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Executive
Summary

In this special publication, we will share a collection of assessment briefs

derived from a one-day assessment hackathon in Atlantic Technological
University (ATU), where 100+ colleagues and student leaders undertook
a challenge-based learning experience, to hack a big idea on tackling
assessment in the age of Artificial Intelligence (Al).

Generative Al focuses on creating new and original content, chat responses, designs, or
synthetic data. It is particularly valuable for problem-solving and promoting creativity.
As the use of ChatGPT and Generative Al becomes increasingly popular, it is vital to
understand its impact on higher education and identify strategies that may address
potential risks (Wang, 2023).
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This inspiring and innovative collection of assessment briefs is being released as we begin
a new year in higher education, and it provides an opportunity for educators to re-imagine
their assessment strategies and consider new teaching and learning approaches to support

engagement with generative artificial intelligence technologies.

The ATU Assessment Hackathon was coordinated by the N-TUTORR Project Office and the
Teaching & Learning Centre teams. From the beginning, the aim of this learning event was to
provide a first-hand experience of a challenge-based learning hackathon for academic staff
to support them in implementing a similar approach and to facilitate teams of educators on

learning about designing authentic and sustainable assessments in the age of Al.

In this special publication, nineteen assessment briefs are the formal outputs from the ATU
education hackathon teams. The assessment briefs are grouped under four categories:

Category1: Education Principles
Category 2: Guiding Principles
Category 3: Assessment Method

Category 4: Lesson Plan

Under the category of Education Principles, the briefs explore developing a culture
of academic integrity and ethical practices in students and staff, plus project-based

learning on Al.

The Guiding Principles category, covers sound advice on when and how it is appropriate

for students to use Al in assessments and embracing the opportunities that Al offers to
support the development of students’ foundational knowledge, understanding, skills, critical
engagement, and self-expression.

On Assessment Methods, a guiding framework is presented that supports best practice in use
of Al in relation to Blooms Taxonomy, and designing rubrics that students can use to critically
evaluate the quality of Al-generated assessments.
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The Lesson Plan category, presents approaches on how to investigate language models
that can support and develop on assessment in response to the current and future working
environment, acknowledging the challenges of plagiarism. Further briefs explore rethinking
and rewriting programme or module learning outcomes in the age of Al and creating an
assessment and feedback method, which develops sustainable critical thinking skills. A
complete listing of the assessment briefs is available on page 30-31 and includes the full
team names.

This publication also provides the tools and resources we used to drive the hackathon and
the outputs delivered on the day. This publication and linked resources are licensed under
Creative Commons CC BY-NC-SA 4.0 Deed | Attribution-NonCommercial-ShareAlike 4.0
International | Creative Commons. The ATU hackathon toolkit includes: a Hackathon CBL
Game Card; a Learning Outcomes & Activities Game Card; A to Z Assessments deck of cards; a
Padlet collaborative board; and a suite of nineteen assessment briefs presented in a series of
information cards in Chapter 4.

On behalf of the N-TUTORR and Teaching and Learning Centre teams, we would like to take
this opportunity to express our sincere thanks to all the participants of the ATU Assessment
Hackathon who have created an exciting range of assessment briefs. In addition, many thanks
to our external guests, Gilly, Sue, and Sheila, who provided expert facilitation in assessment

design and delivery on the day.

Enjoy this creative book of big ideas!

1
Dr Carina Ginty \ ,
ATU Lead N-TUTORR Transforming Learning N
& TU Sector Co-lead for
Stream 1 Student Empowerment | | [
-
4
4 \
1

Wang, T. (2023). Navigating Generative Al (ChatGPT) in Higher Education: Opportunities and Challenges. In:

Anutariya, C., Liu, D., Kinshuk, Tlili, A., Yang, J., Chang, M. (eds) Smart Learning for A Sustainable Society. ICSLE 2023.

Lecture Notes in Educational Technology. Springer, Singapore. https://doi.org/10.1007/978-981-99-5961-7_28
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Publication editors:
Dr. Carina Ginty, Noreen Henry & Olya Antropova

ATU Assessment Hackathon Leader:
Noreen Henry, N-TUTORR Academic Developer

ATU Teachmg and Learning Leads:
Dr. Carina Ginty, ATU Lead N-TUTORR Transforming Learning
Dr. Noelle Higgins, Head of Teaching & Learning (Galway-Mayo)
Dr. Niamh Plunkett, Head of Teaching & Learning (Sligo)
Dr. Ellen McCabe, N-TUTORR Teaching and Learning Coordinator (Sligo)
Dr. Deirdre McClay, Senior Lecturer T&L and Student Engagement (Letterkenny)

Assessment Expert Facilitator Guests:
Sue Beckingham (Galway-Mayo)
Professor Gilly Salmon (Sligo)
« Sheila MacNeill (Donegal)

ATU Assessment Hackathon Resources:
Challenged-based learning step by step card: Noreen Henry
Learning Outcomes Game Card: Dr Carina Ginty
« A-Z Assessment Card Game, Let’s Talk about Assessment: Emma McDonald
& Dr Carina Ginty

Data Analysis & Visualisation:
Olya Antropova, ATU N-TUTORR Research Assistant
(Postcard Presentation of Hackathon Outputs, Designer)
Dr. Sarah Carroll, Data Analyst/Researcher, ATU N-TUTORR
(Feedback on Postcards)

LEGO® Serious Play Facilitator:

Ken McCarthy, SETU Lead N-TUTORR Transforming Learning

Hybrid AV/Technical Support:

Pat Heffernan

ATU Assessment Hackathon Teams:
- 100+ participants including ATU staff, external academics and ATU N-TUTORR
student partners
+ Allteam members are presented on the team’s assessment brief derived from

outputs on the day (see pages 30-50)
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Introduction to the Assessment Hackathon

A hackathon is a problem-focused time-bound speed-design event, where individuals collaborate to develop

a solution to the problem (Flus and Hurst, 2021). The ATU Assessment Hackathon event derived from
consultations with State University of New York (SUNY), University College London, DCU Teaching Enhancement
Unit, Prof. Gilly Salmon (Gilly Salmon, 2020) and Serious Lego Play experts (Association of master trainers in the
Lego serious play method, 2019). The event was designed around resources developed by the ATU N-TUTORR
team, the Teaching and Learning Centre and the Re-Imagining Assessment Project.

Central to the ATU Assessment Hackathon 2023 was a Challenge Based Learning Game Card highlighting the
big idea and problems to resolve in a step-by-step process. On the day, the following Big Idea was hacked:

Create academically integral, authentic, and sustainable assessment for
all in the age of Artificial Intelligence (Al)

Challenge Based Learning (CBL) is an efficient and effective framework for learning while identifying,
understanding, and solving authentic challenges, taking informed action, and making a difference (The
Challenge Institute, 2018).

ATU Assessment Hackathon Objectives:

= Provide a first-hand experience of a challenge-based learning hackathon for academic staff to support

them in implementing a similar approach.

= Experience the potential value and application of challenge-based learning hackathons as an innovative

and engaging learning experience.

= Facilitate an opportunity to learn about designing authentic and sustainable assessments.



ATU Assessment Hackathon Big Ideas

Agenda

The ATU Assessment Hackathon 2023 took place on September 6th 2023 simultaneously across three

off-campus locations in Galway, Letterkenny and Sligo.

9:00

9:20

9:30

10:30

11:00

11:15

12:00

13:00

1415

15:20

15:30

16:40

16:50

17:00

Start of event - tea/coffee and networking

Formal Welcome

LEGO® Serious Play activity

Engage Phase

Connect with the big idea through the identification, development and ownership of the
challenges identified as part of the questioning

Break

Present the Challenge Statement (in parallel)

Investigation Phase

Question and analyse the actionable challenge further before suggesting a solution in
the third phase

Lunch

Act Phase

Develop a solution in the form of an assessment specification/brief with implementation

and evaluation plan

Break

Presentations of the assessment brief (in parallel)

Spot prize winners announced

Hackathon wrap-up and feedback

Close

Table 1. ATU Assessment Hackathon Agenda
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Challenge Based Learning

The Challenge Learning Framework includes three interconnected phases: Engage, Investigate and Act. Each
phase includes activities that prepare you to move to the next phase. There are opportunities within each phase
for mini-exploration cycles and, if necessary, a return to an earlier phase. Supporting the entire process is an
ongoing process of documentation, reflection and sharing (The Challenge Institute, 2018).

= ENGAGE

Through essential
questioning the

(/J\ learners move from a
oy, big idea to a
~/ . . concrete and
LZL Evidence bgsed solutions qre actionable challenge.
a developed, implemented with

an authentic audience and

3
)
[ ]
[ ] q
IZ~ the results evaluated. ; Els%elifi?:ﬂ Question %
L 1. Solution 3. Challenge (8—_
__2.) 2. Implementation <
i m
®) 3. Evaluation >
e} CHALLENGE 3
\:\J based learning n:7°
% 2
< Iy
N
N .\/
6
NS
R

Figure 1. Challenge Based Learning Framework (The Challenge Institute, 2018)

For further details on Challenge Based Learning refer to: https://www.challengebasedlearning.org
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CBL Game Boards

The Game Board below was developed specifically for the ATU Assessment Hackathon with reference to the
Challenge Based Learning framework.

Available from: Assessment Hackathon Challenge Based Learning (CBL) Game Board - Digital Ed.

Assessment
Hackathon

1.Big ideas
2. Essential questions
3. Challenges

Document essential questions associated with the big idea. State the final Challenge Statement.
Try to start with a verb for immediate action.
Be reallistic and exciting;

1. Guiding principles
|nveStIgate —{ 2. Guiding activities, resources and perspectives

3. Analysis and synthesize

Guiding Questions Guiding Activities and What we Learned Document the main findings and considerations to
Resources solving your assessment challenge.

1. Solution
@ Act —< 2. Implementation

3. Evaluation

Solution Development Clearly articulate your thoughtful, concrete, and actionable solution in the form of an
assessment brief.

Include as much detail as possible, i.e., implementation plan, required resources, timing,
feedback plan, grading rubric, etc.

Figure 2. ATU Assessment Hackathon Game Board

The Game Board folded in three parts providing a flow to each phase. Each phase was developed and
documented in sequence.

12
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A generic Challenge Based Learning Game Board was also developed. The generic version can be used in any
challenge-based learning exercise and prompts are generic enough to be applied within various settings.

Available from: Assessment-Hackathon-A3-Gneric_proof2.pdf (digitaled.ie)

Challenge Based | BigIdea:
Learning i
Hackathon

o 1.Bigideas
@ Engage —{ 2. Essential questions

3. Challenges

Document essential questions associated with the big idea. State the final Challenge Statement.
Try to start with a verb for immediate action.
Be realistic and exciting.

1. Guiding principles
|nveSt|gate { 2. Guiding activities, resources and perspectives

3. Analysis and synthesize

Guiding Questions Guiding Activities and What we Learned Document the findings based on rigorous, content-
Resources and concept-based research to create a foundation
for actionable and sustainable solution(s) to the
agreed challenge statement.

1. Solution
@ Act { 2. Implementation

3. Evaluation

Solution Development Clearly articulate a single thoughtful, concrete and actionable solution that can be
defended based on the research from the Investigate phase.

Include an implementation plan specifying the audience, dates, activities, costs,
anticipated difficulties, measurements, roles and responsibilities.

Include an evaluation plan based on pre-identified metrics.

Figure 3. ATU Challenge Based Learning generic Game Board

13
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Learning Outcomes Game Card
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COMPREHENSION

SUMMARISE

EXTEND  DISTINGUISH
GENERALISE  PREDICT
DEFEND  EXPLAIN

RELATE  COMPARE
INFER

PARAPHRASE

CHANGE ~ CONFIRM
EXPRESS  ILLUSTRATE

MATCH
RESTATE TRANSFORM

LEARNING ACTIVITIES

CCONFIRMING USE OF KNOWLEDGE

CCONFIRMING INFORMATION GATHERING

DIAGRAM
STORY OWN STATEMENT

DRAMA GRAPH PHOTOGRAPH POSTER
PODCASTS

CARTOON COLLAGE

CASUAL RELATIONSHIPS

SUMMARY
CONCLUSION OR IMPLICATION BASED ONDATA | SKIT ~ SPEECH

OUTLINE
ANALOGY

RECORDINGS

Adapted from the task orientated construction wheel on Bloom's Taxonomy.

Learning Outcomes Game Card

Figure 4(A)
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CHECKLIST FOR WRITING LEARNING
OUTCOMES (LO's)

['] Have | begun each outcome with an active verb?

[] Have | avoided terms like know, understand, learn, be familiar with, be exposed to,
be acquainted with, be aware of and appreciate?

[[] Have lincluded learning outcomes across the range of levels of Bloom's Taxonomy?
[] Are my outcomes observable and measurable?
['] Do all the outcomes fit within the aims and content of the module?

['] Have | aligned my Learning Outcomes to my assessments?
(helps when checking for over assessment)

Words to Avoid Phrases to Avoid
Believe - Hear - Realize - Capacity - Intelligence Appreciation for - Acquainted with - Adjusted to - Awareness of
Recognize - Comprehend - Know - See Capable of - Comprehension of - Cognizant of - Enjoyment of
Conceptualize - Listen - Self-Actualize Conscious of - Familiar with - Interest in - Interested in - Knowledge of
Memorize - Think - Experience - Perceive - Understand - Feel Knowledgeable about - Understanding of

EXAMINE LEARNING OUTCOME (LO) EXAMPLES UNDER

OCOGNITIVE DOMAIN - MENTAL SKILLS

Explore the LO game card to

e AFFECTIVE DOMAIN - ATTITUDE OR EMOTIONS

6. Evaluation learn more (next page)! 5. Characterisation Act, adhere, appreciate, ask, accept, answer,
Bloom arranged the various assist, attempt, challenge, combine, complete,
5. Synthesis 4. Organisation conform, co-operate, defend, demonstrate (a

thinking processesina

4. Analysis hierarchy. Therefore in order to 3. Valuing belief in), differentiates, discuss, display,

dispute, embrace, follow, hold, initiate

get to stage ¢ morace, 1 -
3. Application you need to 2. Responding lntegr.ate, justify, .llst?n., order, organlse,
. have completed1& 2. " participate, practice, join, share, judge,
2. Comprehension 1. Receiving praise, question, relate, report, resolve,

Then moving to 4. Analysis,
1. Knowledge 5. Synthesis, 6. Evaluation -
covers the Higher Order

Thinking Skills.

share, support, synthesise, value.

3 PSYCHOMOTOR DOMAIN - PHYSICAL SKILLS

5. Nationalisation Adapt, adjust, administer, alter, arrange, assemble, balance, bend,
build, calibrate, choreograph, combine, construct, copy, design,

4. Articulation deliver, detect, demonstrate, differentiate (by touch), dismantle,

3. Precision :isplay, dissect, d{'ive, est‘imate', examine, execute, ﬁ)A(, gras!), Srind,
andle, heat, manipulate, identity, measure, mend, mime, mimic,
2. Manipulation mix operate, organise, perform (skillfully), present, record, refine,
sketch, react, use.
1. Imitation

Figure 4(B). Learning Outcomes Game Card

The Learning Outcomes (LOs) Game Card above is a useful learning outcomes design resource and this was
made available to all participants at the hackathon. This resource covers a range of possible verbs to consider
when constructing LOs, under the Cognitive, Affective and Psychomotor Educational Domains. It also maps

different levels of learning to suggested learning activities and assessment options to consider.

Available from: Creating Learning Outcomes (LOs) with the T&LO Pyramid - Digital Ed - created by Dr Carina
Ginty (ATU).

15
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Assessment Types A-Z

The Assessment Types A-Z card deck presents 41 assessment types. All participants were supplied with a deck of
cards.

The digital catalogue is available on: Assessment Types - Digital Ed.

é'ﬁé:;:;"'"g forg) =5\ Digital e 2

Assessment
Types A-Z

Abstract

Students are required to write an
abstract of a research paper/article
within a specified word limit e.g.,
300-500 words. The purpose of the
abstract is to identify the key areas of
focus of the research paper/article in
condensed form.

Ablogis a web page where the writer|
can make regular additions on varioug Debate
or specified over a period of time.
Hyperlinks, images, audio, and videos
can be included with the text and cany
be presented creatively. This allows
students to write about specific topic:
or experiences i.e., work experience, i
creative manner.

A debate involves students researching
and analysing a topic based on stance
they have chosen or are giving to take for
the purpose of the assessment.

They argue this stance against

other students using factual and
well-articulated points. The debate can

be conducted with two participants or a
group of participants.

Group Work

Alearning situation where students Peer'G raded
work as part of a group to collaborate| Assessments

on an assessment. The assessment c3
be based on a variety of assessment
types. It helps students build skills in .

Students grade and/or provide
teamwork and prepares them for reali

workplace dynamics. feedback on each other’s assignment} Research PrOJect
using rubrics/grading criteria they ha

developed themselves or with which
they have been provided. This helps
students to identify mistakes in their
peer’s work and help each other learr|
from their mistakes.

Students can work individually or as a|
group to investigate a selected topic d Self-Assessments
topic of their choosing. Research projq
allow for a thorough investigation into

the literature surrounding the topic fol Students can assess reflect on their

own learning and their level/skills usin, Viva Voce

module specific grading rubric.

deeper understanding. The findings fi
the research project can be presenteq
many different forms e.g., written rey
presentation, video creations, podc:;
and posters. Aviva voce is an oral examination,
generally focused on a student’s
thesis/dissertation. This gives students
the opportunity to explain the rationale
verbally and graphically behind their
choice of thesis/dissertation topic, the
methodology, key findings, and validity
of their conclusions and
recommendations.

Figure 5. Assessment Types A-Z card examples
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Digital Collaboration Board (Padlet)

Two Padlet boards were used to share development and to document the day. Firstly, LEGO® Serious Play activity

was documented and shared across the three locations, on: ATU Assessment Hackathon - Lego Serious Play

(padlet.org).

Spot prizes were allocated on each location based on the highest number votes from peers.

Hruisal

il

= ATU Assessment Hackathon = Lego Serious Play

Danegal i GalwayMayn L Sliga

Taam Cullenamrdra

Sansbeiil Pt hind

Sirong Faurd o, Mull
Disoipheady, nchiclg aind

Figure 6. LEGO® Serious Play in action
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The second padlet was used throughout the hackathon. Each table team had their own section ordered

alphabetically by their assighed team name:

See: ATU Assessment Hackathon 2023 (padlet.org)

8 AT Assessrent Hackathan 3023
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Figure 7. Hackathon Team Collaboration & Documentation

During each phase of the hackathon, team members documented on the Game Board, as well as posting the
content on the digital noticeboard. The digital noticeboard enabled everyone to see activity from all three

locations.
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Social Media

Posting of content was encouraged throughout the day using #ATUHack23.
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LEGO® Serious Play Icebreaker

A LEGO® Serious Play icebreaker was facilitated by Ken McCarthy, N-TUTORR SETU Institutional Lead. Each
participant was supplied with a LEGO® Serious Play Exploration Bag (available for purchase on www.lego.com).

1. Question _ @ '

¥ L
. L]
W

4. Capture

3. Share

Figure 8. LEGO® Serious Play Steps

The participants were first asked to build a tower, as high as possible. Second, they were asked to represent
the strengths they bring to the team. Lastly, they combined their efforts and Lego® models to build something
new to represent themselves. The icebreaker not only proved to be a fun, interactive and innovative means of

connecting the individuals and their teammates, it also created an environment of openness and creativity.

CBL Hackathon

The Challenge Based Learning framework is based on three phases: Engage, Investigate and Act. A hackathon
can be based on other frameworks or self-defined phases, however in this instance CBL was seen as appropriate

due to time constraints.

24
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Engage Phase

Participants were asked to engage with the Big Idea of the hackathon:

Academically integral, authentic, and sustainable assessment for all in the age of
Artificial Intelligence (Al)

In a short space of time (30 minutes) the team had to agree on and present a Challenge Statement based around
the Big Idea.

o 1.Big ideas
@ Engage —< 2. Essential questions

3. Challenges

Document essential questions associated with the big idea. State the final Challenge Statement.
Try to start with a verb for immediate action.
Be realistic and exciting.

Figure 9. Engage phase of the Game Card

Ideally the Challenge Statement should start with a verb and bring immediacy, while being exciting and realistic.
To assist in the task a basic worked example was presented, as follows:

Engage phase worked example

Example challenge statement:
- Relate a specified framework to practice in a real industry setting.

Context:

- Level 7, full-time and part-time distance students, in the technology discipline specifically in IT Services
Management.

= Full-time student just completed work placement and part-time student are mostly working in the area.

Also, prompt questions were given:

Engage Phase prompt questions:

What are the challenges associated with our big idea?

What kind of questions the team would like to explore to help solve the challenge?
What is the context?

Are these questions specific enough, and realistic in the time allocated, i.e., today?
Who are the stakeholders?

Why is it important/relevant?

o ok DN =
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Investigate Phase

During the investigate phase (1 hour), participants further researched the agreed Challenge Statement and
gathered information to gain a deeper understanding. By reviewing multiple means of activities and resources,
findings and factors to be considered in solving the challenge were identified, documented and debated.

B EEr e 1. Guiding principles
articipate in a journey to bui o L o q
the foundation for solutions. |nvestlgate —{ 2. Guiding activities, resources and perspectives

3. Analysis and synthesize

Figure 10. Investigate Phase of the Game Card

Examples of research to be considered for the worked example were presented:

Investigate phase worked example

Research of Relevance
- Proactive Management of IT Operations to Improve IT Services (2017)
Journal of Information Systems and Technology Management 14(2):191-218
= G7 Fundamental Elements of Cybersecurity for the Financial Sector
People, processes and technology are also referred to in Element 3: Risk and Control Assessment.
- Grading Methods for Group Work

Eberly Center - Carnegie Mellon University (cmu.edu)

Also, prompt questions were given:

What do you know within your team?

What do we need to know and understand to provide a solution?

What are the guiding resources and activities and where do we find them?
Who do you need to reach out to learn more?

Have you considered the students?

Where can you get quick feedback on your idea?

What are the emerging trends and research findings?

®NO o wN S

What are the challenges faced by educators?

9. What are the challenges faced by students?

10.Can you foresee any academic integrity issues?

11. What role can Artificial Intelligence play?

12. Are there any sustainability issues (consider not only environmental sustainability, but academic/
personal/professional sustainability)?
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Act Phase

In the final phase (1 hour), Act, the teams developed and presented their solution to their challenge-statement in
the form of an assessment brief. There were no barriers, expectations or requirements on the solutions, no model
or template was provided or expected. Teams were encouraged to be as creative as possible and encouraged that
it may not necessarily be a written or verbal output. The Game Card, the padlet board, a verbal presentation and

video recording were used as a multiple means of recording the outputs from the Act phase.

1. Solution
@ Act —< 2. Implementation

3. Evaluation

Solution Development Clearly articulate your thoughtful, concrete, and actionable solution in the form of an
assessment brief.

Include as much detail as possible, i.e., implementation plan, required resources, timing,
feedback plan, grading rubric, etc.

Figure 11. Act phase of the Game Card

The following prompt questions were provided to frame the phase:

Act Phase prompt questions:

1. What are the viable solutions?

2. How is it addressing the big idea (Academically integral, authentic, and sustainable assessment for all
in the age of Artificial Intelligence)?

3. Isthe assessment solution innovative?

4. s the solution innovative and exciting yet realistic and achievable?

5. Isthe solution academically integral?

6. Isthere opportunity for cheating?

7. Is there opportunity for positive use of artificial intelligence?

8. Isit feasible and sustainable for educators to implement within current constraints — time, resources,

class sizes, reuse, grading etc?
9. Isitfeasible, authentic, and valuable for students?
10.Does it align with learning outcomes?
11. How can it be fairly evaluated?
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In the months following the hackathon, the various means of documenting the hackathon process were
gathered and analysed. The following 19 assessments briefs are the formal outputs. The briefs are grouped
under four categories: Education Principles, Guiding Principles, Assessment Method and Lesson Plan.

(r~\\ Education Principles

How do we develop a culture of academic integrity & ethical practices in students
& staff and then develop assessments that students can learn from doing that are
fair / manageable for students & staff that maintain standards.

Team Trawalua: Rachel Nugent, Geraldine Dowling, Mary Nolan, Helen Grady, Mdire McCallion,

Eileen Armstrong and Gavin Clinch.

Design a project assessment in the age of Al.
Team Bertra: Michelle Lynch, Jack Saad, Wayne Gibbons, Ulrich Hoeche and Sean Daffy.

{ Guiding Principles

Determine when and how it is appropriate for students to use Al in assessments.
Team Enniscrone: Rose Banaghan-Sesta, Susan Leonard, Una L'Estrange, Ruth Quinn, Yvonne Shields and

Padraig Harte.

Create an authentic assessment in the context of Al.
Team Omey Island: Lucia Cloonan, Terri Muldoon, Mary McCormack, Therese Moylan, Paul Curran,
Joan O’Keeffe and Orla Skehill.

How to embrace the opportunities that Al offers to support the development of students’
foundational knowledge, understanding, skills, critical engagement and self-expression.

Team Culleenamore: Ciaran Comerford , Eimear Donlon, Siobhan O’Dowd, Aoife Cooney and Jake Conway.

* Assessment Method

Design a framework that supports best practice in use of Al in relation to Blooms
Taxonomy.

Team Strandhill: Paula Ryder, Jamie Clarke, Brian Coll, Geraldine Duignan and Caroline Mullan.

Formulate a framework that allows for the clarification of the purpose of the assessments
in conjunction with the students.

Team Mullaghmore: Mary Loftus, Dana Vasiloaica, Enya Gallagher, Paul Press, Joanne Regan, Azura Youall and
Blaithin McGrath.

How can we support students and staff to embrace Al in a responsible way in an
assessment content?

Team Tra Mor: Eloise McGinty, Joe Coll, Kevin Meehan, Anne Burke and Martina Sandilands.
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Implementing authentic relevant inclusive assessment in the context of a rapidly
changing world.

Team Rosses Point: Margaret McLoone, Lisa Dunne, Therese Hume, Victoria Matthew and Eamonn Toland.

Design a rubric that students use to critically evaluate the quality of Al-generated
information in a problem-based-learning assignment.

Team Keem: Trish O’Connell, Surbhi Gautam, Luminita Boblea and Sarah Carroll.

Design an assessment that encourages students to engage with and critique Artificial
Intelligence (Al).

Team Downings: Patrick Brennan, Suzi Roarty, Tena Patten, Anthony McElwee and David Chernick.

Explore how we can honestly assess students’ ability in learning.
Team Old Head: Maura Fitzsimons, Eilis McNulty, Maggie Wood, Anne O’Leary, John Carty and
Christoph Brink.

::a Lesson Plan

Design assessment that is worth doing while maximising students’ choice
(from the student perspective).

Team Easkey: Joshua Gallon, Louise Kearins, Eva Murphy, Perry Share, Frances O’Donnell and Orla Warren.

Design authentic assessment that challenges learners to think critically and reflect upon
how they approach assessment and solve problems.

Team Salthill: Anne Wiseman, Natasha Rohan, Judith Wurmel, Sadie Davoren, Clare Gilsenan,

Nokuvimba Natalie Chiyaka and Sharon Boyle.

Ensure assessment integrity outside the classroom in today’s technological environment.
Team Portacloy: Sarah Berthaud, Rachel McCarthy, Clare Lundon and Marilla Keating.

Explore how Al tools can be utilised to enhance authentic assessment.
Team Marble Hill: Orla Callaghan, Paul Higgins, Aoife McNally, Shane Wilson and Una Carthy.

Create an assessment & feedback that develops sustainable critical thinking skills.

Team Maghera: Eleanor Diver, William Farrelly, Anna Meehan, Ali Usama, Catherine Jordan and
Muhammad Abubakr Bajwa.

Investigate how language models can support and develop on assessment in response to
the current and future working environment acknowledging the challenges of plagiarism.

Team Dunmoran: Mary Carden, Kristian Mallon, Edwenia O’Malley, John Pender and Akinlolu Akande.

Rethinking / rewriting programme / module learning outcomes in the age of Al
(assessment strategies are tools to help us to achieve LOs).

Team Spiddal and Silverstrand: Carmel Heaney, Emma McDonald, Gabriela Gliga, Gillian McManus-O’Connor
and Louise Glynn.
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How do we develop a culture of academic integrity & ethical
practices in students & staff and then develop assessments

that students can learn from doing that are fair /
manageable for students & staff & that maintain standards.
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ol st b Rachal Nugant, Ganksing Dowing, Mary Nolan , Haken Grasy, Mika MeCallon, m
Eloen Armairong, Sasin Clinch

3 Challenge statamant: How do we develop a cullure af » Eme - Educati ncipl
FA%  academic integrily & ethical praciices in students & siaif and h TG v R ad e
ihen develop assessments that siudents can learn from doing
that ara fair | manageable for students & siafl that malntain e
wtand 7 Is
s t-mI:ﬂ..ﬂ:l-r-!- — izz
.@ Guiding cansiderations y ard guidancs

s
{E) Solution develapment

"sintresnn colbsboraton nlsrdncpliean &
bransdiscipinos = jaint assossmiand
sireamiire

sCo-design with shaderks

aPromohs use of oritcal reflschon but more
padance on assasamen of refeciion

slpenniias bo siudenis b e wih
fesdbank for Summasye sarasamanl

snirmduca shidants &0 keaming culcomas
sShare psmessman ramework -

32



ATU Assessment Hackathon Big Ideas

Design a project assessment in the age of Al.
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Determine when and how it is appropriate for students to

use Al in assessments.

SR i d buckers: Riss Bensghan-Sesta. Susan Lagnand, Ung UEstrangs, Rugh Quinn, Yeonne Shiakls, Padreig Harle
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Create an authentic assessment in the context of Al.

#ﬁ Team Omey Island
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How to embrace the opportunities that Al offer to
support the development of students’ foundational

knowledge, understanding, skills, critical engagement and

self-expression.

m Team Culleenamore

Amsessment hathen: Glaran Comerford , Eimear Donlon, Sicbhan O'Dowd, Actie Goongy, deke Conway
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Design a framework that supports best practice in use of

Al in relation to Blooms Taxonomy.

Jssasammnnt hackers: Fadia Ryder, damin Clarke, Brian Caol, Garalding Duignan, Carcling Mudlan

m Team Strandhill *
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Formulate a framework that allows for the clarification of
the purpose of the assessments in conjunction with the

students.

m Team Mullaghmore
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How can we support students and staff to embrace Al in a

responsible way in an assessment content?
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Implementing authentic relevant inclusive assessment in

the context of a rapidly changing world.
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Design a rubric that students use to critically evaluate the
quality of Al-generated information in a

problem-based-learning assignment.
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Design an assessment that encourages students to

engage with and critique Artificial Intelligence (Al).

42
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Explore how we can honestly assess students’ ability in

learning.

3 Challenge stalement: Explore how we can honestly
“2% assess students' ability in learning
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Design assessment that is worth doing while maximising

students’ choice (from the student perspective).

m Team Easkey
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Design authentic assessment that challenges learners to
think critically and reflect upon how they

approach assessment and solve problems.
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Ensure assessment integrity outside the classroom in

today’s technological environment.
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Explore how Al tools can be utilised to enhance authentic

assessment.
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Create an assessment & feedback that develops

sustainable critical thinking skills.
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Investigate how language models can support and
develop on assessment in response to the current

and future working environment acknowledging the
challenges of plagiarism.
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Rethinking / rewriting programme / module learning
outcomes in the age of Al (assessment strategies are tools

to help us to achieve LOs).
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In late November 2023 feedback was sought from the hackathon participants through an anonymous survey

(N=12). A sample of findings is presented in the table below.

59% of respondents changed their teaching and assessment practice this semester as result of participating in

the Assessment Hackathon at the start of the semester.

Yes

Did you change your teaching and assessment practice this semester as
result of participating in the Assessment Hackathon in September?

. No . Not applicable

Figure 12. Retrospective perceived changes in Learning, Teaching and Assessment practice by Hackathon

participants

The changes made relate mostly to Academic Integrity and Digital Transformation with specific relationship to

Artificial Intelligence.

Specific changes implemented include:

Introduced a lecture on Al.

| provided students more ownership regarding their
assessment. | let them choose the most appropriate
assessment strategy. The students selected to go with a Podcast
for one of the learning outcomes and a debate for the other.

| have started using the Smart H5P Artificial Intelligence in my
work to generate quizzes, glossaries, and interactive videos.

I have explicitly flagged ChatGPT in my module delivery, making
students aware of it and encouraging debate and reflection on
the role (if any) it should play in their learning journey.

Introduced more self-assessment.

| discussed the use of generative Al with my students at the start
of the module and provide guidance on its use. | also clearly
outline if | permit its use within CAs.

| have created an activity for students to ‘ask Al’ in creating an
exercise session as part of our Personal Training module.

Academic Integrity and Digital
Transformation

Universal Design for Learning

Digital Transformation

Academic Integrity and Digital
Transformation

Academic Integrity, Universal Design
for Learning, and Equality, Diversity and
Inclusion

Academic Integrity and Digital
Transformation

Digital Transformation

Table 2. Changes made by academic staff, categorised by N-TUTORR Theme
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