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1.D – Evaluating the Interactive Card
Unit 1: Interactive Animations & Games

Learning intentions
• Build a test plan and run it honestly against your finished card
• Gather and make use of critical feedback from other people
• Say precisely how you would improve the solution, and why

Theory
This is Criterion D: Evaluating. Your card has already been graded for the build — so there
is nothing to gain here by pretending it works better than it does, and a great deal to gain by
testing it properly. Do not fix broken code at this stage. A test that fails and is recorded as
failing is worth more marks than a test quietly removed.

The test plan. A test plan lists what you do, what should happen, and whether it actually did.
Three columns, one row per thing worth testing:

Action Effect Does it work?
Screen 1, click on Santa Santa jumps around Yes
Press ‘s’ Screen changes to screen 2 No
Click ‘run’ Card displays the birthday message

Include the simple things as well as the clever ones. “On start, the first screen displays as ex-
pected” is a perfectly good test. Aim for at least five tests, and more if your card does more. The
best test plans cover every feature, not just the ones you are proud of.

Feedback. Ask three people for constructive, critical comments on your card. Constructive does
not mean kind — a friend telling you it is great teaches you nothing. Ask them what confused
them, what they tried that did not work, and what they expected to happen but did not. Then
summarise what they said and discuss it: where do they agree, where do they disagree with each
other, and where do you disagree with them?

Improvements. Finally, say how you would improve the card. Specific beats general every time.
“Make it better” is worth nothing; “the instruction text is only on screen for two seconds, so I
would leave it visible until the first key press” is worth a lot.

Grading for the test plan (Strand i):

• 1-2 marks: a test plan that is not relevant to your product

• 3-4 marks: a relevant test plan used and results presented

• 5-6 marks: a relevant test plan with at least five tests, results presented clearly

• 7-8 marks: a relevant test plan that is detailed and covers all features, with results presented
clearly

Grading for improvements (Strand iii):

• 3-4 marks: lists one or two ways your card can be improved

• 5-6 marks: writes three or four specific ways your card can be improved, with some detail

• 7-8 marks: detailed discussion of how your card can be improved
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Grading for use of feedback (Strand iv):

• 3-4 marks: briefly mentions comments from classmates

• 5-6 marks: discusses comments from classmates

• 7-8 marks: critically discusses in detail the comments from classmates

Activity
Work through the five steps in your design workbook:
• Produce a test plan for your card, with an Action column, an Effect column, and a “Does

it work?” column
• Run every test and fill in the final column honestly
• Ask three people for constructive, critical comments, then summarise and discuss them
• Note at least three things that are genuinely good about your card
• Discuss how you would improve it, drawing on the tests, the feedback, and your own

view

Questions
1. Write out your test plan. One line per test: the action, the effect you expected, and whether

it worked.

2. Which tests failed? For each one, say what you think the cause was.

3. Reviewer 1 — what did they say? Summarise their comments.

4. Reviewer 2 — what did they say? Summarise their comments.

5. Reviewer 3 — what did they say? Summarise their comments.

6. Where did your three reviewers agree, and where did they disagree with each other?
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7. Was there any feedback you disagree with? Say which, and why you would not act on it.

8. Three things that are genuinely good about your card, and what makes each one good.

9. How would you improve the card? Give at least three specific changes, and say what each one
would fix.

10. Look back at the design specification you wrote in Summative B. Which requirements did the
finished card actually meet, and which did it not?

Extension
Your specification was written before you knew how to build the card. Now that you do,
write a short note to your past self: which requirements were unrealistic, which ones you
should have included and did not, and what you would specify differently if you started this
project again tomorrow.
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