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BOT BASICS

SIMPLE ROBOTICS CHALLENSES FOR BEJINNERS
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TALBOT BASICS

USE WITH ANY DRiVINY BOT!
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CRITTER HIDE & SEEK

1) This station is played similar to
“Memory." First, hide the “B" critter
cards underneath cups and arrange
the cups in rows. Spread out the “A*
grlﬂer cards and place them face-

jown.

Flip over any “A" card and program
your robot to move and touch any
cup. Lift the cup to see if the critter
cards match. If they do, keep the
cards. If they don't, leave the “B*
card under the cup and flip the “A*
card back over.

Repeat until all matches are found.
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1) Spread out your 5 "B" sun
the other 5 “A" sun puzzle

pieces in a stack facedown.

y 2) Flip over the top “A" puzzle
piece and program your
robot to the matching puzzle
piece.
N &)

3) Repeat with the other puzzle
pieces in the stack.

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

construction paper to make your maze.

Put the KIDS at the beginning of your
maze and TENT at the end. Put the
CAMPING GEAR along the path.

Program your robot to move from the
KIDS to the TENT and collect all the
CAMPING GEAR along the way. Try to
use only ONE sequence of code.

B @
puzzle pieces on the floor. Put Q

ROAD TRIP CARDS

Ploce A" cards facedawn n o stack.

A statue of A
Liberty B

NEW YORK CITY. NEW YORK N

ROAD TRIP CA
Arrange 8- cards on fhe flocr on o United Sfates map (opfiondll

White

House
WASHINGTON D.C

Empire
State Building

NEW YORK CITY. NEW YORK

Lincoln
Memorial
WASHINGTON. D.C

3) Roll again and repeat.

Connect the bucket mats
with tape to make a large
grid.

Roll two dice. Add the
numbers together, then
program your robot to
move to the matching sum
(number of shells).
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Arrange the “B* landmark
picture cards on the floor on
top of alarge United States
map (optional). Place the “A" |
landmark word cards
facedown in a stack.

T

Flip over the top “A* landmark
word card and program your

robot to move to the matching
»B" landmark picture.

Repeat with all the cards in the
K.

USE WiTH ANY DRiViNg BOT!
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