Lesson Plan – Coding a Scots Poem (with Scratch)

	Working towards outcomes of a Curriculum for Excellence:
I understand the instructions of a visual programming language and can predict the outcome of a program written using the language. (TCH 1-14a and TCH 2-14a)
I can create, develop and evaluate computing solutions in response to a design challenge. (TCH 2-15a).
I can recognise how the features of spoken language can help in communication, and I can use what I learn. I can recognise different features of my own and others’ spoken language.
(ENG 2-03a)

	Learning Intention
	Success Criteria

	We are learning to code a Scots Poem using Scratch.
	· I can create a Scottish character and background in Scratch.
· I can create a program to display speech bubble blocks (and/or recorded voice).
· I can input a Scots Poem into my program by typing (and/or speaking).

	Resources
	Between two or three – 1x Laptop or iPad, access to a Scots Poem (or more than one).

	Timing
	1hour

	
5-10mins






15-20mins










15-20mins





10-15mins















5mins
	Introduction
[bookmark: _GoBack]The video tutorial talks through all aspects of the lesson. I suggest watching this through once then going back and pausing for each part for your learners to complete. The slides can be used to display the instructions for each section.

You will find a completed version of the program HERE.

Part 1 – Creating a Character
Learners create their own Scratch Scottish character by adding a new character and using the paint function. They then need to duplicate their character and change the faces to one wide open mouth, one slightly closed and one happy. This will be used to make the mouth animate. If learners find design difficult choose a pre-created character or upload my haggis character files.

Once learners have created their character they should add a background which could also be designed, chosen or imported. 


Part 2 – Creating the Poem – Typed then Spoken.
Learners should have their Poem to hand ready to input into the program. Using the commands shown they insert the poem in lines, no more than 10 words long. With wait commands between. Learners should then record the poem in the sound tab.

Part 3 – Making the mouth move
The final part of the program is to make the mouth move the important bit learners should change is how many times to repeat. This can be counted up with 2sec per ‘say’ command and 0.5sec per ‘wait’ command in the first program. Then half that number as each repeat lasts 2sec. For example if the total in the program is 12sec then the repeat would be 6sec.

Learners should now test their program and make any changes to timings required.

(Extension)
Can you add different characters in your scene who say different poems? Can you add in some Scottish music? Can your characters move?


Ending the lesson (Plenary)
Share the programs as a class. You could create a Scratch Studio to showcase them to parents. There are some plenary discussion questions to help you conclude the lesson. 




