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5-14 ICT in Learning & Teaching

Controlling and Modelling - Logo

	Teacher Guide


	Attainment Target
	· Use a computer control simulation

	Exemplification of Strand
	· Understand and use:
- right 90. left 90

- clockwise/anticlockwise, 

to turn a ‘human robot’ (friend), also to use (open, close, grip) their hand to hold and lift an object.

· Draw any basic design (square, rectangle, etc.), on screen using a control software application (e.g. LOGO)


	Resources Needed
	· Activity 1: Instruction Cards for Human Robot – Pupil file 1.  Space to carry out movements (e.g. hall) and cones & beanbags or similar.  Computer not required.

· Activity 2: RM Window Box PC and Logo program e.g. Imagine Logo, Superlogo or MSW Logo. (free to download from http://www.softronix.com/logo.html. Click on the ‘setup kit’.)  Instruction Cards for Computer Turtle – Pupil file 2.


	Outline of Activities
(2 activities)
	Activity 1: Children work in pairs e.g. in the hall, to give instructions to each other that involve turning right/left/clockwise/anticlockwise/ forward/back/open/close/grip.  Some examples are given (Pupil file 1) but they could make up their own too.  The last 4 examples on this page are to practise using open, close, etc. for robot grip but these are not needed for Logo commands so can be omitted  Answers for others are: 1.square  2.square  3.square  4.rectangle  5.rectangle  6.stairs  7.L  8.+. 
Activity 2: This activity can be done using any LOGO software such as the ones listed in Resources needed above.  Instructions to get started with each of these three programs is given but other Logo programs can be used. (C&M Logo MSW– Help sheet, C&M Logo Textease Help sheet or C&M Logo Superlogo-Imagine – Help sheet). The Microsoft Windows Logo (MSW logo) is the least attractive looking of the three but it is free and does everything required.
Children do a similar exercise to activity 1 but use the screen turtle to draw some shapes then draw them again using simple repeat procedures.  The 8 examples given (Pupil file 2) repeat the eight examples they have walked out in activity 1.(answers as above)  They are then shown how to use the repeat procedure to draw squares and have to try to work out how to draw a rectangle (ex. 4) Repeat 2 [Rt 90, Fd 10, Rt 90, Fd 50]  This is included as an extension exercise and is done again in stage 6.



	In this activity you will learn to:

· understand and use:

- right 90. left 90

- clockwise/anticlockwise - to turn a ‘human robot’ (friend); to use (open, close, grip) their hand to hold and lift an object. 



Activity 1: Be a Human Robot
This activity is best done in the hall or where there is some space.  Work with a partner.  
1. One of pair to be robot and other controller.  Take it in turns so that each person gets a chance to be both.  The controller needs to have the instruction cards. (Pupil file 1)  The robot needs a marker (cone, bean bag, etc) to indicate their starting point.

2. The controller reads the instructions to the robot one at a time.  The robot starts at the marker and takes a step for every forward or backward instruction.  ‘Forward 3’ means 3 steps in the direction he/she is facing.

3. At the end of the instructions the robot should tell the controller what shape he/she has walked out.

	In this activity you will learn to:

· draw any basic design (square, rectangle, etc.), on screen using a control software application (e.g. LOGO)



Activity 2: Control a Computer Robot
1. Load your LOGO program – Superlogo, Imagine Logo or MSW Logo.  
2. Make sure the cursor is in the Command line box before you start typing instructions.  When typing instructions make sure a space is left after the command before the number is added e.g. - if fd50 is typed instead of fd 50 the message will appear I don’t know how to fd50.  fd and bk need a length after them and rt and lt need 90 after them to turn right angles.  Different angle sizes can be used too.
3. Try typing fd 50 then press Enter.  The turtle should move forward drawing a line as it goes.  Now type rt 90 and press Enter.  The turtle will be facing a different way.  Experiment for a few minutes driving the turtle around the screen using lt, bk, home, cs, pu, pd as well as fd and rt.  Use the sheet C&M Logo commands and abbreviations if you are not sure what these commands mean.
4. Use the commands given on the Instructions for Computer Turtle sheet (Pupil file 2) to make shapes.  Copy your shapes into the spaces under each set of instructions.
5. Look at the first set of instructions which make a square.  You should see that they are the same instruction (Fd 50 Rt 90) repeated 4 times.  Try this quick way of writing the same instructions:

Repeat 4[fd 50 rt 90]
· Type Repeat 4 followed by the open square bracket [
· Type Fd 50 Rt 90 then the close bracket ].  The instructions inside the brackets are repeated 4 times.  This draws a square when you press Enter.
6. Use the command Repeat to try to write the instructions for examples 2, 3 and 4.  Check with your drawings to see if you are right.  If you have time try some of your own repeat patterns.
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