Activity Design Template
Topic/Theme:

Animation of an English text in Scratch

Class/Year Group:

1st year (age 12/13)

Subject(s):

English & Scratch Programming
Outline

What is the challenge your students
will tackle?

Students will demonstrate their
understanding of a short text that they
have studied, through the creation of a
Scratch animation that represents it.
The animation must have at least two
scenes and use some sound.

Why is this meaningful to the
students - what’s the hook?

Students are required to identify
something that they are interested in
for this activity. This gives ownership
and a sense of responsibility.

What are the key ideas that the
students will remember?

The teams must deconstruct the text
they have chosen and identify the
parts that are most important. This is a
very useful skill, which will help them
not only with this text, but with similar
analysis in the future.

Learning Objectives
What curriculum content will be addressed?

- Basic programming concepts.
- Analysis of a text to identify important characters and
themes.

How are four key 21st Century Skills addressed?
Creativity

The students will use the text and technology to foster
creativity.
Communication

By the end of this activity students will be able to:
- Program a short animation, using sound effects, in
Scratch.
- Understand and interpret a text
- Recognise different learning styles
- Recognise that language is often symbolic, and
that meanings can be multiple

Students will communicate their ideas with their
teammates, as well as with the whole class in the
presentation phase.
Collaboration
Students must work together to reach a
consensus about the the text and how they will
represent it.
Critical Thinking

The students will need to analyse the chosen text, their
understanding of which will be illustrated through the
animation.

Reflection
How will you know that they are learning?
The teams will give a brief introduction to the class
before presenting their animation. They will have to
provide a rationale for why their groups chose the
text to animate, and explain the roles played by each
member of the group.
The animation itself can be used to explore the
students understanding of the programming
concepts.
A plenary session can be used to explore the
students
of the main themes of the
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In what ways will students reflect on progress?

Students will state two things they like and one that
they would like to do differently in their animations
(2 stars and a wish).
They will reflect on their learning during the plenary
session and while filling in the feedback sheet.
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Activity Design Template
Possible Aspects

Description

Time

Set up:
Ice breaker games and team formation.
10 mins

Warm up:
Brainstorm uses of animation

10 mins

Investigate:
- Introduce the task
- Groups research and select their text

20 mins

Plan:
Teams create a storyboard and script.

20 mins

Create:
Use Scratch to create an animation that represents
the selected text, using at least 2 scenes and sound
effects.

1 hour

Present:
- Each team will provide a short presentation justifying
their choices and approach.
- Animations are shown

30 mins

Reflect:
Plenary session to discuss the themes that emerged
in relation to the texts, as well as the programming
concepts. Individual and team reflections

30 mins
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