Activity Design Template
Topic/Theme:

Introduction to Programming

Class/Year Group:

5th Class (ages 11 - 12)

Subject(s):

Animation and coding
Outline

What is the challenge your students
will tackle?

Students will come up with an idea for
an animation, develop a storyboard,
and programme it using Scratch
(scratch.mit.edu)

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

Students have the opportunity to
create an animation about a topic that
is of interest to them.

What are the key ideas that the
students will remember?

The students will understand the basic
programming concepts required by
scratch.

Learning Objectives
What curriculum content will be addressed?

Although there is not a specific programming curriculum at
this level, this activity will encourage the development of
storytelling skills, as well as some mathematical concepts
relating to moving items on a Cartesian plane.
By the end of this activity students will be able to:
Create a storyboard.

How are four key 21st Century Skills addressed?
Creativity

Students actively engage in the creation of their
animation, bringing their own personality and talents to
the project.
Communication

Participants are required to express their opinions,
ideas & feelings about the topic and process.
Collaboration

Use the basic functionality of Scratch, such as:
- Create a Sprite,
- Move objects in Scratch,
- Create different backdrops,
- Introduce sound effects, etc.

Students must work as part of a team, take turns
& listen to peers.

Critical Thinking

Throughout the activity, students engage in the problem
solving process, applying logic and coding knowledge to
solve problems, regularly test code to efficiently and
effectively debug code.

Reflection
How will you know that they are learning?
Through observation of student activity and
engagement, using an assessment rubric, as well as
analysis of their finished products.

In what ways will students reflect on progress?

Through interactions with the facilitator and their
peers, as well as through the feedback on their
presentation. A final plenary session provides the
opportunity to reflect on the content of the activity
as well as on the process.
Final self and team assessments can also be
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Activity Design Template
Possible Aspects

Description

Time

Set up:
Ice-breaker - Classmates stand in a line and sort
themselves in order of birth dates from January to
December. No speaking is allowed!

10 Mins

Warm up:
In teams, students choose a team name, leader and
golden rule. They discuss the strategies they used,
what worked well and what they would do differently
next time.

10 mins

Investigate:
Introduce the challenge. What is animation? Discuss
examples of good and bad animations.
In teams, choose a "good" animation and discuss the
setting, the characters and the story.

30 mins

Plan:
Teams choose a theme for their animation, agreeing
on the main characters and the setting. They create a
story board and discuss the coding concepts they will
need to code their animation: sounds, speech,
movement, scene changes etc.
Create:
Teams design and create the project using Scratch
online. They Regularly test the code and debug when
necessary, reflecting and discussing any changes that
can be made to improve the animation design and
functionality.
Present:
Present the animation to classmates. Assign roles to
each team member to explain how the animation was
created from start to finish.

30 mins

Reflect:
In teams, Discuss what worked well, what they
thought was difficult, new coding skills they
developed, any problems they encountered and how
they fixed them.
Discuss what they would like to create next.
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80 mins

60 mins

20 mins

