[image: L:\Dpts\ITIS\_Projects\ITIS_Projects\BeeCreative4Kids_FNR-PSP-FLAGSHIP_2016\03.WP_Production\WP1 Project Management\Logos\Kniwwelino\Kniwwelino_Font_Picto_72dpi_rgb_H100mm_R.jpg]
|||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||[image: https://www.lineex.es/wp-content/uploads/2016/06/english-flag-300x196.png]


IntroductionK001

Objectives










Overview











In this lesson, students will become acquainted with the Kniwwelino and its constituents. They will also learn on the application of visual interface. Then, they will practice how to set their Kniwwelino up in order to write their programs. The  [image: ] will be the first category of blocks students will become familiar and they will write their very first program with it. Finally, the students will execute their programs on Kniwwelino board.  

Students will be able to:
· Distinguish the application of EGB LED, Buttons, and LED Matrix, and USB Connection.
· Use the visual programming interface.
· Set up their Kniwwelino.
· Display their names on Kniwwelino. 
· Use the Matrix category to display a smiley.
· Go further and show their own images on Kniwwelino.











Agenda










Preparation











· Warm Up (15 min)
        Introduction to Kniwwelino
· Main Activity (45 min)
[image: C:\Users\mahdinazhad\Pictures\Screenshots\Screenshot (71).png]
What does Kniwwelino consist of?
How to tell my Kniwwelino what to do?
[image: C:\Users\mahdinazhad\Pictures\Screenshots\Screenshot (72).png]
Let’s write my first program with Kniwwelino
[image: C:\Users\mahdinazhad\Pictures\Screenshots\Screenshot (73).png]
The Matrix
· Extended Learning (15 min) 
· Wrap Up (15 min)
Journaling


Teacher:
· Make sure the Kniwwelinos have been connected to WIFI before the start of the session.
· Make sure every student has access to visual programming interface.
· Prepare the magnet puzzle pieces of the Kniwwelino categories.
· Print out the Things I Know about Programming worksheet for each student.
· Prepare the Prize to be given to the students.
· Make sure each student has a Think Spot Journal.











	Links











· Visual programming interface
· [bookmark: _GoBack]Booklet “Getting started”






Teacher’s Guide:
Warm Up (15 min)
Start the session by asking your students to complete the Things I Know about Programming worksheet in which they are supposed to explain what programming means to them and name three things they know about programming starting with the initials of A, C, and O. 
Distribute: Things I Know about Programming worksheet to each student.  You can also ask your students to discuss their thoughts and perform the task in pairs.
Introduction to Kniwwelino
Say: “Lino is a lion interested in technology. He will be with you during the course to explore the world of computer science, do many creative activities, and help you become a programmer! 
By Kniwwelino, You will learn how to tell your computer to do different actions in a language your computer can understand”. 
Invite your students to share their answers on the worksheet in the class.
Ask: “what were step by step instructions to computer called? How should those steps be so the computer can complete the task? And what was the name of the steps written in a language easy for computer to understand? 
Answers: 1. Algorithm, 2. The steps should be in order, 3. Code. 
So, learning how to Program is learning to tell the computer what to do by the use of codes.
For example, you will program your Kniwwelino by codes to display exciting animations, send messages and images to your friends, or you can program to create and play a melody”.
Main Activity (45 min)
                                                                                                                                                                                                                                                               1
Step


What does Kniwwelino consist of?
A board and a visual programming interface.
Board
Display: ask students to have their boards on the table and by displaying yours to students explain and discover its different parts together.
Ask: “Can you tell me how many colours the traffic light has? How does the police light attract the attention?”
Say: “just as the light of police car which flashes or like the traffic light which in different times changes its colours into yellow, red, or green, you can also program your Kniwwelino so the RGB LED shows yellow, red, or green colours on this board changing, flashing, or blinking”.
Ask: “Now tell me when the colour of traffic light changes?” 
Draw the answer from students that the light changes into green when we press its button to cross the street and turns into red when the cars need to pass the street.
Then, point to the buttons on the board and Say: “similar to the traffic light we can give instructions to the Kniwwelino to change the Led colours by pressing Button A and B”.
Say: “Do you remember I told you that you can also create animation by Kniwwelino?  Normally, we see animations on TV or on Cinema screen, but here we will do something new. Instead of TV, Your animation will be displayed on LED Matrix”.
How to tell my Kniwwelino board what to do?!
Visual programming interface
Say: “We learned that instructing your computer step by step to do something is called programming. So, can you tell me in order to tell our Kniwwelino boards to change the LED colours or show a smiley, what should we do? The answer is writing a program. Now, let’s see how it is”.
Invite and help the students to enter into the visual programming interface at 
Visual programming interface
You can use the projector to display the visual interface and its components to your class. If not having access to a projector, you can use the paper interface and magnet puzzles pieces to demonstrate how writing a program on Kniwwelino is carried out. 
Explain that on visual programming interface we have many categories on the left and each category has many blocks which are in the form of puzzles pieces. These blocks are the codes that Kniwwelino can understand them.
Ask: “Do you remember that in order to our computer understand us, how should our instructions be?”
Say: “They should be precise and in right order. So, you, programmers, will be able to give instructions to your Kniwwelino board to act as you wish by organizing these blocks in the right order and precisely. 
Then, you will transfer your program to Kniwwelino board by clicking the orange button on the top of the interface”. 


                                                                                                                                                                                                                                                               2
Step

Let’s write my first program with Kniwwelino! 
Tell your students that similar to painting that they need to have their brushes, colours, and paper ready in advance, before writing any programs with Kniwwelino, the first thing students need to do from the very beginning of their work is connecting their Kniwwelino board to computer with a USB cable. 
Help your students connect their Kniwwelino boards to their computers by USB. 
Explain: since each student has a Kniwwelino board, each student needs to add the name of his/her Kniwwelino board to the list of boards. It is similar to the list of the names of students in the class that a teacher has!  
Give the instructions “Setup the online programming environment” from the booklet “Getting started” and provide sufficient help and support in case of difficulties.
Say: “You made your computer ready to write a program successfully. Very great Job! Now, are you ready for the main adventure? You will write your very first program! 
Your first program will be telling the Kniwwelino to display your names! We learned that in order to instruct our computers, we need to give our instructions step by step. So, we will first practice the steps together on the board and then we will execute them on the interface”.
Display: show the steps by pieces of magnet puzzles on the board and motivate the students to participate in organising the sequence. Then, ask the students to perform the same thing on visual interface.
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Say: “As the final stage, we need to do something that Kniwwelino board displays our program and does our instructions. To do so, we have to press the orange button on top of the page. 
Check the works of your students to ensure everyone has understood the process and performs the steps well. 
When the Kniwwelino displayed the names of students :
Say: “now Kniwwelino recognizes you as its programmer and waits to execute whatever command you give to it. But, do not forget to give understandable commands to it! So, let’s try giving some more instructions to Kniwwelino to see whether it performs your orders or not”.
                                              3
Step

     The Matrix      
You can introduce the lesson of the Matrix by asking your students how they feel they have successfully instructed Kniwwelino to show their names. Perhaps happy. So, what if they show their happiness on Kniwwelino and command it to demonstrate a smiley!
 To have a smiley on the Kniwwelino, students need to choose a right category and a suitable block as a code to instruct Kniwwelino. The Matrix is the right category as it contains blocks by which we can display the images and icons on Kniwwelino. 
Show the paper form of the block below to students and draw the smiley by marker on the paper. Then invite the students to search for the block in the Matrix category and do the same thing on it.   [image: C:\Users\mahdinazhad\Pictures\Screenshots\Screenshot (33).png]




Remind them to attach the block into the Kniwwelino repeat forever and not to forget to press the orange button by which they can upload their program to their Kniwwelinos.
Say: “today you did a very big job. You learned about computer science and you wrote a program. So, Kniwwelino would like to grant you its special Programmer Cup!”

Prize: Programmer badge 

Extended Learning (15min)
Ask: “How do you feel about today’s lesson? Can you display your emotions on Kniwwelino? or can you program any other favourite image on Kniwwelino? ”
If yes, do not hesitate to start!
Wrap Up (15 min)
To end the class you can ask your students to name the things they learned.
Having students write about what they learned, why it is useful, and how they feel about it can help solidify any knowledge they obtained today and build a review sheet for them to look to in the future. 
Reflection Journal
Journal Prompts:
· What was today's lesson about? 
· How did you feel about today's lesson?
· What is your idea about Kniwwelino?
You can arrange a flash chat with students to share their ideas.Flash Chat questions are intended to spark big-picture thinking about how the lesson relates to the greater world and the students' greater future. Use your knowledge of your classroom to decide if you want to discuss these as a class, in groups, or with an elbow partner.

Tip
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