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WEEK 8 – Patterning Fish 




Unit: Algebra   
Grade: Primary (K-3)
Curriculum Expectation
  Identify and describe the regularities in a variety of patterns, including patterns found in real-life contexts
SEL-Recognize that testing out different approaches to problems and learning from mistakes is an important part of the learning process, and is aided by a sense of optimism and hope





















Activity 
Note-It is recommended to complete the following activity using Scratch Jr (downloadable on a tablet or a Chromebook). If you do not have access to Scratch Jr and the student is capable, they may wish to use the website Scratch. Another option would be to print the coding blocks below and have the students arrange them to create a code, fill in the white bubble with the number of repeats of an action then complete the code themselves. 
Sprite: the character that does the movement in the game by following the algorithm.
1)Students will use Scratch Jr in order to create patterns using code.
2)Students will change the background to be under the sea and switch the Sprite to the fish. 
3)Students will code the following pattern cores from the chart below using the coding blocks on Scratch Jr.
4)After running the correct code students will fill in the chart by naming the pattern according to its alphabetical representation and drawing another example of that pattern using a different attribute (colour, shape, size, etc.)
5)In order to complete the chart below, students will also create their own pattern cores by coding their fish according to the alphabetical representations
Note- If students are struggling to create the code there is a cheat sheet with the answers below
   




Check for Understanding 
I engaged with the computational process and understand the importance of each piece of ‘code’
I understand the difference between a repeating and a growing pattern
I am able to create both repeating and growing patterns through coding  






Materials 
 Coding chart (attached below), Scratch Jr/ Scratch/ printable coding blocks (attached below), pencil and an eraser  






	Pattern Core
	Alphabetical Representation 
	Another Example of the Same Pattern

	Swim left 3 steps 
Turn right in a full circle
Repeat x4

	AB
	

	Swim right 6 steps
Swim down 5 steps
Say hi
Repeat x3
	
	

	Swim up 2 steps
Swim up 2 steps 
Turn left in a full circle 
Repeat x5
	

	

	Swim right 1 step
Swim down 1 step
Swim right 1 step
Swim right 1 step
Swim down 1 step
Swim right 1 step
Swim right 1 step
Swim right 1 step
Swim down 1 step 
	

	

	
	AB
	

	
	 ABB
	

	
	AB, ABB, ABBB

	

	
	AB, AABB, AAABBB
	




Coding Cheat Sheet
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