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Pupils choose which programs will find the nouns in a popular nursery rhyme.

Subjects Age Roamer Expertise Student Grouping Lesson Time Availability
Computing | Year 2 . © EE {m
English Year 1 e

Description
Students are split into teams of two. They are presented with a number of T

programs. The grid mat is set up with different parts of the nursery rhyme, Hey

Hey The
Diddle flglsca || Fiddle |

The

Diddle Diddle, placed in various grid squares on the mat. The students write down

which programs will find a noun or noun phrase in the square.

Teams swap their answers with another team. One team takes it in turns to test
one of the programs. The other teams check the answers.

Objectives

Students will have the opportunity to:

Cow

Diddle

Laughed

The Cat

Jumped

Over

The
Dish

The
Moon

The
Spocn

Such
Fun

Start

The
Little
Dog

1. Use logical reasoning to predict what simple programs will do
2. Test programs

3. Consolidate their understanding about the difference between algorithms and programs
4. Consolidating their recognition of noun phrases

Secondary Objectives
Students will have the opportunity to develop sustainable skiils:

1. Decision making skills
2. Teamwork
3. Personal confidence

KS1 Computing Pack
Index to KS1 Computing Pack Activities.
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Preparation

1 Prepare Grid Mat

1. Print out the rhyme snippets for each grid square
2. Using the Grid Mat set up, position and tape the snippets to the Mat

2 Prepare the Student Materials

1. Print out Program List (there are two per sheet).
2. Print out the Student Recording Sheets.

Activity

1 Go over existing knowledge

1. Using effective questioning to remind students about nouns and noun phrases
2. Using effective questioning to review student’s knowledge of programs
3. Remind the students of the nursery rhyme

2 Introduce the task

1. Split the class into Buddy Pairs

2. Handout the student materials

3. Show students the grid mat

4. Ask if they can see a noun phrase on the mat

5. Show them a program and ask if that would take Roamer to the noun phrase
6. Tell them they have to find which programs will find which noun phrases

3 Establish the learning intentions and success criteria

1. Start a discussion about what students are learning:
2. Establish Learning Intentions by getting students to summarise their discussion

a. “We are getting better at working out what programs will do.”
b. “We are making sure we know what a noun is”
¢. Guide discussion, but use language used by students
3. Use discussion and effective questioning to set up success criteria.

a. “We know we are succeeding when we look at programs and feel confident that we will be
able to figure out what they will do”

b. “We are successful when we have found the programs that will find the nouns
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4 Evaluate the programs

1. Add their names and their team name to their Recording Sheets
2. Put Roamer on the start and ask them to look at Program 1
3. If they ran Program 1, would it finish on a noun?
a. Note this is a code reading action
4. They should record the noun next to Program 1 on Recording Sheet
5. Repeat the process for all the programs
6. Find all the nouns
7. Remind them how to use the Traffic Light signals if they need help

5 Test the programs

1. Monitor the groups as they work

2. Keep watching the traffic light signals

3. Intervene if necessary

4. Use effective questioning to guide students

Assessment

1 Use peer assessment to check the results

1. Bring the teams together into bigger groups of 6

2. Each pair should pass their answers to another pair in the group
3. Each group programs Roamer with Program 1

4. They mark the answers of the other team

5. They repeat the process for the other programs

a. Make sure everyone gets the chance to program Roamer

2 Post lesson review

1. Collect answers
2. Review answers

3. File evidence if necessary
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Subject Comments

A noun phrase contains a noun (a person, place, or thing) and the modifiers which make it stand out. In this rhyme, we

modify the nouns with the definite article “the”. “The little dog” is an exception because we modify it with adjective “little”.

Most Roamer tasks involve group efforts and in this Activity, we can concentrate on how groups work. How do you choose
the groups? This Activity helps students cement their understanding of noun phrases as well as improve their coding skills.

You might think about mixing students with good and poor skills.

Prior Knowledge

Students should have already:

1. Be familiar with basic Roamer instructions
2. Know how to clear the Roamer Memory and run a GO Programs
3. Have a basic grasp of what a noun is

Practical Hints

| ' ‘m Introducing the Roamer Grid Mat

f‘” Tips on Setting up Roamer Grid Mats
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Science of Learning
Reinforcement

This Activity concentrates on the coding as well as develops a student's language skills.

Revisiting a concept or skill from different perspectives deepens
understanding, and can also make the curriculum more coherent and
meaningful from the learner’s point of view.

Educating Scotfand

This Roamer Activity does this.
Self Efficacy

Two theories support the positive nature of Roamer group work. Vygotsky’'s Zone of Proximal Development (ZPD) identifies
how pupils improve when working with more able friends. Bandura’s Social Learning Theory identifies the importance of
imitation and self-efficacy to learning. Self-efficacy is a student's belief in their ability to succeed. As this builds so does the
student’s resolve to persist and solve problems rather than give up. In Roamer group work poor students imitate attitudes of
the better students.

References and Useful Links
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& Educating Scotland
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Resources for Roamer Activities

This page lists the resources needed for this Roamer Activity. Note that you will access some resources by following the
hyperlink. Others you will find on the Activity pdf.

> CD Users: Click on Link

vl .
w0 icon to access links.
Roamer Products
Standard Roamers

1520-402 Infant K-1 Roamer
Mats

1526-103 Clear Grid Mat

Preparation Resources

Set Up Mat as shown
Traffic Light Cups
You will need to write up the rhyme on paper that fits into the 20cm squares of the grid mat. The layout is as

follows:
Hey The
Diddle H Tosee Wl Fidale
The .
“ G Diddle Laughed
Jumped The
The Cat Over Dish
And The The
Mocn Spoon
The
Little
Dog

Program Handouts
Student Recording Sheets

Other Resources

Hey Diddle, Diddle Videos

Eﬁ Sesame Street version of Hey Diddle Diddle

% From Cool School: A very different version of Hey Diddle Diddle with different words
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