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Project Creative informatics with Baltie


Lesson 7: Helpers (Procedure) 2

Objective:

Practising of using helpers (procedure), commentary, review of previous knowledge

Guide to teaching:

Review of previous lesson

Learn up with  children significance of using helpers, the way how to make and use them. Check their homework and let children to perform it to the rest of the class..

Commentary

Commentary is a part of program which children do not like very much. They usually use the arguments that they understand their programs and they do not need any commentary. It is important to make children understand that good program is understandable for not only its maker but especially for its users. Let them to try it out.

Prepare already made program puzzle.bpr. for children. In this program Baltie conjures step by step the castle with two bastions. Ask children to adjust the program. The castle is supposed to have not two but three bastions. Problem is that source code is absolutely without any commentary and all the lines have the same length. Then give them the program puzzle1.bpr, which has source code clearly adjusted and it is with commentary. Ask children again to adjust anything in the program. After completing tasks discuss with them, which program was easier to adjust.

1. Rules for inserting commentary. Show to children how to insert text commentary to the program with assistance of icon 
[image: image1] village1.bpr, village.bpr
[image: image2]
Task 1:

Ask children to go back to their homework and request them to insert the text commentary in it. Then let children check mutually in pairs if the changed programmes are understandable and clearly arranged.

Tasks for attesting knowledge

It is necessary to show to children an extension of using command wait before solving of the tasks 2 and 3. It is needed to explain them that if there is just this command Baltie will wait on his site for any key to be pressed or button of the mouse. Only after that he will continue. But if children insert any number just after this command f.e.2000 [image: image3], Baltie will wait for pressing of any key just 2000ms = 2 sec ( in this case ).

The next simple task is for practising of this command.

Task 2:

Baltie plants alternately tree and mushroom on the bottom of the scene (except the last field) with speed 9. In the end he turns back and starts picking up mushrooms with normal speed. But Baltie will consider over every mushroom 3 sec if it is eatable or not and just after that he will pick it up. 

Solution: 
[image: image4] mushrooms.bpr
Task 3:

Bold and timid Baltie. Children are supposed to program a story, which has 2 parts. The first there appears the inscription Timid Baltie on the screen. There is a house in the left lower corner of the scene and an egg in the right lower corner. Baltie goes out of the house and goes slowly straight toward the egg. Suddenly the egg changes into a snake. Baltie stands in fear for a while and then he turns back and runs away into the house.

Then there appears the inscription Bold Baltie.  The scene is the same as before. Baltie goes toward the egg, which changes into the snake. Baltie stands in fear again, but now he conjures the snake back into the egg and he does even more:  he puts the fence around the egg. Then he goes slowly back into the house.

Solution: 
[image: image5] boldBaltie.bzip
Task 4:

Baltie – administrator of computer classroom. There appears the inscription of a story at the beginning of this programme. There is the name of an author (child) below it in the middle of the screen. After that there appears a scene with computers in the middle of the scene, which are arranged into the rectangle with dimensions 7 x 6 fields. The computers keep breaking down and Baltie as their administrator has to keep going around and repairing them. At the beginning he is very diligent and he goes around very quickly. He stops at every computer and a cloud around the computer means it has been repaired. But as the time goes on Baltie becomes tired and every turn around the computers is slower. After 5 turns there appears the inscription at the upper margin of the scene that administrator is fed up. Tired Baltie walks at the margin of the scene and disappears.

Solution: 
[image: image6] administratorBaltie.bzip
Homework:

1. Baltie – sportsman. Baltie wants to manage several sports. It is up to you what kind. But it is supposed to be at least 3. Try to use the simplest way to make the programme, use blocks of commands and helpers if it is necessary. Do not forget the commentary.
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