THE TEACHER VAVLT Frrintables (AI & CODING - CODE QUEST - AGES 5-7 )

Guide the Robot

Write arrow programs to get the robot to the flag, go around trees and predict where it stops.

Name Date Class

Learning objective: I can write a simple program (algorithm) to move a robot.
v I can use forward and turn cards v I can go around atree v I can predict where the robot will stop

Arrow cards: | = move forward one square U =turn left U = turn right. The robot moves

the way its orange nose points.

o Get to the flqg Draw arrow cards in the boxes. Use one box for each card.
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Guide the Robot

o Watch out for trees! The robot cannot move onto a tree. Find a way around.
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e Predict Follow the program with your finger. Which square does the robot stop on?
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THE TEACHER VAVULT rrintables

Answer Key
Guide the Robot

Question Answers

1 Get to the flag 1. e.g. 1 1 (forward x2). Any program that reaches the flag without bumping into a
tree is correct.
2. e.g. 1 t (forward x2). Any program that reaches the flag without bumping info a
free is correct.
3.e.9.1 1 U 1 1 (forward x2, turn right, forward x2). Any program that reaches the
flag without bumping into a tree is correct.
4.e.9.1 1t U 11 (forward x2, turn right, forward x2). Any program that reaches the
flag without bumping into a tree is correct.

2 Watch out for trees! l.eg.t U1tV 11V 1t (forward, turn left, forward, turn right, forward x2, turn right,
forward). Any program that reaches the flag without bumping into a tree is
correct.

2.e.9.1 1L 111 (forward x2, turn right, forward x3). Any program that reaches the
flag without bumping into a tree is correct.

3 Predict 1. square C2
2. square B2

Teaching note: every grid answer was checked by a computer simulation. Columns are lettered and rows
numbered so pupils can name a square, e.g. B2.
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