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Module 3 - Introduction to Programming 
 

About this Module Learning Outcomes/Success Criteria (WILF) : 

. This unit is designed to provide students with an understanding of the 
relationship between computer science and shape/ patterns in order to be 
able to write algorithms in a range of computer programming languages 
to draw basic shapes and design artworks.  This unit requires the students 
to think about and create algorithms. They will need to be comfortable 
with algorithms and the need for precision in framing instructions. The 
resources in this unit are based on version 2.0 of Scratch Programming. 

 

All  students will be able to understand simple algorithm design and 
importance of being able to identify the abstraction and 
decomposition.; know and understand how to write algorithms to 
create basic geometrical shapes; understand how written algorithms 
can be translated into graphical and text-based programming languages 
Most students will be able to use iteration in simple algorithms 
understanding why this is important; identify and action how to write 
algorithms using graphical programming software; create their own 
Doesburg-style artwork using a graphical and text based programming 
languages; be able to test and refine a solution. 
Some students will be debug algorithms; undertake more advanced 
graphical programming to automatically position shapes and add 
additional elements to their work; use functions to draw shapes as part 
of a larger pattern; use iteration efficiently to create complex patterns 
 

Where the unit fits in: Cross- curricular Links: 

  Computing 
 Algorithm design 
 Programming and development 
 

Literacy :  
Learn a range of vocabulary 
Maths 
Geometrical shapes, angles and coordinates 
PSHE 
Every child matters/The world around us 
Science 
Electrical circuits and circuit components 
Art 
Shape, pattern and colour 
SMSC: 

Spiritual: Students enjoy using their imagination and creativity to create 
games  
Moral – Listening to others and working as a class. Use of data and the moral 
issues surrounding it  
Social – Students help each other complete tasks. 
Cultural – To be aware of the information age we live in, take into 
consideration the audience and purpose when creating game 

   



  

 

Module  Week   Topic  Teaching Activities Learning Objectives Resources 

3 1 Algorithms and 
Flowcharts 

Explain the importance of programming and 
how we’ve been surrounded by computer 
programs and how these work 
Explain the need to think like a computer and 
how to write precise instructions to solve a 
problem 
Show the importance of drawing flowcharts and 
introduce the various flowchart symbols. 
Get students to draw, cut out and stick together 
flowchart instructions for various real life 
problems. 

Students will be able to… 
 

 Understand the importance of programming 
and how computer programs work. 

 Write algorithms to solve a set of different 
real world problems 

 Recognise different flowchart symbols. Learn 
how to put them together. Draw flowcharts 
to represents instructions 

 
Algorithms.pptx 
 
worksheets 

2 Shapes, patterns 
and algorithms 

 Discuss the image of the original plans 
for London 2012 Olympic stadium.  

 Explain that the plans were created by 
computer-aided design, that the 
structure contains various geometrical 
shapes. 

 Show the link between mathematics, 
arts and computer science 

 Explain how an algorithm can be sued 
to draw a simple shape like square 

 Encourage students to think about 
coordinates and location to tell a 
computer where to start drawing each 
shape 

 Ask students to identify the repetitive 
instructions 

 

Students will be able to… 

 Know and understand the basic features of 
regular shapes including sides and angles 
and their relationships 

 Define shapes by their key features 

 Know how to write algorithms to create 
basic geometrical shapes like triangles, 
rectangles, pentagons and hexagons 

 Use iteration in simple algorithms, 
understanding why this is important 

 
The HA’s will be able to… 

 Write algorithms that draw a range of 
geometrical shapes 

 Recognise and correct errors in algorithms 

Pages 30-35 in 
Compute-It Student’s 
Book 1 
 
Worksheets 3.1A, 3.1B, 
3.1 C and 3. D from 
dynamic learning 
 
PowerPoint 
presentation 
http://my.dynamic-
learning.co.uk 
 

http://my.dynamic-learning.co.uk/
http://my.dynamic-learning.co.uk/


  

 3 Introduction to 
Scratch Interface 

 Explain what is Scratch Introduce the 
basic scratch terminologies Explain 
how to set-up and launch scratch and 
save work. 

 Tutor led session on demonstrating the 
basic components and features Scratch  

 Explain the term blocks and the 
functions of different coloured block 

 Introduction on how to control motion 
using keyboard inputs  

 Demonstrate how to change what a 
sprite looks like  

 Explain how to add speech bubbles to 
make sprites talk  
 

Students will be able to…  
• Understand what makes a good game  
• Have a look at some of the game features in Scratch  
• Create, edit and name a sprite 
Make the sprite move left and right using the and 
keys on the keyboard. 
 • Change the look of the sprite 
 • Add further sprites and alter the speed that they 
move  
• Make sprites vanish, reappear, grow and shrink. 
Identify some of the different ‘blocks’ available in 
Scratch Interface 
 

PowerPoint presentation  
 
http://scratch.mit.edu 
/galleries/view/51923  
 
https://scratch.mit.ed 
u/help/videos/ 
 
http://scratch.mit.edu 
/projects/dehrha02/4 
9926 
 
code.org 

 4 Drawing and 
manipulating 
shapes using 
graphical 
programming 
software 

Discuss with students how a van Doesburg 
artwork looks like. 
Get students to work in apirs to write down 
their own algorithms for the shapes they intend 
to use in their artwork. 
Explain to pupils that the computers will not 
understand algorithms and the instructions will 
need to be replace by commands from a 
programming language that the computer 
understands 
 
Ask students to complete 3.2.2 Computer -It 
using completed worksheet 3.2A. 
 
 
 

Students will be able to… 

 Know and understand how to draw basic 
geometrical shapes using a graphical 
programming language 

 Understand how written algorithms can be 
translated into a graphical programming 
language 

 Create their own van Doesburg-style artwork 
using a graphical programming language 

 
The HA’s will be able to… 

 Undertake more advanced graphical 
programming to automatically position 
shapes and add additional elements to their 
work 

Page 36-37 in Compute-It 
Student’s Book 1 
 
Worksheet 3.2 A Creating 
an artwork 
 
Worksheet 3.3A Drawing 
your artwork from 
dynamic learning 
 
Scratch tutorial 

file:///C:/Users/Fathima%20Rilana/Desktop/Rilana%20Docs/code.org


  

 

 5 Drawing shapes 
in Celtic or 
Islamic Art 

Introduce the term iteration 
Emphasise the importance to use iteration 
or repeat process when drawing shapes.  
Explain the key difference between Islamic 
art and Celtic art. 
Get students to write algorithms in pairs 
for, and code and debug programs, in text- 
based  programming language like Logo to 
draw a Celtic art or an Islamic Art. 
 

Students will be able to… 

 Identify and action how to write iterative 
algorithms using graphical programming 
software 

 Create their own Celtic or Islamic-style 
artwork using a text-based programming 
language 

 Understand how iteration can be used to 
create patterns using shapes 

 Test and refine a solution 
 

The HA’s will be able to… 

 Use iteration efficiently to create complex 
patterns 

 Use functions and procedures to draw 
shapes as part of a larger pattern. 

Pages 38-41 in Compute-It 
Student’s Book 1 
 
Worksheet 3.3a Shapes in 
Celtic or Islamic Art 
 
Worksheet 3.3B Text-
based programming 
 
Logo tutorial 
 
http://my.dynamic-
learning.co.uk 
 

 8 Formal 
Assessment and 
Feedback                                                                                                                                                                

 Perform a formal practical,as well as 
theory assessment on programming 
using Scratch and Logo 

 Assessment Feedback given 

Students will be able to … 

 Exhibit their knowledge on programming 
find an effective solution to a problem 

 To respond to feedback on assessment 

Assessment papers 

http://my.dynamic-learning.co.uk/
http://my.dynamic-learning.co.uk/

