




Vocab:
● Sequencing 
● Debugging 





NOTE: All slides for this lesson are scripted so 
that, if needed, you can see exact definitions 
and instructions for teaching this lesson in the 
notes at the bottom of the teacher slide deck.



Review the content related to patterns from the last 
lesson. Show the “computer science”, “computer”, 
and “pattern” word wall cards （slides 6-8).

Teacher: “Today we are going to learn more about computer science and how we 
can  think like computer scientists in many different situations in Kindergarten! 



Last time, we learned that computer science is using the power of computers to 
solve our problems and express ourselves. 



We even looked for patterns and became pattern experts, just like computer 
scientists!”





Listen to a song, ask students to think about the 
pattern of the song and notice what happens at the 
beginning, middle, and end of the song. 
Engagement & Interest: play “Milkshake” by Koo 
Koo Kanga Roo (3 minutes).

Teacher: “We are going to watch and listen to a song. I want you to think about the 
pattern of the song and notice what happens at the beginning, middle, and end of the 
song.”

Video link: https://www.youtube.com/watch?v=Y9LLfv7yauM 



Guide students to think about the beginning, middle, 
and end of the song. What was at the 
beginning/middle/end?（slides 11-14）

Teacher: “Every song and story has a beginning, a middle, and an end. We can even 
sing the song all by ourselves, or retell the story to a friend. What was at the 
beginning of the Milkshake song? (wait time) You’re right! It started with a milkshake! 



Then what came in the middle? (wait time) Yes! A sticky, sticky waffle! 



You’re right, a mozzarella pizza too! 



What was at the end? (wait time) You’re right! All the eggs, all the eggs were broken!” 





Play Beginning, Middle, End game: retell each part 
of the Three Little Pig story (You are welcome to 
use familiar stories that your class has recently 
read/studied in Reading or Writing Workshop.). Use 
three fingers to indicate the beginning, middle and 
end (Slide 16-23).

Teacher: “Let’s play a new game to warm up our brain. The name of the game is 
Beginning, Middle, End. While we play the game, I’m going to retell each part of the 
story across my three fingers… like this!”



“I’m thinking of a story…(Hold out one finger). 



In the beginning, three pigs went out to build houses… the houses were built out of 
(wait time) 



Yes! Straw, sticks, and bricks!



(Hold out second finger) In the middle, a wolf came by and… what did he do? (wait 
time) 



That’s right! He blew down some of the houses! 



And at the end… (hold out third finger) ? (wait time) Right! One of the pigs tricked the 
wolf! What story was this? (wait time) 



The Three Little Pigs is correct!”



Have students try retelling the story with a partner or 
independently.

“You try it! Turn to your partner or work independently to retell the story The Three 
Little Pigs across your fingers.”  Turn and Talk.



If time permits, try another story (Goldilocks and the 
Three Bears) in the same way (slide 25-32).

“Let’s try another story.  You’re great at this! 



(Hold out one finger) In the beginning, three bears go out for a walk because their 
porridge is too hot





(Hold out second finger) In the middle… Oh, someone thinks they know what 
happens in the middle? 



That’s right! Goldilocks finds the bears’ house and starts to try out all their furniture 
and food. 



(Hold out third finger) And at the end? 



You got it! The bears return and find Goldilocks sleeping in the Baby Bear’s bed. She 
wakes up and runs home. What story was this? (wait time) 



We just retold Goldilocks and the Three Bears!” 



Have students try retelling the story with a partner or 
independently.

“You try it! Turn to your partner or work independently to retell the story of Goldilocks
and the Three Bears across your fingers.”Turn and Talk.



Introduce Sequencing and Debugging and show 
students sequencing word wall card

Teacher: “You’re so good at retelling stories! Remember, we can retell a story across 
our fingers. How do we start retelling a story? Right! From the beginning! Then what 
do we tell? Yes, the middle! And last comes… (wait time) the end! You’re right! When 
we retell a story in order, we call it sequencing. Computer scientists use 
sequencing too to tell a computer what to do. They put all of the steps in order, just 
like you did!”



debug word wall card

“Sometimes we run into a problem with our sequence. Sometimes, the parts of the 
story are all out of order! When that happens, we need to do something fancy that 
good computer scientists do. We need to… are you ready for this? DEBUG . Can you 
say that word? (prompt choral response) You’re right! When we debug, we find 
where things went wrong and where the story, or sequence, is out of order!”



Read Humpty Dumpty and Retell: read the story 
together and look for what happens at the 
beginning, the middle, and the end.

Teacher: “Now, it’s your turn to think like a computer scientist! We’ve been learning 
the nursery rhyme Humpty Dumpty. Let’s reread it together. As we read, I want you to 
think like a computer scientist and look for what happens at the beginning, the 
middle, and the end.”

Display a copy of “Humpty Dumpty” in a place 
where students can see and hear the poem. You 
may even consider giving a copy to each student to 
follow along. 



“Great job! Now… with your partner or independently, work on retelling this story 
across your fingers. The first finger is for the beginning (hold out one finger), the 
second finger is for the middle (hold out second finger), and the third finger is for the 
end (hold out third finger). See! 1… 2… 3. Beginning, middle, and end!” (Slide 33)

“Great job thinking like a computer scientist! You were retelling the beginning, 
middle, and end across your fingers! 

Pair students with a partner (allow working 
independently) and cue them to begin retelling the 
nursery rhyme across their fingers. Circulate as 
students retell to listen in, encourage them to retell it 
across their fingers, and ensure that they’re telling 
the story in order.





Practice Debugging: display mixed-up picture 
cards that match Humpty Dumpty and guide 
students to fix the sequence of the cards one by 
one. Let them turn and talk to figure it out in the 
process. (slides 39-46)

Teacher: “Now that we’ve warmed up our reading brains, and we know how to retell 
the story, we’re ready to practice... debugging! I have some picture cards here that 
match Humpty Dumpty. But, we have a problem! All of the cards are out of order! Can 
you help me to debug the sequence, just like a computer scientist?”



“Hmm… I know that Humpty Dumpty sat on a wall… but WAIT! What happened 
here?! That’s right, we need to debug! 





What really goes next in our sequence? Turn and talk to your partner or work 
independently. 



That’s right! Humpty Dumpty fell off of the wall next! (Move cards to demonstrate 
debugging) 



Okay, we’ve fixed the sequence so far! Hmm… where does this last card go? Humpty 
had a great fall! Turn and talk to your partner or work independently. 



That’s right! Humpty fell at the end of our sequence. 



Great job thinking like a computer scientist!” 



We have provided resources for nursery rhyme 
sequencing during independent practice. It may be 
helpful to ensure that students are familiar with 
these nursery rhymes before this lesson. Or, you 
may create your own sequencing activities aligned 
with a story of your choice.

Distribute sequencing cards so that students all 
have cards to the same nursery rhyme, or distribute 
sequencing cards for a variety of the included 
nursery rhymes if your class is familiar with them. 
Allow students to continue working in pairs in order 
to build vocabulary and encourage troubleshooting 
during the sequencing activity.



“Now, you’re going to be able to retell a new nursery rhyme sequence with pictures. 
(Hold up a group of cards for students to see) On each card, there’s a picture of the 
beginning... the middle...OR the end. With your partner or independently, see if you 
can put the sequence in order.  Remember, if the sequence doesn’t look right, you 
can work together to debug it… just like a computer scientist! If you finish the first 
one, raise your hand, I’ll come check your cards, and I’ll bring you another mystery 
story to put in order!”



Explore Coding Blocks: show coding blocks on the 
word wall card (slide 49-54) and examples of 
coding blocks here. Briefly ask questions and 
introduce the colors of blocks and what they do.

“Nice work! Next time, we’re going to sequence our story with coding blocks

Computer scientists tell the computer what to do with coding blocks. Coding blocks
look like this. Look at all the choices we have for coding blocks!”



“What do you notice about these coding blocks? That’s right! A lot of them are blue! 



The blue blocks are called motion blocks. They can be used to make characters 
move. The colors of the blocks tell us what they can be used for. The blue blocks are 
used as motion blocks. 





Provide sets coding blocks to students and ask them to try to find the correct 
blocks to make a square, or do the activity with a class set displayed for the class.



Are these the blocks you found? We could also change the numbers in the blocks to 
make our square bigger. Humpty Dumpty could walk 3 steps instead of 1 step.





Review what we learned about sequence and 
debug.

“Great job, computer scientists! You were working together to remember the 
sequence, debug it if there was a problem, and retell the story. I even saw many of 
you retelling the beginning, middle, and end across your fingers! Remember, we can 
be just like computer scientists when we fix up the problems that we see in a 
sequence!”



Review what we learned about sequence and 
debug.

“Great job, computer scientists! You were working together to remember the 
sequence, debug it if there was a problem, and retell the story. I even saw many of 
you retelling the beginning, middle, and end across your fingers! Remember, we can 
be just like computer scientists when we fix up the problems that we see in a 
sequence!”



Optional: Hand out a copy of the student checklist to each student OR display it on 
the board. Talk about each activity you did and have students check off their progress 
as you talk through each one.


