
Learning Object Metadata (LOM) of the GIPPPY Capsule 
  

1. Metadata Name  
a. GIPPPY  Metadata  

  
2. General Information about the Capsule 

b. Name: GIPPPY  
b. Identifier: ENACTEST_ID_1 

c. Language: English  
d. Description:  

GIPPPY is a gamified online game for the early introduction of testing for first-time 
programmers. GIPPPY facilitates the first steps in programming, motivates their 
interest in problem solving, interactively introduces the syntax of Python, and 
explains the concept of testing and test cases as students begin to learn how to 
program. The aim of GIPPPY is to make students aware of the importance of testing 
when programming and to understand that a test case must have an identifier, a 
sequence of actions and an oracle.  

di. Category: Game  
f. Keywords: Importance of Testing, test case design 
g. URL:  https://robot.testar.org 

 
 

3. Life Cycle  
a. Version: 1.0  
b. Status: Final  
c. Date: [31 – January - 2025]  
d. Contributors:   

I. Role: Author  
II. Entity: Antonio Lara  

III. Role: Author  
IV. Entity: Tanja Vos 
V. Role: Author 

VI. Entity: Beatriz Marin  
  

4. Meta-Metadata  
a. Metadata Schema: IEEE LOM-based ARIADNE  
b. Language: English  

  
5. Technical  

a. Format: Software 
b. Location:  

a. Web-based online Platform: Github 
https://github.com/GIPPPY/GIPPPY   

b. Other system (via ENACTEST Capsule repository)   
 

c. Requirement:  Platform: Web browser-based (no installation needed)   

https://github.com/GIPPPY/GIPPPY


   
6. Educational  

a. Interactivity Type: Interactive 
b. Learning Resource Type: Game 
c. Interactivity Level: High  

d. Intended End-User Role: Learner (Middle or high school student | Bachelor 
student)  

e. Context: Higher Education  
f. Typical Age Range: Young learners (16-20 years)  
g. DiJiculty Level: Begineer  
h. Description of Learning Objectives:   

i. Understand basic constructs to design test cases (id, sequence of actions, 
Oracle)   

i. Classification of the Learning Objectives According to Bloom’s Taxonomy  
i. Understand: Importance of testing and main concepts of test cases.    

ii. Apply: Desing test cases by specifying the identifier, a sequence of actions, and 
an oracle.  

iii. Analyze: The results of the automated execution of the test case designed.  
iv. Evaluate: Assess learning eeectiveness of the concepts involved in designing a 

test case. 
j.   Prerequisites:   

i. Basic computational thinking   
 

7. Rights  
a. Cost: Open-source  
b. Copyright and Other Restrictions: 3-clause BSD License  
c. Description: Licensed for educational and research purposes.  
  
 

8. Relation  
a. References: Programming  course in a Bachelor program  
  

9. Annotation  
a. Description: This material serves as an interactive web-based environment where 

students need to solve the following problem: how to make the robot reach the final 
of the grid. To do that they need to analyse a possible solution, identify a set of 
steps that must be followed by the robot to reach the final, automate the solution 
by writing a program that allows the robot to move in the grid, and design the test 
cases that allow to check the programs. This way, by playing GIPPPY we pursue 
students to develop and practice computational thinking and test case design. 

 
10. Classification  

a. Purpose: Educational Material for Software Testing Course  
b. Taxon Path:   

i. Discipline: Computer Science > Software Testing > Test case design 
i. Educational Approach: Gamification AND Experiential Learning  

   



11. Supporting Materials  
a. PDF instructions for professor with quiz.  
b. Poster that summarizes the GIPPPY capsule. 

 
12. Learning Sequence  

a. Students receive a brief description of the importance of the critical thinking and 
testing of programs in practice and are invited to use GIPPPY in order to move a 
robot across a grid at each level.  

b. Students access GIPPPY for the practice of specific Python programming concepts 
and test case design. Levels 12 and 13 are devoted to practice test case design.  

c. Students review the feedback on the robot's journey, which specifies whether the 
level was passed or not, and if it was passed, whether the most eeicient set of 
instructions was used. Moreover, the feedback provides the results of the test 
cases executed. 

d. Students improve the programs and test cases considering the feedback received. 
 

13. Expected Consequences  
a. Students will gain awareness of the importance of testing at the beginning of the 

programming courses. 
b. Students will recognize the main concepts involved in the test case design.   

 
   

14. Methodologies for Performance Assessment  
a. Quantitative Metrics:   

a. Level 12 and Level 13 completed.  
b. Quiz to evaluate the awareness of testing and the learning eeectiveness of 

the concepts involved in designing a test case.  
b. Qualitative Assessment:   

a. Student survey to measure perceptions and learning experiences.  
  


