
Project: Coding in Space, Erasmus + project (2019-2021) 

Subject: Math lesson using coding- Coding offline- coding unplugged. 

Target group: students in the 5th and 6th grades 

Materials: Qbot, Cody Roby Diy kit 

Purpose: This lesson introduces an unplugged coding activity by engaging pupils 

in a competitive/cooperative game that makes them familiarize with the main 

principles of coding. 

Aim: developing social skills, developing team work and collaboration ( online or 

offline), extracting relevant information from a text, learning by doing. 

Class organization: team work/pair work. 

 Lesson Preparation: 

 Pupils can be involved in any preparation step 

1. Download and print out the CodyRoby DIY kit, including 40 instruction cards, 8 special 

cards, 5 pieces, a 5x5 chessboard, a cardbox.  

2. Use paper tape to mark a 5x5 grid on the floor if you decide to play on the floor, 

otherwise just cut out the pieces and the board from the CodyRoby kit. 

Activity description 

The instruction set 

If this is the first time that you use CodyRoby cards with your pupils, provide examples to 

demonstrate the action associated with the three main elementary instructions: move forward, 

turn left, turn right. 

Roles and playground 

Each match is played by two teams who move their pieces (one per team, either a person on 

the floor or a piece on the board) starting from opposite corners and chasing each other.  

Game Play and Rules 

The teams play with five cards taken from a shuffled deck. At each turn, the team plays from 

one to 5 cards, in sequence. Stage it at the time asks for directions to the monument of choice. 



The two teams place their pieces at opposite corners of the board. The 40 cody-cards are 

shuffled and packed in a deck placed on the table, or on the floor, face down. 

At each turn, a team takes five cards from the top of the deck keeping them hidden to the other 

team. If the team has some cards in hand from the last turn, then it takes from the deck only 

the cards necessary to have five. The team evaluates the five cards in hand and use one or 

more of them to move its Roby piece on the board. Moves are made by revealing and dropping 

one card at the time. The team can decide how many cards to drop in each turn, but it has to 

drop at least one. 

The winner is the team whobrings Roby into a square already occupied by the other team’s 

piece. 

There are two exceptions to be regulated: 

 If the card deck finishes before the end of the duel, than all the dropped cards are 

shuffled and used to form a new deck; 

 If a team makes a wrong move, bringing its piece out of the board, then it loses the duel. 

 

External links 

 CodyRoby: Free DIY kit for unplugged coding activities containing: 40 Cody cards, 8 

special cards, 5 Roby pieces, a 5x5 board, and an unfolded card 

box.http://codemooc.org/codyroby/en/ 

 Example of gameplay: Silent video showing a match of The 

Duelhttps://youtu.be/JiGjrOwOz6Y 
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