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  MODULE 3:  LOGIC AND FLOWds       

LESSON 5:  EFFICIENCIES
OUTCOMES

· Learners will nest objects in containers and act on the container to set overall properties or loop through the container to set individual properties.

· Learners will apply an event to a container to capture events from individual objects in the container using the target property of the event object or events overall on the container using the currentTarget property of the event object.  

· Learners will use JavaScript intervals and timeouts to call function in time.  

· Learners will use debugging techniques to help them make code without error.

PRESENTATION / LAB (50 Minutes)

Briefly show the programming basics documents and then open up an editor and go over the basics live.
BREAK (10 Minutes)
PRESENTATION  / LAB (100 Minutes with 10 Minute break)

Give an overview of the Efficiency Examples and then start coding similar examples.  For instance, make a collage.
SUMMARY (10 Minutes)

Give learners a heads up about their upcoming TEST next week on the first THREE modules ending at this lesson.  And look forward to a new module on Creativity and Planning to help you with your ASSIGNMENT due before reading week.
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