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'WHAT IS THE PROBLEM?

The Examination Board has to safeguard test quality

o For this, they need information

» Chosen instrument: course dossier
o To contain all information relevant to testing
o To be maintained in by examiners

= Observation: this is not working
o Examiners do not know about it, forget about it, have no time
o Programme management does not insist (strongly enough)

= There is no reward (carrot) for performing this task

o There is a stick: the need for (re-)accreditation

o Task is important, but not urgent

What information?
Hold your breath!

™
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WHAT IS IT WE NEED TO KNOW ABOUT TESTS?

= Test cycle:

1. Basis-
ontwerp

Verbeterplan
. lueren Construe-
= Foreach stage: [ i Sl Toctsmatrs
o What was done? matrijs
o Qutcome?
o Evidence?

Toetsproces
Toetscommissie 3 De toets
. (schriftelijk,
Geregistreerde 6. Reg;sntreren Construe- performance
resultaten ren toets/ assessment, etC-)

communiceren en
normcrsA beoordelingsmodel

Toetsanalyse (kwantitatief, 5.Beoordelen, Afnameprotocol,
rdltaw s verwerken, 7 surveillantenprotocol,
formgevuluia'enbeoom analyseren fraudeprotocol
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S)SOLUTION ID

EA: USE PRINCIPLES OF GAMIFICATION

1. Fast Feedback: Immediate feedback or response to actions
2. Transparer Feedback: Encourage users to continue or adjust their
3. Goals: Shol activities with onscreen notifications, text messages or emails
rTCTTO o - e daP ARALRA Ao
4. Badges: E\ metrics that matter to you and to your audlence
5. Leveling U interaction, ana eoucarte users about what is valoeoamor—— |
: ossible
6. Onboardin¢#—<specromy p/elrcuullllunu] = -
- its value
. Compe““ok—acmeveﬁ\,..;. et TTTS VT T T oo —
: unlock new missions, badges, activities, and rewards
8. CoIIaboratﬁ i —
¢ engaged IMMTETTerery—rael than being stumMpeToy—r—
9. Communit unfamiliar interface or a detailed manual
10. Points: Tarf— tasks, to arvecompemomand to encourage Rowreage—
sharin
- Not all of these | __ o, /s-%wm —
v - creates energy in the community by making people aware of
ﬁ' what others are doing
‘ I —_— T — e I I

/ Source:
‘f; UNIVERSITY OF T

Loyalty 3.0: How to Revolutionize Customer and Employee Engagement with Big Data and Gamification
Rajat Paharia, 2013
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ﬁdeally, every test should directl)

EXAMPLE FORM (WRJFT=A!

A test matrix gives a connection of R
individual test questions to learning
Question outcomes. This helps to ensure that no o
. _| learning outcomes for the test are
v |Are there explicit le The@rgotten. More information here ) | ©
v i 7
Can the test be link based on the actual grades: m\ e
v |Is there a test matri] or badly made? Were there questions that D
v scored especially well? How do you explain
IS there anianswer| these effects? More information here P | ©
v" | Were there any incide )¢ : O | ©
v | Is there an analysis of the test outcome?/ /O o [0
Please provide:
O Upload
Your analysis: I\ o F'IIOI :
70% passed the test. This is normal. Question 5 1N

was very badly answered; the question was not
well-posed. The scoring scheme has been
adjusted accordingly.

UNIVERSITY OF TWENTE. Gamification of Test Quality Control 8 July 2017 5


https://www.utwente.nl/en/examination/toolbox-testdesign/analys-evaluatie/
https://www.utwente.nl/nl/ces/toetsing/Docenten/testing-grading/job-aid/test-blueprint/

= Clarity about what is being asked & how to provide answers
o Explanations immediately available
o Document upload or free-text fields

= Any answer turns the question green (for “answered”)
o Upon “No”, the radio button turns orange
o Upon “Yes”, the radio button turns blue
o Optional evidence is asked: link, free text, document
o The percentage of “yes” questions is the score for the form
o Total form green: task done, form can be closed

= Examiners get immediate “thank you” mail when closing a form
o Monthly reminders for outstanding forms

= Scoreboard containing scores of all examiners
o You go there when you close a form
o Opt-out possibility: name is still on board, but marked “opted out”

ﬁ\' » Quarterly award for “top quality examiner”
e = Publicly announced
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~ ) _L/OBJECTIONS?

»

o

Childishness
o “I’'m too old for this sh*t”
» Offer a choice: this way or your own way, no way is not an option

Privacy (wrt colleagues)
o Privacy is the enemy of transparency: why should data be private?
» Publish only what others have done? Opt out?

Security of data
o E.g., answer models
» Do not include sensitive data as long as this problem is unsolved

Insufficient coverage

o |t's (too?) easy to enter “No”

» This is still way better than no information!

» You are reminded of the thing you did not do

Misuse of information
o E.g., for personal evaluation
» Should be explicitly ruled out
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WHY ARE TASKS NOT PERFORMED?

= Lack of understanding what the task consists of
o The person does not understand what he/she is supposed to do

BKO = Lack of ability to carry out the task
o The person does not have the skills to carry it out

|:> = Lack of intrinsic interest or pleasurability of the task
o The task is found to be boring

BKO = Lack of (perceived) importance of the task
o Not carrying out the task has little or no negative consequences

|:> = Lack of urgency of the task
o The task can be delayed with little or no penalty

|:> = Lack of time to carry out the task
o The task takes an inordinate amount of time
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» Worked-out proposal to Programme Directors
o Part of “Leergang Onderwijskundig Leiderschap”
o Volunteers for pilot: one course/quarter/programme
o Partial roll-out from 2018-2019
= Topic for CS design course (BSc, 18t quarter)
o Prototype in November
o Pilot started in 2"d quarter, repeated in quarters afterwards
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