Coding Pilot - 1st Session

Aims

· Gain familiarity with the Scratch interface

· Practical intro to concepts of moving, drawing, loops, variables & input

· Be inspired enough to want to play more with it
Pre-setup – Peter’s computer to OHP – aim to swap once only during session
Intro – Grant (probably) to say who we are and Jim to say what we are going to do (5 mins or less):
· in both sessions – show them how to write simple computer programs in a system called Scratch and get them doing it

· in this session – basic scratch and single programs, Peter to do the basics and Jim to take you through an example or two

· next week – multiple sprites/programs and lists

Basics – Peter (15-20 mins) – they watch my computer on OHP
· introduce the stage and the program area

· explain there are three things Scratch is really good for

· maths problems (simple example next, on hand out and next week)
· moving figures/sound (example in a minute)

· drawing shapes (Jim and you in the second half)

· introduce variables and operations
· do the sum and average example
· introduce the click to run paradigm (use hide to remove sprite from stage)
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· reset to default and make the cat move, meow and change costume (maybe size)

· use follow mouse pointer standard example (uses default sprite etc.)
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· demo the dog chasing the cat and say we will do things like this next week

· leave costume changes, sounds and multiple programs for next week (unless asked or seems appropriate)

· (maybe) explain the different start paradigms
· demo the prime number finder (say on hand out)
· use to explain the different start methods
· point out that if you don't stop them they run in parallel and you get a mess
· (if time, or at end) demo alien pinball to show what you can do in Scratch (point out that took 14 hours and was based on a simpler version someone else did)
First Program Etc. - Jim (20-25 mins)
· demo a game (as example of second week)

· build the first program together
· they do as Jim shows on OHP (Peter/Grant to help anyone in trouble)
· maybe get rid of sprite to do this (or make smaller)
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moving the sprite and manually drawing a square
· Automatically drawing a square
· Modifying to draw a shape of n sides
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Adding input

· how to make more interesting
· within the single program limitation
· possible answers – different sprites/colours/line thicknesses/shapes/patterns with multiple shapes – add a bit of randomness etc.
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Individually Play and Tweak the Program (10-15 mins)

· possible endpoint
Wrap up - resources/hand out/lunchtime session (just say “more next week” - it's not planned in detail and we have said some things above)
