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Top Class Coding and Robotics has a full-colour
Workbook for *Grade R.

*Translations in Afrikaans, isiXhosa and isiZulu will be available in January 2024.

® The content and activities in each workbook are clearly scaffolded,
allowing for progression throughout the year.
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® The workbooks are packed with colourful
activities that are enjoyable and fun.

What comes next? Draw it. Listen to the rhyme “Pat-a-cake

Look at. the pictures
P
Which one comes first?

Which one comes next?

L2 ‘ ‘ ‘ ‘ Which one comes after that?
Which one comes last?

#9: Find the odd one out

Look at. the pictures,
Which animal is the odd one out?
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Foundation Phase NcllsZHa

® |ntegration with other Foundation
Phase subjects (Languages,
Mathematics and Life Skills) is
built in throughout the workbooks.

® Step-by-step instructions, with ® Robotics is simple with easy-
illustrations, make it easy for to-follow instructions that show
learners to understand the learners how to build a robot
principles of coding. from recycled materials.

i8: Play a swapping game
Follow the steps

0 P hemck the blue cup.
(2] Pu the toyin the red cup.

Yw umd
Follow the steps.

@U e’L 3

rock at e tou reen c
owpw nd the toy. You can use the green cup.
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3: Explore roborts.

A i e 1 e ® At the end of each term, the
N @é new concepts are revised.
The What have I learnt page
helps learners to review
m (A @ P
© thenpeur oo/ whether they understood

)

a ) the new concepts.
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Top Class Coding and Robotics has a full-colour
Workbook for *Grade 1 to 3.

*Translations in Afrikaans, isiXhosa and isiZulu will be available in January 2024.

® The content and activities in each workbook are clearly scaffolded,
allowing for progression throughout the year.

Start with the basics
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® Each grade starts with a What ® |ntegration with other
do | remember? page to activate Foundation Phase subjects
important prior knowledge from (Languages, Mathematics and
the previous grade. Life Skills) is built in throughout
the workbooks.

What do I remember? {6; Revise making grophs
Look at the pictograph

Favourite frvits

© Draw the missing piece. Then colour to make a pattern.

O o

@ Will this object slide or roll? Make a v/ S 2
- e PERT) t .
Slide et
- © Which four fruits did the learners who made this
ot (] pictograph choose from?
J nd

e ; a
© Draw a circle around the correct. shadow. @ How many votes did each fruit. get? Write only the

numbers:

o © Open the spreadsheet. app that you used before. Type
the names of the four fruits in Column A.

@ Type the number of votes that each fruit. got. in
Column B.
Save your spreadsheet. as “(your name) fruit bar

(5]
- e ¢ graph’. Then close the app.

2 Terml: Stort with the bosics

Topic 5: Application skils | 125

® The workbooks are packed with colourful activities that are enjoyable

©

What. comes next? Draw it. Listen to the rhgme “Pat-a-cake
(1] Look at the pictures.
Which one comes first?
Which one comes next?
0 ‘ ‘ ‘ ‘ Which one comes after that?
Which one comes last?
‘H N
° 00 00

© Make your own pattern and show your friend.




Foundation Phase

® Step-by-step instructions, with ® Robotics is simple with easy-
computer screenshots, make it to-follow instructions that
easy for learners to understand show learners how to build the
the principles of coding. different components of a robot
from recycled materials.

o

Follow these steps
Step|  Cut two big circles and two

© Open your project. E
@ Chonge the background to Baseball .

©  Build this code for the batter sprite.

P,
o
@ Build this code for the ball sprite.

~

P Yo——
R Step3  Push the pencil through the hole in the middle
of your circles.
O Press StepL  Put the string over the pencil -
O Press the space bar to make your batter get to Your pulley should look like this. @
the ball.

@ Whot happens when you press the space bar? You will complete your pulley later:

@ Save your work

100 Term 4: Develop computer skils

® At the end of each term, ® Fach term ends with an
language across the curriculum is Assessment page.
addressed in a Revision page.

63 Work with words #0: Check your understanding

Unscramble the words to make the sentences true © Moke anumber pattern
Use this space if you need it Start with|
Add L each time,

Make a pattern of 6 numbers.

@ Saywhat the code block does

(| i (rsage) can change @ machine’s
s ledspe) or direction. ~
@ Whenanelectrice. (citucir) has more than

one pathfor the e

(tryleecicit), then t is

ap (relalpal circui. °
Open a text editor Type this sentence.
@ Youconuseas (hetsedrapes) app F i
tomake ap. (gahpicropt) or @ Wheteveryotiare ke good
b lablg—(pharg) Then save your file as “[your name) assessment.”
Torm 3 Revion 03 86} Torm 3 Exploe robots

New words
Pl d hegre o wrolit
- ¢

® At the back of the
Workbook is a list of new
words with easy definitions
to help learners build their
subject vocabularly.




Top Class Coding and Robotics has a full-colour

Workbook for Grade 4 to 6.

$OPIc

Important prior knowledge

2L from the previous grade

What do you remember? @

1. What does this symbol mean?
Choose the correct answer from the boxes.

offline ) or

2. Explain toa partner how to do the following using o smartphone or tablet:
o Makeaphonecall ) Senda text message.

start of each topic.

or term is activated at the

3. Statewhether each statement is true or false. I false, give the correct answer.
) The personwho gets the messoge s called the sender.
) The person who answers the phone call is called the receiver.

2 Terml « Week1

Explanations and instructions

with computer screenshots

make it easy for learners to

understand the principles of
\coding in Scratch.

P
How to boxes show learners
step-by-step how to perform

\a new skill.

E. Insert illustrations Pictures

Illustrations (or pictures) moke a document look better. They Text editor apps allow you toinsert pictures from different
canhelpto explaindifficult ideas. They c the places.

text easier to understand.

Toinsert llustrations, you have to select the Insert ribbon.
Then you can choose whether you want toinsert shapes

or pictures. ad v

Click on the Pictures menu.

Shapes Pictures
Text editor apps have shapes that you caniinsert. You can Select the place that you want toinsert the picture from
change how they look, their size and much more. e
Py ) picture from File...
A Stock Images...

Click on the Shapes menu. B3 Online Pictures...

[ Decide on the type of image.

O~ + IfyouselectPicture from File, you willinserta

picture that has been soved on your computer.
Youwillneedto go towhere thepictureis

Select the shope youwant toinsert. saved ond then select the picture.

— « Ifyou select Stock Images, youwillinsert o
picture from thelibrary of the text editor app.
Alibrarywill open on your screen. Searchfor
the picture youwant and select the picture.

Shapes

Activity2.3 . )
O At Insert illustrations

1. Open your text editor app. Save anew document with
the nome: YourName TIT2A3.

Draw the shope you have selected onyour page. 2. Insert two shapes into your document.
Moveittowhere you want it

Where to find the + and - operator blocks
The operator blocks are green. You will find them under
Operators in the block palette. There are four operator
blocks (addition, subtraction, multiplication and division).
Youwill learn about multiplication and division later.

E3[e o)
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ao
1 ® 04
a

|\ J
The Operators in the Scratch block palette.

Read these instructions to find out how to use the addition
operatorblock.

Create anumber varioble called age:
Use the ask block to ask:“How old are you?”
Settheage tothe user's answer.

u 14*In ayear % ‘ “?"—)

Use the addition operator to et up therest of the script.

o CIETSTITY o () - € €T

Topic 3: Algorithms and coding | 71

(A robot helper gives

»

3. Insert two pictures into your document

Topic 2: Applicaticnskills | 15

_'?

Activities allow learners to apply
and practise their new skills.

14| Term1 + Week2

Lhints and tips.




Intermediate Phase Rlc/=l«E0 05

I Presentation applications

Easy definitions for the ————wr—e— (Su bject vocabulary

make your oral Avisual aid, @eepr

H visual aid - things canalso help the peaple listening to understand you better. . h . |
Su bj ect vocabula ry weconseethathely | oy o ol gid ona computer i is shown in blue
ter app. i like Microsoft® PowerPoint allow

giving

appear in a keyword

agroup of people
slide -opageino

box on the same page.

where it appears for
the first time.

Apresentation

Whenyou open a presentation app, you will see ablank
presentation. There are many things that look the same os
texteditor and spreadsheet apps. But, instead of different
pages or spreadsheets, you willwork on different slides.

(o) - ———{ s e s e, |
B cickonthe side you want tovorkon
. -0 %-
. . Click to add title
(Ribbon ) {Presentotion window: thisis the slideyou are workingon )

The workspace of apresentation app

100] Term3 « Week2

4 )
2\ Topic 1 Revision o New concepts and skills are

Work withwords @ _ \revised at the end of each topic.

esare d f the internet.
You can stay in touch with friends who live far away,
Looking at your phone keeps you awake at night
Your Aunt Martha shares news stories that make your Mom nervous about
everything.
) Informationis easily available.
You do not talk to your brother at the breckfast table because you are busy

g 4

g v vios The topic revision includes a

section that addresses language
 across the curriculum.

b) Explainwhat the picture s trying
totellus,

Test yourself
3. Which of the following i likely to be a real news headline? Give a reason for your
answer.
A~ Willtheir B no water nxt wk?
8 There are creepy crawlies in the water supply 111
C Municipality asks residents to reduce water consumption

4. Give one rule about screen time that could help to reduce the risk associated

Formal Assessment
Topic1 Revson .

Exemplars are provided

at the end of each term.

The appropriate Practical Assessment
Task for each term is provided.

l !

Term 2 Exemplar Examination

i 1. Fillin the missing word.
Your Practical Assessment Task for Grade 4 o) Acomputer’s storage deviceis called the @
This year, you will do a Practical Assessment Task (PAT) to solve a problem. Each term, b)  Youcanfind these blocks under in the block palette.
youwill work towards the final project. Lost term, you identified the problem statement.
This term,yourwllinvestigate. solution DO A A .
[ra— 3 AT o) Aspreadsheetappis used tosort 2
R oo (oo d) Toconnect multiple LEDs, you build circuits in @
¢ Anaccelerometerisa____sensor. @
o " 2. Match the description or example in Column A with the correct termin Column B,
Task 2: g
a) Thesymbolused torepresent +inthe Scratch | A *
Troffic lights are used to control the movement of cars on operator block
the rood. Red means stop and green means go. b) The symbolusedtorepresent xinthe Scratch | B Cell
Troffic ights help to do the following operator block
+ Keep trafficflowing so that there is less congestion o ALDI7 C Miliseconds
+ Preventcoraccidents
D
*»  Slowcars down so that they do not go too fast. 9 /
e ms E LED
Look at the picture below, and on the right
a 9 f) Provideslight F Range (61-6)
Th h The yell BN
e coreapproohan miersection. (e ye owcarnantaloge 3. Explain why o person might prefer touse o laptop instead of o
straight. The blue car wants to go straight. The purple car wants A @
toturnright. Q | p comp
1. Complete these sentences. =] 4. Olwethuwants to create  program that osks  user inwhich year they
If the yellow car stops, the blue carsees a_light . were born. Thenit will calculate the user's age.
If the blue car goes, then the purple car seesa__light. = o) Which two variables will Olwethu need to create? @
If the purple car sees a green light,the yellow car and E b Arethe variables text variables or number variables? [U)
bluecarseea___light v o Choose which operator block she must use. [U)
2. Drawdiograms for each o the scenarios in Question. ® curenttear + (yeurson S
88 Term 2 Mini-PAT + Week 9 Term 2:Exemplor Excmination [ 89 |
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A comprehensive Teacher’s guide, with
term-by-term teaching guidelines is

available for each grade.

Modelling videos show
how the activity is done,
in a step-by-step manner.

A key component of Top Class Coding and Robotics is content
gwdance and modelllng wdeos that are embedded in the

provide special support for
teachers who have to teach

Top Class Coding and Robotics Grade R Teacher's Guide
Top Class Coding and Robotics Grade 1 Teacher’s Guide
Top Class Coding and Robotics Grade 2 Teacher’s Guide
Top Class Coding and Robotics Grade 3 Teacher’s Guide
Top Class Coding and Robotics Grade 4 Teacher's Guide
Top Class Coding and Robotics Grade 5 Teacher’s Guide
Top Class Coding and Robotics Grade 6 Teacher’s Guide

Print ISBN
9781776314447
9781776314485
9781776314539
9781776314546
9781779921932
9781779921970
9781779922014

e-Book ISBN
9781776314454
9781776314577
9781776314591
9781776314584
9781779921949
9781779921987
9781779922021

*

Codmg and Robotics

Top Class Coding and Robotics for Grade 7 builds on the
winning recipe of Grades 4 to 6. More age-appropriate
* | = features are added.
' - Do not miss out!

Grade 7 Learner's Book
Grade 7 Teacher's Guide

Print ISBN
9781779922038
9781779922052

e-Book ISBN
9781779922045
9781779922069




Additional
resources

Digital Skills

Top Class

Digital Skills* > )
Digital Skills*

Top Class

o

At the end of
each term there
is a revision page
to consolidate
and practise
new terms and
concepts.

The Workbook is built
around fun activities and
colourful illustrations to
help learners acquire the
skills and enjoy learning
about computers.

My computer dictionary . .
‘ A computer dictionary

with important
computer terms

and easy definitions
helps learners to
understand and build
subject vocabulary.

The little robot
icon shares
information and
clues to do the
activities.

We have also included a
picture of a keyboard on the
inside back cover so that
learners who don't have access
to computers can familiarise
themselves with the keys.

| ENGLISH AFRIKAANS

4 Top Class Digital Skills Grade R Workbook 9781485835882 9781485835899
Top Class Digital Skills Grade 1 Workbook 9781485835813 9781485835844
Top Class Digital Skills Grade 2 Workbook 9781485835790 9781485835820
Top Class Digital Skills Grade 3 Workbook 9781485835806 9781485835837
Top Class Digital Skills Grade R Teacher’s Guide 9781485836100 9781485836094
Top Class Digital Skills Grade 1 Teacher's Guide 9781485836148 9781485836117
Top Class Digital Skills Grade 2 Teacher's Guide 9781485836155 9781485836124
Top Class Digital Skills Grade 3 Teacher's Guide 9781485836162 9781485836131

Don’t be left behind! Order your
Top Class Digital Skills textbooks NOW
and prepare your learners for the future.
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ISBN - 9781779921406

Discover the stimulating world of Coding and Robotics with this curriculum-
compliant kit.

Itis an excellent way to spark excitement in both learners and teachers who are
introduced to the subject for the first time.

e The contents are easy to use for teacher demonstrations and learner
activities.

e Technical specifications and visual representations for all components are
included in the kit. This will enable teachers and learners to easily code and
build their own robots!

051003026

Tel: +27(0) 338468721 /22/23/24
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Wooden Start Coding

By Woo

Nt sttn Star Codmg b

includes 12 activities O 00‘ o
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\// ISBN: 9781779921383

This activity pack will help any learner to discover the wonderful
world of coding. It enables the learner to:

explore the concept of unplugged coding in a fun and exiting way
* visualise abstract concepts

* plan and organise their thoughts
¢ become a confident problem solver.

Included in this activity pack:

* adouble-sided game board

¢ 12 challenges on laminated cards
* 12 wooden arrow tiles

* 4 wooden character tiles

Shuter R ,Shoot Tel: +27 (0) 33 846 8721/22/ 23/ 24
@ e & L8108 Fax: +27 (0) 33 846 8701
=5 PUBLISHERS (PTY) LTD

vaasna@shuter.co.za



Shuters Business Park Tel: +27(0)33 846 8700
ShUter&ShOOter 45 Willowton Road Fax: +27(0)33 846 8701
Pietermaritzburg PO Box 61
:““" PUBLISHERS (PTY) LTD 3201 Mkondeni 3212

ORDER FORM

ORDER DATE

CUSTOMER

DELIVERY ADDRESS

POSTAL ADDRESS

TELEPHONE

EMAIL ADDRESS

ORDER NUMBER

ACCOUNT NUMBER CODE

PRICES INCLUDE 15% VAT. PRICES SUBJECT TO ALTERATION WITHOUT NOTICE (E & OE)
| ISBN | QTY | UNITPRICE|  TOTAL

TOTAL
SECURE ONLINE PURCHASE FACILITIES ARE AVAILABLE AT

DISCOUNT
www.shuters.co.za

TOTAL DUE

Customers who do not have credit facilities will be supplied on a pro-forma basis.
(payment BEFORE delivery)
Please note that NO PAYMENT must be made with this order.

Authorised Signature

051004001

For more information or for pre-ordering,
please contact our customer services department on:
Nhlanhla Zondi +27 (0) 33 846 8779 nhlanhla@shuter.co.za Zandile Mthethwa  +27(0)33.846 8721 zandilem@shuter.co.za
Sylvie Doarsamy  +27 (0) 33 846 8723 sylvie@shuter.co.za Mbali Kunene +27 (0) 33 846 8722 - mbali@shuter.co.za
Thandeka Ngcobo +27 (0)33 846 8724 thandeka@shuter.co.za
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