
 
Lesson 1.5 – Introduction to Loops 
 
Education Level: Second Level (Age 7-11) 
Lesson Duration: 45 minutes 
 
Prerequisite Knowledge: Lessons 1.1-1.4 
Device Compatibility: Laptop, PC or Tablet
 
 
Lesson Overview 
In this lesson, students will continue to build upon their programming knowledge with the introduction of loops. Students 
should be able to understand that they can use loops to reduce the number of lines of code that they have to write by the 
end of the lesson through using a combination of computational thinking and the Scratch editor. 
 

Learning Objectives 
• Put together several lines of code blocks to get 

Marty to walk around in a specific shape 

• Understand that we can reduce the number of 
blocks by using something called loops 

• Using loop, write code blocks to get Marty to 
walk around in a specific shape 

 

Key Vocabulary 
• Code blocks 

• Loops 

• Repetition 

• Shapes 

• Patterns 

• Angles 

Resources & Equipment 
• Marty the Robot 

• Marty Workbook (Lesson 1) 

• Paper/Pencils/Tape 
• Laptops/Computers/Tablets 
• Access to the Scratch editor 

 

Additional Reading 
• Educator’s Guide 

• Introduction to Programming with Marty using 
Scratch 

 

Learning Plan & Activities 
1. Get students to split up into groups of 2-3 and ask each student to take a turn at pretending to be a robot whilst the 

other members in the team give their ‘robot’ instructions to walk around different shapes (using the tape or paper 
and pencils to draw out the shape to help with navigation) 

a. Remind students that there are only certain instructions that have been listed in their workbooks 

b. Start off with something simple like a square and gradually build up to something more tricky like a triangle 

2. Staying in the same groups, set up the Scratch editor connected to a Marty device and ask students to program 
Marty to walk around in a square 

3. Ask students to point out any patterns that they can see in their blocks of code 

4. Introduce loops as a way to repeat blocks of code n times and get students to use this to re-program Marty to walk in 
a square 

5. Now get students to think up some different shapes and see if they can program Marty to walk in that shape using a 
loop 

a. It might help students to draw out the shape and label the different angles that they will need to program that 
shape 



Additional Challenges 

• Students could design their own shape, draw it out and then program Marty to walk around in this shape and then 
challenge other student groups to try and program that shape 

 
 
Curriculum Benchmarks 
 
Curriculum for Excellence – Technologies Benchmark Guide 

● = Fully Addresses Benchmark ○ = Partially Addresses Benchmark 

Curriculum Organiser Benchmark Covered Lesson 1.5 
Digital Literacy TCH 0-01a ● 

Technological Developments in 
Society and Business 

TCH 0-05a ● 

TCH 1-07a ○ 

Craft, Design, Engineering and 
Graphics 

TCH 0-09a ● 

TCH 0-10a ○ 

TCH 0-12a ● 

Computing Science 
TCH 0-13a ● 

TCH 0-14a ○ 

 
National Curriculum – Computing, Design & Technology 

● = Fully Addresses Benchmark ○ = Partially Addresses Benchmark 

Curriculum Organiser Benchmark Covered Lesson 1.5 
Computing 1-e ○ 

Design & Technology 

1.1-b ● 

1.2-a ● 

1.3-a ○ 

 
Australian F-10 Curriculum – Digital Technologies, Design & Technologies 

● = Fully Addresses Benchmark ○ = Partially Addresses Benchmark 

Curriculum Organiser Benchmark Covered Lesson 1.5 

Digital Technologies 

ACTDIK001 ● 

ACTDIK002 ● 
ACTDIP003 ○ 
ACTDIP004 ● 
ACTDIK008 ● 
ACTDIP009 ○ 
ACTDIP010 ● 
ACTDIP011 ○ 
ACTDIP012 ● 
ACTDIP013 ● 
ACTDIP017 ● 
ACTDIP019 ○ 
ACTDIP020 ○ 
ACTDIP027 ○ 



ACTDIP028 ○ 
ACTDIP029 ○ 
ACTDIP030 ○ 
ACTDIP031 ○ 

Design & Technologies 

ACTDEK001 ○ 

ACTDEK002 ○ 

ACTDEK004 ○ 

ACTDEP005 ○ 
ACTDEP006 ● 
ACTDEP009 ● 
ACTDEK010 ○ 
ACTDEP015 ○ 
ACTDEP018 ● 

 
 


