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Teaching Guide. 
  

Surprise Stories: Do YOU know the 
ending? 

 

Introduction  
Surprise Stories brings together the programmes of study for English and 
Computing in a way that is sure to leave the class giggling. The workshop inspires 
and encourages creativity and brings together creative writing along with key 
programming concepts.  

Pupils begin the day by watching a video and participating in discussions to write a 
brief outline of a very short story. They are then introduced to the concepts of 
algorithms and sequencing instructions through the use of magic tricks and a range 
of other unplugged activities. After experimenting with simple inputs in the Python 
interface pupils use what they have learnt to convert their story draft first into 
pseudo code and then into actual code within Python.  

Pupils explore grammatical structure and edit their program to include variables, 
replacing key nouns and verbs with well-placed variables to change their story at 
runtime. Iteration and selection statements are introduced to enhance the user 
experience of their program. Towards the end of the day pupils are introduced to 
simple list data structures and the use of the imported random function to help 
randomly generate a story at run time.  

There is room here for key discussion about whether the story ‘makes sense’ even 
though it is grammatically correct and the opportunity to tie this work in closely 
with the work pupils are doing back in their own classrooms for English. A simple 
change of scenario and the pupils could easily draft a story that ties in with the 
class topic back at school or what they are learning in History for a truly cross-
curricular experience. 
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Computing Programmes of Study Links 
2. [Key Stage 2] Pupils should be taught to:  

2.1. design, write and debug programs that accomplish specific goals, including 
controlling or simulating physical systems; solve problems by decomposing them 
into smaller parts  

2.2. use sequence, selection, and repetition in programs; work with variables and 
various forms of input and output  

2.3. use logical reasoning to explain how some simple algorithms work and to detect 
and correct errors in algorithms and programs 
 

3. [Key Stage 3] pupils should be taught to: 
3.3. use two or more programming languages, at least one of which is textual, to solve 

a variety of computational problems; make appropriate use of data structures [for 

example, lists, tables or arrays]; design and develop modular programs that use 

procedures or functions  

 

Progression Pathway bands covered 
 
ALG = Algorithms: Pink, Yellow, Orange, Blue 

Reference 
 

PA1 
Understands what an algorithm is and is able to express simple linear 
(non-branching) algorithms symbolically. 

PA2 Understands that computers need precise instructions. 

PA3 Demonstrates care and precision to avoid errors 

YA1 
Understands that algorithms are implemented on digital devices as 
programs 

YA2 
Designs simple algorithms using loops, and selection i.e. if 
statements. 

YA3 Uses logical reasoning to predict outcomes. 

YA4 Detects and corrects errors i.e. debugging, in algorithms. 

OA1 
Designs solutions (algorithms) that use repetition and two-way 
selection i.e. if, then and else. 

OA3 
Uses logical reasoning to predict outputs, showing an awareness of 
inputs. 
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P&D = Programming & Development: Pink, Yellow, Orange, Blue 
 

Reference 
 
PP2 Executes, checks and changes programs 

PP3 Understands that programs execute by following precise instructions 

YP1 Uses arithmetic operators, if statements, and loops, within programs. 

YP2 Uses logical reasoning to predict the behaviour of programs 

YP3 
Detects and corrects simple semantic errors i.e. debugging, in 
programs. 

OP1 Creates programs that implement algorithms to achieve given goals. 

OP2 Declares and assigns variables. 

OP3 
Uses post-tested loop e.g. ‘until’, and a sequence of selection 
statements in programs, including an if, then and else statement. 

BP2 
Uses a variable and relational operators within a loop to govern 
termination. 

 

IT = Information Technology: Pink, Yellow, Orange, Blue 
 

Reference 
 
PI5 Talks about their work and makes changes to improve it. 

YI5 
Talks about their work and makes improvements to solutions based 
on feedback received. 

OI3 
Makes appropriate improvements to solutions based on feedback 
received, and can comment on the success of the solution. 

BI4 
Uses criteria to evaluate the quality of solutions, can identify 
improvements making some refinements to the solution, and future 
solutions 
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Computational Thinking Strands 
AL – Algorithmic Thinking 

Ref. Activity 

AL1 Writing instructions that if followed in a given order (sequences) achieve 
a desired effect 

AL3 Writing instructions that store, move and manipulate data to achieve a 
desired effect; (variables and assignment) 

AL4 Writing instructions that choose between different constituent 
instructions (selection) to achieve a desired effect; 

AL5 Writing instructions that repeat groups of constituent instructions 
(loops/iteration) to achieve a desired effect; 

 

AB – Abstraction 

Ref. Activity 

AB2 Choosing a way to represent artefacts (whether objects, problems, 
processes or systems) to allow it to be manipulated in useful ways; 

 

EV – Evaluation 

Ref. Activity 

EV2  Assessing whether an algorithm does the right thing (functional 
correctness); 

EV7  Assessment of whether a system is easy for people to use (usability); 

EV8 
  

Assessment of whether a system gives an appropriately positive 
experience when used (user experience); 

EV15  Assessing whether a solution meets the specification (criteria); 

 

GE – Generalisation 

Ref. Activity 

GE2 Adapting solutions or parts of solutions so they apply to a whole class of 
similar problems; 

 

DE – Decomposition 

Ref. Activity 
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DE1 Breaking down artefacts (whether objects, problems, processes, solutions, 
systems or abstractions) into constituent parts to make them easier to 
work with 
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Learning Outcomes 
1. Pupils will be able to use the inspiration gained from the video and peer discussion 

to quickly draft their ideas for a short story.  

2. Be able to gain some understanding regarding sentence structure, and understand 
why some sentence constructions work and others do not 

3. Understand what an algorithm is and be able to identify examples of simple 
algorithms 

4. Be able to generate and manipulate sequences of instructions 

5. Be able to enter simple commands in Python to be able to test which forms of 
syntax work, and which ones generate errors 

6. Be able to use Python to carry out simple calculations 

7. Be able to use Python to write a simple program that outputs text to a screen 

8. Be able to convert their draft story into pseudo code by rearranging its structure 

9.  Be able to convert their pseudo code into actual code by creating a new Python 
file. 

10. To be able to independently identify modifications that they can make to their 
program 

11. To be able to import and use modules such as time and random 

12. To understand what is meant by a variable 

13. To be able to manipulate their story to identify how variables could be used to 
change the content 

14. To be able to add variables to their surprise stories program 

15. To be able to add assignment statements for each of their variables 

16. To be able to use selection and iteration statements to modify their surprise stories 
program 

17. To be able to create and use the list data structure 

18. To be able to randomly select an item from the list data structure and assign it to a 
variable 
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Session Overview 
SESSION 1 

Session Content / Activity 

 

Resources Used 

 

Prog. Pathway 

 

Comp. Thinking 

 

Computing POS 
Link 

 

Welcome pupils and outline expectations 
and structure for the day 

DSH_WelcomeIntroduction.pptx    

Watch the Code Combat story trailer Codecombat_trailer.mp4   2.1 

Pupils discuss and generate their own 
ideas for the story behind the video in 
pairs and small groups. The aim here is 
for pupils to not only discuss and 
establish the content of the video but also 
to help generate ideas for their own 
stories which they will be writing later. 
Class feedback is important as it can help 
generate further ideas, but the 
questions/prompts can also be tied in 
with what the primary school is covering 
in their English curriculum.  

Surprise Stories.pptx ALG 

PA1, YA1, YA3, OA3 

AL1, DE1 2.1 

Using their ideas and inspiration from the 
discussion pupils should use a word 
processor to write a quick draft of their 
short stories.  

Potential tie-in with digital literacy and 
TEL to teach key word processing skills if 
needed.   

Surprise Stories.pptx ALG 

PA1, YA1, YA3, OA3 

AL1, DE1 2.1 

Carry out the CS Unplugged activity as 
described on slide 5. The activity helps 
set the scene for algorithms.  

Surprise Stories.pptx 

Programming Images.ppt 

CS4FN_MarchingOrders.pdf 

ALG 

PA1, PA2, PA3, YA1, YA2, 
YA3, OA3 

AL1, DE1, GE2 2.2, 2.3 
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Slides 6 – 8 follow on the discussion from 
the activity to tease out the importance of 
algorithms. It is important to emphasise 
the need for instructions to be precise 
and in a logical sequence. Use the pupil’s 
experiences of the CS Unplugged activity 
to highlight potential issues with badly 
given instructions. Link this to 
programming. 

Surprise Stories.pptx ALG 

PA1, PA2, PA3, YA1, YA2, 
YA3, OA3 

AL1, DE1  2.2, 2.3 

Slides 9 to 13 go through the Joker in the 
Pack CS4FN magic trick. Encourage them 
to try the trick for themselves without 
revealing the secret. Can they work out 
how the trick works? Then reveal the 
algorithm, discuss the importance of it 
and allow them to try the trick for 
themselves. If time, allow them to see if 
they can modify the algorithm to change 
the trick. 

Surprise Stories.pptx 

CS4FN Joker in the Pack.docx 

ALG 

PA1, PA2, PA3, YA1, YA2, 
YA3, OA3 

AL1 2.2, 2.3 

 

SESSION 2 

 

Session Content / Activity 

 

Resources Used 

 

Prog. Pathway 

 

Comp. Thinking 

 

Computing POS Link 

 

Use slide 14 to recap Session 1 and the nature of 
sequences and algorithms. Introduce pupils to 
Python and use slides 15 to 18 to encourage 
pupils to enter a range of data and values to 
see what happens. Can they identify the 
correct syntax? Using the shell editor window 
first, can they work out how to use it as a 
calculator? Try to encourage the pupils to lead 
this part of the session. Encourage them to 
investigate experiment and try things for 
themselves. If some pupils have prior 
knowledge of python then this would be the 

Surprise 
Stories.pptx 

ALG 

PA1, PA2, PA3, YA1, YA2, 
YA3, YA4, OA3 

P&D 

PP2, PP3, YP2, YP3, OP1 

AL1, AB2, GE2 2.2, 2.3 
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ideal time to invite them to share that 
knowledge with their peers.  

Continuing with the theme of pupil led 
investigation use slides 19 to 22 to introduce 
text based instructions and how we can print 
text to the screen in Python.  

Surprise 
Stories.pptx 

P&D 

PP2, PP3, YP2, YP3, OP1 

AL1, AB2, GE2 2.2, 2.3 

Using slides 23 & 24 ask pupils to return to their 
drafted stories inside the word processor and 
edit the text so that it now looks like pseudo 
code. Use this opportunity to explain what 
pseudo code is and its importance. 

 

If pupils appear to be struggling to grasp this 
concept then the ‘Surprise Stories’ worksheet 
can be used to help reinforce the ideas here.  

Surprise 
Stories.pptx 

Surprise 
Stories.docx 

ALG 

PA1, PA2, PA3, YA1, YA2, 
YA3, YA4, OA3 

P&D 

PP2, PP3, YP2, YP3, OP1 

AL1, AB2, GE2 2.1, 2.2, 2.3 

Use slides 25 to 29 to help pupils turn their 
drafted stories into a working python program. 
Allow pupils to add their own variants if they 
are able to, but encourage all of them to have a 
working story program by the end.  

Surprise 
Stories.pptx 

Surprise 
Stories.docx 

ALG 

PA1, PA2, PA3, YA1, YA2, 
YA3, YA4, OA3 

P&D 

PP2, PP3, YP2, YP3, OP1 

AL1, AB2, GE2, EV2 2.1, 2.2, 2.3 

Use slide 30 and the BBC Computing resources 
to help introduce pupils to the concept of 
variables.  

Surprise 
Stories.pptx 

P&D 

PP3, OP2 

AL3 2.2 

Use slides 31 to 35 to enable pupils to add 
variables to their program to customise their 
story. The surprise stories worksheet can be 
used here to help pupils identify where they 
can use variables to customise their story. 
Pupils can always use their word processed 
story drafts and the find and replace option on 
the word processor to simulate what is being 
attempted with the written code in Python in 
order to help them visualise the end result.  

Surprise 
Stories.pptx 

Surprise 
Stories.docx 

ALG 

PA1, PA2, PA3, YA1, YA2, 
YA3, YA4, OA3 

P&D 

PP2, PP3, YP1 YP2, YP3, OP1, 
OP2 

AL1, AL3, AB2, GE2 2.2 
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Discussions with the primary teacher can assist 
in the identification of key learning concepts 
and connections to the English curriculum that 
can be brought in here.  

Slides 9 to 13 go through the Joker in the Pack 
CS4FN magic trick. Encourage them to try the 
trick for themselves without revealing the 
secret. Can they work out how the trick works? 
Then reveal the algorithm, discuss the 
importance of it and allow them to try the trick 
for themselves. If time, allow them to see if 
they can modify the algorithm to change the 
trick. 

Surprise 
Stories.pptx 

CS4FN Joker in 
the Pack.docx 

ALG 

PA1, PA2, PA3, YA1, YA2, 
YA3, OA3 

AL1 2.2, 2.3 

 

 

Session Content / Activity 

 

Resources Used 

 

Prog. Pathway 

 

Comp. Thinking 

 

Computing POS Link 

 

Use slides 35 to 37 to discuss with pupils the 
variables they need to create and where they 
should be placed. This is an ideal moment for 
the primary teacher to step in and lead this part 
of the session as they will be able to easily 
connect it with prior learning that has taken 
place at the primary school. 

Surprise 
Stories.pptx 

Surprise 
Stories.docx 

P&D 

PP2, PP3, YP1 YP2, YP3, OP1, 
OP2 

AL1, AL3, AB2, GE2 2.2 

Slides 38 to 41 introduce IF statements and 
iteration to the program to enable the story to 
be retold several times. Once pupils have 
implemented the example, use slide 42 to invite 
them to use what they have learnt to alter their 
program further.  

Surprise 
Stories.pptx 

Surprise 
Stories.docx 

ALG 

PA1, PA2, PA3, YA1, YA2, 
YA3, YA4, OA1, OA3 

P&D 

PP2, PP3, YP1 YP2, YP3, OP1, 
OP2, OP3 

AL1, AL3, AL4, AL5 AB2, 
GE2 

2.2 
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Slides 43 to 47 introduce the concept of lists 
and random elements and tie together prior 
learning on the use of variables. Use these 
slides to enable pupils to modify their program 
so that random values are selected and placed 
within the variables every time the story is run. 
Enable pupils to try and figure things out for 
themselves first. Pupils should generate their 
own lists, and then independently identify if 
they now need to modify their use of the 
variables in any way i.e. should there be two 
separate lists for nouns rather than one? 

Surprise 
Stories.pptx 

ALG 

PA1, PA2, PA3, YA1, YA2, 
YA3, YA4, OA1, OA3 

P&D 

PP2, PP3, YP1 YP2, YP3, OP1, 
OP2, OP3, BP2 

AL1, AL3, AL4, AL5 AB2, 
GE2 

3.3 

Pupils use the Evaluation worksheet to carry 
out self and peer reviews of their stories. 
Enable pupils to share their discussions and 
ideas with each other. If there is time, enable 
them to modify their programs further based 
upon their own ideas.  

Surprise 
Stories.pptx 

Evaluating 
Stories 

IT 

PI5, YI5, OI3, BI4  

EV2, EV7, EV8, EV15 2.3 
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Files/Resources 
 

Filename Resource Type Purpose/Description  

 

BBC What is a Variable 
transcript.pdf 

Information sheet BBC resource as a written transcript 
of their video clip 

BBC What is a Variable 
transcript.pdf 

Information sheet BBC resource as a written transcript 
of their video clip 

Code Combat Stories 1.py Python Program Python source code for pupils 

Code Combat Stories 2.py Python Program Python source code for pupils 

Code Combat Stories 3.py Python Program Python source code for pupils 

Code Combat Stories 4.py Python Program Python source code for pupils 

Code Combat Stories 5.py Python Program Python source code for pupils 

Code Combat Stories 6.py Python Program Python source code for pupils 

Code Combat Stories 7.py Python Program Python source code for pupils 

Codecombat_trailer.mp4 Video Code Combat video 

CS4FN Joker in the pack.docx Information sheet Information sheet for teachers 

CSMarchingOrders.pdf Activity description CS Unplugged resource for 
introducing programming 

Evaluating Stories Worksheet Pupil worksheet 

Programming Images PowerPoint For use with the CS Unplugged 
resource 

Surprise Stories.docx Worksheet Pupil worksheet 

Surprise Stories.pptx PowerPoint Main teaching PowerPoint.  

 

PLEASE NOTE: The activities outlined in this workshop pack are a suggested outline of how the 
workshop can be delivered. It is envisaged that teachers will adapt the resources and the 
organisation of them according to the needs of their class.  


