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	TITLE: KIDSBOT



	LEARNING SCENARIO

	School: 
	Duration (minutes):
	40 + 40

	Teacher: 
	
	Students
age:
	



	 Essential Question:
	



	Topics:

	· Giving Comands and taking comands

	Aims:

	· They can create an algotritm to complate a task
· Thay can give comand to comlate a task 
· They can apply given comand to complate a task

	Outcomes:

	· Develops an algorithm for solving a problem.
· Recognizes the given commands and learns to direct the algorithmic flow.
· Takes and gives directions.


	Work forms:

· Work in pair

Methods:

	· Playing game

Meterials: 
· Grid
· Target like a toy or gift box
· Obstacle like a stone
· Worksheets












	ARTICULATION

	Course of action (duration, minutes)

	INTRODUCTION

	Lesson should take place around a large grid such as:
· An outside painted chess board.
· Grids in your classroom carpet.
· Making masking tape grids one the floor in your classroom.
· Draw a chalk grid either in your classroom or outside.

	MAIN PART
Why is it important to give very clear instructions? Have you ever been given unclear instructions and ended up doing the wrong thing?

Teacher prepare a target like a gift box or a toy and place it in a square in the grid. 
Two students are chosen to play game, one of the students is robot other one is programmer. The student’s eyes who act the robot should be closed.
The programmer shows the beginning point to robot and define the movements, for example:
If programmer touch left shoulder of robot, that mean is turn left. 
If programmer touch right shoulder of robot, that mean is turn right.
If programmer touch left head of robot, that mean is go forward. 
And programmer starts to give direction to robot to reach the target. 
Then, students or their roles are changed.
At the next challenge, some obstacle like stones can be used to make more complicated way to target. 
After game teacher distribute the worksheets to students, they work in pairs.
Simple robotic toys like the "Bee-Bot" have a very similar set of commands, and can be used to follow up.

	Topics for discussion  
[bookmark: _GoBack]Now that you have experienced being a programmer, what did you think was the most challenging part of being a programmer?

	CONCLUSION

	It’s quite common to think that programming is some kind of special talent that people either have or don’t have, but this isn't so! Like all skills, programming is something you learn through practice, making mistakes, and learning from them. An important skill that programmers need is to be able to communicate with others, especially when they are working out what the program should do; they also need to be persistent when finding and fixing bugs. Bugs happen all the time in programming, so being able to identify where the bug occurs and problem solving how to fix it is incredibly important. It doesn’t matter how experienced you are at programming, there will always be bugs that need to be found, and fixed. That’s why the word “debugging” is so important to programmers.. 



	Literature
·   https://www.csunplugged.org/en/topics/kidbots/
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