Laura Nixon and Chandni Sanariya

Shady Hill 4th-6th grade after school program (Fall 2008)


Week 1 – October 2nd
Introductions

Engineering Design Process Video

Paper Tower building activity

Week 2 – October 9th
Animal Movement Design Project


- This week will focus on the basics of building. The challenge will be to design 
an animal or a part of an animal that approximates the animal’s real life motion. 
The motors will be controlled with either simple motor bricks or a pre-
programmed RCX.

Week 3 – October 16th
Building Multi-Speed Fans


-This week introduces simple programming. The students will build fans and 
then program them so that a touch sensor controls the power level of the motor.

Week 4 – October 23rd
Building Cars/Harry Potter Reaches Platform 9 and ¾


-The students will build robotic cars with light sensors attached and then program 
them to stop on a black line. If the robot stops on the line, they’ve reached 
Platform 9 and ¾. If the robot misses the line, they’re stuck in the Muggle world. 
The extra challenge this week will be writing a line follower program.

Week 5 – October 30th
Velociraptor Challenge


- The challenge this week is to use light sensors to help the robot escape from 
imaginary velociraptors in a 
square of black tape on the floor through the one 
exit (break in the tape.) 

Week 6 – November 6th
Continuation of the Velociraptor Challenge


-Depending on how the previous week went (this is a challenging project) we will 
either continue working on the same project or possibly fill in this week with 
another challenge.

Week 7 – November 13th
Week 8 – November 20th
Begin Final Projects

· The final project will consist of several Lego Challenges that the students have 
to complete – they can choose one of several challenges to focus on, and if they 
finish that challenge they can design their robot so that it can complete another of 
the challenges as well. We’re still thinking of other ideas for challenges, but we think that this final project will show off the problem-solving skills that the students will have developed.

· Minefield Challenge – A minefield will be created of black circle on a white background. The robot has to move around the area and sense the mines using a light sensor. When it finds a mine it has to beep so that someone can pick up that mine. This challenge will also involve using a touch sensor as a bumper so that the robot will stay within the minefield.

· Ping Pong Basketball – The robot will have to put ping pong balls into a container – the “basket”.

Please let us know what you think! Any feedback is welcome – this is only a rough draft and this curriculum is very flexible. Thank you!

