








Explain: In this activity you will need to identify the pattern and sequence needed to 

move objects around on a grid similar to this one. You will need to figure out the best 

and most efficient way to solve these puzzles. For example, to get the pacman to the 

red ghost, you would move right, down, down. 







Remember that on the far lefthand side of our page, we see a color palette. Each 

color corresponds to a different type of block. Today, we’ll focus on motion blocks, 

which are BLUE, and control blocks, which are YELLOW. 



There are lots of motion blocks. We’re going to learn about two of them today. 



It may not be obvious but this cat looks different from the one automatically in scratch. 

This one looks like it’s running. 



It may not be obvious but this cat looks different from the one automatically in scratch. 

This one looks like it’s running. 



The yellow blocks are our control blocks. You already know one of them: the start 

block. Today you will learn about the wait block. 

The wait block simply codes the sprite to wait a set number of seconds before 

executing the next command. 



Play video and explain: 





1. “I am going to use my command blocks to program our robot to walk in a 

square. But wait! I can’t find a block that says walk in a square. What do you 

think I should do? I think I first need to make my robot walk forward. Can you 

find a block that would make the robot walk forward?” (prompt students to 

identify the forward block and consider how many steps the robot should 

walk).



Now, let’s look at one solution for this activity. There are many possible solutions, so 

yours may be different.



If you choose this block, you would be correct. This block says “Move ___ steps”.

I want my robot to move 2 steps, so that would go in this blank. CLICK 

This means our robot should move directly forward 2 steps. If you are the robot, move 

forward 2 steps.



We need our robot to TURN. This common block commands the robot to turn right 90 

degrees, which is like turning one corner of our square. Go ahead robot, turn right 90 

degrees or one of our corners. 



The sides of a square are equal, so we need our robot to walk to same number of 

steps as it did the first time, 2! So now our robot needs to take two steps. Things 

should start to get a little easier now. 



You got it! The robot turns right again 90 degrees! Go ahead robot, turn. 



Move 2 steps! Go ahead robot, move two steps again!



Turn right 90 degrees again. Go ahead robot!



Finally, our last step is to take 2 steps and complete our square. How did your robot 

do?



Let’s review the commands we gave the “robot” using code. We told our robot to walk 

forward 2 steps, turn right, forward 2 steps, turn right, forward 2 steps, turn right...until 

we completed our square. We had to  put our commands in the correct sequence or 

our robot would not create a square! Think if we had put them out of order, what 

would our robot had done? 

When you look at the code you created, you can see how these blocks would fit 

together. This is your algorithm, or your list of commands!



You may have noticed walking forward and turning left are the two repeating 

commands; move, turn, move, turn...





1. Ask students if they can think of any patterns they see in books or stories they 

read (if needed, prompt students with patterns such as beginning, middle, and 

end; characters, setting, and plot; etc.)



Read slide and ask students if they can identify a pattern.



These transition words are especially important when we’re giving instructions to 

someone. We call this type of writing, explanatory writing. Explanatory writing….[read 

slide]





Transition words help us to put our writing in the correct sequence–it’s just as 

important for human readers as it is for computers! 





In a moment, you will navigate to your student slide deck. In the deck is an outline for 

you. You will choose whether you want to write instructions for making lemonade or 

tea. Then you will type you instructions in. There is also a link to this document in the 

handouts, for the option to hand write your instructions. Your teacher will let you know 

what to do next. 
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