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“FIRST® LEGO® League Challenge”? giris

Maksimum 10 usagdan ibarst muayyen etmak vo hall etmak . FIRST
komanda robot oyununun Ucln innovasiya layihesinds LEGO
tapsiriglarini yerine yetirsn istirak edirler. FLL Challenge 3 LEAGUE
LEGO® robotunu qurub yas bélmasinden biridir. Bu

kodlagdirarken tedgigat, problem program gencleri praktiki 6yrenme

helli, kodlasdirma ve muhendislik yolu ile 6ziine inam, tengidi Lfon i RRST: G
ila masgul olduglar Gglin FIRST®  duslince va dizayn bacariglarini LEAGUE LEAGUE LEAGU

LEGO® League Challenge-in
markezinde dostlug regabsti
dayanir. Komandalar hamginin
muavafiq real diinya problemini

inkisaf etdirmays ruhlandirir. FLL
FIRST® va LEGO® Education
arasinda muttafiglik vasitesile
yaradiimisdir.

Qualcomm tarafindan taqdim

Qualcomm tersfindsn teqdim
clunan FIRST® IN SHOVVSM
movsimuine xos galmisiniz. Bu ilki
FLL Challenge MASTERPIECESM
adlanir. Usaglar muzeyler, teatrlar
ve diger yaradiciliq sahslerindeki

edilan FIRST® IN SHOWs" MASTERPIECES"

istanilan élgulu auditoriyani nece
aylandirmak barads ¢ox sey dyrads
bilarlar. Komanda basgalarini
éyrenmeye ve aylenmeye
ruhlandirmag tgun tangidi duglincs va
innovasiyadan istifade edacak!

mutexessisler haqqinda
6yrenarksn 6z hobbilerimizi ve
maraglarimizi nece paylasdigimiz
Syrenacakler.

incesenetde galisan insanlar
bize nece Unsiyyst qurmagq,
neca slagada olmaqg va

FIRST N sm]w D?;”;’r%

PREBENTED BY Quc icm

Programin naticalari

Komanda edscak:

* Robot ve innovasiya layiha hsllarini
yaratmaq Ucln FIRST Ssas
Daysrlari ve mihendislik dizayn
prosesindan istifads edin ve bunu
totbiq edecak.

* Robot dizayni ve innovasiya
layihasini sinagdan kegiracsk,
tekrarlayacaq ve tekmillasdirac

* Robot dizayni ve innovasiya
layihasini alagslandiracak va
robot oyununda robotlari
numayig etdirecek.

* MévsUm mévzusu ile bagl problem
mieyyenlesdirin, aragdinn ve sonra
innovasiya layihasi hallini yaradacag.

Muhandis
Dizayn

u &Ezla

Prosesi

+ Missiya strategiyasini mUayyanlasdirin
va tamamlamag Ugln robotu dizayn
edin, yaradin va kodlagdiracaq.

4 Komanda Baladcisi | Baslangic



Xulasa

Bu badalgidan neca istifade etmali? FIRST® ©sas Dayaerlori

Sessiyalar FIRST® LEGO® League Challenge FIRST ® 9sas Deyerleri programin temal dasglandir.
Ugln baledgidir. Sessiyalar els nazards tutulub ki, "Gracious Professionalism®" yiksak keyfiyyatli isi tagviq
muxtelif tacriibaya malik komandalarin hamsi edan, bagqgalannin dayarini vurgulayan, fardlere va
materiallardan istifade eds bilsinler. Rolunuz camiyyste hérmet edan iglerin gérilmasi Usuludur.
komanda tapsinglarini yerine yetirmek tGgln Komandanin 9sas Dsysrleri ve "Gracious

sessiyalar zamani komandaya vasitsigilik etmak Professionalism®" robot matglari zamani ve turnirds juri
va onlari istigamatlandirmakdir. Bu talimatdaki tegdimati zamani giymetlendirilir. Komanda éyrenmanin
meslehstler sadsce tekliflerdir. Oziiniz ve gelebeaden daha vacib oldugunu ve hetta yvarisdiglar
layiheniz Ugln sn yaxsisini etmayi unutmayin. zaman da basgqalarina kémak eds bileceklerini

géstermskle "Coopertition®" nimayis etdirir.

Biz bir-birimizs

sy
Bﬂﬂﬁ)) Biz birlikde d‘l o
: hormet edirik
" |§I.eyf> rlfen daha J}’ \ ve ferglerimizi
gheldydlis BTN  gsbul edirik.

Oyrendiklsrimizi diinyamizi
vaxsilagdirmag Ggln tetbig
Teamwork saliffle

Biz ST S A——— Problemleri hall etmak Ggln
etdiklariminzdan ideyaIYZrl kesf ec?irik yaradiciliq ve azmkarligdan
zévg aling! Discovery T— istifade edirik.

MASTERPIECESM 5



Komandanin naya ehtiyaci var?

LEGO® Education SPIKE™ Prime dasti

Qeyd: Digar LEGO®
Education dsstlari
(Mas., MINDSTORMS®
ve Robot Inventor)
istifade edila biler.

Csas dast

cihaza muvafiq programi (LEGO® Education SPIKE™
Prime vo ya baggasi) yuklemalisiniz.

Elektron Qurgular
Her komandaya noutbuk, planset ve ya kompiter kimi . \ f
iki cihaz lazimdir. Sessiya 1-e baglamazdan evvel : g

MASTERPIECES" Challenge Dasti

Bu dast missiya modellari, test mati ve bazi muxtalif
parcalardan ibaretdir. Komanda qurasdirma
telimatlarindan istifads edsrak modelleri diggatle
qurmalidir. Muxtslif elementlora 3M™ Dual Lock™
berkidicileri, mesqgi pinleri ve kemanda Ugln mévsum
pliteleri daxildir.

Missiya
Talimatlan

Challenge mati va stolu

Sinifde ve ya goéris mekaninizda
mat ve masani qurun. Batln
masani quragdira bilmassniz bels,
otraf dérd divar faydali olacaq.
Déseme Uzerinde de matdan
istifade etmak miumkundir.

Komanda Baladgisi | Baslangic



Her sessiya girisle baglayir ve Paylasma faaliyyeti ile bmr Bu
@ faaliyystior (igin detallar sessiyani hayata kegirmsye m_mak
edacek qeydler ve maslehetlers birikde sonrak! sessiya

Sessiyalara

Nazar

sehifelarinde verilmigdir.

Girig (10-15 Tapsinglar (100-120 Paylagmagq

deagige) dagigs) (10-15 degigs)
ﬁ!iszsei}ya ! Tap_stnq Ugln Nuzey Paylagsmaq
rate Girig kuratoru
Sessiya 2 Telim 1: &trafda 2

; Meqsed ve Vizual effekt

Vizual effekt idars etmak = Paylagsmaq
rejissoru proseslsr rejissoru
Sessiya 3 Tolimz:

D pee] . [omanda dizayni

Sessiya 4 Kosflars Telim 3: Xatlora
Sas mizallar reaksiya vermek Sas miihendisi Paylagmaq
Muhendisi
Sessiya b Yonlandirilen
Ideyalarin Kon-n?;gz missiya Layihani segmak Paylasmagq
tadqigi :
misallar
Sessiya 6 Infoxasiya Psevdokod innovativ layihani o
Hellerin Layihesi ve missiya ianiamgq Paylagmaq
askarlanmasi qurasgdiriimasi strategiyasi P
el Gracious o Layiha halli
allerin Professionalism® Solve Missions yaratmag Paylagmaq
yaradilmasi niimunalari
Sessiya 8 WL o Layiha hallini .
Yaratmaga Coopertition® Missiyalarin halli l§ dgiymatiandirmak Paylagmaq
davam numunaleri ve test etmak
Sessiva 9 : » o Hslli yenilemak .
Hallin Innovasiya Rabathiellinl ve Paylagsmaq
planlasiimasi nimunelari tokmillogdirmak toekmillagdirmak
Sessiya 10 ) Robot hallini ; i .
Hasllin _ Tesir yenilamak Laylhla teliqdlmatml Paylagmagq
tekmillogmesi niimunaleri planiaman
Sessiya 11 A Robot Dizayni Layiha
Teqdimati Inkluzivlik izahini teqdimatin Paylasmagq
planlamagq numunsaleri planlamaq magq etmak
Sessiya 12 . .
i Robot matglarini Tam teqdimati
Hallin dylence Paylagsmaq
masq etmak megq etmak
catdiriimasi niimunaleri

Obyektlar ila
oynamagq

Sahna meneceri

MASTERPIECE®" 7



idaraetma iiciin ipuclar

4 : — )
VASITSCI UCUN IPUCLARI

* Vaxt grafikinizi mlUsyyenlagdirin. Hansi tezlikle
va nega defa goérisacaksiniz? Turnirdean avval
nege gérislniz olacaqg?

» Gorusler Ggun komanda telimatlari, prosedurlari
va gdzlenilan davranislar tayin edin.

+ Isi komandanin gérecayi disincesini gebul
edin. Siz onlara prosesi ¢atdiracaq ve hansisa
béyluk manesleri aradan qaldiracagsiniz.

« Hor sessiyada verilen tapsiriglar vasitasile
komandani mistaqil islemaye yoneldin.

» Komandani fokuslandirmagq ve onlara istigamet
vermak Ugln sessiyalardaki yénlandirici
suallardan istifade edin.

» Muhendislik defterinin arxasindaki karyera
slagsleri sshifsleri ile slagsli bazi sessiyalarda
pesslarin siyahisi da verilmigdir.

* Komandadaki sagirdlar yoldasglari ile iglemays,
bir-birini dinlemays, névba gézlamaya va
fikirlarini bélUigmays tesvig edilmalidir.

-
MUHONDISLIK DOFTORI IPUCLARI

* MUhandislik dafterini diggstle oxuyun. Komanda
defterlari 6z arasinda paylasdiracaqg ve onlarin
Gzerinde birge igleyecek.

* Daftar lazimi malumatiardan ibarstdir va
komandani sessiyalar boyunca istigamatlendirir.

* Kemanda Beledgisi sizi her sessiyani nece
destaklemak barads istigamatlendiracak.

« Vasitagi kimi komanda Uzvlarine har sessiyada
6z rollanini yerine yetirmakde rehberlik edin.

* Komanda rollan Mihandislik defterindas tesvir
edilib. Rollardan istifade komandanizin daha
samarali faaliyyst gdstermasina kémak edir vo
komandadzaki her kesin istirakini temin edir

' . p
MATERIALLARIN MENECMENTI

» Istenilen artiq qalmig ve ya tapilmig LEGO®
parcalarini bir gaba toplayin. 9skik parcalari
olan usaglar onlari axtarmag Uclin gabin
yanina gslib axtarsinlar.

* Komandanin LEGO dastini gdzdan kegirana
gader onlarn getmesina icaza vermayin.

* LEGO destinin gapagdi parcalarin
yuvarlanmasinin gargisinl almagq Ugun lévha
kimi istifade edile biler.

* Her hansi yarimelq qurasdirmalari ve ya
y131lmis modelleri saxlamagq tgun plastik
torbalar ve ya gablardan istifade edin.

* Qurasdinlmig missiya modelleri vo mat/masa
Ugln saxlama yeri teyin edin.

* Material Meneceri rolu materiallarin

temizlenmasi ve saxlanmasi prosesinda kémak
eda biler.

Komanda Baladgisi | Baslangic




Sessiyadan avval

Kémekgi
resurslar
Sessiyalara baslamazdan avval Sanadlar hazirliq boyu vasitagilik Gglin
sagird mihandislik daftarini, ¢ox faydall malumatlaria doludur.
robot oyun qaydalari kitabgasini Baslamaginiza kémek etmek ve sizi
va bu komanda bslsdgcisini ugura dogru istigamatlandirmak tglin
oxuyun. bu bélmeaden istifads edin.
O 2| 3
p 8 » 3
|:| FIRST® 9sas Dayerlerini aragdirin. Bunlar D Kontrollerin doldurulduguna ve bltin yenilemslsrin
komandaniz Ugin vacib temaeldir. tamamlandigina emin olun.
D FIRST® LEGO® League YouTube kanalinda |:] internets cixisi olan an azi iki cihazin va her
mévsiim videolarina baxin. komandanin qurdusunda muvafiq LEGO®

[] Robot destini qutudan gixarin ve LEGO Education programinin oldugundan emin olun.

elementlerini tasnif edin. [ ] ©lave dsstekleyici resurslar va kegidler tigiin QR

[ ] Robot ve innovasiya layihasi halleri kodunu skan edin.

diymstlendirme meyarlarini gérmak Ggln
munsifler rubriklerine baxa bilersiniz.

Sessiya 1-4 ipuclari

OSAS DOYORLOR ROBOT DiZAYNI

Komanda birlikda gatmagq istadiklari Komanda LEGO Education robot dastinden

maqsadleri ve komanda Uzvleri gaxsi ferdi istifade etmakds yenidirss, onlar dastls tanig

maqgsadlari tayin etsinlar. etmek ligiin bir az vaxt ayirin. Komandadan
“Baslangic” faaliyyetlerini tamamlamasini istayi

INNOVASIYA LAYIH3SI ROBOT OYUNU

1-4-cu sessiyalar innovasiya layihssina Her Sessiyadan sonra mati va modellari
nimuna problemlar va hallori géstarsn * saxlamagq iigiin yer ayirn,
dord farqli "Project Sparks" teqdim edit,

. " s . - s ) ‘e
bty £

MASTERPIECE 9



Sessiya 1

Naticalar The team will:
: « L earn how to connect and use the « Make connections from the
sensors and motors. mission models to the museum

curator Project Spark ideas.

Sessiyanin her bir hissesinde
taxmini sarf edilocek vaxtlar

gosterilib.

¥ Girig (10-15
£ rrintifes)

Watch the season videos and
read pages 3-8 on how FIRST®

Sessiya 1

LEGO® League Challenge works What are the four parts of FIRST LEGO League Challenge?
Komandadan FLL and the MAgTERPTECE%: ' ? paree aoue o
YouTube kanalinda challenge.
: n
movslm videolarina Her Sesswad‘a gﬁ&a&ﬁ, yer
baxmagi ve Muhandislik cavablan qeyd\;:glr

defterinde 3-9-cu Tasks

. = = {50-60 minuies)
sehifeleri oxumagi
Open the SPIKE™ Prime app.

tapsirin. _ Click the Start button. Our Notes;

‘Tutorial
Activities: 1-6

e iki cihaz teklif olunur, biri
robot Ggln, digeri ise

layihe igi Ggln. Missiya Checkout the Robot Game
modelinin qurulmasi Rulebook for mission details.
Ugln slave cihazlar R
fagydahdu Komandantn 6z fikirlarini,

ideyalarint, diagramiarini v@

=) Reflection Questions qeyd'leﬁni birga ala ke.;'"-mesi

* How could stopping a motor p
. . ) help you solve a mission with iglin her Sessiyada agiq yer
e Sessiya fealiyyetleri your rebot? orilir
SPIKE™ Prime-dan *What do you know about your v :
sty N teammates’ interests and
istifade edir, hobbies?

*Whatare resources that can
help you learn more?

o Sessiyanin sohunda
kontroller va cihazin
gosuldugundan va enerijili
oldugundan amin olun.

Bozi sessiyalarda
komandalara
kémek olacaq

alavelar VK

° Robot oyunu slagesi:
Komandadan robotun mat
Uzsrinde missiya modeli
il islemasi Ugln dlzgln
yerde dayanmasini temin
etmek meagsedile
sensorun nece faydali ola
bilecayi barada
dUstinmesine icaze verin.

10  Engineering Notebook | Sessions
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Muzey kuratoru

Vasitaci tglin ipuclan

Bu baladginin har sessiyasi iki
saat ¢gekir. Lazim golarse,
komandanin her sahifani 60
daqigalik gérisds

Missiya modelleri va onlarin paket nijr_prela_rinin xUlasasi
iicin Robot Oyunu kitabgasinda 23-cu sehifeya baxin.

Museum Curator : gl
{50-80 minutes)
Read the Project Spark.
4 ™) i
Project Spark nThink about and research: :’"?J::‘;’:Zugn 50 ur:;o: ’
*Who visits museums and why? & g b
Museums are places where +What kind of technology is used Review the missions thatrelate
people learn about art, culture, 1o hel Z . -
: 4 p people interact with a to the modsls you built.,
science, history, and more. museum exhibit?
Technology is often used to make Discuss how the mission models
leartingmareinterestngand * Who are the people that are linked to the Project Spark.
g d workbehind the scenes ata
engaging. museum? Capture your ideas.
+ How do museums protect and
praserve their exhibits and
artifacts?
K Share
- \ < {10-15 minutes)
Our Ideas: . Get together at the mat
Project Sparks komandaya Refer to the field setup section
: : : : Lt of the Robat Game Rulehook for
|nnovasgaulaylheler! va missiya thé rititole picIRd BOIo.
. mo e ar |r‘1.|r? njov.zuya T ——
birlesdirilmesi Ucln ideyalar belongs. Shew the robot skills
you learnad,
I lanni Show how the mode! kand
flekslya sual ow how the models work an
Komanda bu refiex fado €do explain how they relate to the
pa\ﬂa?zma yvaxtii 18 Project Spark.
biiar.SOnda paYIanaq ; Discuss the reflection questions.
ilase ve refleksiya
komandanin X s it Clean up your space.
etmek Ggtin vacid USEEE
Bezi sesiyalarda "Karyera _)Reflection Questions
baglantilar” sshifasi ile «Whatinnovation project ideas
T - do the mission models spark?
SEvel ehell pesslalinm + What kind of technology do
siyahisl olacag museurns in your community
use?
- ‘,.:/M—P“—. T, 2
a b
/ !
7 Whattechnology  *
o used at the :

o museur will give
J—-'“\ Izzy ideas for her

\\ assignment? £
e

|
i
|'
i
i

tamamlamasini tamin etmskle,
her Sessiyani iki ayri 60
degiqgelik géruge balun.

B Modellerin qurasdiriimasi
tcln elektron telimatiari
komandaya teqdim edin.

o Komandaya Challenge

~ destinden 3, 5ve 11i
paketler lazimdir. Daha
boyuk pargalar némresiz
LEGO® paketinda ola
biler.

9 “Project Sparks”

~ komandaya onlarin hslli
Ugln arasdira bilacakleri
texnologiya haqqginda ilham
veracak.

o Komandani ruhlandirmaq

~ Uglin mat ve missiya
madellerini arasdirmagda
tesvig edin. Komanda segs
bilsacaklari mumkin
innovasiya layihaleri Ggln
ideyalari geyd etmslidirlsr.

m Tamamlanmig modelleri

" Robot Oyunu
Kitabgasindaki sahs
quruluguna uygun Dual
Lock barkidicileri ile
matin Gzerine goyun.

MASTERPIECE™™ 11




Sessiya 2

Naticalar

Komanda ne edscak:

Magsed segmek Uglin
telimatlar mihsndislik
dafterinda verilmisdir.

Komandaya programilarin

kopyasim gixarmagi xatirladin.

e Program beyine
ylklendikdan sonra onu
acmagq ve dayismeak
Ggln geri kégurmak
mUmkin deyil.

Komandanin robotu
modele teref stirmayi
VS sonra eve
dayitmagd masq
etmesini temin edin,

e Robot Oyunu ile slage:
Komanda obyekti
itelomali va onu mat
Uzsrinda hedsf araziye
catdirmaq Ggin robotu
kodlasdirmalidir.

* Robotun bazasini quracaq ve
onu ireli, geriye ve dénmak Ggln

kodlayacaq.

Girig (10-15
minttes)

Think about some goals you
want to achieve. These can grow
and change throughout your
journey.

In this session, usea the
ehginesting design process
and try out using the team roles
listed on page 8,

=) Tasks

{50-60 minutes)
Open the SFIKE™ Prime app.
Find your lesson.
Competition Ready
Unit: Training Camp 1:
Driving Around

Determine what coding and
building skills you can apply in
the robotgame.

| Try it out! Which missions look
like the most fun?

Saeif you san Use the skills you
learned to drive your robot to

one of the mission models.

.) Reflection Questions

+ How can you aim your robot
toward a model?

+ How did you uze the
engineering design process and
team rolesin this session?

* Missiya modellerindan biri
olan vizual effektler rejissoru
ile “Project Spark” ideyalari
arasinda slaga qurun.

My Personal Goals:

Our Notes:

Unmgoﬂ prompts for
mp&mﬁoﬂl

We will use Core Values o .-

We want to experience ...

We want our robot{o .- -
Wswanlwrinnovaﬁoﬂmﬁm"'

12  Engineering Notebook | Sessions
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Vizual Effekt Rejisoru

Vasitagi tuglin ipuclan Komandanin bazilari model bilarlar. Sagirdlar bir-birlerini dinlemadan
yaratmagi daha yaxsi bacara biler,  danisirsa, onlara rollar verin va bir naferi
onlar iligib galanlara kémek eda Unsiyyatci kimi tayin edin.

=
: i Tasks :
Visual Effects Director "{.&jl_mmum} o Modellerin qurasdirimasi
ﬂ Explore the Project Spark lgln elektron telimatlar
i ; komandaya taqdim edin.
rP!‘OjEC( Spark Think about earch: ) n Bw:ltlhe V'ésual Eﬁ;ﬁggecwr y q
«What movies use visual effects? | | MeRe I osge, frane o,
Visual effects and other video « How does a visual effects | Look over the missions that

and aud:nlt_echno:?gy can o:ea? director collaborate with others
a powerful impact for viewsrs o o ie set?

movies and other types of media.
Using innovative technigues, *Wh toole or fachnology are

| correspond to the maodels.

o Komandaya Challenge
_ Talk about how the mission destind 1.7 8-ci
models relate to the Project sstinden 1, / Ve o-Cl

visual effects directors can make mt:?hslpcraataexﬁtim | Spark. paketler lazimdir. Daha
amovie scene really excitingand o can visual effects make an Capture your ideas boyuk parga|ar némrasiz
immersive! audience feel like they are part : ;
of the action? LEGO® paketinda ola biler.
=) Share
\ P (10-75 minutes) I
Get together atthe mat y . 3 3 A
Our Ideas: o gac:’a ) s t ° Komanda innovasiya layihesi
| Place each modeal where i i . o
belongs. Refer to the Field Setup tcun vizual effekt hekayesinin
;euc’iiz:imm Rabot Game hansisa hissasindan neca
ak. S ; ;
¢ istifade eda bilecekleri bareds
Share the robot skills you disii &
leamed ug’lnsun
Show how the models work and
explain their connactions to the
Project Spark. y " < ,,
R o Project Spark
Chat about the reflection -
A | hagginda sual ve
T muzakireleri tesvig edin.
=P Reflection Questions m Muhendislik defterinin
« What other effacts are used | sonunda gdsterilan
T e i eaure karyera baglantilari
// \ « Can you think of examples of sshifasindaki pe@elen
Emil 7 4 visual effects in exhibits or live z z
iy { How can lzzy use performances? misal g,akln.

EI visual effects to
b immerse her new

h ),
4 audience? /
e 5 ok

-y 7
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Sessiya 3

Naticalar Komandaniz edscek:
* Sensor ile maneslardan * Missiya modellerinden ssehna
yayinmagq ve gosqunu isletmek meneceri Project Sparksa
Ugln robeotu kodlamag. alage qurmaa.

— .' 4 . ) Sessiva 3
oBu fealiyyst komanda tcglin n') Girig (10-15 Yy

rintifes)
ortaq maraglarini temsil Use the bricks in Bag 4 to build

eden aseor Uzerinds . something that represents your

yaradicl smskdaslig etmek teain, SAIETeAm R Rt
i Create a team object with the

yotuaur. bricks and be sure sach person

gets to contribute,

Planlasdiriima ve layihenin

idare edilmasi hadaflara Tasks

catmag ve turnire hazir cfswi"'";’::m . Our Notes:
G 0o pen the ™ Prirme apg.

olmag Gglin vacibdir. Fid yois fesson.

‘Competition Ready
Unit: Training Camp 2:
Playing with Objects

Komanda nagillerin hansi
portlara gosuldugunu ve

gosulan portlarnin Reflect on the skills you
< learned that will be beneficial in
prodiaimea Liygln olub n completing missions.
olmadigini yoxlasin. Try it out! See f you can code
your robotto complete a
rrission.

o Tapsiriglar yerina

yetirmeyi asanlagdirmag . )
St Reflect t
Ucln kemanda LEGO® & ques fons
+ How can you drive your robot to

gosmalari yarada va n deliver your team object to the

onlari robota gosga biler. ruseum?
* What objects does your robot

need to avoid?
o Robot Oyunu Slagesi:
Komanda tapsiriglari

yerina yetirmak qosmadan
nece istifade edeceyi

barada diigtinmelidir.
o0 @@ -
I8
2Ll S1 319
wlIe

14 Engineering Notebook | Sessions
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Sahna meneceri

insanlar 8sas Dayerlerden
dizgiln istifade etdikde bu necs
seslenir? insanlar fikir ayrilig
olanda bir-biri ile necs Unsiyyst
qururlar?

Komanda sessiyalar
tamamlayan kimi onlardan 9sas
Dayerlera dair nimuna
toplamalarini xahis edin. Ssas
Dayarler naye banzsayirlar?

Vasitaci tglin ipuclan

=) Tasks e
Stage Manager s - o Komandaya modelleri tigtin
| Look over the Project Spark. reqamsal quragdlrma
g telimatlarini verin.
Project Spark Think about and research: | Eulld ths Stage Mariagar mridele
: _ NN 105 4] e J | inBags 2,10, and 12,
,:;stage ",‘a"aﬁa' |srasp;ns|ble help tell a story during a live = |dentify the missions that relate 4
F ansunng a aspects ofa it i r
live production are ready for z perform';:'loe‘? T the modsls you bult o Komanda Challenge
showime. The set.furiture, gernedtobe - J lseiita b o Pi ik = destinden 2,10 ve 12-ci
props, and costumes used on mﬁ:':? and maodels are linked. LB
stage create lots ofinterestand AP stage manager Cabhire youk Iisds, paketleri istifade edecsk.
excitament for the audience work closely with in a theater?
+ How could puppets be used on
stage to help create excitement
for the audience? Share o Ekspert, istifadeci ve va
(10-15 minutes) bu sahads iglayan birini
Get together at the mat. "Project Sparks"
~ ~ Place each model where it hagginda danismaq
Ourldeas: belongs. Uetin Irin
Share how the models work and a0 gagirin;
the robot skills you learned.
Damanstrate the modals’
functions and how they connect o Komanda 6z |ayihesine
to the Project Spark. - . i 7
ilham almagqg Ugln dord
Talk about the reflection = 5 i
questions. Project Spark" hagqinda
Clean up your spacs. malumat slda edacak.
Onlardan fikirlarini geyd
etmalerini xahis edin.
=) Reflection Questions
« What challenges could a
stage manager encounter ) " : "
when get‘ﬁng ready fora @ !(O‘manda ProPCt Sparks
show? Uctn moveud halleri
« What examples of live : : %
theatsr do you have in your tekmillegdirmak ds isteys
- community? biler. Onlarin ideyalan yeni
Sam s olmaya da bilsr.

.’,P'

could Izzy usa
to engage her
audience?

What equipment \

MASTERPIECE™
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Sessiya 4

Naticalar

Komanda edscek:

Beyina gosulun va
program yenilamalsrini
yoxlamagq Ugln vaxtasir
programi agin.

Komanda matda robotu
mixtslif missiyalara
aparmaga komak edacak
xatleri secmalidir.

o Komandanin robotun
hareketlere nece uygun
galdiyini gdérmasi Ggln
ekrandaki programi
izlemasini xahis edin.

Her dafe start sahelerinden
birinde rebotu eyni ve ya
cox yaxin yerda isa
salmaga calisin.

Robot Oyunu Slagasi:
Komandaya adaptasiya
olmagi ve matda xstt
izlema programlarini test
etmesini xahig edin.

kodlasdira bilecek.

= Girig (10-15
rrintifes)
Think about how you have used
the Core Value of discovery in
your team’s journey so far.

Record examples of how your
team has learned new skills and
ideas.

Tasks

(50-60 minutes)
Open the SPIKE™ Prime app.
Find your lesson.

‘Competition Ready
Unit: Training Camp 3:
Reacting to Lines

Determine what building and
coding skills will help youin the
rabotgame.

Try it out! See if you can use the
skills you learned to complete
anothet mission.

=» Reflection Questions

* How did testing and debugging
your program help make your
robot more accurate?

» Can your robot follow the line
fram the leftlaunch area to the
sound mixer model?

-

SO
b

= Oz robotlarini xatti izlemak lgln

* Missiya modellerinden ses
muhendisi Project Sparksa
alage qurmaa.

Sessiya 4

Discovery: We explore new skills and ideas,

Our Notes:

16  Engineering Notebook | Sessions
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Sas muhandisi

hall etdiyi real diinya nimunaleri
haqqinda daha gox dyrenmak Ugln
komandaya resurslar tegdim edin

Vasitaci tglin ipuclan Komanda vurgulamag va
hagginda dyrenmsak istadiyi bir
nege missiya modeli segmalidir.

Missiya modellerinin tamsil ve

Sound Engineer

e

P
Project Spark

Sound enginears use mixers

~
nink about and research:

«What kind of projects could a

=) Tasks

(50-60 minties)
|| Read the Project Spark.

Build the Sound Engineer
modelsin Bags6and 9.

o Komandaya modelleri Ggln

regemsal qurasdirma
telimatlarini verin..

and other audio equipment Io sound engineer work on? = ldentify the missions thatrelate -

ennanoe a listoning oxperience. Lo 950N Used 10 ohange a E the m‘:]de'sﬂi°';b”f't' - o Komandaya modellari Gigtin
Whether you're listering to your ! ¥ iscuss how the Project Sparl p

favorite artist sing a song or W'::g?;dmr:dm dr.-_youﬂ and models are linked. raqemsal qura§_d iIrma

feeling the vibrations of a bass b LB DIl Y0L telimatlarini verin.

drum, sound can have a powerful
impact.

* How is sound used In museums
ot films?

Ourldeas:

MNoah

Lt How can sound
= - help |zzy create
HKW a meaningful
\ impact?

‘\.\

Capture your ideas.

=9 Share

{10-75 minutes)
Get together atthe mat.

_ Put each model where it
belongs.

Show how the models operate
and their connection to the
Project Spark.

Show the robot skills you have
leamed.

Discuss the reflection questions.

Clean up your space.

-) Reflection Questions

* How does a sound engineer
record music and modify it to
make instruments or vocals
stand out?

+ Where do concerts happen in
your community?

MASTERPIECE™

o Bu, modellerin gurulmasi

Ugln sonuncu Sessiyadir.
Névbati sessiyadan svval
buttin medellerin quragdirin
va matin Ozerine goyun.

o Komandaya névbsti

Sessiyaya kecmazdan
avval missiya
modellsrinin qurulmasini
basa gatdirmaq tgtn
slava vaxt lazim ola bilar.

@ 1-4-cli sessiyalardaki

“Project Sparks”
komandanin yekun layihe
tglun muxtelif ideyalar
tagdim edir.

MASTERPIECESM




Noqgtal

D A 5|
»r— 3 ;3
[ ] Komanda birlikde yaxsi isleyir. Buna nail olmag [ ] Komanda bittn Project Sparks tgun helleri
Ucin onlarnin daha ¢ox dasteye ehtiyaci varsa, tedqig etmis ve dizayn etmisdir.
slave komanda isi fealiyyatleri ile masgul olun. D Komanda Robot Oyunu kitabgasindaki
[ ] Yeni komandalar 6yrendikleri yeni robot missiyalar ve gaydalar nazerdan kegirib.
bacariglarini mumilssdirmak istays bilsrlar. D Komanda 4-cli sessiyadan sonra Mithsndislik
[ ] Butin modeller qurulmali ve matin (izerine qoyulmali,  defterinin Karyera Baglantilari sehifslerindeki
lazim oldugda Dual Lock ile tamin edilmelidir. kssfiyyat fealiyystini tamamlaya biler.
[ ] Davam etmszdsn svvsl robot derslerine slave vaxt [ ] Komanda ile sexsi ve komanda
sorf edile biler. magsadlerindaki irslilayiglerini yoxlayin.

[ ] Sagirdler 6z megsadieri Uizerinde dluslinmali v ilk
dord sessiyada dyrendikleri melumat esasinda
onlari tenzimlamslidirlar.

Sessiya 5-8 Ipuclari

OSAS DOYORLOR ROBOT DIiZAYNI

Unutmayin ki, 8sas Dayarlar komandanin Robot oyunu matglarinda iki robot matgi
NEC® davranmasi ve birlikda igleamssi ils masasl yan-yana qurulacaq. Lakin,

baglidir. Dayarler har zaman biitiin komanda sessiyalar zamani tek robot oyun masasi ile
uzvleri tarafindan nimayis etdirilmalidir. islaya bilarsiniz.

vy

vy
ﬁﬁ‘ ~Q'
— L il
E— —

INNOVASIYA LAYIH9SI ROBOT OYUNU

Komanda fokuslanmagq ii¢iin son problem Bela missiyalari axtarin:
va hall yolu segmali olacaq, ona gora de » italamak, dartmaq, qaldirmaq kimi asas robot
har Sessiya zamani bu magsad hgqqlnda, bacariglarindan istifade eden.
diisiinmak lazimdir. «. *Starta yaxin modellari olan.
 Xatt izlams va ya eve asan al¢catanhgi olan.
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Rubriklari anlamaq

©sas Dayarlar va Gracious Professionalism®

Komandalar alti ©sas Dayeri
dyranme prosesinde bir-birleri ile
va komandadan kenarda insanlarla
davraniglari ile ifade edirler.
FIRST® LEGO® League
Challenge-ds bu, Gracious
Professionalism® adlanir.

Har robot matginda komandalarin
Gracious Professionalism®
giymetlendirilecek. Unutmayin ki,
eger komanda matga gele bilmess,
hakims malumat vermalidir.

innovasiya Layihasi ve Robot Dizayni

Bu sahslerde komandalari
giymatlendirmak Ucln istifada
olunan rubriklar mihandislik
dizayn prosesine esaslanir.
Komanda 6z layihssi ve robotu

n"ka"'al'l'l-m:’

Mihandis
Dizayn
Prosesi

uﬂz\a

Askarlamaq
Dizayn
Yaratmagq

Yenilamak

Unsiyyat

Uzerindae iglayir ve bu prosesdan
istifade edarak problemlari hall
edir. Komanda Uzvleri juri gabulu
zamani etdikleri her seyi nimayis
etdirmali va izah etmslidirlar.

Innovation Project

sz
Mtw

=¥ wzacue
CHRALLENSE

| e | L] tarioms omn | L] Sotvremnbmr v | |
|
'Dm-v--\n‘ulu

(B N e [ T = O]

B ]

Frazhacict vesees

Qeyd: Sinif paketleri
bu rubrikiarin svazine
sinif paketi rubriki ile
giymetlendirile bifer.

MASTERPIECE™
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Sessiya 5

Naticalar

Komanda ne edscak::

o Komanda her kesin gtcl
teraflerinin na oldugunu
ve na Ucun onlarla
islemeyi xcsladiglarini
tesvir etmalidir.

Komanda robotu
paylagirsa, onlar ayri-
ayri cihazlarda
kodlasdira ve névbs ile
programlarini robotda
islede bilerler.

€ voriendiimis missiya
Ugln program takce Teatr
Sehnesi Deyisiminde yox,
ham da diger
missiyalarda istifads
etmek Gcln faydalidir.

BUtln programi birden
dayismek svezins
dayisiklikleri Kigik
addimlarla sinamagi
xatirladin.

Sger missiya Ugln gosma
lazimdirsa, onu missiya
némrasi ile etiketlonmis
plastik paketde saxlayin.

* Kodlagdirma prinsiplarini
yonlendirici missiyaya tetbiq
etmak.

=P Girig (10-15

minutes)

Think about teamwork and your

* Hall yollarini aragdirmaq va
innovasiya layihssi Ggln
problemi mueyyen etmak.
(MOhandislik daftarinin 6-ci
sohifesina yenidan baxin.)

Sessiya 5

team. ra

Record examples of how your
team has learned to work
together.

=p Tasks
(50-60 minuies)

Open the SPIKE™ Prime app.
Find your lesson.

‘Competition Ready
Unit: Guided Mission

Read over the guided mission.

Have fun practicing this guided
mission untilitworks perfectly!

o

Teamwork: \We are stronger when we work together.

=p Reflection Questions

*VWhat does the guided mission
show you about Coopertition®?

= Can you change the program so
that the mission works when you
start the robot from the opposite
launch area?

fyour innovation project.

18 Engineering Notebook | Sessions
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Guided Mission: Mission 2 Theater Scene Change

app, downloa
i program that solves thi

To help you learn
about navigating

and interacting with a
model, complete this
guided mission.

[ abouthow to

| incorporate the Theater

| Scene Change mission into
your mission strategy.

models, Mission 2
Theater Scene Change
might inspire you to

think of a selution for Apply your new line-

following skill to a

different mission model. § 1




ideyalarin arasdirilmasi

Vasitaci tglin ipuclan

Investigate Ideas

Research Findings:

Timbildiq fezliyystleri komandalarin
inkigafl, 8sas Dayarlarindan
istifada ve birlikda iglemayi
Syranmalari Ugln aladir,

=> Tasks

(50-80 minutes)

Revisit Sessions 1-4 to review
the Project Sparks.

Think about the great sclutions
you came up within the previous

sessions.
| Rosearch the innovation project
L 7 ~ and different problems you have
“identified
Use this page to capture your
research.

Identify the problem your tearm
will solve and record your
problem statement.

=) Share

(10-15 minutes)
Get together atthe mat.

Shaw how your robot scores
points on the guided mission.

Dissuss the problem your team
has identified and think about
next steps.

Dissuss the reflection questions.

Clean up your space.

=P Reflection Questions
* What problem did you decide to
solve?

+ |s there an expert you can talk to
about the problem?

’~
Problem Statement: n

o Komandani innovasiya

layihesi Gglin mieyyen
etdikleri bUtiin problemlsri
deyd etmays tagviq edin.

o Layiha Ucln resurs
. numunslerins internet,
kitablar, gszetler, sexsi
hekayslar, istifadsgi
tecrlibslari ve ekspertler
(sexsi ve ya virtual)
daxildir.

o Her komanda Gzvinin
. istadiyi problem segilmays
bilar, lakin komanda hsar
kesin dastskladiyi bir seyi
secmalidir.

o Komanda 6z hallini
| yaratmag Ugln “Project
Sparks” birinde mueyyen
edilmis problemdan istifade
eda biler.

m Komanda son problem

izahini burada yazacaq. Sger
onlarin bir nega ideyasi
varsa, bir ideya segmak Ugln
sesvermedaen istifade ede
bilerlar.

MASTERPIECESY
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Sessiya 6

Naticalar Komanda ne edecek:
* Missiya stretegiva plani ve * Secilmis problem strafinda
psevdokod yaradacag. aragdirma baslatmag, innovasiya

Proyekti Planlagdirmasini etmak.

T Sessiya 6
o 13-cl paketds ekspertlarin -') G'"iy.‘-ﬂ'ﬁ;; ' !

yaradilmasi komanda Ggin:

Locate Bag 13 and assemble

Project Sparks hagginda the expert minifigures. - - -

dyrandiklarini nezsrdsn ] Work as a team to assemble the Inngyation Broject Model Design:
A - mirifigures and discuss their

kecirmsk Ugun ala vaxtdir. 1665, Think about how Hess

expetts could halp with your
innovation projectideas.

Missiya strategiyasini
mulayyan etmak magsadile

: T T
mata yerlegdirmesi liclin (51?05””“{&@ Strategy:
geydler ve planlagdirma ——————
kartlar paylayin. Missions’ video.
n | Start to think about your mission
strategy.

Desi flocti .
Komandani an asan xal eeign an effective pian.
| Discuss which missions your

veren mlSSIyaIal'l tapmaga team will attempt first.
ve avvalca onlar yerine Cotnpiebs Preudosade o page
yetirmaye tesvig edin. 22

Think about how the program
will make your robot act.

. v || Revisit the eariler lessons or do
o Psevdokod sshifesinin the optional lesson listed here.

kopyasi cixarila ve cehd
edilan har missiya lgln
istiface edile biler.

Compelition Ready
Unit: Assembling an
T Advanced Driving
Base

-) Reflection Questions

* How could you use line following
to help you havigate the mat?

« How did you use the
engineering design process to
create your mission strategy?

Pseudocode

pseudoco de 83
- : per-vis Eriphon
a i

20 Engineering Notebook | Sessions
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Hallarin askarlanmasi

Vasitaci Uglin ipuclan

Identify Solutions

PROBLEM AND SOLUTION ANALYSIS

Record important infermation here.

Komandaya robot ve layihe
hallini yaratmag UgUn istifads
olunan prosesi geyd etmaye
elave kagiz va ya ortaq onlayn
fayl teqdim edin.

=p Tasks

{50-60 minutes)

Research the proklem you
chose and any existing
solutions.

Generate solutionideas. Make
a plan for how you will develop
your solution. Use page 23,

Infovation Project Planring, as
atool.

A Be sure to use a variety of
7 sources and keep track of
therm on the Innovation Project

Planning page.

Select your project's final
solution as a tearn.

=) Share

{10-15 minutes)
Get together at the mat.

Review your Pseudocode page.
Make changes to the page if
necessary.

Explain what you discovered
in your research. Discuss any
solution ideas.

. Clean up your space

Guiding Questions:

« What questions are you trylng fo answer?
« Whatinformation are you looking for?

-Canyoumdlﬂemrlwpadsomsmhasnre\ible

Interet websites, books, and experis?

-) Reflection Questions

« What types of improvements do
axisting solutions nead?

« What are your brand-new ideas
to solve the problem?

lzzy

* Doas your source have information relevant to your project?

ation?
- |s this a good and accurate source of inform
« How do your innovation project plans connect with the

innovation project rubric?

MASTERPIECES™

Discuss the reflection questions.

Komanda son robot va layiha
helleri, elece ds istifads etdikleri
proses ssasinda
giymatlendirilacak.

":'B Komandanin manbalerini
| onlayn faylda ve ya
kagizda topladigindan
amin olun.

0 Lazim gaslarss, butin hall

~ ideyalarini arasdirmaq va
bir ideya segmak Ugln
komandaya slave vaxt
ayirin,

::,o Onlarin hellinin inkisaf

~ etdirile bilecayindsn va
komandanin hslli aydin
sekilde izah ede
bildiyindan amin clun.

o innovasiya Layihesi

" Planlagdiriimasi sshifesi bir
nege sessiyaya tamamlana
bilsr. Bu, prosesi
sanadlesdirmaya kdmak
edir.

Innovation Project

21
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Sessiya 7

Naticalar Komanda ne edecek:
* Layiha hellini yaradin ve bu * Blave robot oyunu missiyalarini
Layihenin Planlasdiriimasi yerine yetirmek Ugln robotlari
sahifasini tamamlayin. dizayn edin va tekrarlayin.

Girig (10-15
Komandanin 8sas 4 } 000

rmintiies)
DGySI"GI" Ve ‘GF'QCFO'US Think about Gracious
Professionalism®-in Professionalism®.
na oldugunu 1] Wirite ways your team will Gracious Professionalism. We show high-quality work, highlight the

demonstrate this in everything value of others, and respect individuals and the community.

you do,

| Look over page € in the Robof
Game Rulebook to see how
Gracious Professionalism
is evaluated dunng the

bildiyindsn amin olun.

Komandanin muxtelif

Uzvleri spesifik tournament.

missiyalardan cavabdeh Hotiot Desigin:
biler ve bu missiyalar tcln

robotu yarada hilerler. =P Tasks

(50-80 minuies)

| Continue to develop your rabot

. n and its attachments to complete
o Komandanin basit robotu missions in the robot game.

oldugda, diz sirme testi You canimprove the existing
i = . rokot used inthe previous
edin. Robot dlz getnlrse, sessions or create a new design.

ve balansina baxin. mission you attempt. You could
combine mission solutions into

robotun adirliq merkszins n Gheatsaprogram forsadhnew

one program,
| Testand improve your robotand
its programs.
o Komanda hansisa start _| Revisit previous lessons to
s develop your coding skills ot
sahesini baslangic work on solving the missions
movgeyi segmeli ve
robotun start sahasina
sigmasi Ugln kifayst =) Reflection Questions
qeder yer oldugundan « Can you follow how the prograrm
i oh your device is making your
amin olmalidir. e

+ How can you iterate and
improve on the existing robot
. . . design used in previous
° Sagirdleri programin islems sessions?
prinsipini izah etmays tesvig
edin.

24 Engineering Notebook | Sessions
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Hallar yaradin

Vasitagi tuglin ipuclan BOsas Dayerleri gabul etmakls, ayri-ayri magsadlar olmadigini va
komanda dostlug reqabstinin ve bir-birine kémsak etmayin komanda
garsiligh gazancin isinin asasini tagkil etdiyini dyrenir.

=
i Tasks = -
Create Solutions | '){.50“60 A o Kor'!qa?ndanm 6z I_ay|he
j Develop and create your he”m'n pl'DtOtIpInl :
innovation project solution. hazirlamasi [](;,L]n muxtalif
- Skelch your solution. Label the materiallar tegdim edin.
parts and how itwill work,
L Describe your solution and
explain how it solves the =
problem. o Rasme detalli eskiz ve ya
Create a prototype, model, or . komputer destekli dizayn
drawing of your solution.

(CAD) fayl daxil ola hiler.

Document the process you use
to develop your solution on page
23, Innovation Preject Planning.

° Komanda 6z halli ils bagl
= Share | rey almagq istedikleri
{10-15 minules) : = s
: insanlar (auditoriya ve ya
ekspertler) hagginda
Show any missions you are dilsi lidi
working on or have completed usunmaliair.

Discuss your research and your
innovation project solution,

Get together atthe mat.

" 2 Discuss the reflection questions. o Komandanin strafinizda
Clean up your space. | layihenin fokusunda ola
PROJECT DESCRIPTION bilecek nUmungIare_baxmaa
N Ugln safer teskil edin.
=» Reflection Questions
+ Can you describe your
innovative solution in under five g . —_ .
minutes? @ Musyyen edilmig problem ila
- How does your solution address " bagli mezmunu paylasmag

your identified problem?

maqsedile ekspert ve ya
istifadscini bu Sessiyaya
davet etmayi dlsinin.

MASTERPIECE™ 25
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Sessiya 8

Naticalar

Komanda ne edscak:

€ voniendiriimis
missiyanin neca
Coopertition® nimunasi
oldugunu muzakira edin.

o Komanda missiya
segerken strategiya
haqqginda distnmsalidir.
Vaxta genast Ugln bir
nege missiya eyni kodda
tamamlana bilsr.

Komandani kodun neca
islediyini mlzakire etmaye
tesviq edin. Programi bir
hargksti idars edan
bloklara boltn.

o Robot cyununa idman kimi
yanasin. Komanda robot
oyununda yaxs! ¢ixis etmak
Uglin mesq etmali, mesq
etmsli, magq etmslidir.

@ Rovotun start gotiirdiiya
yer dayandigi yers tosir
edir. Komandadan
robotun harada
baglamasina fikir
vermelarini istayin.

« innovasiya layihasi hallini
giymetlendirecek ve
tekmillagdiracsk.

Girig (10-15

rrintifes)

Reflect on Coopertition®.

Note ways your team will
demonstrate this at an event.

=) Tasks

{50-60 minutes)

Decide which mission to attempt
et

Think about your mission
strategy and plan,

Build any attachments you need
to scomplete missions,

Iterate and refine your program
so your rokot completes the
rrission reliably,

Be sure to document your
desigh process and testing for
each mission'

=) Reflection Questions

+ How has your team used Core
Values to develop your robot
solution?

+ Inwhat order will you run the
missions in the robot game?

26 Engineering Notebook | Sessions
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* Robot qosmalari dizayn edacsk
ve missiyalari hall etmek Ucin
programlar yaradacag.

Sessiya 8

Coopertition: \We show that learning is more itmportant than winning.
We help others even as we compete.

Design Process:

Guiding Questions:

« Describe the attachments you built. ]

= Explain your different programs and what the robot will do.
« How did you test your programs and attachments?

- What changes did you make to your robot and programs?

+ How does vour robot plan connect with the robat design
rubric?




Yaratmaga davam

Vasitagi tu¢lin ipuclan Komandani havaslendirmak tgtin dayarleri 6yrenmasi Giglin komandanin
lazimi yerlerde 9sas Dayarlerden bu prinsiplari nimayis etdirmssi
istifade edin. Komandanin bu numunslerini vurgulayin.

=
H i = Tasks 5 o
Continue Creating o oo S 0 Komanda oz halini
Make a plan to share about your qumaﬂendlrmek u.gL.m sargu
solution with athers! yarada ve ya segdiyi problem
Elanito Share: Evaluate your present solution, Uegln el(spert Ve ya istifadegi
| lterate and improve to make it bir gsexsdan ray istaya bilar.
better based on fesdback,
| Determine if you can do any
| testing of your sclution,
; o Komanda bu reylerdan
Our Improvements: =) Share sonra 6z innovasiya
(10-15 minuies) layihesi hallini yenilemali
Get tagether atthe mat. va takmillagdirmalidir.

Show any missions you are
working on or have completed.

Discuss how you will share your
solution and project plan with

others. o Komanda garsilasdiglari
Discuss the reflection questions. 1 prob|em|grin halline komak
Clean up your space. etmak Ugln layihalerindan
n nece istifade etmasi barede
dustinmalidir.
-) Reflection Questions |
< How can you realistically I Komanda rubriklara
implement your innevation A o i
project solution? . istinad etmalidir ki, onlar
+ Could your innovation project i ST
solution be manufactured? tedbirde Jun qebUIuna
VWhat would It cost? hazir olsunlar.

@ Komanda 6z layihe hallini

| testedsrken ve
tekmillagdirarkan
mihsandis dizayn
presesini bir nege dafs
kecga hiler.

/" Wy is itimportant
e thata sound
R, engineer ensures A
their workisreliable
and correct? :

MASTERPIECE™ 27
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Noqts 2

D | 2 3|
& p 4 —
[ ] Komanda sessiyalarda geyd olunan butin [ ] Komandani juri cedveli ve juri rubrikasi ile
robot darslarini tamamilayib. temin edin.
I:I Komanda innovasiya layihsasi problemini va hallini |:| Bir sinif paketi tetbiq edirsinizse, sinif paketi
secib ve aragdirma aparib. rubrikinin kopyalarini sinif paketi tedbir
[ ] Komanda rubriklsrinin (9sas deysrlsr, innovasiya tlimabdEn g blateiniz:
layihasi va robot dizayni) nlsxalerini va tedbirinize [ ] Komanda S-cu Sessiyadan sonra Karyera
hazirlasmaga kémek edecak her hansi diger Baglantilar Ozre arasdirma fealiyystini ve 12-ci
melumatlar FIRST® LEGO® League Challenge Sessiyadan sonra refleksiya fealiyyatini
Mévsum Resurslar sshifesindadir tamamlaya biler. Bu faaliyyetlar MUhandislik

daftarinin 34-35-ci sehifslerindedir.

Komandaya missiya strategiyasinda
kémak Uglin sahifa 29-u kopyalayin.

>

Sessiya 9-12 Ipuclari

wr -
g‘st.‘.

. o ,
= . LS
e LT . ‘l_l;.w -
" ® . 8 - =
™ L
L]
L] —
' —
-

"
e
= . ]
]

OSAS DOYDRLOR ROBOT DizZAYNI

Komandanin istifada etdiyi 8sas Dayarlar Komanda jiirilers taqdimat edarkan 62

tgiin niimunaler tagdim eda bildiklerindsn robotunu, biitiin LEGO® qosmalarini,

emin olun. Coopertition® ve Gracious kompiiteri ve ya gap edilmis kodlar jiiri

Professionalism®-i unutmayin. gabuluna gatirmalidir. Komandaya
missiya strategiyasindan da danigmal
olduglarini xatirladin,

vy

v iy
- - - L 4
- - - -
" wi—
- -

INNOVASIYA LAYiHOSI ROBOT OYUNU

Komandaya ideyasinin modelini va ya Komandanin xal veracayini bildikleri,
prototipini yenilemak, tekmillagdirmak ve tecriibali ve etibarli robot fealiyyati lazimdir.
qurmaq li¢iin gox vaxt lazimdir. Sessiya 9- 9ger komandanin vaxt varsa, daha gox xal
dan etibaren onlar yalniz son layiha halli toplamaq ticiin alave faaliyystlor da eda
istigametinde dizeligler etmslidirler. . bileriar.

. ". e ‘.. < & . . ; L] ‘S
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Sessiya 9

Natica

Hallin planlasdiriimasi

Komanda na edeceak:

0 Komanda Missiya 04-ds
6z eseri ve
pyedestaldan istifada
edacak.

o Komanda hamginin
programlarinin ehtiyat
nusxssini flegkard ve ya
ohlayn bulud kimi xarici
diskds saxlaya biler.

o Robot oyunu zamani
hansi kodun va hansi
ardicilligla isledilaceyi

strategiyasina sahib olun.

o Paylasmaq tapsirglari

bltlin komandani layiha va
robotun necs inkisaf etdiyi
hagda melumatlandirmag

Ugundur.

Komandaya Ssas
Dayerlar rubrikini verin.

=» Girig (10-75

minufes)

Think about innovalion and
your team.

| Record examples of how your
team has been creative and
solved proklems.

Use the bricks in Bag 4 fo build
your team's LEGO® art plece.

=p Tasks

(100-120 minuies)

| Code your robot to complets
Mission 04 using the art piece
you created,

Think about your mission
strategy on the mat and the
missions you will solve.

Continue to create a solution for
each mission as tme allows.
| Test, iterate, and imptove your

robot and innavation project
solutions. Be sure to document
all this,

Share
{10-15 minutes)
Gettogether at the mat,

| Show the work completed on
the innovation project and robot
game.

Look over the Core Values
rubric. Talk about how you will
demonstrate Core Values at
the event and judging session,

Clean up your space.

-) Reflection Questions

< What features on your robot
show good mechanics?

« What charges have you made
to your innovation project
solution based on feedback
from others?

+ What progress have you made
on the goals setin Sessiya 27

+ Oz innovasiya modelini ve
missiyalari hazir etmsk Ugln
robotlarini kodlayacaqlar.

* Test vo roy asasinda innovasiya
layihesi hallini tekrarlayacaq ve
tekmillagdirscekler.

Solution
Planning

Sessiya 9

Innovation: We use creativity and persistence to solve problems.

Iterations and Improvements:

How does a stage :‘;
manager use }
teamworkonthe |
job? d

28 Engineering Notebook | Sessions
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Sessiya 10

Hallari yenilayin

Komanda ns edacak:

* Helli Gelin innovasiya layihasi
tegdimatini planlagdiracaq ve
yaradacaq.

Naticalar

Iterate
Solutions

Sessiya 10

=>» Girig (1015

minutes)

Think about impact and your
team.

Impact: We apply what we learn to improve our world. Ricord esinplas of ho

your tear has had a positive
influsnce on you and others,

=) Tasks
{100-120 minufes)

Plan out your project
presentation. Refer to the
innovation project rubric for what

to cover,

Presentation Script:

Write out your innovation project
presentation script.

Make any props or displays that
you need, Be engaging and
creative!

Confinue to creals, test, and
iterate an your robot solution.

Practice a 2. 5-minute robot
agame with all your completed
missions.

Share

(10-15 minutes)
Get together at the mat.

Share the project presentation
work completed.

Share what missions you have
completed.

Discuss how everyone will be
involved in the presantation,

Discuss the reflection questions
and dlean up your space,

-) Reflection Questions

+ How did you decide which
missions to attempt?

* Hew can your innovation project
solution help your community?

= What skills have you
developad throughout your
MASTERPIECE® experience?

MASTERPIECE™

* Robot oyunu Ugln tapsiriglari
hsll etmays davam edacak.

0 Tagdimat slayd sou, plakat,
| tamasa ola bilsr.
Kostyumlar, kéyneklsr va ya
papaglar kimi rekvizitlorden
istifade edile biler.

Komanda 6z innovasiya

| layihasini va robot
hallsrini tagdim etdikds
jari gebulu Ggtn
ssenariler hazirlana biler.
Har bir kemanda Gzvu
Gclin kopya verin.

e Komandanin tegdimat tigln
-~ buttin materiallarini
saxlamag megsedile daha
cox yere ehtiyaci ola bilar.

o Komandani 6z robotunu 2,5
. degigalik robot matglarinda
isletmeye tegvig edin ki,
vaxt mshdudiyystine

aligsinlar.

Komandaya innovasiya
Layihasi rubriklerini verin.

MASTERPIECES™ 31



Sessiya 11

Togdimat planlasdirilmasi

Naticalar Komanda ne edacek:
« Komanda innovasiya layihasi « Komanda rebot oyunu Ugln robotunu
teqdimatini yekunlagdiracag. yekunlasdiracaq ve robot dizayn

izahatini hazirlayacaq.

| . Presentation
o Komanda inkluzivliyin -'> e Sessiya 11 Planning

minufes)
gly{matlenfﬂlrllc.ilw numunalqg" Think aboutinclusion and your
Ucln rubrikleri nezerden team.
kegl rmalidir. | Record examples of how your
team makes sure everyone is

respected and their voices are
heard.

Inclusion: We respect each other and embrace our differences.

Komanda 6z
innovasiya layihasini =P Tasks
ve robot diza yn (100-120 miriutes)
hallerini catdirmagi
meaqgs etmalidir.

Caontinue working on your
innovation project presentation. Presentation Script:

| Plan and write out your robot
design presentation. Refer to the
robot design rubric for what to
cover,

o Komandaya robot dizayni
i : | Make sure everyone can
rubrikini verin. n communicate akout your desigh
processand programs.

Determine what each person on
. R the team will say.
Her bir komanda Gzva jari

gsbulundaki teqdimatda
istirak etmalidir. - Share

{10-15 minutes)

Practice your full presentation.

| Get together atthe mat,

Discuss the presentation and

Komanda matg zamani REGHpNAcTTIa:

s ] Run a practice 2 5-minute match
rQbOtL! Iflmm idare edaceyini and explain what misslons were
bilmaligir. done.

Discuss the reflection questions.

Decide what else heeds to be
done and dean Up your space,

-) Reflection Questions

+What will you do if one mission L Y
? ; :
does not work? - Vi —— \-”?

- Eﬁ;\:;:;\;\.‘rlirggne invelvedin the _ '_-," judging session .\_‘\.
+ How has FIRST* LEGO® Z | Moty y
League impacted you? ; ) ol bl nGl !

el robot design and 4
innovation project.  /

e
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Sessiya 12

Hallari catdirmaq

Naticalar Komanda ne edecak:

« Innovasiya layihesi ve robot
halleri teqdimati Uzerinde
mssgq edacsk.

* Robot matclarini magq edacak.

Communicate
Solutions = Girig (10

minutes)

Sessiya 12

o Bu Sessiyada vaxh

Reflest on how your team has

Fun: We enjoy and celebrate what we do!

had fun.

Record examples of how your
team has had fun throughout
this experience.

Think about your team's goals,
Did you meet them?

=» Tasks

Presentation Feedback:

(100 minutes)

Rehearse your full presentation
communicating your robot and
innevation project solutions,

Demaonstrate Core Values when
you present!

Prastioe multiple 2.5-minute
robot game matches.

Review pages 32-33, Prepare
for Your Event,

=) Share

(10 minutes)

Review the Core Values,
innovation project, and rokot
game rubrics.

Provide helpful feedback after
the presentation to each other
based on the rubrics.

Discuss the reflection questions.

Clean up your space.

=p Reflection Questions

< What is your plan for having any
LEGO® attachments built ready
for the robot game?

* |s everyonea ready to speak
clearly, smile, and have fun?

+What has your team
accomplished?

tegdimat mesgi ve robot
matglari maggleri arasinda
barabar béimayi
planlagdirin.

Komandani tadbirdan avval
tegdimatini magq etmays
tesviq edin. Onlar 6z hall
yollarini basgalar ila
bélusarak masq edas bilerler.

Komanda robot matclarini
2.5 degige kecirmalidir.
Onlarin kedlarni duzgin
ardicilligla icra
etmalarindsn amin olun.

o Robot oyunu zamani har

sey planlasdirildig kimi
getmeasa, komandanin
ehtiyat plani olmahdir.
Onlar diger missiyalari
etmays cehd eds bilarler.

e Komandaya 8sas Daysrler

va onlarin tadbir boyu, o
clumleden her robot oyunu
matginda neca géstariimali

Have more time = OIdugu haqqlnda
Contlnue golving '
e onovation. (I xatirladin.
on your jnnovation S
project befora your
evanu
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Yekun noqta

D 2 3
Turnira hazirlagmagq!
[ ] Tedbirin esas megsedi komandanin 8YLSNMSSI muayyen edin — bunu valideynlerle paylasin.
va giymatlandirildiyini hiss etmasidir. Mumkinse, ailslari istirak etmayas tesvig edin..
|| Komandaya xatirladin ki, tedbir hem de éyrenme || Komanda tedbir tiglin lazim olan materiallarin ve
tecrlibesidir ve megsed onlardan ekspert clmaq materiallarin harada saxlanacagina dair siyahisini
telab edilmir. hazirlamalidir.
|| Komandani éyrendiklerini bélismak ve bir-birine || Hansi tedbirde istirak etdiyinizi ve tedbirin
destek clmagq tgln diger komandalarla elage teskilatgisinin kim cldugunu muieyyenlegdirin.
qurmagda tesviq edin. (Sinif Paketi almisinizsa, tedbir sizin

masuliyystiniz clacag. Strafll malumat Ggln

:I Istirak etdiyiniz turnirin detal va talablerini Sitif Paketi Tedbifar Tolimatina bakint)

yoxlayin. Onlar istirak etmayi planlasdirdiginiz
kateqoriyadan asil olaraq deyisge biler. || Komanda ile sexsi ve komanda megsedlerine

:] Teadbir GO¢lin gérlgacayiniz vaxtl va yeri va vealllyyetiateni i,

komandanin orada ne gader galacagdini

FIRST® LEGO® League-
dan sonra?

FIRST® Tech Challenge va ya

FIRST® Rcbotics Competition

komandasi ile slags saxlayin ki, -

Challenge komandaniz gslecakds Tadbirlarm hamisi
ILK tecribelerini nece davam etdire bitib?

bileceklarini gére bilsinler.

Komandanizin son tedbirinden sonra

t : M yekunlagdirmaq tigiin bezi meslahatlar:
. .
« Tomizlik edinve + Komanda ile Qyietun, ‘
"’I"ERCSHI Rgégﬁs robotunuzu ve missiya . Koman da_ﬁ; tecriibasini
CHALLENGE COMPETITION modellarini ayirn. dostlan ve ?;g_ﬁ yoldaslar!
ilo blugmalialr.
« Komandaya 6z - .
te?ﬂbalari hagqinda - Komanda 6z innovasiya
diigtinmek dgln vaxtverin.  |ayihesini inklsiaf etdirmays
da davam etmalidir.
il pargala!'m e . Rubrika ballarnizi v@
Of:,? t’édég dear:)l‘?n?lmaq alinan rayi mizakire edin.
v

inventarlagdinn.
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Juiri prosesinin manimsanilmasi

Qurasdirma zamani jdriler

FIRST P : komandani tanimag ve yarisda
wm Judging Sesslya Flowchart hansi tacriibeya malik olduglarini

CHALLENGE _‘I'eems sh_ould demansm_ec:ote\falues This Isthen:eam'sﬂmemsline,sow - ouiicee v

= in everything they do. Tha judges are o settle thair narves and encourags oyranmek ucun suallar veracaklsr.
excited 1o see how they shaw teamwork, tham. Plesse meke sure thay don’tlegve
discovery, nclusion, innovation, impact,  anything in the judging room, including any
and fun as they presant their Innovation documentation, whan they leave.

Project and Robot Design work. Komanda 0z innovasiya

S ~————— TEAMENTERS layihasini mlnsiflar

cam Welsonie terefinden dayandiriimadan

ntraductory conversation takes place a= the team sets up 2 minutes taqd"“n edsa bilar.
ny matenials they have brought.

- Juriler innovasiya halli ve teqdimat

zaman haqqinda danisiimayan
magamiar hagqinda malumat slds etmak
Ugln rubrikden istifade edirler.

nnovation Project
ive Presentation

\ 4

nnovation Project

ueetionand Anevler o Komanda robot tizerinds nece

v islediyini izah ederken ve
obot Design S programlari basa disdiklsrini
Eptanation nUmayig etdirarksn jUriler onlar
¥ dinleyirler.

obot Design 5 minutes . .
Eueslion and Answer Jariler komandanin robotexnika va
¥ kodlagdirma ile bagl anlayisinin

\ darinliyini dyranmek Ugln rubrikdan
) ore Values 3 minutes El ;i
: uestion and Answer istifade edirler.

. 4

o Osas dayerler juri gsbulu
eedback s nliitites ; L s
udges provide verbal feedback to the team. Zamani qumeﬂendlnllr! |a kln

refleksiya bélmesi hakimlerin
alave suallar vermasi Gglin
;\}'n‘ll.ldges discuss the team and complete the istifade edilir.

J TEAM LEAVES

brics together.

) 4 10 minutes o Komandalan ruhlandirmaq tgun
Judges submit the rubrics once they are juriler komandanin nayi yaxsi
complete, before next teami enters. bacardidi, hamginin galacek nayin
onlar inkigaf etdiracayi barade
darhal sifahi rey verirler.

o Komanda getdikden
sonra juriler rubrikleri
doldurmagq tgtn

birlikds iglayirler.

Komandanin detalll shate ede
bilecayi melumat coxdursa, syani : o _
vasaitler faydall istinadlar ola biler. R omi
Komandanin juri gabulunda . o
onlardan nece istifads etdiyindsn -
amin olun.

B
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