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This manual is intended for all Educators wanting to add a bit more structure to their Otto learning
experiences.

All our Lessons feature:

e aTeacher Guide
e aDeckof slides
e 0 Student Worksheet

As an Educator, you're the only one who knows which of these resources are suitable for your
learning environment. Please be mindful of your teaching style and of your students unique
learning needs and feel free to use as much or as little of these resources as it's best for you.

For instance, you might want to add or remove slides, or perhaps to display the worksheets
digitally and use the exercises as prompts for conversation instead of having students work on
paper.

Meeting robots

Meeting Otto

Testing components
Building Otto

Paying with Otto

Tinkering Otto

Playing sounds
Communicating with lights
Expressing emotions

10. Using the ultrasonic sensor
1. Using the servomotors

12. Using the line sensors

13. SOS coding

14. Algorithms

15. Autonomous exploration
16. Line follower

17. Autonomous vehicle
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The lessons are numbered, so if you just want an easy progression with no surprises, feel free to
start at lesson 1and go all the way to the end.
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However, to give our educators maximum flexibility, the lessons are written to be independent
from each other and not necessarily to be followed in a specific order.

PLEASE NOTE: due to the nature of learning about robotics, some lessons will require Otto to be
fully assembled while others will need only parts. The lesson will specify this in the Teacher Guide,
under the “materials required” section.

The lessons are all structured consistently so that you can easily find your way around them.
They all feature:

¢ Lesson Overview: to quickly identify each lesson’s learning goals

o Materials Required: to see at a glance what prep is required for each lesson

e Activity and discussion points: the core of the lessons, taking you step by step through
the learning experience

¢ Lesson Evaluation: your learning highlights, to easily check in with your students and
make sure you're all on the same page.

Here is the complete list of Learning Objectives. Each Lesson will focus on 4-5 of the goals
itemized below.

To keep the Teacher Guides easy to read we will refer to their chapter (1, 2, 3, etc.) and section (a, b,
c, etc.) only. You will find them listed at the top of the Teacher Guide, in the Lesson Overview box.

1. Understand the fundamental concepts of robotics.
a. ldentify the key components of a robot and explain their functions.
b. Describe the difference between sensors and actuators and how they interact in a
robot.
c. Recognize robotic systems in everyday life and be able to reason about how they help.
d. Know that robots use algorithms to perform tasks.

2. Learnthe basics of coding with Arduino boards and block-based programming.
a. Write and upload programs that control the robot.
b. Modify an existing program to add new functionality to the robot.
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c. Understand key concepts of programming (loops, conditionals, variables, and
functions) and apply them to write effective programs for the Otto robot.

d. Analyse and debug existing code to identify and fix errors, and explain how the code
works.

Apply computational thinking skills to design, build, and code a functional robotic

system.

a. Identify the problem to be solved and develop a plan to address it using the Otto robot
components.

b. Use an iterative design process to improve the robot's performance.

Develop skills in engineering and mechanical design.
a. Analyse the mechanical components of the robot and explain how they work together.
b. Create and test a custom attachment or mechanism for the robot.

Gain experience in teamwork and collaboration.
a. Work effectively in a small group to design, build and/or code a robot.
b. Communicate ideas and results clearly and professionally to peers and teachers.

Integrate robotics with creative disciplines to explore new forms of expression.

a. Create aproject that combines robotics with another creative discipline.

b. Explain how the project demonstrates the potential of integrating technology with the
chosen discipline.

c. Reflectonthe process and outcomes of the project, identifying opportunities for
future innovation and collaboration.

A couple of final notes before wishing you happy learning!

1.

o s w

Remember to make sure your Ottos are charged before the start of your lesson. For
information on how to charge your Otto, please refer to the User Manual at
https://hprobots.com/otto-robot/connect/

Ensure you have all the components at hand. The manual inside the box will have a list of
all the components.

Make sure you're familiar with our Webcode app and with TinkerCAD before starting.
Webcode App How To Guide at https://hprobots.com/otto-robot/code/

Getting started with TinkerCAD:
(https://www.tinkercad.com/learn/designs?collectionld=0SZ5W2BL1W5N51F)



https://hprobots.com/otto-robot/connect/#flipbook-45/1/
https://hprobots.com/otto-robot/connect/
https://hprobots.com/otto-robot/code/#flipbook-hp-robots-otto-starter-coding-intro/1/
https://hprobots.com/otto-robot/code/
https://www.tinkercad.com/learn/designs?collectionId=OSZ5W2BL1W5N51F

