Scheme of work/Medium term plan 

	Title of unit: Kodu
	Group: Mixed KS3 

	Week
	Focus
	Learning objectives/outcomes
	Learning Activities 
	Differentiation and extension 
	Assessment strategies
	Prior learning

	1
	Learn how to create a world and control a character using Kodu
	Level Requirements
Program your character to be controlled by user 
Complete game documentation
Evaluation – Learning journey 

	Welcome back

Kodu Introduction

Learning journey

Levels

Starter:

Video

Creating a basic world in Kodu
Main Activity:

If pupils struggle they can access second video that will show them some basic coding

How to write a simple program
Task 1 - Tutorials

Pupils have to complete two tutorials and use screen shot as evidence for learning journey.

First tutorial

Add/Paint Terrain
Task 2 - Create your own world and control your character

Task 3 - Provide game evidence
Pupils have to provide evidence in a form of screen shots and commentary for their learning journey. 

Plenary:

Task 4 - Evaluation of work

Learning credits


	Differentiated by outcome

Worksheets

Coloured paper

Coloured overlays

Extension task

Marking
	Q&A

Kodu game

Learning Journey
(Tasks evidence, game Screen shots, self – evaluation)
	create and debug simple programs.

use logical reasoning to predict the behaviour of simple programs 

 use technology purposefully to create, organise, store, manipulate and retrieve digital content

	2
	Create your first game
	Level Requirements
A completed world demonstrating different: 


[image: image1]
Character, controlled by the user that is able to collect objects and change their colour. 
	Starter:

Task 1 – Watch Video

Simple Kodu game tutorial
Main Activity:

Task 2 – Create your game 

Use add objects to add apples of different colours and program Kodu character to pick them up.

Use check list of required tasks:
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Heights

Types of terrain
Varieties of colours
Water/liquid




Task 3 – Game evidence
Pupils have to provide evidence in a form of screen shots and commentary for their learning journey. 

Plenary:

Task 4 – Evaluation of work

Pupils have to evaluate their work and state some possible improvements. 

Learning credits
	Differentiated by outcome

Worksheets

Coloured paper

Coloured overlays

Extension task

Marking
	Q&A

Kodu game

Learning Journey
(Tasks evidence, game Screen shots, self – evaluation)
	

	3
	Control your enemy
	Level Requirements
A world that contains Walls and Bridges.

Enemy that follows a set path and shoots at the player. 

Player character that can heal. 


	Starter:

Task 1 – When and DO

Put all of the When and Do instructions together in the correct boxes to carry out each of the tasks listed on the sheet.

Main Activity:

Task 2 – Add walls and bridges

· Open the world you created last lesson.

· Add walls in suitable places within your world.

· Add a bridge to go across the water in your world.

· Provide screen shot

Task 3 – Game Play

· Add a plain path and an enemy to follow the path.

· Program the enemy to follow the plain path and shoot at the user.

· Program the users’ character to heal when an object is eaten.

· EXTENSION: Find and have a look through the World Settings, experiment with these to see what affect they have on the game.

Task 4 – Evidence (screen shots)

Plenary:

Evaluation of work

Learning credits
	Differentiated by outcome

Worksheets

Coloured paper

Coloured overlays

Extension task

Marking
	Q&A

Kodu game

Learning Journey
(Tasks evidence, game Screen shots, self – evaluation)
	

	4
	 Different pages and scoring
	Level Requirements
A basic game in which the

character gains points by eating

green apples and loses health and

changes pages when eating brown

apples
	Starter:

Task 1 – Green and Brown apples

· Create a small, flat new world.

· Add Kodu to your world.

· Add three green apples and three brown apples to the world.

· Program Kodu so you can control him with the arrows and make him eat the green apples if he touches them

Main Activity:

Task 2 – Different pages

· Program Kodu so when he eats a brown apple he switches to Page 2.
· Program Page 2 to switch back to Page 1 after 5 seconds while doing the following:

· Changing colour to green
· Saying he doesn’t feel well
· Can you work out how to change Kodu’s colour back to normal?

Task 3 – Scoring and Health

· Change your program so the score goes up when Kodu eats a green apple.
· Add a hit metre to show damage to Kodu, this should go down by 2 points when he eats a brown apple.
· Make the score increase when Kodu eats green apples.

· EXTENSION: Add Game End and Win screens to display when Kodu loses all health or collects all of the green apples.

Task 4 – Evidence (screen shots)

Plenary:

Evaluation of work

Learning credits


	Differentiated by outcome

Worksheets

Coloured paper

Coloured overlays

Extension task

Marking
	Q&A

Kodu game

Learning Journey
(Tasks evidence, game Screen shots, self – evaluation)
	

	5
	Replicate an old arcade game
	Level Requirements
· Completed Pong or Pacman replica 

· SOME students may complete both games 

	Starter:

Play Old Arcade Games

Pong or Pacman

Main Activity:

Task 1 – Old Arcade Games

· Choose one of the games from your guide sheet and create it using Kodu:

· Easy Pong



OR
· Tricky Pacman
Task 2 – Screen shots of game

Plenary:

Task 3 – Evaluation of work

Learning Credits
	Differentiated by outcome

Worksheets

Coloured paper

Coloured overlays

Extension task

Marking
	Q&A

Kodu game

Learning Journey
(Tasks evidence, game Screen shots, self – evaluation)
	

	6
	Project work
	Level Requirements
You will create a world that includes (minimum):
· Basic terrain

· Mountains

· Waters

· Trees

You will create a game that (minimum):
· Allows user to control a character

· Create characters that move on a path

· Create a game that allows the user to score points

· Allow the user to collect items.

You will produce documentation that includes:
· Well presented evidence of their game

· Annotated screen shots explaining their 'code‘ (Example)

· An evaluation of their game

· Feedback from at least 2 of their class mates


	Pupils have to create their own game using skills they learnt from previous lessons.

They have to produce documentation that include

1. Evidence of their game

2. Annotated screen shots explaining their code

3. Evaluation

Peer-evaluation
	Differentiated by outcome

Worksheets

Coloured paper

Coloured overlays

Extension task

Marking
	Q&A

Kodu game

Learning Journey
(Tasks evidence, game Screen shots, self – evaluation)
	

	7
	Project work
	Level Requirements
You will create a world that includes (minimum):
· Basic terrain

· Mountains

· Waters

· Trees

You will create a game that (minimum):
· Allows user to control a character

· Create characters that move on a path

· Create a game that allows the user to score points

· Allow the user to collect items.

You will produce documentation that includes:
· Well presented evidence of their game

· Annotated screen shots explaining their 'code‘ (Example)

· An evaluation of their game

· Feedback from at least 2 of their class mates


	Pupils have to create their own game using skills they learnt from previous lessons.

They have to produce documentation that include

4. Evidence of their game

5. Annotated screen shots explaining their code

6. Evaluation

Peer-evaluation
	Differentiated by outcome

Worksheets

Coloured paper

Coloured overlays

Extension task

Marking
	Q&A

Kodu game

Learning Journey
(Tasks evidence, game Screen shots, self – evaluation)
	

	8
	Animate your name
	Create an interactive animation of your own name

Complete learning journey tasks  and evaluation
Level 2

- Replace “Codecademy” with my

  own name

- Discover the length of a string

- Use code to find answer to

  different mathematical 

  operations 

- Use logical reasoning to predict 

  Outcome

- Detect and correct simple errors   

  (debugging) in programs

Level 3

- Use Boolean expressions to 

  compare two numbers to return 

  “true” result 

- Use variables and functions to 

  create colourful and animated 

  version of my name

- Change shape of bubbles

- Recognise what are inputs and 

  outputs of my coding

Level 4

- Use if/else statements to run program

- Know how to use arrays

- Use function called bounceName  

  and bounceBubbles to make your 

  name animated


	Starter:

Introduction of Codecademy

Signing up for Codecademy

Learning journey PowerPoint

Main Activity:

Task 1 – Progress in Codecademy

Task 2 – Predict Outcome
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Task 3 – Inputs and Outputs
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Task 4 – Debugging

Plenary:

Evaluation

Learning journey
	Differentiated by outcome

Worksheets

Coloured paper

Coloured overlays

Extension task

Marking
	Q&A

Kodu game

Learning Journey
(Tasks evidence, game Screen shots, self – evaluation)
	

	9
	Build your own Solar System
	Build a simple solar system 

Complete learning journey tasks  and evaluation

Level 2
· Add simple image of the Earth to your HTML universe

· Position the Sun and Earth

· Recognise different types of data: number/text

· Complete Human-Computer Interaction Slide

Level 3
· Complete everything in the level 2

· Add some fun styling to the sun and earth

· Prepare to orbit the sun

· Complete Questions to boost your levels Slide

Level 4
· Complete everything in the level 2 and 3

· Orbit with style

· Make the orbit spin

Level 5
· Complete everything in the level 2, 3 and 4

Take your solar system to the next level – add more planets, add moons, comets ….
	Starter:

Introduction to lesson – Learning journey

Main Activity:

Task 1 – CodeCademy coding
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Task 2 – Answer questions to boost your level
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Task 3 – Human-computer interaction
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Task 4 – Number or text
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Plenary:

Evaluation

Learning journey
	Differentiated by outcome

Worksheets

Coloured paper

Coloured overlays

Extension task

Marking
	Q&A

Kodu game

Learning Journey
(Tasks evidence, game Screen shots, self – evaluation) Q&A

Kodu game

Learning Journey
(Tasks evidence, game Screen shots, self – evaluation)
	

	10
	Getting started with programming
	Pupils have basic overview of textual programming language and understand some basic syntax rules.

Completed learning journey tasks  and evaluation.
Level 2 – Getting to know you (1-5/28)

· What is  your name

· Discover the length

· Basic Math

· Numbers and more

· Error: Does not compute!

· Recognise sign for comments

· Know what different comparison operators look like

Level 3 – Why learn programming (6-11/28)

· Editor and comments

· What am I learning?

· Interactive JavaScript message

· What is programming? (prompts)

· Data types 1&2: Numbers and Strings

· Data type 3: Booleans (true/false)

Level 4 – Make the computer think (12-17/28)

· Using console.log

· Comparisons

· Decisions, decisions (IF)

· Computers are smart (IF/ELSE)

· More practise with conditionals

· Computers aren’t that smart (debugging)

Level 5 – Playing with strings and numbers (13-23/28)

· Mid-lesson breather

· Math

· Math and the modulo

· Modulo and if/else

· Substrings

· More substrings practise


	Starter:

Introduction of the topic, objectives, outcomes, levels

Main Activity:

Task 1 – CodeCademy coding

Task 2 – Comments
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Task 3 – Comparison operators
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Plenary:

Evaluation

Learning journey
	Differentiated by outcome

Worksheets

Coloured paper

Coloured overlays

Extension task

Marking
	Q&A

Kodu game

Learning Journey
(Tasks evidence, game Screen shots, self – evaluation)
	

	11
	Choose your own adventure
	Very simple textual game based on questions and answers
Completed learning journey tasks  and evaluation
Level 2
· Confirm

· Old enough to play?

· Adding some story

Level 3
· First move

· The story heats up!

· Asking for feedback

Level 4
· Change story line, responses and therefore some of the coding.


	Starter:

Introduction of the topic, objectives, outcomes, levels

Main Activity:

Task 1 – Codecademy coding

Task 2 – Algorithms
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Task 3 – Search the internet
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Plenary:

Evaluation

Learning journey
	Differentiated by outcome

Worksheets

Coloured paper

Coloured overlays

Extension task

Marking
	Q&A

Kodu game

Learning Journey
(Tasks evidence, game Screen shots, self – evaluation)
	

	12
	Functions
	Completed Codecademy tutorial

Completed learning journey tasks  and evaluation
Level 2 – Meet the functions (1-5/13)
· Introduction

· Introducing Functions

· Function Syntax

· How does a function work?

· Tying it all together

Level 3 – Function and Return (6-8/13)
· Don't Repeat Yourself (D.R.Y)

· Return keyword

· Functions, return and if / else

Level 4 – Functions and Variables (9-10/13)
· Function with 2 parameters

· Global vs Local Variables

Level 5 – Functions and Variables (11-13/13)
· Functions Recap

· Functions & if / else

· Conclusion


	Starter:

Introduction of the topic, objectives, outcomes, levels

Main Activity:

Task 1 – Codecademy coding

Task 2 – Write a function
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Task 3 – Call a function and syntax
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Plenary:

Evaluation

Learning journey
	Differentiated by outcome

Worksheets

Coloured paper

Coloured overlays

Extension task

Marking
	Q&A

Kodu game

Learning Journey
(Tasks evidence, game Screen shots, self – evaluation)
	

	13
	Build “Rock, paper, scissors” game
	Codecademy game finished to your level ability

Completed learning journey tasks  and evaluation

Level 2
· The Game

· User Choice

· Computer Choice: Part 1

Level 3
· Computer Choice: Part 2

· Both choices are the same!

Level 4
· What if choice1 is rock?

· What if choice1 is paper?

· What if choice1 is scissors?

Level 5
· Next step


	Starter:

Introduction of the topic, objectives, outcomes, levels

Main Activity:

Task 1 – Codecademy coding

Plenary:

Evaluation

Learning journey
	Differentiated by outcome

Worksheets

Coloured paper

Coloured overlays

Extension task

Marking
	Q&A

Kodu game

Learning Journey
(Tasks evidence, game Screen shots, self – evaluation)
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