Coding Pilot – 2nd Session

Aims

· Introduce rest of things in Scratch – tests, programs, loops, variables, lists, costumes

· Understanding how to plan

· Work through a game example

Pre-setup – Peter’s computer to OHP – aim to swap once only during session

Intro – Jim to say what we are going to do this time (1 min or less):

Theory – Peter (20-25 mins) – they watch my computer on OHP

· start blocks, show broadcast and parallel programs

· show order is undefined but not truly parallel

· use to show code duplication in same sprite, add dog and duplicate to it

· remark on broadcast between sprites as synchronization – example is player caught (later)

· how to force ordering – small waits or cascaded broadcasts, broadcast and wait
· can use stage for housekeeping and background changes
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· add costume to dog and show switching with short delays

· introduce loops and use example of counted repeat

· introduce if tests and use example of touching edge
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· talk about alternatives of conditional loops, arithmetic tests, combinations of tests

· reminder that loops test before – even repeat until

· show test could be “touching sprite1” (as later) or position (as in dog chasing cat)

· variables – note that sum and average were variables (in example last week)

· note the pre-defined ones (x,y position, answer, etc)

· explain that in Scratch (and all except functional languages) variables can be changed

· (maybe) remark that only in Scratch can variables have spaces or special characters

· show that variables can be strings (with some simple operations) and updated using this example (similar to week1 – delete sprite)

· show with average at end or progressive – remark that set to “space” initially

· give example of forever if (because it is such a strange loop)
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· show what happens if input 55x56 – check with “if answer = answer + 0”
· add a list to keep numbers input – say can index and find length (refer to primes example)

· note have to clear list at start

Game Program (Moon Monsters) - Jim (15 mins)

· Game loaded up on everyones machine

· draw plan on flip chart next to screen


basic game requirements...


a way of starting the game and setting everything up

· a player which can

· move under player control

· do something when its hit

· have 3 lives


an enemy which can



automatically move



hit the player


a game over state



triggered when no lives left

· Explain monster code and relate it to plan
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show the background and explain how produced (but have it already loaded)

· Show player code and relate it to the plan

· [image: image4.png]



· show the game-over sprite and code (already loaded) and explain what it does
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· demo the game

· consider what else might be done

· add more monsters + make them move at different speeds + add delays into when they start moving

· make the player move at different speeds?

· add something that lets the player destroy the monster?

· monsters are a bit predictable – could make more random

Individually Play and Tweak the Program (15-20 mins)

· we need to get it on their systems

Wrap up (5-10 mins)

· look at what they have done (overlap with previous session – ask who is ready to show)

· comments/feedback/lunchtime sessions (do we do another “easy exercises” hand out?)

