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Lesson 4: Mats and routes

Year 2 – Robot algorithms



Lesson 4: Mats and routes

Objectives

To explain that programming projects can have code and artwork

● I can explain the choices that I made for my mat design

● I can identify different routes around my mat

● I can test my mat to make sure that it is usable



As well as instructions, computer programs 

contain artwork.

What artwork can you see in this program?

scratch.mit.edu/projects/578827142 

Artwork in computer programs

Introduction

https://scratch.mit.edu/projects/578827142/


Maps and mats

Activity 1

So far, you have used mats that were made for 

you. Today, you will be making your own.

You could include:

● Buildings

● Animals

● People
● Cars

Think, pair, share about your idea with a partner.



Activity 1

1. Choose your theme.

Playground

1. Think of 6 pictures to go with your theme.

Think, pair, share.

Mat design



Activity 1

3. Think about where to draw the pictures. Do 

not put two pictures next to each other.

Mat design

4. Draw your pictures onto the mat.



Activity 2

It’s time to use your mat.

1. Choose a start square and direction.

2. Choose an end square.

3. Plan two route algorithms to get from the start to the 

end.
4. Program your two routes on the robot.

Routes



Activity 3

Obstacles

You will be adding obstacles to your 

mat. Make sure that you leave spaces 

so that the robot can still move.

Help! I can’t 
get out.



Activity 3

Place 3 obstacles on your mat. Try to place them 

so that there is still a way to visit every picture 

square on your mat.

Obstacles



Activity 3

Now test your mat to see if you can get around 

the obstacles.

1. Choose a start square and direction. 

2. Choose an end square.

3. Plan your route algorithm.
4. Test it with the robot.

Obstacles



Activity 3

When you have tested everything and made sure 

that it all works, mark where the obstacles are. 

That way, you will know where to put them next 

lesson.

Obstacles

X X

X



Plenary

Computer programs can be more than just code.

 

Why do computer games feature artwork?

This image is from a paint program. What artwork can you see?

Programming and artwork



Assessment

● I can explain the choices that I made 

for my mat design

● I can identify different routes around 

my mat

● I can test my mat to make sure that it 

is usable

How confident are you? (1–3)

3 – Very confident

1 – Not confident

2 – Unsure 



In this lesson, you…

Designed and tested a mat for the floor robot

Next lesson

Next lesson, you will…

Plan and test different routes around your mats

Summary



ART
Pioneers



Part One: Continuous 
Line Drawing

The Continuous Line Drawing warm-up exercise (we 
sometimes call it a squiggle drawing too) is a great way to 

get children (and adults) to focus their looking and free 
up their drawing. 

The challenge is simple, keep your pencil or pen on the 
page as you make the drawing. If two objects stand apart, 

your line must travel across the page to meet the next 
object. Keep your drawing fluid and smooth, and try to 

match the speed of drawing with speed of looking – and 
try not to rush. 

If a child says they have finished before the time is up, 
just gently ask them to keep drawing.

These drawings are as much about a journey as an 
outcome – though they are beautiful in their own right 

and children always seem to value the results.

https://www.accessart.org.uk/squiggle-drawings-autumn-floor-drawings/
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