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	Class 7
	Class 8

	· Scratch
· Algorithms and Flowchart
· Introduction to HTML
· Elementary HTML I
· Elementary HTML II
	· Scratch
· Algorithms and Flowchart
· Flash- Tweening and Publishing




Learning Objectives:
Class 7
· Scratch
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Class 8
· Scratch:
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*  Understanding the working and purpose of flowchart and pseudocode.

« Using the flowchart symbols i.e. terminator, input/output box, process box. decision box, connecter box
and flow lines.

« designing important guidelines regarding flowcharting.

* Learning advantages and disadvantages of flowcharts.

* Learing advantages and disadvantages of pseudocode

« Learning and implementing conditional and sequential programming statements.

« Developing the concept of iterations and loops.

« Creating a flow chart using appropriate symbols in Ms Visio program.

+  Designing algorithm
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Creating a shape tween

Using different tools available in flash toolbox.

Using gradient effect.

Using important terms: movie, scene, timeline, layers, stage andframe
‘Working with frames on timeline.

Introducing frame by frame animation.

Creating an animation of a bouncing ball and a moving car.
Tweening in Flash i.e. motion tweening and shape tweening.
Creating and integrating scenes into a flash movie.

Establishing your publish settings.

‘Adding a Flash File in HTML Document.

Publishing flash movies.

Publishing a flash movie as swf and establishing the publishsettings.
Adding a flash file in HTML document.
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Design and change backgrounds.
Design sprites in a digital format and set them inmotion.
Create speech bubbles in Scratch

Develop fundamental kil to program in Scratch.
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Introducing the concept and working of algorithm.
Understanding the working and purpose of flowchart and pseudocode.

Using the flowchart symbols i.e. terminator, input/output box, process box, decision box,
connecter box and flow lines.

designing important guidelines regarding flowcharting.

Learning advantages and disadvantages of flowcharts.

Learning advantages and disadvantages of pseudocode.

Learning and implementing conditional and sequential programming statements.
Developing the concept of iterations and loops.

Creating aflow chart using appropriate symbols in MS Visio program.
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Introduction to HTML editors, HTML tags, HTML elements, HTML tagattributes.
Structure of an HTML document.

Important HTML tags i.e. H, P, BR, NOBR, HR, IMG and HREF and commentstags.

Creating different lists in HTML i.e. description list and nestedlists.

Inserting tables in HTML.

Changing text type, colour and size in HTML.

Adjusting page margins in HTML

Previewing the HTML document in different browser and viewing the HTML source in browsers

built-in source viewer.
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Creating, animating, and programming digital elements (sprites) for theirgame
Developing an understanding of interaction and logic in game coding
Creating sound effects and musical elements for the game

Using variables and program a score mechanism in the game

Customizing and develop their game by creating unique elements and sprites
Creating extra screens for their games to display instructions

Sequencing of the scene

Adding iteration (looping)

Using conditional statements

Adding variables

Creating threads (parallel execution)

Using synchronization

Creating real-time interaction

Using boolean logic

‘Adding random numbers

Creating event handling

Creating user Interfacedesign.




