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In these robotics lessons you 
will be using the Robocar to 
complete various coding and 
robotics challenges. 

GETTING STARTED

Make sure your iPad number 
matches the number on your Spike.

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



SD

Lesson Steps
1) Start Here
2) How to connect the Spike Prime app to your Spike device.

Bluetooth Connect
3) Coding the Spike display. Exploration 1
4) Create your own display on the Spike. Exploration 2

GETTING STARTED – LESSON STEPS
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Start the LEGO Education Spike App

Getting StartedGETTING STARTED – START APP

Click this button.

Start the Spike Prime App

https://education.lego.com/en-us/downloads/spike-app/software
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Getting StartedGETTING STARTED – START APP
Click the New Project button.

Click WORD BLOCKS and 
then the CREATE button.
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The Spike Prime app 
uses a block-based 
coding environment 
that looks and works 
like Scratch. 

GETTING STARTED – START APP
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Power on the 
Spike device.

Spike is a micro-computer that controls your robotic systems.

Wait a 
moment.

When ready 
Spike will 

display a heart.

GETTING STARTED – POWER UP
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Click on the Spike icon 
at the top of the screen 
to connect to Spike
using Bluetooth.
Push the Bluetooth 
button, select the 
correct Spike device, 
and then CONNECT.

GETTING STARTED – BLUETOOTH CONNECT

Bluetooth button.

Do not rename the Spike Prime device.
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Notice that the Spike 
Prime app has found 
and is connected to 
Spike.
Also note that the 
Spike app shows the 
devices connected to 
the input and output 
ports and the status 
of those devices. 

Spike ready.

GETTING STARTED – BLUETOOTH CONNECT
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Are you able to connect to Spike?

Check in with Mr. Desmond to confirm that you can
connect to Spike.

GETTING STARTED – READY TO GO
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At the top near the 
Home button click 
the three dots to 
name your program.

In the project name 
window type: 
Light-____________

(your names).

Project 1

GETTING STARTED – EXPLORATION 1
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Create a code sequence to make Spike
display a face and play a sound. 
Use the light matrix block to make the face.

GETTING STARTED – EXPLORATION 1
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Add the play sound until done block to your code sequence. 

Choose “Big Boing”.

GETTING STARTED – EXPLORATION 1



SD

Notice the program control buttons down in 
the corner of the coding screen.

Program memory 
slot. Stop program.

Run program.
[Automatic download 
included as part of the 
function of this button.]

GETTING STARTED – EXPLORATION 1

Click the run program icon.

Observe what happens on the 
LED screen of the Spike device.
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A downloaded program 
can be run directly from 
the Spike device. 

Once you have used 
the Spike app to run 
(and download) 
your program you do 
not have to use the 
app to run it again. Spike Prime has 20 program 

memory storage areas from 
memory slot 0 to 19.

GETTING STARTED – EXPLORATION 1
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Choose the program to run 
from Spike using the select 
buttons. 
Your program should be stored 
in memory area 0 (zero). 
Use the select buttons to select 
memory area 0 (zero).
Press the main button to run 
your program. 

select buttons

GETTING STARTED – EXPLORATION 1

main button
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Discuss as a group.
Are you able to connect to Spike?
Are you able to use the code blocks to program Spike?
Are you able to download programs to Spike?
Are you able to select and run programs directly from Spike?

Check in with Mr. Desmond. 
Be prepared to show your coding and demonstrate how 
it works.

GETTING STARTED – EXPLORATION 1
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Clear the light matrix. 
Create a code sequence to make Spike display a shape of your 
own design and play a sound using the play beep block. 

Clear the 
light matrix.

Make your 
own design.

* The light matrix 
will not be blank. 
Your shape design 
will appear here.

GETTING STARTED – EXPLORATION 2
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Notice the DOWNLOAD window 
now displays memory slot 1.

Change the program 
memory slot from 

zero to one.

GETTING STARTED – EXPLORATION 2

Click the 
program 
memory 
storage 

area 
button.

Download the program to Spike.
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Select memory slot 1 using the 
select buttons and the main button 
on top of the Spike Prime device.
Run your program directly from 
Spike, not from the app.

* The light matrix 
will not be blank. 
Your shape design 
will appear here.

GETTING STARTED – EXPLORATION 2
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Discuss as a group.
Are you able to independently use the code blocks to 
program Spike?
Are you able to select and run programs from Spike?

Check in with Mr. Desmond. 
Be prepared to show your coding and demonstrate how 
it works.

GETTING STARTED – EXPLORATION 2
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