple confirmation.
· If the user gets stuck, should the observer immediately tell them what to do? Why or why not?
Look for justification that intervention can influence the results, leading to not capturing the true user experience and preventing the identification of issues.
Students then draft their own open-ended questions and share them with a partner for peer review and refinement before finalising their feedback plan.




	Activity 2: Peer feedback sessions
Suggested time: 
25 minutes
Resources: 
Project Brief
	In this activity, students will carry out their plan by conducting structured peer feedback sessions. This is essential for students to identify bugs and user experience issues that self-testing may have missed. Students must gather concrete data to use in their final evaluation.
Divide students into groups of three to rotate through roles:
· User – attempts to solve a task using the assistant.
· Developer (the student whose work is being tested) – demonstrates the prototype and answers technical questions. 
· Observer – takes notes on interactions and records data such as time on task, number of errors, user quotes or points of confusion.
Allocate 8 minutes per rotation (24 minutes in total). After 8 minutes, the roles rotate so that a new student takes on the Developer role and shares their project. The cycle continues until all three prototypes have been tested.
During the feedback sessions, circulate and ask questions, such as:
· What was the most unexpected thing the user did?
Look for observations of edge cases or user behaviours that the branching logic or data validation did not account for in the original design.
· Where did the branching logic fail to support the user's error?
Look for students getting stuck in infinite loops or encountering unhandled data types and ensure Developers/Observers are logging these as bugs.
Halfway through, ask groups to share one issue they discovered. Discuss as a class whether this is a code issue or a design issue.
After completing the feedback sessions, ask students to summarise their findings by grouping feedback into categories (e.g. usability issues, technical errors, user confusion). 
Students should produce a brief summary, including the most common issues identified, any patterns or repeated user behaviours, and which KPIs were successfully met or not met.

	Plenary
Suggested time: 
20 minutes
Resources: 
Glossary
	Guide students in reflecting on the peer feedback sessions and analysing the data collected.
Facilitate a class discussion to reflect on the peer feedback sessions. Use the following prompts to guide the conversation:
· What was the most significant barrier discovered during the observations?
· How did the feedback differ from your own technical self-testing?
· Based on the data collected, which KPI do you feel will be the most challenging to justify in your final evaluation?
· How does the feedback serve as an opportunity for improvement, and how can you use this data to justify future development decisions?
Use this question to address the misconception that negative feedback is indicative of failure.
Encourage students to use the Glossary to review definitions of key terminology related to feedback and testing, such as qualitative data, quantitative data and KPIs.

	Follow-up
(to be completed outside of class time)
Suggested time: 
60 minutes
Resources: 
Project Brief
	Set independent work that requires students to gain additional feedback and begin preparing for their evaluation.
Using the same feedback plan from Activity 1, students must gain additional feedback from a minimum of three non-technical people (i.e. not other DSD students). These must be completed before the next whole-group session:
· The focus is on gathering quantitative and qualitative data to identify genuine usability issues and measure the prototype's success against the defined KPIs. 
· Students must ensure they have their written data/notes ready to justify their evaluation in Task 3b.
Ask students to read through Task 3b and start working on their evaluations and presentations ahead of the next session. They should focus on:
· structuring the evaluation – outlining their evaluation document and structuring their key claims from their testing;
· drafting presentation content – preparing the slides or pitch notes that justify their design decisions and future development proposals. 
Ensure presentations are ready to present in small groups in the next session.



	Task 3a: Gathering feedback



	Task 3a: Gathering feedback




[bookmark: _Toc233367382]Task 3b: Evaluating feedback
The final task concerns evaluating feedback. The main focus is on critical reflection and communication, where students evaluate their solution against their initial requirements and KPIs. Students will also analyse the legal and ethical implications of their solution, including considerations such as data protection and user privacy. Students will use the Point, Evidence, Explain (PEE) method to ensure their evaluations are truly evaluative, justifying the decisions they made using evidence from their peer feedback sessions. Time is given for students to deliver their presentations in small groups, to gather feedback and to practise their presentation skills.
By the end of this task, students should be able to critically evaluate a software solution against predefined success criteria, justify design and implementation decisions using evidence-based arguments, and articulate the legal, ethical and stakeholder considerations of their work.
[bookmark: _Toc233367383]Preparation
	Resources provided
	Project Brief
Glossary

	Equipment needed
	Screen and internet access for the teacher. 
Students will require access to computers for some activities.

	Safety factors
	AI and internet safety: Check the specific terms of service for each tool used in your institution, and reference the JCQ guidance on AI use in assessments. Students must adhere to institutional policies regarding the use of Generative AI (GenAI), including age restrictions, parental consent (if applicable) and monitoring to prevent exposure to inappropriate content or the sharing of Personally Identifiable Information (PII) with third-party models.

	Prior learning
	It is assumed that first teaching and learning of the occupational specialism (OS) content has taken place prior to commencing this project. 
To complete Task 3b, students need to have finished Tasks 1, 2 and 3a. 
Students should draw on knowledge from:
· Content area 8: Change, maintain and support software.
Additional guidance and activities to support reflective evaluation, justification and the PEE method can be found in the Gatsby resource on the Employer Set Project (www.technicaleducationnetworks.org.uk/digital/employer-set-project/). 

	Common misconceptions
	Students often misunderstand what is meant by an evaluation and think they only need to describe what they did. An evaluation requires them to justify the decisions they made, and evaluate what went well and what they could improve.

	Accessibility
	Provide a structured evaluation template, but allow students to present their evaluation in different formats, if needed. Break the evaluation task into smaller steps (e.g. evaluate one KPI at a time) to support cognitive load. Offer targeted questioning or prompts during writing. 
For students who need support with giving presentations, allow them to include a pre-recorded screencast with a voiceover explaining their code logic and the results of their testing.


[bookmark: _Toc233367384]Activity guide
	Introduction
SUGGESTED TIME: 
15 minutes
RESOURCES: 
Project Brief
Glossary
	Task 3b begins with a reflection on external feedback and introduces the PEE (Point, Evidence, Explanation) method for writing effective evaluations.
Ask students to reflect on the external feedback gathered from Task 3a. Facilitate a short group discussion where students review the key themes from the feedback they received and the progress they have made on Task 3b since the last whole-group session.
Read Task 3b requirements. Discuss what makes an effective evaluation (e.g. justifying decisions and identifying both strengths and meaningful weaknesses). Introduce the PEE framework as a tool for ensuring evaluations are truly evaluative.
Remind students to use the Glossary to support their evaluative writing, specifically ensuring they can use technical terminology accurately when justifying their design decisions.

	Activity 1: Evaluation
Suggested time: 
25 minutes
Resources: 
Project Brief
Glossary
	In this activity, students first reflect on using AI (10 minutes) and then look at improving their evaluative writing (15 minutes).
Reflection (10 minutes) 
Ask students to debate or discuss the following questions, linking their answers back to their implemented solution:
· The Project Brief mandated rule-based logic. What specific risks (e.g. hallucination/misinformation, bias, data privacy) were avoided by choosing this approach over using a GenAI model for a learning assistant?
· If you used AI to generate code or content for your assistant, what checks or criteria (e.g. fact-checking, bias check, intellectual property [IP] rights) did you apply to ensure the output was safe and reliable?
· How could you incorporate GenAI into the future development of your solution (e.g. using it for content creation or debugging) while still adhering to the core ethical and functional requirements of the brief? 
Look for students recognising that while AI offers speed/ease, rule-based systems provide absolute control, safety and adherence to specific design rules, which is critical in an educational context.
Evaluative writing (15 minutes) 
This part of the activity focuses on supporting students to improve their evaluations using the PEE method to ensure they are justifying decisions and not just describing what they did.
As noted in the introduction, students should use the Glossary for support.
Ask students to share an example of a point from their draft evaluation.
Model how this point could be improved using the PEE method. Emphasise that every point made must be backed by concrete evidence (e.g. user feedback data, specific code errors or linking back to a failed KPI) and explained.
Students then work on improving their evaluations, focusing on implementing the PEE method to justify decisions and provide a balanced analysis.
Ask students to revise their text to include brief analysis of the legal and ethical implications under their solution.
Circulate and ask students to show one point they have justified using PEE, ensuring they link evidence back to Task 3a feedback data or Task 1 KPIs.

	Activity 2: Present your design
Suggested time: 
30 minutes
Resources: 
Project Brief

	This activity gives students an opportunity to present their technical pitch to peers acting as stakeholders.
Quickly review the essential information needed in the presentations from the Project Brief. 
Provide students with a small amount of time to make finishing touches to their slides/pitch notes.
Divide students into small groups. Each student presents their technical pitch, outlining their solution and key evaluation points, and justifying their proposal for future developments. 
Group members act as the EdTech company leadership team and provide final peer feedback.

	Plenary
Suggested time: 
30–45 minutes
Resources: 
Project Brief

	This activity recaps the key learning points and requires students to write down actionable steps to improve Task 3b before submission.
Facilitate a class discussion to recap the key learning points from Task 3b, including the PEE method for justification and the most common feedback themes received during the peer presentations.
Ask students to write down five specific, actionable steps that they will take for to improve their evaluation and presentation before final submission. These steps will be taken independently by students and should: 
· directly address the feedback received from their peers; 
· include reference to evidence from testing or feedback to justify each improvement.




	Follow-up
(to be completed outside of class time)
Suggested time: 
60 minutes
Resources: 
Project Brief

	Set the final independent work for students to finalise their evaluation and presentation for submission of their final project.
Students should finalise their evaluation and presentation, ensuring all aspects are supported by evidence and justified using the PEE method, incorporating the five improvement steps identified in the Plenary.
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[bookmark: _Toc233367385]Weblinks and resources
All weblinks and resources have been used in accordance with the owner Terms and Conditions and, where specified, permission has been granted by the owner.
Inclusion of weblinks 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
	June 2026

	Teaching Guide page 4
	www.technicaleducationnetworks.org.uk/contactus 
	Gatsby Technical Education Networks
	June 2026

	Teaching Guide pages 4 and 38
	www.technicaleducationnetworks.org.uk/ 
	Gatsby Technical Education Networks
	June 2026

	Teaching Guide page 7
	https://support.tlevels.gov.uk/hc/en-gb/articles/360015345420-Industry-placement-logbook-for-students 
	GOV.UK
	June 2026

	Teaching Guide page 8
	www.gov.uk/government/publications/ai-opportunities-action-plan/ai-opportunities-action-plan 
	GOV.UK
	June 2026

	Teaching Guide page 8
	www.gov.uk/missions 
	GOV.UK
	June 2026

	Teaching Guide page 8
	www.aisi.gov.uk
	AISI
	June 2026

	Teaching Guide page 8
	www.kingstrust.org.uk/about-us/news-views/gen(eration)-AI-report (with permission)
	The King’s Trust
	June 2026

	Teaching Guide page 8
	https://qualifications.pearson.com/content/dam/pdf/TLevels/digital-software-development/2025/teaching-and-learning-materials/problem-solving-industry-resource-links.pdf 
	Pearson
	June 2026

	Teaching Guide page 8
	www.ibm.com/think/topics/sdlc 
	IBM
	June 2026

	Teaching Guide page 8
	www.bcs.org/articles-opinion-and-research/computational-thinking/ 
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