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5-14 ICT in Learning & Teaching

Controlling and Modelling – Softease Turtle

	Teacher Guide


	Attainment Target
	· Control a screen image through simple instructions, e.g. a turtle

	Exemplification of Strand
	· Move their body from a standing position in different directions, e.g. ‘forward two paces’, ‘turn to the left’, ‘lift up object’, etc.
· With assistance, use suitable application software (e.g. LOGO) to control the movement of a real or virtual object (e.g. a turtle) at a basic level.


	Resources Needed
	· RM Window Box PC
· Softease/Textease Turtle or Easiteach Turtle


	Outline of Activities
(3 activities – 1 in C&M Roamer walking)
	Activity 1: Do Activity 1 from C&M (Roamer) Level B Stage 3a.  This is an off computer activity that does not involve using the Roamer or a computer.  It is important that children walk out the instructions before doing similar ones on screen.
Activity 2: In this activity children watch the turtle drawing shapes then use First Logo to experiment with using the screen turtle to draw their own shapes.  They do not need to do the shapes in the examples but should manage squares and rectangles and some of their own.  They can use other Logo screens but First Logo is clear and only has buttons for forwards, backwards, right, left, pen up, pen down, home, clear and print.  Unfortunately this program uses 45° turns so make sure children know to press the turn button twice to get a quarter turn.  However, the 45° turns do allow children to draw a greater range of shapes.
Activity 3: Children use an example Dino Island to move the boy turtle across the island avoiding the dinosaurs and the hill to reach the ship.  As an extension, this activity can be repeated using the green keypad.  This is the second level of keypad which uses the logo commands forward, backward, left 90 and right 90 instead of arrows.  The children should change the forward and backward distances to 10 rather than 20.  Do this by clicking on the down arrow.  The turtle then moves forward one square at a time when the button is clicked.  If pupils click on the blue arrow head at the bottom right side of the keypad this replays the path taken by the turtle since the start.  This can send the turtle all over the screen if it has had lots of directions.  To reset it click on the green level button and the red record button before returning to the yellow level.



	In this activity you will learn to:

· control a screen image through simple instructions, e.g. a turtle – using First Logo.



Activity 2: Use a Turtle to Draw Some Shapes
[image: image5.png]Lioad a Textease or text file

5 Tute -] c®ckE-
Ls (8] shapes
(8] vaze

MyRecent | 3] rid bess
Bocumets |13 P

@ [
(3]s

Dekion | o

(SrolngDemo

w (S0ther

My Docurents

My Computer

Q

My Network — File name: I
Places

Files of type:





1. Load Softease Turtle or Easiteach.
2. Click on the File menu (top left in Softease, bottom right/left in Easiteach) and click on Examples.
3. Open Shapes by clicking on it then open or double clicking on the icon.
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4. Click on the red shapes one at a time and watch the turtle draw the shapes.  The green star cleans the screen and the yellow arrow puts the turtle back to where it started.
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5. When you have finished drawing shapes, cIick on the File menu (top left in Textease, bottom right/left in Easiteach) and click on Examples again.
6. Open First Logo by clicking on it then open or double clicking on the icon.

7. Now try drawing some shapes of your own.  If you want to make a square corner (right angle) you will have to click the turn arrows twice.  The pen up icon allows you to move the turtle without drawing.  Remember to click the pen down icon when you want to start drawing again.  The home icon takes the turtle back to where it started.  The rubber clears the screen and the print icon allows you to print out any good designs.  Check with your teacher before printing.
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Try drawing some of these shapes:
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	In this activity you will learn to:

· control a screen image through simple instructions, e.g. a turtle – using Softease or Easiteach Turtle and forward, back, right and left commands.



Activity 3: Avoid the Dinosaurs on Dino Island
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Load Softease Studio / Textease Turtle or Easiteach.
2. Click on the File menu (top left in Textease, bottom right/left in Easiteach) and click on Examples.
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Open Dino Island by clicking on it then open.  You will see the map.
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If the key pad is not open, click on the keypad icon to open it.  In Softease this is on the menu bar; in Easiteach it is on the turtle toolbar which is opened through Toolbars.

4. Your task is to direct the boy at Start to the ship on the other side of the island.  You must avoid the dinosaurs and the hill which is dark green and brown on the map.  Use the arrow keys on the key pad to move him.  The house button returns him to the start and the rubber clears the trail he has made.  The blue arrow head replays the path the turtle has taken since you started.  To reset this if you have made a mistake click the green square at the top then the red button at the bottom.  Click on the yellow square again to return to the yellow key pad.
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