ShapeTracer 2- Level 1}

Shape

Instructional Tips and Tricks

e Introduce the concept of aloop Y o oo
o Loops will repeat the code ropeat (ER tmes

e Optional: program the whole code, and ; :;:“'s‘a"“’[“‘"”s pesd [sow )

show students how a Ioop makes the

process more efficient & rotate [l )

Load Ozobot Help
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Q?Cwlihg with @bct
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Instructional Tips and Tricks

e Geometry connection: the code
in the loop represents each side
of a square.

o Ask: How many sides does a
square have? How many
times does our loop need to

repeat? Help

~— move [forward | distance [ 10 steps | speed [ slow

¢) rotate

Q?Cwlihg with @bct



ShapeTracer 2- Level 3 g

shape 2
REEY

o e
e £33 tos
.—s move distance | 8 steps | speed [ slow |

¢) rotate

Instructional Tips and Tricks

e Geometry connection: this shapeis a g
slightly-rotated square —» move (forvard ] distance (8 siops | speed (siow |
e Remind students: set the light color
before programming the
corresponding movement

Load Ozobot Help

Q?Cwlihg with @bct
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Instructional Tips and Tricks

[¥8 setlight color .
& oo sign ot |

e Coding concept: Nested loops
o Explain that thereis a pattern
within a pattern.
o Ask students to identify the two
patterns @ rotte

Load Ozobot Help

Q?Cwlihg with @bct
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Shape @2
\_Tracer }

«=—> Movement §&f setlight color
~— move [forward | distance [ 6 steps | speed [ very fast |

mpeatmnmu

e Encourage students to identify where they e
can use aloop

. set light color

o Probe with: Where do you see a

pattern? Can we program that section -g—
with a loop? | © rotte (o1 |

.—» move [forward | distance [ 6 steps | speed [ very fast | Help

Instructional Tips and Tricks

Q?Cwlihg with @bct
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Instructional Tips and Tricks

b  Movement

e Logical reasoning + geometry:
o Ask students, “Why should we
trace the green square before the
red lines?”

Load Ozobot Help

Q?Cwlihg with @bct
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Instructional Tips and Tricks

= Movement
_ repeat [LEJ times

do E¥8 setlight color

— move distance [ 4 steps | speed [ slow |

e Geometry Connection:
o How many sides does this shape
have?
o Ifthis shape has 8 sides, why is i acii S
the loop only repeating 4 times? e

Load Ozobot Help

Q?Cwlihg with @bct
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Instructional Tips and Tricks

F#8 setlight color

.—s Mmove distance [ 10 steps | speed [ slow |

e Directions e
« o o %8 set light color
o As.k. studer)ts, How canwe effec’glvely D e | o (Zomes | o (2w |
utilize the ‘backwards’ direction? - g—
.—» move [backward | distance (2 steps | speed [slow |

o lses
.—s Mmove distance [ 10 steps | speed [slow |

Load Ozobot Help

Q?Cwlihg with @bct
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Instructional Tips and Tricks

] L08|Ca| reasonlng -— move [forward | distance [ 6 steps | speed [slow |

\
o Ask students, “Why would we 5 e

choose to use “backwards” in dim[mps -
this pUZZ|E? €) rotate [slight left |

-— move ( backward | distance [ 5 steps | speed [ slow |

¢) rotate

E¥8 setlight color

-— move | forward | distance [ 6 steps | speed [ slow | Load Ozobot Help

¢p rotate

-— move forward | distance [ 6 steps | speed [ slow |

Q?Cwlihg with @bct
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Instructional Tips and Tricks

repeat X3 times
do| 5§ setlight color

.— move [forward | distance [ 2 steps | speed [ slow |
. S 5] tumn top light off
. @
L H eI pfu I H | nt. _ .— move [forward | distance [ 2 steps | speed [ slow |

4
o Totrace black, turn the top light off B setighcor

~—» move (forward | distance [ 2 steps | speed [ slow |

E’! turn top light off

.—s move [forward | distance [ 2 steps | speed [ slow |

E?§ setlight color .

.—s move [forward | distance [ 2 steps | speed [ slow |
m turn top light off

~—s move [ forward | distance [ 2 steps | speed [ slow | {aad Ozobot Help

¢y rotate

Q?Cwlihg with @bct



