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Terminology

Stakeholders’ Needs
Contexts e
University & Vision & Mission
(1.1)
Faculty :
( | Learning |
I Taxonomy (1.1} |
ELOs

. BEducation Quality Intemational

ELOs
Classification (1.3)

Programme

!

-

Course

Lesson
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PEO: Program Education Outcome
PLO: Program Learning Outcome
CLO: Course Learning Outcome
LLO: Lesson Learning Outcome
Objective

Bloom Taxonomy

Lesson Plan

Teaching and Learning activities

Assessment Rubrics
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e PEO 1 (Hard Skills)
Graduates will demonstrate advanced technical expertise in software
engineering, enabling them to design, develop, and maintain innovative
software solutions that meet industry standards and societal needs.

e PEO 2 (Soft Skills)
Graduates will exhibit effective communication, teamwork, and
leadership skills, enabling them to collaborate in diverse professional
environments and contribute to organizational success.

e PEO 3 (Lifelong Learning and Service to Community)
Graduates will engage in lifelong learning, ethical practices, and
community service, contributing to societal development and adapting
to emerging technologies and challenges.
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e PLO 1 (Knowledge)
Apply fundamental and advanced knowledge of mathematics, computing, and software engineering
principles to solve complex problems.

e PLO 2 (Cognitive Skills)
Analyze, evaluate, and synthesize information to design and implement software systems that meet specified
requirements.

e PLO 3 (Psychomotor Skills)
Demonstrate proficiency in using tools, technologies, and methodologies for software development and
testing.

e PLO 4 (Interpersonal Skills)
Work effectively in teams, demonstrating collaboration, conflict resolution, and leadership abilities.

e PLO 5 (Responsibility)
Exhibit accountability and responsibility in professional practice, adhering to ethical and legal standards.

e PLO 6 (Entrepreneurial Skills)
Develop innovative solutions and business models, demonstrating entrepreneurial thinking and problem-
solving.

e PLO 7 (Ethics and Professionalism)
Uphold ethical principles and professionalism in software engineering practice, considering societal and
environmental impacts.

e PLO 8 (Communication Skills)
Communicate technical information effectively through written, oral, and visual means to diverse audiences.

e PLO 9 (Digital Skills)
Utilize digital tools and platforms to enhance productivity, collaboration, and innovation in software
development.

e PLO 10 (Numerical Skills)
Apply mathematical and statistical techniques to analyze data and solve computational problems.
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Objective

" Develop technical proficiency in software design, development,
and maintenance.

= Cultivate strong problem-solving and analytical skills.
" Encourage lifelong learning and professional development.

= Foster collaboration with interdisciplinary teams.
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Missions

PEOS

ojl] ot an?dge VDL Knowledge | Cognitive | C6 (Bloom Taxonomy)
PLOL 2 D2 [Cognitive MD2
PLO[ 3] LD3 [Psychomotor MD3 Skill | Psychomotor P7
PLO[ 4| LD4 |Interpersonal Skill MD4
PLO[ 5| LD5 |Responsibilit MD4 . .
PLO| 6| LD6 Entrpepeneurﬁjf MD4 Atttude |- Afectior .
PLO( 7| LD7 |Ethics and Professionalism — |MD4
PLO[ 8| LD8 |Communication MD5 C(6)
PLO( 9| LD9 |ICT MD5 KSA CAP A(5)
10( LD10 |Numerical MD5 P(7)

CLOs

LLOs

Pedagogies

Assessment




Co-funded by
the European Union

A ;. :‘-
G »
aluation
R At e ARt et DR
A, \
‘1

Synthesis
Analysis

Application

/ Knowledge

Apply

Remember

0

)

e ——

Define,
|dentify,
Describe,

Recognize,

Tell,
Explain,
Recite,

Memorize,

|[lustrate,
Quote

e

UNDERSTAND:

Summarize,
Interpret,
Classify,
Compare,
Contrast,

Infer,
Relate,
Extract,

Paraphrase,

Cite

0

]

0
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APPLY:

Solve,
Change,
Relate,

Use,

Sketch,
Teach,

Discover,
Transfer

Complete,

Articulate,

ANALYZE:

Contrast,
Connect,
Relate,
Devise,
Correlate,
lustrate,
Distill,
Conclude,
Categorize,
Take Apart

e —

EVALUATE:

Criticize,

Reframe,

Judge,
Defend,

Appraise,

Value,

Prioritize,

Plan,
Grade,
Reframe

CREATE:

Design,
Modify,
Role-Play,
Develop,
Rewrite,
Pivot,
Modify,
Collaborate,
Invent,
Write
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Bloom's Taxonomy - Revised
Cognitive Domain
Bloom’s Taxonomy has been revised by Anderson and Krathwohl (2001) with new terms and
emphasis. This adapted Bloom's model has Knowledge converted to Remember and the highest level of
development is Creating rather than Evaluate.
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Noun ———— toVerb Form

/ Remember

Category Generic Skills Sample Verbs
Remembering The learner is able to Choose, Cite, Enumerate, Group, Label, List,
Recalling information recall, restate and Listen, Locate, Match, Memorize, Name,

remember learned Outline, Quote, Read, Recall, Recite, Record,
information. Relate, Repeat. Reproduce, Review, Select.
Show, Sort, State, Underline, Write
Understanding The learner grasps the Account for, Annotate, Associate, Classify.
Explaining ideas or meaning of information by | Convert, Define, Describe, Discuss, Estimate,
concepts interpreting and Explain, Express, Identify. Indicate,
translating what has been | Interpret. Observe, Outline, Recognize,
learned. Reorganize, Report, Research, Restate,
Retell, Review, Translate
Applying The learner makes use of | Adapt. Apply. Calculate, Change, Collect,
Using information in information in a new Compute, Construct, Demonstrate,
another familiar situation from the onein | Dramatize, Draw, Exhibit, Generalize,
situation which it was learned. Nlustrate, Interpret, Interview, Make,
Manipulate, Operate, Paint, Practice,
Sequence, Show, Sketch, Solve, Translate
Analyzing The learner breaks Analyze, Appraise, Arrange, Calculate,
(Critical Thinking) learned information into | Categorize, Compare, Contrast, Criticize,
Breaking information its parts to best Debate, Detect, Diagram, Discriminate,
into parts to explore understand that Dissect, Distinguish, Examine, Experiment,
understandings and information in an attempt | Group, Infer, Inquire, Inspect, Investigate,
relationships to identify evidence fora | Order, Probe, Question, Relate, Research,
conclusion. Scrutinize, Separate, Sequence, Sift,
Subdivide, Summarize, Survey, Test
Evaluating The learner makes Appraise, Argue, Assess, Choose, Compare,
(Critical Thinking) decisions based on in- Conclude, Criticize, Critique, Debate, Decide,
Justifying a decision or | depth reflection, criticism | Deduce, Defend. Determine, Differentiate,
course of action and assessment. Discriminate, Evaluate, Infer, Judge, Justify.
Measure, Predict, Prioritize, Probe, Rank,
Rate, Recommend, Revise, Score, Select,
Validate, Value
Creating The learner creates new Act, Assemble, Elend, Combine, Compile,
(Critical Thinking) ideas and information Compose, Concoct. Construct, Create, Design,
Generating new ideas, using what has been Develop, Devise, Formulate, Forecast,
products, or ways of previously learned. Generate, Hypothesize, Imagine, Invent,
viewing things Organize, Originate, Predict, Plan, Prepare,
Propose, Produce, Set up
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Bloom's Taxonomy - Revised
Affective Domain

These learning outcomes relate to attitudes, behaviors, and values. This is also now
commonly expressed in the modern field of personal development as "beliefs’ and their
retention by and affect upon the learner.

1956 2001

determines a new value or | Formulate, Improve, Manipulate, Modify,
behavior as important or a | Practice, Prioritize, Reconcile, Relate, Revise

Category Generic Skills Sample Verbs
I Receiving The learner becomes Accept, Acknowledge, Ask, Attend, Describe,
(Awareness) aware of an attitude. Explain, Follow, Focus, Listen, Locate,
[ I behavior, or value and is | Observe, Realize, Receive, Recognize, Retain
a|“a 2 N open to the experience.
- 8
! \ I Responding The learner exhibits a Behave, Cite, Clarify, Comply. Contribute,
(React) reaction or change as a Cooperate, Discuss, Examine, Follow,
- result of exposure to an Interpret, Model, Perform, Present, Question,
Synth cSIS I attitude, behavior, or React, Respond. Show, Studies
value.
l Valuing The learner recognizes Accept, Adapt, Argue, Balance, Challenge,
A na Iysi S (Comprehend and act) value and displays this Choose, Confront, Criticize, Debate,
personal opinion through | Differentiate, Defend, Influence, Justify.
I involvement or Persuade, Prefer, Recognize, Refute, Seek
commitment. Value
Application _ _ | _
| Organizing The learner reconciles Adapt, Adjust, Alter, Arrange, Build, Change,
(Personal value system) | internal conflicts and Compare, Contrast. Customize, Develop,

/ \ priority.
// \
/ \ / \
Knowledge Remember \ |
/ \/ \ Internalizing The learner integrates Act, Authenticate, Characterize, Defend,
. (Adopt behavior) consistent behavior as a Display. Embody. Habituate, Influence,

naturalized value in spite | Internalize, Practice. Produce, Represent.
N tO vw F of discomfort or cost. The | Solve, Validate, Verify
oun —l orm value is recognized as a
part of the person's

character.
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Bloom's Taxonomy - Revised
Psychomotor Domain

These learning outcomes relate to the development of physical skills and manual tasks.
However it also concerns and covers modern day business and social skills such as
communications (public speaking) and the operation of equipment.

2001

Category Generic Skills Sample Verbs
I Observe The learner translates Hear, Identify, Notice, Observe, See, Smell,
(Awareness) sensory input into Taste, Touch, Watch
physical tasks or
I activities.
Model The learner is able to Adhere, Attempt, Copy. Follow, Imitate,
I (Copy) observe and replicate a Mimic, Model, Reenact, Re-create, Repeat,
: I \ fundamental skill or task. | Replicate, Reproduce, Show, Try
Synth cSIS I / E SAEG te \ Recognize Standards The learner recognizes Build, Check Demonstrate, Detect,
. (Follow instructions) standards or criteria Discriminate, Differentiate, Distinguish,
l A na Iyz e important to perform a Execute, Implement, Notice, Perceive,
A na IYS' S skill or task correctly. Perform. Recognize, Select
I Correct The learner utilizes Adjust, Alter, Calibrate, Change, Complete,
= 2 Apply (Develop precision) standards to evaluate Construct, Correct, Customize, Improve,
App| ication his /her own Integrate, Manipulate, Modify, Practice,
I . : performances, make Revise
4 A S A e 0\ corrections and execute
l a Unacirsialdc | the skill reliably
. independent of assistance.
/I
/ \ v, P . : ; -
/ \ / Articulation The learner applies a Adapt, Build, Combine, Compose, Construct.
// KnOWIedge \I/‘/ Remem ber (Combine & integrate selected skill to real life Coordinate, Create, Develop. Formulate,
. ‘*." related skills) situations. Integrate, Master, Originate, Produce, Solve
Naturalization The learner is more Demonstrate, Design, Exhibit, [llustrate,
NOIIII — tO vel'b FOfm (Automate & master) automated with an Invent, Instruct, Manage, Re-design. Specify,
unconscious mastery of an | Teach, Train, Troubleshoot
activity and related skills.
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Module 1: Recognize the ethical landscape of data practitioner (PLO1,PLO2,PLO7)
Module 2: Identify the key principles of the data privacy through regulation perspective (PLO1,PLO2,PLO5)
Module 3: Choose the right technigues to protect data privacy(PLO3,PLO9,PLO10)

CLO 1: Define ethical principles and their application in data practices. MD1, LD1 K/C Module 1
CLO 2: Demonstrate awareness of ethical obligations in data handling. MD4, LD7 ASA Module 1
CLO 3: Evaluate the effectiveness of data privacy regulations. MD2, LD2 K/C Module 2
CLO 4: Understand the legal and ethical consequences of data breaches. MD4, LD5 ASA Module 2
CLO 5: Demonstrate proficiency in implementing data privacy techniques MD3, LD3 S/P Module 3
CLO 6: Utilize technology tools for data privacy protection MD5, LD9 S/P Module 3

Lecture 2: What ethically significant harms and benefits can data present?

LLO 1: Reproduce the definition of Ethics

LLO 2: Classify different level of the life interest

LLO 3: Identify the potential ethical benefit and risk associate with data collection, analysis and use

Lecture 3: Common ethical challenges for data practitioners and users
LLO 1: Define useful terminology

LLO 2: Classify different data life cycle

LLO 3: Identify the challenges of data practitioners and users

Lecture 4: What are data practitioners' obligations to the public?
LLO 1: Identify the source of ethical duties

LLO 2: Classify the stakeholder as data practitioners

LLO 3: Understand the conflict of interest of stakeholders
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Instructional * |Inquiry-Based Learning
Strdtegy * Project-Based Learning (PBL)

* Think-Pair-Share
« Jigsaw Method
* Peer Teaching

« Case Studies

* Debate

» Gallery Walk

» Elevator Pitch

* Role play

« KWL: Know, Want-to-Know,
Learned
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MCQs * Laboratory Test

 Short Answer Test  Thesis

* Essay * Presentation
 Performance Test « Portfolios

o Written Test e Case Studies
* Fieldwork/Practicum  Posters

* Projects » Journals/Blogs



I Co-funded by

the European Union

RUBRICS

Developing

Beginning

Proficient

Mastery

A- Point Mastery-based, Standard-aigned Rubric

DX.sea

3-5-ETS1-2. Generate and compare multiple possible solutions to a problem based on how well each is likely to meet the criteria and

constraints of the problem.

Critevia

Researching a Problem

Ecginning
I

Identifies some sources of
information about a
problem.

Identifies key sources of
information about a
problem and explains why
they are important.

Proficient
%

Effectively researches a
problem using a variety of
methods and sources of
information.

Effectively research a
problem using various
methods and sources of
information, and | can
evaluate the quality and
reliability of different
sources.

Solution Design

Designs asolutionto a
problem but doesn't
address key criteria and
constraints.

Designs a solutionto a
problem that addresses
some key criteria and
constraints.

Designs a solutionto a
problem that effectively
addresses key criteria and
constraints.

Designs a creative solution
to a complex problem that
addresses multiple criteria
and constraints.

Communication &
Collaboration

Explains solutions to others
but does not use scientific
language or evidence to
support ideas or claims.

Explains solutions to others
using scientific language
and evidence and listens to
feedback from others.

Communicates solutions
using scientific language and
evidence. Listens and
responds to feedback from
others.

Effectively communicates
solutions using scientific
language and evidence.
Listens actively, responds to
feedback from others, and
uses their peers’ ideas to
improve solution design.
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RUBRICS

Poor Passable |Excellent] Comments

Source Problems (5%) 12 3 4 |56 7 (89 10
2 |Secondary Problems (10%)

- clarity of definition 12 3 4 |56 7 |8 9 10

- comprehensiveness 12 3 4 |56 7 |8 9 10
3 [Analysis (45%)

- application of concepts 12 3 4 |56 7 |8 9 10

- data analysis (financial, marketing) (1 2 3 4 |5 6 7 |8 9 10

- use of critical reasoning skills 12 3 4 |56 7 |8 9 10
4 | Recommended Alternative (10%)

- Isjustification convincing? 12 3 4 |56 7 |8 9 10

- use of theory to justify 12 3 4 |56 7 |8 9 10
S | Overall Presentation Standard (10%)

- structure and organisation 12 3 4 |56 7 |8 9 10

- writing mechanics 12 3 4 |56 7 |8 9 10

- proof reading 12 3 4 |56 7 |8 9 10

- referencing 12 3 4 |56 7 |8 9 10

bibliography 12 3 4 |56 7 |89 10
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https://chatgpt.com/?ref=dotcom

+ Gemini https://gemini.google.com/app

&deepseek https://www.deepseek.com/

https://grok.com/?referrer=website
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PROMPTS

Create a Program Specification of Software Engineering by writing a complete
PEO and PLO of the program using bloom taxonomy verbs. There are 3 Program
Education Outcome (PEQO), PEO 1 related to Hard Skill, PEO 2 related to soft skills,
PEO 3 related to life long learning and service to community. By having 10
Program Learning Outcome (PLO), PLO1 knowledge, PLO2 Cognitive, PLO3
Psychomotor, PLO4 Interpersonal skill, PLO5 Responsibility, PLO6 Entrepreneur,
PLO7 Ethic and Professionalism, PLO8 Communication, PLO9 Digital Skill, PLO10
Numerical skill. After that create a 5 years program, each year has 8 courses with
30 credits in total and mentioned all the necessary courses Name, Credit, Hour,
Course description, Course Learning Outcome. Finally do the mapping between
Course Learning Outcome of each course to the Program Learning Outcome and
make sure it is algin very well and also cover the minimum level of Knowledge,
Skill and Attitude.
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PROMPTS

Create a Program Specification of Saftware Engineering by writing a complete PED and PLO of the pragram
using bloom tavanomey werbs, There are 3 Program Edusation Outcome (PED], PED 1 related to Hard Skill,
PED 2 related to soft skills, PEO 3 related to life long learning and service b community. By having 10
Program Lesrning Outcame (PLOY, PLO1 knowledge, PLOZ2 Cognitive, PLOZ Psychomaotor, PLO4
Interparsanal skill, PLOS Responsibility, PLOE Entreprensur, PLO7 Ethic and Professionalsm, PLOE
Caommunication, PLOS Digital Skill, PLOA0 Mumerical skill. Afver that create & 5 years program, sach year
has B courses with 30 cradits in total and mentioned all the necessary courses Mame, Cradit, Hour, Course
descriptian, Course Learning Outcame. Finally da the mapping betwesn Course Learming Dutcome af each
course ta the Program Learning Qutcome and make Sure it is 2lgin very well and alsa cover the minimum
kewid af Knowledge, Skill and Attitude.

SOFTWARE ENGINEERING PROGRAM

Program Education Outcomes (PECx)

1. PED 1 {Hard Skills)
Graduates will demanstrate advanced technical expertise in software engineering, enabling
theem ta design, devedop, and maintain innosative software salutions that meet industry
standards and socketal nesds,

1. PED X [Soft Skills)
Graduates will exhibit effective communication, teamwork, and leadership kills, enabling them
to collabarate in diverse prafessional ervironments and contribute to organizational success.

1. PED 3 [Lifelong Learning and Service to Community)
Graduates will engage in lifelong leaming, ethical practices, and community service, cantributing
o sacietal development and adapting to emerging technologies and challenges.

Program Learning Outcomes (PLOs)
1 PLD 1 {Enowledge]

Apply fundamental and advanced knowledge of mathematics, computing, and softwane
engineering principles to solve complex prablems.

2 PLO 2 {Copnitive Skills)
Anahyre, evaluate, and synthesize information to design and implement saftware systems that
et spacified reguirements.

1. PLO 3 |Pspchomotor Skills)
Demanstrate proficiency in using taols, technolagies, and methadalogies for software
devalopment and testing.

4. PLO 4 {interpersonal Skills)
Wark effectively in teams, demonstrating collabaration, conflict resolution, and leadership
abilities.

5. PLO 5 |Responsibility)
Exhibit accountability and responsibility in professional practice, adhering to ethical and bepsal

standards,

£ PLO G |Entrepreneurial Skills)
Deselog innavative salutions and busineis models, demanstrating entrepreneurial thinking and
prablem-salving.

PLO 7 {Ethics and Professionalism)
Uphald ethical principles and professionalzm in software engineering practice, considering

==l

societal and environmental impacts,

E. PLO 8 {Communication Skills)
Communicate technical information effectively through written, oral, and visual means ta
diveriie audisncis.

=]

PLO 3 {Digital Skills]
Utilize digital tools and platfarms ta enhance productivity, collshoration, and innavatian in
software desalopment.

10, PLO 10 (Nurmerical Skills)
Apply mathermatical and statictical tachnigues to analyzs data and sohee computational
probkme.

5-Year Program Structure

Cach year consists of B courses tataling 30 credits. Below is the breskdown:

:Ir 1

c Learni
Course Name DeRTIETTS

Credits Howrs Course Description Ohuite joLos)
Omes

1. ‘Write simple programs
Intraduction ta
Pragramming

: 0 Basics of programming, algarithms,  using Python,
and problem-sohing uging Pythan. 2. Explain basic

prOgramming concepts,

1. Zalve problems using
discrete structures,

2. Apply logical reasoning.

Discrete Mathematics 3 45 FIJI'II:I-ulrI'IEI'.II:Hh L'q‘ logic, sets, ralatians,
and combinatorics.

1. Degeribe computer
Camputer Owerview of computer architecture,  components.
Fundamentals aperating systems, and netwarks. 2. Explain basic

networking cancepts,

Course Mame

English far

Credits Howrs Course Description

D log written and oral

DX.sea

Course Learning
Dutcomes [COLO=)

1. Write clear technical
documents,

Communication 3 4 communication skills, 2. Deliver effective
presentations.
1. Salve cakulus
i i rablams.
Caleuluss 3 45 Fundamaentals of differantial and p
intesgral caleulus. 2. Apply caleulus to real
world spanarios,
1. Identify ethical
Ethics and 5 - Intraduction ta ethical principles and  dilemmas.
Prafessionalzm prafessional conduct. 2. fpply ethical dacision-
making.
1. Use digital toals
R Basics of digital toals, cybersecurity,  @ffectioely,
Digital Literacy 3 4 and online collaboration. 2. Explain eyberiacurity
principhas.
1. Devedop & busineis
Introd uctian to Basics of entrepreneurship and e,
) 45 . .
Cntreprensurship business planning. 2. Create a simple
business plan,
Year 2
Counse K Credits Hours Caurse Descripti Course Leaming
ourse Mame owrs Course Description Outcomes | |
1. Implement data
Diata Structures and 60 Study of data stroctures (e, stacks, structures,
Alporithms quinis, trises| and algorithms. 2. Analyze algorithm
afficiancy.
1. Design COP salutions
Ohject-Oriented
JBEnEn 60 Principles of OOP wsing Javi. 2. Develop fava
Pragramming —
applications,
. 1. Design relatianal
Datshase Systems 3 I Introduction bo database design and —

S0L

2. Wit 501 quaries,
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PROMPTS

|Th|: mapping @rsures that all 10 PLOs are adeguately covered across the S-pear program, with a balanos

Course PLO 1PLO 2PLO 3PLO 4 PLO SPLO GPLOD TPLO BPLO 9 PLO 10
af knowledge, skills, and attitudes. Cach CLO ic aligred with the relevant PLOJs) to meet the program's
aducational ohjectives. Veard Big; Dratas Anahyties o, u
Course PLO 1 PLO 2PLO 3PLO 4PLO SPLO G PLO 7PLO EPLO 9PLO 10 Internet of Things {iaT} F oo S
Visual Regresentation of CLO-to-PLO Mapging Saftwiare Dasign and Architecture Advanes Sofvwsare Enginssring i J
Cperating Systems S s Innovation and Creativity J o
Year1 Human-Computer Intaraction o Global Citizenship J S
Course PLO 1PLO 2 PLO 3PLO APLO SPLO GPLO TPLO B PLO 2PLO 10 Saftwane Tasti ¥ N
g Caraer Davelopment o o
Intraduction ta Programming v v Data Science Fundamentals v o ) Elective Caurse oA
Diverete fMathamatics W o Project Management J D
Camputer Fundamentak o o Mobile App Developmant J S
English far Communication o W Community Service Project S S
Caleulus W o
Cthics and Professionalism " Year 4
Digital Literacy J J Course PLO 1PLO 2PLO 3PLO 4 PLO SPLO GPLO 7PLO BPLO 8 PLO 10
Intraductian ta Cntreprensurship o o Clawd Computing o o
Artificial Intelligence W
Year 2 Cybersecurity W
Course PLO 1PLO 2PLO 3 PLO 4PLO SPLO GPLO TPLO B PLO 9PLO 10 Saftware Project | J oS S
Data Structures and Algarithms o o W Advanced Database Systems Jo
Otject-Oriented Programming « / Entrapreneurship in Tech " "
Datshase Systems o o d Profassional Cthics in IT o
Prabability and Statistics o Research Methods J J
Technical Writing o
Saftware Cngineering Basics o o o :Ir L]
Web Develoament r J Course PLO 1PLO 2PLO 3PLO 4 PLO SPLO GPLO 7PLO BPLO8 PLO 10
Teamwork and Leadership Saftware Project Il S W
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Create a rubric of Research Writing with 4 levels such as beginner, developing,

proficient mastery with some criteria and the score range from 0 to 100.

Research Writing Rubric

Criteria

Thesis/Argument

Research &
Evidence

Organization

Clarity & Style

Citations &
Formatting

Beginner {0—25)

Thesis is unclear,
absent, or overly
vague. Argument
lacks focus or

purpose.

Little to no
evidence or
research provided.
Sowurces, if any, are
irrelevant or

unreliable.

Structure is
confusing or
nonexistent. ldeas
are disjointed with

no clear flow.

Writing is unclear,
with frequent
Srrors in gramimar,
syntax, or

vocabulary.

Citations are
missing, incorrect,
ar inconsistent.
Formatting is
haphazard.

Developing (26—50)

Thesis is present but
weak or overly broad.
Argument Is

underdeveloped.

Some evidence is

imncluded, but it's limited

or inconsistently
relevant. Sources may
lack credibility.

Basic structure exists
but transitions are
weak. ldeas may feeal

scattered.

Writing is
understandable but
lacks polish. Errors
distract from meaning.

Citations are present
but contain errors.
Formatting follows

some guidelines.

Proficient (51-75)

Thesis is clear
and focused.
Argument is
logical and mostlhy

well-supported.

Solid evidence
supports claims.
Sources are
credible and
mostly well-

imtegrated.

Clear structure
with logical flow.
Transitions are
effective, though
minor lapses may

CCCur.

Writing is clear
and engaging,
with minimal
errors. Style suits

the purpose.

Citations are
mostly accurate.
Formatting
adheres to a
standard (e.g.,
APA, MLAJ.

Mastery [F6—100)

Thesis is insightful,
specific, and
compelling. Argument
iz fully developed and
persuasive.

Extensive, high-
quality research
enhances argument.
Sources are
authoritative, varied,
and seamlessly
integrated.

Exemplary
arganization with
smooth transitions.
Ideas flow cohesively

from start to finish.

Writing is eloguent,
precise, and
engaging. Style
elevates the work with

no ermors.

Citations are flawless
and consistent.
Formatting is
professional and
perfectly aligned with

standards.

Scoring Guide

0-25 (Beginner): Demonstrates minimal understanding of research writing principles.
Significant improvement needed.

26-50 (Developing): Shows basic skills but lacks consistency and depth. More practice and
refinement required.

51-75 (Proficient): Exhibits competent research writing skills with room for pelish and
sophistication.

76=100 (Mastery): Reflects advanced mastery of research writing, with exceptional quality and

professionalism.



Co-funded b
thc:a I::roepeax Union Dx.sea

THANK YOU

FOR YOUR ATTENTION
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