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[bookmark: _gjdgxs]Lesson 4: Designing a quiz
[bookmark: _30j0zll]Introduction
In this lesson, Chn will be provided with a task: to use selection to control the outcomes in an interactive quiz. They will outline the requirements of the task and use an algorithm to show how they will use selection in the quiz to control the outcomes based on the answer given. Chn will design a quiz, using design templates, to identify the questions that will be asked, and the outcomes for both correct and incorrect answers. To demonstrate their understanding of how they are using selection to control the flow of the program, Chn will identify which outcomes will be selected based on given responses. 
[bookmark: _ig497zv0vaq9]Learning objectives
To design a program that uses selection
· I can outline a given task
· I can use a design format to outline my project
· I can identify the outcome of user input in an algorithm
[bookmark: _dba007rk0n4j]Key vocabulary
Task, design, algorithm, input, program, selection, condition, outcomes
[bookmark: _3znysh7]Preparation
Subject knowledge:
You will need to be aware of the ‘levels of abstraction’ (complexity) that can be used to support Chn in understanding how to create programs. You will need to understand that the ‘task’ stage states what is needed, and outlines how these requirements may be met. You also need to know that the ‘design’ stage can be used to identify what the program should do. In this lesson, an algorithm with a branching structure will be used to outline how the task will be met, then a template will be used to create a design. 
You will need to understand that when a user provides an input, in the form of an answer, it will be compared against the condition to identify which outcome to choose. If the answer does not match that given in the condition exactly, then the condition will be false. 

You will need:
· Slides
· A1 Activity sheet – Design outline (optional)
· A2 Activity sheet – Quiz design (one each)
Assessment opportunities
Activity 1: Assess the Chn’s knowledge of selection, and how it can be applied to meet the requirements of the task.
Activity 2: Assess the Chn’s understanding of some of the ways that conditions can be used in programs, and the impact that meeting the condition has. 
[bookmark: _l9gvqqhz6gyg]Activity 3: Assess the Chn’s understanding of how selection will control the flow in their program.
Outline plan
	[bookmark: _99qwg63tq2ru]Introduction
5 mins
	Identifying program parts
Slide 55. Introduce the lesson, the learning objectives, and the success criteria.

Slide 56. Explain that the slide shows an example of a program in which a question is asked and selection (if… then… else...) is used to control the outcome. Remind the Chn that they constructed programs with this structure in the previous lesson. Invite the Chn to identify the following on the slide:
· Condition 
· Outcome when the condition is true
· Selection command
· Question 
· Outcome when the condition is false
Use the slide animation to identify each part of the program.
Note: this slide is not needed if the lessons are combined into a session.

	Activity 1
15 mins
	Introducing the task
Slide 57. Introduce the Chn to their task: create an interactive quiz using selection. Ask the Chn to discuss their initial ideas with a partner/small group. They should think about how they would address this task by considering the questions on the slide. After allowing sufficient time for discussion, invite the Chn to outline how they intend to respond to the task. The Chn’s responses should reference:
· The focus of their questions, e.g. maths, geography, history, etc.
· The questions that will be asked
· The answers that will be used 
· How selection will be used (to select an outcome based on the answer being correct or incorrect)
· The possible outcomes that will be carried out when the statement is true, and when it is false
Chn can either use the A1 Activity sheet, or notes their answers in their books/on a wb.


	Activity 2
15 mins
	Program design
Slide 58. Provide the Chn with a copy of the A2 Activity sheet.
Ask the Chn to complete the design template. They will need to use some of their ideas from the previous activity. They will also need to decide on the outcomes of their selection statements. These outcomes are shown as ‘actions’ on the sheet. 
For each outcome, the Chn should choose what the sprite will say. They may also choose to make the sprite move or change in some way, e.g. change colour. The Chn should only choose actions in Scratch with which they are familiar.
Give the Chn time to complete at least two questions on the design template, with associated answers (conditions) and actions (outcomes).

	Activity 3
2 mins
	Identifying outcomes
Slide 59. Explain that the table on the slide shows someone’s answers to the quiz. What would the outcomes be?

	Plenary
5 mins
	Reviewing design
Slide 60. Explain that the next step for the Chn will be to implement their designs as programs. Ask the Chn to share their designs from the A2 activity with a partner. The Chn should follow the conditions through, and identify which answers would trigger which actions.
Chn stick their plans in their books for next lesson/evidence.

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