
Programming, Parts One and
Two

by Kadmin Van vuuren

FILE

TIME SUBMITTED 10-JAN-2019 09:39AM (UTC+0000)

SUBMISSION ID 98660594

WORD COUNT 9574

CHARACTER COUNT 58493

12020_KADMIN_VAN_VUUREN_PROGRAMMING__PARTS_ONE_AND_TW
O_159704_1661616176.DOCX















































































































FINAL GRADE

72/100

Programming, Parts One and Two
GRADEMARK REPORT

GENERAL COMMENTS

Instructor

PART ONE 

======== 

Engagement with Literature Skills (25)  17

Knowledge and Understanding Skills (10)  7

Cognitive and Intellectual Skills (10)  7

Transf erable Skills (5)  4  

Practical Application Skills (50) 37

Part 1 Software Testing

------------------------------------

Report started of f  very promisingly but then tailed
of f  and f inished rather abruptly. I did like the
discussion of  the technologies e.g. Gherkin, etc., but
the overall testing process used in the DVLA is not
very clear f rom this report.

No ref erences provided.

Code Part1 Number Sets 

----------------------------------------

a. Display numbers in sets COMPLETE 

b. Determine max and min COMPLETE 

c: Calculate average COMPLETE 

d: Determine overlap COMPLETE 



e: Intersection COMPLETE 

f : Set dif f erence INCORRECT 

Use of  JUnit YES, SIMPLE FUNCTIONS HAVE BEEN
TESTING 

Use of  Git YES 

Use of  Java Doc YES 

 Code quits af ter you choose any menu option, it
should only quit if  you choose to do so. Set
dif f erence f unctions incorrectly. More comments
required in code, especially in more complicated
f unctions.

PART TWO 

======== 

Engagement with Literature Skills (25)  8

Knowledge and Understanding Skills (10)  8

Cognitive and Intellectual Skills (10)  7

Transf erable Skills (5)  4  

Practical Application Skills (50) 37

Part 2 Design Principles

----------------------------

Your ref erences are f ar too web-based and lack
academic credibility as a result.  

The discussion in your report is good.

You tread the line uncomf ortably close to unf air
practice in a f ew places -  there are two chunks on
page 17 in particular where material clearly should've
been quoted.

The report is beautif ully-presented, though there



are some minor issues with phrasing in places.

Code Part 2 Connect 4 

--------------------------

Display board COMPLETE 

Enter column COMPLETE 

Check column posit ion is empty COMPLETE 

Drop counter to posit ion COMPLETE 

Check win/lose COMPLETE 

Blitz f eature COMPLETE 

Time bomb f eature COMPLETE, WITH BUG 

Use of  JUnit YES, A BIT BRIEF 

Use of  Git YES 

Use of  Java Doc YES 

 Usability of  game could have been better, when do
you press 'b'?? There is f ar too much "manual code"
checking that should have been perf ormed in a loop.

 Overall Comments 

----------------------

A number of  Git commits made with branching. The
time bomb leaves a f loating counter because it
doesn't move any counter above those that have
been destroyed.

Marks Part One: 72

Marks Part Two: 64
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