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Crazy Mazes.
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Think about...

What do | know about computers?
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What is a computer?

A computer is a machine that carries out instructions

(programs) written by a human.
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Listen out for these snippets in the video?

Programming

Stupidest thing in the entire universe
Facebook

Million people

Green circle and red square
Awesome
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Do you know......

What Is a computer programmer? *
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code-4-students (2).mpeg
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What is a computer programmer?

A person that makes or fixes computer programs.
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What is it?

1. Draw a vertical line
Draw a horizontal line across it

3. Draw a diagonal line from the top of the vertical to the tip of
the horizontal line

4. Repeat instruction 3 for all remaining corners
5. Draw a wavy line from the bottom tip
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What is it?

2P\

1. Draw a vertical line

Draw a horizontal line across it

3. Draw a diagonal line from the top
of the vertical to the tip of the
horizontal line

4. Repeat instruction 3 for all
remaining corners

5. Draw a wavy line from the bottom
tip
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What went wrong?

Why didn’t you guess the answer

Why was everybody’' s response di
The Instructions could have been better If:

> they were clearer

> more precise
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What would happen if we always followed
instructions exactly as they were said?

What would happen if you pointed to
a cl osed door and sai d,
t hat door ” ?

Computers work by following lists of
Instructions, and they do exactly what the S
instructionssay—e ven i f they d o=
sensel!
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Algorithms

When you are telling the computer what to do, you also get to
choose /1ow it's going to do it.

An algorithm is a set of instructions to be followed in sequence
to achieve a result such as drawing a square
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A Flow-chart a|QOI'ithm To understand how to

draw a square
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A Flow-chart algorithm CESen D

Position pen on paper

This does the job but probably too long, .
How can we make it more efficient? N, Jewale
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A Flow-Chart Algorithm

This Is better —
less steps! more
efficient

| F?.ff%w.fi.!iffs .......... o Repeat 4
T i o0 degress | UMES
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Let’s try again!
Il n pairs, 1 of you will see an

They will read out instructions to help you draw the image.

Follow the instructions exactly!
Round 1: You can ask questions
Round 2: NO Questions allowed
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Let’s try following some instructions...

https://blockly -games.appspot.com/maze?lang=en

How easy was this?
What problems did you have?
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https://blockly-games.appspot.com/maze?lang=en
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Let’s the following game

http://www.knowledgeadventure.com/games/a -maze-race/

Pay attention to the instructions that are needed for this game to
run properly?

How are you interacting with the game?

What objects are needed?

Where’s the chall enge?
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http://www.knowledgeadventure.com/games/a-maze-race/
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Time for a break!
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Scratch

Is a visual programming language

Lets you make cartoon styled
games, animations, interactive

stories and presentations.

http://vimeo.com/65583694
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Scratch

% Scratch 2 Offline Editor

BERE & nev conv s

™, Uniitled

New sprite:

Sprite
List

J events
Control

I Sensing

I Operators

[ vore Blocks

move m steps
turn (N B degrees
turn F) m degrees

point in direction m

point towards

go to x: @D v: O
go to mouse-pointer

glideo to x:mv:m

change x by m
change y by m

if on edge, bounce

set rotation style |eft-right

PO
ukie

Offline Editor (beta)

T
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Your task

- Create a _
challenging game using a sprite
and a maze
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Writing an algorithm....

Try to work out how your Game might run:
1. What instructions would you need?
2. What order would they go in?

3. Would you need any new instruction
bl ocks that you haver

%
O i |
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Drawing Sprites

anurt. Clear
| |

Undo | | Redo |
e J 1

——d

ZN
IR\
IS
o | O
0

ANEEEEEN | Switch colars |
ERRECOO0 A2 .51

.+ Set costume center

(1] 4 Cancel
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Making Costumes

PSS
BECERE
| RDAate clock-wise |

O O
& |

Use Copy-Edit to make new costumes and
rotate for a bird’ s e
Left, Right, Up and Down then label
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How to position sprites
on the Stage

-100 @) b

-180

What amxe gadhe
ordinates?

a) (x100, y100)
b) (x100, y-100)

c) (x-100, y-100)

d) (x-100, y100)

How many pixels wide is
the stage?
How many pixels high is
the stage?

UKIE [ PlayStation. SEGA [
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Coordinates in Scratch

X axiS <

X: -240 y:-180 X: 240 y:-180
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Where is Scratch?

&

O
\ X: 170 Y: 120

sprite Is in the top
right hand corner of
the stage
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Where is Scratch?

0%

S

X: =170 Y: -120

sprite Is in the top
right hand corner of
the stage
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® DIGITAL SCHOOLHOUSE

How do we make the spider move?

Using the arrow keys to interact with the sprite:

Algorithm:
Start

IF key pressed
Move Sprite
End

change x by

Run and test your code!
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How do we point the spider in a particular
direction?

g—— B
ﬁuhen Up arrow
change y by

switch to costume up AI gorith m:
" o Start

Switching costumes

s IF key pressed

switch to costume down

Move Sprite
Switch Costume
End

Run and test your code!
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Draw a Maze

Paint Editor

=6 (@R ®E
e
& | &

N T

& B0 I
i

i &

u O

o [ [
BO0O00C0BEE >

memcmun oy ]
EECEEEEN

EENEEEEE

REROOOTE 2,1l £

(+]) Setco

stume center

(1] 4 Cancel
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Selection

Helps to trigger instructions which depend on a #  then

particular condition

You may want

something to happen if
a sprite touches another

sprite e.q:

If Dog touches Cat
Cat says
sides of the maze?

Me 0 )

1=
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Which blocks? In Which order?

go to x: €D v: €I

A If the Spider touches the sides
of the maze

A Move back to the beginning
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Algorithm and Instructions...

Algorithm:
Start
If Sprite touches Maze .

__‘-‘—_
when clicked

Go to the start of the maze
End

rf_ color is touching 7

go to x: ¥: Ll

A Run and test your code
A Does it work?

A Why do you think it doesn’t
work? ukie % PlayStation. SEGA @mm
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Loop and Repeat

A loop is part of a computer program that causes the
Instructions within the loop to be repeated.

For example
Forever

IF Sprite touches Maze
Go to the start of the maze
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Repeat - The School Week

IR m steps
3

. TN . __

Wake up
Go to school
Go home

ukie

L PlayStation. SEGA ﬁﬁmgm
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Repeat - The

Whole Week

=t © B

Wake up
Go to school
Go home

=7 |

il

0

Wake up
Play
Go home

1|

il
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Repeat — A Half-term

at @ |
Wake up
Go to school
Go home
Wake up
Play
Go home

—;
Dy
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What's next? — A Whole Term

Wake up
Go to school
Go home

Wake up
Play
Go home

ukie _p PlayStation. SEGA [
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What’'s next?

Wake up
Go to school
Go home

Wake up
Play
Go home
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What happens if the spider doesn't touch the sides
of the maze?

Think of an Algorithm
for a speci f
situation using the

bl ock shown..
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Using Repeat in your Game...

Algorithm:

Repeat until program
ends

If Black touches Pink

Go to the start of the
maze

o i
when clicked

forever

touching color 7
go to x: v -145

o
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Time for Lunch!
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Get someone else to test your code

Write your name on the sheet in front of you
Swap with the person sitting next to you

Use the worksheet provided to score each skill your
neighbour has learnt on a scale of 1-4

Crazy Maze Game

digital

schoo
Game Performance Feedback Sheet ot G
Play the game for and record your results below. Through discussion with your teacher, you may wish to add

additional feedback criteria to the rows below.

Feedback Criteria

1. Movement of Sprite
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Additional Sprites

What would you like to have along the pathway in the
maze?

Sprites that are a bonus?
Or Sprites that are challenging?

What will happen when the main sprite interacts with
the other sprites?
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Choose or Draw Sprites

Paint Editor
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Gold Coins for the Spider to collect

Put the blocks in order....
Algorithm :

Repeat until program ends
f Coin touches Spider
Hide

touching Spider |2

|-fu_re'l.rer if -~
=t

Run and Test your code!

What else could happen at this point?
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How would you add a score for this game?

What ideas have you got?

Possible Algorithm :
Repeat until program ends
f Coin touches Spider
Hide

Score = Score + 1

End
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Variables Score WD

Helps to store a number while a program is running

You may want to keep track
of a number

If Cat catches Mouse

Add 1 to the Score

How could you add a score
to the Spider Game?
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How do you make a Variable?

Yariables

Malke a wariable
Delate a wariable

E LCore
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Adding a point to the Score

Algorithm: [
Repeat until program ends ‘when  clicked
If Coin touches Spider show

Hide B

forewer if . touching Spider |2

Score = Score + 1 _
hide

End change Score

Run and Test your code!
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Time for someone else to test your code!

Write your name on the sheet in front of you
Swap with the person sitting next to you

Use the worksheet provided to score each skill your
neighbour has learnt on a scale of 1-4

Crazy Maze Game

digital

schoo
Game Performance Feedback Sheet et o
Play the game for and record your results below. Through discussion with your teacher, you may wish to add

additional feedback criteria to the rows below.

&

Feedback Criteria

1. Movement of Sprite



® DIGITAL SCHOOLHOUSE

If your code works....

You can now duplicate this sprite to many and position them
along the pathway throughout the maze

Which block helps you to position sprites in a particular place?
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What will make the game more challenging?

We can use ‘Broadcasting’ to c

At what point would you want your game to switch to
another level?

EI:J-EIE'E-EIEt | and wait

= ___-—

r:.uhen I receive |

ukie _p PlayStation. SEGA [

I

€



® DIGITAL SCHOOLHOUSE

The Golden Key....

Helps the spider to open
the door to the next level

Add a Key

Then go to Stage —
Backgrounds to copy/edit
additional backgrounds

He
g:’* s
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Choosing Backgrounds

Which background would you like to appear when the green flag
IS clicked?

Which background would you like to appear for Level 1?

Which background would you like to appear when the sprite
reaches the golden key?
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Broadcasting and Levels

Algorithm:

Repeat until program ends
If Key touches Spider

Play sound

Broadcast next Level 1
End

Look back a your code for additional sprites to get an idea for
code on the Golden Key..
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Creating a Broadcast

Use the drop down list to
create a new broadcast

that can be received In
the ' Stage’

orever if touching Spider |2

play drem for beats
o B El::radcast N

ﬂuhen I receive Lewvel 2|

switch to background LevelZ

Message narne:

Level 2

Run and Test your code!
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Adding a point to the Score

Algorithm:

Repeat until program ends
If Key touches Spider

Play sound

Broadcast next Level 1
End

Run and Test your code!

~ e
| vthen clicked

showr

forever if . touching Spider |?
play drum for beats

EI:JE“:'EEIE": |

=y

i

Message name:

Cancel
- -
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Computing definitions

Now that you are triggering code in different areas of
your game, you have created what Computer
Programmers call a procedure ....

Which is a sequence of steps to be followed.
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Time to Peer Assess your code

Swap with the person sitting next to you

Use the worksheet provided to finish scoring each skill
your neighbour has learnt on a scale of 1-4

Crazy Maze Game

Game Performance Feedback Sheet

Play the game for and record your results below. Through discussion with your teacher, you may wis

additional feedback criteria to the rows below.

o+

Feedback Criteria

1. Movement of Sprite
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How your game can be improved?

More challenging levels?
Timers?
Multi -Players?

Add another Sprite to obstruct the main character?
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Quiz Time!

What is a Computer Programmer?
1. Someone who builds computers?
2. Someone who writes or fixes computer programs

3. Someone who writes TV programmes for television?
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Quiz Time!

Computers
1. Electricity
2. Instructions
3. A training track

programs run on..?7
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Quiz Time!

What is a computer program?
1. TV programs that can be watched on the computer?
2. A set of instructions that tell the computer what to do.

3. Parts of the computer you cannot touch, that can been
seen on the computer screen
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Quiz Time!

What is an algorithm?
1. A worm that can be found in the garden?
2. A type of dance
3. Alist of actions to perform a task or solve a problem
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Plenary Quiz

Computers are...
1. Faster and more accurate than humans
2. Faster and Cleverer than humans
3. Cleverer and reliable than humans
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