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Example teaching and learning unit: 6.3 Quizmasters
Example teaching and learning unit: 6.3 Quizmasters
Digital Technologies, Levels 5 and 6
Use this teaching and learning unit template to plan a teaching and learning unit for a specific curriculum area or multiple disciplines. 
Hint: Use your completed curriculum area map(s) and your completed curriculum area plan to help populate this teaching and learning unit.
Overview
	Description of the teaching and learning unit
	Cohort considerations (in relation to this teaching and learning unit)

	This unit can be described as creating the back end for an interactive computer program. Students create algorithms that they will implement as a digital solution, creating a digital quiz that involves banks of questions with varying levels of challenge. 
Unit 6.3 follows on from units that explore identifying functional requirements for the interactive program (Unit 6.1) and designing user interfaces for users to interact with the program (Unit 6.2).
This example unit runs for 7 weeks, with 1 Í 60-minute lesson each week in a specialist STEM learning setting. It builds on previous units addressing the following Digital Technologies skills and concepts:
functional requirements
input and output
branching
iteration
acquiring, storing and accessing data using variables.
Duration
Weeks: 7 
Lessons: 1 Í 60-minute lesson each week

	
	Depending on access to devices, students may need to work in teams to develop their interactive program.
Designing and implementing algorithms in this unit works in conjunction with the functional requirements identified in Unit 6.1. The functional requirements are revisited early in this unit. The quiz will be evaluated by students in Unit 6.4.
This unit assumes students have designed and developed user interfaces during Unit 6.2. These user interfaces may have been completed as hardcopy designs. If so, they will need to be constructed in the school’s preferred visual programming language.
The number of questions at each difficulty level and expectations about number of levels may be altered depending on student capability.


[bookmark: _Hlk147485956]Continuum of learning – Victorian Curriculum F–10 links 
Achievement standards
	Levels 3 and 4 (band before focus)
	Levels 5 and 6 (focus band)
	Levels 7 and 8 (band after focus)

	[bookmark: _Hlk195182110]They describe and represent simple algorithms involving branching and iteration.
	They design algorithms involving complex branching and iteration.
	They design and trace algorithms using flowcharts and pseudocode.

	They implement simple algorithms as visual programs.
	They implement algorithms as visual programs including variables and input.
	They implement algorithms and debug programs using a general-purpose programming language.


Content descriptions
	Levels 3 and 4 (band before focus)
	Levels 5 and 6 (focus band)
	Levels 7 and 8 (band after focus)

	Creating Digital Solutions

	follow, describe and represent algorithms involving sequencing, comparison operators (branching) and iteration
VC2TDI4C02
	design and represent algorithms involving multiple alternatives (branching) and iteration
VC2TDI6C02
	design algorithms involving nested control structures and represent them using flowcharts and pseudocode, and use tracing techniques to test and identify errors
VC2TDI8C02

	implement simple algorithms as visual programs involving control structures and input
VC2TDI4C04
	implement algorithms as visual programs involving control structures, variables and input
VC2TDI6C04
	implement, modify and debug programs involving control structures and functions in a general-purpose programming language
VC2TDI8C04




Essential questions
	Essential questions to foster inquiry, understanding and transfer of learning

	What information would you like to see as a user about your progress, such as the difficulty level of questions and the accuracy of your answers?
What is the smallest step I can include at each stage in my algorithm?
How will I demonstrate that I have followed all paths through my algorithm?


Assessment and learning sequence details
	Assessment task(s) and type(s)
	Linked achievement standard(s)
	Moderation 

	Formative assessment: Designing algorithms
In this assessment task, students practice representing algorithms in structured English to trace all paths from start to finish. Students will use short, single-step statements to describe a series of steps and decisions involved in their interactive quiz program as established in Unit 6.1 and Lesson 1 of this unit.
The teacher will assess an action and beginning state identified, multiple paths that can be tracked, and an end state identified. Algorithms are based on user interfaces from Unit 6.2. The user interfaces may require modification as algorithms are designed and implemented throughout this unit.
	They design algorithms involving complex branching and iteration. 
	N/A

	Summative assessment: Developing algorithms
In this assessment task, students submit the final version of the interactive quiz. Another group of students will evaluate this in Unit 6.4. Students will also submit a review of how their quiz has met the functional requirements, as established in Unit 6.1 and in Lesson 1 of this unit.
The teacher will assess:
· starting conditions or event branching in response to input from user or value of a variable 
· end state identified 
· visual response to user if necessary (adding points to score and displayed to the user may be a functional requirement; triggering a different set of questions may be a functional requirement that is not displayed to the user).
	They design algorithms involving complex branching and iteration.
They implement algorithms as visual programs including variables and input.
	N/A



	Week
	Lesson
	Learning goal (e.g. learning intention and success criteria)
	Lesson elements 
	Scaffold towards and/or extend
	Assessment
	Resources

	1
	1
	Learning intention:
We are learning to identify events that will activate scripts in our program.
Success criteria:
I can identify actions requiring mouse or keyboard input.
I can explain the events, including output, that each input will activate.
	Introduction
Review functional requirements – what does this mean? What are the requirements for the program students will be designing? 
Develop a set of functional requirements as a class for developing an interactive quiz program, featuring multiple-choice questions and different levels of difficulty as the end product. 
Discuss why this would be preferable to a quiz printed on paper.
Explicit teaching
Explain the types of input devices used to interact with the visual programming language. Students may be familiar with computer games or programs that require keyboard input, mouse input or a mixture of both. They can also identify common actions triggered by specific input (such as the right arrow key moving an on-screen character to the right of the screen, or using the left mouse button to select an object or answer).
Demonstrate that Scratch code blocks are generally attached to sprites, which are objects or characters that can be added to the stage where they are displayed to the user. Users can interact with sprites, or sprites can be programmed to interact with other sprites.
The image below shows common input controls in Scratch. The top block will run any code attached underneath when the element or sprite is clicked. The lower block shows that keyboard input can be used to run code for an element or sprite.
[image: Common input controls in Scratch]Model how sprites can be programmed to respond only in defined circumstances or when a condition has been met using branching. The ‘IF…THEN’ block and the ‘IF…THEN…ELSE’ blocks from the Control menu allow the sprite to respond in different ways. For example, IF the right arrow key is pressed, THEN the sprite can change colour. The next stage could include the sprite returning to the original colour. For example, IF the right arrow key is pressed, THEN set the sprite’s colour to blue ELSE set the sprite’s colour to [image: Example IF…THEN…ELSE block in Scratch]orange.
Activity
Using digital devices, explore methods of providing input in the visual programming language to begin specific events in some sample code, such as the example provided, or some of the in-built tutorials included in Scratch (see ‘Resources’).
Reflection
Review algorithms as sets of steps and decisions that computer programs follow in response to defined input. The decisions in Scratch are generally represented by the ‘IF…THEN’ and the ‘IF…THEN…ELSE’ blocks from the Control menu.
Note: Discuss the importance of being specific when identifying each individual step and the effect of each decision, so that students have clarity when designing algorithms in their planning and when implementing algorithms in the visual programming language.
	Scaffold
Opportunities for scaffolding in the language used to explain ‘functional requirements’
Demonstrate using an internet browser to navigate to Scratch (see ‘Resources’) as the visual programming language for use in this unit
Provide common keyboard inputs for games, such as the arrow keys and space bar, or typing a relevant number or letter (such as typing the letter ‘a’ to select answer ‘A’ for a multiple-choice question)
	
	Victorian Curriculum F-10 Version 2.0: Digital Technologies glossary 

Scratch – free online coding program.
Scratch is a project of the Scratch Foundation, in collaboration with the Lifelong Kindergarten Group at the MIT Media Lab. It is available for free at https://scratch.mit.edu. 
Tutorials included within Scratch:
Use Arrow Keys (‘Basics’ section)
Make it Fly (‘Intermediate’ section)
Make a Clicker Game (‘Prompts’ section)
Make a Chase Game (‘Prompts’ section) 

Sample code for keyboard input and simple mouse interaction:
<Scratch project.sb3>

	2
	2
	Learning intention:
We are learning to design algorithms that respond to user input.
Success criteria:
I can represent an algorithm to display a question and a range of possible answers.
I can follow the algorithm to all possible outcomes. 
	[bookmark: _Hlk198828902]Introduction
Review the definition and examples of algorithms, with a focus on sequences of steps and decisions. Review previously identified control structures, including branching using ‘IF…THEN’ and ‘IF…THEN…ELSE’ examples. The blocks that represent these control structures in the visual programming language Scratch can be displayed as prompts.
Discussion
Explore what the interactive quiz should do when presenting users with the first question. Common steps include:
displaying the text for a question
displaying the possible answers after a short wait
accepting keyboard input where a user presses a corresponding key on the keyboard or uses the mouse to click on their preferred answer
displaying a tick or a cross to indicate whether the answer is correct or incorrect
adding points to the score if necessary.
Explicit teaching
Demonstrate the thinking and representation of an algorithm describing the actions associated with displaying the first question and the possible answers, and then responding to user input to select an answer. Model how to break the actions down into single steps that can each be represented by a short statement (see ‘Appendix 1’).


Activity
Students work to represent their algorithm in short, simple sentences involving one step at a time. Each single step should be represented by a separate sentence. The decisions involved in the steps, such as selecting the correct answer, should be indicated by indenting or grouping statements as shown in the model statement (see ‘Appendix 1’), which indicates steps the program will follow in the case of a correct answer or an incorrect answer. Students should aim to follow each path through their algorithm and adjust if they encounter an incomplete path or a loop.
Reflection
Check if students can trace their algorithm from start to finish.
How did they adjust their algorithm if a branch did not lead to the intended outcome?
	Extend
Students may choose to represent their algorithm as a flowchart, mapping the paths from the beginning state to the outcome along different branches that represent the multiple paths their program could take.
	Formative assessment
Designing algorithms – representing algorithms in structured English (or in a flowchart as an extension task) to trace all paths from start to finish.
Use short, single-step statements to describe a series of steps and decisions involved in the student’s quiz program. Statements should begin with a verb or represent control structures indicating where the program may involve branching or iteration (such as ‘IF’, ‘ELSE’, ‘REPEAT UNTIL’, ‘WAIT UNTIL’ and ‘SET’).
The task is to be submitted in Week 3.
	Victorian Curriculum F–10 Version 2.0: Digital Technologies glossary 

Model statement
Model how to break the actions down into single steps that can each be represented by a short statement (see ‘Appendix 1’).

	3
	3
	Learning intention:
We are learning to collect and access data using variables in our algorithms.
Success criteria:
I can create an algorithm to display a question and a range of possible answers.
I can create variables to store, modify and access data.
	Introduction
Students work to create their algorithm in the visual programming language with placeholder text (such as ‘question’, ‘correct answer’, ‘incorrect answer’) on sprites to represent their quiz.
Explicit teaching
The code snippet below shows the event to run the code (clicking on the green flag icon), setting the variable ‘Score’ to a value of zero and setting the variable ‘Question ID’ to S1Q1. The element or sprite then appears on the screen after the game conditions have been set.
[image: Code snippet to show the event to run the code in Scratch]Introduce variables as a method of acquiring and storing data related to correct answers in the quiz.
Discussion
Lead a discussion on where students might have encountered variables in computer programs or games. Some prompts include:
Where do you see data on the screen in a game?
What form does the data take (i.e. text or numerical)?
What might the form of data mean for the program (implications of trying to add text to a number, such as adding ‘five’ to a score of 15)?
When does the data change (e.g. scores, timers, number or name of level, items the player has collected, etc)?
Key ideas to focus on at this stage could include resetting the score to zero when starting the quiz, creating a variable for the player’s name to personalise in-game communication and keeping a high score.
Activity
Continue to develop algorithms in the visual programming language, using variables as a progress indicator for each question. For example, the first question in the quiz could be identified with a variable called ‘Question ID’, which has the value of ‘S1Q1’ (representing ‘set 1, question 1’). This variable can be accessed to display the question text and possible answers for each question.
[image: Example of sprite coordinates in Scratch]Sprites such as question boxes or possible answers can be moved to any part of the stage by clicking and dragging the sprite. The position can also be set using X and Y coordinates for horizontal position and vertical position on the stage, as determined by the blue ‘go to X, Y’ block. The centre of the stage has the X and Y coordinates of 0, 0, meaning the coordinates can be set across 
4 quadrants. For example, moving the sprite to the coordinates 95, 60 places the sprite in the top right quadrant of the stage, as shown below: 
Changing the coordinates to –160, –120 places the sprite in the lower left quadrant, as shown below:
[image: Example of event code to set sprite coordinates in Scratch][image: Example of sprite coordinates in Scratch]
Introduce the use of comparison operators to access and compare the value of variables (such as ‘Score’) to a predetermined value. This enables the program to branch based on the value of a variable, such as presenting questions with a greater level of challenge if the player’s score exceeds a set value.
Students may need support in drawing sprites and placing them on the screen. Each sprite should be renamed so that it has a meaningful name for its role in the quiz. 
Reflection
Explore how students are keeping track of their sprites as their program grows in complexity. Students are more likely to identify the purpose of a sprite named ‘Answer2-1’ than a sprite named ‘Jupiter’, ‘green’ or ‘half’.
	Scaffold
Students working at a beginning level could work towards creating a bank of questions with 2 possible answers, rather than 3 or 4.
Extend
Students could also stay with questions at one level of difficulty, whereas students showing mastery could work towards increasing the level of question difficulty based on user response.
Scaffold
To support students in identifying appropriate positions for sprites on their stage, provide opportunities for them to experiment with the blue Move blocks that program a sprite to go to set X and Y coordinates, or to change either the X or Y coordinate by a set amount. This can be explored in the built-in ‘Scratch: Use Arrow Keys’ tutorial (see ‘Resources’).
Extend
Students could also explore the Paintbrush options to create their own sprites.
	Formative assessment
Designing algorithms task submitted – use short, single-step statements and outline the control structure of the program (including starting words such as ‘IF’, ‘ELSE’, ‘REPEAT UNTIL’, ‘WAIT UNTIL’ and ‘SET’). 
	Victorian Curriculum F–10 Version 2.0: Digital Technologies glossary 

As students develop the framework for their quiz, they may refer to other curriculum areas for source material for their quiz.

Scratch, Use Arrow Keys tutorial

	4
	4
	Learning intention:
We are learning to develop algorithms that perform a role within a larger program.
Success criteria:
I can create an algorithm that displays a question and possible answers.
I can create an algorithm to progress to the next question based on user input.
	Introduction
Continue to develop algorithms in the visual programming language Scratch to display questions and answers, and review the functional requirements for successful completion of this project.
Work on presenting 3 questions in sequence. This will entail displaying one question and the possible answers. When a user makes a selection by providing input, the question and answers should no longer be displayed, the value of the ‘Score’ variable should be adjusted if necessary, and a new set of questions and possible answers should be displayed. Once again, the program should respond to user input by removing the current question and answers, adjusting the ‘Score’ variable if necessary, and providing a third question and possible answers.
Explicit teaching
The code snippet below shows code that branches depending on the score after a defined question, in this case, the third question in the first set (identified as S1Q3). Using an ‘equals’ comparison operator and an ‘IF…ELSE…’ block, the code will either change to a more difficult question (identified by the question ID ‘S2Q1’) or stay at the same level of difficulty (identified by ‘S1Q4’), based on [image: Example of code showing branches in Scratch]the value of the ‘Score’ variable.
Discussion
Lead students through using identifying labels for each of their question-and-answer elements in their code, as being separate from the content of the question or answer to be displayed to the user. This means that the text for each displayed question can change by editing the sprite’s appearance instead of editing the code. Possible answers for Question 1 in Set 1 could be labelled ‘S1Q1 Answer1-1’, ‘S1Q1 Answer1-2’ and ‘S1Q1 Answer1-3’. This allows for the possible answers for Question 2 to be labelled ‘S1Q2 Answer2-1’, ‘S1Q2 Answer2-2’, ‘S1Q2 Answer2-3’, and so on.
Activity
Students implement their algorithms with a focus on naming their sprites. Sprites with a name relevant to their purpose in the overall program may support the use of variables to display each question.
Reflection
How does renaming your sprites support you while developing your program?
	Scaffold
Students may prefer to begin with providing 2 possible answers to simplify their program.
Extend
Students demonstrating confidence may experiment with voice recording for their questions and possible answers to provide additional support for players. This should be reflected in their representation of an algorithm in structured English, or for further extension as a flowchart.
	
	Worked example
Sample code showing 3 questions in set 1, each with 3 possible answers. The question and answers will be displayed based on the value of the Question ID variable, selecting an answer will move to the next question, and selecting correct answers will increase the value of the Score variable.
<Quizmasters.sb3>

	5
	5
	Learning intention:
We are learning to use variables to affect user progress through my program.
Success criteria:
I can use comparison operators when accessing the value of a variable.
I can present different sets of questions based on user results by using variables.
	Introduction
Begin this session with a progress check (see ‘Resources’). Students could work either independently or in pairs to review their written algorithm and compare it to the developed algorithm in the visual programming language.
Explicit teaching
Review how the visual programming language can access the value for the ‘Score’ variable. At the end of the first set of 3 questions, students can identify which value would enable access to a set of more challenging questions, and which values for ‘Score’ would present a new set of questions at the same level of difficulty. This involves using comparison operators (such as ‘equal to’ or ‘greater than’) on the value of the ‘Score’ variable. Review the use of any naming conventions established earlier in the unit or that are consistent in student projects.
Activity
Students implement their algorithms to respond to user input in both selecting the correct answer and selecting an incorrect answer.
	
	
	Progress check
A progress check could be collected by students in a table (see ‘Appendix 2’). 
Alternatively, students can use the following prompts when they are comparing their written algorithm in structured English to their implemented algorithm in Scratch:
Can I identify the written algorithm in the Scratch scripts?
Do my starting conditions match?
Does my implemented algorithm follow the same steps as my written algorithm? If not, what have I changed, left out or added?
How does my implemented algorithm advance the user through my quiz?
Which of the functional requirements does my written algorithm address?

	6
	6
	Learning intention:
We are learning to set conditions that affect information shared with players.
Success criteria:
I can develop code to show and hide elements on screen.
	Introduction
Students identify a goal for improving their algorithm and share it in the school’s Learning Management System (LMS) or online communication platform. 
Explicit teaching
Model how students can edit their program to replace placeholder text on sprites with finalised questions and possible answers. Identify information that is to be presented to the user and ensure that these elements are visible only when required. This can be done using branching (‘IF…THEN…’ or ‘IF…THEN…ELSE…’ statements) to define the conditions enabling the elements to be visible to the user or hidden.
Review student goals and assist students with working towards them. This could include a range of approaches such as individual conferences, or workshops with groups of students who are facing common challenges to develop solutions.
	Extend
Students who are working at or above the expected level may have capacity to assist classmates based on goals posted to the class.
	Summative assessment
Developing algorithms (draft review): This assessment task is the final submission of the interactive quiz. The main item for submission is the final version of the interactive quiz that another group will evaluate in Unit 6.4. 
The other element for inclusion when submitting the Developing algorithms assessment task could be the functional requirement checklist included in Lesson 7, if students are not adding comments to the code in their Scratch program.
	

	7
	7
	Learning intention:
We are learning to review and improve our program. 
Success criteria:
I can test my program from start-up and identify unexpected events or output.
I can address areas of concern to improve the functionality of my program.
	Introduction
The organisation and interactivity of the interactive quiz should be in the final stages of completion. Any placeholder text added to sprites for questions, answers or any instructions should now be edited to represent the finalised questions and possible related answers.

Explicit teaching
Test, review and edit programs in preparation for the evaluation task in the following unit. This is done by starting the program and testing through every option.
Do all correct answers increase the score by the intended amount?
Are all possible answers visible in relation to each question?
Does the program progress to more challenging questions as a result of user responses?
Remind students to test both successful and unsuccessful answers to check that all options have been programmed correctly and function as intended.
Activity
Review the functional requirements of the interactive quiz as determined in Lesson 1. Students should identify where they have met each requirement either on a checklist or by adding comments to their code.
Reflection
Have you submitted the ‘Developing algorithms’ assessment task?
What is a problem you encountered when creating an algorithm to address a functional requirement? How did you solve the problem?
	Scaffold
A simple quiz may not change sets of questions. These programs should still include iteration, such as tracking the number of questions presented.
Extend
[image: The 'Looks' menu in Scratch, showing changing colour]Students could use the ‘change (color) by (25)’ block in the Looks menu to add some visual transformations depending on overall score or sets of questions.

	Summative assessment
Developing algorithms (final submission): Along with the final version of the interactive quiz, students should also submit their review of how their quiz has met the functional requirements as established in Unit 6.1 and in Lesson 1 of this unit. This could be done by adding comments within Scratch to annotate where scripts meet functional requirements. Alternatively, an example of a functional requirements checklist is included in ‘Appendix 3’.
	Refer to ‘Appendix 3’ for an example of a functional requirements checklist.





Unit reflection
	Reflection questions
How does the teaching and learning unit provide evidence of student learning and progress?
Students demonstrate their understanding through 2 assessment tasks, providing opportunities for students to map out what part of their program should do and then to compare that feature or event in their implemented algorithm. Students also evaluate whether their algorithm performed as expected and any changes or improvements they made between the written structured English algorithm and the algorithm implemented in the visual programming language.

Does the teaching and learning unit:
specify the achievement standard sentences addressed in the unit? Yes, the achievement standard sentences addressed are stated in the unit introduction.
specify the content descriptions addressed in the unit? Yes, the content descriptions addressed are stated in the unit introduction.
include the resources and learning activities used to develop knowledge and skills? Yes, these are either included as lesson content, resource links or in appendices.
provide for a range of student abilities? Yes, there are opportunities for scaffolded tasks and for extension activities, such as developing flowcharts to visually represent algorithms.
specify the assessments used to monitor and progress student learning? Yes, opportunities to check student progress are included in addition to the assessment tasks listed.
provide the approximate time required for the unit? Yes, the unit spans 7 weeks, with 1 Í 60-minute session each week.

Considering your responses to the questions above and other relevant reflections, how can the teaching and learning unit be improved?
Teachers may design their own progress check formats or checklists to monitor student progress, or create their own example files in Scratch to support student learning.

How will the evidence of student learning from this teaching and learning unit influence subsequent teaching and learning units?
The evidence of student learning contributes to student understanding of functional requirements, designing and implementing algorithms, and evaluating their work. This unit provides the necessary skills and understanding to successfully engage with Unit 6.4 ‘Elevator pitch’, in which students evaluate the interactive quiz programmed by another student or group. This unit also supports students in their progress towards Levels 7 and 8, because many of the skills can be applied in a general-purpose programming language.




[bookmark: _Appendix_1_–][bookmark: TemplateOverview][bookmark: Appendix1_Model_statement]Appendix 1 – Model statement

START
Click on green flag to start game
Set Score to 0
Show first question
Show 3 possible answers
Wait for player to select answer
IF correct answer clicked THEN
		Show a green tick
		Add one point to the score
		Wait 3 seconds
		Hide the green tick
ELSE
		Show a red cross
		Wait 3 seconds
	Hide the red cross
END IF
Hide first question
Hide 3 possible answers
Trigger event for next question
END


[bookmark: _Appendix_2_–][bookmark: Appendix2_Algorithm_progress_check][image: Example of event code to set sprite coordinates in Scratch]Appendix 2 – Algorithm progress check
This is an excerpt of a progress check self-reflection table, as mentioned in Lesson 5 (see ‘Resources’). Students could work either independently or in pairs to review their written algorithm and compare it to the developed algorithm in the visual programming language.
The completed section of the example refers to the first lines of the algorithm in structured English from Lesson 2, and the implementation of the algorithm in Scratch, as shown in Lesson 3.
START
	Click on green flag to start game
	Set Score to 0
	Show first question
	Show 3 possible answers
	Wait for player to select answer
END
	Algorithm progress check

	Structured English
	Code blocks
	Intended outcome met? Y/N, add notes

	START
	When green flag clicked
	Yes, this starts the script.

	Set Score to 0
	Set Score to 0
	Yes, the Score variable is set to the value of 0.

	Show first question
	Show
	Yes, the first question of the quiz is now visible.

	
	Go to x: –83 y: 115
	This places the question sprite on the screen in a defined location but is not included in the algorithm.

	Show 3 possible answers
	
	No, this action is not included in this script. Check script for ‘answer’ sprites.

	Wait for player to select answer
	Wait until not Queston ID = ‘S1Q1’
	No, this ‘wait until’ code will become active when the value of the Question ID variable is no longer ‘S1Q1’.



[bookmark: Appendix3_Functional_requirements]Appendix 3 – Functional requirements checklist
This is an excerpt of a checklist for students evaluating their program in the ‘Developing algorithms’ assessment task (Lesson 7).
Students can identify where each of the functional requirements has been addressed in their interactive quiz, and include screenshots and/or a written reflection highlighting where they have addressed each funtional requirement as initially identified in Unit 6.1 and revisited in Lesson 1 of this unit.
	Functional requirements checklist

	Functional requirement
	Code blocks and sprite
	Functional requirement met? Y/N, add notes

	Quiz resets the score when it starts
	Sprite: Question sprite ‘S1Q1’
Code: 
Set Score to 0
	Yes, this script section resets the score to start the script.

	Provides 3 answers for each question
	Example:
Sprite: Answer sprite ‘S1Q1 Answer 1’
Code: 
When green flag clicked
Hide
Wait until Question ID = ‘S1Q1’
Show
Similar code applies to sprites ‘S1Q1 Answer 2’ and ‘S1Q1 Answer 3’
	Yes, 3 answers will be provided for each question.
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