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Dystopia (& &31530)

A society in an undesirable state
Graphic novel series (episode 1, 2, 3
Intertwined coding games

No coding experience needed




DYSTOPIR:

EPISODE ONE:

| ESCAPE FROM THE RATHOUSE

Main focus |

Episode 1:

RY BY WiL. LIBERMAN & GEORGE GAD}NID!S

ART BY MIRANDA MCGUI| \
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Introduction & lead in

- Provides background information
. Contextualises story
-+ Sparks interest



HORRIFG WARS WERENT TWE CAUSE OF THE
EARTHS DEVASTATION

\@MDLY\»DLSEA&Eﬁ% 1T

, xgg “JAD RN RA%WEUI p _

/WIQND Ly )

-~ DO Medr|

&~ pIoNT LEAD o

HUMANITY

Background & vocab building
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-« PLE 6A Ch. 5— Problems in our world

(e.g. diseases, natural disasters)
- o PLE 6B Ch. 3— Amazing Places

| (e.g. environmental contrast)

o PLE 6B Ch. 5— Endangered animals

(e.g. result of ‘Dystopia’)

-« PLE 6B Ch. 6— Our environment

(e.g. environmental effects)

- o Dr.PC Family — 10 & 11




FLA-MEANING PEOPLE. CAUSED THE EARTY 4, g,
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Leads into coding




.
Ii" I'M AFRAID. HOW CAN WE
¥ LEAVE OUR CHILD BEHIND?

IT IS TOO DANGEROUS
ON MARS. OUR SERVANT
BOTS WILL TAKE CARE
OF HIM.

YES, MASTER. THE P S ’ .

CHILD WILL BE WELL 1 b YOU THERE. STOP. PLACE

CARED FOR, PR N THE CHILD ON THE GROUND
Ny \ AND STEP AWAY.

DON'T WORRY, I'VE
PROGRAMMED THIS
TOY BOT TO REVEAL
EVERYTHING WHEN HE
TURNS 15 SO HE CAN
FIND US.

I HOPE WE'RE

E?GI:IT?;—:IENG WILL BE ENSLAVED BY
: g THE BOTS OTHERWISE.

G60OODBYE, SWEET
CHILD. I PRAY
WE MEET AGAIN
SOON.




SORRY ABOUT BEING A JERK
BEFORE. I COULD'VE GOTTEN

US INTO TROUBLE. 82211212

FINALLY, OUR PEN / . ; /
SHIFT'S OVER. b ‘ 82211111
LET'S 60. 57 il

WERE O TRYING
O HELP THAT KID.

LANCE, I'M REALLY SCARED
OF BEING TAKEN AWAY TO
THE BREEDER'S STATION.

THE MOSQUEETO
SHOULD'VE FOUND BASH

R e BY NOW. LET'S 60.
LISTEN, I THINK I HAVE A St ; e WHAT HAPPENS
WAY TO GET US OUT OF HERE. ehe WHEN BOTS BREAK
’ S| A e\ R DOWN: ANYWAY.2 LET'S SPLIT UP.
o A ] ‘
. ‘% cé‘
ol

DON'T WORRY. THIS 600D QUESTION.

SOMEONE OR SOMETHING
MUST FIX THEM.

WILL PUT HIM OUT

FOR AWHILE.




2. Texttype exposure

¥ e e

Matches EDB objectives
Multi modal exposure
Reading skills enhanced
Easing into vocabulary
building



- Coding games
- Levelling
- Read to code, code to read



- PROGRAMS
Leve

% . = Level 1

ovemen ovement Used: 4 Par: 4 Score: 10/10
Level 2
Used: 1 Par: 4 Score: 0/10

Level 3
R — Used: 3 Par: 8 Score: 0/10
[ Move Forwards

| Move Forwards A Eil | | | T 2N | Leveld
| Move Forvards Move Forwards | | S e I Used: 0 Par: 13 Score: 0/10
[ Move Fnrwards Rotate Right

Level 5
Used: 0 Par: 3 Score: 0/10

Level 6
] Used: 0 Par: 11 Score: 0/10

Level 7
Used: 0 Par: 6 Score: 0/10

Level 8
Used: 0 Par: 10 Score: 0/10

Connecting code blocks ;R A\ | _ | Level 9
You can connect different code ; | | 2 Used: 0 Par: 10 Score: 0/10

blocks. 4D ¥
= “Bomei | 1 T 1 5 Level 10
| | | | | |  Used: 0 Par: 10 Score: 0/10

SCORE

10/100

Forwards Move Forwards
Forwards

Forwards Leve"ing | '“."?‘."E Forwards

Rotate Right

Forwards




Level 6 » Step

IMovement [Loops

Level 1

Robot Control

OReset WClear

.

OReset W Clear

Load =

Load =

Level 9

IMovement JLoops [variables

Level 6

Jrobot Control JlLoops [Jvariables

So much trash!

» Run

» Step

» Step

O Reset

O Reset

W Clear

W Clear

.--

\E‘m

b




Level 10 »Run »Step OReset WClear

Chiclet Control Loops Logic Math Variables

Patterns within the
randomness

The lights are still random, but
there is actually a pattern to the
colours. See if you can figure this

one out.

Coding based on scenario




3.Incentive to read and write

Part of the story narrative
Read with purpose

Broadens imagination for
writing




Level 5

Lance Control

Loops

»Run »Step OReset W Clear

Logic Math Variables

(set to | Ir Current coordinate of | :
set to ( : Current coordinate of | :

do

repeat B true -

&) if |

do

else if
do
else if
do

s | 5
Space at x: | M | TR - CEn

Cross curricular

-

gofo random position ¥

-

: |
s J
=] &
= a
@ i



AGH. WHAT
HAPPENED? OH YES!
BASH BLEW UP..

WHERE HAS HE
60T TO? DEAR ME,
I AM A MESS.

TO BE CONTINUED..

I CAN'T LET THAT
BUCKET OF BOLTS
RUIN EVERYTHING
I'VE WORKED FOR.
HOW DARE HE?

Cliffhnanger

ending

THE SOLUTION IS
SIMPLE. I MUST
FIX THIS. IT IS UP
TO ME NOW. I AM
THE MASTER.




Encourages creativity

Self expression
No right or wrong TO BE CONTINUED.

Autonomous ownership




5.5trong side knowledge

Strong side aids weak side

Subject knowledge
integration

Complete understanding
not required




f‘ Students’ work

.« "As they were walking along, they admired the
. lush green fields and the unbelievably tall trees.”

» "Hearing this, the other children immediately ran
over.‘Mmm..mmm..delicious! said Fork, who, to
Beano’s annoyance, took the food first. "

.« "Harry Mole’s plan was thwarted .Lance used the
- transmitter to control the robots and made them
shut itself down.”

----------------------------------------------------------------------------------------------------
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Achievements

.« Writing - creativity award (1t, 24 and 3" place)
. Comic drawing - creativity award (3 ™ place)




Curriculum intergration

1. 2. 3.
Curriculum Text type Incentive
alignment exposure to read

and write

Creative
control and
flexibility

knowledge
aid

(==

24



Reflection &

1. Sparks students’ interest
2. Aligns with RaC objectives
3. Promotes STEM

4. Enhances reading skills

5. Develops coding & reading
6. Level adjustment needed

25



@
THANK YOU

FOR LISTENING

Any questions?
You can find me at psyiu@skhkyps.edu.hk
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