First Programming Activity - Physics

Abstract: This activity builds on the concept of computer code as a set of instructions introduced in the VANTS activity.  It is a vehicle to systematically introduce TNG basics in a game-like setting. 

Students learn TNG basics as they design a set of instructions for their agents to follow that will get them the highest number of points.  Students keep a record of the changes in code and score over time.  Discussions of programming strategies bring each group’s discoveries to the attention of everyone in the class.   

Approximate Time: 1 period

	Lesson Description
	Materials
	Learning Goals
	TNG Programming Concepts/Blocks

	Students learn TNG basics by building a procedure that will earn them the highest score.  
	first program.sltng

StarLogo TNG 101 lesson 1_092008. ppt

	Continue introduction to programming and simulations.

Prepare kids to use simulations, in general, and, TNG, in particular as learning tools.
	Building Code

Procedure as a set of   instructions.

Code for this activity
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Activity:   The First Programming activity comes from the StarLogo TNG game design curriculum.  (http://education.mit.edu/drupal/starlogo-tng/gamecurriculum).  The activity materials are included in here, but to get the most updated materials for the activity, refer to the game curriculum website. Student worksheet puts the activity in the context of physics learning.

Student Worksheet:

As you do this activity, you will be able to refer to the “First Programming” ppt that we just saw.  It is ……………………………

Background

A procedure is a set of instructions for agents in the virtual agent to follow.

In this activity you will be designing a procedure for a set of agents to follow. You goal will be to get the highest possible number of points.  

Procedure: 

Go to programs(Paint.  Open paint

Open a word doc.  

entitle it Intelligent Design, your name, partner’s name.  Save it to…….

Run TNG once.  Save TNG to ………..as Intelligent design your name, partner’s name.

Now you will modify your code to increase the number of points scored.

Choose your instructions from the set of blocks in the Movement drawer.

Drag out some blocks and attach them to your procedure as demonstrated.  Run. 
Then go to File(save next version.

Record Blocks you used and the score.  

Press print screen. Paste screen shot into paint.  Select area of interest.  Copy into word.  Record score in word, with a comment about what worked and what didn’t in your code.   

If you are not satisfied that this is the best possible set of instructions, make other changes in the code.  Run.  Go to File(save next version

Print screen to record blocks you used and score…with a comment about what worked and what didn’t.

Repeat until you are satisfied that you are the winner.

Results:

Clearly display selected code and score.

Discussion:

Describe the process you used to modify and select code.

Describe some strategies that worked and some that didn’t? 
In what ways do you think this activity was a good model of the design process a scientist or engineer might use?  In what ways is it not?

Debrief: (for teachers)
Encourage students to share their strategies, while enjoying the game-like nature of the activity.

How did they decide on what changes to make?  How did they decide what changes to keep?

Use the discussion to talk about the processes scientists and engineers use in their daily work.  Ask students to compare the activity to problem solving he/she may do outside of school.
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