1. Algorithm — A list of steps that you can follow to finish a task. I' e |
9.

2. Conditionals — Statements that only run under certain conditions. Conditionals ]

3. Loop — The action of doing something over and over again. I These things can only happen if I
certain conditions are met. For

4. Event - Tells your program to "listen" for something to happen =

) example, this condition means
and then react right away I

that if a player draws a red card,

5. Decomposing- Breaking a problem into parts and then solving the

= then they get a point. If the card
parts separately

6. Debug — Finding and fixing problems in your algorithm or I is higher than 9, then the other

H n
program. ., team gets a point.
7. Code —To write code, or to write instructions for a computer. I I
If (CARD is RED) ™
8. Program — An algorithm that has been coded into something that - SRS IR COEY povs I
can be run by a machine. 11 T,
Award OTHER team 1 point =
n
Else I
I Award YOUR team the same
number of points on the card -
10. Computational Thinking ; I
. L . . These can also be called “if
Computational thinking involves looking at a problem and working . th N — "
out a way a computer might be able to help you solve it. To do this, then__ " statements. |
you need to understand how a computer processes information. I— = Em o mEm o mm s omm s
You probably use computational thinking at school too, but don’t
realise it. If you analyse a problem and plan out the solutions, you are
using computational thinking.
Instructions
@ Next, try changing the scene by attaching another block to the "when run” block. Oy

Workspace D Start Over
flap a LTS amount when run when hit the ground
set speed [N end game
end game
score a point
when click when hit an obstacle
play (R sound flap a [EELEUES amount | end game

set speed (XD

when pass obstacle
set scene LN GEYII score a point




