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Topic/Theme: An Introduction to Coding Using Raspberry Pi

Class/Year Group: 6th Class (ages 12/13)

Computer Science

Subject(s):

Outline

What is the challenge your students
will tackle?

Why is this meaningful to the
students - what’s the hook?

What are the key ideas that the
students will remember?

To decide, plan, implement and Exploration and using your Think for themselves
assess a Raspberry Pi project: Make a | imagination. Be creative
world using Minecraft Pi. Using ICT to create. Failing is okay

Self ownership of their learning. Try, try and try again

Teamwork

Learning Objectives

What curriculum content will be addressed? How are four key 215t Century Skills addressed?

Information and communication technologies (ICT) Creativity

Students will create their own Raspberry Pi project

Communication

Working in teams they will be required to
/" \ communicate ideas and task plan with each other.

By the end of this activity students will be able to:

 Access Minecraft Pi and create a new world

* Use the Python programming environment IDLE to
connect to Minecraft Pi

* Use the Minecraft Python API to post text to the
chat window, find the player's coordinates, teleport

Collaboration

Students will be interdependent and only able to
complete the task within the team

and build structures Critical Thinking
;)lgiﬁs"a”ables to store IDs for different types of The lesson plan is designed to discover different ways of

using a limited amount of technology to complete a task.

e Fynerimant with nlarinn diffarent hvnac nf hinrke

Reflection

How will you know that they are learning? In what ways will students reflect on progress?

Student presentations will include Q&A's

The learners will be assessed by using a collection A self assessment rubric will be filled out by each
of information. The facilitator will use the Raspberry student.

Pi projects, reflective journals, questioning sheets, They will have reflective journal sheets as a
rubrics, notes taken while observing the sessions, reference point.

notes taken while the learners are presenting and Team leaders will pose backward, inward, outward
reflecting. and forward reflective questions. (Edutopia.org,
2015).
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Set-Up

WarmUp

Investigate

Plan

o

Present

\ Reflect

Set up:
Team formation

Warm up:

Brainstorm on computer systems and where they are
used.

Pose investigation questions:

1. Did you use something with a computer system

Investigate:

Research the topic of creating a world in Minecraft Pi.
Record the results on show me boards.

Each group must find out how to:

1. Connect the Raspberry Pi.

Planning:

The group will then assign each participant a role:
Team leader, Code Reader, Code input, Game
testing.

Teams will draw up 5-step plan for completing their

Create:

The teams will be given time to create their world.
They will have five, hourly sessions over five weeks.
The team leaders will be called to meet at regular
intervals and will be encouraged to request support

Present:

The team leader will introduce the project and explain
the process. The finished project will be presented to
the class and each team member will be asked to
demonstrate how to add code to make a new element

Reflect:

The teams will meet again and reflect upon their own
project. They will have the reflective journal sheets as
a reference point. The team leader will pose the
following backward, inward, outward and forward
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5 mins

10 mins

25 mins

20 mins

5 x 1 hour

30 mins

30 mins
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	TopicTheme: An Introduction to Coding Using Raspberry Pi
	ClassYear Group: 6th Class (ages 12/13)
	Subjects: Computer Science
	What is the challenge your students will tackle: 
To decide, plan, implement and assess a Raspberry Pi project: Make a world using Minecraft Pi.
	Why is this meaningful to the students whats the hook: 
Exploration and using your imagination.
Using ICT to create.
Self ownership of their learning.


	What are the key ideas that the students will remember: 
Think for themselves
Be creative
Failing is okay
Try, try and try again
Teamwork

	What curriculum content will be addressed By the end of this activity students will be able to: Information and communication technologies (ICT)
	Creativity: Students will create their own Raspberry Pi project 
	Communication: Working in teams they will be required to communicate ideas and task plan with each other. 
	Students will be able to: • Access Minecraft Pi and create a new world
• Use the Python programming environment IDLE to connect to Minecraft Pi
• Use the Minecraft Python API to post text to the chat window, find the player's coordinates, teleport and build structures
• Use variables to store IDs for different types of blocks
• Experiment with placing different types of blocks with special attributes
	Collaboration: Students will be interdependent and only able to complete the task within the team
	Critical Thinking: The lesson plan is designed to discover different ways of using a limited amount of technology to complete a task.
	How will you know that they are learning: 
The learners will be assessed by using a collection of information. The facilitator will use the Raspberry Pi projects, reflective journals, questioning sheets, rubrics, notes taken while observing the sessions, notes taken while the learners are presenting and reflecting.

	In what ways will students reflect on progress?: Student presentations will include Q&A's
A self assessment rubric will be filled out by each student. 
They will have reflective journal sheets as a reference point. 
Team leaders will pose backward, inward, outward and forward reflective questions. (Edutopia.org, 2015).
	Text6: Set up:
Team formation

	undefined: 5 mins
	Text1: Warm up: 
Brainstorm on computer systems and where they are used. 
Pose investigation questions:
1. Did you use something with a computer system today?
2. What computer system could you not live without?
3. What computer system could your parents not live without?
4. How would life be different if we didn’t have computer systems?

	Text2: Investigate:
Research the topic of creating a world in Minecraft Pi. Record the results on show me boards. 
Each group must find out how to:
1. Connect the Raspberry Pi.
2. How to open Minecraft Pi.
3. How to open the Python 3 terminal window
	Text3: Planning:
The group will then assign each participant a role: Team leader, Code Reader, Code input, Game testing.
Teams will draw up 5-step plan for completing their project. This will be used for reflection on progress and as a check list
	Text4: Create:
The teams will be given time to create their world. They will have five, hourly sessions over five weeks.  The team leaders will be called to meet at regular intervals and will be encouraged to request support from the facilitator. The team leaders will be instructed to ask their teams to self assess and reflect on their progress by ticking their stepped approach board.
Teams will be provided with a reflective journal sheet to complete. They will be asked to record their involvement and note anything that they have learned as they move through the project.
	Text5: Present:
The team leader will introduce the project and explain the process. The finished project will be presented to the class and each team member will be asked to demonstrate how to add code to make a new element in the Minecraft world. They will take questions and listen to oral feedback.

	Text7: Reflect:
The teams will meet again and reflect upon their own project. They will have the reflective journal sheets as a reference point. The team leader will pose the following backward, inward, outward and forward reflective questions. (Edutopia.org, 2015)
1. How much did you know about the subject before we started? 
2. In what ways have you gotten better at this kind of work? 
3. In what ways do you think you need to improve? 
4. What problems did you encounter while you were working on this piece? How did you solve them? 
5. If you were the teacher, what comments would you make about this piece?
6. What's the one thing that you have seen in your classmates' work or process that you would like to try in your next piece?

	Text8: 
	Text9: 
	Text10: 10 mins
	Text11: 25 mins
	Text12: 20 mins
	Text13: 5 x 1 hour
	Text14: 30 mins
	Text15: 30 mins
	Text16: 
	Text17: 


