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Lesson 3: Creating the first program
Objective:

Get familiar with Programming Mode environment – novice, commands make a step, turn left, turn right, conjure a tile, wait, saving a program, inserting scene, saving a scene that belongs to a certain program, saving a program in bzip format 
Guide to teaching:

Review:
Shortly review what a program, computer language and a processor is. Check homework. If children did their homework on a computer, let them send it to you as an attachment via e-mail either from home or in the beginning of the lesson. Give them some time to solve their mindbenders in Conjuring Scene mode. Review the difference between this mode and programming we are going to do now.  
Programming Mode environment - novice
1. Show children the Programming Mode environment – novice. Show them, how to set up this mode. Point out, that while they were working in Conjuring Scene Mode, they could only save a finished picture. If someone asked them to create that picture again, they would have to start from the very beginning. Programming Mode – novice enables them to write a program for Baltie and save it so that anyone can use it again.  
2. Explain children the meaning of – panel of commands 
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, the area on which we place commands, running a program, deleting a program[image: image2], access to tile banks [image: image3], access to Building Scene Mode[image: image4] - where they will create scenes for their programs’ background.
3. Again lead them to open their new project1 in the beginning and name it. It is very important in this mode, otherwise children will have problems not only with saving the program itself, but also with saving scenes and tile banks from this program.  
4. Show children how to give commands and tiles in a short presentation, for example [image: image5]. After every command you add, show them created program. Ask children, how far Baltie will move while making one step and how many do they think he will have to do to get to the end of the scene. If children remember the number of cells broadwise, they will probably say 15. That is when you need to correct them, and tell them that Baltie already stands in the first cell. Leave them to try working with the commands, access tile banks and run programs for a while. After 2-3 minutes, ask children to delete the trial program. 
5. Tell children to open a new project called house.bpr. Explain them that we are going to create a program in which Baltie is going to build a house and stand at its other side when we run it. 
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First build a house in Conjuring Scene mode together with children. They do not work, they just tell the teacher what to do. Make sure that all children participate in this activity, if some of them do not, you can not continue. Then teacher switches into Programming mode – novice. Children again tell the teacher what to do in order to build a house and teacher corrects them if necessary. It is important to show children from the very beginning, that the program is to be inserted into new lines so that every line would stand for some logical step, for example building ground floor, lower part of the roof, upper part of the roof, and so on. Only after the teacher creates the whole program and checks it by running it can children start working on their own programs. Children should not see the solution created by the teacher in this stage.  
Solution: 
[image: image7] house.bpr
Now we decide that our house could be on a pretty background with shining sun, woods, mushrooms… Again show children quick switching into Building Scene Mode where they can create the background. It is necessary to show children that saving project is very easy (just using a particular icon) if they have it named right from the beginning. If, for some reason, the scene were not saved right, that is under the same name as the program, it is necessary to show children how to save it using command Program – Save As. Sooner or later, children will for sure use this method for saving several scenes of one program.  
After saving the scene, emphasize that the scene was saved under the same name as the program was, that is house.s00. Explain children that if they do not use this method, the program will not work right. Show children how to transfer a scene into a program using icon [image: image8] a particular command [image: image9] will be created in the program into which the scene will be transferred. Do not forget to emphasize continuous program saving. 
Solution: 
[image: image10] house1.bzip
Now Baltie wants to go for a little walk in front of the house, he walks to the end of the screen and then walks back to the house. While solving this task, show the ability to insert a new line between existing ones and also using digits [image: image11] to simplify the program. 
Solution: 
[image: image12] house2.bzip
In the end show children that they already have two files in their folder that belong to the program and that as the time goes they can have many more. If we wanted to transfer our project to another computer, we would have to transfer all these files. But if we do this, we might forget some of them. That is why we save projects containing of more than one file in bzip format which we chose while saving from file type list.  
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Task 1:

Create a program in which Baltie has a labyrinth in the background. His task is to walk through the labyrinth. Let children come up with Different barriers and teach Baltie how to get through them.  
Homework:

1. Take your labyrinth home and improve it.
2. Create a card from Baltie for your parents or friends. Create a scene in the background in the middle of which Baltie can then conjure a greeting using letters (bank 2 and 7). It will be great if you can improve your program in any way. 
� For us a project is going to be a program and all files created with it for example scenes, banks, audio and picture files and so on. If no such files exist, a project is the program itself.   
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