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aa WHAT ARE THE WAYS TO SEND A MESSAGE?

Students

LESSON 1: PASS IT ON

Lesson Overview

Objectives and Lesson
Background

@ LESSON 1: PASS ITON

Objectives
+ Define the problem of how to send a message a long distance.

* Identify and sort objects people use to send messages short and long distances.

[« iods:
Lesson Background Infermation jass periods: 1

Overview Materials and Preparation Procedure Assessment Extension Digital Resources

Materials Preparation

For the teacher 1 Wirite the lesson question and lesson title on the board

. ’
Materials and Preparation o P —

* 1Set of Sending a Message cards diagram for cards and text

* Tape (optionall”

m Materials List P

m Preparation | e
m Links to digital resources B
m Access to Teacher Resource

Videos (con 1INg soon)
Comi oon : .

Teacher e Video

Teacher Resource Video

Focus Question 1: How Can We Pro...
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Procedures

Procedure

Getting Started | Activty | Bringing It All Tegsther

m Step-by-step instructions
. « u Getting Started
. LI n kS to d Ig Ital reso u rCeS 1 Play the Ada Asks Introduction animation. Below is a transcript of what Ada says in the animation:
H “Hi, I'm Adal Welcome to my treehouse! |'ve heard that you have been dfsmssmg the problem of how to send a ‘message. You did a gmar;ob mrtmg objects that can send a message. Wow, what a lot of objects use sound to send a
S u C h aS VI d eo S 3 LeSSO n message! The people who invented these realiy made our lives easier. You may not know this, but I'm an inventor toa. I changed my phone so it miakes one sound when my dad calls and another when my grandmother calls. Neat, hey?
In fact, that gives me an idea for 2 game to play. I'm going to pretend I'm & zookeeper and | need to feed all the animals. The problem is the animals are all fed at different times. To help me, you have to tell me which animal to feed
N Ote b OO k S h e ets y St u d e nt first To make it tricky though, you can't speak to me. You can only use 3 drum to tell me where to go. This means you have to come up with a code! Perhaps you can use the drum to make a pattern of sounds that tells me what to do.
. . R R Let’s see how good you are at this game!”
Activity Guide, and interactive
esson 2 Digital Resource, Engineering Grade 1
Ls Digital R Ei Grads
atec s: D Resource
student reader
m Point-of-use callouts for Techertp
If you do not have access to a computer for this lesson, go straight to the Activity.
CCCS ] S E PS 1 E LA, an d M ath 2 Ask students for suggestions. for new words to add to the word wall
m Point-of-use teacher tips, oty
tech ti pS’ E L L St rateg i eS’ and 1 Show students the game board. Tell students that they will play this game in pairs. Explain that one student will be the zookeeper and one student will be the messenger. The goal is for the zookeeper to get to the Finish and to feed all

the animals along the way.

Good Thinking misconception e

Project the game board on a smartboard.

O Addto assignment

aI e rtS 2 Open the Game Rules file. Read out the game rules or have students read them aloud

Teacher tip

m Guiding questions with eSS O U S S S S S SR
anthlpated student 3. Ask students f they have any questions about the rukes r:';\:’;;,ﬂ e

4 Use the following guiding questions to facilitate a discussion on what code students could use Back,
Stop
responses + Whatproblemore we ying schve? '
(The zookeeper needs to feed ail the animals in a certain order.)

= What messages does the messenger need to send to the zookeeper?
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Assessment

A. Pre-Assessment
(Lesson 1)

Lesson 8: Hear, Hear-Written Summative Assessment

B. Formative Assessment, e ‘ sk

Bringing It All Together: Step 2 and Step 5 (Discussion and STEM notebook)

including Remediation and . g8 ' vl "

Practices

Enrichment suggestions , Sanionraie  Oulmshote  Dowdomime  Dsuderdomes

matter vibrate, and eardrum and vocal either the eardrum indicate vibration,

2 2 1

vibrating matter can cords vibrating or vocal cords eg. they show an
make sound. and label both. vibrating. arrow going from
O Students don't the mouth to the

C. Written Summative : e Etmcomnys |

are vibrating.

Constructing O Students use OStudentssaythat [ Students say that
explanations evidence from they heard the they heard the

D. Performance Summative -y

(Science or Engineering Design chpgem  Meemnt T
CARGUINA < oo v e must have traveled traveled up their

= thei nd .
Challenge) S |

where it caused
their eardrum to
vibrate.

E - Assessed Tas k ta b Ies ' : ‘ i ( i Cause and effect O Students identify O Students identify O Students don't

three cause-and- one or two identify any
effect i d-effect d-effect

and rubrics specific to each ey mm—— ana—

that answer the answer the lesson that answer the

lesson question. question. guiding question,

lesson’s assessment (aligned to : :

hats keep your

the three dimensions) e & et

«cause and effect
reversed.

Materials and Preparation

Extensions
Cross-curricular activities related -

to each lesson’s science content _—

inC|Uding Iiteracy’ math’ hiStory’ F‘:’E:l:\‘t:‘s:::S(\EnteSlunEsL\leraqdSenes-BeaisandBamDs
art, and more Beats and Banjos: Student Reader

Categories: Reader 1 0O Addto assignment
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S Lo sees
Digital Resources e

weems | HOW CAN | MAKE THE BEST KAZOO?

Module Overview

m Videos and simulations LESSON 6. KAZOO KRAZINESS
m Lesson Notebook Sheets
(English and Spanish)
m Student Activity Guides o e wonpe o sws owe b
(English and Spanish) oo || e || e | (opmenn || s || s |
m Interactive Student Literacy e Do S e | R, | i
Reader N - bﬁf b - 2
m eBook Student Literacy - a DiaiTAL N eaaox ol 114 2l

RESOURCES SHEETS > ‘ arrwos 3 | gEasano 5 pTsae

Y BANYOS

& BEATS AND BANJOS

Readers

> ox E W 3 ¥ % 5 B W i > x i . %
Interactive — eBooks are available in these three formats:
reader features clickable Vocabulary definitions LSpanish, on grade (T), and below grade (l) J

and a toolbar with highlighting and notes options
GARQLINA
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