MARTY TEACHER GUIDE

Prompts and Questions to Support Delivery of Lessons

Light Sensor Introduction

What is a light sensor?

A light sensor does exactly what the name suggests. The light sensor for Marty returns a value that is measured
in lux: one lumen per square metre. A lumen is the measurement of light that a bulb, or other light source, gives
off. 12 lumens is the amount of light a candle emits.

The warm up for this activity details a number of examples where nature employs its own light sensors, in
plants, the powerpoint has 3 video links. Feel free to delete one or two if you think there are too many.

For the get learning section, here are some examples of light sensors in a built environment: streetlights,

garden lights, office lights and classroom lights can turn on and off depending on light (or a timer); automatic
flashes in cameras; monitoring light for solar panels.

Using conditional statements

The if/then/else statements should be familiar to learners, now. Additionally, they should have had practice
with placing them within loops and nesting them within other conditional blocks. If learners are having
difficulty with having Marty do more than one thing, they probably haven’t included a loop. Ask them what the
code is telling Marty what to do. If they use words like, ‘and then’ or ‘after that’, ask when Marty is being told to
do something else. If they say, ‘| used an else with the if statement’, gently remind them that either the first part
will be true or the second part will be true. The program will not do both things, even if you change the light
value.

For learners wanting extension, the suggestion is that they try to account for the value that > and < miss:
e repeat until light sensor < 30

e iflight sensor > 30, do something
e What if the light sensor is 30? This requires the logic statement OR.
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https://www.youtube.com/watch?v=UPjfbyWoEIE
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Discussing bugs

This is a great opportunity for learning because bugs don’t always mean a program fails to run, it can often
be a case of not running the way you had meant. Encourage group sharing, feedback, collaboration to
improve.

Explaining the Conditional Loop

The following image shows the loop from the start of the lesson.

e The loop continues until the light level drops
below 30.

e Ifthelightlevel is above 400 (the bulbs in
the video are strong), the eyes move;

e |[fthelight level is not more than 400 but is
more than 140, the arms lift and lower;

left » Lightsensor 1 v < @

left v Lightsensor 1% > @ _then

Sl e Ifthelight level is not more than 400 or 140,
Eyes: wide v but is more than 41, Marty wiggles;
e Ifthelight level is more than 30 but not
left v Lightsensor 1v > CZ) then more than 41, Marty stops; if the light level

atam~ 10 @) -0 @« increases again, Marty starts moving;
e Assoon as the light level is less than 30, the
rgntam = to @) *in @ < program stops.
ettem = 1o @) in @@ = e The light sensor is the only new block, for
ightam ~ to @) *in @ this lesson, and it is discussed where it can
be found. the other blocks are either the
MartyBlocks movement, control (loop, if) or
operator (<, >) blocks.

left » Lightsensor 1 = > o  then
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