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Introduction to DreamSpace ByteSize

This resources book should be used to accompany the six DreamSpace ByteSize episodes

available on-demand. The goal of DreamSpace ByteSize is to help you develop your

students’ computational thinking skills through discussion, hands-on activities and simple

coding while also achieving specific cross-curriculum objectives. These lessons were

developed to be short-form and not require extensive preparation regarding resources as

you will find everything you need in this book.

These lessons are designed for younger primary school students, specifically keeping the

1st & 2nd class curriculum in mind, with a strong focus on STE(A)M education. This is an

introduction to both computational thinking skills and block-based coding and is

recommended for complete beginners.

Each lesson will start by watching an episode of DreamSpace ByteSize that will introduce a

new skill, concept or idea and an activity that we can use to explore it. These episodes are

meant to be engaged with and will give time for classroom discussion as we move

through the episode. Each lesson will be linked to the Irish Primary Curriculum and will

include teacher guides and various student worksheets to be completed.

Curriculum Strands
Elements & 

Strand Units

Skills 

Development

Primary 

Language

Oral Language

Communicating

Understanding

Exploring and 

using

• Intentionality

• Turn taking

• Active listening 

and verbal 

memory

• Awareness of 

‘other’

• Semantics

• Engaging 

appropriately 

and effectively 

in conversation

Reading
Exploring and 

using

Writing
Exploring and 

using

Geography
Natural 

environments

The local natural 

environment

• Questioning

• Observing

• Predicting

• Analysing

• Recording and 

communicating

Curriculum Links

Teacher Guide



Curriculum Strands
Elements & 

Strand Units

Skills 

Development

Mathematics

Number
Counting and 

numeration

• Applying and 

problem-

solving

• Communicating 

and expressing

• Integrating and 

connecting

• Reasoning

• Implementing

• Understanding 

and recalling

Shape and space

Spatial 

Awareness

2-D shapes

Angles

Data

Representing 

and interpreting 

data

Visual Arts

Drawing

Making drawings

Looking and 

responding

• An awareness 

of shape

• An awareness 

of form

• An awareness 

of colour and 

tone

• An awareness 

of spaceConstruction

Making 

constructions

Looking and 

responding

Science Materials

Properties and 

characteristics of 

materials

• Questioning

• Observing

• Estimating and 

measuring

• Analysing

• Recording and 

communicating

SPHE Myself

Self-identity

Taking care of 

my body

• Self-awareness

• Knowing about 

my body

Curriculum Links

Teacher Guide



We are living in an ever-increasing digital world, filled with technology that is being driven

by Computer Science. Software and technology have transformed every subject and job,

from science and mathematics, to art and literacy. To be informed and empowered

citizens, the next generation of students need to understand and be able to solve

problems related to this digital world that they live in. This is why Computational Thinking

has been called the “21st Century Skill Set” and is important for everyone to learn.

Computational Thinking

What is computational thinking?

"Computational Thinking is the thought processes involved in
formulating problems and their solutions so that the solutions are
represented in a form that can be effectively carried out by an
information-processing agent."

- Cuny, Snyder, Wing, 2010

This definition may seem complex however it represents a simple idea! “Information-

processing agent” is anything that can follow a set of instructions to complete a task. Most

of the time this “agent” means a computer or other digital device however it can also be a

human! To represent solutions to problems in ways that our “agent” can carry out, we

must present them as a step-by-step process or more commonly known as an algorithm.

To create these algorithmic solutions, we must use some special problem-solving skills,

these are the skills that make up Computational Thinking!

Computational Thinking can be described as “thinking like a Computer Scientist”, but it is

now an important skill for everyone to learn, whether they want to be a Computer

Scientist or not! These skills are transferrable to any subject area.

Throughout these six episodes and associated resources, students are going to be able to

develop four key Computational Thinking Skills.

Decomposition

Breaking problems 

down into easier steps.

Pattern Recognition

Looking for patterns in 

problems.

Abstraction

Focusing on the 

important details.

Algorithmic Thinking

Creating step-by-step 

instructions.

csunplugged.org

Teacher Guide
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Microsoft MakeCode is a beginner-friendly code editor that is a great way of coding with

students that have no prior experience or knowledge. It allows students to make

programs and algorithms using colourful, categorised and easy to use blocks.

MakeCode is available through its original browser-based platform, a classroom browser-

based version or as a dedicated app for Windows and iOS.

Coding with micro:bit

What is MakeCode?

What is the micro:bit?

The BBC micro:bit is a pocket-sized computer that introduces you to how software and

hardware work together. It has an LED light display, buttons, sensors and many

input/output features that you can program and physically interact with.

Please note: Hardware is optional – you can get started coding or teaching using only a

computer or device as MakeCode gives you the ability to test your code on their simulator.

MakeCode for micro:bit interface

1. Simulator 2. Categories 3. Workspace 4. Download/Save

Teacher Guide
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Origami and Code

Curriculum Links

Learning Objectives

Curriculum Area: Visual Arts

Strand: Construction

Strand Unit: Making 

constructions, Looking and 

responding
Curriculum Area: 

Mathematics

Strand: Shape and space

Strand Unit: 2-D shapes,

Angles

Episode One

Curriculum Area: Primary 

Language

Strand: Oral Language

Element: Communicating, 

Understanding, Exploring and 

using

Strand: Reading

Element: Exploring and using

The children should be enabled to
• List the problem-solving skills used by computer scientists and 

coders (computational thinking skills)

• Describe the term origami and recognise that it’s the process of 

transforming a square sheet of paper into a figure

• Demonstrate the ability to break down problems to help 

identify key steps in solving them

• Organize the steps in folding an origami figure into the correct 

order (sequence)

• Test their sequenced steps to identify any errors to correct

• Construct an origami figure using their own sequenced steps
7



Decomposition: Decomposition is about breaking down problems into smaller, more

manageable parts, and then focusing on solving each of these smaller problems. We can

break a complex problem down until the smaller parts are so simple, they become easy to

solve. The solutions to each of these smaller, and simpler, problems build up to a solution

to the big problem we started with. Decomposition helps make large problems much less

intimidating!

Sequence: When designing instructions or algorithms, it is important to make sure that all

the steps are presented in the correct order. This is known as sequencing. It is crucial that

the steps in instructions and algorithms are performed in the right order, otherwise they

will not work correctly. A computer can only do what it is programmed to do. If the steps

are programmed in the wrong sequence, the computer will perform the tasks in this

sequence, even if this is incorrect.

In our first episode of DreamSpace ByteSize, Michael and Niamh introduce you and your

class to the idea of solving problems like computer scientists and coders. They use four

key skills when solving problems and this episode is focusing on our first one,

decomposition i.e., breaking problems down into easier steps. We are going to be

practicing this skill by introducing origami, the Japanese art of paper folding.

We will learn how to fold ourselves our very own paper dog but not before we break our

problem down into its key steps and put our instructions into the correct order or

sequence.

During our review, we reflect on how we could have improved our dogs and what to do if

we encounter an error in our sequenced instructions.

WALT: We Are Learning To Make Origami

Origami and Code

Episode Description

Concepts

Reflection
• What other problems 

could we break down to 

help us solve them?

• Why was it important to 

make sure our 

instructions were in the 

correct order?

Assessment
Formative:

• Oral Discussion

• Key Step Identification

• Reflection

Summative:

• Sequencing Instructions

• Origami Construction

Resources
• DreamSpace ByteSize

Episode 1

• Worksheets pp. 9 – 22

• Glue

• Scissors

• Extra square sheets of 

paper

Differentiation

Episode One

• There are 3 available versions of this episode's associated worksheets. Each of these

require a different level of reading, writing and sequencing.

8



Episode One

Origami Fox

Let’s break down the steps on how to make this!

Draw the key steps that you think we need to make this fox.

Activity 1
Student Name: _______________________Activity 1

9



Start with a square 

piece of paper.

Fold the left and right 

edges towards the 

centre, but not all the 

way to the centre.

Fold the paper in half 

by folding the bottom 

corner to the top 

corner.

Episode One

Origami Fox

Cut out the instructions below and stick them into the correct order 

on the next page so that we can use them to make our origami fox.

Activity 2 Student Name: _______________________

Let’s make a line in the 

centre. Fold in half 

again but then unfold.

Turn it over and draw 

on a face.

10



Step 1 Step 2 Step 3

Episode One

Origami Fox

Put your cut out steps into the correct order below.

When you are finished, you can make your own!

Activity 2 Student Name: _______________________

Step 4 Step 5

11



Episode One

Origami Fox

Cut out the square below and follow your instructions to make your 

own origami fox!

Activity 3 Student Name: _______________________

12



Episode One

Origami Dog

Let’s break down the steps on how to make this!

Draw the key steps that you think we need to make this dog.

Activity 1
Student Name: _______________________Activity 1

13



The head and chin are 

too pointy! Fold the 

top and bottom 

corners back.

Fold in half again by 

folding left corner to 

right corner and then 

unfold.

Start with a square 

piece of paper.

Give your dog a face 

by drawing the eyes 

and nose!

Let’s make the ears! 

Fold both corners of 

the triangle down at an 

angle like this.

Fold the top corner of 

your square to the 

bottom corner to make 

a triangle.

Episode One

Origami Dog

Cut out the instructions below and stick them into the correct order 

on the next page so that we can use them to make our origami dog.

Activity 2 Student Name: _______________________



Step 1 Step 2 Step 3

Step 4 Step 5 Step 6

Episode One

Origami Dog

Put your cut out steps into the correct order below.

When you are finished, you can make your own!

Activity 2 Student Name: _______________________



Episode One

Origami Dog

Cut out the square below and follow your instructions to make your 

own origami dog!

Activity 3 Student Name: _______________________

16



Episode One

Origami Elephant

Let’s break down the steps on how to make this!

What would be the key steps to making this origami elephant?

Activity 1
Student Name: _______________________Activity 1

____________________________________________________________

____________________________________________________________

____________________________________________________________

____________________________________________________________

17



Now fold the left and right 

edges to the centre line.

Fold both top corners to the 

side.

Let's create a line in the 

middle. Fold in half again 

and then unfold.

Fold the paper in half by 

folding the top corner to the 

bottom corner.

Fold the left and right 

corners in like this.

Turn the figure over.

Keep folding the trunk up 

and down like an accordion 

and add some eyes.

Fold up the elephant's trunk 

and fold it back down like 

this.

Start with a square piece of 

paper.

Episode One

Origami Elephant

Cut out the instructions and stick them into the correct order on the 

next page so that we can use them to make our origami elephant

Activity 2 Student Name: _______________________



Step 1 Step 2 Step 3

Step 4 Step 5 Step 6

Step 7 Step 8 Step 9

Episode One

Origami Elephant

Put your cut out steps into the correct order below.

When you are finished, you can make your own!

Activity 2 Student Name: _______________________



Episode One

Origami Elephant

Cut out the square below and follow your instructions to make your 

own origami elephant!

Activity 3 Student Name: _______________________

20



Keys and Natural Materials

Curriculum Links

Learning Objectives

Curriculum Area: Geography

Strand: Natural environments

Strand Unit: The local natural 

environment

Curriculum Area: Science

Strand: Materials

Strand Unit: Properties and 

characteristics of materials

Episode Two

Curriculum Area: 

Mathematics

Strand: Data

Strand Unit: Representing 

and interpreting data

The children should be enabled to
• Discuss what a pattern is and how finding them can help us 

when we are problem solving

• Demonstrate the use of an identification key by using one to 

recognise different types of pets

• Discuss what natural materials are and where they can be found

• Differentiate between natural and non-natural materials

• Locate natural materials in their surrounding environment

• Recognise patterns in their collected natural materials

• Design an identification key based on the materials and patterns 

they have found
21



Pattern Recognition: Since solutions in Computer Science are algorithms, this means we

need to make an algorithm general enough that it can be used for a range of problems.

Spotting patterns is an important part of this process, when we think about problems, we

might recognise similarities between them and that they can be solved in similar ways.

This is called pattern matching, and it’s something we do naturally all the time in our daily

life.

Identification Keys: An identification key is a tool that can be used to identify organisms

or objects in the natural world, such as plants, animals, or rocks. The key consists of a

series of paired statements or clues about features or characteristics, providing a stepwise

guide toward identifying each entity. As the user proceeds from one step to the next, the

clues gradually narrow down the list of possible entities until all are identified.

In our second episode of DreamSpace ByteSize, Michael and Niamh introduce you and

your class to our second problem solving skill used by computer scientists and coders,

pattern recognition i.e., looking for patterns in problems. We are going to be practicing

this skill by looking for patterns in the environment around us.

We will create our very own identification key but not before we learn all about natural

materials by collecting our very own from the local environment and finding some

patterns that will help us out.

During our review, we reflect on how we could have improved our keys and why it is

important to always test out our work to see if it can be improved.

WALT: We Are Learning To Make A Key

Keys and Natural Materials

Episode Description

Concepts

Reflection
• What else could we look 

for patterns in? What 

other things could we 

make a key for?

• When is it important to 

know what a natural 

material is?

Assessment
Formative:

• Oral Discussion

• Natural Material Discussion

• Reflection

Summative:

• Natural Material Patterns

• Key Creation

Resources
• DreamSpace ByteSize

Episode 2

• Worksheets pp. 23 - 26

• Collected Natural 

Materials

• Colours/Markers

• Glue

Differentiation

Episode Two

• There are 2 differentiated versions of this episode’s worksheets that include key

creation templates. To add an extra challenge, this episode’s activity can be complete

without the use of the templates to allow for the students to choose the number of

patterns and branches they want to include.



Episode Two

Making your own Key

It’s time to look for some patterns!

Example

Activity 1
Student Name: _______________________Activity 1

Pattern Bright Colour Dark Colour

Natural 

Material
Flowers Grass Soil Stones

Pattern ____________ ____________

Natural 

Material

Write the name of the pattern you found at the top of the list and 

then put the materials that you found that match it below!



Episode Two

Making your own Key

Let’s use our patterns to make our very own key!

Activity 1
Student Name: _______________________Activity 2

A
 k

e
y
 f

o
r 

__
__

__
__

__
__

__
__

__
__

__
__

__
__

__



Episode Two

Making your own Key

It’s time to look for some patterns!

Example

Activity 1
Student Name: _______________________Activity 1

Pattern
Bright 

Colour

Dark 

Colour
Hard Soft

Natural 

Material

Pattern __________ __________ __________ __________

Natural 

Material

Write the name of the pattern you found at the top of the list and 

then put the materials that you found that match it below!

Flowers

Grass

Soil

Stones

Stones

Soil

Flowers

Grass



Episode Two

Making your own Key

Let’s use our patterns to make our very own key!

Activity 1
Student Name: _______________________Activity 2

A
 k

e
y
 f

o
r 

__
__

__
__

__
__

__
__

__
__

__
__

__
__

__



Pixels and Shapes

Curriculum Links

Learning Objectives

Curriculum Area: 

Mathematics

Strand: Shape and space

Strand Unit: 2-D shapes

Curriculum Area: Visual Arts 

Strand: Visual Arts

Strand Unit: Making 

drawings, Looking and 

responding

Episode Three

Curriculum Area: Primary 

Language

Strand: Oral Language

Element: Communicating, 

Understanding, Exploring and 

using

The children should be enabled to
• Discuss what it means to focus on important details and why it’s 

important to do so when solving problems

• Define what a pixel is and how we use them to show images, 

video and text on screens

• Identify and create pixelated 2-D shapes based on descriptions 

that outline their key details and characteristics

• Select the key details and characteristics of a classmate or friend 

when planning to recreate them in pixel form

• Design and draw a 16 x 16-pixel version of one of their 

classmates or friends 
27



Abstraction: Abstraction is all about simplifying things to help us manage complexity. It

requires identifying what the most important aspects of a problem are and hiding the

other specific details that we don’t need to focus on. The important aspects can be used

to create a model, or simplified representation, of the original thing we were dealing with.

Pixels: A 'pixel' (short for ‘picture element') is a tiny square of one colour. Lots of these

pixels together form the digital images we see on our screens.

In our third episode of DreamSpace ByteSize, Michael and Niamh introduce you and your

class to our third problem solving skill used by computer scientists and coders, abstraction

i.e., focusing on the important details. We are going to be practicing this skill by learning

all about pixels and how we can use them to create and design shapes and characters.

We will design our very own pixel art characters but not before we learn all about pixels,

create pixel shapes and list all the important details that we want to include in our

character.

During our review, we reflect on how we could have improved our characters and why it

was important to focus on what we wanted to include as we only had a limited number of

pixels.

WALT: We Are Learning To Design Pixel Characters

Pixels and Shapes

Episode Description

Concepts

Reflection
• Why was it important to 

plan what we were going 

to focus on before we 

made our pixel 

characters?

• Why do you think pixels 

can only be one colour?

Assessment
Formative:

• Oral Discussion

• Shapes Discussion

• Reflection

Summative:

• Pixel Shape Creation

• Pixel Character Creation

Resources
• DreamSpace ByteSize

Episode 3

• Worksheets pp. 29 - 33

• Colours/Markers

Differentiation

Episode Three

• There are 2 versions of Task 2 in this episode’s associated worksheets to allow for

students to either draw or write the key details they are going to focus on when

designing their pixel characters. Differentiated expectations for students’ pixel

characters should also be considered.

28



Episode Three

Designing your own pixel character

Get warmed up by reading the descriptions of the shapes below 

and seeing if you can recreate them using pixels.

Activity 1
Student Name: _______________________Activity 1

• I have 4 straight sides

• My 4 sides are equal in 

length

• I have 4 straight sides

• 2 of my sides are long

• 2 of my sides are short

• I have 1 curved side

• I have no corners

• I have 1 curved side

• I have 1 straight side



Episode Three

Designing your own pixel character

Pick the important details you want to focus on with your pixel 

character by doing a quick drawing of them below.

Activity 1
Student Name: _______________________Activity 2



Episode Three

Designing your own pixel character

Pick the important details you want to focus on with your pixel 

character by listing them below.

Activity 1
Student Name: _______________________Activity 2

I want to focus on my character’s...

1.

2.

3.

4.

Draw your character and be sure to include the details you listed.



Episode Three

Pixel Character

Example

Pixel Character’s Name: _____________________

Activity 1

Niamh

Student Name: _______________________Activity 3

32



Episode Three

Pixel Character

Now it’s time to create your very own pixel character.

Remember to only focus on the important details of your character!

Pixel Character’s Name: _____________________

Activity 1
Student Name: _______________________Activity 3
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Algorithms and Stories

Curriculum Links

Learning Objectives

Episode Four

Curriculum Area: 

Mathematics

Strand: Number

Strand Unit: Counting and 

numeration

Strand: Shape and space

Strand Unit: Spatial 

Awareness Curriculum Area: Primary 

Language

Strand: Oral Language

Element: Communicating, 

Understanding, Exploring and 

using

Strand: Reading

Element: Exploring and using

The children should be enabled to
• Discuss what it means to follow instructions when completing a 

task and why it’s important that they are clear and in sequence

• Define what an algorithm is and how both humans and 

computers use them to complete tasks and solve problems

• Identify bugs in an algorithm and recognise that making 

mistakes is just part of the learning process

• Develop and test an algorithm of directional arrows to get Little 

Red Riding Hood to her Grandmother’s cottage

• Design their own problems based on a story that requires an 

algorithmic solution and solving this by assuming the roles of 

bots and coders

34



Algorithmic Thinking: Algorithmic thinking is the process of creating algorithms. When

we create an algorithm to solve a problem, we call this an algorithmic solution. An

algorithm is a step-by-step process that solves a problem or completes a task. Computers

can’t think for themselves, so they need to be given algorithms to do things.

Bugs: A bug is an error, flaw or fault in a computer program or system that causes it to

produce an incorrect or unexpected result, or to behave in unintended ways. The process

of finding and fixing bugs is termed "debugging"

In our fourth episode of DreamSpace ByteSize, Michael and Niamh introduce you and

your class to our final problem solving skill used by computer scientists and coders,

algorithmic thinking i.e., the process of creating algorithms. We are going to be practicing

this skill by discussing the story of Little Red Riding Hood and how algorithms could help

solve a problem in that story.

We will design our very own algorithms but not before we learn all about how they are

just step-by-step instructions, the importance of making them clear and sequenced and

what exactly a bug is and how they can help us learn.

During our review, we reflect on how we could have improved our algorithm and why it

was important to test it as we were making it so that it is easier to find bugs.

WALT: We Are Learning To Use Algorithms To Solve Problems

Algorithms and Stories

Episode Description

Concepts

Reflection
• Why was it important to 

make sure our algorithms 

were in sequence?

• Are bugs a bad thing?

• What problems in our 

own lives could we solve 

using algorithms?

Assessment
Formative:

• Oral Discussion

• Bug Identification

• Reflection

Summative:

• Find the Bug Task

• Algorithm Designing

Resources
• DreamSpace ByteSize

Episode 4

• Worksheets pp. 36 - 41

• Colours/Markers

• Tape/Chalk

Differentiation

Episode Four

• There are 2 available versions of Activity 2 in this episode's associated worksheets. Each

of these require a different level of problem solving and time.

35



Episode Four

Making our own algorithms

Test out the algorithms below and see if you can find any bugs.

When we find and correct bugs, it is called debugging.

Activity 1
Student Name: _______________________Activity 1

Go 

forward
Go back Turn left Turn right

Turn 

around

Get Little Red Riding Hood to her 

Grandmother’s cottage
Circle the bug in red

Rewrite the algorithm 

correctly



Episode Four

Making our own algorithms

Create your very own algorithm for the problem below. 

Make sure to always test your algorithm to find any bugs.

Activity 1
Student Name: _______________________Activity 2

Go 

forward
Go back Turn left Turn right

Turn 

around

Get Little Red Riding Hood to her 

Grandmother’s cottage
Algorithm

37



Episode Four

Making our own algorithms

Create your very own algorithm for the problems below. 

Make sure to always test your algorithm to find any bugs.

Activity 1
Student Name: _______________________Activity 2

Go 

forward
Go back Turn left Turn right

Turn 

around

Get Little Red Riding Hood to her Grandmother’s 

cottage
Algorithm



Episode Four

Making our own algorithms

Let’s see what other problems we can solve from other stories using 

algorithms.

Check out the example below and then choose what story you want 

to use.

Activity 1
Student Name: _______________________Activity 3

Example story My chosen story

Name
Little Red Riding 

Hood

Character

(Bot)

Obstacle

Enemy

Goal

Problem

Get Little Red 

Riding Hood to 

her 

Grandmother’s 

cottage



Episode Four

Making our own algorithms

Don’t forget your left and right directions.

Cut out the cards below and hold them in your hands to help you 

remember.

Activity 1
Student Name: _______________________Activity 4

Left Right

40



Episode Four

Making our own algorithms

Create a grid in real life and use this one to help you solve your 

story’s problem using algorithms.

Use a pencil so that you can debug your algorithm and correct any 

mistakes after testing it.

• One person should be the coder

• One person should be the main character and bot who must 

receive and carry out the instructions

• Get your main character to their goal while avoiding obstacles

• Take turns being the coder and the bot

Story Name: _____________________________________

Activity 1
Student Name: _______________________Activity 4

Problem: _________________________________ Algorithm



Coding and All About Me

Curriculum Links

Learning Objectives

Episode Five

Curriculum Area: SPHE

Strand: Self-identity

Strand Unit: Myself

Curriculum Area: Primary 

Language

Strand: Oral Language

Element: Communicating, 

Understanding, Exploring and 

using

Strand: Writing

Element: Exploring and using

The children should be enabled to
• Discuss what the term code means to them and recognise that 

it has a different definition in the context of computer science

• Recognise the importance of code and how it is used to give 

instructions to computers on how to complete tasks and 

processes

• Describe what a micro:bit is and how we can use it to practice 

our coding

• Examine the purpose of several basic blocks of code on the 

MakeCode platform

• Develop a simple profile that says their name, age, favourite 

animal, current emotion etc.

• Design a program that displays their short profile in a specific 

sequence using code
42



Code: This is the language we use to communicate with computers. It is how we tell a

computer to solve a problem or complete a task. There are several coding languages

used for programming. Some of the most common languages include JavaScript, Python,

C#, C++, and Ruby.

Block-based coding: Block-based coding is a form of programming language where the

developer issues instructions by dragging and dropping blocks. This helps to prevent

syntax errors and developers do not have to memorize syntax to write code. The

Microsoft MakeCode platform allows for block-based coding.

In our fifth episode of DreamSpace ByteSize, Michael and Niamh reflect on the

computational thinking skills we have covered so far in the series and introduce you and

your class to the concept of code and coding. We are going to be practicing coding by

discussing our previous knowledge on the term and design a short personal profile that

will be displayed by our micro:bit simulator.

We will design our very own computer program but not before we learn all about what

exactly code is, how block-based coding is a great way to start learning and what blocks

of code we may need when creating our personal profile program.

During our review, we reflect on how we used the computational thinking skills we have

been practicing to help us design our program and why it was important to consistently

test our code to ensure that it is working properly.

WALT: We Are Learning To Code All About Ourselves

Coding and All About Me

Episode Description

Concepts

Reflection
• What is the sequence in 

our program? How could 

we change it?

• Did we encounter any 

bugs in our code?

• What else could we do 

with code?

Assessment
Formative:

• Oral Discussion

• Self-identify discussion

• Reflection

Summative:

• Digital Profile creation

Resources
• DreamSpace ByteSize

Episode 5

• Worksheets pp. 44 - 46

• Pens/pencils

• Scissors

• Makecode.microbit.org 

Differentiation

Episode Five

• Students should be given the option to make their program as long or as short as they

want, as long as they achieve the goal of having the micro:bit display some of their

profile such as name and age. If for whatever reason the student cannot code on the

MakeCode for micro:bit web app, they can still practice with Activity 2.
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Name

Age

Favourite colour

Current Emotion

Favourite animal

What else do you 

want your micro:bit

to say about you?

Episode Five

Coding All About Me

What do you want your micro:bit to say about you?

Keep in mind the blocks we have just learnt about.

Activity 1
Student Name: _______________________Activity 1

Basic



Episode Five

Coding All About Me

You can practice your coding without a computer.

Fill in the blocks that you want to use with what you want your 

micro:bit to say and then cut them out.

You can use the next sheet to stick them in the correct sequence.

Activity 1
Student Name: _______________________Activity 2

Basic



Episode Five

Coding All About Me

Stick your blocks of code here.

What sequence are you going to put them in?

Activity 1
Student Name: _______________________Activity 2



Animation and Exercise

Curriculum Links

Learning Objectives

Curriculum Area: SPHE

Strand: Myself

Strand Unit: Taking care of 

my body

Curriculum Area: Visual Arts 

Strand: Drawing

Strand Unit: Making drawings

Episode Six

Curriculum Area: Primary 

Language

Strand: Oral Language

Element: Communicating, 

Understanding, Exploring and 

using

The children should be enabled to
• Discuss what an animation is and how we can use them to give 

the illusion of movement

• Identify animation in our everyday lives such as movies, shows 

etc.

• Recognise the importance of staying active and having 

movement breaks even while we doing stationary activities

• Examine the purposes of new blocks of code, inputs and loops

• Investigate the different stages of various exercises

• Design a program that runs and loops different exercise 

animations for various button inputs
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Input: In computer science, the general meaning of input is to provide or give something

to the computer. In other words, when a computer or device is receiving a command or

signal from outer sources, the event is referred to as input to the device.

Loops: Loops are a programming element that repeat a portion of code a set number of

times until the desired process is complete.

Animation and Exercise

Episode Description

Concepts

Reflection
• What problem solving 

skills were we using when 

making our animations?

• Why do you think we had 

to use loops for our 

animations?

Assessment
Formative:

• Oral Discussion

• Animation in our everyday 

discussion

• Reflection

Summative:

• Exercise Animations

Resources
• DreamSpace ByteSize

Episode 6

• Worksheets pp. 49 - 50

• Pens/pencils

• Scissors 

• MakeCode.microbit.org

Differentiation

Episode Six

In our sixth and final episode of DreamSpace ByteSize, Michael and Niamh introduce you

and your class to the idea of animation i.e., the process of creating an illusion of

movement from many still images. We are going to be practicing this by discussing the

term animation, the importance of keeping active and creating our own exercise

animation to help us get moving.

However, before we design our very own animation on our micro:bit, we need to identify

the exercises we want to bring to life and how we are going to do all this using input and

loop blocks of code.

During our review, we reflect on how we could have improved our animations and discuss

how we utilised our computational thinking skills.

WALT: We Are Learning To Use Animations To Help Us Exercise

• Students should be given the option to make their programs as long or as short as

they want, as long as they achieve the goal of having the micro:bit display an animation

of an exercise. If for whatever reason the student cannot code on the MakeCode for

micro:bit web app, they can still practice with Activity 2.
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Episode Six

Getting active with animations

It’s time to bring your exercise ideas to life!

List what exercises you want to make an animation of and then 

break it down by drawing the different steps of how to do it.

Activity 1
Student Name: _______________________Activity 1

Exercise 

name
Step 1 Step 2 Step 3 Step 4

Jumping 

jacks

__________

__________

__________

__________

__________

__________



Getting active with animations

Fill in, cut out and stick the show leds blocks below to design your 

very own animation.

Episode Six

Activity 1
Student Name: _______________________Activity 2

Basic


