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CPSC 233 Programming Assignment Rubric
Assignment 5 - Advanced: 

Inheritance & Polymorphism

+Please report any omissions, errors, inconsistencies, or misleading explanations so they can be clarified.

Brief problem statement: 

This assignment involves creating an application in Java that:

· includes the use of several separately compiled classes

· demonstrates the use of inheritance and polymorphism

These classes should incorporate the use of inheritance and polymorphism. 

Examples include, but are not limited to: 

· Library Utility (including a main program whose purpose is to demonstrate the utility): Linked List Library, Matrix Library, Drawing Utility
· Games: Asteroids, Centipede, Frogger, Space Invaders (games will likely need to be demo’d to ensure adequate assessment)
The use of PACKAGES is still not required, and will not be considered an asset in this application.
The following requirements apply to all fifth assignments.
If you choose to submit a program that does not have a grading scheme described, the table below lists the elements that must be demonstrated.
 

This fourth assignment will be assessed as ‘A’, ‘B’, ‘C’, ‘D’ or ‘F’, with possible pluses or minuses.
This rubric is a guide: no further detailed description will be provided for this portion.

This rubric is meant to be used in conjunction with the general programming rubric.

 

	Attribute
	Attempt
	Meets Requirements
	Exceeds Requirements
	Exemplary 

	Classes and subclasses 
	Still only one class, or more than one class, but all still static.
	Reasonably clear, relatively independent classes.
	Classes are neither too big nor too small; can be logically justified.
	

	Inheritance: creation & use
	  ---
	 effective instantiation & use of pre-defined derived classes
	 able to define and create simple inherited classes
	 consistent, effective use

	Class hierarchies 
	Crude outline.
	Can create accurate representation of the class hierarchy in the program.
	Uses UML-like notation to distinguish relationships between classes and to highlight attributes and behaviours.
	Uses UML notation to distinguish relationships between classes and to highlight attributes and behaviours.

	Overriding / Overloading
	One example but not justified.
	1 -2 examples, moderately well justified. Code shows distinction between the purposes of overloading/overriding.
	Able to use appropriately, justified in documentation.
	Clean, obvious, well-justified.

	Polymorphism / Abstract classes 
	Code compiles.
	Uses at least one base class and two derived classes. 
	Appropriate use. Defines abstract classes as appropriate.
	Consistent, well-justified.

	Exceptions
	Can follow valid code. Able to use simple ones in code copied from an example.
	 Can use necessary constructs. Can create simple exception handlers.
	 Documentation clearly indicates use is conscious and deliberate. Can propagate one exception through multiple levels of code.
	 Able to detect and correct subtle errors in code examples. Organizes code to avoid frailty. Can propagate multiple exceptions through multiple levels of code.

	Ability to use pre-defined exceptions.
	 Hand execution of valid code.
	 Can use pre-defined exceptions.
	 Recognize different classifications of exceptions.
	 Clear understanding of appropriate use of exceptions.

	Ability to define new exceptions.
	 Hand execution of valid code.
	 Can create simple exceptions.
	 Create exceptions that recover conditions.
	 Well-defined; justified.

	Describe how Event-Driven Programs differ from Data-Driven programs.
	 Describe, in general terms.
	 Give an example of each.
	 Give several distinct examples where each approach would be appropriate.
	 Able to describe in general terms, the kinds of problems that are appropriate to each.

	Understand the Java Event Model
	 Sort-of.
	 Describe. 
	 Describe with visual examples. Distinguish between an event and an exception.
	Distinguish between an event and an exception. Implement.

	Implement event-handling methods.
	 Describe, generally. Can follow valid code.
	 One working example. Can create simple event handlers.
	 Two different examples. One coded. Can propagate one event through multiple levels of code.
	 > 1 different coded examples. Can propagate multiple events through multiple levels of code.


 

Points: General Grading Explanation:
	A
	4.0
	Exemplary
	goes well beyond the requirements as laid out in the assignment specifications.

	B
	3.0
	Exceeds requirements
	goes beyond the basic requirements as laid out in the assignment specifications in ways that add value and meaning to the solution within the context of the objectives for this course.

	C
	2.0
	Meets requirements
	as laid out in the assignment specifications.

	D
	1.0
	Attempt
	submission suffers from serious or un-ignorable flaws or difficulties.

	F
	0.0
	Fail
	 


 

	Assessment: Letter Grade Mappings

	A = Exemplary
	B = Excedes Minimal Requirements
	C = Meets Minimal Requirements
	D = Sub-Standard
	F = insufficient

	 
	A
	A-
	B+
	B
	B-
	C+
	C
	C-
	D+
	D
	F (reasonable attempt)
	not submitted

	GPA
	4.0
	3.7
	3.3
	3.0
	2.7
	2.3
	2.0
	1.7
	1.3
	1.0
	0.5
	0.0

	/50
	50
	46
	42
	38
	34
	30
	25
	22
	17
	13
	6
	0

	/100
	100
	92
	84
	76
	68
	60
	50
	44
	34
	26
	12
	0
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