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Welcome!

Use the sessions in this
Engineering Notebook as a guide
for your team’s journey through
the FIRST® AGE™ presented

by Qualcomm season and
UNEARTHED™ challenge.

We are stronger
when we work
together.

o

Teamwork

We enjoy and
celebrate what we
do!

Use the FIRST Core Values and
the engineering design process
throughout your team journey.
Have lots of fun as you develop
new skills and work together! This
notebook is a great resource to
share at your judging event, but
itisn’t required to do. Check out
careers related to the season
theme at the end of this notebook.

FIRST® Core Values

Mg We respect
J.L) @ each other and
embrace our

HITEIT W differences.

We explore new
skills and ideas.

Discovery

Engineering

Design
Process

We apply what we
learn to improve
our world.

@ We use creativity

and persistence to
solve problems.

Innovation

Robot
Design

Innovation
Project

Core
Values

Each of the four equally weighted
parts of FIRST® LEGO® League
Challenge accounts for 25% of
your total performance at

your event.

At the event, your team will present
your robot design and innovation
project work to the judges during
the judging session, and your robot
performance will be evaluated at
the robot game. Core Values are
evaluated in all parts of your work,
and you will receive scores from
the judges and referees for how
you apply them.

We express our Core Values
through Gracious Professionalism®
and Coopertition®, and this will

be evaluated during robot

game matches.

Gracious Professionalism

is a way of doing things that
encourages high-quality work,
emphasizes the value of others,
and respects individuals and
the community.

Coopertition shows that learning
is more important than winning.
Teams can help others even as
they compete.

UNEARTHED™




Robot Design and Robot Game

Get ready to dig deep into history as this year’s As you journey farther into the dig, you’ll encounter
UNEARTHED™ robot game takes you on an exciting more challenging terrain, including fragile ruins and
archaeological adventure. Your team will explore a delicate artifacts that require precision to retrieve
dig site, carefully excavating artifacts hidden beneath without damage. Along the way, you'll decode
layers of rock and soil and uncovering clues that reveal mysteries and help to share the stories they tell.

stories of past civilizations.
Prepare to unearth hidden treasures and piece
together the past as you embark on this thrilling
journey of discovery!

Design and create arobot that will complete
missions in the robot game.

Build your mission models and identify your mission strategy.

Each mission and model connect to discoveries and tools found on an archaeological dig site. It's up to your team
which missions you will attempt, and you can attempt them in any order. Remember that the models and missions
can also serve as inspiration for your innovation project topic.

Design and create your autonomous robot and programs.

Create a plan for your robot design that is supported by your mission strategy. Build a robot and any attachments
using LEGO® Education SPIKE™ Prime or any permitted LEGO Education-compatible set. Code your robot to
complete a series of missions autonomously in a 2.5-minute robot game to score points.

Test and iterate on your robot solution to complete missions.

Iterate on your robot design and programs with continual testing and improvements. Be sure to record the changes
you make along the way, including what works and what doesn’t work. These notes will be helpful for your team as
you progress through the season and for when you share your robot design with the judges.

Communicate your robot design process.

Use the rubrics to help you prepare a short presentation that clearly explains the process your team used to create
your robot and programs and how they work. Include how each person on the team contributed and what skills they
learned along the way.

Compete in robot game matches.

Whether practicing or competing, your robot starts in
alaunch area. Your team can attempt missions in any
order and return the robot to either home location.
Your team will play three matches, but only your
highest score is used for awards.

Robot
Resources

Engineering Notebook | Getting Started




Innovation Project

Archaeologists use the archaeological process to working together with technology to find the clues
reconstruct and understand the artifacts they have needed to understand how past generations lived,
unearthed. Whether they are excavating a site or learned, and celebrated.

studying materials in a laboratory, it takes people

Inthe UNEARTHED™ season, your team’s
challengeis to identify a problem faced by

archaeologists and propose a solution that
can help.

Start here...

Identify and research a problem faced by archaeologists.
Use the Project Sparks page to guide your selection of an archaeological problem.

Conduct research to explore the existing solutions to that problem. What has already been tried? What
challenges remain? Try to use a variety of sources to support your work.

You may want to create something new, apply existing technology from another field of study, or improve
on an existing solution; that’s what innovation is all about.

Develop a plan to improve your ideas. It may be necessary to change or update parts of your solution as
you learn more from testing your ideas or sharing them with others.

Think about...

Review the rubrics and the judging flowchart.

At the event, you will have a limited amount of time to share how you developed your solution, including
what you learned in research and testing. The rubrics help your team understand what to focus on when
presenting to the judges. They will be interested in the progress you and your team have made this
season, even if the work is still underway.

Create a prototype model or drawing that represents your innovative solution to help explain it to others
and to the judges. Keep in mind that whether your problem is big or small, the impact of your solution
could be huge.

Before theevent...

Prepare a live presentation to communicate your solution.

Think about how your team will summarize your work. The judges will ask questions when they want to
know more and will provide the team with feedback. Your presentation should explain the problem you
selected, the research you did, and how you developed your solution.

To help the judges understand your team’s journey, highlight how you used Core Values to make
progress and solve challenges along the way. Finish by sharing how your innovative solution would help
archaeologists piece together the stories of the past.

Make sure your whole team is involved in sharing your progress. Check out our event preparation video
found in the season resources to learn more about the judging session.

UNEARTHED™




\ Project Sparks

Today’s date is the 5th of August, 2025. A team of
archaeologists has been documenting their discoveries at a
new dig site. Their field notes contain information that is useful
for understanding the people who lived here a long time ago.

Process

During an excursion, the team discovers an ancient map
. leading them to believe more artifacts will be found nearby.
|de[‘|tlfy ) How will the archaeology team identify where

aite ; additional artifacts are located?

Archaeological §
|
)
|

Members of the excavation team want to explore nearby
caves and account for changes in the landscape that occurred
over time.

How can the team use technology to create a modern-day
map of the cave and full site?

Excavate
Once excavation begins, the team starts to find artifacts related

to everyday life. Some are sturdy and large, like millstones used
to process grains, and others are smaller, like coins and beads.
What tools can the team use to get these items out of the
ground without damaging or losing any of them?

L 4

Reconstruct
& Restore

The archaeologists have evidence that the people who once
lived here were very connected to water and all it would provide.
Parts of sculptures found near a forum depict animals from the
water, but locating all the pieces and restoring them will be a
significant challenge.

2

i it .
e i it B
=

Share
& Publish How can the team improve the restoration process?
f
\ \i
An artifact was d'\scoveret(l ;rrxra\\
T e has left everyone on \'\ebUt !
ore,
to solve the problems i on : i
described in the field s sk ca:vn
notes? Has your team | o o 3 B
. ©encountered a different . olear amhaeo‘o‘iareers o
~ problem in the field of Bt ) owcan o e
:E: ~——— B solve the mysteries
- -
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Challenge Story

UNEARTHED™



Come back to this page throughout your
season to update your team’s goals and

‘ Team Progress
g share your progress.

Y

5 START HERE Y

e T T T €

HALFWAY THERE

! So far, | have learned . . .

| want to learn more about . . .

e

: EVENT TIME

)
]
) | am proud of my team because we . . .

Engineering Notebook | Getting Started




Team Roles

Here are sample roles your team can use during the Challenge experience. The goal is to build your team
sessions. Everyone on the team should experience to be confident and capable in all aspects of FIRST
each role throughout their FIRST® LEGO® League LEGO League Challenge.

| Communicator.

Concentrates

I AU  Rescarcher  IESUMAAANINNNN ©rojcct Manager |
Teimf.‘.aptaln‘ discussed with the Investigates ideas  the team’s work. Focuses on time
Shares team team. and finds relevant ~ Writes scripts management
progress with research from and prepares and preparing for
facilitator. Ensures different sourcesto ~ presentations. the event.
session tasks are inform the team’s

completed. decision-making. \/

———

n Strategist

LEGO mission e device and creates
Gathers and models following Analyzes the Robot the programs in the
returns materials the building Game Rulebook and app.
needed for the instructions and leads team strategy
session. builds your robot. discussions on which

missions to attempt.

UNEARTHED™




=> Introduction

Get to know your team members
and select your team name.
Watch the season videos

and read pages 3-9 to learn

how FIRST® LEGO® League
Challenge works and about the
UNEARTHED™robot game
and innovation project.

Session

o el ey T
e LT St L ¥

i

R

Record information about your team here.

=) Tasks

Learn more about the season
theme by building the robot
game mission models.

Place each model where it
belongs on the Challenge mat.
Read page 7 of the Robot Game
Rulebook to learn how to set up
the table.

f\
\
s
\
\
|
l
|

|

| \7\7\7\7\7\7‘7ﬂ7,,,ﬁ,r7r—r—ffT*T*T’T’\
Explore how the models work. T || 777747777\‘77\‘7 S |
Connect them to the Project i T iR | PELLY 7\“\#47#,4, i
Sparks on page 6. [ frijj*j*j*ﬂfﬂfffﬂ | L L L 7 ﬂ‘
Use the space on this page to H “—f¥ﬁ+7+‘f#‘*j*j*ﬂ*ﬂ**”‘[T*‘f7“ . B
write notes about the mission Ly L e m—t e,
models or to answer the ;
reflection questions. f
! Ournotes:
=» Share s
Discuss the reflection questions. |
Get together at the mat. Talk 1
about how the mission models L
connect to the UNEARTHED
theme.
Clean up your space.
=» Reflection Questions {
* What ideas does your team }
have after reading about the 1
innovation project?
* How do the mission models Ti
relate to the Challenge story or - psS
Project Sparks? | * Use the checkboxes to
« Which mission models look \r,\nﬂ?r:l;v:he; you are finished
interesting to you? HEIEEE
: * During each meeting, record
| what you have learned and
What you want to improve,
i .
: . [w]iy=[=] | The Robot Game

Rulebook is a great
resource to use
throughout the season.

»
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Session

T REERT T K

B Discovery: We explore new skills and ideas.

o s ki ;n‘}:ml‘-..‘:.!’..d“ o MR B L ey - ba il

Our notes:
s fo
. Use these g%oa\ prompt
>you jratio
tz'innmg is important \ inSp o -
id €ep your team ang Wwe wi Xpeﬂence
l0eas organizeq. i3 e to

— e

—— N

e

Tl R A S

Y . -

=» Introduction

Think about how you will use the
Core Value of discovery in your
team’s journey.

Record what your goals are and
what you hope to learn on the
Team Progress sheet on page 8.

=) Tasks
Open the SPIKE™ app. Click
the Start button.
Find your lesson.

e TUtOrial Activities:
... | 1-6(optional)

ypike
___

Do | Competition Ready
.. | Unit: Training
%@‘E‘g@“i Camp 1: Driving
" Around
Use the skills you learned to
navigate your robot to one of the
mission models.
Determine what coding and
building skills you can apply in
the robot game. Use the notes
section to record your ideas.
As you navigate around the mat,
talk with your team about any
innovation project ideas sparked
by the mission models.

=>» Share

Discuss the reflection questions.
Get together at the mat. Share
the robot skills you learned in
this session.

Clean up your space.

=>» Reflection Questions

* How can aiming your robot at
a model help your team in the
robot game?

* How did you use the
engineering design process
in this session?

* What Project Sparks interest
your team? Does your team
want to explore a different
problem?

UNEARTHED™ 11




=> Introduction

Review the innovation project
page and the Project Sparks.
Share your ideas for the project
with your team. Make sure
everyone has a chance to share.

T PR, T K

=) Tasks

Record your team’s problem
statement.

Open the SPIKE™ app. Find
your lesson.

E=on  Competition Ready

. ' Unit: Training Camp 2:
OPife | playing with Objects
I,

Project Spark ideas:

Reflect on the skills you learned
in this unit. Talk about how they
will help you in the robot game. | 7%7#7+7T\,j7jfj77‘7<77ﬁ—‘—frf ‘r - ‘r - ‘T - nERE
Try it out! See if you can code 3 B R Y A 477\77\7*‘\"r*r*t*vv1”\""

)

]

)

J

your robot to attempt a mission.

=» Share

Discuss the reflection questions.

Get together at the mat. Share
the robot skills you learned in
this session.

Clean up your space. /

Problem statement:

=» Reflection Questions
» What additional research is

|

necessary to select an idea for

the project?
» What objects does your robot

need to avoid in the robot

game? 5
» What missions does your team }

want to attempt next? 1

12  Engineering Notebook | Sessions
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Session

=> Introduction

) Work as a team to identify what
kind of research is needed to

3 learn about existing solutions.

! Determine how your team will

) use the information collected to
create your innovation project

J) solution.

|

Innovation project problem ideas:

=>» Tasks

Open the SPIKE™ app. Find
your lesson.

e COMpetition Ready

.. | Unit: Training Camp 3:
%@ﬁé‘%’cg“ [ Reacting to Lines

A N ) I U B B B B S e
[ ) I A (U S B B S e s
NS N N S S ) (S (O N R N S
La
L
|
|
|

S S O S S S S S S P

Reflect on the skills you learned
in this unit. Talk about how they
will help you in the robot game.
Try it out! See if you can use

the skills you learned to attempt
another mission.

=) Share

Discuss the reflection questions.

Get together at the mat. Share
the robot skills you learned in
this session.

Clean up your space.

o
c
=
=
o
[
[1]
(7]

|
{
( = Reflection Questions
} * How will your team record
your research on your project
) problem?
t » How did testing your program
help make your robot more
f accurate?
¢ * How could you use the lines
2 on the mat in your mission
¢
A
\

strategy?

Tips

R_ecording your progress

will help you build a strategy
for the game. As you try to
complete missions in the robot
game, record what works

gnd what your team wants to
improve,

UNEARTHED™ 13



Think about teamwork and your
team. Talk about ways your team

|
.\
=» Introduction \ SQSSion

has been learning and working
together.

Teamwork: We are stronger when we work together.

Decide whether your team
will propose a new solution or
improve an existing one.

Use this page to capture your

Continue to research the .L
problem you have chosen. ;!

1

I s

'
=> Tasks E E-r T T Y AT T N
|
l
.1

research. ]
Select a solution to develop with
your team.
?
Tips \ /
sting solut© e :d wi ‘
= ted and cO b aniaue |
dapr ideas 0 eale problem-
toh\it'\of‘ othe te? dand
m
hat you 188t ed
List V\ésou you ubs\z 0
L e bout the PrOYET e
A \ arn @ ‘boo\( ,n
”l f(‘)'tr'\g)e(s nterviews)
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{
%
=>» Tasks

Open the SPIKE™ app.
Find your lesson.

3 meweon | COmpetition Ready
\
j}

.o. | Unit: Guided Mission
ypike

e

m-won | COmpetition Ready Unit:
.o. . Assembling an Advanced
ke

ot

| Driving Base (optional)

Have fun practicing the
F ui L d guided mission until it works
consistently.
Continue to practice completing
\ other missions in the robot

game.

- ' { =) Share

Guided mission notes:

Discuss the reflection questions.

Get together at the mat. Share
the robot skills you learned in
this session.

Clean up your space.

e

T

=) Reflection Questions

* |s there someone your team can
talk to about the problem you
selected? What questions would
you ask them?

* How will your team work
together to develop an
innovative solution to the
problem?

» What does the guided mission
teach you about Coopertition®?

* How does the engineering
design process help you create

a strategy for solving missions in
the robot game?

Tips

Coopertition Mmeans
hat teams help and
Cooperate with each

other, even ag th
compete. ey

-‘\k_b,‘_——"‘ T e e -""'.-ﬂ.."\-\-
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=> Introduction

Talk about what your team has
learned so far and what you still
want to explore.

Complete the “Halfway There”
section of the Team Progress
sheet on page 8.

=» Tasks

Make a plan for how you will
develop a solution to your
problem. Use the Innovation
Project Planning sheet on page
29 as a tool.

Use a variety of sources and
keep track of them in this
Engineering Notebook.
Determine what materials might

be needed to create a prototype ' IR GEN R SN
i R [ [ e s ey A N
of your solution. =T T‘ 7‘ T T 7‘ T ] ,‘T,‘T,T‘ﬂ“‘
o e e R I B
I Y 9 G P SN B S e e
I I W B
T O 0
1—#—#*+—4—4——‘7+—‘1—A—ﬂffhfvfk%
)
]
)

i Innovation project notes:

- ttypes Of ST
.Use d'\ﬁerentw ny websites: ,'
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Robot game strategy notes:

=>» Tasks

) Review the “Robot Game
Missions” video and Robot

3 Game Rulebook.

! Discuss which missions your

) team has attempted so far and
which missions you want to

! try. Start to develop a mission

) strategy.
Come up with a plan to test and

’ improve your robot.
Complete the Pseudocode
sheet on page 28 for a selected
mission.
Upload your program ideas to
your robot using the SPIKE™

‘ app and see if they work.

\ Continue to practice completing
missions in the robot game.

=» Share

Discuss the reflection questions.

)- Get together at the mat. Share
! the robot skills you learned in
/ this session.

Clean up your space.

=) Reflection Questions

* How can documenting your
progress with the innovation
project help during your team’s
judging session at the event?

* What are your innovative ideas
to solve the problem?

» How can your robot’s
attachments and program
support your team’s mission
strategy?

* How can you iterate and
improve your robot design used
in previous tasks?

Tips

A n_“tission strategy determines
which missions to attempt and
the order you will attempt them.

* Pseudocode is a written
description of the steps for your

plqnned robot program.

* Think about what attachments
and sensors you will use during
the game and if you will need to
change them.

UNEARTHED™ 17




=> Introduction

Think about Gracious
Professionalism®. Talk about
ways your team demonstrates
this in everything you do.

Session

== awy

Gra;:ioué Pfofessionalism: - -
[ [ hasize the va
We show high-quality work, emp :
others, and respect individuals and the sommumty.

B ot vl s L3 Tubl A

=» Tasks

Continue to develop your
innovation project solution.
Draw your solution and explain
how it solves the problem.
Create a prototype model
or detailed drawing of your
solution. The prototype does
not need to be functional, but it
should help explain your solution
to others.
Continue to document the
process you use to develop
your solution on the Innovation \
)
]
)

i o R S .

Project Planning sheet and
throughout this Engineering
Notebook.

Innovation project solution drawing and description:

Engineering Notebook | Sessions




Robot design notes:

=) Tasks

|
\
) Continue to test and improve
your robot and its attachments to
J complete missions in the robot
game.
5 Create a program for each new
mission you attempt or combine
! mission solutions into one
} program.
Revisit previous lessons to
develop your coding skills or
work on solving the missions.

=» Share

Discuss the reflection questions.
Get together at the mat. Share

l the robot skills you practiced

\ in this session and the work
completed on the innovation
project.

Clean up your space.

) =>» Reflection Questions

j » Can you describe your solution

in a way that is easy for others to
understand?

* How can you improve your
drawing or prototype so it
represents your solution?

* Who can you share your

{ solution with for feedback?

( « How can you iterate and

\ improve your robot design or

| your attachments?

* How are you using the
engineering design process to
f develop your mission strategy?

Tips

* You can improve the
robot used in the previous
sessions or create a new
design.
* Practice explaining how the
program on your device is
making your robot move.

UNEARTHED™ 19



=> Introduction

Reflect on Coopertition®.
Talk about ways your team
will demonstrate this when
competing against other teams.

=» Tasks

Share and collect feedback on I i+ion: We show that learning is more important
your ideas. | Cct)r(:gr?’;:/’itr’\%’i'n;\.’We help others even as we compete.
Decide what feedback to use to
iterate on your solution.
Determine if you can do any
testing of your solution.

i ¥ R T TR

s
r
.
1 i |
1 B B B A R e
| S ‘fﬂ‘f%ﬂ‘\ﬁ¥~‘r7‘r*‘r*t*T*W* Ty
mrk R
e T O 4
S o e BN B
2**#*#*4—#7477\77\7*‘4 e =t 3
\
{
Tips . Project feedback:

N is g
t.rrf‘t)\ear\t\‘;r’:aan winning:
\ . f
. Seeking agx‘g g other
ers, \N ay to
A ?g;ms, isad at,e y\éuf
\earn and impro
okills.
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Robot and attachment design notes:

=) Tasks

|

\

) Choose another robot game
mission to work on.

3 Think about how each new mission

! fits into your mission strategy.

) Iterate and refine your program so
your robot completes the mission

! reliably.

B Be sure to document your design
process and testing for each

‘ mission!

=>» Share

Discuss the reflection questions.
Get together at the mat. Share the
robot skills you practiced in this
session and the work completed
on the innovation project.

Clean up your space.

=» Reflection Questions

» How has your innovation project
solution changed after sharing it
with others?

» How will you know if your solution
is going to make a positive impact
on others?

» How has your team used Core
Values to develop your robot and
project solution?

¢ In what order will you run the
missions in the robot game?

* It can take lots of practice to
build the attachments you
need to complete missions.

. pocument the changes and
Improvements you make

and share them with judge
at the event. Jeges

! . EDescribe the attachments you built
* Explain your different pr. .
| what the robot wij| do. e
* Explain

your rob i ;
looking ot design while

at the rubric criteria,

|
!

|

/

/

/

(}

)

|
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Think about innovation and
your team. Talk about examples
of how your team has been

|
.\
=» Introduction \ SQSSion

creative and solved problems.

Think about your robot mission Innovation: We use creativity
strategy on the mat and the and persistence to solve problems.
missions you will solve. A
Continue to create a solution for
each mission as time allows.
Iterate and improve your robot
design and innovation project ]
solutions. Be sure to document
what happens in each step.

'
=» Tasks E e rm e = R A R
|
l
.1

=» Share
Discuss the reflection questions. ‘F*‘T*%’T‘*T‘*‘T*T‘*ﬂ"ﬂ****\*’\‘”‘T"T"T’ ‘T - T‘ A T‘ . w‘ ) “ -
Get together at the mat. Share L,‘T,T‘fﬁ‘fﬁ‘fj‘fj‘fﬂ‘ ﬂ‘**“**“**‘*ff"“‘v T‘ ) t‘ ) w‘ S
the robot skills you practiced } R.Y 7#‘7#‘7#‘74747477;7“747*7ritit 4 f‘ 7 ﬁ‘ e
in this session and the work o 7 B ‘747%‘7777\77“”%###7#7*7ﬂ7 |
completed on the innovation H r*T*T*T*ﬂ‘L*T T T ,L,L,L,Ll, |
project. N N N s T B S
Clean up your space. ;
)
| - 1 -
9 Reflection Questions Iterations and improvements:

» How will your team demonstrate |
Core Values at the event? )

» How will your team explain what \
is innovative about your solution L
to the judges?

» What features on your robot
show your building skills?

* What changes have you made
to your innovation project and
robot design based on feedback
and testing?

Tips

i

] Yo’urteam's Core

. Values are evaluat

' ed
. on the robot design
{ and_mnovation project
| Tubrics. Visijt page 3

toseeallc
listed ore Valyes

e e e et e i i i

.....

}
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=) Introduction

Think about impact and your
team. Talk about examples
of how your team has had a
positive influence on you and
others.

e

Session1o

T R T Tt TR

. == x =y
| FT'-F i

=>» Tasks

Plan out your project

~ presentation. Refer to the

i innovation project rubric for what
| to include in your presentation.
|

|

|

i

|

|

\ Impact: We apply what we learn to improve our world.

e

b o ’;_1"“:“,.} ‘.<:“".";"_- otk il '!':-""-'ﬁﬁ‘déﬁu"&:
it e -

- _‘,‘7}7\7\7 [ -

4 e el g it

P W

— e
&
|
|
|
|
|
|
|
|
s
=
T
T T A

Write out your innovation project
presentation script.
Create any props or displays
that you need. Engaging your
B l audience can help ensure they
\ remember your key points.

=T = ]

1 0 T O W s I
A O N ©
| R ] et ) SAPSTEE
I P R e s o 1
20| A0 | R
N AP
| 7‘7\7\7‘7\7\7 ||

Continue to create, test, and

e

iterate on your robot solution.
Continue practicing 2.5-minute
robot games with all the
missions you have worked on.

{

|

/ =) Share
/

o

I O B B I A
i S s B B I R B B

Discuss the reflection questions.
Get together at the mat. Share
the robot skills you practiced

in this session and the work

Presentation outline:

completed on the innovation
f__ project.

Clean up your space.

=) Reflection Questions

* How did your team decide which
missions to attempt?

» What is your team most proud of
in your work on the project and
robot design?

» What skills have you developed
throughout your FIRST® LEGO®
League experience?

T e T

Tips

. Y<_)ur team will have 5
| minutes to present your
project solution.

* Create an outline to make
sSure you are sharing what
the judges need to hear.
Look at the rubrics and the

judging session flowchart for
support.
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=> Introduction

Think about inclusion and your
team. Talk about examples of
how your team makes sure
everyone is respected and their
voices are heard.

)

Complete the “Event Time” \ B = T TR PR T K
§
|

Session

B S

section of the Team Progress |ﬁ clusion: We respect each other and
sheet on page 8. embrace our differences.

=) Tasks

Continue working on your
innovation project presentation.
Plan and write out your robot ]
design explanation. Refer to the
robot design rubric for what to
cover.

Make sure to share how each
member of the team contributed

‘ . . B S
AT T R N S B
to the project and robot design. | T T‘ T‘ T‘ #Lj‘,j,ﬂ‘,,,,“,,“,,‘r,‘r,‘t#,‘T,T‘, ﬂ‘ ; “ 7
Practice your full explanation. F*T*T‘*T“*T #‘ 7‘ ] ERREEC ‘T 7 f‘ ; ﬂ‘ 7 “ 7
T T T
| ‘ N S I S S 7#,‘?,,‘?,, i -
P Shiats 5 ‘W‘Tﬁﬁﬁiﬁfﬁw T J\ Tl E L
| A _— 77777,\J7 77‘77’77 o =
Discuss the reflection questions. y e e e o>
Practice your project )
presentation and collect ' ) . -
feedback. ‘1 Robot design explanation outline:

Clean up your space.

=» Reflection Questions

I

» What will you do if a mission L
does not work during a match?

* How are everyone’s
contributions recognized in the
presentation?

* How has FIRST® LEGO® K
League made a difference for )
you? l

)
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seSSion => Introduction

) Reflect on how your team
has had fun while exploring

3 the season theme. Talk about

\

j}

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

Look at your team’s goals listed

on page 8. Did you achieve
them?

=>» Tasks

| Rehearse your full presentation
communicating your innovation
project and robot design work.
Collect feedback on your

\ presentation from your coach, a

\ mentor, or another team.

Practice multiple 2.5-minute

robot game matches and

calculate the points you score.

Review page 26, Prepare

for Your Event, and page 27,

Rubrics & Scoresheets.

=>» Share

Discuss the reflection questions.
Review the judging rubrics and
robot game scoresheet.
Practice presenting your project
!._ and robot design explanation.

( Clean up your space.

Presentation feedback: /

\

(

) =>» Reflection Questions

{ * What is your plan for having
your team’s robot attachments

f ready for the robot game?

¢

{

» What has your team
accomplished?

Tips

* Demonstrate your Core
‘ Values during the entire
event.

. Plarj to talk about your robot
dgsngn and game strategy
Wwithout the robot game field.

. Yqu can continue solving
missions and working on
your innovation project
before your eventl
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Prepare for Your Event

Make a packing list. You'll at least need your
robot and attachments, device with your programs,
chargers, project and judging materials (poster,
model, or visuals), and any team notes.

Practice and plan the day. Review the event
schedule and practice your innovation project
and robot design presentations. Decide who will
present each part during judging and confirm who
will do what at the robot game.

Think about your innovation project. Can

you describe the problem you chose and how it
connects to the season theme? How did you share
your solution and iterate based on feedback? What
is innovative about your solution and how could it
help others?

1 Think about your robot design and mission
|

a
\
\
|
\
|
|
!

strategy. Which missions did your team attempt to
solve and what resources helped you learn how to
build and code your robot? How will you describe
what each member of your team contributed and
the improvements you made along the way?

Reflect on the Core Values your team has used.
Think back on your season and be ready to share
how your team worked together, overcame

| challenges, and what you learned from

/ your journey.

Tips for a Great Event Day

+ Stay organized by knowing your schedule and

where you need to be. Arrive on time, keep
track of your materials, and be ready for your
judging session and robot game matches.

Support your teammates and communicate
clearly. Encourage each other, solve problems
together, and remember that teamwork is one
of your biggest strengths.

Be flexible and stay positive. Not everything
may go as planned, but how you respond

to challenges shows your Gracious
Professionalism®.

Most importantly, have fun and celebrate
your hard work! Take pride in what you've
accomplished this season and enjoy the
experience of sharing it with others.

Watch this video to
prepare for your event.

We will

present our ) We will explain our :
We will describe innovation Whe will ref{ect different programs r\n/\i/:s\ilt\g: t;fat‘tc;ur
our robot design project! on how our.team and how they make gy

in robot game
matches.

showed Core

and all its different
Values.

parts.

our robot act.
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Rubrics & Scoresheets

FIRST® LEGO® League is evaluated equally in

four areas: Core Values, Innovation Project, Robot
Design, and Robot Game. Judges will use rubrics and
referees will use scoresheets to assess your work
and provide feedback.

The rubrics outline what judges are looking for during
your session, and the flowchart shows the order you
should present your work. It is your team’s job to
explain everything to the judges during the session.
Judges may ask questions to learn more and will give
feedback at the end of the session.

Judging Session Feedback

Robot
Design

Innovation

Project

IsOEE,  RobotDesign
[ b

Core
Values

During the robot game, referees will use
scoresheets to record your results. You'll
have multiple matches to try your mission
strategy, and only your highest score will

count.

Core Values are evaluated both in judging
and during the robot game. In the judging
session, your team will share how you
applied Core Values throughout your season.
During the robot game, referees will observe
how your team demonstrates Gracious

Professionalism®.

Make sure you review the rubrics

and scoresheets before your event.
Understanding how you are evaluated will
help your team compete confidently.

"y Judging and
Scoring Materials

UNEARTHED™
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Pseudocode

Mission Name: Mission Number:

T - —— T gy Wy T

CODINGSTEPS Fed

Write out the moves the robot should make to complete the mission.

a
|
)
|
|
|

Move 1 Move 6
Move 2 Move 7
Move 3 Move 8
Move 4 Move 9

]

‘ Move 5 Move 10

ji

P R Y g v Go to the app and

start a new project.
Explore which :
coding blocks will
move your robot
the same way
as your planned
coding steps would
move it.

; ROBOT PATH DIAGRAM

HNEEEE NN NN N
LI T IT T TTTTTTT]

Complete this page in Session 6.
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Innovation Project Planning {

‘.Pﬁvfbé -~-.j . | youtolow . ¥
E&}L\;\n||11\\\\\\1\\1\\\\|||147 ;’
EMHH»nmuuuuwuwyuui]i,j-
Dh "N dEpRT s RPN YRR SN\,
P . 5 O R W W, |5
I A ot T 5P I 5,
e e e e
NE YN RN [j e e L S {_
if?f?f"*"'iiiiiiHii\‘f\flf1ffl:[—.
[t e e e e O o o e e e e IR I I R L
i\i\x||||||1J|\\\\\\\\\\\||.7“.

e T

\
Wi iin wuwrerlycugoiyoui lfoL'mLﬁtm,—Lntl— j

include details such!as the title, author, or website

SOURCES

T g e o Sa

———— —— T e gy ™

Complete this page in Session 6.
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Robot Design Notes

&
|

S

|
|
|
\z
|

J
|
i

o — .

3
J
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Careers and Technology

Archaeologists are storytellers of the past.
Archaeologists do lots of different jobs to help

people learn about the past. They may do research,
excavate or dig up treasures from underground, study
in a lab, or manage collections of ancient artifacts.

ANy XN

Lab technicians help organize the items that
archaeologists find. They carefully clean and
measure the objects, and sometimes they put broken
pieces back together like a puzzle. Microscopes,
cameras, and 3D printers are some of the equipment
that may be used in the lab.

Anthropologists are interested in how people lived

in the past. They work closely with archaeologists to
study human history and how people have changed
over time. They study human-made artifacts and use
clues from the site to interpret how the objects were
used long ago.

Career EI E‘-I
Resources % 1
(=]

_sitona

ager . |

o g

The site manager makes sure everything runs
smoothly at the dig site. They help keep the people
and supplies organized so the team can work
efficiently. If something exciting happens, the site
manager might be the first person called.

artifacts so they can be studied for a long time. When
artifacts are found by archaeologists, they might be

dirty, damaged, or in multiple pieces. Conservators may
have to work quickly because some artifacts will fall

apart if they are not treated carefully. \

Aconservator is an expert in fixing and protecting {
\

\
L

Geologists help at dig sites because they are experts
in rocks and soil. They can use technology to figure
out how old the rocks are to help understand how the
site has changed over time.

’ﬂ-ﬂ-'"_-*-_ﬁ"ﬁ_-‘ e T e e e e e
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