Tin Foil Electronics - Lesson Plan 4 – Target Game

	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 2-14a)
I can create, develop and evaluate computing solutions in response to a design challenge. (TCH 2-15a) 
I can recognise basic properties and uses for a variety of materials and can discuss which ones
are most suitable for a given task. (TCH 2-10a)

	Learning Intention
	Success Criteria

	We are learning to create a target game using the micro:bit.
	· I can build my goal/target. 
· I can create code that keeps score. 
· I can build the circuit and test my game.

	Resources
	Between two or three – 1x micro:bit, 1x battery pack, 1x USB cable, 1x device (iPad or Laptop), 2 crocodile clips, tin foil and cardboard. (A second micro:bit could be used for Part 2 – the timer)


	Timing
	60-90mins

	
5-10mins




15-20mins









15-20mins



5-10mins




15-20mins







5mins
	Introduction
Watch introductory video from Mr Morrison. This talks about electronic score keeping, demonstrates the target game we are creating and how we are going to create it in cardboard and tin foil. Then finally how to code it.

Part 1 – Building and coding the target game
Learners should create their goal/target by following the instructions in the video. It does not need to be football themed, it could be a darts style target or something else. I would suggest the size of the goal is no more than 20x20cm so the circuits work well.

Learners should then link up Pin 0 to the front piece of the goal using a crocodile clip and the back of the goal to GND. Ensure these are touching tin foil!

They can use a Ping-Pong ball or just create one out of paper.

Learners then create code that increases the score every time a ball hits the goal. (Full Code HERE). 

Part 2 – Using a timer with the game.
[bookmark: _GoBack]Once the goal/target game is working. Learners can watch the second video from Mr Morrison which shows learners how create a timer to use alongside the game (Full Code HERE). Learners will need a second micro:bit for this or just display the program on makecode. 

Learners should then code and play this more complex version of the game.

(Extension)
Learners can experiment with the code and explore different ways the game could be played. 


Ending the lesson (Plenary)
Share completed projects as a class. Then answer plenary discussion questions.




