
D 3.4 The Dot Monster

D E S C R I P T I O N In this challenge card, students will be familiarized with the concept of conditionals in programming using both Dash and Dot. Students will be required to use

the "If" block to help Dash perform its actions if conditions are met.

O B J E C T I V E S Students will be familiarized with the concept of conditionals in programming. They will use the "If" coding block to help Dash escape from Dot.
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L E S S O N Today, we will be helping Dash escape from Dot.

S T U D E N T
A C T I V I T Y

Students will be using the "If" coding block to help Dash escape from Dot. Students will demonstrate the ability to understand the use of conditionals in programming.

P O S T
A C T I V I T Y

Great job at using conditionals to help Dash escape from Dot! Now let's think about the following questions:

1. What if Dash doesn’t see the Dot monster? What will Dash do?

2. How could you use a loop so that Dash looks for the Dot monster more than once?
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D 3.4 The Dot
Monster

Dot is a scarrrrrrryyy monster and
Dash needs to run away!

Steps

1
Welcome to Challenge D 3.4.

Let’s take a look at the instructions and see how to help Dash escape from Dot.

Suggested Solution

When Start

If Dash See Dot

Say Dash Uh oh!

Turn Right 180

Forward 50 normal

Assessment


