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About this book

This book has been written by an experienced teacher of 
computer science and non-exam assessment (NEA). It 
describes the techniques and methods which the author 
and publisher believe are currently best practice at the 
time of publication.

You may wish to use different ways to record your 
evidence. Marks are given for evidence that meets the 
mark scheme criteria, even if this is different to that 
recommended in this guide.

This book is not a writing framework. You are allowed 
to use it in the NEA itself. The book gives numerous 
examples of how you could evidence your work, but you 
will need to write your own evidence from scratch.

This book does not define any standards that may be set 
by OCR as these are set during the examination series 
for the relevant year. However, this book does show some 
excellent ways in which you can evidence all the criteria 
that are required on the mark scheme.

Features used in this book

As you go through the book, you will notice a number of 
features to help you.

Examples of how you can present evidence are given in a 
page with torn edges. You should not copy these into your 
NEA as they are for a different problem, but you can use 
them to get ideas.

These success criteria should allow a valid name to 
be stored and entered for the game. I have added the 
limit of 20 characters to the success as I think this is a 
sensible limit.

 

As you go through the book, you will notice a number of 
boxes.

Hint boxes give you advice that saves you time, 
alternative ideas or general hints.

There is nothing to stop you 
drawing designs by hand. Your 
teacher may be able to scan 
them in, or insert them into your 
submission for you. This may save 
you time, if you find designing 
these on computer is difficult.

Hint

Help boxes let you know that there is further information 
on how to do a technique at the end of the book.

There is a guide to creating 
headers, footers and page 
numbers at the end of this book.

Help

Important boxes give you important information and 
advice related to the evidence you will need.

There is no requirement to 
complete both flowcharts and 
pseudocode as long as your 
designs are detailed and cover 
all the requirements.  If choosing 
flowcharts only, you must make 
sure they are detailed enough to 
code from.

Important

Introduction
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Setting up your report

Keeping your document clear and easy to follow is very important. Moderators 
will need to find evidence to support the mark your teacher gives you. Making it 
easy to find evidence therefore makes sense.

Core information

The following things must be included as part of your work:

 Ý Candidate name

 Ý Candidate number

 Ý Centre name (school)

 Ý Centre number

 Ý Assignment title

 Ý Component code

 Ý Page numbers

These pieces of information are key. You should ensure that they appear on every 
page of your work, or at least at the start of the report.

Headers and footers

You can choose how you lay out your headers and footers. Typically, they will look 
similar to one of the following examples.

Example 1 - Using a header and footer

There is a guide to creating 
headers, footers and page 
numbers at the end of this book.

Help

Candidate: Emily Smith   Computer Science NEA Project        Candidate Number: 1234

2 Setting Up Your Report

Header
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Example 2 - Alternative way to use a header and footer

Use of fonts

It may seem like a good idea to use some funky fonts when creating a document, 
but it can make it very hard to read.

Your report will be sent to the moderator digitally, so the best fonts are the ‘sans 
serif’ fonts as they are easier to read on screen.

The size for your 'Normal' or 'Paragraph' text should be 10pt to 12pt.

Good font examples Bad font examples

 ( Calibri –  Good sans-serif font for 
normal text

 ( Tahoma – Good alternative 
sans-serif font for normal text

 ( Courier – Good for 
code

 ) Jokerman – very 
difficult to read

 ) Brush Script – very difficult 
to read

Centre: Comp Sci Academy    1                 Centre Number: 54321

Footer

Centre: Comp Sci Academy  Computer Science NEA Project              Emily Smith (1234) 
Centre Number: 54321

Header

Page 1 of 34

Footer

The default fonts and styles your 
word processor uses are normally 
perfect for writing your report. 
You should avoid wasting time 
changing them.

Hint
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Creating a cover page

Front covers will not get you extra marks. You may choose to use one to improve 
the appearance of your report and to make it easier to find core information. 
Spend no more than five minutes adding your front cover.

 

 

  

Centre Name: Comp Sci Academy                                        
Centre Number: 54321 
 

 

Assignment title: EvilKnight 
Component Code: PROGAMMING PROJECT 03 

Candidate Name: Emily Smith                                                
Candidate Number: 1234 

 

Evidence log

When setting up my document, I have… Completed 

Created a front page 

Created a header and footer 

Included all of the core details 

Added a table of contents 

Used a sensible font 

There is a guide to creating a 
cover page at the end of this book.

Help

The front cover should have the 
core information on it.

 Ý Candidate name

 Ý Candidate number

 Ý Centre name

 Ý Centre number

 Ý Assignment title

 Ý Component Code

Important
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3 The Problem

Sample problem

In the NEA you will be given a problem to solve. Your teacher may decide to give 
you a choice of which problem to solve, or they might select the problem for you.

For the rest of this guide we will be using the following sample programming task. 
This guide will not show you a full report for every aspect of the problem, but it 
will give you examples of how to write each section of the report.

EvilKnight Games want you to create a simple text-based game. The idea of the game is that a great knight has to 
explore a dungeon and find the princess. The princess has been captured by an evil goblin, the 'boss'. The game should 
have a command-line interface. Your game should do the following:

1. Allow the player to enter the name of their knight

2. Generate random health for the character 
Ý They should have between 50 and 100 health

3. Create a maze for the knight to explore

4. Place special objects around the maze  
Ý These may be power ups, which help the knight 
Ý These may be traps, which harm the knight 
Ý There must be one ‘boss’

5. Allow the knight to move around the maze

6. Develop a way for the knight to kill the boss, freeing the princess

7. Allow the player to ‘Save’ and ‘Load’ their progress

Sample Programming Task for GCSE
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This guide provides numerous examples and explanations of how to 
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