
Year 4 – Computing 

Programming: Further coding with Scratch  

09.12.25 LS/ 16.12.25 MK  

NC Objectives: 

Design, write and debug programs that accomplish specific goals, including controlling or simulating physical 

systems; solve problems by decomposing them into smaller parts. 

Use logical reasoning to explain how some simple algorithms work and to detect and correct errors in 

algorithms and programs. 
 
Key Vocabulary: condition, decomposition, if statement, sprite, variable.   

LO: To explore how variables and if statements are used in Scratch by identifying their purpose in a game.  

 

Lesson 1: Exploring variables and conditions 

Recap and recall  

 

 

 

 

 

 

Knowledge Catcher 

 

Main Event 

 

Can you explore 

Scratch and remind 

yourself of its 

features?  



 

 

 

 

 

 

Wrapping up 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

What would 

happen if there 

were no score 

variable?  

What does an if 

statement do in 

Scratch?  

What would happen 

if the ‘if touching 

Bowl’ block was 

taken out?  

Can you think of 

another variable 

that could be added 

to this game? What 

would it do?  



NC Objectives: 

Design, write and debug programs that accomplish specific goals, including controlling or simulating physical 

systems; solve problems by decomposing them into smaller parts. 

Use logical reasoning to explain how some simple algorithms work and to detect and correct errors in 

algorithms and programs. 

Use sequence, selection, and repetition in programs; work with variables and various forms of input and output. 
 
Key Vocabulary: if statement, if, then, else, sensing  

LO: To use conditions and sensors to control what happens in a Scratch game.   

 

Lesson 2: Using conditions and sensors  

 

 

Main Event  

 
 
 
 
 
 
 
 
 
 
 
 
 

A variable is like a container that stores 

information, like a score. 

A variable can go up, down or be reset, 

depending on what happens in the game. 

An if statement checks if something is 

true and then tells the computer what to 

do next. 

Variables and if statements work together 

to control what happens in a game.  

 

What might the 

code do?  



 
 
 
 

 
 

 
 
 
 
 
 

Wrapping up 

 

 

 

 

 

 

 

Scratch does not automatically add spaces when joining two blocks 

of text. Add a space at the end of the word (for example, ‘hello’) if 

joining it to the variable ‘answer’. 

The ‘if/else‘ block is an if statement (also known as a conditional 

statement). The program reacts differently depending on whether 

the condition is met. 

Use a green ‘=’ operator block to compare two values. One side will 

have the variable ‘answer’ block to represent the user’s response; 

the other will have the correct numerical answer to the maths 

question. 

Place two ‘say’ blocks inside each part of the ‘if/else‘ block to 

display different messages depending on whether the user’s answer 

is correct or incorrect. 

 

Can you create a 

new Scratch 

project?  

Why might we 

need variables?  
Where is the ask 

block in Scratch?  

What is tinkering?  

Why is tinkering 

important?  



 

 

 

 

 

 

 

 

NC Objectives: 

Design, write and debug programs that accomplish specific goals, including controlling or simulating physical 

systems; solve problems by decomposing them into smaller parts. 

Use logical reasoning to explain how some simple algorithms work and to detect and correct errors in 

algorithms and programs. 

Use sequence, selection, and repetition in programs; work with variables and various forms of input and output. 
 
Key Vocabulary: variable  

LO: To create a variable to keep score.  

Lesson 3: Planning a game 

Recap and recall  

Why does the 

block match that 

meaning?  

Is it sensing, 

setting or changing 

something?  

Is it a condition or 

an action?  

The ‘if, else‘ block is a conditional statement that 

lets the program do different things depending on 

the condition. 

The ‘answer‘ block stores the user’s response so the 

program can check if it is correct. 

Scratch does not add a space when joining words and 

variables so you have to add one manually. 

The sprite can speak differently depending on 

whether the user’s answer is right or wrong. 

 



 

Attention Grabber 

Main Event  

 

 

 

 

Main Event  

 

 

 

What does the 

code do?  What is the 

difference?  



Wrapping up – 

Swap seats with another pair and try each other’s quizzes.  

 

 

 

 

 

NC Objectives: 

Design, write and debug programs that accomplish specific goals, including controlling or simulating physical 

systems; solve problems by decomposing them into smaller parts. 

Use logical reasoning to explain how some simple algorithms work and to detect and correct errors in 

algorithms and programs. 

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

What did you like 

about the quiz?  
What could be 

improved for next 

time?  



Key Vocabulary: ask block, if, then, else, join block, variable.  

LO: To combine variables, if statements and sensors to program a multiplication game.  

 

Lesson 4: Programming a game 

Recap and recall  

 

 

Attention Grabber 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Main event  

Variables allow a score to be kept in a game, 

making it more fun to try and win points. 

A project can ask a player’s name and use a 

variable to say it back. 

Variables help a game ask questions and respond 

to answers, such as choosing a times table to 

practise. 

A countdown timer or stopwatch can be added 

using a variable to make the game more exciting 

 

What does the 

code do?  

A new ask block requires the user to 

choose a number.  

There is a new variable called multiplier. 

The user’s answer to picking a number is 

used to finish the times table question, 

What is 3x? 



 

Wrapping up  

 

 

 

 

 

 

 

 

NC Objectives: 

Design, write and debug programs that accomplish specific goals, including controlling or simulating physical 

systems; solve problems by decomposing them into smaller parts. 

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

Key Vocabulary: debug, evaluate  

LO: To debug and evaluate a game by identifying and fixing errors.  



Lesson 5: Evaluating a game  

Recap and recall  

  

  

  

  

  

  

  

  

  

Attention grabber  

 

 

 

 

 

 

 

 



Main event – Sabotage! 

Swap your Scratch project with another pair, introduce a small bug, then 

return to their own project and try to find and fix the bug that has been 

added. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Wrapping up  

 

 

 

 

 

 

 

 

 

 

What was the 

bug?  

How did you figure 

out what needed 

fixing?  

What did you change 

to make it work 

properly again?  

What is one thing 

you would improve 

in your project if 

you had more 

time?  



 

 

 


