UNIT 1
OVERVIEW

THE "BIG IDEA”

Many of the educators that we have vworked with over the
years wrestle with bwvo guestions when getting started with
Creative computing: “What's the best way of helping leamers
get stareed ™ and “What do |, as teacher, need to know? The
writings of Seymour Paper (2 renowned mathematician,
educator, and major influence on the development of Scratch
through the Logo programming language) serve as
inspiration for thinking about these questions.

Viith respect to the first question, two extreme positions tend
to be taken up. Either leamers need to be told what to do and
should have highly structured expeniences - or leamers need
to be left totally alone to explore under their own direction.
Papert, a proponent of the notion that young leamers should
A(T 35 BOVOCATES for and explorers of their own thinking 2nd
lBaming, encourzged 1es0hers 10 s2ek a Dalandce berween
teaching and leaming. Throughout the guide, we vary the
amount of structure in the activities inan effort 1o provide
balance.

With respect to the second question, educators sometimes
worry that they don't “know™enough about Scratch to be sble
fo help others, We encourage you fo t2ke 2 broad view of
What it means to “tnow” Scratch. You don't need 10 know
Everything 300Ut the SCrETeh intertace or how to Solve every
problem that a leamner encounters. But, as Papert noted,
eduCators can senve as cognitive quides, asking questions and
helping bresk down problems imo manageabls pieces.

LEARNING OBJECTIVES

KEY WORDS, CONCEPTS, & PRACTICES

Stugents will

# build on initial explorations of te Sratch snvironment by
Creating an interective Scratch project

+ be introduced to & wider mnge of Scratdh blodks

+ |become familiar with the concept of sequence

+ practice experimenting and itersting while creating projects

+ experimentingand 4+ motion + tips window
iterating + |ooks + remix

+ fiesting and debugging + sound + interactive

+ sequence + gostume ollage

+ spime + backdop  + pairshare

NOTES

«  Meake sure studenis already heve & Soatch aocount for saving
and sharing thesr projects anline

« Think about how you plan to acress your studeres”work. For
example, you can reste class StUdios to oollact prosacts, have
students email you propect links, or start a class blog.
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CHOOSE YOUR OWN ADVENTURE

Chek on dilenent Nams ko This unit includes a mix of structured and open-ended
leam more aboul me! activities that engage students in exploration of the ey
concept of sequence - identifying and specifying an
ordered series of instructions. This & often 2 powerful
moment for students: theyre telling the computer what to
do, by translating their ideas into blodks of computer code

From a step-by-step tutorial, to playing with a constrained
number of blocs, io  debugging challenge, each activity
helps learners build the skills needed to create an About
Me project. In the culminating project, leamers will
explore and experiment with sprites, castumes, 0ok,
backdrops, and sounds to create a personalized, interactive
collage in Seratch.

Take advantage of all the activities or pick a few that cater
10 your students' specific needs and interests; the choice is
U t0 you. I youTe not sure where 0 start, 2 possible order
for the activities is suggested below.

STEP-BY-STEP
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How do these puzzle pieces fit together?
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o Open up Scratch

Drag some puzzle pieces onto the centre “sCripts” area
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Join Scratch  Signin
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