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	Atelier for STE(A)M project.

	Title
	Introduction to robotics through LegoMindstorms ev3


	Content knowledge 
	Robotics, programming 

	Methodology
	Project learning – students complete the tasks through group work in groups of 4.  


	Technology
	PPT/Power Point, LegoMindstorms ev3


	Duration
	45 mins


	SAMR model (level of transformation technology produce)
	Use of computer for programming the robot 

	Target group (age, course)
	15 years old; Computer Science 

	Resources
	Computer 

	Learning Objectives, Skills and competencies 
or. (Aims to be accomplished)

	· To program the robot independently
· Use of ICT (PPT, LegoMindstorms)
· Development of ICT skills 

	Didactic sequence 
 -Description of every lesson
with added attention to the diversity of students
	The teacher briefly presents LegoMindtorms ev3 and describes the main characteristics of the robot including its sensors. 
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Students get into groups of 4; each group is assigned one robot. The instructions considered, the group connects the robot to the computer. 
The teacher presents the assignment to the students where the first task (out of 3) is done in-class including all students.  
1. [image: image3.png]1. LESSON

* We solve this task together.

« The robot says one of the word, then wait for 3 second and says again
something else.





The remaining (2) tasks are completed within each group. If help is needed, the teacher is available to provide it. 

Task 2: the robot pronounces 1 word, waits for 4 seconds and pronounces the following word; it waits for another 2 seconds and eventually pronounces the third one.

Task 3: the robot makes a move forward every 3 seconds. 



	Evaluation 
(what are we going to evaluate, how, whom…)

	For assessment purposes, the students are given a similar assignment they need to complete independently. 

	Conclusions
	Programming knowledge is highly valued and essential in every-day lives, which draws us to the conclusion that students should at least learn the basics of it. 



	Improvements
	Students have developed their ICT skills and learnt the basics of programming.  
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