Ms. C. Jackson
Day 4– June 20, 2008

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

1. Students will review learned objectives from day 3 about the Alice software application.  They will use class notes and materials to complete their assignment.
2. Students will understand how to create a list, add objects, and properly name them. They will use and view examples as needed.
3. Students will read, examine, and explore selected menu choices.  They will create a new game with variables and  a collection of objects
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)

ACTIVITIES:

1. Students will access the Alice software
2. Students will then create a simple game in Alice.  Under the details menu, they will use the tools for properties, methods, and functions.
3. Students will start with a castle building and a zombie object, for which they will add a series of actions, such as hide, invisible, pop-ups, random and other special movements. They will apply proper increments as needed.
4. Students will use 3-D text to add appropriate words, including ‘you win, you lost, number of hits, the end,’ and have them to appear on the screen at the proper times.  Add comments as needed.
5. Students will add fog variables for special effects. They will add sounds, music, and any other features to make the game exciting and challenging.
6. Students will practice and work with file until they produce desired results. They will introduce their games to the class and invite their classmates to play it.
COMPUTING IN THE MODERN WORLD ASSESSMENT – DAY 4
CREATING A GAME IN ALICE 
Review all notes and tutorials on the Alice software.  Refer to them as needed.
1. Open the Alice software and create a game that is challenging at your level.  Select objects from the local gallery (that can use methods) and design a special theme for the game.  All commands and instructions must be properly written.
2. Include in your game the following:  a series of actions, such as hide, invisible, pop-ups, sounds, music, random and other special movements, including proper increments as needed.  Add at least 6 objects and have a total of total of a variety of at least 15 actions. Add comments as needed.

3. Students will use 3-D text to add appropriate words, including: ‘you win, you lost, number of hits, the end’, and have them to appear on the screen at the proper times.  

4. Students will practice and work with file until they produce desired results. They will add any other features to make the game exciting and challenging. Save all work.
5. Students will introduce their games to the class and invite their classmates to play. 
6. Classmates will evaluate the level of challenge, creativity, and competency of game

RUBRIC FOR GRADING PROJECT
All components of game are properly working upon presentation

100 points

  --including a high level of challenge, creativity, and competency
Everything works, but no presentation




90- 99 points

Five to six objects with all of the relevant actions working


80-84  points
Three to four objects with all of the relevant actions working

75-79 points

Two objects with all of the relevant actions working



70-74 points
One object with limited actions





0-69 points
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