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Lesson 2 Penguin and Fish 

Lesson Plan 

Objective: 
Students will be able to write program for a Penguin to catch a fish. 

- Describe Scratch and uses of Scratch 

- Identify the different components of Scratch 

- Interpret the concrete instructional blocks of Scratch 

- Explain the instructional blocks of Scratch in sequence 

- Define Program 

- Sequence the concrete instructional blocks of Scratch to reach the fish 

- Evaluate the instructional blocks of Scratch in sequence 

- Describe the purpose of learning to code with Scratch 

 

Knowledge and skills : 
 Sequence: Things/instructions in proper order. 

 Program: A group of instructions that a computer can understand to complete a task. 

 

Materials: 
 Cue cards/Flash cards of knowledge and skill piece. (See the attachments) 

 

Assessments: 
1) Objective Paper Assessment for assessing Scratch Awareness and Sequence 

2) Project based Assessment for assessing Sequence 

 

Plan (55 minutes + 5 minutes buffer) 
 

Introduce the objective. (8 minutes) 
[Slide 2] The purpose of the slide is to introduce the objective to kids. 

Teacher will introduce the objective to the kids. Teacher could read it or read it with whole class or ask a 

student to read the objective on the slide.  

 

[Slide 3] The purpose of the slide is to gauge the understanding of students about Program. 

Teacher asks students whether they know the meaning of the words highlighted in red i.e. program (if 

kids raise hand to reply then take only two responses). Teacher says that we will learn about program 

words through an activity. 
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[Slide 4] The purpose of the slide is to explain the word program to kids. 

Teacher shares that last the instructions were given to students but now she will give instructions to 

computer as we know that a computer can do many things like calculate, write, play music, etc. 

Teachers faces towards computer and says  

“Computer! Switch Off! 

Computer! Play a song!” 

Teacher takes a pause and asks, 

 

 

 

 

 

 

 

 

 

Teacher reads definition of program that program is a group of instructions that a computer can 

understand to complete a task. 

 

 

 

Teacher announces that we will learn to write programs today! 

 

 [Slide 5] The purpose of the slide is to introduce Scratch, its uses and purpose of learning to code on 

Scratch. 

Teacher shares with kids that we will use Scratch, an application, to write programs. It is developed by 

Media Labs, MIT University in USA to teach kids to write programs. Teacher uses the GIF on the slide to 

explain it. 

 

[Slide 6] The purpose of the slide is to introduce the components of Scratch. 

Teacher open Scratch application and explains the components of Scratch i.e. stage, block palette/block 

box and editor.  

Stage is a place where you can see the computer following your instructions/program. 

Block Palette or Block Box consists of all the blocks used to give instructions to computer. 

Editor is a place to write the programs for the computer.  

 

[Note: Teachers can also use video Introduction to Scratch explain parts of Scratch.] 

 

 

 

 

 

Do you think that computer understands instructions that we give it in our language? 

 

Teacher then asks two kids to share.  

If kids are not able to answer in 7 seconds, teacher can share the below mentioned expected 

response. 

Response: No!  Because computer doesn’t understand our language. We have to give 

instructions to computer in a language which it could understand. 

  

Teacher asks kids to note down the definition of program. 
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I do (Teacher explain and demonstrates) (7 minutes) 
[Slide 7] The purpose of the slide is to model how to write programs for the penguin to catch the fish. 
 
Teacher shares that we can write programs to create anything. You can write it to create something to 

solve problems or just to express yourself.  

Today! We will write a program to help a Penguin to catch fish! 

 

Teacher will open the file “Lesson 2 Penguin and Fish” to show kids how they can open it. Teacher uses 

the following blocks to write the programs and explains the blocks and its functions as the blocks are 

used. 

 

 

 

[Note: Teacher can right click on the block and go on help to learn about the function of the block.] 

 

After finishing the program, teacher points to the blocks snipped together to reinforce the meaning of 

program.  

 

We do (Kids practice with teacher): (10 minutes) 
[Slide 8] The purpose of the slide is to practice with kids on how to write programs for the penguin to 
catch the fish. 
 

Teacher presses green flag to bring penguin to start position and presses N to bring the fish to new 

position. Teacher works with students to write programs to make penguin reach the fish by asking 

students what should I do and taking kid’s response and following it and repeating the this to make the 

penguin reach the fish.. 

 

Teacher reinforces program by sharing or by asking question. 

[Note: Teacher here can keep on asking “What should I do first?” then “What should I do next?” to 

specific student or can ask students to tag.]  

 

[Slide 9] The purpose of the slide is to check if the students are able to understand the concrete 
instructional blocks and sequence them to make a program. 
 

 

 

 

 

 

 

Teacher gives kids one minute of time to talk to their partner to discuss the question. 

Teacher then asks two kids to share their response and asks rational. 

If kids are not able to answer teacher can share more examples below, 

Response: Sprite will point in downward direction, move 50 steps, and wait for a second, 
move 50 steps again. 
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You Do (Kids practice in pairs): (15 minutes) 
[Slide 10] The purpose of the slide is to let students practice independently on how to write programs 
for the penguin to catch the fish. 
 

Teacher asks kids to open the lesson 2 and write programs to make Penguin catch the fish.  

When they are done writing program once, they can press N on keyboard to make the fish go to a new 

place on the stage and click Green Flag to make the Penguin reach the start position and again start 

writing program. 

 

Assessment: (7 minutes) 
[Slide 11] The purpose is to gauge the learning of kids and give them to reflect on the lesson and write 

their response to Reflection Journal Questions.  

 

Teacher gives assessment and Reflection Journal Questions to students to solve independently. Teacher 

may explain what kids are supposed to do. 

 

Closing (8 minutes) 
[Slide 12] The purpose of the slide is to reflect by discussing things that were done in the class and 

learning. 

Teacher asks Reflection Journal Questions one by one and asks kids to share. 

1. What did we do today? 

2. What is one thing that you liked in the class the most? 

3. What did you learn? 

 

Teacher gives kids one minute of time to talk to their partner to discuss the question. 

Teacher then asks two kids to share the correct option. 

If kids are not able to answer teacher can share below response, 

Response: Option B is correct because point in direction with 0 will make it go up, move 50 
steps will help it move upwards, point in direction with 90 will make it go right, and move 50 
steps will help it move towards right. 
 


