CODE A PATH
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Directions: Code the LONGEST
path yeu can find threugh the
maze using arrows (up, down,
left, or right). Use the conditional
statement chart when you enter
a block with a snowflake. One
arrow represents one block on
the game board. Include START
and FINISH blocks.

You MUST avoid all snowmen! @
BONUS: Find two infinite loops! "
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Unplugged Coding Activities

When you don't have access to tech or when your kids aren't quite ready for coding
with tech, use these coding activities! There are three different maze puzzles to code,
plus a “make your own” option.

How tfo Use the Coding Puzzles
Puzzles/activities are labeled A, B, C in the bottom right corner (increasing in
difficulty). Students must stay on the game board.

1) The first puzzle has students simply draw a safe path following the rules of the
game. Students must use the conditional statement chart and follow what it says (for
example, if they see a snowflake with a 12-pointed star in the center, they must go
left out of that block).

Challenge ideas:

« Have students count out how many steps their path takes.

« Have students find the one block on the puzzle they can never reach.

2) The second puzzle is very similar to the first puzzle but students will need to code

their path with arrows.

« Have students identify a “trap” - safe blocks they are unable to travel to because
they would get stuck there, or a block they could travel to but have to back out of.

3) The third puzzle is the most challenging, as all of the conditional statements
include two steps and students should try to find the longest path they can. That
means students will need to plan ahead and may need to try out several codes!

There are multiple locations where students could get “stuck” in an infinite loop.
These have been marked on the solution/key. No, getting caught in an infinite loop
does NOT make their path the longest, because they need to get to FINISH.

Students Make Their Own Coding Puzzle (or you can!)

This activity is best for students that need a challenge and are able to cut and glue
the pieces onto the board. They can lay out their puzzle first, using the snowflakes
and snowmen as desired. Ideas other than simple direction or arrows moves:

e If you land on a snowman, you have to move to/encounter a particular snowflake
next.

« If you land on a particular snowflake or snowman, you can “teleport” to another
object like it.

« If you land on a certain snowman, you need o jump ALL THE WAY to the top row,
but in the same column.

Once students have finalized their game board, Theéshould check it or have another
student check it (but not write on it yet!). If you are able, copy them and then you wiill
have multiple puzzles for students to complete! You can even create your own this
way.
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Directions: Draw a
path through the
maze. Use the
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Write your code here:

4_ Directions: Code a path]__FINISH
through the maze using

arrows (up, down, left, or

right) fromm START to FINISH.

Use the conditional

statement chart when you
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snowflake. One arrow

GO represents one block on the
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Directions: Code the LONGEST
path you can find through the
maze using arrows (up, down,
left, or right) from START to
FINISH. Use the conditional
statement chart when you enter
a block with a snowflake. One
arrow represents one block on
the game board.

You MUST avoid all snowmen!
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Possible Solutions
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4 Directions: Code a path]__FINISH
through the maze using

arrows (up, down, left, or

This is just one possible 3 é GO right) from START to FINISH.

il Use the conditional
solufion* statement chart when you
enter a block with a
snowflake. One arrow
GO represents one block on the
game board.
* You MUST avoid all

snowmen! ©Meredith Anderson
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Write your code here:
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This is just one possible
solution, NOT the
longest possible

solution! Students may

end up with 50+ steps/
arrows!

Infinite loops are shown
in red.
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Directions: Code the LONGEST
path you can find through the
maze using arrows (up, down,
left, or right) from START to
FINISH. Use the conditional
statement chart when you enter
a block with a snowflake. One
arrow represents one block on
the game board.

You MUST avoid all snowmen!
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Make Your Own




Name CODE A PATH

START IF | THEN

Write your code here:

O

EINISH

Directions: Make your own
coding board. Create at least
two conditional statements in
the chart.
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FREE EDP POSTERS

| have created a number of free EDP posters if any of these appeal fo you more!

Download them by going here.

Or enter bit.ly/EDPonMomgineer
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Terms of Use: © Meredith Anderson. Download of this resource gives the user
the right to reproduce the pages for one classroom only. Copying any part of
this document and placing it on the Internet in any form is strictly forbidden

and is a violation of the Digital Millennium Copyright Act (DMCA). If you have

found this resource posted online, please email me at
momgineer.blog@gmail.com. Thank you for your cooperation!



http://www.kimberlygeswein.com/
https://www.teacherspayteachers.com/Store/A-Perfect-Blend
https://www.teacherspayteachers.com/Store/Photo-Clipz
https://katehadfielddesigns.com/
mailto:momgineer.blog@gmail.com
mailto:momgineer.blog@gmail.com
https://momgineer.com/the-engineering-design-process-for-kids/
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RELATED RESOURCES

AllfCoding & Rebofics Resources

or enter bit.ly/CodingRobotics
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Fast/ Slow Snowflake
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Created by Meredith Anderson

LOOKING FOR SOMETHING ELSE?

EMAIL ME! meredith@momgineer.com


mailto:meredith@momgineer.com
https://www.teacherspayteachers.com/Product/Coding-with-Robots-Tracks-and-Mazes-for-STEM-Robotics-and-Hour-of-Code-3499378?aref=jvmjg1aa&utm_source=Unplugged%20Coding%20Snowflake&utm_campaign=Maze%20Craze
https://www.teacherspayteachers.com/Store/Meredith-Anderson-Momgineer/Category/STEM-Robotics-and-Coding-394045?utm_source=Unplugged%20Coding%20Freebie&utm_campaign=All%20Coding%20and%20Robotics%20Resources
https://www.teacherspayteachers.com/Product/Robot-Activites-for-Hour-of-Code-can-be-used-with-Dash-or-Sphero-more-5062359?utm_source=Unplugged%20Coding%20Snowflake&utm_campaign=Coding%20Activities
https://www.teacherspayteachers.com/Product/Hour-of-Code-Activities-Programming-with-Nursery-Rhymes-STEAM-Projects-Scratch-3878304?utm_source=Unplugged%20Coding%20Snowflake&utm_campaign=Scratch%20Coding
https://www.teacherspayteachers.com/Product/Winter-STEM-Challenges-Snowflake-STEM-2263542
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