GIPPPY - Professor Instructions

GIPPPY is an online game designed to introduce computational thinking and testing early
in programming courses.

The learning objective of GIPPPY is to introduce basic programming concepts and the
minimum structure of a test case (identifier, sequence of actions and oracle).

The game is designed for students in first-year programming courses at universities or
training centres. The knowledge required to use the game corresponds to a general idea
of computational thinking, i.e. that computational solutions to a problem are structured
by a series of ordered actions. This key idea of computational thinking is traditionally
introduced in the first class.

How to use GIPPPY

QUIZ

After at least one lesson of the programming course, the students are invited to
practise the basic concepts using GIPPPY.

The teacher briefly explains the aim of using GIPPPY to practise what has been
seen in class, as a complement to the traditional teaching techniques of the
course.

To use GIPPPY, students must have a computer with Internet access.
The GIPPPY URL is https://robot.testar.org

The professor explains that the game has 13 levels and encourages the students
to complete them all. In each level, they have to help the robot to get to the end
of the platform. It is recommended to progress from level to level. The teacher
indicates that the recommended playing time is 30 to 45 minutes.

At the beginning of the next lesson, the professor gives a quiz to evaluate the
effectiveness of GIPPPY in learning the minimum structure of a test case. It is
recommended that the answering time for this quiz should not exceed 5 minutes.
The quiz contains two questions, and the professor can change the type of
question asked. Below is an example:

Question 1: It is possible to learn programming without learning testing.
(strongly disagree, disagree, neutral, agree, strongly agree)

Question 2: Name the minimum elements a test case must have.
Open-ended question.


https://robot.testar.org/

