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The video “crab crossing the road” Robots in action

1 WEBERMIRIZHE k% Ak FEiEhk



2020 £ 5 H 1 HHhR

IR ZE VIR T3 195 1

Explore: The game “crab crossing
the road.”

Explain: Teaching materials for
programming design concepts.
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Students used the Arduino elements.

Students practiced the LED light

hands-on task
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Students were programming.

Students were building up the Crab Robot.
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