Teacher Guide


Unit 2: Send in the Doctors Part 1 

Objectives

1. Define the characteristics of an epidemic.

2. Identify what role health officials like doctors have in the event of an epidemic. 

3. Introduce students to the general TNG mechanics and programming techniques.

4. Discover how small changes to a simulation can have drastic effects on the model.

Materials

· Playing cards

Part 1: Review what an Epidemic is.  

1. Assign and review navigator/driver roles by handing out cards (black-driver, red-navigator).

2. Open Starlogo epidemic project file and review the simulation we worked with last time.  What did we find out?  What are the characteristics of an epidemic?

a. (DEMO) First setup and run the simulation.  What do people observe is going on?  

b. What do the different widgets/buttons do and mean in the Spaceland window?  What else do you see?  Does it happen the same way every time? 

c. Try different recovery time settings, what happens?  For each setting, is it epidemic? 

d. Discussion: What do people think epidemic means?  What are the characteristics?  

Part 2: Programming activity 

1. Add autonomous doctors into the simulation and compare graphs and strategies to see the effectiveness of programmed doctors.

a. Explain the use of the handout for the different roles.  (Navigator should have the worksheet to guide the Driver.) 

b. If you finish early, there are exploratory steps.

c. Refer to Teacher Activity Handout for step-by-step guidance in running the activity.

2. Challenge for students: Can you stop the disease spread from becoming epidemic?

3. Encourage students to make small modifications to model, such as changing size of doctors or numbers of people in the simulation.  How do these small changes effect the simulation.

Part 3: Wrap-up: 

a. Determine which groups were able to create effective doctors.  

b. What were their strategies?  Discuss feasibility of each strategy with students.  (For example, if they add lots of doctors, ask student if they were a government official on a budget would this work?  If they made the doctor large and stay still, what is that analogous too?  A hospital.)  

c. How realistic is this model?  (i.e. do people really heal instantly?)

d. How can we make this fun or engaging?  How can we turn this into a game?  

