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Picture Match

How to Play
o Work with a partner.

e Place the word cua\

,g Where Is
Wo

redo the position word.

ch in a full sentence.

urn®until every picture has a match.
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m\\ Where Is Wombat? Word Cards,)ﬂ




Where Is Wombat" Word Cards
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cture Cards
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. Keep the card when the
direction is followed correctly.

a_h jf’ 5. The player with the most '/ B

.. & cards wins. -

~ Begin with one-step cards. Try Inngef 1.




Follow the Clues - Animal Cards

e s S e N e S < i e S e R R, S S P e
E L §




One-Step Clues

----------------------------------------------------

. Putthekoala ! Place the turtle
. beside the . under the /-
. wombat. . ' koala.

. ©chidna next to
. the platypus.

f V ™

"""""""""""""""""""""""""""

| Putthe ¥ . Place the
. kangaroo || ' quokka in

. behind the . front of the
== | turtle. b

. wombat.



Two-Step Clues

Put the koala beside
the wombat, then
place the turtle under

L the koala.

ey

Touch the turtle,

o e -

|  then move the koala
near it.

e J
| | /e ———- \ !
; Ptace the quokka i Put the echidna 5
1 between the koala | far from the platypus, :
4: and wombat, then ‘. then turn the !
1| point to the qui.':k_ka_ L platypus over. 7!




Three-Step Clues

= T R— i
| Put the koala | Place the cockatoo ®
: beside the wombat. : above the quokka. :
E Place the turtle (17 E Put the echidna E
' | under the koala. - next to the quokka. !
i Point to the wombat. E Clap once. E
i ' E E
e o CY ¥
. | Put the kangaroo :
. | behind the wombat. |
' | Place the platypus I
: .\
. Place the echidna Put the wombat . :
,  far from the in front of :
| platypus. the koala. e ;
. Turn the platypus - :

Over.
Sit down. 0




Position Picture Sort

Name:

Cut out the words. Paste one word under each picture.
, 1(3.




Position Picture Sort
Name: ANSWERS

Cut out the words. Paste one word under each picture.

1(2.
AN~

[

n %
= € A @
'fgﬁ #\* ( A & ) )
[ between L [ beside [ behind ]

---------------------------------------------------------------------
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Name

Circle the word that tells where Kiki is.

Where Is Kiki? - Support

o

behind / in front of




Where Is Kiki? - Support

Nome: ANSWERS

Circle the word that tells where Kiki is.

inside

F R

1@ o 0
HIKING '

TRAIL

Ay
i),

L / in front of




Where Is Kiki? - Core

Name:

Circle the best position phrase.

£ ‘

(IO

’ . - =1

between / next to / behind

/ beside

near / far / between

'Eb |

on / under / inside

fl‘"
%) @&

behind / next to / between




Where Is Kiki? - Core

Name: ANSWERS

Circle the best position phrase.

b

F




Name:

Listen to each direction. Draw the item in the correct place.

Listen and Draw at the Park - Support

ol L ol o L

Draw a ball under the bench.

Draw a bird above the tree.

Draw a child next to the slide.
Draw a kite in the sky.

Draw a flower between the bushes,
Draw a duck in the pond.




Listen and Draw at the Park - Support
Name: _ ANSWERS

Listen to each direction. Draw the item in the correct place.

Draw a ball under the bench.
Draw a bird above the tree.
Draw a child next to the slide.
Draw a kite in the sky.

Draw a flower between the bushes,
Draw a duck in the pond.

LR e




Name:

Listen and Draw at the Park - Core

Follow both parts of each direction.

1. Draw a teddy beside the picnic rug, then draw an apple on the rug.
2. Draw a dog in front of the tree, then draw a bone behind the dog.
3. Draw a cloud above the pond, then draw a duck in the pond.

4, Draw a hat under the bench, then draw a ball beside it.

5. Draw two children between the swing and the slide.




Listen and Draw at the Park - Core
Name: ANSWERS

Follow both parts of each direction.

I
R

1. Draw a teddy beside the picnic rug, then draw an apple on the rug.
2. Draw a dog in front of the tree, then draw a bone behind the dog.
3. Draw a cloud above the pond, then draw a duck in the pond.

4. Draw a hat under the bench, then draw a ball beside it.

5. Draw two children between the swing and the slide.




Path to the Playground - Support

Name:

Start at the school. Troce o sofe path to the ployground. Use the arrows to help you.

Word bank
- 1 | I e,
forward turn left turn right
o 7




Path to the Playground - Support

Name: ANSWERS

Start at the school, Trace a sofe path to the playground. Use the arrows to help you.

Word bank
4 1 | ' A
L forward turn left turn right 4

forward, forward, forward, turn left, forward, forward, forward



Path to the Playground - Core

Name:

Plan a path from the library to the playground. Draw arrows in the grid.
Write your directions.
n

J

&
\@

Word bank

forward

turn left

turn right




Path to the Playground - Core

Name: ANSWERS

Plan a path from the library to the playground. Draw arrows in the grid.
Write your directions.

@Qj
\@ '

I

e

My dir€Ctions: > %
Word bank

1. forward

2. forward Siaisod

3. forward ; :

4. forward turn left

5. turn left rarn right

6. forward, forward, forward, forward 4 4




Classroom Position Hunt

Name:
Find each place in your classroom. Draw or write what you found.
1. Something above you

[2
E
|

. Something beside the door

. Something under a table

. Something near a win

mething between two chairs

7. Something inside a tub

8. Something behind another object




Left and Right

Name:
left
1. Drow a star left of the robot. 2. Draw
2
qoeop
]
o000
3. Circle th i 4. Circle the bird on the left.

<3

5. Draw an arrow pointing left. 6. Draw an arrow pointing right.




Left and Right

Name: ANSWERS

left

1. Draw a star left of the robot.

2

oof

4. Circle the bird on the left.

2@ %

3. Circle t

5. Draw an arrow pointing left. 6. Draw an arrow pointing right.

: >




Position and Location Adventure - Part A

Name:

Circle the best position word or phrase.

Score: /B

in / on / under

next to / betweenWbL
) - WA

)
5.

, S
e 2

i

near / far / between

LYYW

left / right / between

L under / above / next to




Position and Location Adventure - Part A
Name: ANSWERS Score: L /8

Circle the best position word or phrase.

g""’ “ o
f above / next to J




Position and Location Adventure - Part B

Name: Score: I'7

1. Draw a backpack inside the tent.
2. Draw a bird above the tree.

3. Draw a ball beside the log.
4
5

. Draw a sandwich on the picnic rug.

. Draw a duck in the pond.

wldy
"{Q - Y sk, - %-
sl y z
L)

6. Tell or write one direction that moves a friend from the tent to the pond.




Position and Location Adventure - Part B
Name: ANSWERS Score: 7 /7

LV

1. Draw a backpack inside the tent.
2. Draw a bird above the tree.

3. Draw a ball beside the log.
4
5

. Draw a sandwich on the picnic rug.
. Draw a duck in the pond.

i
nnnnn

6. Tell or write one direction that moves a friend from the tent to the pond.

Walk forward from the tent toward the pond.
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0 people or objects.

our description.
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lace or other object.
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Answer | ‘

&object
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Question 2

\

ide and'close”?
D. behind




4 \\
Answer 2 ‘

esl ﬁng here.
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Question 3

\

hich word fits?

e D.below




4 \\
Answer 3 ‘

e $ object.
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Question U

\

two boXes.

tween ide D.nextto




-'_- e, 9"\‘\ \
Answer Y -
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Question S5

Tr
t the ba

b me

reference object.




4 \\
Answer S ‘

in &ut the back.




Question 6

Tr

distanc

ns o a reference object.




4 \\
Answer 6 ‘

ar &e away.




Question 7

Tr

ocati tence n reference object.
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Question 8 ‘

ompl nce.
e pack is table.
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Question 9 ‘

canecnec“s “turn left”.




9"\‘\ \

Answer 9

\

N left at'the chair.

0 be correct.
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Answer |0
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Sukindi

— LEARNING —
Homework without the hassle

Sukindi i an Australian hurnlng pl{:}ff“nrm

that supports Teachers, Parents and
Students with an interactive homework

app and downloadable resources
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Dazzling Directions - Year 1
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DIRECTION WORDS

next to

between

backward

1

clockwise  anticlockwise

half turn

N

full turn



HUMAN ROBOT DIRECTION CARDS

Cut out the cards. Build a route for your partner to follow.

..........................................................

START i STOP FORWARDI

Q0 1t

i T ] --------------------n-r-----—----- — e

a..-.a.,.-._-._-.‘.-..p.__-a_-.n.-.__n.-.a._ .a_.__ra_a_a.-.__a__-..-.a_a_g.a_-._-. = - -

FORWARD 2 BACI(WARDI j

CLOCKWISE AHTICI.OCKWISE REPEAT

162 19] ]

-----r--------------r---r------ -r---------r----------r-----—--- ‘—-----------------rr----------rr



HUMAN ROBOT POSITION CARDS

Choose a card. Place an object or person in that position.

—————————————————————————————————————————————————————————

ABOVE BELOW -~ NEXTTO

1
L]
L]
L]
L]
L]
L]
i
L]
i
1
i
i
[}
i
#
(I [

BETWEEN INSIDE







TREASURE TRAIL CARDS

1. Put a counter on START.
2. Draw a card.

3. Follow the direction.

4. First to TREASURE wins.

|\ ForwarD 1 ||\ ForwarRD 2 |||\ FoRwARD 3 ||




POSITION WORDS - SPACE STATION |

Name:

Follow each direction. Draw the object in the correct place.

r 1. Draw a small star above the rocket. 1
2. Draw a moon below the rocket.
3. Draw an alien next to the rover.
4. Draw a flag between the two craters.

j 5. Draw a planet behind the satellite.




POSITION WORDS - SPACE STATION
Name: ANSWERS

Follow each direction. Draw the object in the correct place.

Draw a small star above the rocket.

. Draw a moon below the rocket.

; 1

2

3. Draw an alien next to the rover.

4. Draw a flag between the two craters.
3]

. Draw a planet behind the satellite.




POSITION WORDS - CHOOSE THE WORD

Name:

[ above « below +« between ¢ next to « inside « nutside]

The moon is




POSITION WORDS - CHOOSE THE WORD

Name: ANSWERS

[ above « below * between ¢ nextto « inside » outside]

L=

The moonis below the rocket.

J L

The flag is nextto the rover.




ROBOT STEPS - ONE MOVE AT A TIME

Name:

Trace each arrow. Then show where the robot will finish.

=0
o
B

=[]

Move 2 squares forward. Move 1 square backward,
then 2 squares right.




ROBOT STEPS - ONE MOVE AT A TIME
Namie: ANSWERS

Trace each arrow. Then show where the robot will finish.

'S ~N S W W i -
e
o

F

o

= X
=
fg
Move 2 squares forward. Move 1 square backward,

then 2 squares right.




ROBOT STEPS - FOLLOW THE CODE

Name:

Start at the robot. Draw each route. Stop on the star.

Route A
1 2 3 4 5 6
6 forward 2
3 turn .ri
4
i tu ft

forward 1

Route B
3 4 5 6

6 forward 1
3 i\\\? turn- left
4 furw;rd 2
3 turn .right
2 o) fnrw;rd 3
1 §D




ROBOT STEPS - FOLLOW THE CODE
Name: ___ANSWERS

Start at the robot. Draw each route. Stop on the star.

Route A
1 2 3 4 B £

6 forward 2

turn ri

Route B

3 4 5 6
6 forward 1
> turn left
4 forward 2
3 turn right
z T forward 3
1 =)




TURN IT AROUND

Name:

Draw the arrow after each turn. Then circle the correct turn word.

1. half turn clockwise T O

2. half turn anticlockwise T O

3, full turn clockwise g

4. full tu ic N 6

- W .= W

\ 4
<)

- # [ clockwise Hanﬁclu:kwiieI

6. T ——yp h [ clockwise J [anﬂcluclmisel

Ty T — 1 (halftum H full turn ]

LB. T — O—}T {halftum‘

full turn ]

Subindi



TURN IT AROUND

Name: ANSWERS

Draw the arrow after each turn. Then circle the correct turn word.

1. half turn clockwise T @

2 half turn anticlockwise T @

3 full turn clockwise

“A)

4. fulltu'c | N\ o

- W - WA

w
— q [ cluckwiseJ [anticlnckwisa‘

6. T — h [ :Im:kwiseJ [anticln:kwise]

7. T — 1 (halftum )[ full turn ]

LB. T — O-—}T half turn [fuliturn ]

Subindi



FOLLOW SUNNY STREET

Name:

BAKERY

I

I

I
©

=)

A - . A A -

Complete the route from School to the Bakery.

1. Start at the School.
2. Move along Sunny Street.
3. Turn onto Garden Road.
4. Move forward past the
5. The Bakery is on your

[ forward « right « playground « left




FOLLOW SUNNY STREET
Name: ANSWERS

/f-//@)i\\ fl LIBRARY @
& EEI AT
a1l vl

— O S

Complete the route from School to the Bakery.

1. Start at the School.

2. Move _forward along Sunny Street.
3. Turn ___right  onto Garden Road.

4. Move forward past the Playground
5. The Bakery is on your ___left

forward « right « playground « left




GIVE DIRECTIONS ON SUNNY STREET

Name:
PN . _
(f’é)\‘\s LIBRARY
@ @ ﬁm ==
School , ‘Librur';' ’
------- Sunny Street - ---------

3 il

BAKERY

mmrden Road - - -

Task B: Home to Park
1.

2.
3.
4.

forward + left + right « past « nextto




GIVE DIRECTIONS ON SUNNY STREET
Name: _ ANSWERS

NS [ (erary] |
%E;i:@\ = Lit;rl‘ur:f ;L%

<
Sunny Street
I

i
i
o

e 3 or 4 direction steps.
TaS@R: Library to Playground
1. e left along reet.
2. _Turn left onto Garden Road.
3. _Move forward past the Playground.
4. Stop next to the Playground.

Task B: Home to Park

1. Move forward to River Road.
2 Turn right along River Road.
3. Move past Garden Road.

4. Stop next to the Park.

forward « left + right » past * nextto
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GARDEN RESCUE DIRECTIONS - ASSESSMENT

Name: Page 1of 2

A. Follow the directions.

1. Draw a bird above the shed.
2. Drow a frog next to the pond. / 4
3. Draw a ball between the two trees.
4. Drow a hat under the bench.

-~

5. The watering can is (inside / outside)
the shed.

]y
6. The butterfly is (above / below)

Sy |




GARDEN RESCUE DIRECTIONS - ASSESSMENT
Name: __ ANSWERS

A. Follow the directions.

1. Draw a bird above the shed.

2. Draw a frog next to the pond.

3. Draw a ball between the two trees.
4. Draw a hat under the bench.

Page 1of 2

5. The watering can is (inside

the shed.

6. The butterfly is below)
the flowers.




GARDEN RESCUE DIRECTIONS - ASSESSMENT

Name:

Page 2 of 2

-

C. Draw and describe a route.
7. Draw a route from the gardener to the watering can.

8. Write the route in 3 or 4 steps.

half turn full turn

10. Write one clear direction that uses left or right.




GARDEN RESCUE DIRECTIONS - ASSESSMENT

Name: ANSWERS

Page 2 of 2

3
C. Draw and describe a route.
7. Draw a route from the gardener to the watering can.

8. Write the route in 3 or 4 steps.

1. Move forward 2 squares.

2. Turn right.

3. Move forward

full turn

10. Write one clear direction that uses left or right.

Turn left at the garden gate.
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Our Learning Goal

We are | ive 2l follc ired

opleand o s to a new location.

Il check that each step works.




Clear directio lp andilier PR N ’
wher rt
* Whigh way to move
when to turn
e where to stop

i (D

|
-

O




g

omething
touching the top

— directly beneath




More Position Words

R Miwie

— i
— not within

— before something

D — at the back




-'_- - S2

Left and Right

Left and ri

p your right hand.

nd, your left and right turn with you.




ove away the way you are facing.

which way the mover is facing first.




Choose a lete

OC ) S€

whiteboard.

the two desks.

chool bag is the table.




r DESTINATION







Half Turns and Full Turns

fa the O iteWvay.




h O 2 \
Human Robot Example
_p ” ‘\

TAR




e forward 3 steps.

4. Make a half turn.




Read a Simple Map

roads or paths

e [andmarks and obstacles

Sy




Give a Route

\

ib to PI? Ou

steps.
rd, left, right, past and next to.

ner follows the route exactly.
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Check and Fix




Learning Review

rds
rward, back } |eft and right
iclockwise, half and full turn
give ordered directions

v/ check and correct a route

Sy
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let ce:

Aler.

B. between

.outside D. behind




-'.- s, R
B\ \ |
v W

. gie
- =

he middle of two things.

(D



-'.- & SR
IR\ \ |

\
ectio your right.

Turn rig ns fN
a or FALSE?
-

i (D

O




-'.- s, R
B\ \ |
v W

as the way you are facing.

—

»
- -




Question 3 ® Short Answe ‘ \ ‘

the sam

ction as the hands on a clock?




_‘ll

o i

O




-'.- s, R
N1




-'.- s, R
B\ \ |
v W

o™
- =

he opposite direction.

—



Question 5 ® True or False ‘ \ ‘

After af

face b you started.

n, yo

or FALSE?




-'.- s, R
B\ \ |
v W

“ |
- =

all the way around.




Question 6 ® Short Answe ‘ \ ‘

avel in the way you are facing.







-'.- s, R
N1

3 steps, then turn left.
D. Walk around.




k

forward 3

, amount and turn.
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If a INSI N
“ or FALSE?
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e forward 1
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Start facing up. Whi

urn righ rd 1
left, forward 1

turn, forward 1

D. full turn, forward 1
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Programming Directions in a Robot - Year 1
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FORWARD

Move one square
ahead.

BACKWARD

Move onggquare

-

/

TUR RN RIGHT

Turn right.

Stay on the square.
GO STOP
Start the Finish the
algorithm. algorithm.
CLEAR PAUSE
Remove the Wait on
commands. the square.




FORWARD

Move one square ahead.

!!!!!!

TURN LEFT TURN RIGHT

Turn left. Stay on the square. | ::| Turn right. Stay on the square. | :




GO

Start the algorith

e S e

CLEAR

. | Remove the commands.

A — e S . . S . - S

-

. A . R S A R S

== msm.s s s =s s mim.mm.E ==y

Wait on the square.



CHALLENGE 1

Start facing up.
Reach the apple.

CHALLENGE 2

Start facing right.
Reach the school.

CHALLENGE 4

Start facing up.

Reach home.
1
0m

| f@i

f=ly

A

2

Write the commands.

Write the commands.




CHALLENGE 5

Reach the star. Avoid the X.

W

CHALLENGE 6

Reach the pool. Avoid the X.

®

X

%

Plan and check.

CHALLENGE 8

Visit the tree, then home.

@

%

Plan and check. Plan and check.




PROGRAMMER AND ROBOT

Say 3 commands.

The robot follows them. |:

ROBOT 1

Face the start direction.

ROBOT 2

Pause after each
command.

| PROGRAMMER 3 |

Hide one mistake.

Ask your partner to debug _ Explain one flx

| Point to your square.

CHECKER

Did each command
match?

-

-------------------------------



Quest board.

Put the robot
on START.

Collect every gear. !
Avoid the red Xs. SO

Check one
L command at a time. |

¢/%r TEAM CHALLENGE (5 |1
= () ~ Find a different route that | & |
YU still collects every gear. | Li---/

AN
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TOWN MAP TASK CARDS

r—
1 )
® 0o am

_ﬁ :

Start at START, Start at START,
facing up. facing up.
|  GotoSCHOOL. ) Go to PARK.

2. o

Start at START,
facing up

Start ut START,
facing up.

Go to HOME.

Start at SCHOOL
facing right.
Go to PARI(.

Sturl: nt START,
facing up.
Visit HOME, then POOL.

Start at START,
facing up.

Visit any two places.
Find a short route.




TOWN MAP ROUTE PLANNER
Start at: o

=
'

Face: up right down left .-~

Destination:
MY ALGORITHM
B Y 48 '

2 N

-
N
-

~
7
~

Etarted in the right square.

f— | faced the right way.
C | checked one command at a time.
: A DIFFERENT ROUTE A
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ROBOT MAZE TILES

1

| FORWARD |

| TURN RIGHT |
L"“ / 32 \




ROLL AND
PROGRAM

Roll the die. Add the matching
command. Test your algorithm.

1— FORWI%

3 —TURN LEFT

i A

:'"'?. : 25))° [
L Y ﬁ Jﬁ"’
5 — FORWARD TWICE | | 6 — CHOOSE A COMMAND

If a command would leave the grid, pause and roll again.



ROLL AND PROGRAM

[ Name: ]

Rolls:

OO0000

Commands:

Rolls:

OO00000

Commands:

g A J A " A

0B \ J \ J > w,

Test one command at a time.




FOLLOW THE ROUTE

PAGE 1

[ Name: ]

Follow each algorithm. Circle the endpoint.

1. A D
8

AN

TURN RIGHT ﬁ FORWARD ]

D

@9

C

A <
[ﬁ FORWARD P TURN RIGHT G FORWARD ﬁ FORWARD ]




FOLLOW THE ROUTE

PAGE 1
( Name: ANSWERS ]

Follow each algorithm. Circle the endpoint.

[ﬁ FORWARD ﬂ:b TURN RIGHT ﬁ FORWARD ﬁ FORWARD ]




Name: (

PAGE 2

FOLLOW THE ROUTE

Follow each algorithm. Draw an X on the endpoint.

1.

0

1\

FORWARD

FORWARD

VAN

1\

FORWARD

M

TURN LEFT

T

FORWARD

T

FORWARD

|—)

TURN RIGHT

)

FORWARD

Do both robots finish on the same square?

| YES

~

NO




FOLLOW THE ROUTE

PAGE 2

Name: ( ANSWERS

Follow each algorithm. Draw an X on the endpoint.

1.

0

T

FORWARD

A

T 1< 17

FORWARD TURN LEFT FORWARD

T

FORWARD

,—)

TURN RIGHT

1\

FORWARD

Do both robots finish on the same square?

V] YES

] No




MISSING ROBOT COMMANDS

PAGE 1

[Hume: ]

Write the missing command.

FORWARD BACKWARD TURNLEFT TURN RIGHT ]

1. |[2.

W

FORWARD [ ]

W

FORWARD FORWARD FORWARD FORWARD | | FORWARD FORWARD FORWARD FORWARD




MISSING ROBOT COMMANDS

PAGE 1
(Name: ANSWERS j

Write the missing command.

FORWARD BACKWARD  TURNLEFT  TURN RIGHT ]

1. (2.

.

FORWARD [ FO HWARH]

W

rorward Foawaro| TURN | conwaro ronwaro | |Forwaso rorwaro| TURN | rorwamp romwaro
RIGHT LEFT




Missing Robot Commands
PAGE 2

(o J

Use the grid to write the missing command.

[ FORWARD BACKWARD TURN LEFT TURN RIGHT ]

LS ~

1,




Missing Robot Commands
PAGE 2

(Numﬂ: ANSWERS

J

Use the grid to write the missing command.

FORWARD

Ll

BACKWARD

+

|

TURN LEFT

3

TURN RIGHT

r

)

% |[2.
*
A A

)

1.

1.

S22

TTTETTT

e

A

FORWARD  FORWARD  TURN RIGHT

t t

FORWARD
&




Map A Route ..,

Name: )

Write an algorithm from START to each place.

O

APPLE

1. Go to APPLE.

SlNuEn

2. Go to PARK.

LU

A turn changes the way the robot faces. It stays on the same square suw




Map A Route ..,

Name:(  ANSWERS )
Write an algorithm from START to each place.

oo oo
SCHOOL

)

APPLE

1. Go to APPLE.

==L L

2. Go to PARK.

—BEE0C

A turn changes the way the robot faces. It stays on the some square suw




Map A Route ,,qe»
(Hama: )

Write both algorithms. Then compare them.

- on

PARK HOME

<
[T

LIBRARY

2. Visit LIBRARY, then HOME.

Which route uses fewer commands?

| Router | [ RoutE2 |




Map A Route ... >

(Name: ANSWERS )
Write both algorithms. Then compare them.

eh

PARK HOME

e
(7]
LIBRARY
F . F
F F || F g
2. Visit LIBRARY, then HOME.
R F F F F
L F F F
Which route uses fewer commands?
| RouTE1 V/ | | routez |




DEBUG THE ROBOT
( Name: ]

One command is wrong. Cross it out and write the correct command.

1. 2.

W ke

A

FORWARD FORWARD TURN LEFT FORW

RIGHT FORWARD FORWARD

with
D>~ |7 ¥
FORWARD  BACKWARD TURN LEFT  FORWARD  FORWARD
Replace with Replace with




DEBUG THE ROBOT

( Name: ANSWERS

)

One command is wrong. Cross it out and write the correct command.

{

2.

W

place TURN RIGHT  with TURN LEFT

FORWARD FORWRRD

W

FORWARD  -BACKWARD-

Replace _BACKWARD with _FORWARD

4,

>

W

FURN-LEFF- FORWARD  FORWARD

Replace _TURN LEFT _ with _TURN RIGHT




DESIGN A ROBOT ROUTE

Geee

)

Create, test and improve your own algorithm.

’

Draw your destination.

20

o
ALGORITHM
r N i “'I| i .
L, PA, FiY 7L FAY J
s % I 2 N\ aWa “\ b
\, PN J I N ,J \ J
TEST AND IMPROVE
| started in the right square.
| checked one command at a time.
| changed a command if | needed to.
One change | made was:




ROBOT RESCUE MISSION

ASSESSMENT — PAGE 1

[Hnme:

Write an algorithm to help the rescue robot.

1. Go to the MEDICAL KIT.

oty

2. Go to the PUPPY.

L) U

JLJU

| checked each command.




ROBOT RESCUE MISSION

ASSESSMENT — PAGE 1

(Nume: ANSWERS

Write an algorithm to help the rescue robot.

FIRE STATION

)

2] %\e@

START

1. Go to the MEDICAL KIT.

) Ut

2. Go to the PUPPY.

) R U

| checked each command.

v




ROBOT RESCUE MISSION

ASSESSMENT — PAGE 2

(Name: )

1. Write the missing command.

FORWARD FORWARD FORWARD RWEKD FORWARD

2. Debug the algorithm,

FORWARD FORWARD FORWARD TURNRIGHT FORWARD FORWARD FORWARD
Replace with

3. Why do we check one command at a time?




ROBOT RESCUE MISSION

ASSESSMENT — PAGE 2
(Name: ANSWERS )

1. Write the missing command.

és

FORWARD FORWARD FORWARD

FORWARD

FORWARD FORWARD FORWARD TFURN-RIGHT FORWARD FORWARD FORWARD
Replace _ TURN RIGHT _ with _ TURN LEFT

3. Why do we check one command at a time?

To find and fix an error.
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h O SR

Our Learning G [sTe 8

\

We are learning to givegnd foRaw ct for 2ambot.
| can use n S, Or route, test it and fix mistakes.

= 5 = G

wf‘




4- O SR S

- —
What Is an Algori A \ '

An algorithm |
ee ers!




h O 22

Robot Command Voc e[S I ‘\

| [

FORWARD — move

S e
BAC - OBl squ
—fac on the spot
URINEG ce right on the spot

E (D

~ -
._ A 13




-'.- - - )y 4 S

__ Check the Facing Dot} |
Check the Facing Dire ‘1‘,
Before moving, findavhich gy roff is faciae .

an h@Rvay i es

ve th ot to a new square.

9

~ -
. A !




-l- - SR LD

ﬁ
@
Follow a Simple R¢ €\
\
Staghfacing@or
Co 53 i A\
I'h ves t uares north.
ﬁ X to as you follow the route.
Y

= 5 = G

L -.I
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| [

OO — SR

Build an Algoritt
"N\
1. Find thegtart al de@mat
2. er 's WCing cCtNp.
3. e co nd at a time.
A%
¢

ommands in order.

~ -
. A !

2 Sy




NOWA A tima

riti

stination safely?




4- O — )y 4 S

| - ﬁ
Debug the Routs '
_!‘\
Debug meangfind fi r 'S
et SOOI
, then the whole route again.

S
Ch o

~ -
. A !




-l- - SR LD

_ Compare Two Royreg\|
Compare Two Ro '
PR\
Two different algorithms call-e Wt he e Rlade
Com nu oV 0T NS.
is cl d efficient?
¢

2 Sy

~ -
iL ﬂo aIl:'I |
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T

h O SR

Programmer and
PROGRAMMER: says orgecor
ROBOT: fo 2r says.
elp each other debug.
el

: = G




4- O * S

emeroriog]

|n order

te to a destination

teSt and debug an algorithm

~ -
. A !

Sy
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-l- o )y 4
Question | - True or Eas -1\ '

\
An algorithm is agsorder s\ tion
UE o E?

9




4- O SR S

\
nd in what order.

TRU \
agor?eec to follow a
e onk

9

ﬂwm

= 5 = G




-l- - SR LD

ﬁ
® @ L
Question 2 - Muttile Sigif\}
\
Which command changes the ﬂfiz\; Y0 a new square?
rward ckward

left D. Stop

= 5 = G

wf‘




4- O SR S

- — 1
 aswerz o\

A turn ch @ﬂi robot stays on the same square.

L -.l

9 Q i
iL ﬂvm

= 5 = G




-l- - SR LD

» : ﬁ
Question 3 - Sho{ ARSS :‘\ '
4 E

s does the robot move?

L -.I

CCR
L wf‘

: = G




4- O SR S

- — 1
xR\

\
TWO SQOUAR \
Each F?F@o robot one square ahead.

9 Q i
iL ﬂvm

= 5 = G




-l- - SR LD

Question U - Multiple Clgi ¢

St
Comma :
ere the robot finish?
' e and one east B. Two north
C. One west D. Back at the start

2 Sy




4- O SR S

- — 1
TN\

ONE SQUARE NORTH A
etc-fa he move east.
iL & v L]

: = G

L -.l




> s )y 4 S

 Guestion - True orFagh\
Question S - True or ' '
A\
A turn command moves the 0\ oxt squagice.

UE o E?

9




0\

t does not move to a new square.

A turn ch g directi




4- O — )y 4 S

| =~ —~
_Ques’rion 6 - Missing Cc ﬂ ‘ '
b\ A
A robot turgs rightiad el
Which com i tofove e S@ITe east?
TUR GHT e

2 -— G

L -.I




After turni g“es the robot one square east.
E oen t

iL nvm

(D




ould change?

\
The robot should trav@ho he@Rast.
h A T LE FC XRD
Wh

Algorit
' RWARD to BACKWARD
B. TURN LEFT to TURN RIGHT
C. Last FORWARD to BACKWARD D. Nothing

2 Sy
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h O SR

Answer 7 - B \

\
REPLACE TURNLLEFT I\ T
Afte?i reb t turnright to face east.
®)
" B

O

= G




4- O SR S

Question 8 - Explai 1\ '
\
Why do programmers test cOlnand il time?

9




4- O SR S

Answer 8 1\ '
\
Testing step by step helps us find t}q t} ent yang so we can fix

L -.l

= 5 = G

iL nvm
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- — 1)
Question 9 - True o \ '

Two different agorthq destinadkon.
L n; a; H

: = G
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* s

sl
-

“ton e can compare their moves

d turns.

Different route
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Question 10 - Multiple Ligi \

What is the best first step wh

pl g @R bot rgge?

ess e utton

long algorithm

D. Turn the robot around

Sy
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h O SR

Answer 10 - C 1\
\

FIND THE START, DESTINATIO BN CINSBDIRECI4N
| S| hoos irst command correctly.

Thes ai
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Homework without the hassle
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that supports Teachers, Parents and

Students with an interactive homework

app and downloadable resources
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Mysterious Maps - Year 2

Table of Contents

Fresentathon: Mysbors o Maps

Clasaronm Deplay Maps tram Above

wWord WWall Poasiion snd Poule Wards

Student Hefermncs! Map Kéys and Syrmibisle

Activity: Map Tall Matth Cands

Came: Boute Hengers

Gamie: Turm and Trave|

Activity: Buiid a Hoom Map

Wierkmteat Pastion Detocklven

wWorkaheel Read the Hark Map

Workaheet Fallow Lhe Dod-Cnd Poube

Wi orloahest Mark ihe Town Mag

Werkshest Fing Your Place

Wiorksnest Schood Map Regsoning

Workshest Map My Hoom

Qi Miysterious Maps

dAzzaczmant Secret Carden Map Mission
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MAPS FROM ABOVE

I
IIIW nmmllh‘mn“ g"-‘ h LT

real |
place ;j L




POSITION AND ROUTE WORDS

B A

below beside tween
near far opposite

2
L]
b

b
""--..-...-"'

around towards | clockwise | anticlockwise

7 5\




MAP KEYS AND SYMBOLS

-
. tree

toilets

o Use one symbol for one feature.

9 Keep symbols simple.

"

.. Label your map clearly.
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MAP TALK MATCH CARDS - SET 2
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ROUTE RANGERS DIRECTION CARDS

oo o o mm E E m m  m E mm e W R W e mm . mm - — g e w m mn m mwm w m g

Move1 |/| Move2
space || spaces
forwards || forwards

t || 1

B | mm|
\ — \ | ey |
Move past ||| Move
thetree || towards

the pond

| quarter turn |!| quarter turn |
‘| clockwise || anticlockwise |:

e e TR R T R R @R R R e e e e W

Take a Choose your
haif turn || direction |







Face the gate.
Make a half turn,

A A T S| .

Face the gate.
Make a quarter
turn clockwise.

Face the gate.
Make a full turn.
Where are you
facing?

Face the pond.
Make a half turn,

Face the tree.
| Make a half turn.

_______________

Face the bench.
a half turn.

Face the bench,

Make a quarter
turn clockwise.

______________

-/

Face the bench.
Make a quarter

Face the pond.
Make a full turn.
Where are you

facing?

—

Face the tree.
Make a full turn.
Where are you
facing?

Face the bench.
Make a full turn.

Where are you
facing?




door

9 Place the symbols from page 2. Then describe where they are.

~




BUII.D A ROOM MAP - SYMBOLS &

chair . chair




POSITION DETECTIVES - PAGE 1

Name:

1 Draw a bird above the swing
2. Draw a ball below the slide.

3. Draw a flower beside the bench.

Y Draw a kite between the two trees.
9. Draw a star fo the left of the slide.
6. Draw a sun fo the right of the tree.




POSITION DETECTIVES - PAGE 1
Name: _ ANSWERS

1 Draw a bird above the swing.

2 Draw a ball below the slide.

3. Draw a flower beside the bench

4 Draw a kite between the two trees.
5. Draw a star to the left of the slide.
6. Draw a sun fo the right of the tree.




POSITION DETECTIVES - PAGE 2

Name:
Circle the word that matches each picture.




POSITION DETECTIVES - PAGE 2
Name: _ANSWERS

Circle the word that matches each picture.

L]
_—— s
i
T
e
-\—-‘-_‘_\_‘-‘-h i by
- - -




READ THE PARK MAP - PAGE 1

Name:
Pe%s L\ =
playground 7 I\
garden picnic table

&

is below the garden?

3. What is above the toilets?

4. Which feature is opposite the toilets?

5. Which two features are joined by the horizontal path?

6. Is the playground north or south of the gate?




READ THE PARK MAP - PAGE 1

Name: ANSWERS

garden

&

@ﬁi JUI\

playground

4

5

picnic table

below the garden?

pnnd
3. What is above the toilets?

?icnic, table

4. Which feature is opposite the toilets?

pond

5. Which two features are joined by the horizontal path?

and and toilets

6. Is the playground north or south of the gate?

north




READ THE PARK MAP - PAGE 2

Name:
(ﬁ%\ [ 1
playground 77 I\
garden picnic table

2. Draw a path from the pond to the toilets,

3. Write two directions to travel from the garden to the gate.

4. Which route is shorter: gate to pond or gate to picnic table?

Explain:




READ THE PARK MAP - PAGE 2
Name: ANSWERS

@m M =@

playground 77 Y
garden picnic table

the gate to the playground,

2. Draw a path from the pond to the toilets.

3. Write two directions to travel from the garden to the gate.
1. Move south to the pond.

2. Move east to the centre, then south to the gate.

4. Which route is shorter: gate to pond or gate to picnic table?

Expla gate to pond
n:
It uses fewer path sections.




FOLLOW THE DOT-GRID ROUTE - PAGE 1

Name:

Start at START. Draw one continuous path.

L L L L] L L L L] L L] L L

Move up 6 spaces. Move down 4 spaces.

Move right 3 spaces. Move right 4 spaces.

Move down 2 spaces. Move up 2 spaces.

ol ol o
il Il o

Move left 1 space. Move right 1 space.



FOLLOW THE DOT-GRID ROUTE - PAGE 1
Name: ANSWERS

Start at START. Draw one continuous path.

Move up 6 spaces. Move down 4 spaces.

Move right 3 spaces. Move right 4 spaces.

Move down 2 spaces. Move up 2 spaces.

= N DOl e
93 3 e an

Move left 1 space. Move right 1 space.



FOLLOW THE DOT-GRID ROUTE - PAGE 2

Name:

Start at START. Draw one continuous path,

1 2 3 g 9
o & ° a a

.y

o co | o on £ LW M
L
L]
&

P —
ﬂa

Move up 10 spaces.
Move right 6 spaces.
Move down 4 spaces.
Move left 6 spaces.
Move down 6 spaces.

S

What shape did you reveal?

6
s

0 @ N

10.

. @\‘\

7 8 9 10
» o @ @

L L] L ®
o L L L
L L L ] »
[ ® [ ] ®
Move right 5 spaces.

Move up 2 spaces.
Move left 3 spaces.

Move down 2 spaces.

Move left 2 spaces.

1"




FOLLOW THE DOT-GRID ROUTE - PAGE 2

Name:

1

—

wo (=] | n on R d P
L

1
S |

ANSWERS
Start at START. Draw one continuous path.
2 3 4 5 6 7 8 9 10 mn
L L 2 & L & & L ] L
. 9 L L] L] L] L] [ ] L]
e 4 e o e s » B
e $ e s e @ .
L] L 4 & & & ]
L ® ® L] L] L] L] ®
“ L) L] L] L
° L L L L] L
&= & L] L] L}
¢ R
. & L] L] L
?
START
Move up 10 spaces. 6. Move right 5 spaces.
Move right 6 spaces. 7. Move up 2 spaces.
Move down 4 spaces. 8. Move left 3 spaces.
Move left 6 spaces. 9. Move down 2 spaces.

-l s e

What shape did you reveal?

Move down 6 spaces.

10. Move left 2 spaces.

flag




MARK THE TOWN MAP - PAGE 1

Name:

Draw each route on the map. Write the destination.

i

|

library

1.3

Destination:

at the bakery

N
1
0

- -

park

pond

. Travel north one block.

2. Start at the school. Travel east one block.

Destination:

3. Start at the pond. Travel west one block.

Destination:

4. Start at the library. Travel south one block, then east one block.

Destination:




MARK THE TOWN MAP - PAGE 1
Name: _ ANSWERS

Draw each route on the map. Write the destination.

P

N
1

—s
0

L
oo

- E - e A il - - .. T - - ey . W -

at the bakery. Travel north one block.
Destination: ___Library

2. Start at the school. Travel east one block.
Destination: ___clinic

3. Start at the pond. Travel west one block.
Destination: __park

4, Start at the library. Travel south one block, then east one block.
Destination: ___park




MARK THE TOWN MAP - PAGE 2

Name:

Use the map to follow, compare and write routes.

-

Lol

library

1. StW at the clinic. Travel west two blocks. Where do you finish?

2. Route A: From the bakery, go north 1 block and east 2 blocks.
Route B: From the bakery, go east 2 blocks and north 1 block.
Which route is shorter?

3. Write a route from the school to the pond.




MARK THE TOWN MAP - PAGE 2

Name: ANSWERS

Use the map to follow, compare and write routes.

=
=
:
2

pond

1. StW at the clinic. Travel west two blocks. Where do you finish?
library

2. Route A: From the bakery, go north 1 block and east 2 blocks.
Route B: From the bakery, go east 2 blocks and north 1 block.
Which route is shorter? They are the same length.

3. Write a route from the school to the pond.
Travel east one block to the clinic.

Then travel south one block to the pond.




FIND YOUR PLACE - PAGE 1

Name:

Use the clues to write one name on every desk.

FRONT OF ROOM

?

centre.
2 sits in front of Eli.

3. Hana sits behind Eli.

4. Ava sits to the left of Ben, and Cody sits to the right of Ben.
5. Daisy sits to the left of Eli, and Freya sits to the right of Eli.
6. Gus sits behind Daisy.

1. lIsla sits behind Freya.




FIND YOUR PLACE - PAGE 1
Name: _ANSWERS

Use the clues to write one name on every desk.

FRONT OF ROOM

1.

Ava Ben

Daisy

Gu \
& '}

-

igpe centre.
2 sits in front of Eli.
3. Hana sits behind Eli.
4. Ava sits to the left of Ben, and Cody sits to the right of Ben.
5. Daisy sits to the left of Eli, and Freya sits to the right of Eli.
6. Gus sits behind Daisy.
7. lIsla sits behind Freya.




FIND YOUR PLACE - PAGE 2

Name:

Use the clues to write one name on every campsite.
NORTH

r— N

M 7\

Sam is in the centre.

Priya is north of Sam.

Victor is south of Sam.

Noah is west of Priya, and Quinn is east of Priya.
Ruby is west of Sam, and Tahlia is east of Sam.
Uma is west of Victor.

Willow is east of Victor.

NO oA wN

Who is in the centre?




FIND YOUR PLACE - PAGE 2

Name: _ANSWERS

Use the clues to write one name on every campsite.
NORTH

Noah Priya

. J .\
i 1

LN 4\
Ruby EQ\ Tahlia
| [Q“E | aVictor || Willowg

. Sam is in the centre.

Priya is north of Sam.

Victor is south of Sam.

MNoah is west of Priya, and Quinn is east of Priya.
Ruby is west of Sam, and Tahlia is east of Sam.
Uma is west of Victor.

Willow is east of Victor,

I

Who is in the centre? Sam




SCHOOL MAP REASONING

Name:

library
classroom A classroom B

3. Why might the garden be useful near the library?

4. Suggest one change that would improve the school map. Explain why.




SCHOOL MAP REASONING

Name: ANSWERS
N
library
classroom A classroom B

3. Why might the garden be useful near the library?

4. Suggest one change that would improve the school map. Explain why.

Add a path from the oval to the toilets.
_students could get there more directly.




MAP MY ROOM - PLAN

Name:

1. List six important room features.

8 4.
2. 5.
3. 6.

2. Design six simple symbols and make a key.

SYMBOL

v

-

3. Check your plan.

title

view from above

symbols
labels
clear spaces




MAP MY ROOM - DRAW

Name:

Draw your room from above. Use your plan and label each feature.
Map title:

N

KEY

—> Z




SECRET GARDEN MAP MISSION - ASSESSMENT PAGE 1

Name; Score: ____ /12

1. WhatYllirectly north of the gate?

2. What is west of the gazebo?

3. What is east of the gazebo?

4. Circle the feature above the tool shed.

5. Draw a star between the pond and the maze.

6. Copy the map symbol for the bridge into this box.




SECRET GARDEN MAP MISSION - ASSESSMENT PAGE 1
Name: ANSWERS Score: 12 /12

1 - W
o | W e

A L - 1 g
S gete
1. WhatWilirectly north of the gate? gazebo
2. What is west of the gazebo? maze
3. What is east of the gazebo? flower beds

4. Circle the feature above the tool shed,

5. Draw a star between the pond and the maze.

6. Copy the map symbol for the bridge into this box,




SECRET GARDEN MAP MISSION - ASSESSMENT PAGE 2

Name:

>

.nlll'ﬁm .
o A

thway from the gate to the maze,

2. Start at the gazebo. Follow the path east to the flower beds, then south to the tool shed.
Where do you finish?

3. Write a three-step route from the pond to the gazebo.

4. Choose one symbol from the key. What does it mean?
Symbol:
Meaning:




SECRET GARDEN MAP MISSION - ASSESSMENT PAGE 2
Name: ANSWERS Score: _ S /8

1. Dra thway from the gate to the maze,

2. Start at the gazebo. Follow the path east to the flower beds, then south to the tool shed.
Where do you finish?
tool shed
3. Write a three-step route from the pond to the gazebo.

. Move north from the pond to the bridge,
2. Follow the path east to the centre,
3. Move north to the gazebo.

4. Choose one symbol from the key. What does it mean?
Symbol: _bridge
Meaning: 1t shows where to cross the water.




'Sa2042

suie|dxa pue dew ‘dew 2jen Hay pue sjage| S[aqe| pue sainjesy sainjea) dew Jea)d
paIRIap € 5318l eape ‘o e 55 AWoS sapnou| Je34a maj sey deyy B Sajeal)
"SUONBAP
Wiaaya sand 'Sajn0) dajs-f)jnu sidwosd yym djay sayno sand
pue san0u saseduoy | S8 PUB SMO(O anospoysesmooy | dais-fgdersspaay | pue smojjo
‘suotysod Knsni o) Kpuea spiom sydwaid yum “SPIOM adendue|
spiom asoaud sasn | uotsod papea sasn SPIOM UOWWOD 535 | uomisod may e sasp uoiyisod sas)
‘Apea)d suleydxs pue ‘Ajeleanaoe saunjeay ‘Ajaau09 Sainjeay
suosod sasedwo?) S3qUISEP pue spuly SBINJea) Jsow spul puy 03 djpy spaaN sainjeaj sa)ea07
INIG3I3IX3 AN3QI4NOD ONIAIIHOV ONINNIO3E
e awepN

Jldand SdVIN SNOI

1SAN







O

.| D, S, .
We are learni s

locate places
Q¢ ain outes

eateghuseful map




O

4_- -,
A map is a view

Imensi
pcated.

A map i1s o two-di

It shows




O

.' - S
Maps help us fi

Maps WA
SElre |OWmtions.

P _

We use

plan ro







O

.| b
Five useful mar

title « labels - sgmb:




OO — A —

\ -
A key explalns ik , m

stands
| ev@EtiMe.

One symbol

Use th




O

.' D —-—
Position words S

left - right - a




O

.' b, .
More words addé

In front of « behind - !




O

ch O
Describe it prg

The benchis b
The treegls e |@ of tNEwond.




O

.' D —-—
Start with fixed

Find the gate, pond, PG
Then LI POONS.




O

.' s, .
Locate it in a fu ‘.;

The playground |
The p




O

.' - S
Every route has

START — PATHWA




h O S 4 N\ =

\ -
Words guide m

forwards - Ie:!




O

ch O
Follow one s’rep

Start at
Move 1ar '
the pond.




‘_. C:D % x . -
Test your rgtil N\

17

Is each ste
Does ev o ¢ tion?
Caereu same place?

= G




O

.' s ¥
Turns change ¢ *

quarter turn - ha




@,

of s e
Give a par’rner a

Name t
o W ectit
ome the ation.

\

\i

’& 3




O

.' b, .
Words become g ‘;

Listen — count spac
0 WRStiNSEmpN.




foRmbe|SEmnd paths.




h O A N\ s

\
Build a consiste M

Keep sym
Match ev e0ning.




O

4_- -
Avoid these mag

MISSINg tA O y
bo
r QA UNO directions

Sy




O

OO o a& :
Think like a mag ‘,. o\

locate - descri“

\




Sukindi

—— LEARNING —









O

4_- 2
Answer:

B. Av:ew“




O

-
Questio

True ofgIsé
A map of a famili | ally

2\
-\

own from obove.







O

4_- -
Questio

Which map feutureeQ







O

4_. O —
Questio

The pond is a







—

%\.\ ﬁ

4_- -
Questio

Trueo
A pathway shows ho pirt to a destination.










O

4_- 2
Answer 4

C. Start at th“




O

4_- -
Questio

Which turn pomtsgo“







Questio

The library is | f cl
| f thegmorary?
. . S&hoo te D.garden







O

4_- -
Questio

True ofglsé
Changing a symbol’'s m o y t
ap @

gh a map maokes the




O

4_- 2
Answer 4

False — one sgm“




O

-l- - .
Questiondt

Write one precise drectloq

oute word.




O

4_. 2 —
Sample an

Move forwards to th!ee




Sukindi

—— LEARNING —



