Unit 2D: Routes: controlling a floor turtle

Lesson 3

Objective

To reinforce the concept of control and how to instruct the floor turtle to move forwards and backwards. To introduce the 90° turn.


	
	
	

	
	
	

	
	
	

	
	
	


Example of how the mats might be set out.



Expectations


1.That all children will understand that Roamer needs to turn to reach some areas on the mat.  


2. That all children will understand that a Roamer turn is very small.


3. Some children will remember that the turn is called a  “90° turn”.


4.Some children will be able to work out a sequence of instructions and key them into Roamer.


5. Other children will be able to use the cards to help them work out a sequence of instructions and key them into Roamer with adult guidance.


6. Some children may find a sequence of instructions hard to deal with and will need more explanations and practice











Introduction


1.The children sit around the mat.  


2. Refresh the children’s memory about instructing Roamer. Remind them to clear memory. Show them on the instruction-planning sheet how Roamer likes to know which way and how far.


3. Use the Roamer mats to build a three by four floor plan in different colours (depending on room).


4. Instruct one of the children to stand on the red square, explain that they are going to be a robot.


5. Ask one of the children to instruct “our robot” to move to the blue square in control language. They will realise that he needs to turn.


6. Do the same activity with Roamer. The children will see that one Roamer turn is very small. With a bit of help and guidance let them discover that one of our turns is 90 Roamer turns. Explain that this is called a 90° turn and that this is very clever junior work!


7. Stand up and demonstrate a turn to the right (clockwise) and a turn to the left (anticlockwise) Demonstrate on the board how to write the instructions for a 90° turn.


8. Demonstrate how to use the cards to build the sequence of instructions to get to the blue square.


9. Write this sequence of instructions on the board and program Roamer to go to the blue square.











Activity


1. Put some coloured counters that match the colours of the squares into a tub and ask a child to pick one out.  


2. Let them use the cards to work out their sequence.


3. Help them to write them on the instruction-planning sheet.


4. Let them key the instructions into Roamer. (The rest of the class can whisper the instructions out with you, making sure that the button beeps can still be heard.


5. Repeat this activity with different children choosing counters.





Follow up Lessons


1. Children work in small groups with T.A writing simple sequences.


2. T.A will record any strengths or weaknesses shown by the children.


3. The children will receive their 90° turn Roamer licence if they are secure in this. 


4. Some children may need extra help with this and the T.A will keep the teacher informed.


5. The next class lesson will reinforce these skills











