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Meeting 1: Maze Design 

 
What is color coding? 
____________________________________________ 

____________________________________________ 
 

 
Input is the message of the code that tells the robot what to do. 

 
Output is what the robot does based on the input it has 
received.  
 
 

 
 

Practicing Color Codes! 
 
Scout Roles: 
 
Two Architects—Draw a maze that the Navigator will then recreate. 
One Navigator—Gathers all the materials, listens to the Architects describing the 
maze they have drawn, and then recreates that maze. 
 
Materials: 

• 1 Ozobot robot  
• 1 set of Ozobot markers 
• 5 large sheets of graph paper 
• 1 Ozobot color code sheet 
• 5 sheets of scrap paper 
• 1 calibration card 

Procedure:  

1. Take turns as your team practices drawing three to five color codes from the Ozobot 
color code sheet on a sheet of scrap paper. 

 
2. Turn the Ozobot on and place it at the start of the black line to see if the codes work! 
 
3. Notice that the color of the Ozobot’s light changes according to the color it is 

traveling on. 
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Practicing Thick Lines on Graph Paper 

1. On graph paper, take turns drawing thick black lines by coloring in three to five 
squares in a row. (See example below.) 
 
 
 
 
 
 
 
 
 

2. Next, use the color code sheet to choose and add color codes after each black line.  
- Color in one or two squares for each color in the color code sequence. (See 

example below.) 
 
 
 
 
 
 
 
 
 
 

3. Remember that the Ozobot’s ability to follow lines and read color codes could be 
affected if the lines are not thick or dark enough and if there is not a clear separation 
between the different colors. 

 

TIP: If the Ozobot is having trouble reading the lines or codes, it may need to be calibrated. The 
Ozobot can be calibrated using the black dot on the calibration sheet in the kit.  

• Start by holding down the Ozobot’s power button for two seconds (until the light flashes 
white). 

• Quickly place the Ozobot in the middle of the black dot. 
• It will move forward and blink green to indicate it has been successfully calibrated. If it 

blinks red, start this process over. 
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Maze Design 

The two Architects will create a maze map on graph paper using FIVE color codes. 
Then, without showing what they have drawn, the Architects must describe HOW to 
draw their maze map while the navigator tries to recreate it on a new sheet of graph 
paper! 

Choose who will be the Navigator and the two Architects on each team. 

Activity Procedure: 

1. Architects: Color in a straight black line three to five squares in length, starting 
with the very bottom left square. Don’t show your Navigator! 

 
2. Add a color code after the black starting line.  

 
3. Now color a few more squares black to continue the line.  

- You can choose to go straight or take some turns. (See example at 
right.) 
 

4. Keep adding different color codes until you have FIVE.  
 

5. End your maze with a final black line.  
 

6. Navigator: Take a new sheet of graph paper  
 
7. Architects: Describe to your Navigator where you started. Then describe the exact 

number of squares to fill in, what colors to use, and which direction to go. 
 
8. Once complete, compare the Navigator’s maze to the Architects’ maze. How did your 

team do?  
 

Just like a programmer, the Architects had to “program” the Navigator to code a new 
maze. 
 
9. Test each maze with an Ozobot!  

- See how the Ozobot’s sensors react to the color codes.  
 

10. If time allows, work together as a team to design a new maze for a 
different team to try and get through! 

 

Ozobot sensors  
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Meeting 2: Best Things About Us 

What is a sensor?  
____________________________________________ 

____________________________________________ 

 
 

 
Draw a line to match the key word to its definition: 

 
Robotic sensors   How close one object gets to another. 

 
 
 
 

              Proximity                                      Used by a robot to identify its position in its 
environment and to recognize what tasks to perform 

and when to do so. 
 
 

 
 
Scout Roles: 
Project Manager—Gathers and manages all materials for the team. Oversees overall 
success of the project. 
Principal Investigator—Leads observation and documents findings in Scout 
Notebook. 
Co-Principal Investigator—Assists Principal Investigator and helps with materials. 
 
Materials:  

• 1 Ozobot robot 
• 1 set of Ozobot makers 
• 5 sheets of 11×14 paper 
• 1 Ozobot color code sheet 
• 1 roll of tape 
• Sheets of scrap paper as needed 
• Calibration cards 
• Venn diagram sheet 
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What is a Venn diagram? 

 
____________________________________________ 

 

____________________________________________ 
 
 
 
 
 
 
 
  
  
  
                                                               Both diagram images: Shutterstock.com—©LineByLine 

 
Practicing Venn Diagrams 

1. On a large sheet of paper, draw two circles 
like the ones on the right. 
 

2. Label the two circles:  
• Dogs 
• Frogs 
 

3. Discuss the characteristics of each animal.  
 

4. In your Venn diagram, write the 
characteristics that are different in the big 
part of each circle and write the 
characteristics that are similar in the overlapping segment. 
 

5. List what dogs and frogs have in common: 
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A Scout Venn Diagram! 

Now you are going to use a Venn diagram to collect and organize data about your 
team’s personality characteristics. This will help you see the best things about the 
team! 

Activity Procedure:  

1. On separate sheets of paper, work apart from each other to write down three to five 
characteristics about yourself and your personality.  

- Examples could include: Energetic, compassionate, a good listener, loves 
going to the movies, a good leader, enjoys reading, biking, etc. 

 
2. Discuss with your team the characteristics everyone wrote down. 

 
3. Now, on your triple Venn diagram sheet, write each team 

member’s name next to one of the large circles. (See the 
example at right.) 
 

4. Data Input: 
 

• If there are any characteristics that ALL THREE team members share, write them 
in the middle section where all three circles overlap. 

• For characteristics shared by only two members, write them in the area where 
only those two circles overlap. 

• Write characteristics that are unique to only one team member in the part of that 
circle that doesn’t overlap with the others.  

 
5. With your teammates, decide on one characteristic from the section where you all 

overlap that BEST represents each of you, and circle it. 
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Let’s Color Code! 
Now you will write the team’s shared characteristic from the Venn diagram on blank 
paper nice and big in cursive, using color codes throughout so that your Ozobot can 
travel through the word. Remember, the Ozobot must follow thick clear black lines and 
codes, so all of your letters must connect!  
 
Activity Procedure: 
1. Put four pieces of paper together by taping them together on the back side. This will 

help prevent bumps in the Ozobot’s “road.”  
 

2. Choose five to seven color codes from the color code sheet that best represent your 
team!  
- Be sure not to use codes that will make the Ozobot turn around and go the other 

direction. 
 

3. Decide what order you want the codes to appear in the word. 
 

4. Nice and big, start writing your word in cursive with black marker BUT leave empty 
spaces for your color codes! 

 
- The letters must be touching so 

that the Ozobot can travel 
through the whole word. See 
the top “happy” example at 
right. 
 
 

 
 

5. Now, add your color codes in the spaces 
you left empty. See the bottom “happy” example. 
 

- Touch up the word with the black marker to fill in any gaps you see. 
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6. Turn on the Ozobot by pressing the power button on the side, and place it at the 

beginning of your word. 
 
 

7. Once placed on the word, the Ozobot should begin moving through the course!  
- If it has any trouble recognizing the color codes, touch up your lines with 

the markers or make them thicker. 
- If the Ozobot still has trouble, calibrate it again using the calibration cards 

from your Lab Leader.  
 
 
TIP: If the Ozobot is having trouble reading the lines or codes, it may need to be 
calibrated. Your Ozobot can be calibrated using the black dot in the kit.  

• Start by holding down the Ozobot’s power button for two seconds (until the light 
flashes white).  

• Quickly place the Ozobot in the middle of the black dot.  
• It will move forward and blink green to indicate it has been successfully 

calibrated. If it blinks red, start this process over. 
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TIP: If you have trouble writing in cursive, choose a word below that best represents 

your team and trace the word with your markers, adding color codes as you go.  
Some of the letters don’t connect here. Be sure to connect them when you trace so that 
every letter will be touching!  

 

Joyful 
Kind 
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Leader 
Listener
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Meeting 3: Once Upon A Time 

In every story, there is a theme. The theme is the main idea or main message that the 
story tells.  

Some common themes of stories are love, friendship, adventure, revenge, honesty, 
compassion, and courage. Stories also have different parts or stages. 

 
What are the three main pieces of a story called? 

 
 

____________________________ 
Beginning 

 
____________________________ 

 
Middle 

 
____________________________ 

End 
 

 
 
 
Scout Roles: 
Project Manager—Gathers and manages all materials for the team. Oversees overall 
success of the project. 
Principal Investigator—Leads observation and documents findings in Scout 
Notebook. 
Co-Principal Investigator—Assists Principal Investigator and helps with materials. 
 
 
Materials:  

• 1 Ozobot robot 
• 1 set of Ozobot markers 
• 5 sheets of 11×14 paper 
• 1 Ozobot color code sheet 
• Sheets of scrap paper as needed 

• 1 pair of scissors 
• 1 roll of tape 
• Calibration cards 
• Square cutout
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Your Story 
Write your own short story and then add color codes so that your Ozobot can act the 
story out as the main character or a supporting character.  

 
1. Pull one “character” card and one “place” card from your Lab Leader. Your team 

must include this character and place in your story. 
 

2. Your Ozobot can either act out the story as the character you pulled, or it can be a 
supporting character in the story with the character you pulled. 

 
3. Choose a theme for your story. 

 
4. Take 10 minutes to write your story in the table on page 17.  
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Our Theme: _________________________________________________ 
Our Characters: ______________________________________________ 
Our Place: __________________________________________________ 
 

Our Story Plot 
 

Exposition: How does the story start? (Who, where, when, what happens) 
_______________________________________________________ 

_______________________________________________________ 

_______________________________________________________ 

 
Climax: What is the conflict of your story? How did it start? 
_______________________________________________________ 

_______________________________________________________ 

_______________________________________________________ 

Resolution: How does the conflict get solved?  
_______________________________________________________ 

_______________________________________________________ 

_______________________________________________________ 
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Designing Your Ozobot Skin 
Materials: Scissors, markers, and the small blank square cut out from the kit. (This 
will be your Ozobot’s “skin.”) 

 
Skin Design:  
1. Using the markers, decorate your Ozobot skin however you’d like it to 

appear in your story—like a costume! 
 

2. Attach your “skin” to the Ozobot with a small piece of tape. (Be sure it doesn’t cover 
the sensors on the bottom.)  

 

Story Color Codes 

Materials: 1 sheet of paper, Ozobot markers 

1. In each corner of a sheet of paper, write out the following:  
- Corner 1: “Once Upon a Time”—This is where the Ozobot will start.  
- Corner 2: “Exposition”—the beginning of your story 
- Corner 3: “Climax”—the major conflict of your story 
- Corner 4: “Resolution”—the ending of your story, where the conflict is resolved  

 
2. Use the markers to create black lines that will get the Ozobot to travel from one 

corner to another.   
 

3. In each corner, add a color code that you want the Ozobot to perform once it reaches 
that part of your story!  
- Perhaps “snail dose” in your exposition or “tornad0” during your conflict: 

 

4. Read your story out loud to the entire lab as your Ozobot travels to each part of the 
story and performs its color code!
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TIP: If the Ozobot is having trouble reading the lines or codes, it may need to be 
calibrated. Your Ozobot can be calibrated using the black dot in the kit.  

• Start by holding down the Ozobot’s power button for two seconds (until the light 
flashes white).  

• Quickly place the Ozobot in the middle of the black dot.  
• It will move forward and blink green to indicate it has been successfully 

calibrated. If it blinks red, start this process over. 
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Meeting 4: 3-D Obstacles 

 
What is 3-D design? 

 
____________________________________________ 

 
____________________________________________ 

 
 
 
 
 
 
  
                                                                     Shutterstock.com—©Tetiana Yurchenko 
 
Scout Roles: 
Project Manager—Gathers and manages all materials for the team. Oversees overall 
success of the project.  
Principal Investigator—Leads observation and documents findings in Scout 
Notebook. 
Co-Principal Investigator—Assists Principal Investigator and helps with materials. 
 

Obstacle Course Design—Tunnels 
Your team will design and engineer a 3-D obstacle course for your Ozobot to travel 
through. 
 
Materials: 1 sheet of paper per Scout 
 

1. Fold your sheet of paper along the short edge about 1½ 
inches toward the center (Figure 1). 

 

2. Keep folding down 1½ inches at a time until all of the paper is folded 
(about five folds; Figure 2). 

 
3. Unfold, and you should have six sections (Figure 3). 

Figure 3 

Figure 2 

Figure 1 
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4. Fold and shape the paper to create a 3-D rectangle. Connect the 

ends with small pieces of tape so that the tunnel stays together. 
Some folds will overlap (Figure 4).  
 

 
 

5. Cut the 3-D rectangle into three equal sizes by flattening and cutting (Figure 5).  
 

6. Each Scout in the team should choose one piece to contribute to the 
course. 
 

7. Secure the three 3-D shapes with small pieces of tape as needed to 
keep them in place. Remember to use small pieces of tape (Figure 
6). 

 
 

Come back to the Lab Leader to discuss sustainability, eco-friendliness, 
and engineering. 

 
Adding Speed Codes to Tunnels! 

 
1. As a team, choose THREE color codes to use in your tunnels.  

- Choose two Speed codes. 
 

- Choose one Cool Moves code. 
 

- Draw each color code on the inside of the tunnels in 
the middle. Draw the codes where there is no tape 
(Figure 6). 

 
- Check off your codes in the boxes below when they have been drawn on 

the inside. 
 
Speed Code 1 
 
Speed Code 2 
 
Cool Moves Code 
 

- Now, draw black lines from each end of the code inside each tunnel so that 
the lines reach both edges of the tunnel. 

Figure 4 

Figure 5 

Figure 6 
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Obstacle Course Design 

You will be designing an obstacle course for your Ozobot to drive through, using black 
lines and leaving space for obstacles. The pictures below are examples—you can make 
your course any shape you want.  

Materials: Ozobot, Ozobot markers, 10 sheets of paper, Ozobot color code sheet, tape 

1. Tape four large pieces of paper together on 
one side. 
 

2. After connecting them with tape, flip the 
combined sheets of paper over. 
 

3. Principal Investigator—Use the black 
marker to draw a course that covers most of 
the paper on the side without the tape. 
 
 
 

4. Course requirements:  
- The example below shows five blank spaces. Be sure to leave five blanks in 

your course as well. Three of them will be for tunnels and the other two 
will have a different purpose.  

- Draw the lines of your course thick and 
dark. 

- Draw all the way around the paper—back to 
where you started. 

- You can draw your course in any shape 
you’d like as long as it is different from this 
example, and be sure to leave FIVE blanks. 
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5. Now, each of you should draw the same color code you 

drew on the inside of the tunnel on the top of the same 
tunnel (in the middle).  This will help you remember 
which code you used on the inside! 

 
6. Check off your codes in the boxes below when they have 

been drawn on the top. 
 
Speed Code 1 
 
Speed Code 2 
 
Cool Moves Code 

 
7. Make any touch-ups to the black lines before taping the tunnels to the paper 

because the marker will not write well on tape.  
 
8. Tape your three tunnels in place. Try to make the tape you use as flat and as 

smooth as possible.  
- Here is an example of what your course could look like with the three tunnels 

included.   
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Obstacle Design—Tower 
 
Materials: 1 Ozobot robot, 1 roll of tape, 1 pair of scissors, 1 deck of cards, 5 Popsicle 
sticks, 1 measuring tape, 3 chenille stems, 5 craft sticks 
 
The foundation of a structure is the most important part! The foundation is the 
strongest part because it must bear the weight of the entire building or structure. You 
and your team will now make an additional obstacle to add to your course—a tower! 
 
1. Build a tower that is at least 6 inches tall. You can build it out of any materials you 

want. Be sure to think about the foundation!   
 

2. Place your tower obstacle on your course over one of the remaining blank spaces 
and continue the black line so that it goes AROUND the obstacle and reconnects 
with your course on the other side of the obstacle.  

 
3. Tape the obstacle to your paper so that it stays in place.  

 
 

Obstacle Design—Another Tunnel 
 

Materials: 1 deck of cards, 1 roll of tape, 1 pair of scissors, 5 Popsicle sticks, 3 chenille 
stems, 5 craft sticks, and 1 set of Ozobot markers  
 
1. Start by drawing a color code in the only remaining blank space on your course.  

- Pick a code that won’t get the Ozobot to turn around or veer off the course.  
 

2. Build another tunnel (any kind) out of your materials and place it over the color code 
you added.  

- Here is an example using 
the deck of cards.  

 
 

 
 
  
3. Complete at least TWO test runs before your Lab Leader calls all the teams together.  

- If the Ozobot runs into any difficulty before making it all the way around, you 
can make adjustments to your obstacles. 

You may need to calibrate the Ozobot with the calibration card before sending it through the 
course! Keep in mind that it may need to be calibrated.
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Meeting 5: Light Up the House 

A blueprint is a detailed architectural design plan from a bird’s eye view that is 
followed when constructing a structure or building. 

 
 

The face is the front of a house or other structure. 
 
 
 
 
 
 
 
 
 

 
  

Shutterstock.com—©Radu Bercan 
 

What Is Block Coding? 
 

______________________________________________ 

______________________________________________ 
 
 

You will use block coding to code your Ozobot through the face of a house. Your codes 
will light up the Ozobot in a different way in each room. 

 
 
Scout Roles: 
Project Manager—Gathers and manages all materials for the team. 
Oversees overall success of the project. 
Principal Investigator—Leads observation and documents findings in 
Scout Notebook.  
Co-Principal Investigator—Assists Principal Investigator and helps with 
materials. 
                                                                                                                                                         Shutterstock.com—©NartGraphic 
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Materials:  

• 1 Ozobot robot 
• 1 set of Ozobot markers 
• 5 sheets of graph paper 
• 1 pen or pencil (council-

supplied) 

• 1 laptop (council-supplied) 
• 5 sheets of scrap paper 
• 1 pair of scissors 
• 2 sheets of tagboard

 
 

Get to Know OzoBlockly 

1. Explore the blocks in the different levels of OzoBlockly (1-5) and the different 
sections within those levels. Focus on the Movement and Light Effects sections.  
 

2. Create a short program (four to six blocks). 
 

3. Choose at least two to three movement blocks for your program, such as  
- 10 steps forward 
- Zigzag  
- Skate 
- Spin 

 
 
4. To add a block to the field, click on the block and it will 

appear in the field.  
- Drag the block to place it wherever you’d like. 
- Connect blocks together by dragging—they will 

“click” together 
- Set the options on a block by clicking on the drop-

down menus if they are present. This can only be 
done with blocks from Levels 2 through 5. 
 

5. Right click on a block to either duplicate, expand, collapse, disable, or delete it.  
- Blocks can also be deleted by dragging them toward the trash can icon. 

 
 

After you create a short program, your Lab Leader will provide instructions on how to 
calibrate your Ozobot using OzoBlockly. Then you will load one of the short 
programs you just built onto the Ozobot. 
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Now, let’s code your Ozobot through a five-bedroom house! 

Activity Procedure:  

1. Your house will have FIVE rooms. You must give each room a title and write a short 
description of it: 

- Two of your rooms must have an animal theme. Which animals live there? 
What type of habitat is in each room? 
 

- One room must have a healthy living theme. What is your favorite exercise, 
sport, vegetable, fruit, or healthy meal? 

 
- One other room must have a movie theme. Which movie and characters are 

there?  
 

- The last can be whatever you want. Get creative! 
 

 
Room Areas (vertical × horizontal): 
The picture at right represents the “face” of your house. Pretend you are standing across 
the street from your house and looking at it straight on. Rooms 1 and 2 are the bottom 
floor and Room 5 is the top (optional). 
 
First Floor:  

• Room 1: 13 × 13 blocks 
• Room 2: 13 × 16 blocks 

 

Second Floor:  
• Room 3: 15 × 9 blocks 
• Room 4: 15 × 16 blocks 

 

Optional—Attic:  
• Room 5: 5 × 23 blocks 

 
2. Use the black marker to carefully draw each room on 

the graph paper according to the dimension 
requirements listed above. Start with Room 1 in the 
bottom left corner as shown in the image.  

 
3. When drawing the second floor, begin slightly more toward the center of the house 

as shown in the picture. 
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You will use OzoBlockly to code your Ozobot so that it moves through all five rooms of 
your house. Give your Ozobot a house tour and “light up the house”! 

 

Distance Chart 
You will be using the Level 1 movement blocks a lot in this meeting.  

The numbers on the blocks represent how many steps the Ozobot will move.  

Use the measuring tape and the “distance chart” below to help you program your 
Ozobot:  

 

 

  
 

 
 

 
 
 

Writing the Program 
• Go online to www.ozoblockly.com. 
• Click “Get Started.” 
• Follow the steps below to build your program using the blocks. 

 
If you would like, you can click the “Start Tutorial” button that pops up to watch the 
tutorial again. If not, you can “X” out of this pop-up and begin with the steps below: 

 
1. Add a block(s) that will get the Ozobot to move, and collapse it if necessary. 

 
2. Add the light effect from Level 2, “police car lights,” and the Ozobot will flash red 

and blue lights when it’s in Room 1. 
 

3. The Ozobot will need to turn to the right to go toward Room 2, so you’ll need to add a 
block that will turn the Ozobot in that direction. 

 

Step Blocks Distance Traveled Graph Paper 
Distance 

5-Step 1¾ inches About 7 graph squares 

10-Step 3½ inches About 14 graph 
squares 
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4. Now, add two more blocks that will start the Ozobot driving toward Room 2. Connect 
them to the other blocks. 
 

5. When you have finished Step 4, add the animation “firework” from the Level 2 light 
effects. 
 

6. Now, add a block to get the Ozobot to turn to the left so that it can head “upstairs” to 
the third room, which will actually be Room 4 (because it’s right about Room 2).  

 

7. Add your next movement blocks to get the Ozobot to drive “upstairs” to Room 4, and 
then add the animation “disco” from the Level 2 light effects.  

 
8. Now add a rotate block that gets the Ozobot to turn to the right, facing Room 3.  

 
9. Add in two more movement blocks. Figure out which size each block should be for 

the Ozobot to drive to Room 3. 
 

10. Once the program has the Ozobot in Room 3, add a “set top light color” block and set 
the color to light blue. 

 
11. Add a block to get the Ozobot to turn toward the right, facing “upward” to Room 5, 

and then add a final movement block. Room 5 is optional. 
 
12. This should bring your Ozobot to Room 5. It’s time to celebrate! Find the “spin” 

block, add it, and set the direction.  
 

13. Now add your final light effect block, “rainbow,” and drag it to the bottom of your 
program.  
 
 
 

The program should be able to get the Ozobot to each room of the house you drew 

Your program is now complete! 
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Calibrate and Load Program!  
 

1. Click on the blue button in the 
bottom left of the OzoBlockly 
screen that says “FLASHING.” 

 
 

 

 

 

 

2. Turn the brightness on your computer all the way up. 
 

3. Press and hold the Ozobot’s power button for two seconds. It should light up white.  
 

4. When that happens, let go of the button and immediately place it over the white 
calibration circle on the screen.   

 

5. Once the Ozobot is calibrated, it will blink green and then turn off.  
 

6. Turn it back on by pressing the power button once, and hold it up against the white 
Ozobot outline on the screen.  
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7. Click the “Load Bit” button to load your program onto the Ozobot.  
 
• The Ozobot will flicker green to indicate the program is loading, and you will see 

the status bar indicate how much it has left to go.  
 

• This program will take about 90 seconds to load onto the Ozobot.  
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 

HOLD OZOBOT STILL! 
 

TIP: If the Ozobot’s light turns from green to red during this process, something has 
gone wrong. If that happens, take the Ozobot away from the screen, turn it off, turn it 
on, calibrate it again, turn it back on, and load the program again. 
 
 

 
Once the program is transferred to the Ozobot, it is ready to run!  
 
Before your team sends the Ozobot through the house, share with the rest of the Lab 
the names of the rooms you created and why you chose those names.  
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Now it’s time to see if your program works! 

 
1. Turn the Ozobot on by pressing the power button once.  

 
2. Then, double press the Ozobot’s power button and place the robot slightly off the 

paper so that it moves toward Room 1.  
 

TIP: If necessary, tape the paper to your desk to make the surface as flat as possible 
and to avoid a bump when the Ozobot moves from the table onto the paper. 
 

 

 

The Ozobot should then do all the steps in the program and make its way through all the 
rooms of the house! 

 
If something goes wrong and the Ozobot doesn’t reach each room, go back, recount the 
squares on your graph paper, and measure the distance to see what to add or take out of 
your program.   
 
Remember to check the distance chart on page 31.
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Meeting 6: Color Code Challenge 

What does decipher mean? 
____________________________________________ 

 
____________________________________________ 

 
 
 
 
 
 
 
 
 
 
 
                                                         Shutterstock.com—©creativepriyanka 
 
 
Computational Thinking is a problem-solving method. Computational thinking includes 
identifying the problem, discovering any patterns, and determining the best possible solution. 
 
 
 
Scout Roles: 
Project Manager—Gathers and manages all materials for the team. Oversees overall 
success of the project. 
Principal Investigator—Leads observation and documents findings in Scout Notebook. 
Co-Principal Investigator—Assists Principal Investigator and helps with materials. 
 
 
Materials:  

• 1 Ozobot robot 
• 1 laptop (council-supplied) 
• 1 Ozobot color code sheet 
• 1 pen or pencil (council-supplied) 
• 5 large sheets of paper  
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Activity Procedure:  

1. Find these six color codes on your color code sheets and circle them. 
 

- Blue-black-green-red 
- Green-red-green-red 
- Blue-red-blue 
- Blue-green-blue 
- Optional: Red-blue-red 
- Optional: Red-green-black-blue 

 
2. Open www.ozoblockly.com. 

 
3. Click “Get Started.” (“X” out of the pop-up). 

 
4. Explore to choose blocks that match each of the color codes that you circled.  

• Remember, the names will not be exact! 
 

5. Write down all of the names of the blocks you choose to use on a sheet of paper.  
 

6. When you’re done, check them with your Lab Leader. 
 

7. To start your program, use a 10-step movement block from Level 
1 (pictured at right).  
 

8. Then add the first action block that you chose from OzoBlockly.  
 

9. Add another 10-step block. 
 

10. Collapse the blocks so that it looks like the image to the right. 
 

11. Repeat until all six blocks are added with 10-step movement 
blocks in between. 
 
 
 

Now calibrate your Ozobot and upload your program! 
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Calibrating and Uploading 

1. Click “FLASHING” on the OzoBlockly screen.  
2. Turn up the computer brightness all the way. 
3. Calibrate the Ozobot: Turn it on, hold down the power button for two seconds, 

and place it on the white circle of the screen—it will blink green and turn off.  
4. Turn it back on and place it over the white Ozobot outline on the screen. 
5. Click the Load Bit button in OzoBlockly. 
6. Keep the Ozobot pressed to the computer screen until the transfer is complete. 
7. The white outline of the Ozobot on the screen will flash multiple colors, and the 

Ozobot’s light will flash green and then stop.  
8. Once the light turns off, the program has loaded. Turn the Ozobot back on by 

pressing the power button once. 
9. Double press the power button to run the program. 

 
 


