DRIVING — LESSON STEPS

SD

1) Intro and steering principles. Steering Intro

2) Examining code blocks to steer Edison. Going For A Spin
3) Driving Challenge 1. There and Back Challenge

4) Driving Challenge 2. The Rectangle Challenge

Follow all the pages of this lesson. Do not skip any pages.
Read and do, then next. Read and do, then next. Repeat.



DRIVING - STEERING INTRO

SD

Driving the Edison robot not only involves moving forward and
backward but also involves steering Edison so that it can turn

left and right.

Steering Edison to make it turn left or right is all about how
the wheels attached to the motors are rotating, and
interestingly, whether the wheels are rotating forward

or backward.




DRIVING - GOING FOR A SPIN

Do you have the EdScratch app open and ready to use?

To start the Edison EdScratch app.
https://www.edscratchapp.com/v3/
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https://www.edscratchapp.com/v3/

DRIVING - GOING FOR A SPIN

SD

Pull the spin block from the Drive menu into the programming
area so that you can have a look at it.

soin - letior @) degrecs - atspesd 5 - The spin command in this block
controls the function of both
motors making one wheel rotate
forward while the other wheel
rotates backward.

spin + ligliiimn degreez + alspeed 5+

You will not be downloading or running this code.



DRIVING - GOING FOR A SPIN

Notice that the controls within the spin block allow you to set
the value for how much the wheels will rotate using either
seconds or degrees as the unit of measure (duration) and to

set the value for the speed of rotation.

spin v rigmmr@ degrees v atspesd 5w

spin - Ia‘tfur@ seconds » atspeed S w

degrees

seconds

You will not be downloading or running this code.
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DRIVING - GOING FOR A SPIN

Create this basic program to steer Edison using the spin command.

Complete all the steps to download your program.
If you forget how to download your program have a look at
the Getting Started document.
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DRIVING - GOING FOR A SPIN
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Create a space on your table for Edison to move across the long
side of the table so that Edison can move forward and spin

without running into wires, crashing into things or falling off the
table.

Set Edison on the table ready to move.
Run your program.

Press the Play button (triangle)

on the top of Edison.

Run your program again and carefully examine how much
Edison turns.

Check in with Mr. Desmond.



DRIVING - GOING FOR A SPIN

Create the code sequence below.

Create space on your table for Edison
to move on the table. Edison should be
st able to move without running into

L= wires, crashing into things or falling off
v Jeft for seconds v+ o Sw
the table.

[os I Download your program to Edison.
torwards or (@) seconds + atspeea 5 - Run your program.
Press the Play button (triangle)
on the top of Edison.

Mlu’ seconds v alspeed S v

Run your program again and carefully examine how much
Edison turns.
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DRIVING - GOING FOR A SPIN
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Check in with Mr. Desmond.

Be prepared to explain what you noticed about how
much Edison turns when using seconds as the duration
within the spin command.




DRIVING — THERE AND BACK CHALLENGE

Program Edison to move forward using seconds as the
duration for 30 cm, complete a 180° turn using seconds
as the duration of your spin block, play a sound, and
then move forward to return to the starting point.

You are expected to demonstrate your success to Mr. Desmond
- showing both the robot in action and the code.
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DRIVING — THE RECTANGLE CHALLENGE

Program Edison to complete the path of a rectangle
with the long sides equal to 40 cm and the short sides
equal to 25 cm. Use seconds as the duration unit for all

your moves and all your turns.

Each corner turn should be as precise as possible.

You are expected to demonstrate your
success to Mr. Desmond - showing both
the robot in action and your code.

SD



	Slide 1
	Slide 2
	Slide 3
	Slide 4
	Slide 5
	Slide 6
	Slide 7
	Slide 8
	Slide 9
	Slide 10
	Slide 11

