Lab Assignment Guidelines and Grading



Preparation

To be ready for each lab assignment, be sure to read it thoroughly before you come to lab and to review any material the lab assumes you know. Coming to lab prepared lets you spend your time there working on the assignment instead of getting ready to work on it. 

You will also need a way to back up your work; you can use thumb drives or CD’s or  a Web-based storage service and/or a ZIP disk (some of our machines have ZIP drives). If additional items are needed for a particular lab, we will list them in that lab assignment. You should have plenty of time to complete a lab assignment when it’s due, provided you have prepared for it.



Working on and turning in labs

You have more time to complete some assignments than others; the due dates appear below. Take the length of time allotted for an assignment as an indication of how long it will take you to do the work: Don’t waste the first week of a two-week assignment. As you work on your assignments, we encourage you to seek assistance and advice from the course staff about the best way to do them. 

When an assignment is due, you will turn in the work via the “drop box.” An assignment is not considered turned in until it is placed into the drop box.



Labeling assignment folders

To turn in the electronic copy, create a folder with the name ><assignment number>-<your ID number>-S<the submission number>. Copy this folder into the Section 1 drop box. In the folder name, <assignment number> stands for the number of the lab assignment you are submitting (the number is at the top of each assignment); <your ID number> should be replaced with your studentID number; <the submission number> is 1 for the first submission of this lab to the drop box, 2 if you need to submit another version, and so on. We will grade the submission with the highest submission number.

If you mislabel a folder once, we will take no action. If you mislabel it more than once, for each subsequent mislabeled folder, we may take 1/2 point off the score for the assignment corresponding to the incorrectly named folder. 

There is no need to turn in your class files; we will create them as needed.



Backups

We require that you keep your own backup, a computer copy of each assignment, just in case something happens to the copy you turn in. For example, if the server fails (which has yet to happen) we will be coming to you to get another copy of your work. If you do not have work we can grade, you will receive no grade for it!

If you prepare to work on your lab assignments before you come to lab, and work diligently once there, you should have no difficulty finishing the assignments by the due date. Different people work at different speeds, but past experience shows that nearly everybody can complete the assignments if they spend about three -five hours a week in lab (provided, again, that they come prepared). 

The scheduled and open hours for all lab rooms are posted on the labs’ doors. 



Grading and due dates

Every lab assignment describes the assignment itself and what needs to be turned in.  All labs are due by 8 pm sharp on the dates given. If a lab is turned in later than due, it incurs a late penalty, as discussed below. 

Some of the exercises have optional work included. You may earn bonus assignment points by doing this work; how much extra credit you earn will depend upon how much of the extra work you do, and how well you do it. You may also earn bonus points for doing an amazing job on a lab (see below). These points are added to your total, but not to the total possible number of points; thus, not undertaking this work will not hurt the lab portion of your course grade. (Note that lab assignment points do not “spill over” into exam points; even if optional points put you over 100% of the lab points, only 100% of the lab points will be counted when computing your course grade.) You cannot get points for optional work unless all the required work is complete and correct.

We will grade your programs using the following five-point scale. Note that if you get four points, we consider that full credit for the lab—if you get four points on every assignment, you will have 100% of the possible lab points. Notice that your grade depends on issues of programming style as well as those of correctness (Does the program function as it should?) and completeness (Does the program contain exactly the features required?) 

0 points You did not turn in any work.

1 point Work that it is meager and poorly done. It would not be considered at all acceptable in academic or professional circles.

2 points Work of reasonable quality and completeness—a program that runs and implements at least the main requirements of the assignment. Shows a basic understanding of the material, but not a complete one. Presentation may be lacking (e.g., written work shows poor composition, a spreadsheet is hard to read, a database is poorly organized, a program is hard to follow)

3 points Work of high quality and that is complete and well presented—with perhaps a few minor errors and/or style problems. The grade for good, solid—but not extraordinary—work.

4 points Work of very high quality that demonstrates a full and complete understanding of the material the lab covers and that is very polished in its presentation. Normally the highest grade awarded in this class.

5 points Work of the highest professional or academic quality; it would earn highest praise from a professional or professor. Expect this grade to be very rarely awarded.

If it is difficult to determine whether your work is best represented by a score of x or x + 1 points (x ranging from 0 to 4), we may award a grade of x + 0.5 (that is, half points may be awarded). Expect this to be an unusual event. 

Your programs will be graded mostly on their correctness and completeness, but will also depend on other qualities of your program, such as efficiency, ease of learning and use, reliability, modifiability, clarity, the reasonableness of your design and on how well they follow the class style standards. A professional-quality program must score highly in all these categories—and part of what this class is all about is to help you learn how to write professional programs. Thus, you can lose points for poor design or bad programming style, even if your program correctly and completely implements its specification. 

If an assignment has specific grading criteria that is in addition to or extends the criteria given here, the assignment will describe them.



Late assignments

For a lab to be on time, your electronic submittal must be in your section’s drop box by that lab’s due date and time. Any work you submit after that time will incur a penalty of one point for each day or part of a day it is late, whether or not the lab is open that day. For example, if you earn four points and the assignment is two days late, your score will be two points (out of four). 

We will not penalize you for a late assignment if it is late because of significant circumstances beyond your control, such as an incapacitating illness or injury or a major emergency. Conflicts with due dates for your other classes or your job are not sufficient cause to lift the penalty. Should you be unable to turn in an assignment when due, it is best to notify the instructor ahead of time and make arrangements for an alternative due date. If you cannot provide advance notice, turn in the assignment as soon after the due date as possible, and, if you think the penalty should be waived, include a written explanation of the unavoidable circumstance that prevented you from turning in the assignment when it was due. 

Because of time constraints for turning in course grades to the Registrar and the need for course staff to study for its own finals, you cannot turn in your last assignment late unless it is because of significant circumstances beyond your control. Under all other circumstances, you must turn in the last assignment by its due date, or accept a score of zero for it.



Writing Professional Programs

Keeping style consistent: For assignments that provide code, match the programming style that code uses. A program using inconsistent style is harder to read and understand, and is more likely to confuse the reader—all very bad things when one’s task is to complete, modify or enhance code without introducing error. 

The style used in provided code tends to match, in general terms, the one employed in the class text. We think the book’s style is reasonable, although, as with all programmers, we would perhaps do things a bit differently here and there if we had the option. So, even in code that you write from scratch, we would like you to stick to a style that follows the text reasonably closely, unless you get permission from course staff to deviate from it. A consistent style, even across assignments, makes them easier to understand, and thus for us to grade accurately.

