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Students will be learning how to code a program. Programming is how 
people communicate directions to a computer to perform actions. Students 
must create a program for a character (toy, lego, etc…) to move through a 
maze (from the printouts or their own design). Programs must include 
directions like “Turn Left” & “for” statements. Using an “if” statement is a 
bonus. The final product of this assignment is on the last page of this 
document. Send an email with a photo of your child near their build 
with the code next to it. Below are the steps to get there. Please read it 
carefully.  
 
STEP 1: 
The first time only, you will need to print, laminate (optional, but 
recommended) and cut out all the pieces.  
 

 
 
STEP 2: 



 

Next you will need to set up your maze. You can use any of the 5 provided 
mazes or if you choose, you can make your own maze with the blank grid 
provided. Once you’ve selected your maze, there are 3 options for setup:  
 

1. If you do not have LEGO of DUPLO pieces or if you would just rather 
save time, you can use the provided mazes as-is. You just need a 
figure to place on your maze that has a front, so that you know which 
way it is facing. 

2. If you are a fan of LEGO, you can cover the gray parts of the 
provided mazes with LEGO bricks. 

3. If you are a fan of DUPLO, I recommend cutting out the white part of 
the maze, placing it on a DUPLO board and then covering the board 
with DUPLO bricks to form the walls. You could also just place the 
DUPLO pieces directly on the laminated maze, but I found that didn’t 
work very well as the walls needed to be pretty high in order to have 
all the pieces connected together, which makes it hard to move the 
figure. 

 

 



 

 

 
Level 1: The first step for youngest kids is to teach them how to think from 
the point of view (reference frame) of the character in the maze. To do this, 
place the figure at the start of the maze and give your child all the green 
cards in 3 piles (Go Forward, Turn Right, and Turn Left). Your child needs 
to place the instructions that he or she thinks the character needs to follow 
into a long list. For example, in the LEGO (not DUPLO) maze above, 
construction worker Emmet needs to: Go Forward, Go Forward, Go 
Forward, Turn Right, Go Forward, etc. You should pay attention to left and 
right turns. Left is in relation to the position of the character. It is not for 
where you are sitting.  
 
Level 2: Once your child is good at Level 1, you can show them how they 
can use a loop that says “For ___ Steps” to do a command rather than just 
repeating the same card over and over. For the example above, the 
solution would look as shown. Notice that the command (or commands) 
inside a “for” loop are indented slightly. Not all coding languages are picky 



 

about this indent, but some are, and it makes the code more human 
readable anyway, so it’s a good habit to get in. At the end of the “for” loop, 
you place an “End” card to note where the loop ends. Again, not all 
programming languages require this “end” command, but many do. 
 

 
 
 
Level 3: Once kids are able to think more abstractly, you can teach them 
about conditional “if” statements. Once I learned about if statements in 
college, I couldn’t stop applying them to my daily life. It basically felt like 
every decision could be summarized using one of these decision trees.  
 
For example, if I was trying to decide where to have dinner, I might think 
something like: “IF my friend Kelly is free, 
—> then I will go get Thai food with her. 
ELSE IF they are serving something edible at my dorm’s cafeteria, 
—> then I’ll pick something up there. 
ELSE 
—> I will stay in my dorm room and have some cereal and ice cream. 
END IF.” 



 

 

 


