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About the unit
Unit description
In this unit of work students visualise and plan routes, understand and use the language of position and give and interpret directions using a variety of formats and resources.

Knowledge, understandings, skills, values

· Students know, use and interpret a range of vocabulary associated with describing movement, direction and position.

· Students use visualisation strategies to assist them in the planning of a route.

· Students structure and sequence oral and written directions.

Students interpret and follow directions.

Focus questions

· How do we plan movement from one place to another?

· How do we communicate position in a location?

· How do we communicate direction?

How do we communicate movement from one position to another?

Resources

Digital curriculum resources
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	L3535 Ladybird mazes

	
	Direct a robot series: L1074 which way?, L1075 how far?, L753 collector

	
	L3505 Turtle geometry
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	R6083 ‘I Think …’ – Lost


Internet sites

Chinese checkers design: http://upload.wikimedia.org/wikipedia/commons/d/d6/Chinese_checkers_jump.png
Software

Microsoft PowerPoint (or similar)

Print

Books
· A lion in the night, Pamela Allen, Penguin, 1988

· A nice walk in the jungle, Nan Bodsworth, Penguin, 1991

· A pet for Mrs Arbuckle, Gwenda Smyth, Penguin, 1989

· Are we there yet? Alison Lester, Viking, 2004
· Bears in the night, S and J Berenstain, Random House, 1971

· Hairy Maclary from Donaldson’s dairy, Lynley Dodd, Puffin, 2005
· Reggie queen of the street, Margaret Barbalet, Penguin, 2003
· Rosie's walk, Pat Hutchins, Aladdin Paperbacks, 1968
· We're going on a bear hunt, Michael Rosen and Helen Oxenbury, Simon & Schuster, 1989

· The gingerbread man

Little red riding hood
Other resources
· Blank paper

· Grid paper of various types

· Paper for making posters

· Counters for Chinese checkers: up to 6 players can play on a board game sheet; each player requires 10 counters of a single colour, either blue, purple, red, orange, yellow or green

· Target vocabulary words written on pieces of paper, placed in a bag

· Large container of counters

File or similar to form a visual barrier between students

Attached printable resources

[image: image1.png]


The following teacher-created learning resources referred to in the unit of work are available for you to modify, print and use in your own teaching and learning context:

· Word wall record sheet

· Visualisation text
· Visualisation text answer sheet
· Mud map record sheet

· Observation checklist

· Ladybird demonstration counter

· Ladybird game counters 

· Ladybird maze barrier game sheet
Directional language checklist
Teaching the unit

Setting the scene

Resources

· R6083 ‘I Think…’ – Lost
· Microsoft PowerPoint
· Word wall record sheet (page 12)

Observation checklist (page 16)

Teaching and learning activities

Getting lost

Watch resource R6083 ‘I Think …’ – Lost and discuss:
If you get lost, is the solution to get someone to carry you out?

What would you normally do to find your way when you are lost?
What about if you were lost in the centre of a city or in the bush?
~
As individuals, list the words that could be used to give instructions to someone who is lost. Use a Think-Pair-Share strategy to develop a common list to construct a ‘Word wall’ as a ready reference.
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Have students record the list of directional words from the class Word wall on the record sheet (page 12) for subsequent activities.
Assessment

Include the directional words in personal or class spelling lists.

Have students begin a print or electronic learning journal.
~
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Record evidence of learning on the Observation checklist (page 16).
~
Take photos of the students at work throughout the unit. Use these to create a PowerPoint presentation, or insert them into their blog.

Investigating

Resources

· A story featuring a journey, such as those listed in the resources section (page 2)

· Visualisation text (page 13)

· Visualisation text answer sheet (page 14)

· Mud map record sheet (page 15)

· Chinese checkers board games – 1 game per 6 students (these could be made from an A3 sheet and small plastic counters)
· Chinese checkers design: http://upload.wikimedia.org/wikipedia/commons/d/d6/Chinese_checkers_jump.png
· Direct a robot series: L1074  which way?, L1075 how far?, L753 collector

· L3505 Turtle geometry
L3535 Ladybird mazes
Teaching and learning activities

An imaginary journey

Demonstrate the concept of a mud map by having students listen to a story featuring a journey and show them how to map the journey.
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Have students develop their visualisation skills by having them listen to the Visualisation text (page 13).

Encourage them to make a ‘mental video’ of what is happening so they can map the journey at the end.
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After listening, have them draw the route travelled on the Mud map record sheet (page 15). Compare these and discuss:

How are they the same?

How are they different?

What was the common information that was used?

Why was the same information interpreted differently?
~
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Give students a copy of the Visualisation text. Discuss the words that describe landmarks, position and movement from one position to another, and have them highlight these in different colours. Compare their versions to the Visualisation text answer sheet (page 14).
Re-read the text and have students draw as they listen. Compare their mud maps to the Visualisation text answer sheet. Display the ‘before and after’ representations and discuss how our perceptions are influenced by our experiences.
Chinese checkers

Teach students how to play Chinese checkers focusing on visualisation of counter paths, planning and strategies in order to minimise the number of turns it takes to move their pieces from their home star point to their destination star point.
Discuss and demonstrate:

· Offensive strategies

· need to maximise distance that counters move with each turn

· try to set up paths that counters can travel along by locating counters in alternate positions so they can be jumped over

· try to get the counters into the back of the finishing triangle or you risk being blocked out by your own pieces.

· Defensive strategies

· block the paths of other players where possible

· block the exit or entry to other players’ home triangle where possible

· avoid being boxed into the starting triangle.

Suggest students help each other and discuss strategies as they learn to play.

What other board games require the players to visualise the journey before making a move?
~
Making journeys

Use L1074 Direct a robot: which way? to practise route visualisation. Students are encouraged to use the distance information to visualise the route the robot will travel before creating the instructions for the robot. They reflect on their learning in their journal.
~
Use L1075 Direct a robot: how far? to practise estimating distance. Students are encouraged to use the direction information to visualise the route the robot will travel before creating the instructions for the robot. They reflect on their learning in their journal.
~
Use L753 Direct a robot: collector to practise route visualisation. Students are encouraged to closely examine the position of the samples and visualise a route that will result in all the samples being collected in the most distance efficient manner possible. They reflect on their learning in their journal.

Giving directions

Students work in pairs to establish what the elements of good directions are. They record their findings in their journal and share them with the class. Summarise the findings, which could include:
· A person giving directions needs to be able to visualise the route.
· A person receiving directions needs to share the visualisation of the route.
· Directions need to be given in the correct sequence.
· Hand signals can be used to help describe the route.
Body language can be used to help describe the route.
~
Information is provided about:
· what direction to travel in
· when to change direction
· description of landmarks that might be passed
· location of the landmarks
· distance to be travelled
time it takes to get there.
Display the summary as a ready reference.

Going around

Introduce the language or rotation using L3535 Ladybird mazes. Identify and explain terminology: forwards, backwards, diagonal, rotate, turn, quarter turn, 45 degrees, 90 degrees, clockwise, anticlockwise while demonstrating the object.
~
Have students form pairs and draw a word from a bag. They plan and create a 30-second dramatic demonstration that explains the meaning of their word. They present their performance to the class.

Extension activities

Students explore cardinal points. Use L3505 Turtle geometry for those with understanding of rotation using degrees.

Assessment

Students write a reflection in their journal.
Were they able to visualise the route?
What went well?
What could be improved next time?

Do they think they are visual learners?

Why is it important to be able to visualise?

Bringing it all together

Resources

· L3535 Ladybird mazes
· L3505 Turtle geometry
· Ladybird demonstration counter (page 17)

· Ladybird maze barrier game sheet (page 18)

· Directional language checklist (page 19)

Ladybird game counters (page 17)

Teaching and learning activities

Giving directions

Students give and record directions to a real location within the school grounds and their partner follows the directions. They interpret and ‘trial’ the instructions, reflect and provide ‘helpful suggestions’ for improvement.

1. Review with the class the words that we would need to give directions. Note the role of visualisation – the ability to imagine the path you would take.

2. Students complete the activity in pairs. One student describes how to get from the classroom to a playground location while the other listens and records the directions in their journal. Students swap roles with one giving directions to a different location in the playground and the other recording the information. Encourage students to visualise the directions and ask questions when the directions are not understood.
3. Students swap written directions with someone else in classroom.
4. Students then ‘trial’ the instructions by making their way to the playground location using the directions. Emphasise that they can only use the written directions, not any verbal assistance. They must follow instructions precisely, no guessing or improvising.

5. Students report to class: did the directions work and what went wrong?

6. Students write a reflection about their experience in their journal.

7. Students write a ‘helpful suggestion’ outlining what would have made the directions better.

Ladybird mazes

Demonstrate L3535 Ladybird mazes, noting the function and operation of the buttons.
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Using the Ladybird demonstration counter (page 17), the teacher models how to interpret and use the directional buttons in the learning object.
The teacher draws the learning object buttons on a whiteboard and demonstrates how the ladybird moves using the ladybird demonstration large scale counter. Note that ‘forward’ means relative to the direction the ladybird is facing, not the direction indicated on the arrow button. The same applies to the other buttons.
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Give each student a Ladybird maze barrier game sheet (page 18) and a Ladybird counter. The teacher calls out instructions and points to each button, the students follow the instructions using their ladybird counter. The ladybird is allowed to land on the obstacles. This gives a reference for checking whether they have followed the instructions correctly.

For assessment purposes, students can draw the ladybird counter’s path as they move it, allowing the teacher to assess whether they followed the directions correctly.
~
Students use the learning objects on computers. They work in groups of three. One student gives directions, using directional words such as move, forwards, backwards, rotate, turn, left, right, diagonal, 90 degrees, 45 degrees, straight, turn, clockwise, anti-clockwise. The second student follows the directions to operate the ladybird. The third student records the language used. Students swap roles.
At the end of the activity, students reflect on the skills and understandings they require to operate the learning object and record their thoughts in their journal.
Draw a compass (N, S, W, E, NW, NE, SW, SE) on a whiteboard. Students give directions using cardinal points to direct the movement of the ladybird.

Use L3505 Turtle geometry to explore rotation using degrees.

Ladybird maze barrier game

This barrier game encourages students to use new directional vocabulary and interpret it, using concrete materials (counters) to explore meaning.

Students play in groups of three: Manager, Ladybird and Aphid and rotate roles.
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Each group requires three Directional language checklists, two Ladybird maze barrier game sheets, two Ladybird game counters, one Ladybird treasure counter and a visual barrier (file or similar).
The Manager’s role is to ensure the Directional language checklist is ticked by players as the game progresses and to advise players when one has misinterpreted a direction, as is evident when Aphid’s and Ladybird’s counters are on different squares. Managers are to encourage discussion between the players when there is a misunderstanding or insufficient information. It is not the Manager’s role to move pieces, tick language sheets or to take on the role of Aphid or Ladybird in any way.
Ladybird must avoid (go around) obstacles. She may go over the leaf (one move) or under the leaf (one grid square at a time). Aphid must track her progress with a tracking counter.
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Model aspects of the game using the Ladybird demonstration counter (large scale).

Aims of the game

1. Ladybird has to land on the treasure, while going around the obstacles. This ends the game and initiates a role change.
2. Each player ticks as many words as possible on the reference list at least once.
3. Five points are awarded for each player who has ticked every word on the reference sheet (15 max).
4. One point is given for every tick on each players sheet; group points are the accumulation of points of each player in the group.
5. The winning group is the one with the highest number of points and is awarded a prize.

Game play

1. Aphid places the treasure counter somewhere on the sheet. Aphid also places a ladybird counter at the starting flower – this is a tracking counter.

2. Ladybird places counter at starting flower.

3. Ladybird gives directions to Aphid describing where she is going. She ticks the words she uses on the Directional language checklist. Aphid copies directions with tracking counter. If moving towards the treasure, Aphid says ‘warm’. If in the wrong direction, Aphid says ‘cold’.

4. Manager checks words are being ticked off and that both players are on the right square. If they are not, he needs to explain the directions.

5. Game ends when the ladybird lands on the treasure.

6. Students swap roles.

7. Play game with two or more targets. Include grid references or cardinal points.

Drawing conclusions

Resources

· Ladybird maze barrier game sheet (page 18)

Microsoft PowerPoint

Teaching and learning activities

Make a game
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Review the Ladybird maze barrier game with the whole class.
Students design their own maze game, which must incorporate the language that they have learned.
Working in pairs, students are to design their own barrier game. The only criterion is that in order to play the game, each player must use all the directional language that has been developed during the unit of work and that is already recorded on the Directional language checklist.

Once the game is designed, student pairs swap their game with others. They play the game and provide feedback to allow the designers to improve the game. Allow at least one session for game design improvements.

At the completion of the activity students reflect on the design process, their game product and the collaborative work skills they have used. They record their reflections in their journal.

Assessment

Students review and reflect upon their journal, Word wall and PowerPoint slide show created during the course of the program. They write, considering the following questions:

What have I learned?

How do I feel about this program of work?

What was the most interesting thing I learned?

What did I not enjoy learning?

Is there anything that should be done differently next time?

What questions do I still have?
What would I like to know more about?

Students share their thoughts about the program with the class.

Writer: Shelley Jenkinson
The material in this unit of work may contain links to internet sites maintained by entities not connected to Education Services Australia Ltd and which it does not control (‘Sites’).

Education Services Australia Ltd:

· provides the links for ease of reference only and it does not sponsor, sanction or approve of any material contained on the Sites; and

· does not make any warranties or representations as to, and will not be liable for, the accuracy or any other aspect of the material on the Sites or any other matter connected to the use of the Sites.
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While the material in this unit of work is not remunerable under Part VB of the Copyright Act 1968, material on the Sites may be remunerable under Part VB of the Copyright Act 1968. It is your responsibility to read and comply with any copyright information, notices or conditions of use which apply to a Site.
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Word wall record sheet
	Name
	
	Class
	
	Date
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Visualisation text
	Name
	
	Class
	
	Date
	


Highlight words in the following text that describe landmarks, position and movement from one position to another. Use three different colours and mark them in the key.

	Imagine you are walking up three steps. You step onto a grey, pebbled path that is curving away to the left. As you walk along you notice a tall, brown, gritty ant hill on your right that is teeming with ants. You stop to take a closer look and one of them bites you on the toe. You walk on until you come to an intersection. You have to decide whether to go forward, left, right or back to where you started. At the intersection is an old rusty sign that is hanging loosely from its pole and gently clanking in the breeze. The arrow points to the left, so, why not? You turn to the left and immediately see a castle. The path is leading you straight to it. Between the castle and you is a field of beautiful blue flowers. As you travel through them, suddenly a small mouse appears from behind a rock on your right. It scampers across the path and into a hole on your left. Surprised, you pause for a moment but then move on. In a few minutes, you will be at the castle! [image: image4.jpg]




	Key

Colour

Landmark

Position

Movement
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Visualisation text answer sheet
	Imagine you are walking up three steps. You step onto a grey, pebbled path that is curving away to the left. As you walk along you notice a tall, brown, gritty ant hill on your right that is teeming with ants. You stop to take a closer look and one of them bites you on the toe. You walk on until you come to an intersection. You have to decide whether to go forward, left, right or back to where you started. At the intersection is an old rusty sign that is hanging loosely from its pole and gently clanking in the breeze. The arrow points to the left, so, why not? You turn to the left and immediately see a castle. The path is leading you straight to it. Between the castle and you is a field of beautiful blue flowers. As you travel through them, suddenly a small mouse appears from behind a rock on your right. It scampers across the path and into a hole on your left. Surprised, you pause for a moment but then move on. In a few minutes, you will be at the castle! [image: image5.jpg]
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Mud map record sheet

	Name
	
	Class
	
	Date
	


	My mud map – the first time I listened

	

	My mud map – the second time I listened

	Reflection
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Observation checklist
	Student name
	Class 1
	Class 2
	Class 3
	Class 4
	Comments
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Ladybird demonstration counter
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Ladybird game counters
Ladybirds
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Treasure
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Ladybird maze barrier game sheet

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	


Directional language checklist
	Name
	
	Class
	
	Date
	


	
	Vocabulary
	Tick
	Vocabulary
	Tick

	
	Over
	
	Quarter turn
	

	
	Near
	
	Three-quarter turn
	

	
	Up
	
	Right
	

	Vocabulary
	Tick
	Down
	
	Left
	

	Go
	
	Turn
	
	Diagonal
	

	Until
	
	Forwards
	
	Horizontal
	

	Get to
	
	Backwards
	
	Vertical
	

	Follow
	
	Straight
	
	Parallel
	

	Route
	
	Close to
	
	Clockwise
	

	Along
	
	In front of
	
	Anti-clockwise
	

	Path
	
	Behind
	
	Rotate
	

	Move
	
	Between
	
	45 degrees
	

	Past
	
	Around
	
	90 degrees
	

	On
	
	Towards
	
	180 degrees
	

	Under
	
	Away from
	
	270 degrees
	

	Direction
	
	Half turn
	
	360 degrees
	


Words that direct us
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