Education Level: Second/Third Level (Age 9-13)
Lesson Duration: 45 minutes

Prerequisite Knowledge: Lessons 2.1, 2.2
Device Compatibility: Laptop or PC

Lesson Overview

Students will begin interacting with the Python shell so that they can play around with running different commands to control
Marty before playing a short game so that they begin to get comfortable with using Python. In this lesson, we will be focusing
on using the IDLE program to access the Python shell before creating some small scripts.

Learning Objectives Key Vocabulary
e Become familiar with the IDLE editor so that e Python
students can start the program and interact with e Shell

the Python shell
e Describe how to connect to a Marty

¢ Commands
e |P Address

e Use Marty commands from the MartyPy library e Instructions

to control Marty

Resources & Equipment Additional Reading
e Marty the Robot e Educator's Guide
e Marty Workbook (Lesson 3) e Getting Started with Python: Schools

e Laptop or PC with Python and MartyPy installed
e Access to IDLE editor on programming device

e Marty Says cards

e Marty movement dice

e Printed Python commands

Learning Plan & Activities
1. Prior to the lesson, make sure that student programming devices have Python, MartyPy and IDLE installed

2. Break students up into small groups of around 2-3 students, where each group has a copy of the printed Python
commands

3. Show some of the different Scratch blocks and ask students to hold up the corresponding Python command

4. Ask students to move onto IDLE, the first screen that appears is the Python shell which we can interact with directly,
but first we need to connect our Marty's - students may need guided through this (if unsure, follow the getting
started with Python for schools guide!)

5. Get students to try using the printed commands to help them go through a few some of the Marty Says cards and
get Marty moving

6. Talk students through how to create a Python file on IDLE and run it

7. Students should now put into practice what they have covered by using the movement dice




a. Student groups should race to see who can be the first to solve all of the challenges on the dice
(making sure they save each challenge as a new Python file so that they can easily run them to prove
they have finished)

Additional Challenges

e Ask students to come up with their own Marty challenges and create their own movement dice
e Give students the MartyPy documentation and ask them to explore all the different options/movements

Curriculum Benchmarks

Curriculum for Excellence - Technologies Benchmark Guide

® = Fully Addresses Benchmark

O = Partially Addresses Benchmark

Curriculum Organiser

Benchmark Covered

Lesson 2.3

Digital Literacy

TCH0-01a

TCH 0-02a

Technological Developments in
Society & Business

TCH 0-05a

Craft, Design, Engineering and
Graphics

TCH 0-10a

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 3-14a

TCH 0-15a

TCH 1-15a

TCH 2-15a

TCH 3-15a

TCH 4-15a
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National Curriculum - Computing, Design & Technology

® = Fully Addresses Benchmark

O = Partially Addresses Benchmark

Curriculum Organiser Benchmark Covered Lesson 2.3
1-a °
Computing 1-b °
1-c °




2-a
2-b
2-c
2-f
3-a
3-b
3-c
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 2.3
ACTDIKOO01 °

ACTDIK002
ACTDIP0OO3
ACTDIP00O4
ACTDIKO008
ACTDIPO10
Digital Technologies ACTDIPO13
ACTDIPO17
ACTDIPO19
ACTDIP022
ACTDIP029
ACTDIP040
ACTDIP0O41
ACTDEPOO5
ACTDEPOO6
ACTDEPO08
ACTDEPO09
ACTDEPO15
ACTDEPO18

Design & Technologies
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