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Framework(Professor KONG Siu Cheung, 2016)

Computational Thinking Concepts & &L H 4k H1:%

1. Sequences [F%| 5. Parallelism [E2-4 4

2. Events Ef{f 6. Naming/ variables fi%4 / 558

3. Repetition EE{ 7. Operators 3EE T

4. Conditionals {&{F 8. Manipulation of data and elementary data structure
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Computational Thinking Practices 7& & FE 4EF &E

1. Reusing and remixing E& FH ;7 ¥4 &

2. Beingincremental and iterative &7 78 K AR T2

3.  Abstracting and modularizing fif;&1 b K FE4H L

4. Testing and debugging JHIE K 8

5.  Algorithmic thinking i E 4

Computational Thinking Perspectives 7 & & 47 5T

1. Expressing [H¥k75E
2. Connecting 4= JE %
3. Questioning HE[HEL T fiE

4. Computational identity 3#E &= B 3Y[E
5. Digital empowerment S 7518
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P5 Creative Coding - Young
Maker Programme 17/18

Objective

» Our objective is to utilise and implement various co
software through computers tablets and desktop
computers into the school curriculum to enhance the
students understanding of the English language, of
digital applications and the students own
metacognition through higher order thinking.



The project will run concurrently
with the P5 curriculum and
incorporate various elements
from Key Stage 2 including:

|ldentifying characters, settings, problems and solutions from a
Sequencing of events
Retelling of narratives

Creating new narratives

vV v v v v

Presentation of ideas with questioning and answering



Action Plan and Schedule

» Our plan is to implement a five-week block of one hour lessons

every Primary 5 class as part of our YOU ng Mak
pI'Og I'am me that runs throughout the year. It is is

school wide programme for P1-P6é that incorporates STEM and i
conducted every Thursday afternoon as an extra curriculum
activity.

28/9, 12/10, 19/10, 26/10, 9/11

16/11, 23/11, 30/11, 7/12, 14/12

4/1, 11/1, 18/1 1/2, 1/3
8/3 22/3, 12/4, 19/4, 26/4

3/5, 10/5, 17/5, 24/5, 31/5

pd



By the end of the five weeks, the
students will be:

» Familiar with the scratch/scratch junior software and create a si
narrative

» Use presentation skills to enhance confidence, increase English usa
and give/receive feedback

» Apply higher order thinking skills to solve problems, sequence event
and create new narratives.



Lesson 1

shared reading of ‘The Playground
Problem’ using the theme of
collaboration (Nearpod)

Introduction (characters & setting)
Events (BME) Problem & Resolution-
(in graphic organizer format)

Students work in pairs to identify the
story structure i.e. beginning, events
with a problem and resolution.

» Whole class review and summary

» Ask students to start thinking of their
own ideas for a story about teamwork.

What happens in the story?

1) INTRODUCTION
-Characters
Seltog What went
-Who is in the wrong in the
story? . story?
-When and ‘
where the story ! How was it
takes place? l resolved/
fixed?




Lesson 2

>

Revisit the Playground Problem.
Summarise the story (and
previous content) by using

Kahoot! to test students

comprehension.

Using picture cues from a story
created by the teacher,
brainstorm the process of
storyboarding with the class.

Assign students the task of
working in pairs

Students need to:

- Complete graphic organizer on
their story -Draw a four scene

storyboard (workbook pg3)j -

///

Introduction

Who is in the story? Where does it
happen

Character: Freddy Fish

Place: Fish tank in a home

| -
Events
What hoppens in the story

Freddy Fish swims around his
tank all day. He Is bored

3 -

Problem

What is the problem?
Freddy wants to be with his
friends in the sea,

Resolution

How is it resolved?

He jumps down the toilet and
escapes

Jumywwoiur

34

F43

#1

E a f ﬂ




Lesson 3

» Recap on previous lesson. Revise storyboard with story structure.

» Teach the concept of debugging. To explain problem and solution (in co

» Introduce Scratch Jnr interface and relate story content taught to the int
(ppt). Using storyboards and notes, assign students the task of creating a
scratch animation.



Lesson 4

Recap on previous lessons, outlining 4 components of story ma

Revisit the ‘Free Freddy’ storyboard and conduct a shared readi
highlighting 4 components.

» Assign students the task to familiarize themselves with their stor
write it up.

» Encourage students to revise their work by using interesting words.
a blank adjectives/adverb table to encourage descriptive writing. H
out adverb and adjective hints.

» If students have finished, they can continue to adapt both
their Scratch Jnr project and their
writing.



Lesson 5

» Allow students 5-10 minutes to complete
their projects (if necessary)

» Explain that we are going to assess and
evaluate everyone’s projects. Run through
rubric to familiarize students with task.

» Give students 15-20 minutes to read and
interact with 3-5 projects of their
choosing ensuring students complete rubric.

» Using Nearpod, conduct a survey to find
out which projects were popular and why
students liked them. Conduct shared
reading of story and have students
interact with animation (via AIRPLAY).
Ask for class feedback of story and project.

» Finish project with Kahoot questions to
consolidate understanding of Coding
Project.
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