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Grade 5 

School Daze 

 

Description: Students will: 

Draw a school, a home, a bus, and a maze. 

Create a model that examines the speed, time, and distance. 

Create two variables: time and distance. 

Script the bus to go forward and change headings with keyboard input. 

Use decimal values, tenth, hundredths, and thousandths to experiment 

with ratio between time and distance. 

Type a title and information about how to use the game. 

Project View  

 
 

Subject: Mathematics 

Etoys Quick 

Guides 

Click the question mark in Etoys to open the set of interactive tutorials 

for basic tools and techniques.   

Vocabulary: Ratio, time, seconds, minutes, hours, miles, feet, yards, heading, 0, 90, 

180, 270, x and y locations, variables, increase/decrease 

Lesson 1: 
Paint Tools: 

Brushes 

 Paint tools: 

Straight Line 

Tools 

Paint the bus, home, school and maze, each painted with its own paint 

palette. 
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Script Tiles: 

Forward by 

 

 

 

 

 

Menus: Viewer  

Icons Set 

 

Script Tiles: 

Heading 

 

Script Tiles: 

World Input 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Menus: Button to 

Fire a Scrip 

Make a script for the school bus. The move script controls forward 

motion and turns. Forward is the speed the bus travels and can be 

changed to any value. Experiments with speed, time and distance make 

this an interesting project to try again and again.  

 

This bus’s script includes the variables for time and distance. 

 

Create two variables: time and distance. 

 

Use the heading tile to change directions. The conditional statement 

below show the use of keyboard input tiles. The inequality signs are 

required before and after the direction words: left, right, up, and down.   

 

 
 

Make a reset script that assigns the bus’s starting position and heading. 

The reset script should also set time and distance back to zero. 
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Keep the project: NameMaze, Kate Maze. 

Lesson 2: Type the rules and information about how to use the scripts and 

keyboard arrows.  

 

Give students time to experiment with other students’ projects and to 

modify their project based on these experiences. 

 

Keep the project. 

Standards: 

 

 

 

 

 

 

Common Core Standards 

Mathematics: 5.OA.3; 5.NBT.1.2.3.a.b; 5.NF.2; 5.1;5.MD.1 

 

Bloom’s Taxonomy/Cognitive Domain: 

Knowledge: selects 

Comprehension: estimates 

Application: constructs 

Analysis: analyzes, compares, experiments, measures 

Synthesis: modifies, plans 

Evaluation: investigates, argues 

 

NETS  

1. a, b, c 

3. a 

4. a, b, c 

Resources: Etoys Help Quick Guides: always available in Etoys. Open Etoys and 

click the question mark to open a set of interactive tutorials of basic 

tools and techniques. 

www.etoysillinois.org  projects, lesson plans, software download 

www.mste.Illinois.org more math, science, and technology resources 

www.corestandards.org Common Core Standards   

www.squeakland.org software and Etoys projects  

www.nctm.org Standards and Focal Points for each grade level 
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