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Grade 3
Champaign Postcard



	Description:
	Students will:
Create an interactive postcard greeting from their town or country
Use X and/or Y increase by or decrease by to move an object.
Use X and/or Y axis coordinates to observe invisible objects in motion.
Use a test statement to control the range of locations of moving objects.
Create a script using one object’s data to control another object.
Credit digital images web sources and discuss why this is important.
Use a test statement to set conditions for when information will show.


	Project View
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	Subject:
	Mathematics, Art, Social Sciences

	Etoys Quick Guides
	Click the question mark in Etoys to open the set of interactive tutorials for basic tools and techniques. 


	Vocabulary:
	X increase by/decrease by, Y increase by/decrease by, size, scale, proportions, test statement, positive numbers, negative numbers 

	Lesson 1:

Paint Tools: Brushes
Object Catalog: Grab Patch Tool

Halo Handles: Size, Color, Copy

Halo Handles: Menu Tools

Script Tiles: X and Y Tiles

Supplies: Text

Navigator Bar: Keep Find Projects
	Discuss local area’s scenery whether city, beach, or cornfields. Give students time to draw something meaningful to them.

Paint a full screen background. Click keep. Open a new paint palette and paint mid-ground details as a separate layer. Keep the mid-ground.
Assemble the drawings and adjust their size and scale.  Use a grab patch tool to copy the collage of drawings. Put the collaged version on a playfield from the Navigator Bar. Discard the original drawings. 
Resize the collage to postcard size with a border of the playfield visible.

Use the white menu choices to lock it on the playfield. Open a Viewer for the playfield. Use fill and border to change the playfield’s color. Open a Viewer for the world and change its color too.

Paint an object; this project uses a tractor that will move on the postcard. Keep the drawing and adjust its size and scale to fit the card. 

Create a script that moves the tractor. Use the tractor’s x tile and click on the small black arrow in the tile to open a menu of choices. Give students time to experiment with changing the number in this script. Discuss their observations.

This project uses x decrease by. In the same script, add a tile to assign the y value to be constant.
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Type or draw a postcard style greeting.

Change the color of typed text with the color category of tiles in its Viewer. Change the text’s font and size with the pale green halo handle.

Keep the project: NamePostcardLocation: KatePostcardChampaign



	Lesson 2:

Menus: Watchers

Script Tiles: Tests Category

Supplies: All Scripts

Script Tiles: Hide and Show

Navigator Bar: Keep Find Projects
	Make a test that controls how far the tractor moves out of view and where it will be when it reappears. Since this project is assembled on a playfield, the tractor’s x refers to its location on there.

Give students time to experiment with the script they made previously and use a detailed watcher to gather information about the location of the tractor when it is not visible. Observe the tractor’s x location with the script ticking; its location is known whether it is not visible or not.  
Use a test statement to specify how far the tractor moves and its new location. Ask students to read aloud their test script thus: If the tractor’s X is less than negative 600 then its X is 1050. 
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Give students time to look at neighbors projects and to read their test statements aloud to each other. It takes experience to turn imagined actions into decisions based on numbers. 
This postcard’s greeting text moves with a script that joins the motion of the text to that of the tractor. 

Open a Viewer for the text and use its x <- tile. Pick up the tile by the white arrow and drop it to make a scriptor. Add the tractor’s x tile to the end of the text’s x tile forming a new tile.
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Click the left pointing green arrow in the tile to select a number specifying the distance between the tractor and the text.
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When the tractor moves so does the text and it moves at a constant distance. Give student’s practice reading aloud this script and those of their neighbors. This script would read: The text’s X is the tractor’s X plus 390 units apart. 
Give students time to experiment with controlling the distance between the two objects.

Use an All Scripts button from Supplies to give control over the action to the person looking at the postcard. 

This project traced a digital image of a tractor from a web site. The web site information is scripted to show in the project if it is under the mouse and, to hide if it is not under the mouse.
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Discuss the importance of citing sources.
Keep the project.



	Standards:
	NETS 

http://www.iste.org/Content/NavigationMenu/NETS/ForStudents/2007Standards/NETS_for_Students_2007.htm 

1. a, b
2. a
4. a, b
5. a
NCTM Focal Points: for Grade 3
Bloom’s Taxonomy/Cognitive Domain:

Knowledge: describes, knows
Comprehension: gives examples

Application: produces, uses

Analysis: analyzes, compares, experiments, measures

Synthesis: explains, modifies, plans

Evaluation: compares, reviews



	Resources:
	Etoys Help Quick Guides: always available in Etoys. Open Etoys and click the question mark to open a set of interactive tutorials of basic tools and techniques.

www.EtoysIllinois.org  projects, tutorials, and lesson plans

www.MSTE.org more math, science, and technology resources
www.Squeakland.org  download Etoys software

	kh
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