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TITLE: Who is older? 

 
 

LEARNING SCENARIO 

School:  Duration 
(minutes): 90 

Teacher:   Students 
age: 13 

 

 Essential Idea: How to create a computer game: Who is older? 

 

Topics: 

• Pupils deepen their understanding of the use of various software and policies. 

Aims: 

• Pupils will be able to design and create programs that utilize subroutines, 
appropriate structures and data types, expressions, variables and iterative and 
conditional commands. 

• General programming languages are used to create programs.  
• Pupils understands the different ways to use simulations and step-by-step 

organization algorithms to solve problems. 

Outcomes: 

• Pupils create a more complex game, application, or mobile application that solves a 
particular problem from specific subject or topic.  

• Pupils learn how to outline the operation of a more complex program into various 
patterns and generalizations. 

Work forms: 
 

• individual work 
• work in pairs 
• group work 

 
Methods: 

• presentation 
• discussion 
• interactive exercise 
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ARTICULATION 

Course of action (duration, minutes) 

INTRODUCTION 

Teacher explains and starts discussion with pupils about how to create a computer game: 
Who is older? 
 
 
 
 
 
 
 
 
 
 
 
Hashtag now knows how old you are and wants to compare your age with his own.  
He will store his age in a variable to compare it with your age and check who is older or 
younger. 
 

MAIN PART 

 
For this game we need to use variable. A variable is a place where we store information. 
It is used to remember data such as points, names or speeds. 
 
Instructions: 
1. Load the This is me project from your computer. 
2. You should remember how old Hashtag is, so you will make a Years variable and set its 
value to 10 because Hashtag is 10 years old. 
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Set the variable value to 10 and add the block to the project as shown in the picture.  
Type the name of the variable and choose it is valid only for this sprite. 
 

  
 
Compare the following numbers and enter a character in each box that shows the relation 
between these numbers. 
 

  
 
In the same way, Hashtag will check whether you have less <, more > or equally many = 
years. His answer to your question will depend on it. This means that the program should 
DECIDE whether he is younger, older or whether you are peers.  
To compare the numbers, use blocks from the Operators block category: 
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When we use that block, we insert other blocks into it. The blocks we insert into the if __ 
then block will only be executed if the answer to the operation given in the block is true. 
 

  
 
 
 
 

 
If it is TRUE that your age equals Hashtag’s, then say:  
“Wow! I am 10 years old, too.” 

 
 
 
 
 
 
 
 

 
If it is TRUE that your age equals Hashtag’s, then say: “Wow! I am 10 years old, too.” 
If it is FALSE that your age equals Hashtag’s, then think: “Hmm…” 
 
Let’s now compare our answer to Hashtag’s age and decide what’s going to happen in the 
program.  
 
If answer = 10 then  
Hashtag replies: “Cool, I am answer years old, too!”  
or  
If answer < 10 then  
Hashtag replies: “I am older than you. I am Years years old.”  
or  
Hashtag replies: “I am younger than you. I am Years years old.”  
 
Now add an answer to the question How old are you? You will use blocks from the Control, 
Operators and Sensing categories.  
We compare if the answer equals the Years variable value which is set to 10.  
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If answer = 10 then Hashtag replies: “Wow! I am also answer years old.”  
  
 
 
 
 
 
 

 
If your age equals Hashtag’s, then say:  
“Wow! I am 10 years old, too.” 
 
If your answer is not 10, then you should compare whether it is smaller than that number. 
Again, use the block from the Sensing category to compare numbers and add the answer 
and the Years variable. 
 

   
 
Compare the numbers and decide what to do if it is true that the number is smaller, and 
what if it is false.  

 
 
 
 
 
 

 
If answer < 10 then  
Hashtag replies: “I am older than you. I am Years years old.”  
or  
Hashtag replies: “I am younger than you. I am Years years old.” 
If your age is LESS THAN Hashtag’s, then say:  
“I am older than you. I am 10 years old.”  
If your age is GREATER THAN Hashtag’s, then say:  
“I am younger than you. I am 10 years old.” 
Add the blocks from the previous step to the if__then__else block that checks if your age 
equals Hashtag’s. 
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Connect the blocks to the block ask How old are you? and wait.  Then add the wait 3 
seconds block and say: “Nice meeting you.”  
 

  
 
A good job! Check if your script block looks as in the following picture 
 

 
 
Save the project as Years. 
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EXCERCISE 1 
 
According to the previous example, pupils can design and create their own new computer 
game. 
 

CONCLUSION 

A variable is a place where we store information. It is used to remember data such as 
points, names or speeds. 
 
Pupils and teacher discuss and evaluate the presented solutions. 
 

 
 

Methods Work forms 

presentation                                           interview 
discussion                                                demonstration 
work on the text                                    role playing 
graphic work 
interactive exercise /simulation on the computer 

individual work 
work in pairs 
group work 
frontal work 

 
 

Material: 

•  

 
 

Literature 
 

 
 

 
 

PERSONAL OBSERVATIONS, COMMENTS AND NOTES 
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