
INSTRUCTIONS TO TEACHERS
• Please refer to Section 3f of the GCSE (9–1) Computer Science specification for 

instructions on completing the Non-Exam Assessment tasks. 
• The marking criteria should be available to candidates whilst completing the task. 
• The quality of extended response will be assessed in the ‘Development and Testing’ 

and ‘Evaluation and Conclusions’ sections. 
• Teachers are responsible for ensuring that the Non-Exam Assessment Material 

completed is valid for the appropriate assessment series.
• The deadline for submitting NEA marks will be 31 March 2018.

INFORMATION FOR CANDIDATES
• The total mark for this component is 40.
• This document consists of 4 pages.
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Candidates should complete the task and provide evidence to meet all the marking criteria. 

For the following scenario analyse the detailed requirements and, using suitable algorithms, design a 
solution to be coded in a suitable high-level programming language. 

Show the iterative development of the individual solutions with suitable testing throughout the process. 

Test the final product and evaluate your solution against the detailed requirements you identified in the 
analysis. The non-exam assessment must be done using a suitable high level language such as:

• Python 
• C family of languages (for example C# C++ etc.) 
• Java 
• JavaScript
• Visual Basic/.Net 
• PHP 
• Delphi
• SQL
• BASH 

You may use a combination of programming languages to produce a solution to the task. 

Teachers may:

• explain the task
• advise on resources 
• provide the support described within the ‘Permitted Support’ section of the Specification 
• interrogate learners to ensure that the work is their own 
• provide a copy of the mark scheme to candidates. 

Teachers must not: 

• give detailed advice and suggestions as to how the work may be improved in order to meet the 
assessment criteria. This includes indicating errors or omissions and personally intervening to 
improve the presentation or content of the work 

• practise the task with the learners 
• practise tasks which are similar in nature with the learners 
• provide templates, model answers or feedback on drafts 
• produce templates or model answers and publish them online. 

Teachers must ensure that: 

• learners do not access the internet* 
• learners are not allowed to take the NEA tasks home with them 
• all work presented for submission must have been completed under supervised conditions 
• accounts associated with the NEA tasks must be locked between sessions to ensure that learners 

cannot access them outside of the supervised conditions 
• learners do not access online file storage accounts or email during the supervised conditions 

in order to prevent learners from completing work at home and bringing it into the supervised 
conditions. 

*unless the centre is using an online IDE, in which case, only access to the IDE website is allowed.
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Scenario

Sophie is designing a hockey game for two users. Each turn, the users try to score a penalty against 
each other. The game has a number of teams and each team has a unique name. The teams are 
stored in an external text file. Each team consists of six players. The game allows each user to choose 
one team to play with from the teams stored in the text file. Players may not choose the same team. 
Players may create their own team.

Each team player has three attributes:
• Name
• Attack (a number between 0 and 10 inclusive)
• Defence (a number between 0 and 7 inclusive).

The total of the Attack and Defence values for the whole team must equal 35. For example, a team of 
six players with an Attack of 10, and Defence of 0 would break the rules, as the total would be 60.

To play the game, the player with the highest defence in the team is selected as the Goalkeeper for 
that team, and the other team members become the Attackers for that team.

User One then selects an Attacker to take a penalty. Each Attacker can only take one penalty. To score 
a goal, the following process is used:

• calculate the difference between the Attack of the player taking the penalty and the Defence 
of the goalkeeper

• add the difference between the penalties scored by the attacking player’s team and the 
penalties scored by the defending player’s team.

• If the result is negative then the penalty is saved, otherwise it is scored.

Once User One has taken a penalty, User Two then chooses a player to take a penalty, and so on, until 
all five Attackers have taken penalties. The team with the most goals after all five penalties are taken 
are the winners.

If both teams score the same number of goals, Overtime mode is entered. During Overtime, each 
Attacker is allowed to take one more penalty. The winner of Overtime is the first team to score more 
goals than the other team after the same number of penalties have been taken by both teams. If the 
teams are still even after Overtime, then the result is a draw.

Analyse the requirements for this system and design, develop, test and evaluate a program that:

 1. allows a user to create and store the details of a team*.
 2. allows the two users to play the game as described above.
 3. allows the user to update the Name, Attack and Defence value of each player in a team.
 4. adds the result of each game to an external file. This must contain the two team names, the 

result (Win, Draw, Loss) and a final score.
 5. allows the user to display and save a report that asks the user to input two different team 

names and outputs the result of every game that has been played between the two teams. If 
the teams have not played each other, a suitable message is displayed.

 6. allows the user to display and save a report that displays two leader boards. One leader 
board will show the top three teams sorted by number of games won. The second leader 
board will show the top five teams sorted by the fewest number of goals conceded.

NOTE TO CANDIDATES:

*You should test your game with a minimum of 4 teams.
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Copyright Information

OCR is committed to seeking permission to reproduce all third-party content that it uses in its assessment materials.  OCR has attempted to identify and contact all copyright holders 
whose work is used in this paper.  To avoid the issue of disclosure of answer-related information to candidates, all copyright acknowledgements are reproduced in the OCR Copyright 
Acknowledgements Booklet.  This is produced for each series of examinations and is freely available to download from our public website (www.ocr.org.uk) after the live examination series.

If OCR has unwittingly failed to correctly acknowledge or clear any third-party content in this assessment material, OCR will be happy to correct its mistake at the earliest possible 
opportunity.

For queries or further information please contact the Copyright Team, First Floor, 9 Hills Road, Cambridge CB2 1GE. 

OCR is part of the Cambridge Assessment Group; Cambridge Assessment is the brand name of University of Cambridge Local Examinations Syndicate (UCLES), which is itself a 
department of the University of Cambridge.


