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ST BRIGID’S COLLEGE
Information Technology
 Y8 Introduction to Script based programming using ‘Scratch’ – Unit 5
TERM 2
	Key ‘overarching’ essential learning questions:

· Script based programming…What is it, and what are some of its benefits?
· How a language like this can be an effective programming tool in modern contexts.

· Using the GUI (Graphic User Interface) as an alternative form of developing programs

· Benefits and implications of using a tool like this to encourage students into programming

· What key programming structures and coding practices can be taught using software like this?
· How can this language be used across the curriculum, and what skills does it teach?



	Strand
	Domain
	Dimension
	Key elements of the Standard
	Rich Teaching and Learning Activities
	Assessment Evidence
	Resources

	Interdisciplinary 
Learning
	ICT 
	Visual Thinking
Creating
Communicating
	Using ICT tools to visualise thinking
Visualising thinking strategies

Modifying visualising thinking strategies

Reflecting on visualising thinking strategies

Designing solutions and information products
Producing solutions and information products
Evaluating solutions and information products
Managing files
Creating digital portfolios
Using safe work practices
Ethical  and legal obligations
Locating data and information
Evaluating data and information
Sending and receiving data and  information

	Students are introduced to script-based programming for the first time.
This language teaching tool allows students to be ‘actively involved’ in the learning task.

Students are ‘educated’ and ‘entertained’ directly, and are ‘informed’ and a little ‘persuaded’ along the way too!

This covers the 4 key purposes of I.T.

What is ‘Scratch’? 

Explanation and introduction via the smartboard where students are shown the program, how to navigate it, and familiarized with its associated terminologies.

Introduce students to the ‘Cat’(a “sprite”) and show them how, via different coding segments(scripts), they can control movement of the sprite. 
Involve the students in Analysing and Designing their own scripts to enable the sprite(s) they have chosen from the software library to be controlled.

Students are given a task whereby they have a series of elements(movements, colours, backgrounds etc) to be incorporated into their ‘production’ (which is a script based program).

As a result of their decision-making, which results in each student learning about the interface, the elements of the program, where to obtain resources for their script(program) and implementation of their ideas, the students now are able to see onscreen the results of their creation. 

Students, as a result of this interactive learning, have now taken control of their own learning and by now have independently gone through the steps:

Analysis;

Design;

Development;

Implementation;

Evaluation.
Testing of their production is ongoing as this program gives the user the opportunity constantly run coding segments and evaluate if the desired result is being achieved. 

Feedback is immediate to each user via the ‘green flag’ feature.

Locating external data and importing of external data is a feature of this program. Students are encouraged to use correct file-naming conventions and appropriate formats, together with suitable design techniques.

The completed program(script)is communicated via demonstration to class or individually to the teacher.  

The file is saved using correct saving strategies to the student account in a folder which is suitably named for future reference(identification) or modification.

These files can even be later published and/or transmitted electronically if, for example ‘publishing’ on a web site or otherwise, is required.

	Use of network for file location;
Ongoing student self-assessment and product evaluation during production;
Design concept via a written brief;

Peer assessment;
Ongoing observation;

Use of software tools is evident from coding segments;

Skill development via coding scripts chosen indicative of level of learning(ie complexity of code shows confidence growth and skill acquisition);

Written script of ideas provided by students prior to production;

Finished production evidence;

Presentation either individually to teacher or to class via projector facility where available.

Feedback discussion at end of topic with class

(could be either formal via a survey or informal via group discussion etc).

Files saved in student’s folder include text, audio, graphics of suitable formats for production

	School network
Student accounts and their own file structures(which are discussed)

‘Scratch’ software(latest version is 1.4 now available);
Links to online web site via ‘help’ button in software program;

Additional resources via ‘edulists’…other teachers online.

Online image and video repositories such as ‘flickr.com’, google images and similar.

Online media sources

Presentation tools and smartboards in computer rooms for student presentations.
Worksheets relating to ethical and moral uses of the internet.

Encouraging students to investigate just ‘What makes a good web site?” via their own web connection, discussion with peers and parents.
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