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An Activity that gives students a chance to do some creative writing and helps them understand how we store data in computer

databases.
Subjects Age Roamer Expertise Student Grouping Lesson Time Availability
Computing Year 2 y
English O Q -:Ij {m
) Year 1
Mathematics
Description

This Activity helps students develop a visual and mental model of a database.

Give students a worksheet with a 5 x. 5 grid. This represents a database. We call the columns fields and the rows records.

Students place 5 crosses into the database so each field and each record have a cross.

Field1 Field2 Field3 Field4 Field5

Record 1 x

Record 2 x

Record 3 x

Record 4 x

Record 5 x

Roamer starts at Field 1, Record 1. The students write an algoerithm (Go to Field 1, Record 2 and Collect Data; Go to Field 2,
Record 1 and Collect Data...and so on. They then write a program to perform the algorithm and collect all the data.

Place data cards on each square of the grid mat. Students should use their program to make Roamer go and collect all the
data. When they get to a data location, they should look at the card, make a note of the information and then return the card
face down. The data collected will give the students characters, props, locations, and actions from popular folk tales. The

students use this data to write a creative story.
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Objectives
Students have the chance to:

1. Develop a mental model of how a computer stores and recovers data
2. Improve their programming skills by writing longer programs

3. Understand the different parts of a story

4. Practise their creative writing skills

5. Gain experience using grids

Secondary Objectives
Students will have the chance to cultivate their creativity.

Vocabulary
Database, Record, Field, Address

KS1 Computing Pack
Index to KS1 Computing Pack Activities.
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Preparation

1. Print the Materials

1. Print one student programming sheet for each group
2. Print out the story elements

2. Become Familiar with the PowerPoint Demo

You can use slide 2 (the shape and colour slide) to explain databases. This
contains several animated parts which you activate with a mouse click. You need to
work out how you will use this. The following is a suggestion.

1. What patterns can we see?
a. Rows = Colours.
b. Columns = Shapes.

2. Let's label them.
3. Add another shape — a star: Should it be a row or column?
4. What colour star should go here (go through in order: red, yellow, blue, green and black)?
5. We call this a database
6. What is this (Spinning Yellow Triangle)?
7. We call this “data”.
8. This is another piece of data (spinning green square) — what is it?
9. We use a special name for columns in databases — we call them fields.
10. We use a special name for rows in databases — we call them records.
11. Can anyone tell me what data is in record 3 field 47

a. The names of the records (colours) is a field.
b. The names of the fields (shapes) is a record.
12. Can anyone tell me what data is in record 5 field 27
13. Can anyone tell me what data is in record 1 field 47
a. This is the word Triangle (a different type of data — text not an image).

3. Prepare Clear Grid Mat

1. Place the cards in the cells on the Clear Grid Mat, face down.
a. Make sure you get the right ones in the right place.

4. Set up Interactive White Board (IWB)

1. Load the Database PowerPoint into your computer.
2. Connect your computer to the IWB
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Activity

1. Discuss the Shape and Colour Slide

1. Show PowerPoint Slide 2.
2. Present the ideas to the students

2. Introduce the Grid Mat Database

1. Look at the grid mat with the cards in place
2. Each card contains data
3. Ask, “Is this a database?”
4. They need data from each record and each field
a. Use the PowerPoint Slide 3 to demonstrate what you want
5. Can they identify the cells in the demo.

3. Introducing database terminology

1. Continue using the Interactive White Board explain that they have been using a database
a. Tell the children that the bits of information are called data

b. The rows are called Records
c. The columns are called fields
d. The boxes are called cells
2. Add a record for Sleeping Beauty to the database
a. The children decide where the data from Sleeping Beauty should be located.

4. Students write an algorithm to collect data

1. Students mark the grid mat on their program sheet with 5 crosses

2. Emphasise the starting point is the top left of the grid mat and not the bottom left.
3. Students should write an algorithm to collect the data using database location references

4. They should include a 10 second stop (to give them time to turn over the card and write
down the data)

5. This phase of the activity has two Learning Intentions; establish these through discussion
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5. Collect data from the database grid mat

. Go to the Grid Mat

. Put Roamer on the top left square’

. Students should write a program for their algorithm.

. Press GO, each group to visit the grid mat with their programmed Roamer.

. Every time Roamer stops a student should copy the information from the card.
. Place the card back on the grid face down.

~N o0 ;bW N =

. Continue doing this until the program stops.

6. Looking at Our Data

As a whole class talk about the data each group collected.

1. Use Interactive White Board to display the PowerPoint
a. Discuss the information in Cinderella
b. Point to the “bits of information” in the story
2. Ask, “What do these bits of information have in common?”
a. Discuss the information in one of the other stories
3. Ask, “What about the information in this record?”
4. Ask about the other records until you are happy that the children understand:
a. Each record is made up of bits of information.
b. That the bits of information in a record belong to the same story.
c. Field 1 identifies the story by its name.
5. Talk about the information in the “Goodie” column
a. Ask, “What is the same about the bits of information in this column?”
6. Go through the other columns until you are happy that the children understand?
a. Each column is made up of bits of information
b. Each column contains the same type of information
c. Record 1 identifies a role in the story

7. Use the data to write a story

1. Each group creates a story using the data they collected
2. They appoint a scribe

Assessment

1. Story reading

1. Someone from one of the groups reads the story

a. Note the quality of the story.
2. Initiate a whole class discussion about the story noting

a. Level of involvement

b. The quality of the conversational interaction by the children
3. Repeat the process for each story
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Subject Comments

What is a database?

A database is like a set of pigeonholes for storing information. We call a database row a “record” and the column a “field".
When you go to collect your mail from the office pigeonhole you go to the one with your name. Instead of a name a
computer database uses the record and field to specify an “address”. So record 2, field 2 in our picture has no pigeon in it.
Normally when we set up a database we call the records and fields useful names. In our Activity, we use the story name for

records (for example Cinderella) and for the field names we use their role in the story (Goodie, Baddie, Prop, Location and
Action).

Prior Knowledge

The students should be familiar with the stories you use.
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The idea is for the students to take parts of different stories and use them to create a new story. We use traditional

European stories in our examples, but you should tailor your choice to suit your circumstances. So you can take parts from

modern stories, stories from a different culture, or a different set of European stories.

Story Goodie
Cinderella Cinderella

Jack and the Beanstalk Jack

Little Red Riding Hood Red Riding Hood
Snow White Snow White
Aladdin Aladdin

Science of Learning

Suggested Database

Baddie
Stepmother
Giant

Wolf

Evil Queen

Evil Magician

Prop
Glass Slipper
Magic Beans
Food Basket
Poison Apple
Lamp

place
Kitchen
Castle
Cottage
Forest

Cave

Action
Marrying
Running Away
Eating
Kissing

Playing a Trick

This Activity shows how Roamer can enrich other work. Qur aim is to help young students improve their English skills as

well as understand something about databases. Retrieving mysterious data adds an authenticity and excitement. You can

do this activity without Roamer. However, evidence shows that Roamer can promote engagement, creativity and STEM

involvement.

References and Useful Links

R Homquist, S. (2014) A multi-case study of student interactions with educational robots ...
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Resources for Roamer Activities

This page lists the resources needed for this Roamer Activity. Note that you will access some resources by following the

hyperlink. Others you will find on the Activity pdf.

7] CD Users: Click on Link
icon to access links.
Roamer Products
Standard Roamers

1520-402 Infant K-1 Roamer
General Accessories

1522-108 Roamer Power Pack
Mats

1526-103 Clear Grid Mat
Preparation Resources

25 Story Cards (per group)
Teacher Materials

Demo PowerPoint

Student Resources

Programming Sheets (one per group)..
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Team Name

Record 1

Record 2

Record 3

Record 4

Record 5
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Field1 Field2 Field3 Field 4
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Team Name

Our Algorithm

Our Program
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Cinderell S h Glass Kitch M [
inderella | Stepmother Slipper itchen arrying
: Runnin
Jack Giant Magic Beans Castle J
Away
Red Riding _
Wolf Food Cottage Eating
Hood
Snow White | Evil Queen |[Poison Apple| Forest Kissing
Aladdin Evi Lamp Cave Playing a
Magician Trick
Cinderell S h Glass Kitch M [
inderella | Stepmother Slipper itchen arrying
_ : Running
Jack Giant Magic Beans Castle
Away
Red Riding _
Wolf Food Cottage Eating
Hood
Snow White | Evil Queen [Poison Apple|  Forest Kissing
Aladdin Evil Lamp Cave Playing a
Magician Trick
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