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Project Creative informatics with Baltie


Lesson 2:Baltie– introduction to programming 
Objective:

master modes Building and Conjuring Scene, saving scenes, get an idea about how to create a program in Baltie 
Guide to teaching:

Review of the previous lesson:
Review terms program, computer language, processor, data and memory together with children. Check their homework and using their examples discuss these terms again. 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.
Explain children that the first computer language they are going to work with is Baltie.
Building Scene Mode environment
1. Show children Building Scene mode environment. Show them how to set up this mode. 
2. From the beginning, lead them to opening a new scene in their own folder and naming it. They can do it using main menu or an icon[image: image1]. Saving scenes and later also programs will be much easier for them this way. Show them how to do this and do not continue with the lesson until every child opens his scene
3. Show them access to tile banks and the order of tiles in banks.
4. Show them how to insert a tile into the scene, copy a tile and remove a tile from the scene. Leave children to try all these. Give them a task to find out how many tiles can be inserted into the scene broadwise and highwise.  
5. In the end show children how to save a scene. Since the scene was created and named, they only need to use icon[image: image2].  Explain them the extension of a scene name created in Baltie. 
Task 1:

Create a new scene and name it. Try to build a picture of a house you like and finish the scene however you like it. Save finished picture.
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Conjuring Scene Mode environment
1. Show children Conjuring Scene Mode. Show them how to set up this mode. 
2. Leave children open a new scene and explain them that they are not going to insert tiles into the scene themselves now, but that they are going to use Baltie character to do that. Baltie only knows a few commands – move one cell forward, turn left, right and conjure a tile. Show them the icon using which they can quickly conjure the last conjured tile. [image: image4] Give them a short example of how Baltie moves and then let children work with it. Soon one of them will ask you how to remove a tile from a scene. If they do not want to conjure another tile over it, show them removing tiles using tile 1 from bank baltie.b00.
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Task 2:

Create a scene and name it labyrinth.s00. You can place different barriers that you must get through into the labyrinth. Move Baltie across the scene and remove the barriers in Conjuring Scene mode. 
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Introductory to programming:
Prepare enough sheets of paper. Take two children. One of them is going to be “Baltie” and the other one a “programmer”. “Baltie” only knows following commands: make a step, rurn left, turn right and put a sheet of paper in front of you. “Programmer’s” task is to command “Baltie” so as to create letter E on the floor using sheets of paper. Before children start, create one letter E for them. Then take the sheets of paper you used and give them to “Baltie”. Other children are to check commands given to “Baltie”.   
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First pair does the task while the “programmer” is looking at “Baltie” while giving orders. Then take the second pair and turn “programmer” around so he can not see “Baltie”. Now the “programmer” has to command “Baltie” using his memory. This task can be performed by couple pairs. While playing this game, you can explain children that this is the difference between Building and Conjuring Scene Mode and programming. When you made letter E you did it the way Building Scene Mode does it – you did it on your own. Conjuring Scene Mode is actually creating a picture using a middleman – Baltie. We give him orders like we do when creating a program, but we still see immediately what he is doing. When we start programming, we will have to give these orders from our head and will see the result after we run the program (in this case when we turn around in the end).  
Another alternative tasks for introductory to programming:

1. Divide children into pairs and give each pair some easy letter (I, H, E, T, F...) so that the others do not see it.
2. In the first part, children are to command a “processor” – their classmate like they did it in previous task, that is, they give orders and they can immediately see what has happened. While doing this, they will write down their commands.
3. They give the sheet of paper with given commands (=program) to another pair which is to perform these commands and find out which letter was given to the first pair. 
4. Then they can try to program creating of some letter without having a certain classmate to command, that is, they will command from their heads (using their memory). They hand their programs in, teacher mixes them and gives them out. Now everyone has a task to perform one of them and find out what letter or drawing it was. 
Homework:

1. Create a scene – a mind-bender. It can be a riddle or puzzle, the more creative task the better. The task for your classmates will be to solve this scene in Baltie in Conjuring mode in the next lesson. 
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