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Prior Knowledge

In KS1, the children have
cr\@at@d,malgmlthm that
with a given command,

can control and move a
rohot, described a series of
instructions as part of a
sequence and i

where an algorithm is
wrong.
In KS2, they have ex-

My Component Knowledge:

Lesson 1: I can define a ‘variahle’ as something that is
changeahle

Lesson 2: I can explain why a variable is used in a program
Lesson 3: I can choose how to improve a game by, using,
variahles

Lesson 4: I can design a project that builds on a given
example

Lesson 5: I can use my design to create a project
" | Lesson 6: 1 can evaluate my project

My Composite Knowledge:

To know what variables are and, relate them to real-world

examples of values that can be set and changed. To use
variahles to create a simulation of a scorebowrd.

My Powerful Knowledge:
In this unit, t}wduldmwﬂlldemalup,ﬂwundustandmg,w
programming,

variahles in Scratch, a block-bhased language.
They will know where variables can he used and how they,
can he set and changed through the running of a program.
Thzg,deaJ/sadENelup/ﬂwrundzrstandmg,ojldwgnm
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MAKE A GAME
ON SCRATCH

What is a variable?

program?
How can I design a game?
What are programming constructs?

Identify the cause of the errors

Tier 3: oodesmppat

touching Paddle v ?
tun C*  pick random @ to @ degrees
move e steps

change score v byo

How do I change the same change score block in different parts of a




