	Intermediate  Projects: Reaction Timer 
	Crumble Resources



	
	LO: To use selection and variables within a program
Context: Reaction Timer
Success criteria:
· All children will have created the sequential lights, controlled by a switch
· Mastery: children will have a reaction timer that ‘shows’ the player’s score
· Greater Depth: children have refined their programs so that they are more efficient, and included a ‘next step’ so that the reaction timer counts down until the next go.

	
	
	

	Prior Learning:
Prior to this lesson, it would be useful if children have had experience using sparkles, switches as inputs and the concept of variables.
	Resources and Safety:
Along with Crumbles and computers, you will need: a battery box (NO rechargeable batteries), a sparkle baton, a push switch and seven croc-leads.

	Key Vocabulary:
The following terminology may be used: sequence, selection, repetition, algorithm, variable, input, output.


	
Teacher Input:
	Show the word ‘reaction’ on the board. Children discuss their thoughts on what it is/means.
Take suggestions from the class.
Explain that a ‘reaction’ is a response to a situation or event. Our bodies can react quite quickly to given events, and we are going to create a Reaction Timer game!

	

	
Discussion:
	Using the Crumble, Sparkles and a switch, ask children how they could make a reaction timer?

	

	
Activity:
	Can children light the Sparkles inclusively, 100ms apart (after a random wait 1-10s), then when the switch is pressed, the game restarts.

	

	
Teacher Input:
	Explain to children that it would be good to be shown the score that we got, as it resets too quickly. How could we do this?

	

	
Activity
	[bookmark: _GoBack]Set children the task of showing the user’s ‘score’ afterwards.  (option: 0-7 shown on the sparkles, then  8 or more shown as a whole red baton flash)
The game can then reset at the push of a button.  

	

	
Teacher Input:
	Greater Depth – Can children add in a score-based countdown before the next game starts? (Sparkles sequentially go to 0, starting at their score).



	
Plenary:
	Give children a chance to use one another’s reaction timers. Are they different? Why?
How could you take the game further?
How could you use what you’ve learnt today in a future project?

	

	
Next steps:
	· Can children add in a ‘high score feature, so it shows the quickest score as one colour,  and theirs as another?
· Children design and make a ‘product’ (housing) for their game.
· Children  test lots of different people and put results into a graph
· Make a buzzer-based version. Can children perform better when listening for the stimulus, or looking for it?
· Children calculate averages for the class
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