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This document provides preparatory information, tips, and possible solutions for tasks one to eleven. This document is designed as a guide to support instructors.

All documents are provided in editable format. This allows you to adapt them to meet your needs.
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· Place the batteries in the robot chassis:
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· Install the First Coding App on the mobile devices. Links to the Stores are provided on our homepage. 

· When you open the app, you will see an option offering a brief introduction. You can use it in the classroom, or allow students to gain knowledge as they go through the tasks.
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· Building the robot, using the building instructions
· Brainstorming in groups on transmission options
· Transmission option used in the building set: Bluetooth
· Getting to know the app and connecting the robot following the description provided in the task
· Remote control via the trackball.
· Getting to know the sensors
Display which side the bumper is touched on in the app:
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· Track sensor underneath the robot. If the robot is held over the black line of the course, it will detect the line and display it in the app.





[image: ]














[bookmark: _Toc98230746]Task 2

· [image: ]Labeling the functions of the trackball:Trackball / Remote control
Play
Record










· Teach in a free or previously defined path. The path can be defined using tape, stopping points, or the course, for instance.
· The task provides an explanation of the teach-in function. 
· Teach-in program will be retained until the app is ended or the robot is switched off.
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The introductory video when starting the app can be used in this task if needed.

· Block labels and functions

Green
[image: ]	Program start: The program begins here with the program start
[image: ]	Clap: When you clap ...
[image: ]	Bumper: When the bumper is pressed ...
[image: ]	Track: When the robot finds a track ...


Blue

[image: ]	Sound output: A sound is played
[image: ]	Speed: Set the speed


[image: ]	Forwards/backwards: 
Travel forwards / backwards until a condition is fulfilled:
•	always, 
•	until bumper is touched,  
•	until line is found

[image: ]	Distance: travel the set distance forwards or backwards
[image: ]	Turn: turn to the right or left
[image: ]	Follow a track: follow a black track



Grey

[image: ]	Wait block: Wait until the set time has expired


Yellow

[image: ]	Loop: The blocks in the loop are repeated. 
The number of repetitions can be set.


Red

[image: ]	Stop: ends the program
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· First chance to use the programming blocks students have learned about
· Sample solutions for the task steps:

1. Travel forward 20 cm
[image: ]
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2. Build in the turn and the delays
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· Programming to follow the black line:
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· Everyday examples of bumpers: for instance on cars and trucks, front and rear, functions of a bumper include: 
· Protective barrier for passengers in case of a crash
· Protective barrier for pedestrians and cyclists in case of a crash
· Place to mount sensors (such as proximity sensors)
· Improved aerodynamics
· Design aspect

· Program to play the sound when the bumper is touched:
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· Program to follow the track, detect an obstacle, turn around

[image: Abzeichen mit einfarbiger Füllung][image: Marke 1 mit einfarbiger Füllung][image: ]
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· Program to follow the track, detect an obstacle, play a sound, turn around
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· Program to fence the robot inside the black line

[image: ]


This block is created as follows:
1. [image: ] select
2. Click block
3. Select the option “a black line was found”
4. 
[image: Ein Bild, das Text, ClipArt enthält.

Automatisch generierte Beschreibung]	[image: Ein Bild, das Text enthält.

Automatisch generierte Beschreibung]	[image: Ein Bild, das Text, ClipArt enthält.

Automatisch generierte Beschreibung]
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· Programming sound activation
The program from task 9 is expanded


[image: Ein Bild, das Text, ClipArt, Vektorgrafiken enthält.

Automatisch generierte Beschreibung]
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· Programming wanderer
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