Introduction To Programming With RobotBASIC (Lesson Plan 6)


Introduction To Programming 
With RobotBASIC

Lesson Plan 6: Using the Mouse

Setting and Equipment:

The teacher should have a computer connected to a projection screen so that all students can follow the activity and interact with the presentation.  Ideally, each student should have his or her own computer (or perhaps one computer for each two student group).  

The teacher should have a reference copy of RobotBASIC for Beginners (RBFB).  Student copies are optional but recommended.  Reference for this section is Chapter 5
Students should have fundamental computer skills (keyboard and mouse) and completed Lessons 1, 2, 3, 4 and 5.

Thoughts for the teacher:
At this point, the students finally have enough knowledge to create programs that can really motivate them.  This is a complicated lesson, so it is important that extra time should be taken if students do not understand the concepts properly.  At the end of this lesson, students really have a glimpse into how programming works.  The concepts of  “drawing” and “animation” should not be taken lightly – they are the basis for many complex programs introduced later in the book.  Students have used programs (e.g. games) that perform actions based on what buttons they clicked.  Make sure they understand that the buttons they have used in other programs are just more sophisticated versions of the buttons created in this lesson.

Objectives:

Upon completion of this lesson, the student should be able to:

· Utilize all three parameters of the ReadMouse command in simple programs.  

· Explain how simple drawing and animation can be created with a program.   

· Create simple button areas on the screen and detect when the mouse is clicked in those areas. 

· Write simple programs that utilize “buttons” to control how the program performs.

Lesson Outline:
I. Example Program [30 minutes]

a. Use mouse-buttons to decide which of two shapes to be drawn (at the current mouse position).

b. Demonstrate how the program can “draw” when the buttons are held down.

c. Add a ClearScr to demonstrate the principles of simple animation

d. Examine some example expressions that may be used to make decisions

II. Creating BUTTONS (first complicated program) [40 minutes]

a. Show how to create simple “buttons” on the screen

b. Explain how WITHIN can be used to determine if a button has been pressed

c. Analyze a program that can “draw” on the screen using different shapes (based on the button used) and different sized “brushes” based on the button pressed)

Evaluation Criteria:

Satisfactorily complete each of the performance based objectives above.
For more advanced students you may wish to assign problems at the end of the chapter.
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