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Blogging the implementation of comm3003 
 

This blog is to share our experience of implementing spark in comm3003 

 

Feb 19 – Thinking about how to implement 
SPARK 
 

David and I discussed the possibility of including SPARK in the critical feedback 
assessment of the unit. However, given the high level of investment the design 
project demanded of students, we decided it was best to keep SPARK as a separate 
element with its own weighting. 

 
 
10 March – Preliminary SPARK set up 
 

We have set up our first SPARK survey for students to use in week 5 or week 6. 
These are the questions we’ll be asking: 

Group Formation 

o Has the group member attended all group meetings (including tutorials 
where work on the project took place)? 

o Has the group member made valuable contributions to the project so 
far? 

o Has the group member communicated effectively? 
o Has the group member helped with setting group goals, tasks, roles 

and/or establishing a clear plan and time-line for the project? 

Game Design 

o Does the group member seem engaged with the group’s game 
concept? 

 



Game Design 

o Has the group member been prepared for group meetings (including 
through readings, exploring different game mechanisms and systems, 
borrowing and playing games, attending the games studio)? 

The idea behind these questions is to assess areas we see as potential ‘danger 
signs’ as well as provide a bit of a formative guide to what students ought to be 
doing. 

 

29 March – inputting groups into SPARK 
 

After a bit of stuffing around I figured out how to take the groups from our excel 
spreadsheet and upload them into SPARK. The trick was to download the csv file 
from SPARK and then copy and paste the info from our spreadsheet into that one. 
There was one, slow, hiccup, which was that while SPARK wanted student numbers, 
we had student email addresses in the spreadsheet; so I had to manually remove 

@student.uwa.edu.au over 100 times so it would work  

 

 
3 April – SPARK going live 
 

We’ll open up SPARK to the students tomorrow – we’ve had more refinement of the 
question we’re asking and debated long and hard about whether to allow students to 
see each other’s written feedback, as well as their scores. For this one, we’ve 
decided not to release written feedback, because the groups are small and 
anonymity can’t be assured, as well as the issue that they are new to the process. 

We will reconsider this for the next SPARK as clearly the written feedback is a useful 
way to raise issues with performance and communication. This ability to 
communicate feedback in a sensitive way (both provide it and receive it) is one of the 
skills we’re hoping to develop in our students. 

 

6 April – Students can’t get in to SPARK 
 

Despite endless instructional material students have been struggling to figure out 
how to access SPARK.  

 



 
21 April – SPOT Survey design 
 

We’ve been given a draft survey by an educational technologist. Some of the 
questions will be great; some are somewhat irrelevant, so below is our ‘adapted’ 
survey. 

DS_Interactive_Systems survey TH update1 

 
 
April 22 – results from SPARK 1 
 

We’ve had a detailed look at the results from SPARK. A couple of problem members 
are clearly identified, including what David thinks we can assume are clear clashes 
between two members in two groups. Some of the written comments are not kind, 
but these will be hidden. For the next SPARK I can select which to reveal or not – 
just a bit of a drag to go through them. 
 
3 groups or so are gaming it by giving each other 100%. Interestingly the HK 
students (I assume) are much stricter with grades, including on themselves, which 
goes for a number of people. 
All up there are two problematic groups at this stage, and one possible third, which 
is in a group that David had assumed was going very well judging from what he 
observed in tuts. 
 
We’ll release results on Monday. Next time (week 9) we’ll have to do it immediately 
after SPARK, so we may need to close SPARK on the Saturday to go through it. 
So far we’re quite happy with SPARK, and definitely see a future use for it. One thing 
we didn’t quite do according to SPARK is the overall result. Business use that 
formula to alter the final grade for the assessment (like our old method in 3003), but 
we’ve separated the project from the process, and thus can’t technically use that 
grade… Using the average of the grade they give each other produces some unfair 
results, as critical and effective students score others and themselves harsher than 
uncritical students. 
 

It’s something we’re going to have to think about. 

 

27 April – SPARK 2 Survey Design 
 

After some discussion these are our questions for the second SPARK: 

http://blogs.uwa.edu.au/comm3003/files/2016/06/DS_Interactive_Systems-survey-TH-update1-25s4zqq.docx


 

 Group Work 
o Has the group member attended all group meetings (including tutorials 

where work on the project took place)? 
o Has the group member made valuable contributions to the project so 

far? 
o Has the group member communicated effectively? 
o Has the group member been actively involved in the ongoing design, 

production, and/or playtesting of the game? 
o Since the previous SPARK, and the week 7 tutorial where each group 

was asked to reflect on what positive change could be made to how the 
group functioned, has the group member maintained a high level of 
contribution to the project and/or made positive changes to their 
participation in the project? 

 Game Design 
o Does the group member seem engaged with the group’s game 

concept? 
o Has the group member been prepared for group meetings (including 

through readings, exploring different game mechanisms and systems, 
borrowing and playing games, attending the games studio)? 

We’re agreed that next time we run the unit we’ll make all the questions available to 
the students from the start of the semester, so they know what’s coming. Again, this 
is about trying to make students realise that, in terms of what they are learning here, 
the process is as important as the outcome. 

 

May 2 – revealing written feedback 
 

We discuss that in this SPARK we’d like to reveal written feedback – David will 
moderate the posts on Sunday before returning the results to students. 

 

3 May – final SPOT survey written 
 

Our final student feedback tool 

 

David’s reflections on SPARK 2 
 

So the second spark is showing some interesting results from my perspective as 
tutor. 
The groups that in spark 1 were scoring each other 100% have mostly stopped that. 
Only one group still does it, and they are also in classes really tight knit. 



A group that I thought was heading for disaster judging from their responses in 
class and general lack of engagement with each other, spark indicates are actually 
engaged and happy with each other, including in written comments. If I’d purely 
relied on my impressions from class I would most certainly have categorised them as 
disastrous. 
 
People in some groups that I thought were flaky are the major contributors 
according to spark, and in a couple of cases where I thought people were the main 
driving force, it turns out they are riding on the group’s coat tails. 
Interesting stuff! 

 
25 May – SPARK 3 Questions 
 

Here are the questions for our final SPARK 

 Group Work 
o Since the previous SPARK in week 9 has the group member attended 

all group meetings (including tutorials where work on the project took 
place)? 

o Since the previous SPARK in week 9 has the group member continued 
to make valuable contributions to the project? 

o Since the previous SPARK in week 9 has the group member 
communicated effectively? 

o Since the previous SPARK in week 9 has the group member been 
actively involved in the ongoing design, production, and/or playtesting 
of the game? 

o Since the previous SPARK in week 9 has the group member 
maintained a high level of contribution to the project and/or made 
positive changes to their participation in the project? 

 Game Design 
o Since the previous SPARK in week 9 has the group member seemed 

engaged with the group’s game concept? 
o Since the previous SPARK in week 9 has the group member been 

actively engaged in playtesting (either as organiser and/or playtester? 
o Since the previous SPARK in week 9 has the group member been 

actively engaged in the final stages of the production process? 

 

SPARK – final reflections 
 

We may need to look at the frequency and timing of spark for next time – David has 
had people from three different groups now complaining they did all the work and the 
rest did nothing in the period from week 9 to week 13 when all the work was done. 



Maybe give the final spark a heavier weighting, so that the first two sparks count for 
50% and the final spark for 50% of the participation grade. 

We’ve made very clear to the people complaining that from the start of semester it 
was explicitly clear that the 30% would be for the design, regardless of group issues, 
and the 15% would be an individual grade based on spark. 

One thing we are noticing is that the quality of games is somewhat higher. We’ve 
awarded one 95% and two 90% so far, and a couple of lower HDs, with 5 games to 
go. 

 

June 13 – SPOT feedback in 
 

… and it’s generally positive. There are still people who resent being made to make 
a game but there’s also a lot of positive feedback about the experience. 

There’s significant awareness of the importance of teamwork in the unit (and 
acknowledgment that David has re-enforced the importance of team communication 
as a learning outcome) which is great. 

There’s some suggestion that we may also have to do more explanation about the 
value of learning game design  – some students query why building a board game is 
necessary for a Media/Comm student. 

Feedback about SPARK is generally positive although students are voicing a desire 
to discuss feedback with each other and also have more opportunity for comments 
within the SPARK system – these are both somewhat problematic suggestions but 
worth looking into. 

There is also the suggestion that three SPARKS are too many. 

 

 

 


