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Event-Driven Programming (Cause and Effect)

In earlier years, children learn sequencing (putting

commands in order). This unit introduces events,

which act as the triggers for those sequences.

e The Big Idea: Programs can react to the user and
the environment. Code doesn't just start on its
own; it waits for a specific trigger.

e What it looks like: Understanding that "When
space key pressed" (Event) causes the sprite to
"Jump" (Action).

Multi-Directional Navigation & Coordinates

Moving a sprite in four directions (Up, Down, Left,

Right) requires students to build a mental map of

digital space.

e The Big Idea: Computer movement requires
precise, separate instructions for every possible
outcome.

e What it looks like: Students realize they need four
separate, independent event scripts running
simultaneously to give a user total control over a
character.

Design Constraints and Scale (The Maze Context)
When students transition from open-space
movement to a maze, they encounter spatial
limitations.

e The Big Idea: Good programs require thoughtful
user-experience (UX) design, not just code.

e What it looks like: If a sprite is too large, it will hit
the maze walls and get stuck. Students must learn
to alter the attributes (like size or starting
position) of an object so that it functions correctly
within the rules of the game environment.

Programming — is when we make a set of instructions for
computers to follow.

Scratch —is a program that we can use in order to code our own
stories, animations and games. We can use repeat and loop
operator blocks, in order to make our programs more logical and
efficient. These help to run code continuously or for a set
number of times.

Algorithm - We use algorithms (a set of instructions to perform a
task) to sequence movements, actions and sounds in order to
program effective animations.

Blocks — a programming language, Each block has a specific
category that describes what its purpose is

Command blocks have notches at the top and bumps on the
bottom. They are designed in a way that allows them to be
connected (stacked) to other blocks.

Code — tells the computer what, how, and when to do
something.

Events — are used to trigger the start of a stack of blocks
Motion — How and when the sprite moves

Sprite — A character within scratch

Sequence — more than one instruction to be followed in order.
Trailing — Testing your code to see if it works.

Debugging — Checking for errors when the program doesn’t do
what it is expected to do

Events and Actions in Scratch

Programming is when we make a set of instructions for computers to follow.

Scratch is a program that we can use in order to code our own stories and animations. We can use
event and action command blocks in order to make sprites carry out acts when certain prompts
take place. We use algorithms (a set of instructions to perform a task) to sequence movements,
actions and sounds in order to program effective animations.
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Algorithm, Trailing and Debugging

it.

Designing an algorithm (set of instructions for
performing a task) will help you to program the
sequence that you require.

Programmers trial the code first to find any
errors, debugging is finding the error and correct

Sequence errors: An instruction in the sequence is
wrong or in the wrong place.

Keying errors: Typing in the wrong code.

Logical errors: Mistakes in plan/thinking.

If your algorithm does not work correctly the first
time, remember to debug it.
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4 This code (Algorithm) will
switch the costume
between parrot A and
parrot B and move the
character 5 steps between
each switch costume.

To explain how a sprite
moves in an existing
project

To create a program to
move a sprite in four
directions

To adapt a program to a
new context

To develop my program
by adding features

To identify and fix bugs in
a program

To design and create a
maze-based challenge

| can explain the
relationship between an
event and an action

| can choose which keys to
use for actions and explain
my choices

| can identify a way to
improve a program

| can choose a character
for my project

| can choose a suitable
size for a characterin a
maze

| can program movement

| can use a programming
extension

| can consider the real
world when making
design choices

| can choose blocks to set
up my program

| can identify additional
features (from a given set
of blocks)

| can choose suitable keys
to turn on additional
features

| can build more
sequences of commands
to make my design work

| can test a program
against a given design

| can match a piece of
code to an outcome

| can modify a program
using a design

| can make design choices
and justify them

| can implement my
design

| can evaluate my project

Fun Fact

Coding will soon be as important as reading




