
	Year 4 – Programming 
[image: A blue circle with white text

Description automatically generated with medium confidence]Lesson 6 – Creating your games
	Lesson plan




[image: ]    

	Year 4 – Programming 
Lesson 6 – Creating your games
	Lesson plan





[bookmark: _gjdgxs]Lesson 6: Creating your games
[bookmark: _30j0zll]Introduction
In this lesson, learners build their games, using the designs they created in Lesson 5. They follow their algorithms, fix mistakes, and refine designs in their work as they build. They evaluate their work once it is completed.
[bookmark: _ig497zv0vaq9]Learning objectives
To create a project that includes repetition
· I can refine the algorithm in my design
· I can build a program that follows my design
· I can evaluate the steps I followed when building my project
[bookmark: _dba007rk0n4j]Key vocabulary
Repetition, design, algorithm, duplicate, debug, refine, evaluate
[bookmark: _3znysh7]Preparation
Subject knowledge:
· You will need to be familiar with the Scratch programming environment. 
· In this lesson, learners will be using their designs to inform the creation of their coded games.

You will need:
· L6 Slides 
· Learners’ completed design sheets from Lesson 5
· Enough small objects for one per learner, eg counters, multilink cubes, etc
· A3 evaluation worksheet
· [bookmark: _q05kqxp07xc3][bookmark: _l9gvqqhz6gyg][bookmark: _Hlk138410736][bookmark: _Hlk138244666][bookmark: _Hlk138410856]Internet-enabled devices to access scratch.mit.edu. One between two is fine. Ideally these should be devices with a fixed keyboard, rather than tablets. 

Assessment opportunities
Observation & evidence of learners regarding curriculum milestones can be gathered throughout this series of 6 lessons.

· I can create a program that uses loops to achieve a particular outcome
 
· I can recognise that some programs can be run at the same time (concurrency)

· I can explain the outcome of changes to code
Outline plan
Please note that the activities are labelled in the top right-hand corner of the slide deck to help you navigate the lesson.

*Timings are rough guides
	[bookmark: _99qwg63tq2ru]Introduction
(Slides 1–3)

5 mins
	Unplugged activity — what’s in the loop? 

Show slide 2. Introduce the learning objectives and success criteria.

Optional but fun and worthwhile task: Give each learner a small object, eg a counter. Explain that you will read through a Scratch code snippet, and you want them to carry out the actions, using their counter as the sprite. 

Show slide 3, and read through the first snippet on the slide. The learners should carry out each action (eg show, wait, go to random position, hide, wait, etc).

Now point out the code in the forever loop and ask the learners to re-enact it as you say it, ensuring that they understand exactly what each block signifies.


	Activity 1
(Slides 4–7)

15 mins
	Creating the game — adding one sprite and background

Explain to the learners that they will now be implementing the design they created in the previous lesson. Explain that, as they code their game, they will need to continually test and debug their work to make sure it is working as they wish.

Show slide 4. Demonstrate live, or use the video to show the learners how to create a new file in Scratch, and add one stage background and one sprite from their design sheets. 

Show slide 5. Using their designs, ask the learners to add code to their sprites by adding their chosen type of repetition and required code blocks to hide, move position and show the sprite again. Add the green flag as the event to start the game.

Show slide 6. Ask the learners to test their projects to see whether they do anything unexpected. If they do, they will need to fix the errors in their projects (debug).

Show slide 7. Once this code is working, ask the learners to add the code to play a sound when their sprite is clicked on (if this is part of their design), and to hide the sprite when it is clicked on. 
Again, ask the learners to test their projects to see whether they do anything unexpected. If they do, they will need to fix the errors in their projects (debug).

	Activity 2
(Slides 8–9)

15 mins
	Adding more sprites and copying code

Show slide 8. When they have tested and debugged the code for one sprite, give the learners time to add and code the remaining sprites. Show learners the video, or demonstrate in Scratch, how to copy code between sprites. Remind them to check their designs to see whether they planned to make any of the code different in the other sprites, eg they might have planned to change the wait times so that all their sprites don’t appear together.

Show slide 9. Ask the learners to do a final test of their project, and debug if necessary. Learners should save their work. Projects can be saved on local devices using the ‘Save to your computer’ option, or saved online with the use of a Scratch account.

	Activity 3
(Slide 10)

5 mins
	Evaluating the game 
Show slide 10. Demonstrate the ‘Evaluation’ worksheet and ask the learners to complete it, evaluating the steps they followed to build their projects. 

	Plenary


5 mins
	Project showcase

Allow time for the learners to showcase their work and describe any changes they had to make to their algorithms when coding their games. 
*If learners don’t have Scratch accounts – and even if they do – the best way to share with the class may be to bring devices to the front of the classroom. They can then either plug into a large screen or just demonstrate with the device held by an adult.


	This time
(Slides 12-13)

5 mins
	Review the ‘Assessment’ and ‘Summary’ slides.
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