
This module is a part of “APPLY -  SCIENCE 
FOR A BETTER WORLD” series.

SESSION EXPERIENCE

Learning Objectives:

1. Tuning In: Understand the module structure 
and goals. Learn the use of tools such as the 
Engineering manipulatives and the Roamer.

2. Roameround: Understand the basics of 
locomotion in Roamer and how to instruct it.

3. The Pet Detective: Transform and program 
your Roamer to become a pet detective.

4. Bee Bot Buzz: Use Roamer to make simple 
closed shapes. 
 
 

5. Loopy Shapes: Use Roamer to draw shapes 
while using the loop programming function.

6. The Emergency Roamer: Transform your 
Roamer and program it to behave as an 
emergency vehicle.

7. Design & Float Your Parade: Design a city 
where a Roamer parade can take place, convert 
your Roamer into a float and program it to take 
part in the parade.

8. How Did I Do?: Reflect on the learnings from 
the module: Programming Roamer movements 
and sounds. Present work to peers.

Learners will:

1. Be able to understand basic algorithmic thinking.
2. Apply math concepts such as shapes and angles. 
3. Follow instructions, think critically, solve problems and create 

tangible artifacts.
4. Engage in active collaboration and communication.

•	 Series 2: Apply - Science For A Better World 
•	 Module 2: Early Robotics - Roamer
•	 Student Accomplishment Level: 1

MODULE DETAILS

Robotics is one of the fastest growing fields in 
the world today, with robots replacing humans in 
many industries.

Learners begin by understanding basics of 
Robotics and algorithmic logic. They then go on 
to understand how their robot can be instructed 
to move in different ways.   

Learners exit this module with an understanding 
of the basics of algorithmic thinking and a 
foundation upon which they can build on their 
knowledge of coding.

INTRODUCTION

Grade Group : 1-3   Number of Sessions: 8  Session Duration: 60 min

EARLY ROBOTICS - ROAMER


