Adding Effects

Children’s individual solutions to creating the script may vary but trial and error and experimentation with
ideas should be encouraged. It is good practice to save the coding file regularly. Children could also be directed
to use ‘Save As’ in order to save different versions of their code, making it easier to return to a previous
version in the event of errors.

There are three layers of sample effects added to the code in this lesson. Higher ability children may explore
further and decide to add further effects of their own. The sample suggestions are (i) adding commentary, (ii)
adding sounds, (iii) animating a sprite.

The adapted code with additional effects could look like this:
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