We visited Overchurch Junior School.

Mentor was Stuart Rathe

Y5 Class consisting of 30 pupils.

The Task

Our task was to help the children make an educational game in Scratch to help the children to practice their times tables. 

Firstly we introduced the children to the key terms

Algorithm – A series of instructions on how to complete a task

Coding – Transforming actions into symbolic language

Debugging – Finding and fixing issues

Variable – 
Repeat – 

If/Else – 

We introduced the children to the Scratch interface using this times table game.

Link http://scratch.mit.edu/projects/26116842
We talked about what we needed to tell Scratch to do to make the game work.

- a and b variables

- Question

- IF Right answer it does this or

-ELSE the answer is wrong and it does this

In small stages we worked through the coding of the game together.

I originally planned to include three bugs.

-The first bug was to leave the variable set to the default of a, however the children quickly found this one as they were coding.

On the coding I then asked the children to play the game and spot the bugs.

- The second bug was that I typed in x and y instead of using the x and y variables found in data.

- The third bug was that I didn’t repeat the whole algorithm so we got the same question.

The children quickly found the bugs and debugged

 the algorithm.

The final part of the lesson was arguably the most valuable. The children were given free time to play with Scratch to try to improve their game.

Although only two children said that they had used Scratch before they quickly picked up how to use Scratch and we were only seconds into the free play and we had 15 computers screaming out cat noises. This was the period that the children really learnt.  

We worked together to

-change the background

-add sprites/costumes

-add movement

-add scoring systems

- add sound      

