BOT BASICS

UPPER GRADE EDLTION

V SiMPLE

ROBOTICS
CHALLENSES
FOR
1Y, 3%°-5™ 9RADE

CREATED BY BPOOKE BROWN



O BASIC CHALLENSE
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1) Place a glue stick on the floor
away from you.

2) Program your robot to move

forward,

and move

3) Change
stick and
again.
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2) Program your rol
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1) Buid a "tree" out

bricks, linking cubes, or snap
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) Build a “tunnel” o
bricks, wooden plt A », A
cubes, or snap cl

1) Gather a variety of objects such as
dominoes, wooden blocks or planks,
toy cars, marbles, and mini cups

S
2) Set up the objects in a sequence of
», actions and reactions,
3) Program your robot to begin the
of building chain reaction.
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1) Prop abox on its side and put a
small ball such as a ping pong
ball or bouncy ball in front of it.

2) Pro|
the

ing only ONE sequence of
e, program your robot to
e the path of a SQUARE.

ing only ONE sequence of
le. program your robot

Gibas 4) Arrange the objects in a dif fer:
" sequence and program your rob
2 lf’rogra; your robot to move Ll 1) Place a plastic cup over your
the free. and robot and tape a 12 inch length
of yarn to the cup. -,
3) Change the dis » D A [
and program RN 2) Tie or tape lightweight objects
I to the other end of the piece
1) Build a tower out of mini of yarn. Test the strength of
cups. your robot to see how many
2) Program your robot to different objects it can tow.
crash into the cups and
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1) Build a low bridge out of
wooden planks or books. b
2) Program your robot to go a :
all the way over the “
— 00
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1) Arrange the point tents and
@ ] i starting line on the floor.

the cener of the circleand |
the color cards facedownin a |
stack. Fip over the top color |
card.

red
blue
whl’re

orange

2) Program your robot fo move
ect angle foward
e muvcmug color on
2) Repeat with the remaining
color cards.
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may use wooden planks. popsicle sticks. base |-n
o Consiuchon paer 70 mak. your ma

2) Spread the colored ightbubs hroughout the

maze. Mix word cards and place y
p i Focedoun 1 & shams. v
3

Fip over the top word card. Program your robot
1o move to the matcting cokbred Sontbuib Tryto
ly ONE sequence of code. Your robot m
o CHANEE coXORS S LIGHTS when I reaches

) Fip over the next word card and repeat.
Continue with ol word cards.

1 Place your robot on the dotin [[2rc ue ANGLES]

2) Using only ONE sequence of

tents as possible. Add up the
total number of points that
Yyou tagge

Reprogram your robot and
and try to improve your score.

with strai
wooden

FULL CIRCLE.
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START HERE}

2 dlong
. Put the other 6 "B" emqjis in a
stack Facedown.
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Use a LOOP block to repeat

commands (forward, turn right)
and program your robot to
make the path of a SQUARE.

) Use aLOOP block to repeat
commands (forward, turn L 4 )
right, forward, turn left) and
program your robot to make
the path of a ZIG ZAG.
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Program your robot to move
around the fence. h
corner of the square, program
your robot to make any ANIMAL
SOUND and SPIN AROUND IN A
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PARNYARD DANCE

1) Create a square-shaped “fence"
t edges. You may use
ks, popsicle sticks,
base ten rods, or construction
paper to make your fence.
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Create a path or maze with stragm
edges. You may use wox

popsicle sticks, base ten rods or
construction paper to make your maze.
Spread out your 6 *A' emojis the
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Create a map of a town with straight
edges. You may use wooden planks,

povslcle sticks, base ten rods, or

construction paper to make your map.

Put the symbol cards around the town and
fhe direction cards facedown in a stack.

the map key and compass rose next
your map.

Flip over the direction cards and program
your robot to move from symbol to
symbol along the roads. You may only us

E sequence of code for each dlrecﬂon
card.
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Using ONE sequence of code,
program your robot to make
the path of a STAR. On each
point of the star, you must
also program your robot's
light to CHANGE COLORS.

Program your robot to make
the path of at least 3 other
shapes, changing colors for
each side of the shape.

b core b

10

10

ANEAVVLERRA VLR LN

AN

LETTER DETECTIVE

Take turns with a partner. Think of a
mystery capital letfer. Use the "Drive* or
“Draw" tool to make the general path of
that letter and have your partner guess
the mystery letter.

rrys

2) Switch roles and have your partner
program a mystery letter that you can
guess.

To make it even more challenging, think of
@3- letter word and have your partner
guess each letter and build the word!
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10 SEASONAL MAZE CHALLENSES

6" X18"AND6"X 9

LAMINATED
CONSTRUCTION PAPER

BASE TEN RODS

the rewards along their maze. They can insert them in binder|

LigHTS & SOUNDS

Students may place any TWO lights and TWO sounds next to

clips or clothespins so that they stand up and place them
next to the rewards.

When students program their robot to navigate the maze,
they must also program the given lights and sounds.
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WORD or ANIMAL TRANSPORTATION
SENTENCE | SOUND
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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.

Pu' 'ho CUPID at the beginning of your
and HEART at the end. Put the
GFTs along the path,

Jram your robot to move from the

CUP D to the HEART and collect of the

GIFTS along the way. Vrv 1o use only
sequence of c:

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

s, base e rods, or
construction paper o make your maze.

Put the BEE of the begining of your
maze and KIVE at he end. Put the
FLOWERS along th
Program your robot fo move from the
BEE o the HIVE and collect all the

RS along the way. Try fo use only
ONE sequence of code.

1

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

Put the SNOWMAN at the beghning of \
your maze and MOUNTAIN
Put the CLOTHING along e pam
Program your robot o move from the
g AN to the MOUNTAINS and colect \
ol the CLOTHING along the way. Try to

ly ONE sequence of code. N
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MAZE MAKER

Create a path or avace wih straight

edges. planks,
Sl ks, base sen rock or
construction paper to make your maze.

Put maxm(nﬂnn MAN at the
beginning of your maze and the HOUSE
aV "\. ‘end. Put the CANDY along th

Brogram your robot o meve from the
GINGERBREAD MAN 1
collect al the CANDY amn mo way, lrv
10 use only ONE & of code.
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! MAZE MAKER

crm apathc il with straight
s,
Ponaiie s, base s o or
construction paper o make your maze.

Put the GIRL t the begiming of your
maze and PUDDLE at
RAIN GEAR along th pam

Brogram your rebot fo move from the
GIRL fo the PUDDLE and collect all the
RAIN GEAR dlong the way. Try 10 Use
only ONE sequence of code.

Craate a path or maze with straight
adges \ou may use woo

Eonttruction paper o make your maze.

Put the CRAB at the beginning of your
maze and SAND CASTLE at the end. Put
the SHELLS dlong the path.

) Program your robot to move from the
CRAB 1o the SAND CASTLE and colect of
Jong the war. Try fo use
oniy ONE seuence

i
i
i
N

\'\_‘_\\\-\\\-\\\ =

START

-

ZE MAKER :

Creu'e a path or maze with strais M
edges. You may use wood
popsicle sticks, base fen rods, or

construction paper to make your maze.

2) Put the BUS at the beginning of your
maze and the SCHOOL at the end. Put
the SCHOOL SUPPLIES along the path.

Program your robot to move from the

BUS to the SCHOOL and collect ol the

SCHOOL SUPPLIES along the way. Try to
e only ONE sequence of code.

Create a path or muza wlm strals M

fou m
popslcle sticks, Luse ten rods or
construction paper to make your maze.

e WITCH at the beginning of your
and the HAUNTED HOUSE at the
Put the CANDY along the path.

'am your robot o move from the

H to the HAUNTED HOUSE and

t all the CANDY along the way. Try
only ONE sequence of code.

Create g path or maze with stral
edges. You may use wooden

popsicle sticks, base ten rods, or

construction paper to make your maze.

Put the BOY at the begleeing of your | _
maze and GRANOMA'S HOUSE at fhe end. .2y
Put the FOOD ubnq the path.

Program your robot to move from the

501 Oo GRANDMA 'S HOUSE and collect all

way. Try fo use
oniy ONE soquance of dods,
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construction paper o make v'our maze.

pm the LEPRECHAUN ot the begining of
OF GOLD at the end.
BN e TREASURES cong the path.

Program your rebo fo move from the

LEPRECHAUN fo the POT OF GOLD and
collect all the TREASURES dlong the way.

Try to use only ONE sequence of code.

USE WIiTH ANY DRiVINY BOT!




EDITABLE ACTIVITIES

FOR ANY SUBJECT AREA
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zlggﬁ ;rh: s:ql:ec and D cards in a | & \ Ty p e H e r e

Read a question card and
determine the answer.

3) Program your robot to move to
the correct letter answer AND

add a sound block to speak the
answer aloud. <} >
))
4) Repeat with the remaining

\ questions and answers.
i .L'h"_\\\-\\\-\\\‘

-2

'
ey .

—“‘_‘\‘_“\_\ N

Read the task cards and determine
the answers. Write the answers on [T ‘ °
your recording sheet.

1) Place the TRUE and FALSE cards on the

carpet.
FALSE
d 2) Read a question card and determine
N the answer.

3) Program your robot to move to

2) Cut apart the answers on the wall
recording sheet and spread them

around on the floor.

3) Program your robot to move to the TRUE or FALSE. Add a sound block for
each answer in order AND add a your robot to speak the correct 1 ?
\ answer AND change colors to GREEN g
Z?"u:’d block to speak the answer )) for True or RED for False. <} |/‘\>
o
\ W] 4) Repeat with the remaining questions

and answers.
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ROBOTICS CHALLENSES
PROYRESS IN DiFFIiCULTY

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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USE WIiTH ANY DRiVINY BOT!



