Teacher

Mr. Painchaud

Week 5   Room 110                    Date 3-14-2011 thru 3-18-2011
Grade


6


Course
Computer Science
Class Period(s)
 7
Lesson Topic
            Multimedia and Programming Integrating Math and Art – Project: Microworld EX

	Objectives
	MA Framework

	To:
	

	· Understand the concept of multimedia. Explain how MW EX is a multimedia programming environment
	Learning Standard 1.1

I.T. G6-8:  1.24 Multimedia

	· Introduce basics of application.
	Learning Standard 1.2

	· Introduce concept of programming. Handout list of basic LOGO commands.
	Learning Standard 1.1

	· Create turtles, assign turtles to objects, and program objects to perform actions.
	Learning Standard 2.7

	· Show how ‘procedures’ may be written to generate shapes and patterns
	Learning Standard 1.33

	· Demonstrate the usage of the repeat and forever commands for executing a set of instructions repeatedly.
	Learning Standard 1.58

	· Have students generate snowflake patterns and other artistic structures
	Learning Standard 1.57

	· Understand the basic usage of a multimedia programming application.
	Learning Standard 1.2

G6-8: 1.24 Create a multimedia presentation using various media as appropriate (e.g., audio, video, animations, etc.).



	· Understand the steps one must take to solve a problem and implement a solution. (Engineering Design Process Steps - SciTech). 
	Learning Standard 1.33

	Opening Assignment

	· Every day will begin with a Question of the day.  Question will be based on information given the day before.  Used to reinforce class material and allow students to earn extra credit.  Should serve as a means of having students enter class quietly and get into the work mode.

	· Day 1 – What is Programming.  ?  What is Logo? 

	· Day 2 – What is the REPEAT command and how is it used?

	· Day 3 – What is a procedure? How do we write procedures to generate geometric shapes?

	· Day 4 – How do we nest procedures within a new procedure definition? 

	· Day 5 – How do we program multiple objects simultaneously to generate a geometric design and artistic pattern?

	Procedures
	Resource Materials
	Assessment

	· Introduce programming.  How is it used today.  Why should we learn how to program? Helps to strengthen our logical thinking skills and ability to solve problems. What is problem solving and logical thinking?  Describe the steps you would need to give to a computer (Robot)  to make a PBJ sandwich in order to emphasize that when writing a program you need to give your computer every step of what to do in order to complete the task. Much like the way a student would go about solving a math problem.
· Handout list of basic LOGO commands. Use students to demonstrate the Logo commands and how we would use them to move a student around the room. Demonstrate MW EX multimedia programming environment. 
· Handout first 2 worksheets so students may go onto their computers and practice what they have learned.
	
	Lecture, handouts
	
	Students will demonstrate their understanding by using Logo commands and the MW EX program to solve worksheet problems.

	· Introduction of a programming language’s special built-in commands. Handout Logo command sheet and today’s worksheets. Emphasize the use of the REPEAT commands and explain how engineers often write specialized procedures such as the REPEAT command to make it easier for them to create more complex programs.
	
	Handout, class projector
	
	Students will demonstrate their understanding by using Logo commands and the MW EX program to solve worksheet problems.

	· Explain how programming works in design phases, and may be used in problem solving. Software design steps: 
Analyze problem , decide how to solve (design),  coding, testing, release.
	
	Lecture
	
	

	· Review basic programming constructs (ex. Commands,  Procedures, and arguments)
	
	PC Projector or black board
	
	

	· Explain and demonstrate on class projector how programmers can group commands with a procedure definition in order to perform many actions within a single word command.
· Demonstrate how previous work can now be redefined as procedures.

· Demonstrate the writing of procedures that will draw geometric shapes.

· Handout procedure definitions that are used to draw geometric shapes and have students define the procedures on the computer, test them, and save to their network folder
	
	 Handouts, classroom Projector
	
	 Students will work from their handouts on their computer, test their work, and save to their network folder for the next day.

	· Students will be shown how they can use their geometric procedures defined yesterday in order to define procedures that will draw repetitive geometric shapes on their screen resulting in a geometric design. Students will write more complex design procedure on their own and generate multiple design patterns.  Students will be shown how to program multiple turtles at once, change their color, and finish their designs by filling in with paint colors as there final step. 
· Each artistically drawn and decorated geometric design will be captured off of the screen and save as a .jpeg (picture) so that they may be added to each students electronic portfolio. 
	
	Handouts, classroom Projector, demonstration
	
	Students will open up saved projects, define more complex procedures, generate geometric designs, and artistically color them in. Mininimum of 3 separate geometric designs. 
Students will use screen capture techniques to capture and save their geometric designs as pictures to be placed into their electronic notebooks and displayed within Mr. PCs Quia class web page where projects are Developed by Students for Students.

	Main Project

	Introduce the project for the week using the MW EX Logo Command Handout. This project uses the Microworlds EX multimedia programming application, modeled after an MIT robotic experiment, and is used to teach the basic concepts associated with logical thinking and problem solving. This project introduces the concept of animation and the software design process. The project incorporates knowledge about geometric shapes, and the final project results in the generation of artistically drawn geometric designs. The final geometric designs will be screen captured, cropped within the MS paint program, added to separate slides within their electronic notebooks (PowerPoint), and uploaded to the student Developed By Students For Students Quia web site.
Final Project Assessment and Grade:

Mon – Thursday: students will be assessed by the work they have done on their daily programming worksheets.

The Final Project Grade:
When a student’s project is complete each student will save their final project to their classroom network folder. Students are required to generate 3 unique geometric designs and to paint them accordingly using the software application Microworlds EX.  Projects will be graded according to the following criteria:

3 unique geometric designs generated

3 unique design procedures have been written by the student

All work has been completed prior to the final day of the project. All worksheets have been completed during the week.

Student is required to screen capture all  3 of their geometric designs, to crop them within Microsoft Paint, and to add them to their electronic notebooks.

Mr. PC will instruct them on how to upload them to the student’s Quia web site.

When all projects have been graded they will be uploaded to my student Quia class web page so that all projects may be posted for viewing. 
Mr. Painchaud will work with the students on this project throughout the week.  Mr. Painchaud will explain that their final grade will be based on completing all of the daily assignments associated with this project completely and successfully. 

Project Duration:  One week.

	

	

	Post Lesson Self-Evaluation
	Accommodations
	Student Initials

	
	
	Extended Time
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	Homework

	· None

	


