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READ FIRST
YEAR 4: REPETITION IN GAMES

CURRICULUM MILESTONES

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

Scratch general guidance:

Scratch is the online coding environment that is most prevalent as
children learn further coding routines and structures in key stage 2.
While children will be keen to experiment and explore the different
coding aspects within Scratch, they should be encouraged to proceed
with caution, adopting a process whereby they add / change slowly and
test as they go — it is, otherwise, rather easy to make a jumbled mess
that no-one can decipher without starting again!

Scratch does have a teacher account mode whereby student accounts
can be set up and managed. However, there are limitations to this
system currently and you may find that it doesn’t bring the benefits you
were hoping for. For example, the community of projects is still open to
children, providing an unhelpful distraction.

With such limitations in mind, you may find that it’s better for students
to use the version of Scratch hosted here:
https://machinelearningforkids.co.uk/scratch/

and block off the main Scratch website from children’s access in your
school filtering. Helpfully, this version has no distracting community.

To support the machine learning for kids version of Scratch better, we
have adjusted the project links available in lessons so that, when
necessary, children can download them directly to their devices — they
can then be loaded by children using the Load from your Computer
option. If you have a way to ping links over to children (perhaps on a
platform like Seesaw/Google Classroom, or with a tool like Apple
Classroom) it can be very useful to send links over in this way.

Devices with fixed keyboards, such as laptops, desktop computers or
Chromebooks, are recommended for these lessons rather than tablets.

EASY ACCESS TIPS: LESSONS 1 AND 2

These sessions may work well together and you will find that you can
move rapidly through the materials.

WHY THIS? WHY NOW?
CURRICULUM SEQUENCING
AND ASSESSMENT

Ideally, this unit should be taught after the year
4 unit Repetition in Shapes. This unit takes the
principles of loops and applies them to the more
complicated environment of game-
programming.

This unit will prepare children sufficiently to
consider more advanced work with Scratch, and
also lays groundwork for understanding the
block-based programming of Microbits.

Children can be questioned individually to see if
they understand the three curriculum
milestones for this unit (above).

EASY ACCESS TIPS: LESSON 3

It’s important that children take time to look at the code they have
made and understand how it is functioning. Inquisitive but focussed!

EASY ACCESS TIPS: LESSON 4

This lesson allows children to consolidate their understanding — don’t
worry too much if the finished result isn’t perfect.

EASY ACCESS TIPS: LESSONS 5 AND 6

These two lessons go together well — planning in lesson 5 and then
completing in lesson 6. Don’t overdo the planning stage since learners
are bound to adjust matters as they assemble their game. Again, ask
children to be focussed and careful with the adjustments they make to
their code.



https://www.dlcornwall.org/wp-content/uploads/ComputingSOW/Y4/6%20Programming%20B%20–%20Repetition%20in%20games.zip
https://scratch.mit.edu/
https://resources.scratch.mit.edu/www/guides/en/scratch-teacher-accounts-guide.pdfhttps:/resources.scratch.mit.edu/www/guides/en/scratch-teacher-accounts-guide.pdf
https://machinelearningforkids.co.uk/scratch/

