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SUBJECT: PROGRAMMING

LESSON PLAN

TOPIC: PROGRAMMING IN PYTHON - DRAWING geometric shapes.

OBJECTIVES:. 1. acquire basic knowledge of programming in Python using the
tkinter graphic library.
2. To learn to work with graphic canvas. draw simple shapes on it.
3. Create images at a random location using the tkinter library.

 TOOLS:
A computer with Python and the
tkinter library installed.
Python Sample Textbook
Worksheet with Exercises

INTRO: We will show how to
create and run the first
program, create a graphic
canvas on which we will draw
graphic shapes. We'll use a
variable, generate random
values, and draw images at a
random location using the
tkinter library.

  LESSON STRUCTURE: Engagement (4 minutes) - drawing an elementary picture in Cartesian
coordinates INTERVIEW with students about the coordinate system in the tkinter module
(task 1)
• Research (12 minutes) – researching a new command (Task 2 to 4)
• Presentation (15 minutes) – summary and explanation of knowledge from the section
Researching the issue of creating programs with a graphical user interface
• Development (9 minutes) – independent programming of more demanding tasks (tasks 5 to 6)
• Assessment (5 minutes) – solving the self-assessment test, discussing the answers.
-------------------------------------------------- -------------------------------------
A brief overview of Python programming (for beginners).
Installing the tkinter library (if not installed).
Presentation of the tkinter library.
Explanation of the principle of drawing on canvas.
WORKSHEET FOR THE STUDENT
We will proceed according to our electronic textbook Programming in Python, which is
intended for secondary schools. You can find a sample textbook at:
Http://www.programujemevpythone.sk/ukazka.pdf The sample contains simple examples of
drawing:
1. Drawing basic shapes:
 drawing a circle, rectangle, square and triangle using different colors and line
thicknesses code example for each shape Exposure phase - exposure of a new object
- I will briefly note the basic terms on the board



WORKSHEET FOR THE STUDENT

               1. Task: Create the file 05lek_p04.py, the commands listed in it and run the program xxxxx:

2. .Task: There are 4 numbers in the brackets of the command canvas.create_rectangle (,,,). Try changing them gradually in the
program 05lek_p05.py (changes compared to the previous entry are highlighted in yellow). Run the program each time to see what it

draws:
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WORKSHEET FOR THE STUDENT1.

3. Task: On the computer, there is a point with coordinates [0, 0] in the upper left corner. The x-axis goes from left to right. The
y-axis is reversed compared to mathematics - it goes from top to bottom (the bigger the number, the lower).

1.

4. Task: In the command canvas.create_rectangle (x1, y1, x2, y2) 1.
we write in the brackets the coordinates of the opposite vertices of the rectangle:2.

  5. Task: Change your program 05lek_p06.py to draw a rectangle that has the coordinates of opposite vertices [50, 30] and
[300, 200].

1.

  6. Task:. Calculate the width and height of the rectangle from the previous example without using a computer.1.

7. Task: . Create a new program 05lek_p08.py and draw a rectangle that has one vertex at coordinates [200, 100], its width is 60
and its height is 140.

1.
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ANNEX
Photos from the lesson implementations
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ANNEX
Photos from the lesson implementations



ANNEX
Students output

from tkinter import * 
create a tkinter window 
root = Tk() 
create a canvas to draw on 
canvas = Canvas(root, width=300, height=300) canvas.pack() 
create a square 
canvas.create_rectangle(50, 50, 80, 80, fill="blue") 
create a rectangle 
canvas.create_rectangle(100, 100, 160, 140, fill="red") 
run the tkinter main loop 
root.mainloop()



SUBJECT: PROGRAMMING

LESSON PLAN

TOPIC: PROGRAMMING IN PYTHON - DRAWING and COLORS.

LEARNING OBJECTIVES:. 
   1. Understand the basic principles of drawing in Python using the
tkinter library

    2. Learn to use different colors and effects when drawing in Python.

 TOOLS:
A computer with Python and the
tkinter library installed.
Python Sample Textbook Worksheet
with Exercises

INTRO: Using different colors in
drawing:
Defining color using RGB values
Use of different colors for individual
drawing objects

 Creating effects using color
combinations

  LESSON STRUCTURE: Engagement (4 minutes) - creating a simple image using drawing in Python
using colors and effects
CONVERSATION with students about the basic principles of drawing and working with colors in
Python using the tkinter library
• Research (12 minutes) – exploring the NEW image fill and OUTLINE commands 
• Presentation (15 minutes) – summary and explanation of knowledge from the section
Exploring the issue of creating programs from the basic principles of drawing and working
with colors in Python Elaboration (9 minutes) – Supporting students in further independent
drawing and discovering the possibilities of programming in Python using colors
• Assessment (5 minutes) – solving the self-assessment test, discussing the answers.

-------------------------------------------------- -------------------------------------

WORKSHEET FOR THE STUDENT
We will proceed according to our electronic textbook Programming in Python, which is
intended for secondary schools. You can find a sample textbook at:
Http://www.programujemevpythone.sk/ukazka.pdf The sample contains simple examples of
drawing in COLOR:

1.

1. shape filling:
 circle, rectangle, square and triangle OUTLINE of different colors and line thicknesses
code preview for fill and OUTLINE Exposure phase - exposure of new commands
- I will briefly note the basic terms on the board



2. STUDENT WORKSHEET

               1. Task: Create a new program 06lek_p02.py, draw a colored rectangle using the following code:

The width (and height) of the square is 100

2. .Task: •Add 3 more commands for drawing rectangles to the program 06lek_p03.py to get the following image:
                                   The width (and height) of the square is 100. The distance between the squares is 20

:
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WORKSHEET FOR THE STUDENT1.

3. Task: Create a new program 06lek_p04.py that draws the Dutch flag:1.

  4. Task: Create a program 06lek_p05.py that draws the Irish flag with the color 'orange':1.
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WORKSHEET FOR THE STUDENT1.

5. Task: Create a new program 06lek_p06.py and draw a picture like this: Which country's flag does the picture resemble? 1.

LESSON PLAN



WORKSHEET FOR THE STUDENT1.

6. Task: • Create a new program 06lek_p07.py, in which draw such a frame from four narrow rectangles: 1.

   WHEN DRAWING IN PYTHON, WE HAVE THE OPPORTUNITY TO USE MANY COLORS.  HERE IS A SELECTION OF SOME OF THEM:            1.
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ANNEX
Photos from the lesson implementations



ANNEX
Students output

import tkinter

# We will create a window window = tkinter.Tk()
window.title("Three rectangles")

# We set the window size width = 400 height = 200
window.geometry(f"{width}x{height}")

# We will create a canvas canvas = tkinter.Canvas(window,
width=width, height=height) canvas.pack()

# First rectangle x1 = 50 y1 = 20 x2 = 150 y2 = 80 color1 =
"red" canvas.create_rectangle(x1, y1, x2, y2, fill=color1)

# Second rectangle x2 = 200 y2 = 50 color2 = "blue"
canvas.create_rectangle(x1, y1, x2, y2, fill=color2)

# Third rectangle x1 = 100 y1 = 100 x2 = 250 y2 = 150 color3 =
"green" canvas.create_rectangle(x1, y1, x2, y2, fill=color3)



SUBJECT: PROGRAMMING

LESSON PLAN

TOPIC: PROGRAMMING IN PYTHON - DRAWING with variables.

LEARNING OBJECTIVES:. 
   1. Understand the basic principles of drawing in Python using VARIABLES.

    2. To learn how to use VARIABLES when drawing in Python.

 TOOLS:
A computer with Python and the
tkinter library installed.
Python Sample Textbook Worksheet
with Exercises

INTRO: Using VARIABLES when drawing:
Defining and using variables in Python 
Use variables to draw shapes.
Set the color and size of the shapes.

  LESSON STRUCTURE: Engagement (4 minutes) - creating a picture using drawing 
       in Python using a variable CONVERSATION with students about the basic principles of
drawing and working with colors in Python using the tkinter library

• Research (12 minutes) – exploring NEW variable commands for image fill and OUTLINE 
• Interpretation (15 minutes) – summarizing and writing a simple program in Python that
draws different shapes with different colors and sizes Elaboration (9 minutes) – Supporting
students in further independent drawing of Python programming possibilities using variables
• Assessment (5 minutes) – solving the self-assessment test, discussing the answers.
-------------------------------------------------- -------------------------------------
WORKSHEET FOR THE STUDENT

We will proceed according to our electronic textbook Programming in Python, which is
intended for secondary schools. You can find a sample textbook at:
Http://www.programujemevpythone.sk/ukazka.pdf The sample contains simple examples of
drawing with a variable:

1.

1. a program that draws a square, rectangle, triangle and circle. The coordinates of the
upper left corner of the object are stored in the variables x, y. 
2. code sample with variables for fill and OUTLINE different colors and line weights Expose
phase - exposure of new commands with variables
- I will briefly note the TERM map of basic concepts on the board



3. STUDENT WORKSHEET

               1.Task: Create a new program 07lek_p01.py that will draw two touching squares as shown in the picture. Both have a side
length of 100, with the red one having its upper left corner at the point [50, 50].
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3. STUDENT WORKSHEET1.

2. Task: Create a new program 07lek_p02.py that draws a square with side length 150.1.
                The variables x, y store the coordinates of the upper left corner of the square.2.

                The coordinates of the upper left corner [x;y] = [100;70] are entered as variables.3.

  3. Task: Create a program 07lek_p03.py that draws a rectangle with the upper left corner on x, y coordinates, given width
and height. Choose the color as you like.

1.

´ For example, when the program contains: x = 100, y = 70, width = 200, height = 80, a rectangle is drawn as in the picture:2.

LESSON PLAN



3. STUDENT WORKSHEET1.

4. Task: Create a program 07lek_p04.py that draws squares as shown in the picture. These squares have a common upper left
corner, whose coordinates are in the variables x, y. 

1.

                  The squares get progressively smaller so that red has a side length of 200, blue 150 and dark blue 100. 2.
                  The coordinates of the center can be, for example: [x;y] = [80;50]3.
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3. STUDENT WORKSHEET1.

5. Task: Create a program 07lek_p05.py that draws three rectangles touching each other: 1.
                 The coordinates of the upper left corner of the first rectangle are stored in the variables x, y.2.

                 All three rectangles have the same width and height - these dimensions are stored in the width, height variables.1.

                 Will the program work correctly even if you increase the value of the variable width by 20 and the value of the variable y
by 10? If not, the repair program.

1.

Task: Create a new program 07-lek_p06 .py that draws a square whose center has coordinates x, y and sides have length 100.

 Coordinates x, y are stored in variables of the same name.
 In order to draw this square, you have to calculate the coordinates of its upper left and lower right corners.

 In a new program, write code that draws a green square with center [x, y] and side length 100.
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3. STUDENT WORKSHEET1.
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ANNEX
Students output:
Write a program that reads three words and prints all
6 different permutations. After launch you can get:

enter the 1st word: white
enter the 2nd word: blue
enter the 3rd word: red
white blue red
white red blue
blue white red
blue red white
red white blue
red blue white

or USE VARIABLES:

behind 1st goodbye: x
at the back 2nd goodbye: ***
behind 3rd goodbye: :-)
x *** :-)
x :-) ***
*** x :-)
*** :-) x
:-) x ***
:-) *** x



SUBJECT: PROGRAMMING

LESSON PLAN

TOPIC: PROGRAMMING IN PYTHON - subroutines.

LEARNING OBJECTIVES:. 
    1. Use subroutines to clarify drawing commands in Python 

    2. Learn to DEFINE FUNCTIONS while drawing in Python.

 TOOLS:
A computer with Python and the
tkinter library installed.
Python Sample Textbook Worksheet
with Exercises

INTRO: Using different colors in drawing:
Defining functions

Using a subroutine for individual
drawing objects
Modify the function so that we can
specify a location when using it
Repeat commands in a loop 

  LESSON STRUCTURE: Connection (4 minutes) - A SUBROUTINE IS A SMALLER SECTION of the
program that we name, and when we want to use it, we just write the name of this
subroutine in the program. 
CONVERSATION with students about the advantages of using subprograms in Python: - Use of
subprograms When drawing more complicated pictures, it is suitable so that the program
does not become confusing, because it contains many commands. The use of comments helps us
make the program more transparent. A BETTER way is to use a subroutine.
• Research (12 minutes) – exploring new commands - A function is a named block of commands
(sometimes called a subroutine). We describe (define) it with a special construction
• Presentation (15 minutes) – summary and explanation of knowledge from the section
Investigating the issue of creating subprograms in Python Development (9 minutes) –
Supporting students in further independent creation of Python subprograms 
• Assessment (5 minutes) – solving the self-assessment test, discussing the answers.
-------------------------------------------------- -------------------------------------
WORKSHEET FOR THE STUDENT
We will proceed according to our electronic textbook Programming in Python, which is
intended for secondary schools. You can find a sample textbook at:
Http://www.programujemevpythone.sk/ukazka.pdf The sample contains simple examples of
creating subprograms in python:
1. we will create our own commands that we can use in our program. Professionally, such
subroutines in Python are called functions (in other programming languages ​​you may also
encounter the name of procedure or function, or both).
Expose phase - Pushing the statements away from the left margin helps Python understand
what all goes into our function. - I will briefly note the basic terms on the board



4. STUDENT WORKSHEET

               1. Task: Draw a house and create a function (command) house for it.
import tkinter
canvas = tkinter.Canvas() 
canvas.pack()
canvas.create_rectangle(100, 100, 150, 150) 
canvas.create_line(100, 100, 125, 50, 150, 100)

The program draws a house with a roof from a rectangle and a broken line. In the next example, we defined our own function called
house. We define the function with the word def, followed by the name of the function, then parentheses and at the end a colon (just
like in the for loop).

import tkinter canvas = tkinter.Canvas() 
canvas.pack() def dom():
canvas.create_rectangle(100, 100, 150, 150) 
canvas.create_line(100, 100, 125, 50, 150, 100)

If we want to execute this function, we write dom() in the program (in the place of the program where the function is to be executed).
import tkinter
canvas = tkinter.Canvas() 
canvas.pack() def dom():
canvas.create_rectangle(100, 100, 150, 150)
 canvas.create_line(100, 100, 125, 50, 150, 100) dom()                                                                                              

This program also starts the dom() function. We can better see the importance of defining a custom command if we change the house
function to draw a house at a random location.
import tkinter 
from random import * 
canvas = tkinter.Canvas() 
canvas.pack() 
def dom():
x = randint(100, 300) 
y = randint(100, 300) 
canvas.create_rectangle(x, y, x+50, y+50) 
canvas.create_line(x, y, x+25, y-50, x+50, y) 
dom() 
dom() 
dom()

In this program, we will already execute the house() function three times, and thus three houses will be drawn at a random location.
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4. STUDENT WORKSHEET

              2.Task: Use the for loop, so you can easily draw 10 houses.

                             import tkinter
                             from random import * canvas = tkinter.Canvas() canvas.pack() def dom():

                              x = randint(100, 300) y = randint(100, 300) canvas.create_rectangle(x, y, x+50, y+50) canvas.create_line(x, y, x+25,
y-50, x+50, y) for i in range(1, 11):

                              dom()

    The function can also be modified so that when using it, we can enter the place where we want to draw the house. Similar to using
the create_rectangle function, the numbers in the parentheses affect the drawing location. Such numbers (or other data) that affect

the function are called parameters. When defining a function with a parameter, we put the names of the individual parameters in
parentheses, separated by a comma (if we want to have more than one). We can use these names in our function (basically they are

some kind of variables that can only be used in this function) and they have the value that we entered when using the function.

           import tkinter
           from random import * canvas = tkinter.Canvas() canvas.pack() def dom(x, y):

           canvas.create_rectangle(x, y, x+50, y+50) canvas.create_line(x, y, x+25, y-50, x+50, y) dom(100, 100) dom(180, 100) dom(260,
100)

import tkinter from random import * canvas = tkinter.Canvas() canvas.pack() def dom(x, y):
canvas.create_rectangle(x, y, x+50, y+50) canvas.create_line(x, y, x+25, y-50, x+50, y) for i in range(1, 7):

dom(i*60, 100)
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Students output

The call mechanism is illustrated by the call zopis_hviezdiČek(30):
the return address of the call is remembered
a new variable number (formal parameter) is created and the
value of the actual parameter 30 is assigned to it
all statements in the function definition (function body) are
executed
all variables that were created during the execution of the
function will be canceled
control is returned to where the function was called
Let's write a new function red_circle(), which will have two
parameters: the coordinates of the center of the circle. The
function draws a circle with a radius of 10 and with the given
center:
def cerveny_kruh(x, y):   
 canvas.create_oval(x - 10, y - 10, x + 10, y + 10, fill='red') and we
can call it, for example, like this:

import tkinter def cerveny_kruh(x, y):    
      canvas.create_oval(x - 10, y - 10, x + 10, y + 10,ill='red')

canvas = tkinter.Canvas() canvas.pack()

for x in range(30, 350, 25): 
     for y in range(20, 240, 15):        
           red_circle(x, y)

tkinter.mainloop()

ANNEX



SUBJECT: PROGRAMMING

LESSON PLAN

TOPIC: PROGRAMMING IN PYTHON - we create subprograms.

LEARNING OBJECTIVES:. 
   1. Understand the basic principles of creating subroutines in Python
using the tkinter library

    2. To learn how to use functions with parameters in Python.

 TOOLS:
A computer with Python and the
tkinter library installed.
Python Sample Textbook Worksheet
with Exercises

INTRO: Using different colors in
drawing:
A function is a named block of
commands (subroutine). We describe
(define) it with a special
construction:

we can call the function only when
Python already knows its definition

LESSON STRUCTURE: Connection (4 minutes) 
Acquired syntactic rules

     Method of writing the subprogram definition: header and body Offset of all commands in
the body of the subprogram from the left margin Method of writing the subprogram call
(empty parentheses after the name of the subprogram)

CONVERSATION with students about the advantages of using subroutines in Python: - Subroutines
can use the canvas global variable
    when formatting the subprogram entry, we use the <Tab> and <Enter> keys  

Research (12 minutes) - researching new commands - with the help of subprograms, drawing is
done in the graphics area9. Now you will create subroutines that draw in the graphics window. 

Presentation (15 minutes) – summary and explanation of knowledge from the section Investigation
of the issue
    Create a new kresba_podprogram.py program and try:

import tkinter
canvas = tkinter.Canvas()
canvas.pack()
def chairs():
canvas.create_rectangle(10, 20, 30, 40, fill='red')
chair()
In this task, the body of the subroutine contains a single command - to draw a rectangle.
Elaboration (9 minutes) - Support for students in further independent creation of Python
subprograms 

• Assessment (5 minutes) – solving the self-assessment test, discussing the answers.
Exposure phase – exposure of new commands
- I will briefly note the basic terms on the board



5. STUDENT WORKSHEET

                Task: Create a new kriz.py program and define a kriz subprogram in it, which will draw a red cross when called:

                     import tkinter
                     canvas = tkinter.Canvas() 
                     canvas.pack() 
                     def kriz(): 
                    canvas.create_rectangle(150 - 90, 100 - 30, 150 + 90, 100 + 30, fill='red') 
                    canvas.create_rectangle(150 - 30, 100 - 90, 150 + 30, 100 + 90, fill='red')
                    kriz()

              In this task, the subroutine body contains a sequence of two statements. Each time this subroutine is called, first, 
              the first rectangle is drawn, and then the second rectangle is drawn through it.

                  
            2. Task: Create a new robot.py program that will be able to draw a robot. There will be four subroutines in the program -   
            head, arms, legs, body - and each of them will be able to draw a part of the robot. When you call them in the following order:

  head()
 arms()
 legs() 
body() 

                               the whole robot is drawn.

                         import tkinter
                         canvas = tkinter.Canvas() 
                         canvas.pack() 
                         def hlava():
                         canvas.create_rectangle(160, 40, 200, 100, fill='sky blue')
                         canvas.create_rectangle(150, 10, 210, 55, 
                         fill='steel blue') def telo():
                         canvas.create_rectangle(140, 70, 220, 190, fill='royal blue') 
                         def ruce():
                         canvas.create_rectangle(80, 90, 280, 110, fill='tomato') 
                         def nohy():
                         canvas.create_rectangle(150, 160, 170, 250,  fill='purple') 
                         canvas.create_rectangle(190, 160, 210, 250, fill='purple')
                         head() 
                         arm() 
                         legs() 
                         body()   
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5. STUDENT WORKSHEET

     3. Task: Create a new program sportová_vlajka.py, which will draw the sports flag of your class. 
                     The flag will consist of four colored rectangles that touch each other at a single point as in the image below:

                     The program randomly chooses the coordinates x, y, which represent the point of contact of all four rectangles. 
                      The outer dimensions of the flag should be 300x200; determine the colors on the flag at your discretion.

                        import tkinter 
                        import random canvas = tkinter.Canvas() 
                        canvas.pack() x = random.randint(50, 250) y = random.randint(50, 150) 
                        canvas.create_rectangle(10, 10, x, y, fill='darkgreen') 
                        canvas.create_rectangle(x, 10, 310, y, fill='yellow') 
                        canvas.create_rectangle(10, y, x, 210, fill='orange') 
                        canvas.create_rectangle(x, y, 310, 210, fill='navy')

   

The outer vertices of the rectangle can be chosen arbitrarily. In our solution, the upper left vertex has coordinates [10, 10]
               and since the dimensions of the rectangle should be 300x200, the opposite vertex (lower right) has coordinates [310, 210]. 
              We generated the inner randomly chosen point so that it is at least 50 from the edges of the rectangle, so each of the four

areas will have dimensions of at least 50x50.
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Students output

Modify the random_Squares.py program so that
squares are drawn not only at random positions, but
also so that each square has a random size from
the interval 10 to 100:

def random_Square():
x = random.randint(10, 300) y = random.randint(10,
200) a = random.randint(10, 100)
canvas.create_rectangle(x, y, x + a, y + a,
fill='orange ')

import tkinter import random canvas =
tkinter.Canvas() canvas.pack() def
random_Thursday():
x = random.randint(10, 300) y = random.randint(10,
200) a = random.randint(10, 100)
canvas.create_rectangle(x, y, x + a, y + a,
fill='orange ') def random_obdĹŽnik():
x = random.randint(10, 300) y = random.randint(10,
200) a = random.randint(10, 100) b =
random.randint(10, 100) canvas.create_rectangle(x,
y, x+ a, y+b, fill='lime green') random_Obd()
random_Obd() random_Obd() random_Obd()
random_Obd() random_Obd() random_Obd()
random_Obd() random_Obd() random_Obd()

ANNEX



Lesson plan

Topic: Getting Started with C Lesson #1

Lesson Focus and Goals:

Structure / Activity:

Materials Needed: Learning Objectives:
Computers with C compiler installed (e.g., GCC)
Projector and screen
Whiteboard and markers
Handouts of basic C syntax and structure

This lesson introduces students to the C programming language, its history, and its
basic syntax. By the end of this lesson, students should be able to write and run a
simple "Hello, World!" program

Introduce C
Introduce the Notepad & GCC
Write “Hello, World!” program.

Introduction to C (15 minutes)1.
Discussion (5 minutes): Begin with a brief history of the C programming language. Discuss its
importance and how it laid the foundation for many modern programming languages. Highlight
key applications, such as operating systems (e.g., UNIX, Linux) and embedded systems.
Presentation (10 minutes): Use a projector to display where C is used today and discuss why
learning C is essential. Provide examples of popular software and systems written in C.

Basic Syntax and Structure (20 minutes)2.
Explanation (10 minutes): Introduce the structure of a basic C program. Explain the role of
#include, the main() function, and basic syntax rules. Provide examples of syntax errors and how
to avoid them.
Example (10 minutes): Write a simple "Hello, World!" program on the whiteboard or projector
screen. Break down each line of code, explaining its purpose. Encourage students to ask
questions about each part of the code.

Hands-On Activity (20 minutes)3.
Activity (15 minutes): Have students write their own "Hello, World!" program on their computers.
Guide them through setting up their development environment (installing a C compiler like GCC
if necessary). Ensure each student can compile and run their program successfully.
Peer Review (5 minutes): Pair students up to review each other's code. Encourage them to
discuss any issues or questions they encountered.

Q&A and Recap (5 minutes)4.
Q&A (3 minutes): Open the floor for any questions regarding the lesson. Address common issues
or confusion points that students might have.
Recap and Homework (2 minutes): Summarize the key points of the lesson. For homework, ask
students to research a simple C program online, modify it slightly (e.g., change the output
message), and run it.

Introductory Lessons Series on Programming in C



Lesson plan - handout

Topic: Getting Started with C Handout #1

Introductory Lessons Series on Programming in C

1. Introduction to C
Key Points:

C is a foundational programming language used in many applications,
including operating systems and embedded systems.
Understanding C helps in learning other programming languages like
C++, Java, and Python.

Example Programs:
“Hello, World!”: The simplest C program.

#include <stdio.h>              
                                             
int main() {                            
    printf("Hello,
World!\n");
    return 0;                           
}                                            

2. Basic Syntax and Structure

Key Points:
Every C program must include #include <stdio.h> and a main()
function.
The main() function is the starting point of any C program.

Activity:
Write and run the “Hello, World!” program.
Identify the purpose of each line in the program.

3. Homework:
Research a simple C program online, modify it slightly (e.g., change the
output message), and run it.



Lesson plan

Topic: Variables and Data Types Lesson #2

Lesson Focus and Goals:

Structure / Activity:

Materials Needed: Learning Objectives:
Computers with C compiler installed (e.g., GCC)
Projector and screen
Whiteboard and markers
Handouts with examples of variable declarations and
common input/output operations

Teach students about variables, data types, and basic input/output
operations in C.

Learn about variables/data types
Write program with printf

Introductory Lessons Series on Programming in C

Review of Previous Lesson (5 minutes)1.
Discussion (5 minutes): Recap the basic structure of a C program and the "Hello, World!" program from
the previous lesson. Emphasize the importance of understanding syntax before moving on to more
complex concepts.

Introduction to Variables and Data Types (15 minutes)2.
Explanation (10 minutes): Introduce the concept of variables as placeholders for data. Explain the
difference between different data types (e.g., int, float, char, double) and their typical uses.
Example (5 minutes): Write a simple program that declares different types of variables and uses printf
to output their values. Demonstrate how to assign values to variables and perform basic arithmetic
operations.

Hands-On Activity #1: Variable Declaration (15 minutes)3.
Activity (10 minutes): Have students declare variables of different data types in a new program. Ask
them to perform basic operations, such as addition and multiplication, and print the results.
Peer Review (5 minutes): Students exchange their programs and check if the variable declarations and
operations are correct. Encourage them to discuss any differences or mistakes.

Introduction to Basic Input/Output (10 minutes)4.
Explanation (5 minutes): Introduce the scanf function for taking user input. Explain how it works in
conjunction with printf to create interactive programs.
Example (5 minutes): Write a program that asks the user for their age and then prints it back to them
using scanf and printf.

Hands-On Activity #2: Interactive Program (15 minutes)5.
Activity (10 minutes): Students will modify their previous program to include user input. For example, ask
the user for two numbers, perform an operation on them (like addition), and print the result.
Support (5 minutes): Circulate the room to help students with any syntax or logic errors they encounter.

Q&A and Recap (5 minutes)6.
Q&A (3 minutes): Allow students to ask questions about variables, data types, or input/output
operations.
Recap and Homework (2 minutes): Summarize the lesson. Assign homework where students create a
program that takes user input for three different data types and outputs them in a formatted string.



Lesson plan - handout

Topic: Variables and Data Types Handout #2

Introductory Lessons Series on Programming in C

1. Introduction to Variables
Key Points:

Variables are placeholders for data. In C, each variable has a
specific data type.
Common data types: int (integer), float (floating-point number),
char (character), double (double-precision floating-point).

Example code:

int age = 25;              
float height = 5.9;           
char initial = 'A';        
double distance = 12345.67;

2. Input and Output
Key Points:

Use printf to output data and scanf to take input.

Example code:

int age;                                                    
printf("Enter your age: ");                      
scanf("%d", &age);           
printf("You entered: %d\n", age);          

3. Homework:
Create a program that takes user input for three different data
types and outputs them in a formatted string.



Lesson plan

Topic: Control Structures Lesson #3

Lesson Focus and Goals:

Structure / Activity:

Materials Needed: Learning Objectives:
Computers with C compiler installed (e.g.,
GCC)
Projector and screen
Whiteboard and markers
Handouts with examples of if-else statements
and loops

This lesson introduces students to control structures in C, including if-else statements and loops. By the end of
the lesson, students should be able to use these structures to control the flow of their programs.

Learn about basic Input/Output
Learn about the if/ if-else statements

Review of Previous Lesson (5 minutes)1.
Discussion (5 minutes): Recap the concepts of variables, data types, and basic input/output.
Highlight how these elements will be used in conjunction with control structures.

Introduction to If-Else Statements (15 minutes)2.
Explanation (10 minutes): Explain the syntax and usage of if-else statements. Discuss the concept of
conditional logic and how it allows programs to make decisions.
Example (5 minutes): Write a program that asks the user for a number and prints whether it is even or
odd. Explain how the if-else statement is used to check conditions.

Hands-On Activity #1: Conditional Logic (15 minutes)3.
Activity (10 minutes): Students write a program that takes user input and uses if-else statements to
make decisions (e.g., check if a number is positive, negative, or zero).
Peer Review (5 minutes): Have students exchange their programs and review the logic used.
Encourage them to test each other's programs with different inputs.

Introduction to Loops (15 minutes)4.
Explanation (10 minutes): Introduce for and while loops. Explain how loops are used to repeat
actions in a program and discuss scenarios where each type of loop is appropriate.
Example (5 minutes): Write a program that prints numbers from 1 to 10 using a for loop. Then, rewrite
it using a while loop.

Hands-On Activity #2: Looping Structures (15 minutes)5.
Activity (10 minutes): Students write a program that uses a loop to calculate the factorial of a
number or generate a multiplication table.
Support (5 minutes): Assist students with debugging their loops and ensuring the logic is correct.

Q&A and Recap (5 minutes)6.
Q&A (3 minutes): Address any questions about control structures. Discuss common mistakes, such as
infinite loops or improper use of if-else.
Recap and Homework (2 minutes): Summarize the lesson. Assign homework where students write a
program using both if-else statements and loops to create a simple calculator.

Introductory Lessons Series on Programming in C



Lesson plan - handout

Topic: Control Structures Handout #3

Introductory Lessons Series on Programming in C

1. If-Else Statements
Key Points:

if-else statements allow the program to make decisions based on conditions.

Example Code:

int number;                           
printf("Enter a number: ");           
scanf("%d", &number);                 
                                      
if (number % 2 == 0) {                
    printf("The number is even.\n");  
} else {                              
    printf("The number is odd.\n");   
}                                     

2. Loops
Key Points:

Loops allow the program to repeat actions.
Common loops are for and while.

Example Code:

for (int i = 1; i <= 10; i++) {
    printf("%d\n", i);         
}                              

3. Homework:
Write a program using both if-else statements and loops to create
a simple calculator.

Your paragraph text



Lesson plan

Topic: Functions Lesson #4

Lesson Focus and Goals:

Structure / Activity:

Materials Needed: Learning Objectives:
Computers with C compiler installed (e.g., GCC)
Projector and screen
Whiteboard and markers
Handouts with examples of function definitions and function calls

This lesson teaches students about functions in C, their importance, and how to create and use them. By the end
of the lesson, students should be able to define and call basic functions in their programs.

Learn to define basic functions in C
Hands-on practice

Review of Previous Lesson (5 minutes)1.
Discussion (5 minutes): Quickly review control structures, emphasizing how functions will help
organize and reuse code in more complex programs.

Introduction to Functions (15 minutes)2.
Explanation (10 minutes): Define functions, explaining the purpose of dividing code into smaller,
reusable blocks. Discuss the syntax of a function, including return types, function names, and
parameters.
Example (5 minutes): Write a simple function that calculates the square of a number. Explain how
the function is defined, called, and how it returns a value.

Hands-On Activity #1: Writing Functions (15 minutes)3.
Activity (10 minutes): Have students write their own function that performs a specific task, such as
converting Celsius to Fahrenheit. Ensure they understand how to pass parameters and return values.
Peer Review (5 minutes): Students exchange their programs and test each other's functions.

Expanding on Functions (15 minutes)4.
Explanation (10 minutes): Discuss how to use multiple functions in a single program. Explain how
functions can call other functions and how to manage function dependencies.
Example (5 minutes): Write a program that includes two functions: one for input validation and
another for performing a calculation. Demonstrate how these functions interact.

Hands-On Activity #2: Function Interaction (15 minutes)5.
Activity (10 minutes): Students will create a program that uses at least two functions working
together, such as a simple calculator that validates input before performing operations.
Support (5 minutes): Provide guidance on debugging and understanding function scopes.

Q&A and Recap (5 minutes)6.
Q&A (3 minutes): Address any questions regarding functions. Discuss common issues, such as function
overloading and naming conflicts.
Recap and Homework (2 minutes): Summarize the lesson. For homework, ask students to modify a
program to include functions for input, processing, and output.

Introductory Lessons Series on Programming in C



Lesson plan - handout

Topic: Functions Handout #4

Introductory Lessons Series on Programming in C

1. Introduction to Functions
Key Points:

Functions are reusable blocks of code that perform
specific tasks.
Functions have a return type, name, and parameters.

Example Code:

int square(int num) {                      
    return num * num;                      
}                                          
                                           
int main() {                               
    int result = square(5);                
    printf("Square of 5 is %d\n", result); 
    return 0;                              
}                                          

2. Writing and Calling Functions
Activity:

Write a function that converts Celsius to Fahrenheit and calls it in
`main()` .

3. Homework:
Modify a program to include functions for input, processing, and output.



Lesson plan

Topic: Arrays and Strings Lesson #5

Lesson Focus and Goals:

Structure / Activity:

Materials Needed: Learning Objectives:
Computers with C compiler installed (e.g., GCC)
Projector and screen
Whiteboard and markers
Handouts with examples of array and string operations

This lesson introduces students to arrays and strings in C, explaining how to declare, initialize, and
use them in programs. By the end of the lesson, students should be able to manipulate arrays and
strings in basic C programs.

Introduce arrays and strings
Hands-on practice

Review of Previous Lesson (5 minutes)1.
Discussion (5 minutes): Recap the concept of functions and their usage in C. Highlight how functions can
simplify working with arrays and strings.

Introduction to Arrays (15 minutes)2.
Explanation (10 minutes): Explain what arrays are, including their syntax and how to declare and initialize
them. Discuss different types of arrays, such as single-dimensional and multi-dimensional arrays.
Example (5 minutes): Write a program that uses an array to store and sum a list of numbers. Explain each
step of the program, from declaration to iteration and summation.

Hands-On Activity #1: Array Manipulation (15 minutes)3.
Activity (10 minutes): Students write a program that uses an array to store user input (e.g., a list of grades)
and then calculates the average.
Support (5 minutes): Help students debug issues such as array out-of-bounds errors and incorrect indexing.

Introduction to Strings (15 minutes)4.
Explanation (10 minutes): Discuss how strings are represented in C using character arrays. Explain how to
declare, initialize, and manipulate strings.
Example (5 minutes): Write a program that takes a string input from the user and prints it in reverse. Walk
students through the logic of string manipulation.

Hands-On Activity #2: String Operations (15 minutes)5.
Activity (10 minutes): Students write a program that asks for the user's name and then performs various
operations, such as counting the number of characters or finding the first vowel.
Support (5 minutes): Provide assistance with string termination issues and common mistakes in string
manipulation.

Q&A and Recap (5 minutes)6.
Q&A (3 minutes): Allow students to ask questions about arrays and strings. Discuss the importance of
understanding these concepts for more advanced programming.
Recap and Homework (2 minutes): Summarize the lesson. Assign homework where students write a program
that uses both arrays and strings to manage a simple contact list.

Introductory Lessons Series on Programming in C



Lesson plan - handout

Topic: Arrays and Strings Handout #5

Introductory Lessons Series on Programming in C

1. Introduction to Arrays

Key Points:
Arrays are collections of variables of the same type.
Arrays are zero-indexed; the first element is at index 0.

Example Code:

int numbers[5] = {1, 2, 3, 4, 5};        
printf("First number: %d\n", numbers[0]);

2. Introduction to Strings

Key Points:
Strings in C are arrays of characters ending with a null character
` \0` .

Example Code:

char name[20];               
printf("Enter your name: "); 
scanf("%s", name);           
printf("Hello, %s!\n", name);

3. Homework:
Write a program that uses both arrays and strings
to manage a simple contact list.



Subject: SOFTWARE DEVELOPMENT AND CODING

LESSON PLAN 

Topic: Introductory Lessons on the Python Programming Language - Lesson 1

Lesson focus and objectives:
 This lesson familiarizes students with the
fundamentals of the Python programming
language, encompassing its history, key
features, and the process of writing an initial
Python program.
By the conclusion of this lesson, students
should be capable of comprehending the
fundamental syntax of the Python language and
constructing and executing a basic "Hello,
World!" program.

Essential materials:
Computers equipped with Python (e.g., Visual
Studio Code, PyCharm, or other development
environments)
Projector and screen.
Chalkboard and markers
Fundamental Python syntax and structural
assignments

1. Overview of Python (15 minutes)

Talk (5 minutes): Begin with a concise history of the Python programming
language, created by Guido van Rossum in the late 1980s. Examine the
evolution of the language and its rise to prominence, attributed to its user-
friendly nature and extensive applicability. Emphasize how Python has
established a foundation for contemporary programming languages and its
particular popularity in scientific computing, web development, and data
processing.
Presentation (10 minutes): Provide an overview of the current applications
of Python across diverse industries. Explain the advantages of learning
Python and present examples of widely-used Python-based applications,
including data analytics for YouTube, Instagram, and NASA.

2. Fundamental syntax and structure (20 minutes)
Explanation (10 minutes): Demonstrate the structure of a basic Python
program. Clarify the function of the import statement, the significance of
the main() function, and the syntactical features of Python, particularly
the importance of indentation. Discuss how Python processes expressions and
the common errors that may arise. Highlight straightforward mistakes, such
as improper indentation, and provide guidance on how to prevent them.
Write a "Hello, World!" program on the board or projector screen. Provide a
detailed explanation of the function of each line of code, including the
operation of the print() function, the handling of strings, and the
interpretation of the output result. Encourage students to inquire about
each component of the code.



LESSON PLAN 
3. Hands-on activity (20 minutes)

Activity (15 minutes): Instruct students to create their
own "Hello, World!" program in Python. Assist them in
configuring their development environment, such as IDLE
or PyCharm, and ensure that each student can execute
their program successfully. Confirm that all students
comprehend the functionality of the code and are
proficient in navigating the Python environment.
Peer Review (5 minutes): Pair students to evaluate one
another's code. Encourage them to engage in discussions
regarding any questions or issues that may arise and
assist each other in enhancing the code.

4. Questions, Answers, and Summary (5 Minutes)

Questions and Answers (3 minutes): Invite students to
pose questions. Address prevalent issues or areas of
confusion that may have emerged during the lesson.
Facilitate opportunities for students to share their
feedback regarding their comprehension of the
material.
Summary and Homework (2 minutes): Summarize the key
points of the lesson, emphasizing fundamental Python
syntax and the significance of the "Hello, World!"
program. For homework, instruct students to locate a
simple Python program online, alter its output message,
and execute it. They should bring the modified code to
the next class and be ready to present it.



LESSON PLAN - HANDOUT

1. An Overview of Python

Main points:
Python is an accessible, high-level programming language utilized across various
domains, including web development, data processing, scientific computing, and
artificial intelligence.
The inception of Python can be traced to the late 1980s, when Guido van Rossum
designed the language to prioritize ease of learning and readability.
Common applications of Python encompass widely used platforms such as YouTube,
Instagram, and NASA data analytics.
Example program:

"Hello, World!" – A quintessential example of a basic Python program:

print("Greetings, World!")

2. Fundamental syntax and structure

Main points:
In Python, the organization of the code is significantly influenced by indentation.
Indentation delineates blocks of code, making its correct usage imperative.
The print() function is among the fundamental tools in Python, enabling the
display of text and various data on the screen.
Python does not necessitate semicolons at the conclusion of lines, in contrast to
numerous other programming languages.
Activity:
Create and execute a "Hello, World!" program within its dedicated development
environment.
Ascertain the function of each line of the program and ensure comprehension of
its operation.

3. Homework

Develop a Python program that outputs "Hello, World!" and presents a
personalized message, such as your name or a favorite quote, in place of the
standard message. Experiment with the print() function by utilizing various
quotation marks or incorporating a new line to display supplementary text. Save
the revised program and bring it to the next class for presentation.

Topic: Introductory Lessons on the Python Programming Language - Lesson 1

Subject: SOFTWARE DEVELOPMENT AND CODING
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Topic: Values and Data Types in the Python Programming Language - Lesson 2

Lesson focus and objectives:
 An overview of the fundamental data types
utilized in Python, encompassing integers, floats,
strings, and booleans.
By the conclusion of the lesson, students should
be able to identify and accurately utilize
fundamental data types, as well as comprehend
how operations alter the type of these values.

Essential materials:
Computers equipped with Python (e.g., Visual
Studio Code, PyCharm, or other development
environments)
Projector or display
Chalkboard and markers
Annexes displaying the data types

1. Overview of Values and Types (15 minutes)

Discussion (5 minutes): Initiate a brief discussion on the significance of
values in programming and the importance of data types. Explore how values
represent data within programs and how data types delineate the methods
by which that data can be processed.

Presentation (10 minutes): Illustrate various data types, including integers,
floating-point numbers, strings, and booleans. Examine the primary
characteristics and applications of each type. Provide examples of their
practical use, such as in mathematical operations, word processing, and
conditional logic.

2. Fundamental syntax and structure (20 minutes)

Explanation (10 minutes): Demonstrate the definition and utilization of basic
data types in Python. Clarify how the outcome of an expression varies based
on the data type employed. For instance, illustrate how the addition of an
integer and a floating-point number yields a result, and what occurs when
attempting to concatenate an integer with a string.

Demonstrate straightforward examples of utilizing various types of values
on a board or projector screen. For instance, illustrate the addition of two
numbers, the concatenation of two texts, and the application of logical
operators to define conditions. Emphasize that the accurate application of
values and types is crucial for the proper functioning of programs.



LESSON PLAN 
3. Practical exercise (20 minutes)

Activity (15 minutes): Instruct students to compose basic Python
code that incorporates various value types, including integers,
floating-point numbers, strings, and booleans. Assist them in
configuring their development environment and ensure that
each student can execute their program successfully. Verify
that students grasp the outcomes and the distinctions among
each value type.

4. Questions, Answers, and Summary (5 Minutes)

Questions and Answers (3 minutes): Invite students to pose
questions. Address prevalent issues or areas of confusion that
may have emerged during the lesson. Facilitate opportunities
for students to share their feedback regarding their
comprehension of the material.

Summary and Homework (2 minutes): Recap the key concepts of
the lesson, emphasizing the significance of various data types
and their appropriate application. For homework, instruct
students to create a basic Python program that incorporates
different types of values. For instance, they could develop a
program that computes the sum of two numbers and
subsequently presents a message with the outcome.



1. Values and Types

Key Highlights:
Values are essential components of programming that signify data.
Python accommodates a variety of data types, including integers, floating-point
numbers, strings, and booleans.
Data types delineate the manner in which data can be processed and presented
within programs.

Example program:

2. Applied assignment

Task: Develop a Python program that incorporates values of various types. For
instance, sum two numbers, present a message on the screen, and employ a logical
operator to evaluate a condition.

3. Homework

Develop a program that computes the average of three numbers and subsequently
presents the result in a message. Experiment with various types of values and
operators. Save the program and bring it to the next class for presentation.

LESSON PLAN - HANDOUT

Topic: Values and Data Types in the Python Programming Language - Lesson 2

Subject: SOFTWARE DEVELOPMENT AND CODING
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Topic: Variables in the Python Programming Language - Lesson 3

Lesson focus and objectives:

1. An overview of the concept of variables,
including their function and application in
Python programming.

By the conclusion of the lesson, students should
be capable of creating variables, assigning
values, and comprehending how variables can be
utilized in various sections of a program.

Essential materials:
Computers equipped with Python (e.g., Visual
Studio Code, PyCharm, or other development
environments)
Projector or display
Chalkboard and markers
Annexes displaying the data types

1. Overview of Changelings (15 minutes)

Discussion (5 minutes): Begin by defining a variable and its
significance in programming. Explore how variables facilitate the
storage and manipulation of data within programs.

Presentation (10 minutes): Describe the various types of variables
and elucidate their functionality. For instance, demonstrate the
process of storing numerical, textual, or logical values in a
variable. Highlight the conventions for naming variables and the
best practices associated with them.

2. Utilizing Variables in Python (20 minutes)

Explanation (10 minutes): Illustrate the process of creating and
utilizing variables in Python. Discuss variable value assignment,
the reassignment of variable values, and the conversion among
various variable types.

Present straightforward example code on the board or projector
screen that illustrates the creation, assignment, and utilization
of variables within a program. Clarify how a variable can be
employed in various operations and how variables enhance the
efficiency of the code.



LESSON PLAN 
3. Practical exercise (20 minutes)

Activity (15 minutes): Instruct students to compose a
basic Python program that incorporates multiple
variables. For instance, they should create several
variables with diverse value types and subsequently
execute operations on those variables. Assist them in
configuring their development environment and ensure
that each student can successfully run their program.

Pair work (5 minutes): Organize students into pairs to
evaluate one another's code. Encourage them to engage
in discussions regarding any questions or issues that
may arise and assist each other in enhancing their
code.

4. Questions, Answers, and Summary (5 Minutes)

Questions and Answers (3 minutes): Invite students to
pose questions. Address prevalent issues or areas of
confusion that may have emerged during the lesson.
Facilitate opportunities for students to share their
feedback regarding their comprehension of the
material.

Summary and Homework (2 minutes): Recap the key
concepts of the lesson, emphasizing the fundamentals
of variable usage and their significance. For homework,
instruct students to develop a Python program that
incorporates various types of variables and executes
different operations on them.



1. Variables

Key Highlights:
Variables serve as containers for data during the execution of a program.
When creating variables, we assign them a name and designate the desired value.
Variable names adhere to Python's syntax rules, facilitating the identification
and utilization of data within your program.

Example program:

2. Applied assignment

Task: Develop a Python program that incorporates values of various types. For
instance, sum two numbers, present a message on the screen, and employ a logical
operator to evaluate a condition.

3. Homework

Develop a program to compute the area and perimeter of a circle based on a
specified radius, utilizing variables to store the values. Save the program and
bring it to the next class for presentation.

LESSON PLAN - HANDOUT

Topic: Variables in the Python Programming Language - Lesson 3

Subject: SOFTWARE DEVELOPMENT AND CODING
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Topic: Operator Signals and Operands in the Python Programming Language - Lesson 4

Lesson focus and objectives:
Introduction to the various operational signals
(arithmetic, comparative, logical, etc.) and their
application in Python.

By the conclusion of the lesson, students should
be capable of constructing and assessing simple
expressions while comprehending the relationship
between various operations and operands.

Essential materials:
Computers equipped with Python (e.g., Visual
Studio Code, PyCharm, or other development
environments)
Projector or display
Chalkboard and markers
Appendix displaying operational signals and
operands

1. Overview of Operation Signals and Operands (15 minutes)

Discussion (5 minutes): Start by defining operation signs and operands,
and their application in programming. Illustrate with examples from
daily life, such as executing mathematical operations.

Presentation (10 minutes): Demonstrate the various operational signals
(e.g., addition, subtraction, multiplication, division, etc.) and their
syntax in Python. Examine how these operators function with their
operands and highlight the distinctions between arithmetic and logical
operators.

2. Utilizing Operands and Operators in Python (20 minutes)

Explanation (10 minutes): Illustrate the creation and utilization of
basic expressions in Python through the use of operators and
operands. Clarify the procedure for evaluating expressions and how
these operations yield results.

Present straightforward example code on the whiteboard or
projector screen that illustrates the use of fundamental arithmetic
and logical operators in Python. Clarify the functionality of these
operations with various types of operands, including numbers and
booleans.
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3. Hands-on activity (20 minutes)

Activity (15 minutes): Instruct students to compose a
basic Python program that incorporates various
operation symbols and operands. For instance, they
should perform simple arithmetic calculations and
formulate expressions utilizing logical operators.
Assist them in configuring their development
environment and ensure that each student can execute
their program successfully.

Pair work (5 minutes): Organize students into pairs to
review one another's code. Encourage them to engage in
discussions regarding any questions or issues that may
arise and assist each other in enhancing their code.

4. Questions, Answers, and Summary (5 Minutes)

Questions and Answers (3 minutes): Invite students to
pose questions. Address prevalent issues or areas of
confusion that may have emerged during the lesson.
Facilitate opportunities for students to share their
feedback regarding their comprehension of the
material.

Summary and Homework (2 minutes): Recap the key
concepts of the lesson, emphasizing the application of
operators and operands in Python. For homework,
instruct students to develop a Python program that
incorporates a range of arithmetic and logical
expressions.



1. Operational Indicators and Operands

Key Highlights:
Through the utilization of operation signals, we can execute a range of
operations involving operands, which may include numbers, text, or logical values.
Arithmetic operations, such as addition and subtraction, along with logical
operators like and, or, and not, serve as essential instruments in programming.
It is essential to comprehend how these operations alter the value and type of
the operands.

Example program:

2. Applied assignment

Task: Develop a Python program that employs various operation symbols and
operands. For instance, execute addition, division, and logical operations, followed
by the evaluation of expressions.

3. Homework

Develop a program that computes the average of two numbers and displays the
result. Subsequently, conduct a logical assessment to determine if the average
exceeds a specified value. Save the program and bring it to the next class for
presentation.

LESSON PLAN - HANDOUT

Topic: Operator Signals and Operands in the Python Programming Language - Lesson 4

Subject: SOFTWARE DEVELOPMENT AND CODING
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Topic: Conditional Statements (If-Else) in the Python Programming Language - Lesson 5

Lesson focus and objectives:
This lesson familiarizes students with the
application of conditional statements in the
Python programming language, encompassing the
keywords if, elif, and else.

By the conclusion of the lesson, students should
be capable of implementing basic conditional
logic in their programs and comprehending the
decision-making process within code.

Essential materials:
Computers equipped with Python (e.g., Visual
Studio Code, PyCharm, or other development
environments)
Projector or display
Chalkboard and markers
Attachment displaying conditional
directives

1. Overview of Conditional Instructions (15 minutes)

Discussion (5 minutes): Start by elucidating the necessity of conditional
statements in programming. Explore the significance of decision-making and
how programs employ logical expressions to determine the appropriate
actions to execute.

Presentation (10 minutes): Provide an overview of the structure of
conditional statements in Python. Clarify the functions of the if, elif, and
else keywords, and illustrate with real-life scenarios that necessitate
decision-making. Subsequently, present example code in Python that
corresponds to these scenarios.

2. Implementing Conditional Statements in Python (20 minutes)

Explanation (10 minutes): Demonstrate the application of conditional
statements in Python. Clarify the functionality of the if-else structure
and illustrate how logical expressions can be employed to evaluate
conditions. Provide examples from various scenarios, such as assessing the
time of day based on the hour or determining whether an individual has
passed an exam based on their score.

Example (10 minutes): Display straightforward example code on the board or
projector screen that illustrates the application of the if-else structure.
For instance, a program that determines whether an individual qualifies for
a discount or assesses whether a number is positive, negative, or zero.



LESSON PLAN 
3. Practical exercise (20 minutes)

Activity (15 minutes): Instruct students to compose a
straightforward Python program that incorporates an
if-else structure. For instance, they could create a
program that evaluates the user's age to determine
eligibility for entry into a specific event. Assist them
in configuring their development environment and
ensure that each student can execute their program
successfully.

Pair work (5 minutes): Organize students into pairs to
review one another's code. Encourage them to engage in
discussions regarding any questions or issues that may
arise and assist each other in enhancing their code.

4. Questions, Answers, and Summary (5 Minutes)

Questions and Answers (3 minutes): Invite students to
pose questions. Address prevalent issues or areas of
confusion that may have emerged during the lesson.
Facilitate opportunities for students to share their
feedback regarding their comprehension of the
material.

Summary and assignment (2 minutes): Recap the key
concepts of the lesson, emphasizing the significance of
conditional statements. For homework, instruct
students to develop a Python program that simulates a
basic decision-making process using an if-else
structure.



1. Contingent Guidelines

Main points:
Conditional statements enable the program to make decisions based on the
fulfillment of specific conditions.
The keywords if, elif, and else are employed to manage various scenarios within
your code.
Boolean expressions dictate the execution of specific segments of code.

Example program:

2. Practical Assignment

Task: Develop a Python program that employs an if-else structure to evaluate
multiple conditions. For instance, determine whether a number is even or odd, or
assess a person's eligibility for a discount based on their age.

3. Homework

Develop a program that evaluates a temperature and determines whether the
weather is classified as cold, warm, or hot. Employ an if-else structure for the
decision-making process and save the program for presentation in the upcoming
class.

LESSON PLAN - HANDOUT

Topic: Conditional Statements (If-Else) in the Python Programming Language - Lesson 5

Subject: SOFTWARE DEVELOPMENT AND CODING
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