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Computing - Scratch 

 

No. 
Learning Intention 
Steps to Success 
Success Criteria 

Resources Starter Main Teaching Independent Activities Plenary 

1 

LI: To create a 
computer program 
 
1. Open Scratch 
2. Join commands 
together to make a 
program. 
3. Save the program by 
exporting it to a local 
drive. 
 
Good: I can program a 
game by sequencing 
If... then... commands. 
Great: I can explain the 
function and sequence 
of commands in a 
program. 
Super: I can: test, 
debug and modify a 
program to improve it. 

Scratch software 
 
Copy of 
instructions/help 
guides for children 
to reference when 
creating their 
programs 

Can you name any 
computer games? How do 
you control/play them? Point 
out how gamepad devices 
have developed over time. 
 
Introduce children to Scratch 
as a programming language. 
Show them various areas of 
the user interface, pointing 
out the similarities and 
differences with LOGO. 

 
What is computer control? 

• an input device transfers 
information from the 
outside world into the 
computer; 

• the computer processes 
the information entered 
using a control program; 

• the control program 
responds by producing 
an output. 

 
Show the children some 
computer games (e.g. Etch-
a-Sketch, Pong, Angry 
Birds). How does the player 
control them? What IF... 
THEN... (conditional) 
statements do you think 
were in them? (e.g. IF right 
arrow key pressed THEN 
turn right) 

Teach the children how to 
create and edit computer 
programs in Scratch, including 
how to: 
 

• select command blocks 
from different coloured sets 
for different purposes (e.g. 
motion blocks for movement 
commands); 

• snap blocks of commands 
together to make stacks so 
that they execute (run) 
together in sequence 
(running multiple stacks 
simultaneously is called 
parallel execution); 

• delete commands (e.g. by 
right-clicking on them); 

 
Show them how to use 
commands to reset the stage 
area (e.g. the 'clear' and 'point 
in direction' blocks). 
 
Point out how to run programs 
in full screen mode. 
 
Why is testing your program 
regularly during development to 
check it works as intended 
important? Point out that finding 
and correcting mistakes is 
called 'debugging'. 

Ask the children (with the 
support of some instruction 
sheets) to create a variety of 
programs in Scratch: 
 

• program a screen turtle 
around the stage area to 
create geometric patterns 
(e.g. regular polygons); 

• create an Etch-a-Sketch 
style computer game; 

• program a simple racing car 
simulation; 

• program a Pong-style 
computer game; 

• create an Angry Birds-style 
computer game. 

 
Discuss the element of control 
required in each program (e.g. 
with reference to a flow chart) 
Most games/simulations trigger 
responses depending on what 
keys have been pressed on a 
keyboard. 
 
More confident children could 
be encouraged to improve their 
work by adding extra 
commands (e.g. to display a 
timer or trigger extra things to 
happen in response to key 
presses) or by adding extra 
decoration to their 
background/sprites (e.g. trees 
around a race track). 

How is  the program 
controlled by the 
user/player?  
 
What commands does 
the program use to 
decide how to respond 
to user input (button 
presses on the 
keyboard)? 
 
How did you debug 
(correct) it when it 
didn’t work as 
intended? 
 
How did you modify 
your work? (make it 
easier/harder to use) 
 
How would you 
improve the game if 
you had more time to 
make it more 
challenging/enjoyable? 
 
Perhaps let the 
children peer-assess 
their work to give each 
other feedback on their 
creations. 

 


