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Scenario title/name of the game: Design a flowerbed
Children’s age (primary school students): 9-10 years old
Time needed: 15 minutes
Content/Subject: Geometry (shapes: square, rectangle, and triangle)
Aim of the activity: Describe, classify, and relate two dimensional shapes and identify their properties: sides and vertices

Introduction
This game aims to develop logical thinking using geometrical shapes as a pretext to play. The story of the game, appropriated for the student’s age, will take them in a scenario where they can help design flowerbed by using their knowledge!
Resources:
Programmable robot 
Shapes: square, rectangle, triangle 
Marker to make the table on the whiteboard 
A detailed description of the scenario
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Peter Rabbit decided to decorate his garden. He really wanted to have lots of flowers blooming around the house. So he decided to create a beautiful flower bed with lots of flowers. Help Peter Rabbit create a flowerbed!



Steps
1. Decide together what shapes do you need to design a flowerbed (square, triangle, and rectangle).
2. Decide how many sides and vertices you need for designing a shape. 
3. Make a mental map of the road to design a shape.
4. Programme the Robot (or put the arrows in the right order). Press start!
5. Design a flowerbed!

Tips and tricks for the teacher
Give instructions at the beginning of the game!
Let children make mistakes. Trying again and discovering the error is part of the game!
Distances and Speeds: One of the easiest ways to use the robot is to teach student about distances and speeds. Student can program the robot to drive a certain distance and then change its speed. In this way, student can learn how distance is related to time and speed.
Shapes and Geometry: the robot can also help teach geometry. Student can program the robot to draw different shapes such as squares, rectangles, triangles or circles. This can help student understand the properties of these shapes and how they can be created by using lines, vertices, and angles.
Problem Solving: Student can use the robot to solve problems and learn about logic and sequence. For example, student can program the robot to perform a series of actions in sequential order to learn about algorithms and sequences.
Measurement: the robot can also teach student about measurement and how it is used in practice.

Variants of the scenario/the game  
Students can work out task form textbook (see Figure 1, Figure 2, Figure 3).
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	The farmer decided to grow flower plants. How many flower plants did he decide to grow?

Petunia 55 plants
Widows 30 more than
Begonias 20 less than
Velvets 10 more than
Pelargoniums 20 more than



	Figure 1. Task (Helmane, Dāvida, 2014, 110)
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	Read it! Write an Operation! Solve!
If you add 4 to 23, you get
To plant 34, add 30 to 
6 of the 58 seedlings are removed. Left
To get 40, 4 must be taken away

	Figure 2. Task (Helmane, Dāvida, 2014, 110)
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	Take a look! Solve!
How many meters of timber do I need to add one more row of timber around all area?

	Figure 3. Task (Helmane, Dāvida, 2014, 167)





Literature:
Helmane, I., Dāvida, A., (2014). Matemātika 1.klasei. Otrā daļa, Lielvārds (in Latvian)
Potter, B. (1992). The Tale of Peter Rabbit. Penguin Young Readers Group.

image3.png
@ Latvijas Universitate X | @ E-pasts - Mans portals X | @ Epasts X | G Pasts - Ineta Helmane - Ou' X | LU PPMF - BIWithRobotics X (J) Soma X 4+ v = X

<« C @ appsomalv/book/pdf-reader/matematika-2-dala e w »0@ :

< SOMA = saturaraditdjs 10/ 176 -0+ @ Pievienot temu izlasei =0 Meklet teksta e v

2. Saimnieks noléma izaudzét puku stadus. Cik puku stadu vins
noléma izaudzét?

u
= ) $ )
PETUNIJAS 9 55 stadi
Matematika 1. klasei.
Otra dala

ATRAITNITES " par 30 vairak neka

BEGONIJAS U par 20 mazak neka '
Lokosim pac pirmajiem ¢ SAMTENES *" par 10 vairdk neka "
popoliem
Pavasara pirmie L _ $
véstnesi 88 PELARGONIJAS par 20 vairdk neka @

Heldien laks 2 3. Lasil Raksti darbibu! Risini!

Pavasaris plaukst un

zlo 100 a) Ja pie 23 @ pieliek klat 4 @Y, iegUst ... D -

Cik da%ada ir pasaule! 114 * * *
Darbi kop labk b) Laiiestadttu 34 , pie 30 japieliek ... .

122

sokas
Dzivosim tira séta 130 c) No58 & 6 novita. Palika ... U

Tuvojas vasara 138 d) Lai botu 40 P, 4 @ no ... @ jaaiznes prom.

Visa pasaule ziedos 146

110

Ko darisim vasara? 154

Vasara klat 162





image4.png
@ Latvijas Universitate X | @ E-pasts - Mans portals X | @ Epasts X | G Pasts - Ineta Helmane - Ou' X | LU PPMF - BIWithRobotics X (J) Soma X 4+ v = X
< C @ appsoma.lv/book/pdf-reader/matematika-2-dala e x » 0@ :
< SOMA = saturaraditiis 67/ 176 — T + [ Pievienottemuizlasei Q. Meklat teksta 6 v
par 5 vairak par 7 mazak 20
- —_— —_—
- ? ?

a Tdzi i 1
Matematika 1. klasei. Izdoma un uzdot l1dzigu uzdevumu klasesbiedram!

Otra dala
5. Véro! Risini!
Cik metru dé|u nepieciesams, lai visam aploka Zogam pieliktu
R Vvél vienu délu rindu?
Likosim péc pirmajiem
popoliem 2
Pavasara pirmie
véstnesi S8
Lieldienu laiks 98
Pavasaris plaukst un
zalo 106
Cik daZada ir pasaule! 114
Darbi kopa labak
sokas a2
Dzivosim tira séta 130 .
6. Parveido!
Tuvoj: 8
S = a)lm=..dm b)lm=..cm ) 17cm=..dm..cm
Visa pasaule ziedos 16 ldm=..cm 5dm=..cm ldmé4cm=..cm
Ko darisim vasara? 154
Al
Vasara klat 162 7. Meril

Gz 8O

30052023




image1.png
Funded by the
- Erasmus+ Programme
of the European Union
This project has been funded with support from
the European Commission. This document
reflects the view only of the author and
the Commission cannot be held responsible for

any use which may be made of the indormation
contained therein.

Baltic
Education
Technology
Institute




image2.png




image5.png
BL+~Robotics

N 4





