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[bookmark: _gjdgxs]Lesson 5: Testing a quiz
[bookmark: _30j0zll]Introduction
In this lesson, Chn will use the Scratch programming environment to implement the first section of their algorithm as a program. They will run the first section of their program to test whether they have correctly used selection to control the outcomes, and debug their program if required. They will then continue implementing their algorithm as a program. Once completed, they will consider the value of sharing their program with others so that they can receive feedback. Chn conclude the lesson by using another learner’s quiz and providing feedback on it.
[bookmark: _ig497zv0vaq9]Learning objectives
To create a program that uses selection
· I can implement my algorithm to create the first section of my program
· I can test my program
· [bookmark: _dba007rk0n4j]I can share my program with others
Key vocabulary
Implement, design, algorithm, program, selection, condition, outcome, test, run
[bookmark: _3znysh7]Preparation
Subject knowledge:
You will need to understand how to construct a program, using the Scratch programming environment, that asks a question and uses selection to control the outcomes. You will need to know how to test whether selection has been used properly, by identifying the outcomes that should be carried out for correct and incorrect answers. You will need to run the program to identify whether these outcomes are carried out. 
You will also need to know some of the likely errors that Chn might make when constructing their programs (entering the condition incorrectly, placing the actions in the wrong part of the condition statement, not using the ‘if… then… else…’ structure for selection), and how to rectify these errors.

You will need:
· Slides 
· Chn’s designs from the previous lesson
· Sticky notes
· A3 Activity – Identifying Outcomes (if any children missed lesson 4)

To share with children:
· A1 Code – Quiz (annotated) (ncce.io/pg5b-5-a1-c) (optional support)
[bookmark: _q05kqxp07xc3]Assessment opportunities
Activity 1: Assess the Chn’s ability to implement their algorithms as a program.
Activity 2: Assess the Chn’s ability to test their programs against their designs and identify where improvements may be needed.
Activity 3: Assess the Chn’s understanding of the benefits of sharing their programs with others.
Plenary: Assess Chn’s understanding of how selection is used in programs.
[bookmark: _l9gvqqhz6gyg]Outline plan
	[bookmark: _99qwg63tq2ru]Introduction
5 mins
	Both, one, or none?
Slide 64. Introduce the lesson, the learning objectives, and success criteria.

Slide 65. Explain to Chn that they are going to be shown a series of statements that they should relate to the programs on the slide. Chn need to identify whether the statements refer to both of the programs, one of the programs, or none of the programs and explain their thinking.

Slides 66-70 contain the statements and will display the answers when you click through. 

	Activity 1
15 mins
	Implementing design
Slide 71. Chn refer to their completed copies of the ‘Creating a design’ design template activity sheet from the previous lesson. If any Chn were absent, they could be given a copy of the A3 Activity sheet ‘Identifying outcomes’ to implement. 

Remind Chn that their task is to ‘create an interactive quiz using selection’. Ask the Chn to show their partners where on their designs the following can be found:
· Their questions
· The correct answer for each question
· How selection is used to control the outcomes

Slide 72. Some of the commands blocks they will use when they program the first part of their designs. Invite Chn to identify a block that they are going to use in their programs, and to explain how they are going to use it.
All the Chn will be using the ask () and wait command block to ask their questions, and the if... then... else... and the <(answer) = ()> command blocks to use selection.
The other command blocks may or may not be used depending on the outcomes that have been identified.
NOTE: this slide may not be necessary if the lesson carries on from lesson 4.

Slide 73. Remind chn that using the <<> or <>> block, means that the question can be answered in more than one way and the condition can still be true.
Slide 74. Explain that the Chn are going to implement their designs to create the first part of their programs in Scratch. This will include:
· Asking the first question
· Checking the answer
· Programming the actions for the outcomes for the first question

Slide 75 - It is important to test the programs after this task to allow the Chn to identify any errors in their use of selection, and to rectify this in their design. This ensures that the errors are not repeated when they add further conditional statements. 

A demonstration video showing how to construct the first section of the algorithm has been included in the lesson folder. 

Chn can then complete the remainder of their quiz. Chn who complete quickly could add additional questions or change their sprite, background, etc.

Note: To run this activity as a scaffolded task, direct the Chn to the ‘Quiz support code’. This Scratch project provides the if… then… else… command block with the condition command block already inserted. 

	Activity 2
10 mins
	Debugging – this may be needed before all chn have finished as a plenary.
Slide 76. Tell Chn that if the output from their programs isn’t what they expected, they will need to do some debugging. Talk through the pointers shown on the slide.
Allow Chn time to test, and if necessary debug, the programs they have created. Highlight to Chn that it’s important to continue testing as they develop each part of their program.

	Activity 3
5 mins
	Sharing my program
Slide 77. Explain to the Chn that they are going to share their programs with others so they can use them and provide feedback. Provide each learner with some sticky notes so they can leave feedback after using another learner’s quiz.
The programs can be shared in various ways, most simply by Chn swapping devices. Give the Chn time to use other people’s quizzes, and leave positive comments. 

	Activity 4
15-20 mins
	Setting up – this section is optional, but could also be run standalone.
Slide 78. Explain that everybody who uses their quiz should have the same experience. For example, the quiz should look the same each time it is played by a different person. 
Open the Scratch project ‘Class example’ in full-screen mode. Invite some Chn to use the quiz, answering the questions both correctly and incorrectly. 

Slide 79. Explain that to ensure that every user has the same experience, the Chn will add command blocks that are carried out before the user starts the quiz. This is called the setup. Explain to the Chn that this is similar to placing all of the parts of a board game in the correct position each time, before they start playing. 

Slide 80. Explain that the command blocks displayed are those that Chn might want to use in their setup. Invite suggestions on what each block might do, and why they might be used as part of the setup.
· go to x(0) y(0) places the sprite in the middle of the stage
· point in direction (90) rotates the sprite to its original position
· set size to (100)% returns the sprite to its original size
· set [color] effect to (0) returns the sprite to its original colour

Allow a few minutes for children to edit their quiz, adding the reset blocks where needed.

	Next time
2 mins
	Review the ‘Assessment’ and ‘Summary’ slides.
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