MARTY TEACHER GUIDE

Prompts and Questions to Support Delivery of Lessons

Count and Add to 5

Steps for the pre-code

o e Add an event block from the events
section and a repeat forever block from
Lgs m the control section. Snap them together.
when clicked
Egts when this sprite clicked
. . .
POt Click on the variable section and click to
wcote [ Cothrnen | S [ I S e make a new variable. The one in this
@ v — program is called number1, call it
[ mumborz something that makes sense to you. Click
® L OK or press enter/return on your
- keyboard. You will need to do this for

‘number2’, and ‘loop’. There will be 3
variables in total.

set loop *+ to 0

set numberl » to o
set number2 v to °

: T .-
B ; IBHE T
EEa EEN .. v
You need to drag the set block from the
number! (D variables section across three times for
number2 [ the three variables.
loop Enter the numbers for the collections,

number1 will be for the left arm and
number2 is for the right arm so position
Marty according to this. This example has
the values as O throughout.

Set loop to 1.
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numbert (000
vorz QD Add a repeat block from the control
num .
section. Make sure not to choose a
loor NI - repeat forever block.
when || clicked
set loop *+ to o
set number! » to °
set number2 »+ to o
evee €
— For the variables section, drag number1
o into the space for the number in the
num
repeat block.
loop [N s
set loop * to a
set numberl * to °
set number2 »+ to o
numbert (D From the motion section, drag the move
number2 D left hip block to the inside of the repeat
toop ‘ block and change left hip to left arm.
loop » to a
number! v to o
number2 v to o
repeat numberl
56 Move leftarm » to ° %in 0 s
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From the operators section, drag the *

numbert S block into the first space of the move
rumber2 (EHD block.
loop P From the variables section, drag the loop

block into the first space of the * block.
Kt Change the value for the second space in
set loop * to o the * block to 27.

set numberl * to o
set number2 v to °

repeat numberi

Move leftam » to | |oop 'e °in°s

From the variables section, drag the

change block below the move block.

' ; Change the variable name to loop, if loop

st ioon > o @) is not showing.

st numbert v to (J) From the control section, drag a wait

ot (s | o @) block below the move block and change
1 to 2 seconds.

repeat numberl

Move leftarm » to loop '6 °in°s
change loop v by a
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numbert (000
number2 00
loop

when | clicked

set loop v to o

set number! * to o
set number2 v to o

repeat numberl

P,
(88} Move leftam v to | loop * 9 ®in a s
change loop » by o

left v Colour Sensor = (gelEE]

From the control section, drag the wait
until block below the repeat block.

From the operators section, drag the =
block inside the wait until block.

From the sensing section, drag the color
sensor block into the first space of the =
block.

Change the space of the second space to
green.

Move leftarm » to  loop * a “in n s

set loop v to “

repeat number2

Move rightarm » to loop * 9 %in G s

change loop v by °
left + Colour Sensor =

Tap and hold the set loop block to
duplicate it. Separate the repeat block
from the set number2 block. Drag to set
numberl and number2 block to the side
to delete them. Connect the repeat block
and the set loop block and connect below
the repeat number1 block.

For the block of code you just copied, tap
and hold the number1 variable block to
change to number2.

Change left arm to right arm.

Change green to unclear.
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From the control section, drag the if then
else block below the wait until block.

(99} Move rightarm v to | loop 6 ®in cs

change loop =+ by (§J) From the operators section, drag the >
block into the first space for the if block.
From the variables section, drag numberl
R (&2) > ColourSensor into the first space of the > block and
number2 into the secondf space.

5

if numbert > number2 then

From the movement section, drag the
numberl > number2  _ then dance, lean and wave blocks into the
space after then.

) Lean left v for c s

O] Wave left v arm
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Tap and hold the dance block to duplicate
, the three movement blocks. Change left
numberl > number2 . then to right where applicable.

—
{09) left v+ Colour Sensor = QIQTELEY
s’

Dance!

Lean left v for a s

Wave left » am

Lean right v for ” s

) Wave right + arm

Start with Marty on a desk or on the carpet. When you tap the green flag, Marty will move their left arm
the number of items that are placed in the left-hand side collection. Move Marty to a green card and they
will move their right arm the number of items that are placed in the right-hand side collection. Move Marty
off the green card back to a desk or carpet, Marty will dance and lean to the side that has more and wave
the hand of the side with more. If the objects are the same, Marty will not respond; this would create a
good opportunity to talk about equal values.
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