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[bookmark: _gjdgxs]Lesson 1: Exploring conditions
[bookmark: _30j0zll]Introduction
In this lesson, Chn revisit previous learning on ‘selection’ and identify how ‘conditions’ are used to control the flow of actions in a program. They are introduced to the blocks for using conditions in programs using the Scratch programming environment. They modify the conditions in an existing program and identify the impact this has.
Throughout this unit, there are opportunities for the teacher to model a concept within Scratch or to demonstrate through a screen recording. Pedagogically, it is more beneficial to model the concepts to the Chn, which allows for easier questioning and understanding. 
[bookmark: _ig497zv0vaq9]Learning objectives
To explain how selection is used in computer programs
· I can recall how conditions are used in selection
· I can identify conditions in a program
· I can modify a condition in a program
[bookmark: _dba007rk0n4j]Key vocabulary
Selection, condition, true, false, count-controlled loop
[bookmark: _3znysh7]Preparation
Subject knowledge:
You need to know that ‘conditions’ are statements that need to be met for a set of actions to be carried out. This is highlighted in the plan below. 
You will need to understand that ‘selection’ is a programming construct that makes use of conditions to decide which set of actions to follow (only one set of actions is used in this lesson). This is highlighted in the plan below. 
You will need to know the blocks available in Scratch to allow conditions to be used in programs, including those that use selection. You should be able to identify the conditions that are used in a program and the effect that meeting these conditions will have. You will need to modify the conditions in a program and identify when a program is using selection.

 You will need:
· Unit Slides
· A2 Activity sheet – Conditions in programs
· w/b and pens

To share with children:
· A1 Code - Using selection (ncce.io/pg5b-1-a1-c)
· A2 Code – Conditions in programs (ncce.io/pg5b-1-a2-ca)
· A2 Code – Annotated conditions in programs (ncce.io/pg5b-1-a2-cb) – optional, this is additional support that some users may need
· A3 Code – Modifying selection (ncce.io/pg5b-1-a3-c)
[bookmark: _q05kqxp07xc3]Assessment opportunities
Activity 1: Assess the Chn’s understanding of how conditions are used to control the flow of actions in selection.
Activity 2: Assess the Chn’s understanding of some of the ways that conditions can be used in programs, and the impact of meeting a condition. 
Activity 3: Assess the Chn’s ability to modify programs that use conditions.
[bookmark: _l9gvqqhz6gyg]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.
A device between two children works well, taking turns.

	[bookmark: _99qwg63tq2ru]Introduction
5 mins
	True or false statements
Slide 2. Introduce the lesson, the learning objectives, and success criteria.

Slide 3. Explain that for statement, they need to write down on their w/b whether the statements are true or false. 

Slide 4. Identify those who have more than three trues (stand up and take a bow) and invite responses as to why some Chn carried out the actions while others did not. 

	Activity 1
10 mins
	Using selection
Slide 5. Explain to the Chn that they have all used selection before in the ‘Programming A – Selection in physical computing’ unit. Share the Scratch project ‘Using selection’ with the Chn. The Chn need to identify how many conditions there are, and what selection there is. Ask for feedback.

Note: If Chn have not used selection before, it would be useful to look at the activities in Lesson 4 of the ‘Year 5 – Programming A – Selection in physical computing’ unit.

Ask the Chn to share some of the conditions and actions that were carried out when the condition was true. Use slides 6 and 7 to share examples of selection, and recap the condition and the actions. Click to share the arrows one at a time. 

	Activity 2
10 mins
	Conditions in programs
Show slide 8. Explain that the Chn will use the Scratch programming environment to use and modify programs that use conditions. Identify that the displayed block is an example of a condition that can be used in Scratch. 

Show slide 9. Explain that this code snippet contains an example of a condition being used in selection. Identify the condition and the action. 

Show slide 10. Explain that the three displayed programs all include a condition. Distribute and introduce the A2 Activity sheet. Explain to the Chn that when writing programs using Scratch, colours can be represented by numbers. In the change [color] effect by (10) block, the sprite’s initial colour value is increased by 10 to a new colour. For each of the code snippets on their activity sheets, they need to note the condition that is used, and what happens when the condition is true. 

Open the Scratch project ‘Conditions in programs’ and explain that the fourth code snippet, which starts with the block when [down arrow] key pressed, has been included to allow Chn to reset the program. Once the Chn have had time to explore the program, invite suggestions on what the condition was in each code snippet, and what happened when each condition was true.

To run as a scaffolded task, provide Chn with ‘Annotated Conditions in programs’, which contains the same code snippets, but also annotations. 

	Activity 3
10 mins
	Modifying conditions
Show slide 11. Share the code snippets and invite the Chn to state any similarities between them. Their responses may include:
· Both use a condition
· Both use selection
· Both will carry out the same action (change sprite’s colour) when the condition is true
· Both use an infinite loop

Then invite suggestions on any differences and establish that the only difference is the condition that has been used. 

Show slide 12. Explain to the Chn that they are going to open the Scratch project ‘Modifying selection’ and change the condition that is used in each code snippet. Return to the Scratch programming environment and model to Chn how to change a condition in the code snippet. After each condition has been modified, Chn should run the code to check that the action is carried out when the new condition is met.

	Plenary
5 mins
	What’s the answer?
Show slides 13–15. For each slide, explain that there is a program displayed on the slide. Chn need to read the statement on the slide and think, pair, and share with a partner. Before clicking through slides, ask some Chn to share their answers. The slides build so you can click through to reveal the answer.


	Next time
2 mins
	Review the ‘Assessment’ and ‘Summary’ slides.
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