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Software Engineering:
Dragons and Butterflies
(or “Building Big Programs from Small Programs”)
Objective:
Program several different characters, including fire-breathing dragons and butterflies that flutter across the screen.  Then we will mix-and-match programs from different teams and put them together into a game.
Introduction:
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The output from one program can be used as input to another program.  Then the output from that program can be used as input to a third program.  And so on, and so on…  This is the way that all real software is designed and written.  A large complicated problem is divided into smaller tasks and programs are written for these smaller tasks.  Then these programs are combined to form the larger system.

Software engineers usually work in teams, designing and writing small programs that will eventually be combined together.  But in order for the combination to work, each program must deliver on its particular specification.  If any program doesn’t meet its specification, the system as a whole won’t work.
Materials: 
• Scratch cards: Quick reference cards for Scratch features

• Specification cards: Requirements for small programs to be written
Activity:

A) Write a program: Each pair is assigned one of the following specifications.
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Flying dragon

2. Fire-breathing dragon

3. Fluttering butterfly

4. Scorched butterfly

5. Count-down timer

6. Scorekeeper
B) Assemble a complete game:
· Mix-and-match sprites from the whole class to form a complete game
· Extend, modify, customize your game
Challenges:

1. Did the game work immediately when assembled?  Why or why not?
2. What makes a specification easier/harder for a different program to use?

