Continued….
Part 3: Time and Distance (continued)

Part 4: Speed and Distance (continued)
3. Now change the speed to 60%. Play, and measure how far it goes. Write it on your worksheet.
4. Either by hand or with a calculator, divide the 40% distance by the 20% distance. Also divide the 60%
distance by the 20% distance. Write these numbers on your worksheet. (You only have to write one digit
after the decimal point – that will be good enough.)

6. Add a new command using the plus key at the bottom.

What do you notice about the distances and the speed the Sphero used to go those distances? Discuss this
as a class.

7. Choose Stop. This will stop Sphero from rolling immediately.

Part 5: Challenge

8. Move the bar all the way to the right to create a Delay of 255 and tap Create.

5. Put Sphero back on the tape and tap Play on the device. Measure the distance and write it on
your worksheet.
6. Do this one more time with a delay of 9000 (9 seconds). Measure the distance and write it on
your worksheet.
7. Either by hand or with a calculator (you can use the one on the iPad), divide the 6 second distance by
the 3 second distance. Also divide 9 second distance by the 3 second distance. Write these numbers
on the worksheet. (You only have to write one digit after the decimal point – that will be good enough.)

For our challenge, we will have Sphero move a distance out, and then you have to figure out how to move it
back at a given speed to have it stop about where it started. Follow these steps:
1. Tap the Roll line and change the speed to 40% and the delay to 5000. This will make it roll at 40% for 5
seconds. Tap the Back button to get back to the speed and time screen.
2. Tap the Add button at the bottom of the screen. Tap Roll. Set the speed to 20% and the heading to 180.
This will turn Sphero around 180 degrees and start rolling back at 20% speed.
3. For the delay, put in a number that you think will bring it back to where it started. Tap the Create
button up top.
4. Add another Stop command with a Delay of zero.

What do you notice about the distances and the time it took for Sphero to go those distances? Discuss this
as a class.
9. You’ve now written your first program! It tells Sphero to move at 20% speed for 3000 milliseconds,
which means 3 seconds, and then stop. You will see a Roll command and a Stop Command. Click
the Play button on the bottom.

Part 4: Speed and Distance
In our first experiment, we had Sphero move at the same speed, but we changed how long it was moving
for. This time, we will have it move for the same amount of time, but we will change how fast it moves. Follow
these steps:
1. Tap on Roll and change the delay time back to 3 seconds (a value of 3000.) Tap Play, and measure how
far it goes. It should be about the same as the first time you measured it. Write it on your worksheet.
2. Now change the speed to 40%. Again, using the keyboard might be easier than the slider. Play, and measure how far it goes. Write it on your worksheet.
5. Tap the Play button. Does the Sphero come back about to where it started? If not, adjust the delay
number on the second Roll by tapping it. It won’t come back exactly, but it should come within a
few inches. (If your surface is slippery, it might only be within about a foot.)

10. The Sphero will roll slowly for 3 seconds.

What number did you get? Why do you think that’s the correct number?

Now that we have Sphero going in the right direction, follow these steps for the first experiment:
1. Put a small piece of masking tape on the floor. Place the Sphero on top.
2. On the device, tap Play. The ball will roll for 3 seconds. (If it doesn’t roll the path that you want, you can aim
Sphero again to be more accurate.)
3. With your tape measure, measure how far it traveled. Write the answer on your worksheet.
4. Now tap on the Roll line and change the delay to 6000. This will make it roll for 6 seconds. (To figure out
how many seconds, divide by 1000.) Tap speed and time when you are done.

www.gosphero.com/education

Continued….

•

Assessment of student achievement
against goals and standards

•
•
•

Y7#SEALP#Linear#Graphs#test####################################Name#___________________#
#
Reference'–'Yr'8'Jacplus'Chapter'14.5'
'
1#
'
'
'
'
'
'
'
'
'
'
'
'
'
'
'
'
'
'
'
'
'
2#
'
'
'
'
'
'
'
'
'
'
'
'
'
'
'
'
'
'

Successful completion and
presentation of the Warrnambool’s
Longest lunch task.
Completion of Sphero worksheet
Successful completion of Linear
Graphs test.
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