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   Materials from the Teach Computing Curriculum created by the National Centre for Computing Education11



Task 1 - Identifying variables in a program

2

Go to oaknat.uk/comp-p6a5-1

● What is being set and changed during the 
running of the program?

(You don’t need to look at the code yet.)

https://www.google.com/url?q=http://oaknat.uk/comp-p6a5-1&sa=D&source=editors&ust=1620733520114000&usg=AOvVaw1ZrF4Yef6yDbVR1ze-Jjr1
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Task 2 - Naming variables

Look inside the chatbot project (oaknat.uk/comp-p6a5-1)

Find the variable names and note them down.

Do the variable names help you understand what the variable is for?

Can you think of better variable names?

https://www.google.com/url?q=http://oaknat.uk/comp-p6a5-1&sa=D&source=editors&ust=1620733520393000&usg=AOvVaw1pq_oxu1yjBw1zgTEPPRPi


Create a ‘catching’ game, which includes a score and at least three falling 
objects, each falling at a different speed.

Add your own artwork (sprites and a background).

Use the project template provided - oaknat.uk/comp-p6a5-2

Task 3 - Create your project
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https://www.google.com/url?q=http://oaknat.uk/comp-p6a5-2&sa=D&source=editors&ust=1620733520432000&usg=AOvVaw2phlJv0ZZPtZiuy4GJa0J2


Use the algorithms you created last lesson to guide your coding.

Create a ‘catching’ game, which includes a score and at least three falling 
objects, each falling at a different speed.

Task 4 - Coding

5



Test your code to check it works as you intended.

Task 5 - Testing
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