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Find a Job | Dating | Wine | Our Papers | Feedback | My Stories Monday, Oct 03 2011

MailOnline

Home B/ CV08 U.S. Sport TV&Showbiz Femail Health Science Money RightMinds Co

News Home | Arts | Headlines | Pictures | Most read | News Board

Guilty: Amanda Knox looks stunned as
appeal against murder conviction is rejected

By NICK PISA
Last updated at 8:50 PM on 3rd October 2011
) Comments (0)| ] Add to My Stories | Share Hike 83

Amanda Knox looked stunned this evening after she dramatically lost her prison appeal against her
murder conviction.

Knox, 24, and her family had high hopes that she would be freed and allowed to return home after
spending the last four years behind bars for the killing of Meredith Kercher in Perugia, Italy, in 2007

In December 2009 she had been sentenced to 26 years and last night the judge and jury agreed
with prosecutors that she should remain in prison as they accepted that she had brutally murdered
student Meredith.

T

@ Sit

» Lo
Cole
Vict
at P
Awa
Char
desi(

» Re
Midc
with
halt
Anu
her1









Whale Leaps From Water, Crushes Sailboat

Published July 21, 2010 | FoxNews.com

Print Email % Share [} Recommend 1K ¥ Tweet 81 +1 0




http://www.wired.com/underwire/2009/01/watchmenmarket/
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lnkle w r Ztes E;A Tuterial in progress...

I The beginning 7 end

Whatis an interactive story? Well, you're i » Introduction

ey el readingone!

7 Interactive what?
Whatis an interactive story? Well, you're reading one!

Except of course, this isn't really a story. This is {0t
a tutorial. In most interactive stories, you - the Ll B
reader - would be telling the story what you A R
want the main character to do, by making T Y
choices. |

DUy LUy

 Oh, okay. Here goes. Um...

But for now, we're trying to learn how it works.
I+ Example story

So let's get going.

2 links.

i+ Choose a tutorial

i Sharing stories
i+ Changing the flow 7 end
I Options 1 end

|+ The Contents List
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TOP:
Top-Scratch

Toolboxto imagine and program
agamewith SCRATCH

By Christophe THOMAS (France)

http://rcx -storm.org/

24



Forewords

A Top-Scratchwasconceivedn our

programmingclub. Itisadetailedand
structuredapproachin programminggames

A Our clubis basedin Saint GratiemearParis. It
Ishostedby FESC.

orum fnitation

ducation &Rabﬁthgg lnfoconatique

‘ e :.: a !h . -I.':- I_. 3 |
ceace | > .F ) - L r
ulture -El.'}-t‘. | S =

http://rcx -storm.org/ 25



FromTop Chef to Top Scratch

A In Franceye love Cooking

A Cooking = Techniquecteativity

A Programming= Technique ¢reativity
A Receipes

A Creativity



TOP:

AObijectives :

I How toconcelvea gamebefore
programming

I What makesa goodgame
i PurposeC first
i HOW TQC second



WHAT are thengredientsof agame?

)

(083
A Ahero ¥ o3
A Friends
A Theennemy
A Places
A Objectsfor the quest
A Obstacles

http://rcx -storm.org/ 28



WHAT are thengredientsof agame?

A A gameis morethan a storyC the gameplay

Create

http://rcx -storm.org/

Select

29



The gameplay bricks

Rules statingoals Rules defining means and constraints to reach these goals

AVOID |[ MATCH (|DESTROY

Sia

Source : http://www.gameclassification.com/EN/about/article.html

http://rcx -storm.org/ 30



The spirit of thegame

AVOID
ASPIR T : | frcn]
| Jtuation ﬁﬂ Y
AExplainthe context
i Problem SELECT

AExplairnthe objectives

I Informations/Resolution
AExplank 2 ¢ (2 X

I Terminate
AExplainhow to end thegame

http://rcx -storm.org/



The Kiplingnethodfor the characters
5W

A Describethe characterof the game
I Who: the nameof the charactergobjects

I Whatdoesit do ?, | keep six honest servimgen
] (They taught me all | knew);
III HOW he W||| move '7 Their names are What and Why and When

And How and Where and Who.
'|' W’]ered()esit eVOIVG? Rudyard Kiplingn his ‘Just So Storié$1902

I Whendoesit appearsan thegame?
i Why: hispurposein the game g Q 74
2 e\



http://en.wikipedia.org/wiki/Rudyard_Kipling
http://en.wikipedia.org/wiki/Just_So_Stories
http://en.wikipedia.org/wiki/1902_in_literature

Who

A Thehero N

A Thefriend

A Theennemy
A The place

A Theobjectof the quest

http://rcx -storm.org/ 33



Rulesof 3

character

object

friend ‘ ennemy . neutral
=

appareance

movement action

2 g

animal other

give combat transport

http://rcx -storm.org/ 34



Where& When

Plateform
74 U
Fau

http://rcx -storm.org/

35



Creativitytoolbox

A Discovering
I Narration &SPIRIT
I Bricks oiGameplay
I How to imagine &lescribecharactersandobjects
I Whatdirectionwill takethe game



A Creativity= Explore + CombineTransform

A 3roles: Driver,navigator reporter/documenter
% 1 Navigator :
AExplorethe web, for documents,
AUse the 5W
% 1 Reporter/documenter :
A Combineby mappingandorganizinghe information
ANote theSPiRts

= | Driver :

L J'I-’

a~ ATransformwith Scratch




Buildthe m‘ ;

variakle, bifurcation, baucle,

A Discovering

| Bifurcation : =

I Boucle : ] .

- XD

I Variable :

I Functions

http://rcx -storm.org/

w Options

Y

~4

fercticn.

MNew Block

Add a number input
Add a string input
Add a boolean input
Add label text

T Run without screen refresh

DK Cancel

ithm
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Thereceipes

Scratch cards provide a quick way to learn new Scratch code. The front of the card shows what you can do; the back
to do it. Click to view and print each card, or download a zip file with all the cards.*

You can also take a look at projects using the code on the Scratch Cards.

Move to a Beat Key Moves
N

= A Makingnew receipes
i Learning bymaking

” 1 know how to

makethisf | wantto
canteachyou know how to
makethis

http://rcx -storm.org/ 39



The ECU & the badges

A ECU : Echange de connaissance utile

I exchange otisefulknowledge:
I ByusingSPIR T

A Stuation :
I what isthe subjectof EOUK

AProblem:
I Issuesaddressedy theEoUK

AlInformation :
I proposedsolution, how to,

AResolution:
I show anexample

ATransmission oknowledge



The ECU & the badges

A Createa dynamicof learning

A Thebadges :

| YeIIowbadgeC BASIC Rulesof 3 : 3 ECU
i Blue badge JUNIOR [  gvesabadgdeve
i RedbadgeC SENIOR .
i Black badg€ MASTER .

http://rcx -storm.org/

41
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Thankyou

A Mail : christophe.thomas@restorm.org

TOP:
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Computational thinking with
Scratch In teachers education

Joao Orvalho



A Learning Scratch for computational and
creative thinking as a new approach to
enhance the primary school teacher
education




A The question of what children should be
learningin ICTlessongs one that increasingly
preoccupiegeachersandeducators



A In Portugalthe educationof primary teachers
Is mostlydoneby College®f Education

A However,these schoolsdo not preparefuture
teachersto teach the youngto develop the
interactive contents, developing logical
problemsolving



A College of Education of Polytechnic Institute o
Coimbra,

A four yearsago we started a Scratchtraining
program for studentsin the 1st year of the
degreeof primary schoolteachers




A we have followed their progress and see there
are much to fix, especially in the development
of the concept of computational thinking, and
to change, especially in the thought of the ICT
curriculum in the primary schools



Informatics education:
Europe cannot afford to miss the boat

Report of the joint

Informatics Europe & ACM Europe Working
Group on Informatics Education

April 2013



Imaginethe dramaticchangewhich couldbe possiblein just a
few years.. Insteadof childrenbored out of their mindsbeing
taught how to use Word and Excelby bored teachers,we
could have 11-yearolds able to write simple 2D computer
animationsX By 16, they could have an understanding of
formal logic prewouslycoveredonly In universitycoursesand
be writing their own appsfor smartphones

Michael Gove
UK Education Secretary

11 January 2012



computational thinking

A problemsolving process with distinctive
problemsolving techniques and general
intellectual practices.



problem-solving technigues

A Representing information through
abstractionssuch as models argimulations

A Logicallystructuringand analyzingdata.

A Automating solutions throughlgorithmic
thinking, involving carefully described
seqguences of steps taken from a wadfined
catalog ofbasicoperations.



problem-solving technigues

A Identifying, analyzing and implementing possible
solutions with the goal of achieving the most
efficientand combination of steps and resources,
iIncluding both human and hardware resources.

A Formulating problems in a way that facilitates the
use a computeand computerized tools to help
solve them.

A Generalizinghe problemsolving process to a
wide variety of problems.



Ohot waiting until students are at university

A Not all students go to universit¥

A Many students, whether they go to university or not, get exposed

anyway to some IT techniques
A All university disciplines today require informatsiglisX

A X brivérsity disciplines require analytic skills, for which
Informatics in primary and secondary schools is an excellent

propaedeuticX



A Recommendation 1. All students should
benefit from education in digital literacy,
starting from an early age and masteringthe
basic concepts by age 12. Digital literacy
educationshouldemphasizenot only skillsbut
alsothe principlesand practicesof usingthem
effectivelyandethically



A Recommendation 2. All students should
benefit from educationin informatics as an
iIndependentscientificsubject,studiedboth for
Its intrinsic intellectual and educationalvalue
and for its applicationsto otherdisciplines



A Recommendation 3. A large-scale teacher
training program should urgently be started
To bootstrap the processin the short term,
creative solutions should be developed

Involving schoolteacherspaired with experts
from academiaand industry



A Recommendation 4. The definition of
Informatics curricula should rely on the
considerablebody of existing work on the
topic and the specificrecommendation®f the

presentreport
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Teaching programming with
Scratch & Kinect

@saorog

Stephen Howel
#scratch2013bcn lreland



Teachers
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CLIFFHANGER ... yntaX

Don't the
TYPO It Codes! \
LISTING 1 o
V@ § RENM CLIFFHANGER! NEXT Y:FOR X=1 TO 18 STEP 9.2
EK 6 RENM BY HEATH LAMRE CH 250 SOUND 1,10.8.X:POKE S5C+481,182
FVU 7 REM ¢<c> 1986, unrxc PnILISHIIB PK 251 IF X>5 THEN POKE SC+401,183:NEXT X m
@M 10 60SUB 618 ‘POKE SC+401.0:FOR X=18 T0 @ STEP -8.3
TT 20 G0SUB 500:605UB 466:605UB 486:60T0
168 FX 260 SOUND 1.,10.,8,X:NEXT X:FOR X=1 T0 D
MP 38 REHM HOVE DEBRIS Y:SCO=SCO+*1:FOR J=1 TO 58 STEP 9:SOUND
TI 40 OX=DX:DX=DX-8.5:IF DX<>INTcDX> THEN 1,J.,8,18:50UND 1.,0,0,8:NEXT J
RETURN UY 270 GO0SUB 4B80:NEXT X:605UB 460:RETURN
NS 58 POKE ?77,0:POKE SC+0X+20%DY,DP:IF DX OV 2880 REHM HIT GRUD
<1 THEN UGSUI 350:605UB 460:RETURN @GP 290 FOR X=1 70 S:FOR Z=1 TO 56 STEP §5:
AU 68 DP'PEEKGSGOIITIDXD*ZUHDV:IIF PP=172 SOUND 1,Z,18,B8:SOUND 2,2+50,108,8:NEXT
THEN G0SUB 218:60T 60 Z:SCO=SCO-1:IF SCO<8 THEN SCO0=8
NU 76 POKE SCOIH1¢DX’020-DV 240 RETURN KR 368 G0SUB 488:NEXT X:SOUND 1.0.8.0:500
upo 8e IE DOMN ND 2.8,0,8:RETURN
LH 980 GOSUB 48:POKE SC+PX+20%RY.107:RY=RY @@ 318 REHM HIT GAS BUBBLE
+1tRP=PEEK(SC+PX+28%RY> : IF RP=248 THEN MM 320 FOR X=188 TO 255 STEP 4:SOUND 1.X.
G0SUB 2108:6070 1680 8,8:POKE SC+*PX+20%RY.246:POKE SC+PX+20
LE 180 ON RP=168 G05UB 298:0N RP=118 GOS5U #RAY, 119 1NEXT X
B 320:IF 57!!0:0!()0 OR RY>18 THEN 605 JO0 321 POKE SC+PX+20%RY.117
UB 138:6070 ML 338 SOUND 1,08.0,0:FOR D=1 TO 180:NEXT
PI 118 POKE scorxoze-uv.x7z-uo1o 98 D:&0TD 428
IR 128 REM UuP FZ 348 REN DEBRIS IMPACTS
IT 130 FOR Y=RY TO 2 STEP -1:RP=PEEK¢SC+P 0S 358 FOR X=188 TO 255 STEP 4:SOUND 1.X.
5;§=-IZlIF RP=2486 THEN RY=Y:60SUB 218! ;.gésgxg SC+20%DY,246:'POKE SC+20%DY.11
1
JB 148 POKE SC+PX+20%Y,172:POKE_SC+PX+28% MO 351 POKE SC+26%DY,.248:DA=DA+1
V..llttf ViPOKE SC+PX+28%2,172:RETURN BE 360 _SOUND 1.6.0.0:605UB 4808'0N DA=5 6O
av REM PULL TO 388:RETURN
LR 180 ensun GBIs-stchxa)sSBUID 1,8,08,8: X6 370 REM COLLAP
IF STRIG<B3 =0 THEN =2:607T0 98 FN 388 FOR Y=1 10 19-rosxt:nu 1.Y:? u6;:R0
ZL 170 ON S=1§5 GOTOD ICO PES:FOR D=1 TO 1S:NEXT D:POSITION 1.Y¥:
CL 180 SOUND 1.255.6,8:POKE SC+PX+208%1,98 ?7 #6;BLS:SOUND 1,Y+50,190.8
IPOKE SC+PX+28%2,0:PX=PX-1%¢5=112+1%¢S M@ 381 NEXT ¥
=73 iPX=PX-1ucPX>182+1nwcPX<1> UN 398 FOR Y=1 70 19:SO0UND z.v+2ao,n 8:PO
PI 198 POKE SC+PX+28%1,33:1POKE SC+PX+280%2 SITION B,Y:? #6;"D":FOR D=1 TO 15:NEXT
»172:60T0 1680 D:POSITION ©.Y:7 m63*
EN 200 REN GOTY lElnIs MS 391 NEXT Y
€Y 218 FOR Y=RY TO 2 STEP -xsrnxs SC+PX+2 VY 408 RESTORE 730:FOR Y=20 TO 15 STEP -1
8%y ,173:FOR D=1 TO 30 NEXT D:POKE SC+P ‘READ Z:FOR X=8 TO0 6- ZIPOSITIIN X.¥17
X+28%Y, 81 NEXT ¥ ®#6; "W tNEXT X:FOR D=1 TO
OR 211 POKE SC+PX+28%2,172 DZ 481 NEXT D
HP 226 FOR X=PX TO 1 STEP -1:SOUND 1.25§. RV 41. NEXT Y:SOUND 1.0.0.8:FOR D=1 TO 3§
6,8:1POKE SC+X+28%1,33:POKE SC*!*!OHI 1 @:NEXT D
73:'FOR D=1 TO 38:NEXT D:PX= LH 420 GRAPHICS 17:POKE ?756.,224:POSITION
BR 238 POKE SC+X+20%1,98:POKE SCOXO2OI2.0 4,5:7 u6;"OGAME OVERO":POSITION S.18:7
IMEXT X!POKE SC+21,33:POKE SC+41,172'F #6; EEOEE: 3 SCO:POSITION 5,11
OR D=1 TO 25:NEXT D RC 438 ? #6;"EEEEE":POSITION 3,16:7 #6; "0
XV 231 FOR Y=3 TD 20 RESOEEY: o tHED
XK 248 POKE SC+1+20%Y,240:FOR D=1 TO 15:N UU 448 ON PEEKtS32793<>6 GOTO 440:60T0 20
EXT D:POKE SC+1+20%Y,8:SOUND 1.Y.,10,8:

@Z 450 REHM GET DEBRIS Y
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move steps
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set x to (@
change y by

set y to (@)

if on edge, bounce -

x position
¥ position
direction

Spritel




when . clicked

set size to f) %

touching color 2 J change tempo by Ei) @
m next background | 9° to x 00

change color |effect by 5

when spice | key pressed

s GD gy

WAIT

Insert a pause

Jeai€ ) suce.

broadcast  |and wait m 'wh.nSp licked

clear graphic effects

key space | pressed?

SAY/THINK

i - 2 costume?
(I) % position |of Spritel switch to costume costume2

play note iR2 for () beats
E Phegit

go back €9 layers
play sound meow m when I receive '
color is touching ?

SOUNDS

Have a speech or thought bubble Play recorded audio

appear over a sprite

say

f

think LMW

sa for secs lay sound mMeow
Y Y

play sound Me0W | until done

think [N for EJ secs stop all sounds
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