
1. Treasure Hunt 
Turn Botley into a treasure hunter! The treasure may be any object that 
students place on the table. Can you navigate Botley to the correct spot 
to find the treasure? 
To do this Botley activity, simply follow these 3 steps: 

1.​ Set the cards up in a grid pattern. 
2.​ Program Botley to navigate as you wish. For example, “Move forward 5 

cards, turn right, and move 3 cards.” 
3.​ Decide after each move what Botley should do next. 

Challenge: More advanced coders plan the whole code ahead of time. If 
anything goes wrong, they get practice in debugging, to try and fix the 
problem. 
Botley has a line detection mode that is great for beginners. 
You can use the line detection mode to follow lines on arranged tiles. You can 
also make your own paths with a wide, dark marker. Get creative by making 
line puzzles for Botley to follow, or create a map of your town for Botley to 
“drive” down the streets! 
Printable roads and other activities may also be found on the Learning 
Resources’ blog. 
 
2.  Follow The Winding Road 
Botley has a line detection mode that is great for beginners. 
You can use the line detection mode to follow lines on arranged tiles. You can 
also make your own paths with a wide, dark marker. Get creative by making 
line puzzles for Botley to follow, or create a map of your town for Botley to 
“drive” down the streets! 
Printable roads and other activities may also be found on the Learning 
Resources’ blog 
 
3. Practice Math Facts With Botley 
Botley can teach more than coding skills – practice math with this Botley 
activity by following these steps: 

1.​ Draw a large grid with 12 spaces. 
2.​ Label the spaces 1-12. 
3.​ Roll two dice and mentally add the numbers. 

https://www.pjatr.com/t/TUJGRU5LRkJHRU5MTktCRklGRUhK?url=http%3A%2F%2Fblog.learningresources.com%2Fcoding-botley-printables%2F
https://www.pjatr.com/t/TUJGRU5LRkJHRU5MTktCRklGRUhK?url=http%3A%2F%2Fblog.learningresources.com%2Fcoding-botley-printables%2F
https://www.pjatr.com/t/TUJGRU5LRkJHRU5MTktCRklGRUhK?url=http%3A%2F%2Fblog.learningresources.com%2Fcoding-botley-printables%2F
https://www.pjatr.com/t/TUJGRU5LRkJHRU5MTktCRklGRUhK?url=http%3A%2F%2Fblog.learningresources.com%2Fcoding-botley-printables%2F


4.​ Program Botley to move toward the space in the grid with the correct 
number for the sum. 

5.​ To practice subtraction, roll the dice and mentally subtract the smaller 
from the larger number.  

6.​ Then program your robot to move toward the space labeled with the 
correct number for the difference. 

7.​ Multiplication and division may be practiced in a similar way. 

This is a great Botley activity for the classroom by combining both math skills 
and problem-solving. 
 
4. Combine Coding And Reading 
 
 For a literature tie-in to Botley, read a STEM picture book and then code 
Botley to do some of the same commands you read about in the book. 
One of our favorite books is How to Code a Sandcastle. 
The computer science nonprofit Girls Who Code and Viking Books For Young 
Readers created How to Code a Sandcastle, recommended for readers ages 
4-8.  
In How to Code a Sandcastle, Pearl tries to build the perfect sandcastle, but, 
of course, she encounters obstacles! Her robot friend, Pascal, helps her get the 
castle built with the help of code. 
It explores fundamental programming concepts like sequences and loops. It’s 
Pearl and Pascal’s job to breakdown their problem into small, manageable 
steps (just like we do when coding!) 
After reading the book, create your own beach “obstacle course”. You may 
have a frisbee or puppy in the way too! How can you solve problems like Pearl 
and Pascal to accomplish your goals? 
 
5.  Teachers Present Coding In The Classroom With Botley 
This activity is designed for teachers and comes with a complete lesson plan 
from Learning Resources. 
Students can practice comparing weights and forces of objects. For this 
activity, Botley will wear the mask with detachable arms. 
The follow these steps for this activity: 

1.​ Mark a starting point on the floor with removable tape. 

https://stemeducationguide.com/stem-books/
https://www.amazon.com/How-Code-Sandcastle-Josh-Funk/dp/0425291987/ref=as_li_ss_tl?crid=2V64SCZCGACPI&dchild=1&keywords=how+to+code+a+sandcastle&qid=1588873408&sprefix=how+to+code+a+s,aps,182&sr=8-1&linkCode=sl1&tag=stemedgu-20&linkId=8dce0e9994ce5814f39fb0faedc98e78&language=en_US
https://girlswhocode.com/
https://www.amazon.com/How-Code-Sandcastle-Josh-Funk/dp/0425291987
https://www.amazon.com/How-Code-Sandcastle-Josh-Funk/dp/0425291987/ref=as_li_ss_tl?crid=2V64SCZCGACPI&dchild=1&keywords=how+to+code+a+sandcastle&qid=1588873408&sprefix=how+to+code+a+s,aps,182&sr=8-1&linkCode=sl1&tag=stemedgu-20&linkId=8dce0e9994ce5814f39fb0faedc98e78&language=en_US
http://blog.learningresources.com/botley-lesson-plan/
http://blog.learningresources.com/wp-content/uploads/2018/03/Botleylessonplan.pdf
http://blog.learningresources.com/wp-content/uploads/2018/03/Botleylessonplan.pdf


2.​ Measure 23 inches to another length of tape for where to set the balls or 
other objects. 

3.​ Measure four additional inches for where to set a cone. 
4.​ Using programming, students will program Botley to move forward and 

bump each ball or object with an arm. 
5.​ Compare the different outcomes by creating a bar graph. 
6.​ On a worksheet, students could mark yes/no, whether the ball or object 

moved past the cone. 
7.​ More advanced students might track the distance moved by the 

objects and record on the worksheet. 

 
6. Go For A Walk With Botley The Coding Robot 
This is a simple activity, but it’s one that has so much potential and creativity 
as you make Botley do a variety of commands. Follow these three simple 
steps: 

1.​ Build a code of up to 80 steps. 
2.​ Transmit your code to Botley  
3.​ Follow behind Botley and mimic Botley’s moves. 

 
7. Help Your Robot Talk 
Botley has some secrets that you can try to reveal! 
Hidden features can make Botley talk. 
For example, 2 left turns followed by 2 right turns result in “Wheeee!” What 
happens if you press “back” 6 times? 
Can you discover what to press to make your robot say the name “Botley” or 
to find other hidden features?  
Check here for more hidden features after you’ve tried to discover them on 
your own! 
 

https://www.learningresources.com/media/botley/img/botley-hidden-features.pdf

