Unit 2D: Routes: controlling a floor turtle

Lesson 4

Objective

To reinforce the concept of control. To program a floor robot to follow a sequence of instructions and consolidate the 90° turn.
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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 we use is called a 90° turn.


4. Some children will be able to write a sequence of instructions unaided.


5. Other children will be able to write part of the instructions unaided.


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











Introduction


1. The children sit around the mat. They each have a “Where will Rosie go” booklet and a pencil. They can write their names on the front of their booklet. 


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. Go over the 90° turn.


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


4. Put Roamer on square 0.


5. Ask one of the children to instruct Roamer to move to the number 7 square in control language.


6. Write the instructions on the board and ask the children if they understand what you have written.


7. Tell the children that when they learn to write a new word they sometimes find it difficult and might only be able to work out the first or last letter. It is the same when learning to write instructions. They might write some of the instructions but not all of them. Tell them you need to find out which of them are ready to move on and which need more practice.


8. Demonstrate how to use the cards to build the sequence of instructions to get to square 6. Write this sequence of instructions on the board and program Roamer to go to square 6.














Activity


1. Put the first page (A4 size) on the board. Read “Rosie is on 0. How will she get to 7?”


2. Ask the children to find that page and fill in the sequence of instructions. Tell them just to fill in the parts that they can.


3. When they have finished tell them to close their booklets. Let a child fill in the instruction sheet on the board and program Roamer.


4. Do the same for “How will Rosie get to 8?” Remind the children to write a/c or l/r next to their turn arrow so it is clear which turn they are making.


5. Repeat this activity for “How will she get to 9?” Again remind the children to fill in as much as they can.


6. The next sheet is a bit more complicated. Roamer is staying on 9 and moving back to 0. Turn Roamer round to face the 4. Point out which way he is looking and ask the children to fill in their booklet.





Follow up Lessons


1. The results from this activity will be filled in on the blank assessment sheet. They can then be ordered to clearly show how the children have done.


2. The T.A. can then use this sheet to see which children need extra support.


3. T.A will record any strengths or weaknesses shown by the children and make a note any children whose results do not match their ability.


4. Any children who need extra help could repeat the “Where will Rosie go?” activity either individually or as part of a small group.











