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Part I. Rocket Code and Circles of Competition
A. Enter the following rocket codes into your interactions window in Wescheme.com or Bootstrapworld.org, materials then scroll down to “Wescheme.” When you are done, create the math and the circle of evaluation for each in the space provided.

1. Rocket Code:   (- (* 3 7)(+ 1 2)) 

a. Math: 

b. Circle of evaluation:



2. Rocket Code:   (- 3(+ 1(* 5 6)))

a. Math:

b. Circle of evaluation:  


Part II.  Contract and functions
1. Name the three parts of a Contract in programming:

a.   ___________________________ ___   b.  _______________________________  c. _______________________________

2. Identify the tree parts in the for each of the function in the contract given below:

(rectangle  500 “solid” “purple”)  image 

a. __________________ _________________  b. __________________ _________________ c. ________________ ________________

Part III. Using functions to draw shapes in the interactions window

1. Enter the following functions in the interactions window to get a shape or a result
a. (bitmap/url “http://bootstrapworld.org/images/icon.gif”)
b. (Square (+ 200 5) “solid” “red”) 
c. (- (* 4 2) (+ 1 0))
d. (star (+ 1 3) “outline” “blue”)
e. (rectangle 100 50 “solid” “blue”)

Part IV. Use the back space and write 3 functions to create three different shapes of your own and then enter functions in the interactions window to get your results or shapes.  

Bootstrap Mini Lesson
Teacher: Mr. Lors
L.O. SWBAT to complete demonstrate understanding about rocket code, circles of evaluation, contracts and functions and programming in the interactions of window

Teacher will: briefly go over the terms and ask the students to access bootstrap or Wescheme.com
Students: will read and follow instructions to complete the activity.

Part I. Rocket Code and Circles of Competition
A. Enter the following rocket codes into your interactions window in Wescheme.com or Bootstrapworld.org, materials then scroll down to “Wescheme.” When you are done, create the math and the circle of evaluation for each in the space provided.

1. Rocket Code:   (- (* 3 7)(+ 1 2)) 

c. Math: 

d. Circle of evaluation:

2. Rocket Code:   (- 3(+ 1(* 5 6)))

c. Math:

d. Circle of evaluation:  

Part II.  Contract and functions
1. Name the three parts of a Contract in programming:

a.   ___________________________ ___   b.  _______________________________  c. _______________________________

2. Identify the tree parts in the for each of the function in the contract given below:

(rectangle  500 “solid” “purple”)  image 

a. __________________ _________________  b. __________________ _________________ c. ________________ ________________

Part III. Using functions to draw shapes in the interactions window

1. Enter the following functions in the interactions window to get a shape or a result
a. (bitmap/url “http://bootstrapworld.org/images/icon.gif”)
b. (Square (+ 200 5) “solid” “red”) 
c. (- (* 4 2) (+ 1 0))
d. (star (+ 1 3) “outline” “blue”)
e. (rectangle 100 50 “solid” “blue”)

Part IV. Use the back space and write 3 functions to create three different shapes of your own and then enter functions in the interactions window to get your results or shapes.  
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Part I.  True or False / 5 points each

1. _______ A contract is a state of the name, domain, and range of a function.
2. _______ The type of data that a function expects is called a domain.
3. _______ The type of data that a function produces is called a range
4. _______ A Name is how we refer to a function or value defined in a language. 
5. _______ The bottom window is called the definition window. 

Part II. Complete the following statements below: 5 Points each

1. The two windows used to enter data in bootstrap are called “The ____________________ window and “The __________________________________ window. 
2. A mathematical object that takes in some inputs and produces an output is called a ______________________. 
3. An image is the range that is produced in a ________________________.
4. The diagram that indicates the order of operations in an expression is called a Circle of __________________________. 
5. Value is the part of the contract that is know as ___________________


Part III.  Functions and Circles of evaluations:  10 points each

A. Go to Google Chrome as your Internet browser

B. Then type Wescheme.org or Bootstrapworld.org, materials then scroll down to “Wescheme.” 

C. Now enter the following functions into your interactions window :

             a. (star (+ 1 3) “outline” “blue”)

             b. (rectangle 100 50 “solid” “blue”)

             c. Complete the following with a value and enter it into your interactions window to   
                 produce a range or an image. (Triangle ________ “Solid” “Red”)              

             d. Now Come up with a different function to create the shape.
             e. Create a circle of evaluation for the following rocket codes:

             1. (-(*3 7) (+ 1 2))                                                       2. (-3(+ 1 2))



Bootstrap Mini Lesson
Teacher: Mr. Lors
L.O. SWBAT to complete demonstrate understanding about rocket code, circles of evaluation, contracts and functions and programming in the interactions of window

Teacher will: briefly go over the terms and ask the students to access bootstrap or Wescheme.com
Students: will read and follow instructions to complete the activity.

Part I. Rocket Code and Circles of Competition
A. Enter the following rocket codes into your interactions window in Wescheme.com or Bootstrapworld.org, materials then scroll down to “Wescheme.” When you are done, create the math and the circle of evaluation for each in the space provided.

1. Rocket Code:   (- (* 3 7)(+ 1 2)) 

e. Math: 

f. Circle of evaluation:

2. Rocket Code:   (- 3(+ 1(* 5 6)))

e. Math:

f. Circle of evaluation:  

Part II.  Contract and functions
1. Name the three parts of a Contract in programming:

a.   ___________________________ ___   b.  _______________________________  c. _______________________________

2. Identify the tree parts in the for each of the function in the contract given below:

(rectangle  500 “solid” “purple”)  image 

a. __________________ _________________  b. __________________ _________________ c. ________________ ________________

Part III. Using functions to draw shapes in the interactions window

1. Enter the following functions in the interactions window to get a shape or a result
a. (bitmap/url “http://bootstrapworld.org/images/icon.gif”)
b. (Square (+ 200 5) “solid” “red”) 
c. (- (* 4 2) (+ 1 0))
d. (star (+ 1 3) “outline” “blue”)
e. (rectangle 100 50 “solid” “blue”)

Part IV. Use the back space and write 3 functions to create three different shapes of your own and then enter functions in the interactions window to get your results or shapes.  
Bootstrap Mini Lesson
Teacher: Mr. Lors
L.O. Students will be able to define at least two functions 
L.O. Students will be able to enter functions into the definitions window and run them in the interactions window

Part I. Defining functions: 
A. What is the shortcut for each of the following functions?
a. (triangle 10 “solid” “green”)
b. (triangle 20 “solid” “blue”)
B. What is the function for each of the following shortcuts?
       a. (gt 1980)
       b. (gt 98) 

C. Define a function gt, which takes in a Number and produces a solid, green triangle of the given size. (here you will come up with your own number or value)


D. Define a function bc, which takes in a Number and produces a solid, blue circle of the given size. 



Part II. Definitions window and Interactions window

1. Write each of the following in the Definitions window and “Run” them as shortcuts in the Interactions window.

a. Definitions Window:  (triangle 20 “solid” “green”)    
b. Interactions Window: (gt 20) then click “Run”
c. Definitions Window: (triangle 98 “outline” “blue”)
d. Interactions Wnndow (gt 98) then click “Run”
e. Definitions Window (circle 16 “solid” “blue”)
f. Interactions Window (bc 16) then click “Run”
g. Definitions Window (circle 251 “outline” “blue”) 
h. Interactions Window (bc 151) then click “Run”


Part III. Write the following function to get an image

A. (scale 10 (triangle 5 “solid” green”))
B. (scale 0.5 (rectangle 200 100 “outline” “blue”))
C. Now write your own scale and shapes (2)
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Part I. Defining functions: 
A. What is the shortcut for each of the following functions?
c. (triangle 10 “solid” “green”)
d. (triangle 20 “solid” “blue”)
B. What is the function for each of the following shortcuts?
       a. (gt 1980)
       b. (gt 98) 

C. Define a function gt, which takes in a Number and produces a solid, green triangle of the given size. (here you will come up with your own number or value)



D. Define a function bc, which takes in a Number and produces a solid, blue circle of the given size. 



Part II. Definitions window and Interactions window

1. Write each of the following in the Definitions window and “Run” them as shortcuts in the Interactions window.

i. Definitions Window:  (triangle 20 “solid” “green”)    
j. Interactions Window: (gt 20) then click “Run”
k. Definitions Window: (triangle 98 “outline” “blue”)
l. Interactions Wnndow (gt 98) then click “Run”
m. Definitions Window (circle 16 “solid” “blue”)
n. Interactions Window (bc 16) then click “Run”
o. Definitions Window (circle 251 “outline” “blue”) 
p. Interactions Window (bc 151) then click “Run”


Part III. Write the following function to get an image

D. (scale 10 (triangle 5 “solid” green”))
E. (scale 0.5 (rectangle 200 100 “outline” “blue”))
F. Now write your own scale and shapes (2)




Bootstrap Mini Lesson
Teacher: Mr. Lors

L.O. Students will be able to enter functions into the definitions window and run them in the interactions window. 

Part I. Definitions Window activity / Teacher’s Demo

1. Teacher Will:

a. go over the purpose of the definitions Window 
b. Will do two examples on functions
e. (triangle 100 “solid” “green”) Definitions Window
f. (gr 100) Interactions Window
g. (circle 90 “outline” “red”)
h. (rt 90)

Part II. Definitions window and Interactions window/ Student activity
Students will:

1. Write each of the following in the Definitions window and “Run” them as shortcuts in the Interactions window.

a. Definitions Window:  (square  60 “solid” “green”)    
b. Interactions Window: (gs 60) then click “Run”

c. Definitions Window: (circle 80 “outline” “purple”)
d. Interactions Window (pc 80) then click “Run”

e. Definitions Window (triangle 24 “solid” “blue”)
f. Interactions Window (bt 24) then click “Run”

g. Definitions Window (circle 75 “outline” “blue”) 
h. Interactions Window (br 75) then click “Run”


Part III. Write the following function to get an image

G. (scale 10 (triangle 5 “solid” green”))
H. (scale 0.5 (rectangle 200 100 “outline” “blue”))
I. Now write your own scale and shapes (2)
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Part I. Do Now : You will be graded from a scale of 1 to 100. This is part of your 3rd Marking Period grade. 

You are going to define functions in the definitions window and you are going to use the interactions window to get a result. 


1. Go http://www.wescheme.org/  or www.bootstrapworld.org 
2. Follow with the teacher on the screen for a demonstration on how to use the functions in the definitions window.
3. Enter the same information as shown below to follow with the teacher and see what you get.

a. (triangle 100 “solid” “green”) Definitions Window
b. (gr 100) Interactions Window
c. (circle 90 “outline” “red”)
d. (rt 90)
4.  Then complete part II below on your own. 


Part II. Definitions window and Interactions window/ Student activity
Students will:

1. Write each of the following in the Definitions window and “Run” them as shortcuts in the Interactions window.

a. Definitions Window:  (square  60 “solid” “green”)    
b. Interactions Window: (gs 60) then click “Run”

c. Definitions Window: (circle 80 “outline” “purple”)
d. Interactions Window (pc 80) then click “Run”

e. Definitions Window (triangle 24 “solid” “blue”)
f. Interactions Window (bt 24) then click “Run”

g. Definitions Window (circle 75 “outline” “blue”) 
h. Interactions Window (br 75) then click “Run”





Bootstrap Mini Lesson
Teacher: Mr. Lors
L.O. 1) Students will use the Design Receipe to define a function, which is used to make a rocket fly. 
2) Students will write function to solve simple problems by using the Design Recipe


Part I. Teacher’s Lesson and Demo

1. Teacher Will:

a. go over “The Design Recipe”
b. explain the practicing of the design receipe
c. give a demo on how to enter the design receipe
Functions are a key part of animation in computer programs. A function that draws a static picture of a cat, for example, can place the cat at a different location based on the input. When that input changes slightly based on time or user-interaction, the cat will appear to move. This is similar to the way that flip-book animations work, in which each page draws a static image that has changed by a small amount. When the pages are displayed quickly, the images appear to change smoothly.

[image: mage]

Putting these images together, we arrive at an animation of the rocket moving up the screen. 

Part II. Practicing the Design Receipe: 

The Design Recipe is a roadmap for defining functions, which programmers use to make sure the code they write does what they want it to do. Each step builds on the last, so any mistakes can be caught early in the process. This roadmap has a series of steps:
· Moving from a word problem to a Contract
· Writing Examples based on the contract
· Defining a function that matches the examples
Start out by practicing each of these steps, one at a time.

Part III. Definitions window and Interactions window/ Student activity
Students will:

1. Understand the design receipe
2. Follow with the teacher on the screee
3. Enter design receipe function code 
4. Have the rocket blast off.

Part IV. Enter the following functions for the rocket design receipe in order to get the rocket blast off. 

A. Problem statement and function: A rocket blasts off, traveling at 7 meters per second. Write a function called rocket-height that takes in the number of seconds that have passed since the rocket took off, and which produces the height of the rocket at that time.
B. Enter the following functions in the definition window in order to make rocket blast off.
Note: You must press and hold the space down in order to have the rocket blast off.

1. (require bootstrap2012/function-teachpack)
2. (EXAMPLE (rocket-height 11)
3.          (* 11 7))
4. (EXAMPLE (rocket-height 72)
5.          (* 72 7))
6. (define (rocket-height seconds)
7.          (* seconds 7))
8. (start rocket-height)
9. Press enter or return 
10. Now Click “Run” to see the rocket. 

Part V.  Do it yourself: Enter the following functions in the definitions window in order to get an image

1. (red-square 50 "solid") 
2. (red-square 50 "outline")
3. Define a function ’purple-star’, that takes in the size of the star and produces an outlined, purple star of the given size.
4. Define a function ’spot’, that takes in a color and produces a solid circle of radius 50, filled in with that color
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Design Receipe, Functions and Rocket Blast Off

Part I. Do Now : Carefully read the instructions given below in order to complete today’s activity.
- You will be graded from a scale of 1 to 100. This is part of your 3rd Marking Period grade. 

Note: You are going to read and understand the design receipe, enter the functions and get the rocket blast off. You are going to enter the functions in the definitions window in order to get a result that will get the rocket blast off. 

A. Problem statement and functions: 

A rocket blasts off, traveling at 7 meters per second. Write a function called rocket-height that takes in the number of seconds that have passed since the rocket took off, and which produces the height of the rocket at that time.

1. Before you proceed, listen carefully for instructions from the teacher and then follow the demonstration on the screen. 
2. Then go to: http://www.wescheme.org/  or www.bootstrapworld.org

B. Enter the following functions in the definition window in order to make rocket blast off.
Note: You must press and hold the space down in order to have the rocket blast off.

1. (require bootstrap2012/function-teachpack)
2. (EXAMPLE (rocket-height 11)
3.          (* 11 7))
4. (EXAMPLE (rocket-height 72)
5.          (* 72 7))
6. (define (rocket-height seconds)
7.          (* seconds 7))
8. (start rocket-height)
9. Press enter or return 
10. Now Click “Run” to see the rocket. 

Part III.  Do it yourself: Enter the following functions in the definitions window in order to get an image

1. Define a function ’purple-star’, that takes in the size of the s
1. Teacher Will:

a. show students how to login to wescheme using the gmail account.
b. explain to students that they are practicing game creation design receipe
c. give a demo on how to enter the design receipe
Functions are a key part of animation in computer programs. A function that draws a static picture of a cat, for example, can place the cat at a different location based on the input. When that input changes slightly based on time or user-interaction, the cat will appear to move. This is similar to the way that flip-book animations work, in which each page draws a static image that has changed by a small amount. When the pages are displayed quickly, the images appear to change smoothly.
d. have student entering specific code to get image animated.

Part II. Practicing and creating the Design Receipe for your game 

The Design Recipe is a roadmap for defining functions, which programmers use to make sure the code they write does what they want it to do. Each step builds on the last, so any mistakes can be caught early in the process. This roadmap has a series of steps:
· Moving from a word problem to a Contract
· Writing Examples based on the contract
· Defining a function that matches the examples
Start out by practicing each of these steps, one at a time.








Part III. Creating games characters/graphics such as background,  danger,  target and  player. 
Students will:

1. Define the Background
2. Define the Danger
3. Define the Target
4. Define the Player
5. Enter value to animate images. 

Part IV. Enter the following functions as examples to create a background, danger, target player.  When you are done, create your own game by renaming and adding your own value. 

1. Go to: wescheme.org then press log in
2. Log in into Gmail by entering the user name: class701bootstrap and the password: psis184bootstrap
3. Now open a New Tab by clicking on File then New Tab or by clicking on the Tab icon to the right of your current Tab. 
4. Get your bootstrap “game template” by going to: tinyurl.com/theonlinetemplate then press enter or return.
5. Below your command menus change the project name to your name: example: Briana 701
6. Click Save when you are done.
7. Now you are ready to create your background. 
8. Now open a New Tab by clicking on File then New Tab or by clicking on the Tab icon to the right of your current Tab. 
9. Type: images.google.com then press enter or return
10. Search for your background image by typing: Ocean
11. Click once on the image of your choice and then click on “View image”
12. Now copy and paste the url for the image and paste it into your design template between the word url and the two closed parenthesis))
13. Yours should look like this: (define BACKGROUND (bitmap/url "http://suhaibahsan.com/wp-content/uploads/2015/02/6804726-ocean-wallpaper.jpg"))
14. Now click save and then click run
15. You are now ready to define your Danger. 
16. Go back to your google image page
17. Search your Danger image by typing: Starfish
18. Go to “Search tools”
19. Click on “Color” and then click on “Transparent”
20. Click on the image one and then click on “View image”
21. Now copy and paste the url for the image and paste it into your design template between the word url and the two closed parenthesis))
22. Yours should look like this: http://www.thebeachhousestudios.com/wp-content/uploads/2014/01/starfish.png
23. We will scale it down in order for get smaller.  
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Part III. Creating games characters/graphics such as background,  danger,  target and  player. 
Students will:

6. Define the Background
7. Define the Danger
8. Define the Target
9. Define the Player
10. Enter value to animate images. 

Part IV. Enter the following functions as examples to create a background, danger, target player.  When you are done, create your own game by renaming and adding your own value. 

24. Go to: wescheme.org then press log in
25. Log in into Gmail by entering the user name: class701bootstrap and the password: psis184bootstrap
26. Now open a New Tab by clicking on File then New Tab or by clicking on the Tab icon to the right of your current Tab. 
27. Get your bootstrap “game template” by going to: tinyurl.com/theonlinetemplate then press enter or return.
28. Below your command menus change the project name to your name: example: Briana 701
29. Click Save when you are done.
30. Now you are ready to create your background. 
31. Now open a New Tab by clicking on File then New Tab or by clicking on the Tab icon to the right of your current Tab. 
32. Type: images.google.com then press enter or return
33. Search for your background image by typing: Ocean
34. Click once on the image of your choice and then click on “View image”
35. Now copy and paste the url for the image and paste it into your design template between the word url and the two closed parenthesis))
36. Yours should look like this: (define BACKGROUND (bitmap/url "http://suhaibahsan.com/wp-content/uploads/2015/02/6804726-ocean-wallpaper.jpg"))
37. Now click save and then click run
38. You are now ready to define your Danger. 
39. Go back to your google image page
40. Search your Danger image by typing: Starfish
41. Go to “Search tools”
42. Click on “Color” and then click on “Transparent”
43. Click on the image one and then click on “View image”
44. Now copy and paste the url for the image and paste it into your design template between the word url and the two closed parenthesis))
45. Yours should look like this: http://www.thebeachhousestudios.com/wp-content/uploads/2014/01/starfish.png
46. [bookmark: _GoBack]We will scale it down in order for get smaller.  
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