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DESCRIPTION:
The purpose of the lesson is to allow students to practice using Alice Programming to create an object that can move around a virtual world.
OBJECTIVES:  The students will be able to do the following:  (Number the objectives.)
1. Place objects in a world.
2. Add movement to the objects in Alice.
3. Add an appropriate sound to the objects in Alice.

INSTRUCTION PLANNED:
· Traditional:  Show students how to use Alice to create objects, add movement, and add sound.
· Nontraditional: Allow students to use Alice to create objects and add movement and sound.
MATERIALS:

· Teacher:
Computer access, Internet access, Alice program, grading rubric.
· Students:
Computer access, Internet access, Alice program, grading rubric.
LESSON PROCEDURES/BODY:    

· Focus
Ask students how many of them play video games. Show students some examples of video games and short videos created by other students by using Alice.
· Instruction

1. The student will listen, watch, and take notes as the teacher show methods that can be used to create objects and animate the objects (visual, auditory, kinesthetic).

2. The student will create a new object by choosing an object in the Alice program. (visual, kinesthetic).
3. The student will add movement to the newly created object using methods. (visual, kinesthetic).
4. The student will add sounds to the objects that are suitable for the objects drawn and the movements the object has been programmed to make. (visual, kinesthetic, auditory).

5. The student will save the file. (visual, kinesthetic).
· Closure/Summary

The student will play the file for the teacher and the class. (visual, kinesthetic, auditory).
· Evaluation/Assessment

The student will be evaluated for participation in the project.

The student will be assessed on the 3 objectives listed at the beginning of the lesson.
