Ms. C. Jackson
Day 3 – June 19, 2008

LESSON PLANS FOR COMPUTING IN THE MODERN WORLD
USING ALICE SOFTWARE
OBJECTIVES:  

1. Students will review  learned objectives from day 2
2. Students will understand the  introduction of  the Alice software and learn basic terminology

3. Students will read and comprehend selected Alice tutorials as they explore and learn the basic menu layout for Alice software
4. Students will be able to create a new ‘world’  and add a variety of class objects, parameters, variables, and methods to the this file
5. Students will practice and work with file until they produce desired results

ACTIVITIES:

1. Students will access the Alice software
2. Students will read, examine, and explore selected menu choices 
3. Students will create a new world (file) and add a variety of objects to create a complete scene for a farm with appropriate animals and fixtures
4. Students will use properties, methods, and functions to make a variety of sounds, movements, and variations.  They will explore and practice with objects and all the various menu options. Save objects and file (world)
5. Students will present their Alice worlds to the class
ASSESSMENT:

Students will use objectives studied in this lesson to create a project using the Alice software.
COMPUTING IN THE MODERN WORLD ASSESSMENT – DAY 3
ALICE PROJECT

Review all notes and tutorials on the Alice software
1. Open the Alice software
2. Create a new world file with a special theme, such as a day at the farm, on the beach, in the city, etc.
3. Have  at least 4 objects from 4 different classes

4. Have your objects do some actions-some at the same time and some at different intervals. Create new parameters, new variables, and new methods for each object.
6. Present your finished product to the class. Make needed explanations and answer questions.
RUBRIC FOR GRADING PROJECT
All components properly completed



100 points

Everything except presentation



85-99 points

Six to seven objects with all of the required actions

80-84  points
Four to
 five objects with all of the required actions

75-79 points

Two to three objects with all of the required actions

70-74 points
One object with limited actions



0-69 points

Grading Scale

90 – 100

A

80-89 B

71-79 C

70


D

69 –below

F

