STARTALK

A 2014 Student Program Lesson Plan

For step-by-step help in completing this document, please see the accompanying guide
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Date: | Jule 28, 2014 Class: LEGO Robotics & Astronomy Project. Lesson 4 “The main ideas of robotic
software”

Definition and Guiding Question

LESSON LEARNING EPISODE

For the purpose of this STARTALK template a lesson is defined as a single For the purpose of this STARTALK template a learning episode is defined as
learning experience lasting no more than ninety minutes. Learning experiences | a learning experience that addresses a specific aspect of a learning target or
occur both in the classroom and/or in other settings. Longer blocks of time can-do statement. Learning episodes typically provide a limited amount of
will involve several learning episodes and lesson plans. input with time allowed for guided and independent practice. The amount of

time allotted for a learning episode is approximately equivalent to the age of
the learner and will rarely be more than twenty minutes.

Questions to Consider Before and During Lesson Planning

Do the activities in the lesson

provide sufficient opportunities for understanding new words before expecting production?

provide multiple, varied opportunities for students to hear new words/expressions used in highly visualized contexts that make meaning transparent?
provide students with an authentic purpose for using words and phrases?

engage all students (as opposed to just one or two students at a time)?

give students a reason for needing to/wanting to pay attention and be on task?

vary in the level of intensity and the amount of physical movement required?

take an appropriate amount of time considering the age of the learner?




= make the learner, not the teacher, the active participant?

STAGE 1: What will learners be able to do with what they know by the end of this lesson?

DO

What are the learning targets for this lesson?

KNOW

What vocabulary, grammatical structures, language chunks, cultural knowledge, and content
information do learners need to accomplish the lesson can-do?

Interpretive Reading

The students can get factual information about
programming options and alhorithms from articles
and teacher’s presentation. The students can
exchange gotten information with peers during
discussion Adv.M.

The students work in groups in the computer labs. The students ask and answer each other’s questions
about Astronomy&Engineering topics and create a robotic program as a result of discussion.

The main stage of program creation: mocraBuTh 3aaa4y, ONPEICTUTh YCIOBUS ACATSIHOCTH 00bEKTa,
OMPEIEIUTh HAYAIIbHBIC M KOHEYHbIE YCIIOBHS, COCTABUTH CXEMY PEIICHUS;

Terms related to Computer Science: nukJ, eciu...To..., OKa. .. JeNai. .., TOBTOPHUTH, IEpeMeHHas,
KOHCTaHTa, CB3H, OJIOK, OAIpOTrpamMma, A3bIK MPOTrpaMMHUPOBAHUS, OTIa/IKa, CKa4yaTh, 3aIlyCTHTh,
OKHO, IIPOEKT.

Interpersonal Communication

The students can get information and express their
own ideas and opinions when engaged in lengthy
conversation related to the research project topic.
Adv.L.

The students can listen, understand teacher’s presentation and answer questions and state their opinion
after presentation

Lexical and morpho-syntactic means to say ‘think/consider/believe/it seems to me/ from my point of
view/from the perspective of’: s dymaro, nonaearo, cuumaro; Mue Kaxcemcs, ¢ Moel MoOUKU 3peHust,

Terms related to STEM topics:

Computer Science: cocTapieH#e alTOPUTMOB, HAIIMCAHUE TIPOTPAMMBI, SI3bIK TPOTPAMMHUPOBAHUS,
porpaMMHbIe OJIOKH, yIIpaBlIeHHE 00bEKTOM,;

Robotics: 6a3oBast Mo/ielb, CEHCOPBI, OCHOBHBIE OCH, KOJIECa, IIAacCH, OJOKH YIIPaBJICHHs, CEHCOPBI
JBWDKEHUsI, OOJIBIION 1 MaJIblii MOTOPBI, Kabenn, TOBEpHYTh HAJIEBO, TOBEPHYThH HAIIPABO,

PhySiCS: YpaBHCHUC ABUXKCHHSA, CKOPOCTb, pACCTOAHUC, ABUXKCHUC BIICPC/, Ha3a/Jl, OCTAHOBKA.




Interpretive Listening The students solve Math and Computer Sciense problems and exchange their findings during STEM

lessons and astronomy research project.
The students can ask, follow, and give directions in essons and astronomy research projec

process of coding robotics programm and in some Math terms: anuHa OKpY»)XKHOCTH, pagnyc Kojeca, MPOHIeHHOE pacCTOSIHUE, YToJl MOBOPOTA, YHCIIO,
complicated situations during Math problem solving | 3HaueHue, OTHOIIEHHE, ypAaBHEHHE, MHOKECTBO, IEpeMEHHas1, GYHKIMSA, pauyc, T1aMeTp, JUTHHA
Int. H. OKPY>KHOCTH;

Understanding the structure of a Math problem genre (‘“body”-narration and a question): Omnpenenure
pacCTOAHUC; HAHCCUTC MOJTYYCHHBIC JAaHHBIC Ha rpachK, Haﬁm/ne OTHOLIICHUEC (HaKJ'IOH, yFOJ'I),
HOCTpOfITe Fpa(l)I/IK 3aBUCUMOCTH CKOPOCTHU OT BPEMCHU,COCTABTC Ta6m/1uy JaHHBbIX OJIsI HECKOJBbKUX
WCTIBITAHUM, HAllIUTE CpeIHEE 3HaUCHHE

STAGE 2: How will learners demonstrate what they can do with what they know by the end of the lesson?

What will learners do (learning tasks/activities/formative assessments) to demonstrate they can meet the lesson can-do?

The students learn the basics of algoritmic programming: coding, algoritm creation. The students learn different types of alhorithms through specific problem
solving.

The students do LEGO robotics research. The students develop programming skills focusing on manipulating the EV3 software and learn simple programming
tasks, such as forward, backward, and turning robot movements.

STAGE 3: What will prepare learners to demonstrate what they can do with what they know?

How will you facilitate the learning?

What activities will be used to ensure learners accomplish the lesson can do? What will the teacher be doing? What will the students be doing?

Opening Activity

The teacher sets the main goal of the lesson for the students by brief discussion “What is an alhorithm?” Time: 10 min




Learning Episode

The students listen, watch and understand teacher’s presentation about the different types of alhorithms. The students use information Time: 20 min
from presentation to make an examples of alhorithmic behavior in evereday life.

Learning Episode

The students learn to work with special LEGO EV3 educational software for understanding its basic tools and functions. Time: 20 min

Learning Episode

The students learn to solve the simple programming tasks such as forward, backward, and turning robot movements. Time: 30 min

Materials needed for this lesson

e PowerPoint Presentation about the basic of alhorithm creating

e LEGO EV3 educational software
e LEGO EV3 educational kit

Reflection/Notes to Self




