
PRO GRAMMERY SAYS COMPUTER TOWER



Tip: Add an update to the game — the instructor can shout “update in progress,” and everyone must move slower or faster.

Digital Competency Path Objectives:

•	I can log in and out of computers, programs, and apps (Grade 1).
•	I can turn on and off computers and tablets (Grade 1).
•	I have used different programs or apps at school (Grade 2).
•	I actively try different devices and programs or apps for media production 

(Grade 3).

Curriculum Connections:

•	Early Childhood Education: Environmental exploration and technological 
thinking

•	Pre-Primary: Mathematical and logical thinking, ICT readiness
•	Grades 1-2: Students learn to observe and understand basic environmental 

structures (Environmental Studies).
•	Grades 3-6: Students deepen their understanding of environmental phenomena 

and interconnections (Environmental Studies).

Computer Tower
Input and Output: Students act as the input and output of a computer. 

When entering the computer, they represent the input, and when 
exiting through the slide, they become the output. Before climbing the 
computer tower, discuss the types of programs found in computers. 

Each student selects a program, such as a favorite game, TV show, or 
video call app.

The facilitator ”starts” the computer, and students move inside the 
tower, simulating their chosen program.

. 

Digital Competency Path Objectives:

•	I can give simple instructions to a classmate or robot and follow instructions 
given by others (Grades 1-2).

•	I can use loops in a graphical programming environment (Grade 4).
•	I can break problems into smaller parts and provide step-by-step instructions 

to a classmate or robot (Grade 4).
•	I can give step-by-step instructions to a robot (Grade 5).

Curriculum Connections:

•	Early Childhood Education: Motor skills, Play and interaction
•	Pre-Primary: Mathematics, Physical Education
•	Grades 1-2: Students learn basic arithmetic and motor skills through physical 

activities (Mathematics, Physical Education).
•	Grades 3-6: Students deepen their mathematical skills and develop physical 

coordination (Mathematics, Physical Education).

Programmer Says
Students stand in line near the trampolines. The teacher gives a 

command that the first three students perform. After completing the 
task, participants move forward, allowing a new student to join the 

first trampoline. The teacher varies the commands, such as:

Round 1 (simple commands): Jump three times.

Round 2 (loops): The teacher indicates the number of repetitions with 
hand signals.

Round 3 (conditions): The teacher sets conditions—students with a 
specific letter in their name or a certain clothing color can jump while 

others wait.

Subsequent rounds: Students create their own commands.

This activity enhances students’ algorithmic thinking, understanding of 
conditions and loops, and motor and teamwork skills in a playful and 

physical setting.

This activity supports students’ understanding of the concepts of input and 
output, introduces them to basic technological processes, and encourages the 

use of imagination to visualize how technology works.
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