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Problem

Having unfriendly neighbors makes life
stressfull We don’t like having drama
with the people we live with.




The happier our neighbors,
the better our friendship ¢

MissSi
We’re going to build a very funny and

friendly robot that will make our
neighbors want to play with us!




Step 1A:

NCoCdICl

What makes a funny and friendly robot?




Step 1B:

Research!!

On a hunt for hilarious jokes

Important rules about jokes:
1. They should be funny for both the speaker and the listener
2. No offensive or insulting jokes (we want to be friends with our neighbors, not enemies)

3. They should be playful and creative!

Joke ideas:

Why don’t skeletons fight each other? Because they don’t have the guts!
Why can’t you give Elsa a balloon? Because she’ll let it go!

Why didn’t the skeleton go to the party? Because she had no body to go with!

Why did the math book look so sad? Because it had too many problems!!!






PART 1

The Basic
Building
Blocks

What do we

think this code
does?

go to x: a y: u

’ set voiceto alto =

. tumvideo on +

This code chooses the joke
that the robot will play to the
neighbors!

This code sets the position of
the robot on the screen

This code sets the video
and turns the video on!

This code sends a
‘greeting’ message to a
separate block of code!



PART 1

The Basic
Building
Blocks

This code does

the following!

go to x: a y: u

’ set voiceto alto =

. tumvideo on +

This code sets the position of
the robot on the screen

This code sets the video
and turns the video on!




PART 2

The Basic
Building
Blocks o o, What

do we think this
code does?

This code is waiting patiently
for a message (it’s waiting to
be greeted!)

This code makes our
robot speak to our
neighbors!

CEVA Press any key and | bet | can make you laugh!
. L1 CELEl Press any key and | bet | can make you laugh!
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be greeted!)

This code makes our
robot speak to our
neighbors!



PART 3

More
Complicated Code..

when any v key pressed

CEVAN Did you hear about the zombie that took a nap?
’ 1 CELE Did you hear about the zombie that took a nap?

CEVAN It was dead tired!
. oL [t was dead tired!

: play drum (4) Crash Cymbal + for o beats

wait o seconds

broadcast greeting *



PART 4

Using lists to
add more
jokes



Creating our physical robot greeters!
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