Education Level: Second Level (Age 7-11)
Lesson Duration: 45 minutes

Prerequisite Knowledge: Lessons 1.1-1.17
Device Compatibility: Laptop, PC or Tablet

Lesson Overview

Another sensor that Marty has is the accelerometer which can track his movement. In this lesson, students will anaylse
Marty's accelerometer readings and use this to create a small game in Scratch where when we move Marty around, this
moves the sprite around on the screen

Learning Objectives Key Vocabulary
e Understand what an accelerometer is and what e Accelerometer
other devices may contain accelerometers e« Movement
* Monitor the values that are stored by the e Programming
accelerometer in Marty . Input
e Create a small game where moving Marty e Values
around will move the sprite around on the
screen e Game
Resources & Equipment Additional Reading
e Marty the Robot e Educator's Guide
e Marty Workbook (Lesson 4) e Introduction to Programming with Marty using
e Laptops/Computers/Tablets Scratch

e Access to the Scratch editor

Learning Plan & Activities
1. Research into what an accelerometer is and what other devices contain them

a. What s an accelerometer?
b. What is it used for?
c. Task in workbooks to look at which devices have accelerometers in them

2. Split students into small groups that will be experimenting with the values that the accelerometer calculates by
storing the values into variables so that we can monitor them (note that students may want to multiple the value by
1000 to get an easily readable number)

a. How do these values change when Marty walks?
b. How do these values change when you physically move Marty from side to side or forwards and backwards?
¢. Which one changes when you move Marty left to right? (X, Y or Z)

3. Create a small game where Marty is the input to move the sprite around the screen

a. Based on the notes that students took whilst monitoring the sensor values, they can work out what the
thresholds are for the sprite to start to move left or right




Additional Challenges

e Extend the game by turning it into a multiplayer game where two people can play using two Marty's as input
e Canstudents use X, Y and Z values to move sprite around on screen?

Curriculum Benchmarks

Curriculum for Excellence - Technologies Benchmark Guide

® = Fully Addresses Benchmark

O = Partially Addresses Benchmark

Curriculum Organiser

Benchmark Covered

Lesson 1.18

Digital Literacy

TCH 0-01a

Technological Developments in
Society & Business

TCH 0-05a

TCH 1-05a

TCH 1-07a

TCHO-11a

TCH 1-11a

Computing Science

TCH 0-13a

TCH 1-13a

TCH 2-13a

TCH 3-13a

TCH 3-13b

TCH 4-13a

TCH 0-14a

TCH 0-14b

TCH 1-14a

TCH 1-14b

TCH 2-14a

TCH 2-14b

TCH 3-14a

TCH 0-15a

TCH 1-15a

TCH 2-15a
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National Curriculum - Computing, Design & Technology

® = Fully Addresses Benchmark

O = Partially Addresses Benchmark

Curriculum Organiser

Benchmark Covered

Lesson 1.18

Computing

1-a

1-b

1-C

1-e

2-a

2-b

2-C

2-e
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2-f
3-a
3-b
3-d
4-a
4-b
1.1-b

Design & Technology 1.3-b
2.3-b
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Australian F-10 Curriculum - Digital Technologies, Design & Technologies
® = Fully Addresses Benchmark O = Partially Addresses Benchmark

Curriculum Organiser Benchmark Covered Lesson 1.18
ACTDIKOO01 °

ACTDIK002
ACTDIP0OO3
ACTDIP00O4
ACTDIKOO7
ACTDIKO008
ACTDIP0OO9
ACTDIPO10
ACTDIPO11
ACTDIPO12
ACTDIPO13

Digital Technologies ACTDIP018
ACTDIPO19
ACTDIP020
ACTDIP021
ACTDIP025
ACTDIP026
ACTDIP027
ACTDIP028
ACTDIP029
ACTDIP030
ACTDIP031
ACTDIP039
ACTDEP006
ACTDEPO08
ACTDEPO09
ACTDEKO11
ACTDEPO15
ACTDEPO18

Design & Technologies
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