It's the Robot’s Turn

Mindstorms Challenge 2:
Turning Your Robot

Team Members: Period:

AFTER DEMONSTRATING ALL MISSIONS, TURN THIS PACKET IN




Turning

e In the last challenge, we explored how to
move exact distances. That’s fine, but
what If you need to do something beside
go straight? In this challenge, we’ll work
on turning.

e We know how to move. Any ideas how
to turn?




Turning

Two ways to turn:
1. Run a single engine for a set period of
time
. Change the steering on a two engine
move block.




Move Block Review
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Making a Move Block a Turn
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Challenge 2 Mission 1 — Right Angle Turn

e Design, construct, and program a robot to travel in a
straight line going forward 3 rotations. Then make it
execute an exact 90 degree turn making the robot turn
a right angle. Finally, have it move 3 more rotations.
Try both turn methods.

The angle of the turn is important. It needs to be as
close to 90 degrees as possible. Use the lines in the
tile to help you see how close you are to 90 deqgrees.

WHEN COMPLETE, SHOW YOUR TEACHER

Teacher’s Initials:




Challenge 2 Mission 2 — The Boxer

e Design, construct, and program a robot to that moves
In a box shape. Using a loop, change the program
your developed in ‘Challenge 2 Mission 1 — Right
Angle Turn’ to make your robot take 4 right turns to
make a box shape. First, do the turn ONLY 4 times so
your robot ends up where it started. Then change your

program to do this forever.

WHEN COMPLETE, SHOW YOUR TEACHER

Teacher’s Initials:




Challenge 2 Bonus Mission

THIS IS AN OPTIONAL MISSION TO BE

WORKED ON IF YOU COMPLETE THE
OTHER MISSIONS.

e Repeat ‘Challenge 2 Mission 2 — The
Boxer’. Change your angle and program
so that your robot consistently ends up Iin

the same spot. Consider running on a
difference surface.




