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SIMPLE ROBOT CHALLENIES
FOR BEJINNERS

1) Build a "tunnel” out of building
bricks, wooden planks, linking
cubes, or snap cubes.

2) Program your robot to move
forward and go all the way
underneath the tunnel.

3) Change your tunnel design and
program your robot again.
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BASIC CHALLENSES

A -

Place a glue stick on the floor
away from you.

DA >,

1) Prop abox on its side and put a
small ball such as a ping pong

) . i

N ball or bouncy ball in front of it. . A
2) Program your robot to move [ |
forward, touch the glue stick, | 2) Program your robot to push J
and mo; the ball into the box “goal.” L 1) Create apath or maze with straight
- You may use wooden planks,
3) Change] 3) C sticks, base ten rods, or
stick a o tion paper to make your maze.
again. out your 6 "A" emojis along the
) t the other 6 "B emajis in a
down.
1) Buid a “tunnel” out of building pce z
: by iling "A" emoji is your starting
Dricks: ;°s°nﬁ“ Planks. iking 1) Using only ONE sequence of your maze. »
' " code, program your robot to r the top “B" emoji and program ~
2) Program your robot to move make the path of a SQUARE. ot to reach that same emaji in
forward and go all the way w::ctig‘o::gf.emojis —
underneath the tunnel. - 2) Using only ONE sequence of
3) Change your tunnel design and 22 N code, program your robot —
=] to make the path of a e
RECTANGLE.
TS
) »,
ARO D 3) What other shape paths can —
robot make? -
1) Build a "tree” out of building ‘& —
bricks, linking cubes, or snap -
cubes. t* ! ' .
2) Program your robot to move
forward, g 1) Create a map of a town with straight
the tree, () », RRID edges. You may use wooden planks,
= popsicle sticks, base ten rods, or +
3) Change the > > construction paper to make your map.
d i
ancprogra A n a‘gt’d:rloga?\iggi g‘;z:: 2) Put the symbol cards around the town and
) Build a t t of mini ) the direction cards facedown in a stack.
c:ps.q ower out of min 2) Program your robot to go Pl;:,:’:::‘up key and compass rose next
all the way over the ‘ “ i p.
2) Progrr"am your robot 13 ik bridge. 3) Flip over the direction cards and program
crash into the cups an your robot to move from symbol to
knock as many down as you ' 3 g:gir;%eamu;rt;rgigg; your symbol along the roads. You may only use
can. n robot a ONE sequence of code for each direction
gain. card.
3) Change your tower design - T - -
and program your robot e
again.
AN .\ R Rosieain
FROM TO FROM TO
SO A DG »@E»/ﬂ\ MAP KEY || COMPASS
it - i from i n HOME ROSE
reate a p or maze with straight
edges. You may use wooden planks, FROM T0 FRO” @ S(Hool_ N
popsicle sticks, base ten rods, or
tructi to mak
S b B o @.;-I- A..n o= HOSPITAL
2) Spread out your 6 "A" dots along the
path. Put the other 6 B dots in a stack I— | A(AHPSITE W) WE
‘acedown. W
3) The GREEN “A* dot is your starting dot /D\ )
on your maze. Y S FROM T0 FROM TO PLAYGROUND
4) Flip over the top "B~ dot and program STORE
your robot to reach that color dot in »
ONE sequence of code. PR — bl
WA 5) Repeat with the other dots in the stack.
Hrocn e

P
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A . FIRST|NEXT ONTRACTION ACTIO
OLOR MA —
[ 1 Croate apath or maze with traightsdgas. _
n planks, popicie sticks. 17 = S can‘t
fix up the il carde "“.;'.'TML"“,;Z comtrictionpoper fo g Ll N 1) Connect the contractions papers to 5
place them face down in won'
2) Spread the crayons throughout the = make a straight path. I'm %
Mu 'ﬁn"‘ n‘:("v;o;ﬂ cards ond. phu vmm b=t )
2) Fip over the top animal card, o0k down N . 're |
P our robot fo move 31 Fip over tha 10p word cord.Program your e g3 . e g D over the top word card. rouve)
fo v";: m:'::l‘l;g o"&'é":'. 2::\; . bt o moveTothe matchingcoe cravon - jlogram your robot to move from couldnt|
of code. @ P over the next word cord and repeot, Q - O 1) Fold all the retelling cards in half and set up like 1?:::;0’;‘;:;:(:1:15::'[}:3 :E?JSe
3) Fiip over the next animal card g ALy ~ g e tents in a row. 0'3 3
and repeat. Continue with all 4 N sequence of code.
animal cards. ] 2) After reading a story, retell the most important
T S o » parts in order. For each part of the story, program over the next word card and P,
your robot to go through the correct tunnel eat. Continue with all word r N
3 ) Create a path or maze with straight edges. = rds. E=
‘You may use wooden planks. popsicle sticks, / %
base fen rods. or construction paper fo make 0
your maze. ﬁ G N I8 * N oBteonh
2 Spread the “A" rhyme cards throughout the (48] -
maze. Mix up the “B rhyme cards and piace ﬁ 15
A them face down in a stack. L X NN\ N VT S Y X
3) over the t
Fy:n robot to mil’ % " -~ A ' » ]
rhyming word. Y

n Create a path like the picture below and place the main topic and fun
facts on each piece. You may use wooden planks. popsicle sticks,
base ten rods. or construction paper to make your path.

ey ) PLO 1 P/

1) Create a right angle path like the picture below and place the
gards on the path. You may use wooden planks, popsicle sticks.
path.

. A ooy i e Hir R sy i gl s 2)  Affer reading a nonfiction text, refel the main topic and three fun

facts that you learned. For each part. program your robot fo the
matching spot on the path.

ryrys

N 2 After reading a story, retel the Beginning, Middle, and End. TRETS
x For each part, program your robot to the matching spot on
- S en st the pa r All
(L, [MIDDLE
- B
o {TUN TACT fFuN FACT run FacT O
happy jump big make N . £ e :
0 S S
ap - 2 S
N
5 S 3 ) a 5
B N\ < g @ AR () AR
A A i BB
WHO are the WHERE and are the
) Create a path or maze with straight edges. @ e or WHEN does the Ch"'"’c'er':? L s Conta on The “‘,“.‘,',“';,;“f,,.‘t,‘s"" Delow o pmexum & [ i
. You may use wooden planks, popsicle sticks, AL AT
I|f1‘| base fen rods, or construction paper o make  |gce 3 » N - R sticks, base ten rods, or construction paper to make your path. b B [P
FOuE: MORe: o8 y " > D =531 |2) After reading a story. describe the elements of the summary. For .
2) Spread the *A" synonym cards throughout the (/% a ® () A % each element, program your robot to the mmchmg spot on the A
maze. Mix up the "8 synonym cards and s I Square path. A
place them face down in a stack. ) Create a square-shapedpath lie the picture below and place m
story element cards on the corners. You may use wor
3)  Fip over the top “8" synonym card. F’voqrum pwxlch sticks, base ten rods, or construction paper to make vour
your robot to move to the matching path. %
d. Try f ol \ Y, Z
’“:;‘dv:“ e TR, vognee | (W 2 After readlnna story, desth:rb 'ﬁ: Stor mmﬂm\em Vol;“@x'l story ;/
! am your robot fo the mafching spof on the square N
) Fip over the next “B* synonym card and the 'Fl\[ man brush
repeat. Continue with ol synonym cards. °""‘e % i
S - faced? A A
U S N\ o

n|ghf f“d,, out .d"#y.,.h e S ===\NDFA || DETAIL O N : —
B A ; \ . g O FOR O

A
A » A A ) Create a path or maze with straight edges.
OPPO A D A You may use wooden planks, popsicle sticks,
base ten rods, or construction paper to make e
1) Create a path like the picture below and place the main idea and your maze. = | IN
Create a path or z:z;:m straight edges. sm:n c:.-:s on e‘:;‘s place. Youmay use wooden :(mﬁs popsicle
fou may Use woo 3 2 E
b X Lo T Aiicka okt o o ConsucHor paper F ek, Yoo, e M2 spread the “A" word cards throughout the &
Yyour maze. ] 2 After reading a story. retel the main idea and three supporting maze. Mix up the “B* word cards and place
Y detall For each part, program your robot to the matching spot on them face down in a stack.
Soread the -A" antomym cards throughout the the path.
Porogthonly Aol B okl [WAREEA 3) Flip over the top “B* word card. Program your

. robot to move to the matching A word to %7
make a compound word. Try to use only ONE
sequence of code. < R

Fiip over the top “B* antonym card. Prnwam &
your robot fo move fo the matching “A'
antonym word. Try fo use only ONE sequence

of code. N N 4 »
bi DETAL © DETAL © (W 4) Flip over the next “B" word card and repeat. {
open Ig ) Fip over the next *8* antonym card and 9 A i Continue with all word cards.
gl | repeat. Continue with ol anfonym cards. ¢ Q Q . -
S (LANG | N Wo8rooa beo
0 S e a Y < \
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SIMPLE MATH ROBOTICS CHALLENIES
FOR BEJINNERS

AR AR

"PLACE VALUE PATH

31 Sharfing with the bighes? place value. use base fen blocks fo bulld
etk par? of #he rumber. Affer bkdig. program your Fobot 1o
The matching spot on the Pt
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S « AN
D N HUNDREDS
PER MA b N sphere cub - -
1) Connect the Number Match ’ . ! L
mats fo make alarge grid »
o oo 12134 A @
an )m face down H
N Rt 5 6/7 8|N cylinder con
) Create a large rectangular path with straight edges. Spread the trucmn
2) Flip over the top ten frame q101112 \ pictures along the path. Mix up the fraction number cards and place them =
core Prograsn yauw robiot o 13141516 | Face down in a stack. -
move to the matching number. <
Try fo use only ONE sequence rectangular trianguldl |2 i over the top fraction card Program your robot to move to the matching
-ode. fraction picture. Try fo use only sequence of code.
Ny 17 18 1q zo prism prlsm 3)  Flg the t froction card it. Continue with all fractior ds
3) Flip over the next fen frame Start Lo y ip over the next fraction card and repeat. Continue wi raction cards.

card and repeat. Continue
with ol ten frame cards.

, R .
- » > triangular  squar JRELY || || |
A A A pyramid pyrami
o ) Connect the place value mats to make a path. — _ £ . |
2) Spread out al the number cards face down. Choose two or three [Tl T T T
: i : G

cards and put them together to make a number.
. o
3) Starting with the highest place value, use base fen blocks to bulld
each part of the number. After building. program your robot to
the matching spot on the path.
UNDREDS]  TENS. ONES =
H) pacocs b
N\ S
DED AD OLIV
) Create a path or maze w»m straight edges. ) Create a path or maze with straight edges. 1
You may use wooden planks. popsicle sticks. y ‘ You may use wooden planks, popsicle sticks, R i
bv‘;":,':(‘“em or construction paper fo make . base ten rods, or construction paper to make A — =
\ - L : your maze. /‘j \ 3 )
2) Spread the shape pictures throughout the @ /38 = )
R N he Word cards and place hem | 5 2) Spread the 3D solid pictures throughout the i i (E+ i > .
| {
maze. Mix up the word cards and place them - N . .
the top word card. Program your face down in a stack.
move fo the matching shape picture. af \ BN
[P vl 0N saquence’oF Gade. X, | 3) Flip over the top word card. Program your
& the next word card and repeat. robot to move to the matching 3D solid. Try to
[ SEDER "'t of word cards. - use only ONE sequence of code.
: =g - g — 2 > 1) Fold all the time cards in half and set up e fents. Spread out the
R N 4) Fiip over the next word card and repeat. fents. Place the clock cards facedown in a stack.
~ ~ -~ Continue with all word cards. 2)  Fiip over the fop clock card. Program your robot to ® through
\ the matching time tunnels for hours and minutes. Try fo use only
D » D H ONE sequence of code.

3) Flp ev'r another clock card and repeat. Continue with all clock

1) Connect the number mats to

make a large grid. Mix up the
dominoes and place them face 1 2 3 } I'l I
down next to the mats. s G 7 8 N
2) Flip over any domino. Subtract the N\
smaller number of dots from the q 10 1112
larger number of dots and
program your robot to the ﬂ 15 16 oup
N\ matching dif ference. Try to use
only ONE sequence of code, & 11 18 e -
' 3) Flip over another domino and g, [Stort Here . D = y . . bs
repeat. Continue with all dominoes. f \
1) Connect the n — 1) Choose 6 mini coin cups and Pl 2 () ) > NJrouwr
make a large gri build a tower. N\
dominoes and place them face " 1) Mix up the cards and place them face down in a stack. —
de t to th ts. g e
sl o 5 c 7 8 A= RS N 2) Drive or program your 2) Flip over the top card. Use the :nup cubes to build equal s
2) Flip over any domino. Count the q 10 11 12 robot to crash through the towers for the amount in each gr
b cups.
total number of dots and { =] 3) program your robot fo crcle around each of the eaual group i
program your robot tomove to |1 314|1516) 3) Count the total amount
9 A v of coin cups that fall over.
ONE sequence of code. 17 18 EEJEE . s
£ N\
3) Flip over another domino and K 4) Build a tower with more
repeat. Continue with all dominoes. Start Hare \ cups and repeat. N
SEATHNS N NN AT
Gl ~ Dhroona b e
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10 SEASONAL MAZE CHALLENSES

6" X18"AND6™X 9

AZE MARER

Create g path or maze with straight
edges. You may use wooden plar
Popaicie sticks, base ven rods. o

construction paper fo make your maze.

20 Put the BUs at the begiming of
maze and the S ¥ the end. Put
SO0 PP aong the path

Program your robot to move from the

BUS to the SCHOOL and collect ol the

SCHOOL SPPLIES ckong the way. Try fo
e only ONE sequence of code.

LAMINATED
CONSTRUCTION PAPER
SNIILS 311Sd0d

BASE TEN RODS
SINV1d NIG00M

Crom a path or maze wlm strals M
You may use wood

popslch sticks, base ten rods or

construction paper to make your maze.

START END - o WITCH t the begiening of your
N & and the HAUNTED at the
b Put the CANDY along the path.
2 3 e
L > - { D HOUSE and
L

INDY along the way. Try
y ONE sequence of code.

\\\—\\\_\\\—\\\

MAZE MAKER

Create a path or maze with straight Create a path or maze with straight 5 Create a path or maze with straight
edges. You may use wooden planks, es, You may us planks, edges. You may use wooden planks,
popsicle sticks, base ten rods. or popsicle sficks, base fen rods. or popsicle sticks, base ten rods, or
construction paper to make your maze. construction paper fo make your maze. g construction paper fo make your maze.

Put the SNOWMAN at the bognmg of
your maze an
Put the

Create a path or maze with straight )
You may use wooden planks, 3
popsicle sticks, base ten rods. or

o
construction paper fo make your maze. .”‘ vw

Put the GXWWREAD MAN at the
beginning of your maze and the HOUSE
along th

2) Put the BOY at the bwlm{ your
a fhe end. Pl the CANDY 0\"& at the end.
path.

MOUNTAINS maze and GRANDM) ﬁ
CLOTNG dong the pathe PunMVOODubnqm'pm

Program your robot to move from the Program ” Program your robot fo move from the
‘your robot fo move from the ogr Y

SNOWMAN to the MOUNTAINS and colect | GINGERBREAD MAN fo 1o HOU: BOY to GRANDMA'S HOUSE and colect al

ﬂ 'he CLOTHING along the way. Try to collect all the CANDY along n\. my lry ‘00D along the way. Try to use

Iy ONE sequence of code. niy ONE sequence of co oniy ONE soquance of dods,

Put the CUPID af the beginning of your
and HEART at the end. Put the
GIFTS Glong the path.

Jram your robot to move from the
:uP D to the HEART and collect ofl the
GIFTS along the way. Try fo use only
sequence of code. 5 o

N
i
N
i
N

| —\\_\\\-\\\-\ WA VARERAR LN —\ )

Y MAZE MAKER e &5 | MAZE MAKER

Create a path or maze with straight
edges. You may use wooden planks.

popsicle sticks, base ten rods. or [ )
construction paper fo make your maze.

mn the LEPRECHAUN of the begiming of
OF GOLD at the end.
P e TREASURES ohmg the path.

rogram your robot o move from the Program your robot to move from the Program your robot o move from the
asz To the HIVE and colect ol the A ds ol ";‘;:ﬁ e CRAB 1o the SAND CASTLE and collect ol LEPRECHAUN fo the POT OF GOLD and
RS along the way. Try fouse onty 4 RAIN GEAR clong the way, Try 1o use p the SIELLS dlong the way. Try fo use & coect ol the TREASURES dlong the way.
ONE Socuence of code M, e e | only ONE sequence of code. Try fo use only ONE sequence of code

|

[ream apathc Cfiod with straight

Create a path or maze with straight

odges. You may use wooden planks,
cle sticks. base fen rods, or

Eomatruction paper 10 make your mate.

Create a path or maze with straight -
udon You may use woo m -

wooden planks,
powde Sicks, base fen rods, o
construction o make your maze.

Eonttruction paper o make your maze.

Put the BEE ot the begining of your
maze and KIVE at he end. Put the
FLOWERS along th o e

Put the CRAB at the beginning of your 4
Put

maze and SAND
the SHELLS long th

Put the GTRL ot the begiming of you
et Pt e CASILE ot the end.
@ path.

maze and PUDDLE t fhe end. Put
RAIN GEAR diong the pa
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