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Project Creative informatics with Baltie


Lesson 4: Block of the commands
Objective:

block of the commands, nested block of the commands, Baltie’s speed, review of gained knowledge 
Guide to the class:

Review:
Leave children explain you the difference between Conjuring Scene Mode and Programming – novice. Review the exact meaning of commands: make a step, turn left, turn right, wait. Check homework and leave children to show it to their classmates. 
Block of the commands
1. Let children create a new project called flowers.bpr.
2. Children should first create a program, in which Baltie conjures 5 flowers, one by one. All pupils will probably create following solution: 
 INCLUDEPICTURE "Lesson4/pict01.JPG" \* MERGEFORMAT \d 


. Try to lead them to the fact that the more flowers we would want to create, the longer the program would be, and we would write the same things all the time. Show them the parallel between the command sequence  and their simplification[image: image2]. Explain them, that in case of yielding 5 flowers, it is not repeating of one command but two. That is why it is necessary to explain what all should be repeated 5 times. That is what brackets [image: image3] are going to be used for, using which we create a block of the commands and say how many times is this block to be repeated (you can use math to help you here) [image: image4]. To check if children understood the command, show them this alternative [image: image5] and ask them what is going to happen in the program. Check their answers by running this program.
3. Leave the children now create a program in which Baltie walks around the whole scene and yields flowers around it. The best solution children will come up with at this point will probably be the following:
 [image: image6]
Most of the children will also have their commands very irregularly indented, so the fact that a certain part of their program is repeated twice will not be obvious from their solution. Therefore try to lead them to simplify the program showing them the right indenting first, and only show them the simplest solution in the end. 
Solution: 
[image: image7] flowers.bpr

Sooner or later, children will find checking program more difficult because of them having to follow some parts again and again. Then you can show them the command Baltie’s speed[image: image8]:

	Baltie’s speed
	How it is displayed and when we use it 

	0
	Baltie always performs another command after mouse click, it is usually used for finding errors in a program, this method is called program steps 

	1 - 4
	Baltie walks slower

	5
	Baltie’s default speed, if we do not set up any speed in the program, Baltie moves this quick 

	6 – 7
	Baltie moves faster, we can still see his movement 

	≥ 8
	Baltie is moving so fast we can not see his movement and we do not see Baltie while performing commands either 

	∞
	we do not see Baltie’s movement or Baltie while performing commands and we also can not see him after these commands are finished 


Do not forget to point out, that the speed they set up is going to be used from that moment, till they change it again. 
Task 1:

Go back to program house.bpr again. Tell children to open their projects and modify them so that Baltie conjures not one, but three houses inline. 
Solution: 
[image: image9] house2.bzip
Task2:

Now we are going to add something to the previous task. It is day at the program. When Baltie is finished with the houses, night will come and Baltie will have to go through all of them and light lights in them, which will shine from the windows. Again try to use block of the commands so the program is as easy as possible. 
Solution: 
[image: image10] house3.bzip
Before or while working on the solution, it is necessary to explain children that new scenes from a particular program must have the same name as the program, but the number of the scene will change in the extension from 00 to 01. This way the scenes from one program will differ. 
Another problem will be the new night scene being on top of everything including houses. You will cover transparency in more detail later, now it is enough for children to know that if they put transparency command  [image: image11] after transferring scene command, areas which were clear will be transparent. It is not totally accurate, but too much information would not be good at this point. But if children do not want the houses to be covered by tiles from the scene, it is necessary for them not to put anything on the area with houses.  
Task 3:

Now let’s try something different.  

1. Leave Baltie build a staircase. He is to run down this staircase. 
2. If you can do it, try to modify program so that Baltie runs up and down the stairs for ever. 
Solution 1: 
[image: image12] stairs.bpr
Solution 2: 
[image: image13] stairs1.bpr

Homework:

1. So far we have played with houses, which was not that difficult. But now try to program Baltie to build a castle you would like. First think this program over and try to simplify your work as much as possible using blocks of the commands. 
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