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I  c a n  u s e  s e l e c t i o n  i n  m y  

p r o g r a m s .  

 ( A l s o  k n o w n  a s  c o n d i t i o n a l s  

o r  I f  /  T h e n  s t a t e m e n t s )  

 

I  c a n  c r e a t e  a n  ‘ i f . . .  t h e n . . .  

e l s e . . . ’  s t a t e m e n t  t h a t  w i l l  

r e s u l t  i n  d i f f e r e n t  o u t c o m e s  

  

I  c a n  e x p l a i n  t h a t  

i n s t r u c t i o n s  i n  a  p r o g r a m  

w i l l  p r o d u c e  s p e c i f i c  

o u t c o m e s  

  

I  c a n  c r e a t e  a n d  m o d i f y  

a  c o u n t  o r  e v e n t -

c o n t r o l l e d  l o o p  

 

 

 

W H Y  T H I S ?  W H Y  N O W ?  

C U R R I C U L U M  S E Q U E N C I N G  

A N D  A S S E S S M E N T  

This unit should be taught after the Year 5 
unit: MICROBIT FIRST USE. This will allow 
children to see basic selection principles in a 
very practical context before attempting this 
unit. Children should also have completed 
year 4 programming units in order to have 
gained prior understanding of creating and 
understanding loops in programs. 
 
The unit has an adapted online summative 
assessment that can be delivered freely to 
children through online platform Quizizz.  
1st, click here to make 
sure you are logged in. 
 
2nd, choose the relevant quiz from our 
collection of KS2 assessments at this link. 
When setting up, do click “Assign 
homework” so children access it on demand. 

  

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. 

More info in this Scratch fundamentals one-pager 

 

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. 

E A S Y  A C C E S S  T I P S :  L E S S O N S  1 - 3   

Each of these sessions will introduce children to new ways of thinking and 
working within Scratch – each session should further and deepen 
understanding. You do not need to tackle each of these lessons in discreet 
sessions. If you feel that children are ready to move on, do not be afraid 
to do so! Lessons are suggested as 45 minutes. 
 
Teachers should work through the slides as a class group, with the teacher 
leading the conversation and dialogue - without individual children having 
access to devices at first – they can be a distraction. It is always worth 
letting children volunteer suggestions and come up to the board / teacher 
laptop to change the code and see what the outcome will be.  
Working in pairs works well on devices, in mixed abilities, both trying 
each new skill. 
 

E A S Y  A C C E S S  T I P S :  L E S S O N S  4 - 5   

Lesson 4 is suggested as 45 minutes, lesson 5 as an hour. These two 
lessons work well together, designing a quiz in lesson 4 and programming, 
testing and editing the quiz in lesson 5. 

 

https://www.dlcornwall.org/wp-content/uploads/ComputingSOW/Y5/6.Programming%20B%20–%20Selection%20in%20quizzes.zip
https://www.dlcornwall.org/wp-content/uploads/ComputingSOW/Y5/6.Programming%20B%20–%20Selection%20in%20quizzes.zip
https://quizizz.com/login?ref=header_tab
https://quizizz.com/login?ref=header_tab
https://bit.ly/41DIN2W
https://bit.ly/41DIN2W
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/
https://drive.google.com/file/d/1PQvFXk0t-Jz-rXQwb0csH3mBYVc4JWWK/view
https://quizizz.com/login?ref=header_tab

