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Guide Basics

How to Use this Guide

The 12 sessions outlined give your team a guided
experience in FIRST® LEGO® League Explore. Plan
for each session to last 60 minutes, but you may
adjust this to meet your own implementation needs.
Your role during each session is to lead the
introduction and facilitate the group and team

Available Resources

Your country might have a specific FIRST LEGO
League website, which you can find by going to
firstlegoleague.org and clicking your region on the
world map. To find available resources, visit the
firstinspires.org. Sign up for email blasts from FIRST
for news and blogs and follow us on social media.

below or the front and back covers of the guides. activitics.

Working as a Team and in Groups

For most sessions, the team is divided into two
groups, May’s Group and Marco’s Group. The team
will work together to create their team model and

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - = team poster.

If you are working with more than one team at one
time, make sure that you have all the materials listed
on page 4 for EACH team. Each team should have no
more than six students. See page 7 for management
tips.

Resources

education.lego.com/en-us/support
Phone: (800) 422-5346

LEGO Support

firstlegoleague.org/
firstinspires.org/robotics/fll

Main Websites

Team Resources firstinspires.org/resource-library/fll/explore/team-management-resources

FIRST® LEGO® League FS—
GIObaI Sponsors Questions

Equity, Diversity,

MF'RST & Inclusion

fllexplore@firstinspires.org

firstinspires.org/about/diversityinclusion

Youth Protection firstinspires.org/resource-library/youth-protection-policy
= LEGO Education community.lego.education.com
education Teacher Community y-1eg0. '

The LEGO Foundation
@ Roskwelt .,
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What Does the Team Need?

LEGO® Education WeDo 2.0 Set

Electronic Device

Your team will need a compatible Bluetooth-enabled
device like a laptop, tablet, or computer. To view
system requirements and download software, visit
legoeducation.com/downloads.

Team Poster Supplies

Each team will need a large poster board and various
art supplies and materials to create their team poster
in Sessions 10-11.

PLAYMAKERS®M Explore Set

Each team will get one PLAYMAKERS®M Explore Set. Leave the LEGO® elements in their plastic bags until the
sessions in which they are needed.

Treadmill Motor and | Prototyping Pieces
Hub Build
Bag 1 2 3 4
Book 1 2 2 -

Session Built | May’s Group: 2 May’s Group: 3 Team: 8
Marco’s Group: 5 | Marco’s Group: 6

* These are used during Sessions
2-7 to build solutions to the design
challenges.

* The team will use these elements
(along with one part of the combined
build) to create their team model in
Sessions 8-9.

* There are six baseplates provided.
These can be used for each individual
student to create his or her own build
ideas or can be combined to create a
team build.

Team Meeting Guide | Getting Started

Engineering Notebook Explained

Read the Engineering Notebook carefully. Each person on the team should have one. It contains all the
information the team needs and guides them through the sessions. The tips in this Team Meeting Guide will direct
you how to support each session.

Getting Started Pages

* Welcome

Team Journey g o
, ¥

Explore the challena®

» Team Journey
* Challenge Story
+ Core Values

* Inspiration Toolkit

. d h
ideas could he
vg%‘::\mun'lw -and

—
[ education
edues”

M

Find Your Projects

Ing Block Descriptions
Draw
designs peemPty lot

Draw your park
designs here:

Additional Pages
Draw your SIS 2 « Empty Lot Drawing Space

* Park Drawing Space

* Obstacle Course Drawing Space
« Find Your Projects

* Programming Block Descriptions

 Career Connections

PLAYMAKERS*™


http://legoeducation.com/downloads

Session Layout General Management Tips

6

Introduction Group and Team Tasks Share and Clean Up
(10 minutes) (35 minutes) (15 minutes) COACH TIPS TEACHER TIPS
) ) N
Session 1 Let's Di Whole Team: Whole Team: sh » Determine your timeline. How often will you meet « If you are running this program with a classroom of
ession QSIS J Explore ChallengeJ Build Models gl J and for how long? How many meetings will you have students, place them into teams of four.
2 "
before your official event’ « If you are implementing during the school day, adapt
N N ) » Set team guidelines, procedures, and behaviors for the sessions to fit your needs.
Session 2 Coach Says! I\f-lae):t%':nl:z: Mgr:;;G;c::\p: Share your meetings. * Number and label the LEGO® sets. Assign each
J J 9 J * Get into the mind-set that the team should be team a set for the whole time.
doing most of the work and learning. You are there :
o N > - . : * Have teams name their Smarthubs. They can use
e - - to facilitate their journey and remove any major tape to identify them
Session 3 Walk and See ay's fsroup: arco's wroup: Share obstacles. o -
J Treadmill J Moving Satellite J « Celebrate the fallures and ev "o matter « If you aren’t sending all your teams to an official
h ewe rr? TI € failures and every success, no matte event, check out the Class Pack Festival Guide for
N ) ) ow smatl. how to host your own event for your teams.
. May’s Group: Marco’s Group:
Session 4 ‘ Act It Out J Combine ModeIsJ Spy Robot Share J
) Yo )
. May’s Group: Marco’s Group: TEAM MANAGEMENT MATERIAL MANAGEMENT
Session 5 Human Robot J Cooling Fan L Heart Game Share
J * When the team is working with the Explore set, you LEGO Parts
D T D :
) May’s Group: Marco’s Group: could use these roles: * Place any extra or found LEGO pieces in a cup.
Session 6 Let’s Dance Moving Satellite Treadmill Share * LEGO element finder Have kids who are missing pieces come to the cup
L ) . Eﬁ"dir to look for them.
* Checker
D T D » Wait to dismiss your team until you look over their
Session 7 Kid Robot Masrco’;G;o:Jp: Cmarf)?,s ?wr°:l3|= Share « When the team is working. with the WeDo 2.0 set, LEGO set.
J Py Robo L ombine Models J you could use these roles: « The lid of the LEGO set can be used as a tray to
* LEGO element finder keep pieces from rolling away.
2 D « Build , - .
Session 8 Have an Impact Whole Team: Whole Team: Share . Plrggre;armmer . thJ}ssa plfastlc ti)agts to store any unfinished builds and
p J Code Model BLu“d Motor & Hub eir pieces between sessions.
J * Provide extra drawing or grid paper to the team to + Designate a storage space for the builds and WeDo
2N ™ > write and draw their ideas. 2.0 container.
Session 9 Let’s Innovate YVhoIe Team: Whole Team: Share » There are template pages of the empty lot, park, and
J Build Team M°deU Code Team Model J grid lines in the Engineering Notebook that could be
copied and provided to teams.
A N R
Session 10 Be Inclusive LD TOEDIE Wh_ole LCELE Share
J Create Plan J LDeS|gn Poster J
) ) )
. Whole Team: Whole Team:
Session 11 [ (9 UCET J Create Poster J L Finish Poster [ SIS J
) N\ 7 )
. , Whole Team: Whole Team: Get
Session 12 Eet Sliarelus J Prepare to ShareJ LReady for Event [ HETD) J

Team Meeting Guide | Getting Started
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D Make su

Pre-Session Checklist

Bluetooth-enabled device

uhavea _
SETOEIE or software installed.

with the WeDo 2.0 app

Unpack the WeDo 2.0 set and sort the
LEGO® elements into the tray.

re the Smarthub has batteries in it.

i the
If with the contents of
; getto Sessions 2-7, you
ds a specifically

Familiarize yours
Explore set. When you
will see that each group nee
numbered bag and book.

ineering Notebook and this

Read over the Eng orstanding of the materials.

guide to gainanun
T® Core Values. These are the

[ | Explorethe FIRS toam.

essential foundation for your

Explore Season
h the FIRST LEGO L_eague
D \ll_\;al:f\ch video and other videos on the FIRST
LEGO League YouTube channel.

Think about any adult experts that could visit the

team and talk about the theme.

community where the

help them think about the task
hat everyone can be more

Think about places in your
team could visit to
of changing spaces SO tl
active there.

New to Building and Coding?

If the team is new to using WeDo 2.0, it would

be beneficial to take some time for them to get
acquainted with building and coding with the set.
Here are suggested activities that the team could
complete before starting the session:

1. Introduction
2. Getting Started Project: Glowing Snail

Outcomes

* All students on the team will be able to list their
favorite activities in which they move and play and
will draw a picture of themselves doing that activity.

« All students on the team will be able to draw a
design of and build a LEGO® model of their favorite
activity on their individual baseplate.

2. There are six
baseplates in the

Explore set. Give one Getting moving helps
your heart get healthy
to each student. and strong!

3. Introduce the
prototyping pieces
(Bag 4) to the team.
They will use these to
create their models.
Do NOT open any
other bags.

4. Provide extra scrap o
paper as needed for
the team to draw and
write their ideas. Find th
€ prototyping pi
e baseplates from thegE':::f:;asZ?

[ JList different ways you like to

your body moving, Play and g0

Where d f
activen _ Y2 like to play and be

What games do you like to play?
["IPick your favorite acf

of yourself doing it,

[ Draw how
this activit

[ ] Build a des;
baseplate.

tivity and draw a pj
picture
Show where you are,

Yyou would build a LEGoe design of

9n of your drawing on your own

["] Share your drawi
awi .
yourteam, "9 and What you built with

8 Engineering Notebook | Sessions

-
Guiding Questions
» How does your favorite activity help raise your
heart rate?

* Where do you play your favorite activity?

7
1. Introduction:
Session 1: Let’s Discover

Details for each of the
Introduction activities are
provided on pages 21-24.

M WHOLE TEAM

W_hen you get
moving, your heart
rate goes up.

) Write your
ideas above,

llike to run at
the dog park!

L

7
Cleanup Pointers
» The LEGO models built should be taken apart.
The prototyping pieces could be placed back
in the Explore box or in a container labeled
“Prototyping Pieces.”

. J

\

8  Team Meeting Guide | Getting Started Sessions PLAYMAKERS™M 9




Outcomes SESS|OnS 2 and 5

* The group will be able to build the heart game. They

will be able to build a solution for a game for May

and Marco that will raise their heart rate. Introduction:

* The group will be able to build the cooling fan and

program it. They will be able to create a new code
with the provided coding blocks and adapt the

Session 2: Coach Says!
Session 5: Human Robot

cooling fan design.

MAY's GRoup

Place: Empty Lot MARCO's GRoup

Place: Park

1. The group will need
Book 1 and Bag 1
located in the Explore
set.

Marco and | want to race!
When our heart rates go
up, the flag goes up!

2. Each group is given
aplace to use as
the location for their
solution to Marco’s
question.

Can you build 5 game that
we can both play that will
raise our heart rate?

3. You could provide
additional scrap S
paper or copies of the
drawing pages for the
team to use if needed.

Find your Explore set, THOUGHTS AND IDEAS

oD Follow the builg instructions in Book 1 to

make the heart game,

4. One full page of
drawing space is
provided for both the
empty lot and the park
for use across multiple

[T Turn the cra
oy nk. Watch what happens to the

[ ] Think about Marco

q ’s i q
ideas in the box. question and write your

[ ]Be sure to thi
place. ink about your group’s listed

sessions. Lo
raw your design on Page 16 or 17.
[ ] Use your prototyping o ia
5. On Iy Bag 4 ShOUId Snde Prototyping pieces to build a fun

be used to build
the solution to the Iwantto pi
question presented by the game toor
Marco.

[ "] Share what Yyou did with the team,

Engineering Notebook | Sessions

e ™
Guiding Questions
» How could you create a fun game to get people » What do you want your code to make the model do?
L o
more active in your community’ » How did you change the design of the cooling fan?
* What solution did you build to answer Marco’s
question?
\ y,

e ™
Cleanup Pointers
* The cooling fan should be taken apart and the Group) to be combined with the treadmill.
LEGO® elements returned to the WeDo 2.0 set.

* The heart game should remain assembled for
Session 4 (May’s Group) and Session 7 (Marco’s

* The solution built with the prototyping pieces should
be taken apart and elements stored.

1. Make sure you have

3. Ifagroup is short

4. Get the team in the

5. The coding blocks are

\. J

MARCO’s

GROUP MAY'’s GRoup

Session 5

the WeDo 2.0 app
loaded on the device
before this session.

0 Find your wepo 2.0 setand device.

9
2. Instructions for L] pen the WeDo 2.0 app v , Sonvou make
. . . Own code for
C 3 .
accessing Getting 9 LJ Somplte the Geting Started roject * the cooling fan?

Started projects \

. Al 0 A
are on page 26 in e S nswer Max’s question in the box below. . ., |
the Engineering . Change the code you createq . .
an i .
Notebook. youincrease the fan speed? .

Canyou stop the fan?
[IChange the build of the cooling fan,
Can you change the blades?
Make the fan taller?

D Draw your design on page 30.

on time, you could
have them complete
the Getting Started
project only.

You could use the
blocks below!
[ ] Share what You did with the team,

habit of sorting the
WeDo 2.0 elements
back into the set at the
end of each session.

- P

deliberately placed in E. o

. . W you S .

the incorrect coding o uso those ample Solution
ge

sequence. Asample the code you

Created!

solution is provided

here.
PLAYMAKERSsM 11
4 p
Share
* Get your team together to share what they did inthe < Have the group demonstrate how the heart game
session. works. Have them explain their designs and

» Have the group show the coding skills they learned. solutions for the challenge presented by Marco.

Have them explain how they changed the code and
the design.

10 Team Meeting Guide | Sessions

. J

PLAYMAKERS*™

11




~

H e

S SSIOI’\S 3 and 6 Cleanup Pointers _

QBRI e » The moving satellite should be taken apart and the be combined with the heart game.

" The group will be able to build the treadmill. They LEGO® elements returned to the WeDo 2.0 set. * The solution built with the prototyping pieces should
will be able to build a solution for different play * The treadmill should remain assembled for Session be taken apart and elements stored.
stations for May and Marco. Introduction: 4 (May’s Group) and Session 7 (Marco’s Group) to

* The group will be able to build and program the Session 3: Walk and See L )
moving satellite. They will be able to create a new Session 6: Let's Dance

code with the provided coding blocks and adapt the
moving satellite design.

MARCO’'s

GROUP MAY's GRoup

MAY's GRO
Place: Empty Lgtp

. ill

MARCO's GRoup 1 Thg group will use

e e various motor blocks
to code the motor
direction and duration.

Session 6

1. The group will need
Book 2 and Bag 2
located in the Explore
set.

Fin
d your WeDo 2.0 set and device. &

Marco and | wajt for 2

the bus each day, . Ifa group is short

[_Jopen the wepo 2 '.)
. N .0 app.
There's a park and an Treadmiil on time, you could 0 Clcomn e

empty lot right by it. Mplete the Getting Starteq project:

-9
* Can you make
. your own cod
o have them complete Moving Satelite, ‘ e e

g :{‘.‘ Crank the Getti ng Started e ["] Answer Max’s question in the box below,

v ran . ?

These could be fun -:“% ' project on |y 3 L] Change the code Yyou created!
Places to play! c; iy L . Can you )

you design differ::t D aat® \'N seco};} pou ;urn the satellite for 19

Play stations like the ﬁ b 3. You could have o

treadmill .
emiores? the group write the way

2. You could provide
examples of different
activity stations like

f you turn ¢| i
those in the gym, 3 n the satellite the other

atapark, orona sequential steps L CGhange the buit ofthe moving satetie,
playground. for the code before Can you change the satellite shape
coding in the app. Make it bigger? You could use the
3. The Inspiration Draw your design on page o, blocks befow!
Toolkit page in ' - BN .. ..' 4. Get the team in the DSharewhatyoudidwith the team.
the Engineering _ Find your Exoy THOUGHTS AND IDEAS habit of sorting the
Notebook on page 7 is Plore set. WeDo 2.0 elements
a great resource for 0 7 Followthe buid instrucions in ook 3 back into the set f:lt the )
real-life examples and . © the treadmil end of each session. = (
ideas. Showe oy g e ren . i el B>
; . €r can be chan, .
o metian; oed 5. The coding blocks are ' | m
4. Use the prototyping e ISt the treadmil asige, deliberately placed in
. . Th' o . . .
pieces to build Dide';‘:;};g;f pearc0's question and wrie your the incorrect coding

the solution to the

Explain how yoy
could use these

nce. Asample
L] :l:zeure to think about yoyr group’s listed sequenc P

question presented by solution is provided o o hange the
Marco. [ ] Draw your design on page 16 or 17 here. [
L] :;St?:r:‘.r Prototyping pieces to build a fun hla ‘c:r;t éz ’
] share what you id with the tear,
12 Engineering Notebook | Sessions PLAYMAKERS™ 13
4 N
4 A Share _
Guiding Questions * Get your team together to share what they didinthe  + Have the group demonstrate how the treadmill
» How does the treadmill build compare to the real-life  « What do you want your code to make the build do? session. Wolrks_ Hafvememheﬁplam their detSI?jn: aMnd
[ ; ; . . solutions for the challenge presente arco.
treadmill? * How did you change the design of the moving « Have the group show the coding skills they learned. gep y
* How does your solution answer Marco’s question? satellite? Have them explain how they changed the code and
the design.
y
\ J \

PLAYMAKERS™™ 13
12 Team Meeting Guide | Sessions




Sessions ltand 7

* The group will be able to combine the heart game

Outcomes

and treadmill. They will be able to build a solution for

a path for May and Marco. Introduction:

Session 4: Act It Out
Session 7: Kid Robot

* The group will be able to build the spy robot and
program it. They will be able to create a new code
with the provided coding blocks and adapt the spy

MARCO"
Place: P?rks GRoup

robot design.
MAy's
@ “ece: Enﬁgﬁ‘o}tp

Session 44

1. The group will need
their assembled heart
game and treadmill.

If these builds have
been taken apart,
have the group build
them again.

We want to race!
ride my bike. Wh,

I'm going to

en our heart

rates go up, the flag goes up
on the heart game!

Combined
Build

Can you build 5
path for us where
We can both race
to raise our heart
rate?

2. The group will need
Book 2 located in the
Explore set. No extra
pieces are needed for
assembly.

3. The goal is for the
group think about
making sure their

THOUGHTS AND IDEAS

Find your Explore set,

[ IFind your assembled heart 9ame and treadmjj|

path is aC(_?eSS| ble for D::"%‘{V the build instructions in Book 2 t
both the bicycle and - moine the heart game andtreagmi,
wheelchair. tg‘;"ﬂ:gt eC;ank on the treadmill, How does the
[ ] Think abo t Marco’ "
4. Use the prototyping ideas inthe box. ES1oN aNdwrie your

pieces to build L /Besureto tink about your group’s isteq
the solution to the
question presented by

Marco.

Dlace.
D Draw your design on Page 16 or 17,

["]Use your prototyping i
solution, Prototyping pieces to build a fun

[_] Share what You did with the team,

Be sure your
pathiis built for
May and Marco’s

Wheels!

5. Abicycle and
wheelchair are located
in Bag 4 and could
be physically shown
moving through the
built solution.

14 Engineering Notebook | Sessions

7
Guiding Questions
» What places could you create paths to play in your » What do you want your code to make the build do?

ity?
own local community’? » How did you change the design of the spy robot?

* How do you make sure your path is accessible and
inclusive for everyone?

14 Team Meeting Guide | Sessions

4 a
Cleanup Pointers
* The spy robot should be taken apart and the build in their own bag. The combined build can stay
LEGO® elements returned to the WeDo 2.0 set. assembled after Session 7.
* At the end of Session 4, the treadmill and heart * The solution built with the prototyping pieces should
game should be taken apart. Put the pieces for each be taken apart.
L J
@,{g‘gg's MaAy's GrRoup
1. This group will learn \
about coding to detect Session 7
motion with the motion
sensor and using i
sound. Find your WeDo 2.0 setand device, Y!:;‘J;r;\;’v; gﬁ)iet?fm
L JOpen the Wepo 2,04
2. If a group is short DC::]:,:;:: D02 0app.
on time, you could Rober e Getting Started project: Spy
have them Complete D"'\"SWe"Mzslx’s Question in the box below, Y%To%itgz:ls e t'he
the Getting Started [ Change the code You created! ' -
project only. Can you recorq yourown sound?
éacr:l You detect motion in new way?
3. You could have iange the build ofthe spy ropot,
the group write the g"" yougetyour spy robot to moye?
sequential steps Da[?,:wou change its shape?
for the code before Dsnareyv:): rdeSIgn- peeesn
coding in the app. et you did with the team,
4. Get the team in the
habit of sorting the
WeDo 2.0 elements
back into the set at the
end of each session. -
=~ Fum
5. The coding blocks are
deliberately placed in e
the incorrect coding blocigkt‘lﬂslo:':eygeu o Sample Solution
sequence. A sample code you e =
solution is provided ’ ( < Jj q‘j“
here. [ e, B
PLAYMAKERS™ 15
4 p
Share
» Get your team together to share what they did inthe < Have the group demonstrate how the combined
session. build works. Have them explain their designs and
» Have the group show the coding skills they learned. solutions for the challenge presented by Marco.
Have them explain how they changed the code and
the design.
L J

PLAYMAKERS*™

15




Outcomes

* The team will be able to finalize the combined build
and program the flag on it to rise.

» The team will be able to draw their obstacle course
design and label its required parts.

* The team will be able to create their team model of
an obstacle course.

1. The whole team will

Sessions @and 9

Introduction:

Session 8: Have an Impact
Session 9: Let’s Innovate

Sessions 8 and 9
WHOLE TEAM o Can your
team motorize
the combineq
Can your team outa?
code your combined
build?

work together on
these sessions. Place
the team into two
groups to complete Build
the tasks.

2. The tasks listed on
this page should
take 30 minutes to
complete in Session
8. The rest of the time
in Sessions 8 and 9
should be devoted to

the team model.
Use the blocks

the flag to the top on the hea,

o Find your WeDo 2.0 set and device,

[_JFind the WeDo 2. e a WeDo 2.0 se
te a code to rajse [ I Follow the builg

Motor and
Hub Build

Find your Explore set and
t.

instructions in Book 2 to make

3. The team will need w {he motor and hub buil
[] chtJ:'k as ateam to code solutions to these [ IFind i
Book 2 and Bag 3 allenges! your combined treadmill and heart game
. 1.Raise the f| . [] Connectit with th . '
Ioctated in the Explore way back dggv :nd then bring it all the e motor and hub byilg.
set. 2.Add asoy
: ¢ nd to celebrate wh Work
flag is at the top. en the team ::, coa,f,:,et o
4. The team will apply the tasks!

coding concepts they
learned in Sessions
2-7 to create their
programs.

You could use these
blocks to create your
new code!

Sample Solutions

16 Team Meeting Guide | Sessions

7

Guiding Questions
* What the strengths and the weaknesses of your design?

* Describe the process you used to create your team model.

» What do you think is the most important part of your team model?

4 p
Cleanup Pointers
* The team model will remain
assembled from this point
forward until the event.

L L J
. S .
1. There are six €ssions © and 9 wWh .
. [e] al i
baseplates in the LETEAM e 0y
us to pl. o\
Explore set. You build it e goor s iz Q
model?
could have faach team Find your Explore _ ode
member build a part of build, WeDo 2.0 set angmcined
: 4 ev
the obstacle course. , oe
["] Think about the Questions. Can you include
. , e
2. Th eteamm Od eI [] Brainstorm jdeas for each Question, « * * * * \lzjvgsfdtg‘ilsf ;Z?t
ShOUl d be able tO fl t on S Ii.)ook over the list of required Parts below, TR
a table and be easily o 2021 fgﬂgf’as;ﬁﬁf?“@e design on pages ‘oo
tran Sp ortabl e. places the course is fo?il::;e,d Parts and the
Could your obsta
3. The team model B e
can use extra el of these places o
LEGO® bricks, - o’ c e maybe in all of them?
minifigures, S T
baseplates, and other :
LEGO elements. You : Team Model o
may NOT use glue, ..
paint, or art supplies. e Park  EmptyLot  Chooseq
R ° Place
equired Parts:
4. The team can Bemadeofa i e, el
; 3 Include ONE . ‘e .
motorize or use the F Z."Jétﬁf:"@ @panoﬁhe O me ONE Use LEGO
crank on the heart ’ ' § combinedbuig, T Pt Education
game. The use of the .
treadmill is optional.
5. The team could reuse
the code from Session
8, or they could
motorize and code a
brand-new part in their
model.
PLAYMAKERSsM
4 N
Share
*» Get your team together to share what they did at the has been made on the team model.
nd of h ion. . . . .
end of each sessio * Session 9: Have the team review the list of required
« Session 8: Have the team explain the code created parts and identify them on the team model.
for each challenge and demonstrate on the
combined build. They could share what progress
L J

PLAYMAKERS*™

17




Outcomes

» The team will be able to create a plan for what they
will include on their team poster.

» The team will be able to design and create what they
will include on their team poster.

1. You will need to
provide a large poster
board and various
art supplies. A trifold o

poster board works

[] Brainstorm wh
at you will
well. e Puton

Find your pos
art supplies,

[JUse the next
Ppage a:
your ideas, g¢@sa draft for

Work togetheras a team to
Create your Pposter.

2. The goal is for the
team to create the
board themselves.
You can support them
and provide insight.

3. Sample topics for the
poster are provided
for the students. They
can choose toinclude
whatever they want!

Team Poster

4. You could provide
extra scrap paper for
the team to draw and
write their ideas for
their team poster.
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Guiding Questions
» What different challenges did you explore?

* What did you create and build?

18 Team Meeting Guide | Sessions

ter board and

Sessions 10and 11

Introduction:

Session 10: Be Inclusive
Session 11: Go Team

WHOLE TEAM

Make a team
postr'sr sharing what
you learned during .
n -
PLAYMAKERSsH| Sampl : o
ple Topic
E;
Describe ’ S:zge
your team journey
throughout the
sessions.
You can use
words, drawings,
and photos on
your poster.

4 ™
Cleanup Pointers
» Make sure you have a safe place to store the
poster, especially if it needs to lay open to dry.

Outcomes

* The team will be able to reflect on their
PLAYMAKERSSM experience.

» The team will be able to create a plan for what to
share at their final event.

1. Look over the
reviewing sheet.

m WHOLE TEAM

Itis located on the :‘ing your completed team
Resources webpage. odel and team poster.
Ask your team

practice questions
to prepare for their

event!

[ ] Talk about what
X your team
would like to share at your

Introduction:

Session 12: Let’'s Have
Fun

It's almost time
for your event! There
are many ways to
share what yoy have
learned.

'You could take
partina FIRST®  Egoe ®

League EXxplore Festiya|. @0

Invite your family and

friends to a special Mmeeting
or showcase, .
(

Complete the next
event. @prepafe foryour evorg” ©
Look over th iewi
2.E i i with you?z‘:oaecﬁwewmg sheet g
. Every question on this No matter how
page doesn’t need to ey
ave fun!
be answered. They
are just to help your
team feel ready for the
event. o .
Typical Event Setup
3. If you are not Wil show
i ici , . 1 will i ow the post I will descri
attelndmg an OfﬂC|a‘| 'tgnsifgng We‘g‘o sf)pg'géhaid I can reflect on Captures osu:'Er tht‘e,vtlea;s;gzeel
festival, you can still whatwe how it motorizes the the different Core team journey! and the parts of the
run your own festival explored. team model, Va'u‘?vz acliviios obstacle course.

or have an informal
sharing event.

4. You could provide
extra scrap paper
for the team to write
out what they plan to
share at their event.
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4 ™
Guiding Questions
+ Can you explain the code you created for your
motorized part?

* How does your team model relate to the
challenge?

. J

Engineering Notebook | Sessions

7

Cleanup Pointers
* Make sure the team model and team poster are
stored and ready to be transported to the event.

PLAYMAKERS*™

*Canyoud
* Did you ing
the combir

* What part of
*How did you




Prepare for Your Festival! Introduction Activities

These Introduction activities incorporate the FIRST® Core Values.
The main goal of an eventis for. the tea;n to have
FUN and to feel that their work is valued.

Remind students that the eventis also a learning

_ fun! Let’s Discover

experience and the goal s 10 nave HE * Read the definition for discovery to the team
them to engage with other teams and . :

Encourage hare what they have learned and to * Talk about what discovery is. Have the team

students to share

support each other.

provide examples of this Core Value.
Determine what type of event you're attending
eter . tis.
nizer of your even
RS d a class or school pack, * Have each student draw a picture that shows
D If you pu;ch%sse yaour responsibility. Check an example of discovery on the Core Values
e eventwi > ; " . . .
t(:]ut the Class Pack Festival Guide for more page in their Engineering Notebook.
details!

* Lead a discussion on ways your team could
learn new skills and ideas.

Check over the details and requirements for
the event you aré attending. They can ::Ztend_
depending on the event type you plan

Let’s Innovate
they will be stored.

* Read the definition for innovation to the team.
Review the time and location where you are

meeting for the event and h‘ow !ong theyt:re
xpected to stay — share this Wlth' pgren -'ble
?Enrz:ourage parents to attend if this is possIbiS.

* Talk about what innovation is. Have the team
provide examples of this Core Value.

* Lead a discussion on ways your team has been
innovative.

» Have each student draw a picture that shows
an example of innovation on the Core Values
page in their Engineering Notebook.

Events Complete and All Done?

Have an Impact

* Read the definition for impact to the team.
Here are some tips for wrapping up after the last event your team will participate in: » Talk about what impact is. Have the team
* Clean up and take apart team build. Make sure the WeDo 2.0 elements go back to their set. provide examples of this Core Value.
* Inventory the WeDo 2.0 set to make sure all the pieces are there. »Lead a discussion omways your team can have
» Decide what to do with Explore Set elements.

an impact on others and their community.
* Allow time for the team to reflect on their experience.

» Have each student draw a picture that shows
* Hold a team celebration!

an example of impact on the Core Values page
in their Engineering Notebook.
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Introduction Activities

These Introduction activities incorporate the FIRST Core Values.

Be Inclusive
» Read the definition for inclusion to the team.

* Talk about what inclusion is. Have the team
provide examples of this Core Value.

* Lead a discussion on ways your team can
make sure everyone feels respected and
included.

» Have each student draw a picture that shows
an example of inclusion on the Core Values
page in their Engineering Notebook.

Let’s Have Fun
« Read the definition for fun to the team.

» Talk about what fun is. Have the team provide
examples of this Core Value.

* Lead a discussion on ways your team has had
fun.

» Have each student draw a picture that shows
an example of fun on the Core Values page in
their Engineering Notebook.

Team Meeting Guide | Appendix

(

Go Team

« Read the definition for teamwork to the team.

« Talk about what teamwork is. Have the team
provide examples of this Core Value.

* Lead a discussion on ways your team has
learned to work together.

» Have each student draw a picture that shows
an example of teamwork on the Core Values
page in their Engineering Notebook.

Introduction Activities

Coach Says!
» Make a copy of the Coach Says! pages 25-26.
* Cut out each Coding Block on the sheet.

* Hold up each Coding Block square and have
the team act out the motion listed for each
block as practice.

» Say “Coach Says” then hold up a Coding Block
square. The team should act out the action that
each block represents without you telling them
what to do.

* Continue holding up cards and have the team
act it out. See how fast they can go!

Let’s Dance

» Show the FIRST® LEGO® League’s “Teamwork

Makes the Dream Work” video.

» Have the students work together to create
dance moves to the video.

» Each student on the team could create their
own move and then the team could combine all
the moves into a team dance.

* Play the video again and have the team dance
along with their new moves!

Human Robot

* Pick a starting and ending point in your meeting
space. Split the team into pairs.

* Each pair should write the steps for you, the
human robot, to get from the starting to ending
point.

* Read each pair’s instructions and act out the
EXACT steps until you no longer can or until
you reach the ending point.

* Ask each pair if the outcome was what they
expected. If it wasn’t, why not?

* Discuss how the robot will do exactly what the
program tells it to do, not necessarily what the
team wants or expects it to do.

Walk and See

* Go on a walk around your school, building, or
other area nearby.

* Ask the team to point out all the different places
where they can play and be active.

* Discuss what types of equipment they use and
activities they do at these different locations.

* Let each student share about their favorite
activities to do in the place listed for the
session.

* Brainstorm ideas of what playful activities they
could do in the space where they meet for their
FIRST® LEGO® League Explore sessions.

PLAYMAKERS*™ 23




Introduction Activities Coach Says!

------------r------------

Act It Out

* This is a variation of Coach Says! Call out an
activity or sport and have the team act it out.

» You can have the team act out the motions in Kid Robot
different ways: without moving their feet, with
only their upper body moving, or with the whole
body moving.

* Create a maze or simple obstacle course in
your meeting space or nearby location.

+ Split the team into pairs with one being the

« Have the students find their heartbeat after human robot and one being the coder.

each action to see if they have increased their
heart rate. * Each student should write the steps to get the

* You could have each student take a turn and human robot through the maze or course.

call out an activity and then have the team copy * Have the pairs take turns being the robot and
his or her movements. the coder and running the code they wrote.
* The human robot should act out the EXACT
steps.

Walk forward for
5 seconds Stop moving

Extension Activity Ideas I T I N e e e e

Students could try these activities in the program library.

* Motor Power » Motor Direction * Sound

and Motor Time

* Increase Speed * Detect Motion

* Screen Joystick

» Stop Motor * Loop
* Provide books that relate to the challenge for the * Bring in an adult, such as a parent or teacher, who
team to read. can talk about the importance of being active while

i !
« Plan a field trip (in person or virtual) to a place that having fun!

relates to the challenge theme. « Check out the FIRST® LEGO® League YouTube Wal k fo rward Wal k fo rward
channel for videos and inspiration. °
slowly quickly

------------L------------
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https://www.youtube.com/user/FLLGlobal
https://www.youtube.com/user/FLLGlobal

Coach Says!

Spin to the left

Spin to the right
(counterclockwise) ?

(clockwise

Tilt your body
side to side
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