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Fitness	  for	  purpose	  in	  its	  broadest	  sense	  in	  a	  digital	  context	  
Question	  
I	  have	  been	  discussing	  fitness	  for	  purpose	  in	  the	  broadest	  sense	  with	  my	  students	  and	  would	  like	  to	  seek	  clarity	  on	  this.	  Can	  you	  explain	  to	  me	  what	  
students	  should	  consider	  in	  fitness	  for	  purpose	  in	  its	  broadest	  sense	  in	  a	  digital	  context?	  I	  wonder	  if	  there	  are	  generic	  understandings	  that	  would	  
apply	  to	  all	  of	  the	  digital	  medias	  used	  –	  print,	  information	  systems,	  web,	  game	  design,	  and	  programming	  –	  but	  also	  some	  that	  would	  be	  only	  specific	  
to	  a	  particular	  area.	  
	  
Answer	  
Fitness	  for	  purpose	  in	  its	  broadest	  sense	  relates	  to	  the	  outcome	  itself	  as	  well	  as	  to	  the	  practices	  used	  to	  develop	  the	  outcome.	  This	  is	  a	  curriculum	  
level	  8	  concept	  and	  is	  referred	  to	  in	  the	  generic	  achievement	  standards	  at	  NCEA	  Level	  3.	  
	  
Some	  of	  the	  areas	  students	  could	  consider	  when	  demonstrating	  understandings	  of	  this	  concept	  and/or	  applying	  this	  within	  practice	  are	  shown	  in	  the	  
table	  on	  pages	  2–7.	  These	  suggestions	  should	  not	  be	  considered	  exhaustive	  and	  students	  will	  find	  other	  ideas	  that	  relate	  to	  particular	  outcomes.	  

Some	  teachers	  have	  found	  that,	  when	  developing	  a	  brief	  that	  allows	  fitness	  for	  purpose	  in	  the	  broadest	  sense,	  it	  works	  well	  to	  have	  students	  develop	  
specifications	  for	  the	  two	  aspects.	  That	  is,	  students	  categorise	  their	  specifications	  as	  either	  being	  for	  the	  outcome	  itself	  or	  for	  the	  practices	  to	  be	  
undertaken	  to	  develop	  the	  outcome.	  This	  helps	  to	  reinforce	  that	  students	  must	  consider	  more	  than	  just	  fitness	  for	  purpose	  (as	  is	  the	  practice	  at	  
NCEA	  Level	  2).	  

Examining	  and	  critiquing	  the	  practice	  of	  technologists	  within	  the	  framework	  of	  fitness	  for	  purpose	  in	  its	  broadest	  sense	  can	  also	  assist	  students	  to	  
develop	  their	  understandings	  of	  this	  concept.	  
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PRINT	  

Fitness for purpose in its broadest sense: 
Possible considerations	  

Generic	   Print	  

Sustainability of resources	   Do the resources used to make the digital outcome meet the 
needs of the present without compromising the ability of 
future generations to meet their own needs?	  

Print methods such as spacing and page usage, recycling, 
types of inks used, recycling of toner and ink cartridges, 
sources/types of paper (sustainability), fonts (e.g. a font that 
uses 27% less ink, http://www.creativebloq.com/computer-
arts/can-free-font-change-world-61412012	  

Maintenance	   How will repairs be managed? 
What maintenance will be required?  
Will the digital outcome still be able to be used if new devices 
come on the market or software is upgraded? 
What is the expected product life? 
Has the digital outcome been designed in a way that it could 
easily be changed if something changes (e.g. the client 
company gets a new product to add to the line or some other 
crucial change)?	  

Robust enough to survive its intended purpose and to 
degrade when it has fulfilled its purpose. 
Acid free paper for longevity/archiving.	  

Determination of life cycle	   What will be the life cycle be of all of the components of the 
digital outcome? 
Will there be any opportunities for reuse?	  

Recycling of unused materials  
Disposal of chemicals (inks, toner)	  

Ultimate disposal	   What are the plans for disposal of the digital outcome when 
no longer useful/redundant?	  

Recycling of unused materials  
Disposal of chemicals (inks, toner) 
XML Capability (needed to transfer between different DTP 
Aps)  
Use of original materials or from copyright free sources, 
acknowledgement of sources Preparation of components (e.g. 
of images etc.) for insertion  
Consideration of suitable image resolutions, depending on the 
outcome i.e. a large poster/billboard will be low resolution, 
whereas a book will be higher.	  

Practices used in manufacturing	   Where relevant digital outcomes should comply with 
legislation, e.g. with intellectual property law and using the 
ideas of others. See: Technology Online, Intellectual property 
issues 
Has permission been gained for all images? 
Do the practices comply with expected codes of practice?	  

XML Capability (needed to transfer between different DTP 
Aps)  
Use of original materials or from copyright free sources 
Acknowledgement of sources Preparation of components 
(e.g. of images etc.) for insertion Consideration of suitable 
image resolutions, depending on the outcome i.e. a large 
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poster/Bill board will be low resolution, whereas a book will be 
higher	  

Cultural appropriateness of trialling procedures	   Considering the needs of individuals when trialling ideas i.e. 
demonstrating a sensitivity to the needs of trialists in terms of 
timeframe for trialling, format presented for trailing, etc.  
Ensuring when testing that cultural diversity and 
inclusiveness is addressed e.g. ethnic background, ages	  

	  

Ethical nature of testing procedures	   Ensuring the testing is carried out with target audience 
representatives and includes testing with disabilities -colour 
blindness, limited hearing, etc. e.g. asking vision-impaired 
users to comment on font 6 etc.  
Considering and testing for security and privacy of data 
where relevant 
Considering bandwidth issues in testing, e.g. download 
speed, resolution vs. speed of download 
Considering user agility in testing 

Safety of inks and paper	  

Health and safety Considering health and safety issues when developing digital 
outcomes 
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INFORMATION	  SYSTEMS	  

Fitness for purpose in its broadest sense: 
Possible considerations	  

Generic	   Information systems	  

Sustainability of resources	   Do the resources used to make the digital outcome meet the 
needs of the present without compromising the ability of 
future generations to meet their own needs?	  

Sustainability – ease of upgrade and passing on code to team 
members e.g. the practice of code commenting	  

Maintenance	   How will repairs be managed? 
What maintenance will be required?  
Will the digital outcome still be able to be used if new devices 
come on the market or software is upgraded? 
What is the expected product life?  
Has the digital outcome been designed in a way that it could 
easily be changed if something changes (e.g. the client 
company gets a new product to add to the line or some other 
crucial change)? 

Consider how the application will perform on new iterations of 
the operating system it works with. (This may not be a 
problem a student could solve, but should be part of the 
thinking that informs specifications and relates strongly to 
sustainability.)	  

Determination of life cycle	   What will the life cycle be of all of the components of the 
digital outcome? 
Will there be any opportunities for reuse?	  

Consideration of the longevity of materials stored on the 
internet	  

Ultimate disposal	   What are the plans for disposal of digital outcome when no 
longer useful/redundant?	  

Consideration of when material would need to be removed 
from the internet	  

Practices used in manufacturing	   Where relevant digital outcomes should comply with 
legislation, e.g. with intellectual property law and using the 
ideas of others. See: Technology Online, Intellectual property 
issues 
Has permission been gained for all images? 
Do the practices comply with expected codes of practice?	  

Adding code commenting, ensuring code is semantically 
correct  
Use of original materials or from copyright free sources 
Acknowledgement of sources	  

Cultural appropriateness of trialling procedures	   Considering the needs of individuals when trialling ideas, i.e. 
demonstrating a sensitivity to the needs of trialists in terms of 
timeframe for trialling, format presented for trailing, etc.  
Ensuring when testing that cultural diversity and 
inclusiveness is addressed, e.g. ethnic background, ages	  

Considering how other cultures or age groups may view 
something, e.g. that a website that might be viewed by 
someone other than the intended audience – and whether 
images and other content is appropriate for those audiences	  

Ethical nature of testing procedures	   Ensuring testing is carried out on representatives from the 
target audience and includes testing with disabilities – colour 
blindness, limited hearing, etc. (e.g. asking vision-impaired 
users to comment on font 6 etc.) 
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Considering and testing for security and privacy of data 
where relevant. 
Considering bandwidth issues in testing, e.g. download 
speed, resolution vs. speed of download. 
Considering user agility in testing.	  

Health and safety	   Considering health and safety issues when developing digital 
outcomes	  

Use of accessibility testers and code evaluators	  
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PROGRAMMING/GAME	  DESIGN	  

Fitness for purpose in its broadest sense: 
Possible considerations	  

Generic	   Programming game design	  

Sustainability of resources	   Do the resources used to make the digital outcome meet the 
needs of the present without compromising the ability of 
future generations to meet their own needs?	  

How is the game presented? (e.g. packaging that needs to be 
disposed of) 
What is the bandwidth requirement for a downloadable game? 

Maintenance	   How will repairs be managed? 
What maintenance will be required?  
Will the digital outcome still be able to be used if new devices 
come on the market or software is upgraded? 
What is the expected product life? 
Has the digital outcome been designed in a way that it could 
easily be changed if something changes (the client company 
gets a new product to add to the line or some other crucial 
change)?	  

Who is going to repair bugs?	  

Determination of life cycle	   What will the life cycle be of all of the components of the 
digital outcome? 
Will there be any opportunities for reuse?	  

Does the game work with successive versions of operating 
systems? If not, what is the process for upgrading?	  

Ultimate disposal	   What are the plans for disposal of digital outcome when no 
longer useful/redundant?	  

Consideration of the longevity of materials stored on the 
internet	  

Practices used in manufacturing	   Where relevant digital outcomes should comply with 
legislation, e.g. with intellectual property law and using the 
ideas of others. See: Technology Online, Intellectual property 
issues 
Has permission been gained for all images? 
Do the practices comply with expected codes of practice?	  

Adding code commenting 
Ensuring code is semantically correct 
Use of original materials or from copyright free sources 
Acknowledgement of sources	  

Cultural appropriateness of trialling procedures Considering the needs of individuals when trialling ideas, i.e. 
demonstrating a sensitivity to needs of trialists both in terms 
of timeframe for trialling, format presented for trailling, etc.  
Ensuring when testing that cultural diversity and 
inclusiveness is addressed, e.g. ethnic background, ages, 
whether some of the images, themes, and content be 
offensive to other cultures, age groups 

Considering how other cultures or age groups may view 
something (e.g. a game that might be viewed by someone 
other than the intended audience, and whether images, and 
other content is appropriate for those audiences) 

Ethical nature of testing procedures Ensuring testing is carried out on the target audience and 
includes testing with disabilities – colour blindness, limited 
hearing, etc. (e.g. asking vision-impaired users to comment 

E.g. A game designed for adults is tested on children (when 
content is not appropriate). 
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on font 6, etc.) 
Considering and testing for security and privacy of data 
where relevant 
Considering bandwidth issues in testing, e.g. download 
speed, resolution vs. speed of download 
Considering user agility in testing 

Health and safety Considering health and safety issues when developing digital 
outcomes 

Could the game become a health issue? (e.g. the addictive 
behavior of Flappy Bird players) 
Could the interface cause OOS? 

	  


