StarLogo TNG Orientation Workshop
Objective: Orient students to the StarLogo TNG interface and create a simple program.

Skills:

· Working in pairs using driver/navigator roles

· Navigating in Spaceland

· Using breed editor

· Opening drawers

· Dragging out blocks

· Connecting / disconnecting blocks

· Running code

· Creating agents

· Using basic movement blocks
· Using collision blocks

· Editing terrain

Materials

· 1 Student worksheet per pair (orientation worksheet.doc)
· Chart with driver/navigator roles (see driver navigator skit.doc)
Notes:

· The orientation takes about 1.5 hours of class time, or about 2 class periods. 

· If you’re printing the student activity sheet on both sides of the paper, choose the setting to flip on the short edge, like the image below. You may want to print out just 1 copy to test first, to make sure that the pages flip correctly.
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· The Spaceland navigation section assumes that you have just started StarLogo TNG.  Make sure to close and re-open StarLogo TNG before beginning the worksheet.

Procedures

1. Assign students to work in pairs as they enter the computer room.

2. Show StarLogo TNG, point out the two windows and go over basic terms:  palette, drawers, blocks, canvas, pages, mini-map, trash can, spaceland, runtime, speed slider, maximize/resize windows, agent (i.e. like a “secret agent” that you can give instructions to).  Demo opening a drawer, dragging out some blocks, connecting them and deleting them, using scrollbar and mini-map to move around canvas, moving around the camera in Spaceland. Also explain briefly that programming in TNG is putting together a sequence of instructions for the agents to follow.
3. Explain today’s activity – learn how to move around in Spaceland, create a simple program; if time, edit terrain

4. Explain Driver/Navigator roles – use real life analogy of driving a car. You may also want to use the skit in driver navigator skit.doc.
5. Tell/show students how to start up the software and go to File menu ( Save Project As ( [students’ names].sltng

6. Ask students to decide with their partner who will drive/navigate first. Hand out worksheet to Navigator

7. Wrap up – get feedback from students about what they liked and any questions they have.
