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Programming with Baltie – schedule for basic level (for children from 11 years old or gifted younger children)
1 lesson …. 90 minutes


[image: image1] -   if you started with programming from 1st or 2nd class (children 6 – 8 years old), you can take these lessons as reviewing and to take this part of schedule more quickly; if you start with programming only now, we recommand to take carefully all these lessons

[image: image2] -   this lessons are new probably for all children, we recommand to take carefully all these lessons
1. Introductory lesson

a. What is PC, a program, commands, data, processor
b. Experiments with commands, classification of commands

c. Creating of a first program (only with a pen and a paper)

2. Baltie – introduction to the programming

a. Basic mode: Building a scene
b. Second mode: Conjuring the scene
c. Saving scenes in files
d. Preparative exercises for programming

3. Creating of a first program

a. Novice programming mode backgrounds
b. Commands: go one field forward, turn to the left, turn to the right, conjure a tile, wait

c. Inserting of scenes to a program, correct saving of scenes

4. Block of commands

a. Simplification of finished programs, creating programs with blocks
b. Blocks nesting
5. Block of commands 2

a. Next tasks for blocks and nesting blocks of commands

b. Contest of the best program

6. Helpers (Procedures)
a. Correction and simplification of finished programs with helpers

b. Block marking, copying, cuting, deleting

c. Commands: set the speed of Baltie, turn to the east, to the south, to the west, to the north

7. Helpers (Procedures) 2
a. Comments

b. Next tasks for application of helpers

c. Practising of known commands
8. Working with graphic editor Paint

a. Correction of existing tiles

b. Copying of tiles

c. Saving of edited bank

d. Creating and saving of a new bank

9. Simple animations in Novice programming mode
a. Transparent and non-transparent tiles and scenes

b. Simple animation with scenes

c. Animation in one field

d. Moving animation, visible and invisible Baltie

e. Changing of Baltie`s animation – Advanced programming mode
10. Project – Fairy tale
a. Project analysing
b. Decomposition
c. Project development
11. Project – Fairy tale 2

a. Presentations of projects

b. Evaluation
12. Programming mode – Advanced – background, coordinates, animations

a. Working with background

b. Field and pixel coordinates

c. Conjuring on right coordinates, coordinates of mouse and Baltie

d. Automatic animations in one field, moving automatic animations
13. Random number

a. Conjuring on random coordinates

b. Random number of a tile

c. Using in animations

d. Developing of a first game
14. Multimedia

a. Inserting a sound

b. Inserting a picture

15. Areas

a. Inserting a picture to an area

16. Project

17. Project 2

a. Presentations of projects

b. Evaluation

