


 
 

 

 
 

  
 

  
 

 

 

 
  

 
 

 
 

  
 

 

 
 

 
 

 

 
 

 
 

 
   

  
 

  
  

  

  

Grades 4 – 5 Speed Racer
 
Science, Math, and Educational Technology Assessment
 

Introduction 

This Anchor Set provides educators with student exemplars for the grades 4-5 Speed Racer Educational 
Technology assessment. We selected each sample to model the range of scoring for this assessment. 
There are two components that make up the scoring guide for educational technology— Attributes of 
Educational Technology Standards (checklist) and the Scoring Rubric for Educational Technology. 

Attributes of Educational Technology Standards. Teachers will use the attributes checklist first to 
determine the number of attribute points the student work can earn. The checklist presents a list of 
characteristics that should be present in student work which meets the standard. The GLEs targeted by 
the assessment are listed in the left column. 

Each attribute name, such as Generate Questions, is derived directly from the standards (Build 
background knowledge and generate questions by viewing multimedia.). Each attribute has one or more 
descriptions which detail what an at-standard performance looks like (Develops original questions after 
viewing multimedia.). 

This is different from a typical rubric, which describes various levels of performance. With the checklist, 
the teacher has only to decide whether or not the work is at standard. If the teacher determines that 
the work is at standard, then it earns the number of points indicated in the right-hand column. The 
teacher totals the points. 

Scoring Rubric for Educational Technology. In the final step, the teacher uses the total number of 
points earned in the attributes checklist to determine the overall level of performance for the 
assessment. Student work earning no more than five attribute points would represent a below standard 
(Level 1) performance. Six to seven points meets the standard (Level 2), while student work that earns 
eight or nine points exceeds the standard (Level 3). 

Discussion 
We understand that that this type of scoring may be new for many teachers; however, there are several 
compelling reasons why the assessment development group selected this tool over a traditional rubric. 

First, many of the educational technology standards represent skills. As such, a student can demonstrate 
the skill or they cannot—there is no “better or worse than.” It did not make sense to scale the point 
scoring for the attributes, and the assessment development group decided not to quantify performance 
in terms of the number of times a student could demonstrate the skill. This is also why there are three 
performance levels instead of four. 

A checklist format that describes the attributes is an efficient tool for teachers. There is only one 
decision involved for each attribute—is the work at standard?—instead of several decisions about 
quality. The tool also allows for cleaner scoring as the teacher need only consider one attribute at a 
time. This is unlike many rubrics, which have multiple attributes within a single cell. A student’s work 
might reach various targets within a column or row, so the teacher must synthesize the score. With the 
attributes checklist and scoring rubric tool we provide for the educational technology standards, 
teachers will be able score consistently across student work. 
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Grades 4 – 5 Speed Racer
 
Science, Math, and Educational Technology Assessment
 

Directions: Each of the attribute names below represents part of an educational technology standard. 
These are followed by descriptions of student performance which meet the standard. If the student work 
provides evidence of meeting the standard, it earns the points shown in the final column. Total the points 
and then compare to the Scoring Rubric to determine the overall level of performance. 

We use the term digital to refer to tools and information that do not exist in a physical form. Computer 
software, Web sites, online databases, pod/vodcasts and pages from an eReader are just a few examples. 

Attributes of Educational Technology Standards 
GLE Attribute Name Description Points 

Research Process (separate from multimedia product) 

1.3.1 

Generate 
Questions 

Develops original questions after viewing multimedia 
(for example an online simulation or video clip). 1 

Plan Projects Uses a digital tool to plan an investigation related 
directly to the student task. 1 

1.1.2 

Collect and 
Graph Data 

Collects data related directly to the student task. 1 
Graphs data using a digital tool. 1 

Recognize 
Patterns 

Uses an interactive resource (online simulation or 
graphing tool) to identify a pattern or trend. 
For example, “The graph shows that as the weight of a ball 
increases, so does its speed down the ramp.” 

1 

Multimedia Product 

1.1.1 

Produce 
Multimedia 

Creates a digital product to communicate information. 1 
Combines audio, text, graphs, video, symbols, or 
pictures that are related directly to the student task into 
product. 

1 

Organize Ideas 

Uses information gathered during the investigation to 
explain how the rules will make the race fair. 1 

Uses features (font, color, transitions) of the digital tool 
to effectively communicate main ideas to the audience. 
For example, different font sizes are used consistently to 
show headers and subjects or transitions to reveal answers. 

1 

TOTAL 9 
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Grades 4 – 5 Speed Racer
 
Science, Math, and Educational Technology Assessment
 

Scoring Rubric for Educational Technology 
Performance Description Points 
A Level 3 response exceeds the standards and reflects that a student can demonstrate 
knowledge and ability beyond the requirements for Educational Technology GLEs 1.1.1, 
1.1.2, and 1.3.1. 

8 - 9 

A Level 2 response meets the standards and reflects that a student understands and is 
able to perform GLE 1.1.1 Demonstrate creative thinking, construct knowledge and 
develop innovative products and processes using technology, 1.1.2 Use models and 
simulations to explore systems, identify trends and forecast possibilities and GLE 1.3.1 
Identify and define authentic problems and significant questions for investigation and 
plan strategies to guide inquiry BY using digital tools to explore the relationship between 
time, distance, weight and speed in order to develop a set of rules for a toy car race. 

6 - 7 

A Level 1 response reflects that a student is still working toward meeting GLEs 1.1.1, 
1.1.2 and 1.3.1. 0 - 5 
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Grades 4 – 5 Speed Racer
 
Science, Math, and Educational Technology Assessment
 

Directions: Each of the attribute names below represents part of an educational technology standard. 
These are followed by descriptions of student performance which meet the standard. If the student work 
provides evidence of meeting the standard, it earns the points shown in the final column. Total the points 
and then compare to the Scoring Rubric to determine the overall level of performance. 

We use the term digital to refer to tools and information that do not exist in a physical form. Computer 
software, Web sites, online databases, pod/vodcasts and pages from an eReader are just a few examples. 

Attributes of Educational Technology Standards 

A1 


GLE Attribute 
Name 

Description Points 
Possible 

Points 
Earned 

Research Process (separate from multimedia product) 

1.3.1 

Generate 
Questions 

Develops original questions after viewing 
multimedia (for example an online simulation or 
video clip). 

1 1 

Plan Projects Uses a digital tool to plan an investigation related 
directly to the student task. 1 0 

1.1.2 

Collect and 
Graph Data 

Collects data related directly to the student task. 1 1 
Graphs data using a digital tool. 1 0 

Recognize 
Patterns 

Uses an interactive resource (online simulation or 
graphing tool) to identify a pattern or trend. 
For example, “The graph shows that as the weight of 
a ball increases, so does its speed down the ramp.” 

1 1 

Multimedia Product 

1.1.1 

Produce 
Multimedia 

Creates a digital product to communicate 
information. 1 0 

Combines audio, text, graphs, video, symbols, or 
pictures that are related directly to the student 
task into product. 

1 0 

Organize 
Ideas 

Uses information gathered during the 
investigation to explain how the rules will make 
the race fair. 

1 0 

Uses features (font, color, transitions) of the 
digital tool to effectively communicate main 
ideas to the audience. 
For example, different font sizes are used consistently 
to show headers and subjects or transitions to reveal 
answers. 

1 0 

TOTAL 9 3 
A Level 1 response (0 – 5 points) reflects that a student is still working toward 
meeting GLEs 1.1.1, 1.1.2, and 1.3.1. L1 
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Grades 4 – 5 Speed Racer
 
Science, Math, and Educational Technology Assessment
 

Discussion 

In Sample A1, the student develops an original question (How does the weight of a toy car affect 
the speed of a car as it goes down the ramp), collects data, and identifies a pattern (I noticed that 
the more gravity there is, the faster the luge. The less gravity, the slower the luge.). This part of 
the research process earns three attribute points. There is no multimedia product for this sample. 

A1 
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G4-5 Speed Racer 49 1
6



G4-5 Speed Racer 49 2
7



G4-5 Speed Racer 49 3
8



G4-5 Speed Racer 49 4
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5G4-5 Speed Racer 49
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6G4-5 Speed Racer 49
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G4-5 Speed Racer 49 7
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G4-5 Speed Racer 49 8
13



G4-5 Speed Racer 49 9
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Grades 4 – 5 Speed Racer
 
Science, Math, and Educational Technology Assessment
 

Directions: Each of the attribute names below represents part of an educational technology standard. 
These are followed by descriptions of student performance which meet the standard. If the student work 
provides evidence of meeting the standard, it earns the points shown in the final column. Total the points 
and then compare to the Scoring Rubric to determine the overall level of performance. 

We use the term digital to refer to tools and information that do not exist in a physical form. Computer 
software, Web sites, online databases, pod/vodcasts and pages from an eReader are just a few examples. 

Attributes of Educational Technology Standards 

A2 


GLE Attribute 
Name 

Description Points 
Possible 

Points 
Earned 

Research Process (separate from multimedia product) 

1.3.1 

Generate 
Questions 

Develops original questions after viewing 
multimedia (for example an online simulation or 
video clip). 

1 0 

Plan Projects Uses a digital tool to plan an investigation related 
directly to the student task. 1 0 

1.1.2 

Collect and 
Graph Data 

Collects data related directly to the student task. 1 1 
Graphs data using a digital tool. 1 1 

Recognize 
Patterns 

Uses an interactive resource (online simulation or 
graphing tool) to identify a pattern or trend. 
For example, “The graph shows that as the weight of 
a ball increases, so does its speed down the ramp.” 

1 0 

Multimedia Product 

1.1.1 

Produce 
Multimedia 

Creates a digital product to communicate 
information. 1 1 

Combines audio, text, graphs, video, symbols, or 
pictures that are related directly to the student 
task into product. 

1 0 

Organize 
Ideas 

Uses information gathered during the 
investigation to explain how the rules will make 
the race fair. 

1 1 

Uses features (font, color, transitions) of the 
digital tool to effectively communicate main 
ideas to the audience. 
For example, different font sizes are used consistently 
to show headers and subjects or transitions to reveal 
answers. 

1 1 

TOTAL 9 5 
A Level 1 response (0 – 5 points) reflects that a student is still working toward 
meeting GLEs 1.1.1, 1.1.2, and 1.3.1. L1 
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Grades 4 – 5 Speed Racer
 
Science, Math, and Educational Technology Assessment
 

Discussion 

Sample A2 represents work which is very close to meeting the standards for educational 
technology. During the research phase, the student collects data related directly to the task and 
then graphs it using a digital tool. This work earns two attribute points. The multimedia product 
earns an additional three points. There is a variety of evidence to show that the student 
understands how to use various features of the digital tool (Prezi) to communicate main ideas 
effectively. Each of the rules is enclosed in a bracket, with the circle used to designate the whole 
product. The student also uses different font sizes to indicate the rules and reasons. Finally, the 
work earns an attribute point for “Uses information gathered during the investigation to explain 
how the rules will make the race fair.” In the product, Rule #1 states that “the cars must have the 
same weight” with the reason that “the heavier an object is the faster it will go.” This information 
was directly linked to the information gathered during the research process. 

Please visit http://www.k12.wa.us/EdTech/Assessment/VideoIndex.aspx#A2 to see the 
multimedia product for Sample A2. 

A2 


16

http://www.k12.wa.us/EdTech/Assessment/VideoIndex.aspx#A2


G4-5 Speed Racer 45 1
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G4-5 Speed Racer 45 2
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G4-5 Speed Racer 45 3
19



G4-5 Speed Racer 45 4
20



G4-5 Speed Racer 45 5
21



G4-5 Speed Racer 45 6
22



G4-5 Speed Racer 45 7
23



G4-5 Speed Racer 45 8
24



G4-5 Speed Racer 45 9
25



G4-5 Speed Racer 45 10
26



Please visit http://www.k12.wa.us/EdTech/ 
Assessment/VideoIndex.aspx#A2 to see the 
multimedia product for Sample A2. 
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Grades 4 – 5 Speed Racer
 
Science, Math, and Educational Technology Assessment
 

Directions: Each of the attribute names below represents part of an educational technology standard. 
These are followed by descriptions of student performance which meet the standard. If the student work 
provides evidence of meeting the standard, it earns the points shown in the final column. Total the points 
and then compare to the Scoring Rubric to determine the overall level of performance. 

We use the term digital to refer to tools and information that do not exist in a physical form. Computer 
software, Web sites, online databases, pod/vodcasts and pages from an eReader are just a few examples. 

Attributes of Educational Technology Standards 

A3 


GLE Attribute 
Name 

Description Points 
Possible 

Points 
Earned 

Research Process (separate from multimedia product) 

1.3.1 

Generate 
Questions 

Develops original questions after viewing 
multimedia (for example an online simulation or 
video clip). 

1 1 

Plan Projects Uses a digital tool to plan an investigation related 
directly to the student task. 1 0 

1.1.2 

Collect and 
Graph Data 

Collects data related directly to the student task. 1 1 
Graphs data using a digital tool. 1 0 

Recognize 
Patterns 

Uses an interactive resource (online simulation or 
graphing tool) to identify a pattern or trend. 
For example, “The graph shows that as the weight of 
a ball increases, so does its speed down the ramp.” 

1 1 

Multimedia Product 

1.1.1 

Produce 
Multimedia 

Creates a digital product to communicate 
information. 1 1 

Combines audio, text, graphs, video, symbols, or 
pictures that are related directly to the student 
task into product. 

1 0 

Organize 
Ideas 

Uses information gathered during the 
investigation to explain how the rules will make 
the race fair. 

1 1 

Uses features (font, color, transitions) of the 
digital tool to effectively communicate main 
ideas to the audience. 
For example, different font sizes are used consistently 
to show headers and subjects or transitions to reveal 
answers. 

1 1 

TOTAL 9 6 
A Level 2 response (6 - 7 points) meets the standards and reflects that a student understands 
and is able to perform GLE 1.1.1 Demonstrate creative thinking, construct knowledge and 
develop innovative products and processes using technology, 1.1.2 Use models and 
simulations to explore systems, identify trends and forecast possibilities and GLE 1.3.1 
Identify and define authentic problems and significant questions for investigation and plan 
strategies to guide inquiry BY using digital tools to explore the relationship between time, 
distance, weight and speed in order to develop a set of rules for a toy car race. 

L2 
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Grades 4 – 5 Speed Racer
 
Science, Math, and Educational Technology Assessment
 

Discussion 

Sample A3 represents student work which meets the standards for educational technology. It 
earns 6 attribute points for a Level 2 response. During the research process, the student 
determines a specific question to investigate: How does the weight of an object affect the speed 
and distance of an object? The student also identifies a pattern or trend after using the 
Intergalactic Luge Simulation. S/He states, “With more gravity and the weight, it takes longer to 
start but once it gets going it goes the fastest of all. I noticed that from slowest to fastest it went 
Mars, Earth, and Sun.” There is another statement: “I noticed that the weight is connected to 
gravity and if there is more gravity the luger will go faster down the track.” The student collects 
data related to the question and task (weight of object vs. distance travels), but does not use a 
digital tool to graph this information. 

Similar to Sample A2, the final product earns three attribute points for using a digital tool, 
applying information from the research to explain the rules, and using different features of the 
multimedia tool (such as font color and arrows) to communicate learning. 

Please visit http://www.k12.wa.us/EdTech/Assessment/VideoIndex.aspx#A3 to see the 
multimedia product for Sample A3. 

A3 
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G4-5 Speed Racer 04 130



G4-5 Speed Racer 04 231



G4-5 Speed Racer 04 332



G4-5 Speed Racer 04 334 



G4-5 Speed Racer 04 534



G4-5 Speed Racer 04 635



G4-5 Speed Racer 04 736



G4-5 Speed Racer 04 837



G4-5 Speed Racer 04 938



Please visit http://www.k12.wa.us/EdTech/ 
Assessment/VideoIndex.aspx#A3 to see the 
multimedia product for Sample A3. 
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Grades 4 – 5 Speed Racer
 
Science, Math, and Educational Technology Assessment
 

Directions: Each of the attribute names below represents part of an educational technology standard. 
These are followed by descriptions of student performance which meet the standard. If the student work 
provides evidence of meeting the standard, it earns the points shown in the final column. Total the points 
and then compare to the Scoring Rubric to determine the overall level of performance. 

We use the term digital to refer to tools and information that do not exist in a physical form. Computer 
software, Web sites, online databases, pod/vodcasts and pages from an eReader are just a few examples. 

Attributes of Educational Technology Standards 

A4 


GLE Attribute 
Name 

Description Points 
Possible 

Points 
Earned 

Research Process (separate from multimedia product) 

1.3.1 

Generate 
Questions 

Develops original questions after viewing 
multimedia (for example an online simulation or 
video clip). 

1 1 

Plan Projects Uses a digital tool to plan an investigation related 
directly to the student task. 1 0 

1.1.2 

Collect and 
Graph Data 

Collects data related directly to the student task. 1 1 
Graphs data using a digital tool. 1 0 

Recognize 
Patterns 

Uses an interactive resource (online simulation or 
graphing tool) to identify a pattern or trend. 
For example, “The graph shows that as the weight of 
a ball increases, so does its speed down the ramp.” 

1 1 

Multimedia Product 

1.1.1 

Produce 
Multimedia 

Creates a digital product to communicate 
information. 1 1 

Combines audio, text, graphs, video, symbols, or 
pictures that are related directly to the student 
task into product. 

1 1 

Organize 
Ideas 

Uses information gathered during the 
investigation to explain how the rules will make 
the race fair. 

1 1 

Uses features (font, color, transitions) of the 
digital tool to effectively communicate main 
ideas to the audience. 
For example, different font sizes are used consistently 
to show headers and subjects or transitions to reveal 
answers. 

1 1 

TOTAL 9 7 
A Level 2 response (6 - 7 points) meets the standards and reflects that a student understands 
and is able to perform GLE 1.1.1 Demonstrate creative thinking, construct knowledge and 
develop innovative products and processes using technology, 1.1.2 Use models and 
simulations to explore systems, identify trends and forecast possibilities and GLE 1.3.1 
Identify and define authentic problems and significant questions for investigation and plan 
strategies to guide inquiry BY using digital tools to explore the relationship between time, 
distance, weight and speed in order to develop a set of rules for a toy car race. 

L2 
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Grades 4 – 5 Speed Racer
 
Science, Math, and Educational Technology Assessment
 

Discussion 

The student work represented by Sample A4 meets the standards for educational technology and 
is almost a Level 3 product. It is similar to Sample A3 in that the attributes related to the research 
process (asks original questions, collects data, identifies patterns or trends using interactive 
resources). However, there is an important difference in the multimedia product. In Sample A4, 
the student includes pictures of a ramp and cars, and also draws a data table. The work earns the 
attribute point for “Combines audio, text, graphs, video, symbols, or pictures that are related 
directly to the student task into product” because it includes text, pictures, and the table. 

Please visit http://www.k12.wa.us/EdTech/Assessment/VideoIndex.aspx#A4 to see the 
multimedia product for Sample A4. 

A4 
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G4-5 Speed Racer 34 1
42



G4-5 Speed Racer 34 2
43



G4-5 Speed Racer 34 3
44



G4-5 Speed Racer 34 4
45



G4-5 Speed Racer 34 5
46



G4-5 Speed Racer 34 6
47



Please visit http://www.k12.wa.us/EdTech/ 
Assessment/VideoIndex.aspx#A4 to see the 
multimedia product for Sample A4. 
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Grades 4 – 5 Speed Racer
 
Science, Math, and Educational Technology Assessment
 

Directions: Each of the attribute names below represents part of an educational technology standard. 
These are followed by descriptions of student performance which meet the standard. If the student work 
provides evidence of meeting the standard, it earns the points shown in the final column. Total the points 
and then compare to the Scoring Rubric to determine the overall level of performance. 

We use the term digital to refer to tools and information that do not exist in a physical form. Computer 
software, Web sites, online databases, pod/vodcasts and pages from an eReader are just a few examples. 

Attributes of Educational Technology Standards 

A5 


GLE Attribute 
Name 

Description Points 
Possible 

Points 
Earned 

Research Process (separate from multimedia product) 

1.3.1 

Generate 
Questions 

Develops original questions after viewing 
multimedia (for example an online simulation or 
video clip). 

1 1 

Plan Projects Uses a digital tool to plan an investigation related 
directly to the student task. 1 0 

1.1.2 

Collect and 
Graph Data 

Collects data related directly to the student task. 1 1 
Graphs data using a digital tool. 1 1 

Recognize 
Patterns 

Uses an interactive resource (online simulation or 
graphing tool) to identify a pattern or trend. 
For example, “The graph shows that as the weight of 
a ball increases, so does its speed down the ramp.” 

1 1 

Multimedia Product 

1.1.1 

Produce 
Multimedia 

Creates a digital product to communicate 
information. 1 1 

Combines audio, text, graphs, video, symbols, or 
pictures that are related directly to the student 
task into product. 

1 1 

Organize 
Ideas 

Uses information gathered during the 
investigation to explain how the rules will make 
the race fair. 

1 1 

Uses features (font, color, transitions) of the 
digital tool to effectively communicate main 
ideas to the audience. 
For example, different font sizes are used consistently 
to show headers and subjects or transitions to reveal 
answers. 

1 1 

TOTAL 9 8 
A Level 3 response (8 - 9 points) exceeds the standards and reflects that a student 
can demonstrate knowledge and ability beyond the requirements for Educational 
Technology GLEs 1.1.1, 1.1.2, and 1.3.1. 

L3 
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Grades 4 – 5 Speed Racer A5 
Science, Math, and Educational Technology Assessment 

Discussion 

Sample A5 represents work which exceeds the standards for educational technology. It earns 
eight out of nine possible attribute points and is a Level 3 product. The student identifies a 
question (How does the weight affect the speed and distance of the car.), collects and graphs data 
using a digital tool, then identifies a pattern (This test shows my rules are fair because the 
heavier the car the faster the car goes.) 

The multimedia product earns all of the possible attribute points. The student uses different 
colors and symbols, as well as the overall layout, to communicate main ideas. There is an 
explanation of a rule based on the research conducted. And, the student uses both text and a data 
table in the final product. 

Please visit http://www.k12.wa.us/EdTech/Assessment/VideoIndex.aspx#A5 to see the 
multimedia product for Sample A5. 
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G4-5 Speed Racer 22 151



G4-5 Speed Racer 22 252



G4-5 Speed Racer 22 353



G4-5 Speed Racer 22 454



G4-5 Speed Racer 22 555



G4-5 Speed Racer 22 656



7G4-5 Speed Racer 22
 57



G4-5 Speed Racer 22 858



G4-5 Speed Racer 22 959



Please visit http://www.k12.wa.us/EdTech/ 
Assessment/VideoIndex.aspx#A5 to see the 
multimedia product for Sample A5. 
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