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A practical season plan for coaches
Help students build and code team tools, investigate biodiversity, practice collaboration, and explain what they learned. This guide takes a team from its first meeting through an event and a final celebration.
Each week includes a goal, coach preparation, a timed agenda, student activities, coaching questions, and a clear stopping point. The added editable worksheets support project research, all four game roles, team planning, and judging preparation.
Planning assumption One two-hour meeting per week, with optional extra build or practice time. Week 14 is the event; Week 15 is reflection. Move those weeks to match your local calendar.
Edition note This is working draft document subject to revision.
Prepared October 2, 2026. 












An independent coaching companion. Official FIRST and LEGO Education documents govern the program and game. FIRST, LEGO, and BIOGLOW are trademarks of their respective owners.


How to use this guide
Start with the setup pages, then work through the weekly plans. Read the listed official resources alongside each plan; this guide does not replace building instructions, role cards, or scoring documents. Source numbers in brackets point to the linked resource directory at the end.
	Section
	What you will find

	Getting started
	Coach responsibilities, inclusion, budget planning, and family communication  Page 3.

	Equipment and game essentials
	Field setup, hardware planning, role overview, and rules to revisit  Page 4–5.

	Season roadmap and Week 0
	A map to the 16 official sessions and preparation before students arrive  Page 6–7.

	Weeks 1 through 6
	Welcome, tool building, and guided practice in all four roles  Page 8–13.

	Weeks 7 through 11
	Team strategy, project selection, testing, and improvement  Page 14–18.

	Weeks 12 through 15
	Rehearsal, sharing work, event day, and reflection  Page 19–22.

	Judging and event support
	Presentation timing, evidence selection, packing, and event logistics  Page 23–24.

	Printable worksheets
	Team plans, engineering tests, research notes, and match reflection  Page 25–28.

	Resource directory
	Links to the official materials and the reference guide credit  Page 29–30. Added worksheet pack: pages 31–47.



Read the weekly timing as a starting point
The two-hour agendas are coaching suggestions, not official session lengths. Model building and debugging may need another meeting. Reserve an optional 30–60-minute work block when students need it. A team with a shorter meeting can split the game and project blocks across two dates.
If you fall behind, reduce the number of game actions being developed and simplify presentation materials. Keep time for student decisions, testing, the project, and reflection. An unfinished ambitious mechanism should not consume the entire season.
Keep the work in students’ hands
Keep students on track with frequent reminds, give them access to resources, and time to try. Ask them to explain a prediction before a test and compare it with what happened. Ask them to make decisions.
Make sure the team documents their work often
End each meeting with one photo or sketch, one result, and one next step. A student’s short explanation of a changed decision is more useful than pages of copied facts. Keep source credits beside borrowed designs, code, and research.


Make a realistic budget
Request current local prices. Track confirmed costs separately from estimates, and pay for the learning essentials before optional shirts or giveaways.
	Budget item
	Estimate
	Confirmed cost or sponsor

	Registration and event fees
	________
	________________________

	CS & AI kits and season set
	________
	________________________

	Device and charging supplies
	________
	________________________

	Field space and table materials
	________
	________________________

	Storage and printing
	________
	________________________

	Transport and food
	________
	________________________



Family message to prepare Meeting dates, pickup arrangements, event date, expected costs, contact method, access needs, and how families can help. Put the key dates in one shared calendar.


Equipment and meeting space
Use the Future Edition 3–8 section of the season page. Choose the team-tool instructions that match kit 45521 or 45522. Keep the selected build links with your kit inventory so students do not accidentally mix instruction versions. [1, 15]
Equipment
Confirm which CS & AI kits and BIOGLOW season components your registration provides. Inventory motors, sensors, controllers, connection cards, LEGO elements, mats, and model bags against the supplied inventories.
Test your intended device with Coding Canvas and the hardware. Confirm school permissions and access with your technology staff before the first coding meeting. [16]
Provide labeled containers, a charging location, printed role cards, a timer, and a place to save code and photos. Keep chargers in the preparation area and check match equipment rules separately.
Build the correct field
Build both half-fields. A half-field is useful for early practice; join the red and blue halves for full-game rehearsal. Use the Field Map, model books 1–9, and electronics books E1–E3 together. Check model position, token placement, and connections against those sources. [5, 15]
The table instructions specify a full-field interior of 93 ± 1/8 by 45 ± 1/8 inches. Border height is 2½–4 inches, with consistent height across the table; wall thickness is at most 2 inches. Use the complete official plan for construction and mat alignment. A clean, smooth, solid floor is an alternative practice surface. [14]
Organize the room around the work
Create a building area, a device and research area, and a clear field perimeter. Label a shelf “Keep built” and another bin “Ready to sort.” Store unfinished mechanisms with a note naming their owner and next test. Keep food and loose supplies away from the field.
Save and restore work
Use a simple filename such as TeamName_Technician_v03_2026-10-02. Record what changed. Keep one tested version and a separate experimental copy. Before packing up, have another student locate and reopen the saved work. Photograph important assemblies before disassembly.
Extra preparation Schedule a model-building session if necessary. Students should take part in checking the field even when adults prepare the table and organize bags.


Game and project essentials
The four areas are Game, Engineering Design, Project, and Core Values. [2] The six Core Values are Discovery, Innovation, Impact, Inclusion, Teamwork, and Fun. Use them in everyday decisions. [23]
	Role
	Starting point for guided practice

	Driver
	Navigate the driving base and deliver tokens to Central Haven. [6]

	Operator
	Use a mechanical tool to deliver resources to the grand tree base. [7]

	Technician
	Use a motor-and-sensor tool to deliver keystone species to the young forest. [8]

	Specialist
	Operate the grand tree, cycle a resource upward, and expose the waterfall entrance. [9]



Competition facts to keep visible
Matches last 2:30. At least three official matches contribute to the average used for game ranking. One player fills each of the four roles during a match; players remain in their assigned areas and cannot switch mid-match. Rehearse setup and review scores with the referee. [3]
Allowed hardware totals are two single motors, two double motors, two color sensors, and two controllers. Required field hardware uses one single motor, one double motor, one color sensor, and one connection card; those devices count within the totals. Equipment inspection includes an 8-inch height limit. Check all equipment, device, handling, storage, and role restrictions in Rules 4–18. [3]
The September 24 update adds referee discretion to penalize clear violations or repeated or strategic misuse of rules. Recheck Game Updates weekly. [4]
Learn the Robot Game missions
Mighty Microbiomes concerns species placement; Roots of Renewal moves resources through the tree; Cave Waterfall cycles species; Rainforest Awakening releases tokens; Central Haven rewards shared delivery. Invasive Attack is an optional added challenge. Use Game Missions for exact scoring conditions and the official scoresheet to record results. [10, 17]
Choose one project path as a team
Students explore all four role-linked topics before choosing a project path: aerial technology, nearby conservation, ecosystem monitoring, or restoration of land. The project should answer the selected path’s prompt. Early conversations can begin during role practice; Week 8 is the planned selection point. [11–13, 19]
Coach reminder A game role is a practice responsibility, not a student’s permanent identity. Everyone should have opportunities to build, code, research, explain, and try different roles between practice rounds.


The 15 week roadmap
The Engineering Notebook lists 16 sessions. This coaching schedule combines selected early and rehearsal sessions, places the event in Week 14, and adds reflection in Week 15. The mapping is an adaptation, not an official timetable. [2]
	Week
	Focus and milestone
	Notebook session

	1
	Welcome and introduction; team agreement
	1–2

	2
	Build team tools; save first code
	3

	3
	Driver practice; delivery test
	4

	4
	Operator practice; mechanical comparison
	5

	5
	Technician practice; trigger test
	6

	6
	Specialist practice; coordinated sequence
	7

	7
	Combine roles; first team strategy
	8

	8
	Choose a project path; research plan
	9

	9
	Improve tools; comparable trials
	10

	10
	Improve team strategy; match records
	11

	11
	Develop project idea; feedback revision
	12

	12
	Rehearse a competition; evidence check
	13–14

	13
	Share work; final presentations and packing
	15

	14
	Participate in event
	16

	15
	Reflect, celebrate, and preserve learning
	Coach-added reflection



Adjust to your event date
Count backward from your event. Protect rehearsal time. Repeat Weeks 9–11 if time allows; otherwise reduce game scope and focus the project question.
The weekly rhythm
Open with a goal and update check; close with evidence and cleanup. Offer an in-meeting alternative to every home task.


Week 0 Before the first meeting
Coach outcome The team can arrive and begin learning without spending its first meeting solving access or equipment problems.
Confirm the season arrangements
Register for the competition. Sign up for events.
Set the 15-week calendar. Mark school holidays and known absences. Identify one optional catch-up date after tool building and another before rehearsal.
Confirm family consent and supervision arrangements required by your program. Prepare a reliable pickup and emergency-contact process.
Prepare the learning materials
Download or bookmark resources. Print the Rulebook, current Game Updates, four role cards, rubric, flowchart, and a few scoresheets.
Open the Engineering Notebook and review its sequence. Prepare a shared notebook or folder and the worksheets at the back of this guide. You can use the worksheets provided on FLLTutorials.
Inventory the season set and CS & AI kits. Sort bags by build number to make sure there are no missing bags. Test charging, pairing, and saving a small Coding Canvas program.
Choose instructions for the kit you actually own. Make a roster of build tasks and leave time for student checks rather than building all team tools for them.
Set up the room
Prepare an uncluttered field space, accessible work surfaces, labeled storage, and a visible meeting agenda. Print a one-page role rotation sheet. Put common tools and parts where students can find and return them independently.
Prepare your coaching habits
Practice four questions: “What do you predict will happen?”, “What changed between these attempts?”, “What have you tried so far?”, and “What should we try next?” When a student asks you to fix a mechanism, first ask them to show the failure. Have them present their next steps. Help them choose a smaller test.
Before you close preparation
Make sure at least one student-ready activity works without a device. A paper field sketch, a LEGO mechanism challenge, or a team agreement discussion can keep learning moving while an adult resolves a technical issue.


Week 1 Welcome and Introduction
Goal Students feel included and can describe what the team will work on.
Notebook sessions 1–2
Prepare Prepare name cards, model bags, instructions, and a field sketch. Open the season introduction video. Identify model builds that fit the available time.
Agenda 10 min Welcome and interests  •  15 min Season introduction and team agreement  •  45 min Model building and field tour  •  10 min Break and teamwork reflection  •  25 min Biodiversity questions  •  15 min Record progress and clean up
Game and engineering design
Assign pairs to a model with a builder and a checker; swap midway. Check the completed model against its instructions and the Field Map. Invite each pair to explain what moves and what could go wrong if a part is reversed. Place unfinished builds in labeled trays. Walk around the field and invite predictions without trying to settle every strategy question.
Project
Ask each student to sketch one connection among plants, animals, water, and people. Collect questions on a “Things we wonder” page. Separate things students observed from things they guessed. Explain that the team will examine several project paths before choosing one.
Core Values
Write a short team agreement covering turns, disagreement, asking for help, and cleanup. Give every student one contribution before choosing wording. Ask which agreement will be hardest to follow and how the team will notice.
Ask “How can we make sure everyone gets a useful job today?”
Finish with Team agreement, named storage, a checked model or documented build progress, and a shared question list.
Between meetings Optional: bring a biodiversity question or an observation from a book, video, or nearby outdoor space. Do not require internet research.
FLLTutorials worksheets Use CV1–CV2 (pages 44–45) for team identity, individual interests, and season goals. Invite every student to contribute before choosing a name or priorities.


Week 2 Build the tools and begin coding
Goal Students can identify their equipment, run a small test, and save their work.
Notebook session 3
Prepare Select the 45521 or 45522 team-tool books. Charge hardware and test Coding Canvas on the meeting device. Prepare a folder for each team.
Agenda 10 min Goals and equipment check  •  45 min Build and inspect team tools  •  10 min Break and role rotation  •  30 min First code experiment  •  10 min Introduce the project paths  •  15 min Save evidence and clean up
Game and engineering design
Build the four starter tools in pairs or stations. Keep model hardware and tool hardware assignments visible. Have a second pair inspect one moving assembly before powering it. In Coding Canvas, use the available introductory material to run one motor action, change one setting, and predict the effect. Save both versions with useful names. Have another student reopen the tested version and explain how to stop it.
Project
Lay out the four Project Path documents. Students skim the pictures, titles, and prompts, then write one question beside each. Keep all four paths open at this stage. Explain that a project idea should grow out of what the team learns.
Core Values
Use a teach-back: one student explains a build step and another demonstrates it. Swap roles. Discuss which words, pointing, or pictures helped most. Make room for students who prefer to draw an explanation.
Ask “What evidence tells you that you changed the program you meant to change?”
Finish with Usable starter tools or a clear finishing list; one saved and reopened code experiment.
Between meetings Optional: sketch an improvement to a tool. If builds need more time, use the catch-up block before Week 3.
FLLTutorials worksheets Use CV2 (page 45) to allocate build and coding opportunities. Introduce ED3–ED6 (pages 40–43), one record for each role; note the kit and instruction version.


Week 3 Practice the Driver role
Goal Students collect a delivery baseline and can explain a driving decision.
Notebook session 4
Prepare Read the Driver Role Card and Rulebook section 15. Prepare tokens, a repeatable start arrangement, and a test sheet. Keep a working starter program available.
Agenda 10 min Goal and role card  •  40 min Guided Driver practice  •  10 min Break and reflection  •  25 min Compare driving approaches  •  20 min Aerial technology discussion  •  15 min Record results and clean up
Game and engineering design
Try the role card’s guided delivery to Central Haven. Rotate the Driver between trials. Choose one comparison, such as approach direction or scoop shape, and keep the other conditions as similar as practical. Run three attempts for each option. Record delivered tokens and the main cause of any loss. Add a small code change if students can state what it should improve; retain the original version for comparison.
Project
Explore the Driver Project Path on aerial technology helping rainforests. Students sketch a researcher’s question and the information an aerial tool might collect. Ask how that information would change a conservation decision. Record an unanswered question instead of inventing a technical capability.
Core Values
Give feedback about an action: “The slower approach kept the tokens together.” Avoid ranking students as good or bad drivers. Ask the observer to find one improvement between attempts.
Ask “Was the improvement caused by the tool, the route, or extra practice? How could we tell?”
Finish with A labeled route sketch, six trial observations, and a question about the Driver project topic.
Between meetings Optional: locate one reliable example of aerial conservation work and bring the title or link. A supplied reading is equally useful.
FLLTutorials worksheets Use ED3 (page 40) for the Driver baseline, design alternatives, and test evidence. Record what worked, what failed, and what you will change.


Week 4 Practice the Operator role
Goal Students compare mechanical designs and recognize a useful trade-off.
Notebook session 5
Prepare Review the Operator Role Card and Rulebook section 16. Prepare the starter tool, resources, spare parts, and paper for two designs.
Agenda 10 min Goal and role boundaries  •  40 min Guided Operator practice  •  10 min Break and inclusion check  •  25 min Mechanical comparison  •  20 min Conservation discussion  •  15 min Document and clean up
Game and engineering design
Practice delivering resources toward the grand tree base using the role card. Students sketch two possible adjustments before building one. Compare a repeatable setting rather than simply trying harder each time. Record successful deliveries, misses, and ease of resetting. Ask students to check the relevant rules whenever an idea changes how the tool or player interacts with the field.
Project
Explore the Operator Project Path on a conservation project for a nearby ecosystem. Have students name a place they can learn about and people who care for it. Draw a simple map of who would use, maintain, or approve a proposed change. Keep observations separate from assumptions about what that place needs.
Core Values
Before selecting a design, each student describes someone else’s idea fairly. Then agree on a test that could help the team decide. Record the reason for the choice so a quieter student’s contribution is not lost.
Ask “What would make this mechanism easier for a teammate to use repeatedly?”
Finish with Two design sketches, a short comparison, and a conservation question linked to a real place.
Between meetings Optional: observe the chosen place with a responsible adult or use a supplied photograph. No collecting plants or animals is needed.
FLLTutorials worksheets Use ED4 (page 41) to compare Operator mechanisms. Include ease of use and trade-offs, not only successful deliveries.


Week 5 Practice the Technician role
Goal Students explain a sensor-to-action sequence and test one improvement.
Notebook session 6
Prepare Read the Technician Role Card and Rulebook section 17. Check the field and tool pairings separately. Have a known working setup for comparison.
Agenda 10 min Goal and pairing check  •  40 min Guided Technician practice  •  10 min Break and reset  •  25 min Sensor and code experiment  •  20 min Ecosystem monitoring discussion  •  15 min Record and clean up
Game and engineering design
Use the guided young-forest activity to establish a baseline. Ask students to draw the sequence from trigger to motor action to token movement. Change one mechanical or program setting and repeat the same test. If the tool fails, first classify the problem: connection, trigger, movement, or aiming. Let students investigate one category at a time. Keep a screenshot or sketch of the tested logic. 
Project
Explore the Technician Project Path on monitoring an ecosystem. Students choose a question a biologist might ask, then identify what observation would answer it. Ask how a misleading observation could lead to the wrong action. A drawn monitoring plan is enough for this early exploration.
Core Values
Rotate who predicts, operates, and records. Ask students to explain a failed attempt without blaming the operator. Name one thing the team learned because the attempt failed.
Ask “Did the sensor fail to trigger, or did the mechanism move but miss? What is your evidence?”
Finish with A sequence diagram or explanation, a tested change, and a monitoring question.
Between meetings Optional: write three observations that could distinguish a healthy habitat from one needing investigation. Treat them as research questions to verify.
FLLTutorials worksheets Use ED5 (page 42) to connect Technician sensor behavior, code changes, and test results. Save the program name with each version.


Week 6 Practice the Specialist role
Goal Students coordinate two actions and compare a manual and coded approach.
Notebook session 7
Prepare Review the Specialist Role Card and Rulebook section 18. Verify the grand tree assembly. Prepare a simple observation sheet with action and result columns.
Agenda 10 min Goal and tool review  •  35 min Guided Specialist practice  •  10 min Break and communication activity  •  30 min Coordinated tool practice  •  20 min Land restoration discussion  •  15 min Save evidence and clean up
Game and engineering design
Follow the role card to move a resource through the tree and reveal the waterfall entrance. Have observers describe the sequence accurately before adding speed. Pair the Specialist with another practice role and agree on a short ready signal. If the team is ready, compare a small coded action with the manual method. Judge the change by repeatability and ease of use, not by code length. 
Project
Explore the Specialist Project Path on restoring land for native plants and animals. Students draw a before-and-after concept, then list information they would need before proposing real work. Ask who maintains the site and how anyone would know whether the change helped.
Core Values
Practice a short instruction followed by a repeat-back. Discuss when a signal was unclear and agree on wording. Connect this to how the team handles an unexpected problem during practice.
Ask “What does your teammate need to know before your next action starts?”
Finish with A coordinated sequence, a record of one control comparison, and a restoration question.
Between meetings Optional: identify a local person or organization who could answer one of the four project-topic questions. Adults handle contact arrangements.
FLLTutorials worksheets Use ED6 (page 43) for Specialist tests and ED2 (page 39) for coordination signals. Finish the first round of practice before choosing permanent match assignments.


Week 7 Combine the roles into a team strategy
Goal Students choose an achievable opening plan and identify dependencies.
Notebook session 8
Prepare Prepare a full field if possible, all four tools, the scoresheet, and a timer. Read current Game Updates. Arrange student observers when the roster allows.
Agenda 10 min Goal and update check  •  35 min Coordinated game practice  •  10 min Break and debrief  •  30 min Plan and test an opening sequence  •  20 min Compare project interests  •  15 min Document and clean up
Game and engineering design
Begin with a short sequence the team can describe before moving. Ask observers to note waiting, crowding, lost tokens, and unclear signals. Draw a strategy map showing where one action helps another. Choose two dependable actions and one stretch action as an initial coaching target. Run a timed trial, reset carefully, and repeat. Use the official scoring materials rather than memory.
Project
Revisit the questions collected during Weeks 3–6. Let each student nominate one question worth pursuing and say why it matters. Group similar questions under the four official paths. Identify what information would make the choice easier next week.
Core Values
Hold a two-minute student debrief: each person offers one useful observation before anyone proposes a fix. The coach records the team’s decision without taking over the plan.
Ask “Where did we lose time because two people needed the same thing?”
Finish with A first strategy map, a scored baseline, and a shortlist of project questions.
Between meetings Optional: bring evidence that helps compare the shortlisted questions. If full-field access is limited, arrange shared practice before Week 12.
FLLTutorials worksheets Use ED1–ED2 (pages 38–39) to connect mission requirements with effects on both teams. Record who needs help and the exact signal or request.


Week 8 Choose the project path and question
Goal Students select one prompt and create a manageable research plan.
Notebook session 9
Prepare Provide all four Project Paths and two or three accessible research starting points. Prepare the research worksheet and a way for every student to vote or comment.
Agenda 10 min Goal and student questions  •  25 min Maintain one game skill  •  10 min Break  •  45 min Select a path and plan research  •  15 min Share the decision  •  15 min Save work and clean up
Game and engineering design
Use the short game block to repeat a previously successful action. Give a student who has had less practice a supported turn. Save the current working designs before the project discussion; avoid starting a large rebuild today.
Project
Read the four official prompts aloud. Compare interest, access to evidence, and the team’s ability to explain the problem. Select one path and copy its prompt accurately into the notebook. Narrow it to a question the students can investigate. Divide research questions across pairs: who is affected, what already exists, what is unknown, and what practical limits matter. For every source, record its title, organization, date if available, and the fact it supports. Arrange an interview only when students have questions that a source has not answered.
Core Values
Use quiet thinking time before discussion. Ask each student to explain a reason for a preferred path. If the team votes, record the reasoning and invite concerns from students whose option was not chosen.
Ask “Which fact would change our mind about this idea?”
Finish with One selected prompt, a focused question, assigned research tasks, and a source log.
Between meetings Optional: each pair brings one useful finding and one uncertainty. Provide an in-meeting alternative for students who cannot research at home.
FLLTutorials worksheets Use IP1 (page 33) to select a path and record research. IP2 (page 34) helps plan interviews and compare existing solutions. Review the Project rubric alongside these sheets.


Week 9 Test and improve the tools
Goal Students use comparable trials to choose a tool or code change.
Notebook session 10
Prepare Choose one unresolved tool problem with the students. Prepare spare parts, a saved working program, and the engineering test worksheet.
Agenda 10 min Goal and prediction  •  40 min Controlled tool comparison  •  10 min Break  •  25 min Retest and select a version  •  20 min Research findings  •  15 min Save evidence and clean up
Game and engineering design
Write a measurable goal such as reducing dropped tokens. Compare the current version with one alternative under the same reset conditions. Use five trials per version as a coaching target, recording all attempts. Change one factor at a time when feasible. Photograph the designs and note code filenames. Ask another student to follow the setup notes; if results change, improve the instructions or investigate why.
Project
Each research pair shares a finding and names its source. Identify facts that agree, facts that conflict, and questions still unanswered. Generate at least three possible responses to the chosen prompt before settling on an idea. Label new proposals as team ideas rather than established facts.
Core Values
Ask students to recognize a contribution that did not involve operating the tool, such as careful resets or discovering a useful source. Make these responsibilities visible in the rotation plan.
Ask “Would we choose this version if we included every attempt, including the frustrating ones?”
Finish with A completed comparison, a reasoned design choice, and several project ideas.
Between meetings Optional: make a drawing of the strongest project idea with labels showing what is known and what still needs testing.
FLLTutorials worksheets Continue ED3–ED6 (pages 40–43) for changed designs and up to ten trials. Use IP3 (page 35) to compare project ideas and explain a selection.


Week 10 Improve strategy and consistency
Goal Students evaluate a sequence across several matches and revise one weak point.
Notebook session 11
Prepare Prepare full-field practice, scoresheets, and the current strategy map. Invite another team if possible; otherwise assign observers to represent shared-field activity.
Agenda 10 min Goal and update check  •  45 min Three practice matches with resets  •  10 min Break  •  20 min Diagnose one repeated loss  •  20 min Develop the project concept  •  15 min Record and clean up
Game and engineering design
Run three complete practice matches. Record each score, the average, and what interrupted the plan. Students choose one repeated loss to address: an unreliable action, a communication delay, or an unnecessary task. Compare the revised sequence with the baseline. Practice a short conversation with the other team about shared opportunities. If practicing alone, write down which assumptions still need a real partner test.
Project
Choose a project idea using the research gathered so far. Sketch who uses it, what happens first, and what benefit is expected. Compare it with an existing approach. Identify a trade-off such as upkeep, access, cost, disturbance, or data quality, then choose a small way to investigate it.
Core Values
After each match, replace “Who made the mistake?” with “What could our plan make easier?” Thank students who report a problem early.
Ask “Which small change is most likely to improve the next three matches?”
Finish with Three score records, one strategy revision, and a project concept with a named trade-off.
Between meetings Optional: prepare a question for someone who might use or maintain the project idea. Ask for specific feedback rather than approval.
FLLTutorials worksheets Revisit ED1–ED2 (pages 38–39) after practice matches. Use IP3–IP4 (pages 35–36) to connect feasibility, feedback, and evidence of potential impact.


Week 11 Develop and improve the project idea
Goal Students can explain their idea, its limits, and a revision supported by evidence.
Notebook session 12
Prepare Prepare simple model-making supplies and the selected Project Path. Arrange feedback from a suitable adult or peer group when feasible. Keep research notes available.
Agenda 10 min Goal and evidence review  •  25 min Game maintenance practice  •  10 min Break  •  45 min Project model and feedback  •  15 min Revise the explanation  •  15 min Save work and clean up
Game and engineering design
Run a familiar opening sequence, then ask a backup player to try it using the team’s notes. Repair only issues that threaten the established plan. Save larger optional experiments for after the event if time is tight.
Project
Make a drawing, model, demonstration, or plan that shows how the idea works. Test the most uncertain part at a suitable scale; a paper walkthrough may be enough. Ask a reviewer what is unclear, what could fail, and who would maintain it. Record the feedback accurately. Students decide which suggestions to use and explain why. Outline realistic steps toward implementation and identify what remains untested. Do not claim environmental impact that the team has not measured.
Core Values
Have each student explain one contribution made by a teammate. If one person has dominated the project, assign the next research or explanation task to someone else with support.
Ask “What did the feedback change, and what evidence supports keeping the rest?”
Finish with A clear visual or model, a recorded revision, and a short implementation plan with limitations.
Between meetings Optional: rehearse a one-minute explanation to a family member and note the first question they ask. Bring that question to Week 12.
FLLTutorials worksheets Use IP4 (page 36) for models, feedback, revisions, and impact evidence. Record actual sharing in CV3 (page 46); distinguish attendance from demonstrated impact.


Week 12 Rehearse a competition
Goal Students can move through game and judging practice with limited adult prompting.
Notebook sessions 13–14
Prepare Prepare a mock schedule, score forms, the judging rubric, and the official flowchart. Invite adults to listen without writing students’ answers.
Agenda 10 min Briefing and setup  •  30 min Game rehearsal and scoring  •  10 min Break  •  30 min Judging rehearsal and transition time  •  25 min Student review and priority fixes  •  15 min Save work and clean up
Game and engineering design
Start from packed equipment and have students prepare it. Include setup checks, a timed game, scoring discussion, and packing. An observer records where the team needs reminders. Rehearse with a different practice role assignment between rounds so an absence does not leave the team unprepared. Use the official rules to resolve questions rather than introducing a house rule.
Project
Run both presentations and questions using the flowchart on the judging page. Ask listeners to note unclear claims and missing evidence. Students identify the three most useful repairs; avoid replacing their wording with polished adult language. Test that a diagram or model can be understood from the listener’s position.
Core Values
Rehearse a calm response to an unexpected change: a missing prop, a failed demonstration, or a question nobody immediately understands. Students can ask for clarification and help each other think.
Ask “What can we make easier to explain without adding more material?”
Finish with A rehearsal record, a short repair list with owners, and a tested presentation backup.
Between meetings Optional: practice the section each student owns. If a rehearsal reveals a major gap, schedule a focused catch-up rather than adding several new goals.
FLLTutorials worksheets Use IP5 (page 37), the final-design section of ED3–ED6 (pages 40–43), and CV4 (page 47) to choose presentation evidence. Keep the official rubric beside the worksheets.


Week 13 Share the work and prepare to travel
Goal Students can explain their season and locate everything needed for the event.
Notebook session 15
Prepare Check the organizer’s latest message and Game Updates. Prepare the packing checklist, final code folder, presentation materials, and role plan.
Agenda 10 min Final goals and update check  •  25 min Confirm the game plan  •  10 min Break  •  35 min Presentations and questions  •  25 min Pack and review logistics  •  15 min Appreciation and cleanup
Game and engineering design
Repeat the opening game sequence using the version the team intends to take. Record that version’s filenames and photograph the tools. Freeze optional redesigns after this check; a necessary repair should still be retested. Have students point to the exact materials needed for inspection and ask an adult to check the packing list.
Project
Give the Project and Engineering Design presentations to a fresh audience. Ask one student to show the research record and another to explain a test. Include how the work changed over time. Check timing, visibility, and the ability to continue if the screen or demonstration is unavailable.
Core Values
Each student names a moment of growth and thanks someone for a specific action. Review how the team will encourage one another after a disappointing result and how it will greet volunteers and other teams.
Ask “If the audience remembers only one example of how we learned, which should it be?”
Finish with Final saved work, packed materials, a role plan, family logistics, and a short remaining-task list.
Between meetings Families confirm arrival, pickup, food, and contact arrangements. Students rest and bring their curiosity; last-minute memorization should not replace understanding.
FLLTutorials worksheets Rehearse from IP5 and CV4 (pages 37 and 47). Each student should explain a contribution and a specific example of learning; use notes as needed.


Week 14 Event day
Goal Students participate confidently, learn from others, and support their teammates.
Prepare Use the organizer’s actual schedule. Charge equipment, bring the checklist, and confirm contact and transport arrangements. Event day replaces the two-hour meeting.
Agenda Arrival: Check in and locate the team area  •  Before activities: Review schedule and materials  •  Game matches: Follow queue and setup procedures  •  Judging: Share work and listen to feedback  •  Between activities: Reset, eat, rest, and meet teams  •  Departure: Collect belongings and thank volunteers
Game and engineering design
Assign one adult to track the schedule while students manage their game plan. Before queuing, students check their equipment using the official inspection pages. After a match, let them discuss the result respectfully with the referee. Record what they learned while the details are fresh. Make only repairs the students understand and can test in the time available.
Project
Bring the chosen visuals and evidence to judging. Let students answer in their own words and ask for clarification when needed. Encourage them to hear feedback as an invitation to keep learning. Preserve returned materials for the reflection meeting rather than analyzing every comment in a busy hallway.
Core Values
Make room for breaks and different energy levels. Encourage students to notice another team’s helpful action. Celebrate a recovered mistake, a thoughtful answer, or kindness as well as a strong result. Follow local procedures for peer recognition if offered.
Ask “What do we need for our next activity, and who can help check?”
Finish with Participation, returned equipment, match notes, feedback collected when available, and a positive closing conversation.
Between meetings Ask each student to remember one proud moment and one question for the final meeting. Avoid deciding the team’s whole season by its placement.
FLLTutorials worksheets Use CV4 (page 47) to revisit respectful event behavior. Record helpful collaboration on CV3 (page 46) after activities, without interrupting participation.


Week 15 Reflect and celebrate
Goal Students recognize their growth and leave useful knowledge for future work.
Coach-added reflection · Use returned rubric and match notes
Prepare Bring early photos, test logs, saved programs, and event feedback. Prepare simple recognition notes and storage labels. Ask students what they would like to revisit.
Agenda 10 min Welcome and proud moments  •  25 min Compare early and final work  •  25 min Discuss feedback and lessons  •  10 min Break  •  30 min Celebrate and share knowledge  •  20 min Inventory and next steps
Game and engineering design
Lay out an early tool photo beside the final design. Ask students to identify a decision they would make again and one they would investigate differently. Revisit a saved test rather than relying only on memory. Write a short handover note explaining setup, code locations, unresolved problems, and useful advice. Inventory and store equipment according to its care instructions.
Project
Compare the first project question with the final explanation. Identify what the team knows now and what would require more evidence. If students want to continue, choose one modest follow-up, such as sharing a poster with a class or asking a new research question. Make future activity optional and confirm practical arrangements separately.
Core Values
Give recognition tied to observed actions: welcoming a teammate, documenting carefully, persisting through a problem, or making space for another idea. Invite students to reflect privately as well as aloud. Ask families for one practical suggestion for the next season.
Ask “What can you do now that you could not do at our first meeting?”
Finish with A season reflection, an equipment inventory, organized files, and student-chosen next steps.
FLLTutorials worksheets Return to CV1–CV2 (pages 44–45) and compare early goals with what students learned. Finish the evidence and next-step sections of CV3–CV4 (pages 46–47).


Prepare for judging
Practice with the current Future Edition rubric and flowchart. The official flow is shown below; confirm local arrangements with the organizer. The team-facing portions total 24 minutes, followed by 10 minutes for the judges’ discussion. [20, 21]
	Order
	Activity
	Time

	1
	Welcome and setup
	2 min

	2
	Project presentation
	5 min

	3
	Project questions
	3 min

	4
	Engineering Design presentation
	5 min

	5
	Engineering Design questions
	3 min

	6
	Core Values questions
	3 min

	7
	Judging feedback
	3 min

	8
	Team leaves and judges deliberate
	10 min



Choose evidence the students can explain
The rubric addresses research, idea development, practical impact, custom mechanical and coding work, testing, strategy, and participation. Read each row with the team and choose an example that actually occurred. Core Values also appear in marked rubric criteria. [20]
A useful Project story starts with the selected prompt and a concrete research finding, shows the idea and a revision, then explains what implementation would involve. A useful Engineering Design story shows a need, a proposed change, a test, and the resulting decision. These are coaching outlines, not required scripts.
Make five minutes usable
For each presentation make sure all the areas of the rubric are covered and evidence is presented without sounding rush or cutting one area short.
Practice answering rather than memorizing
Ask: “Why did you choose that?”, “What did your test show?”, “What would you change next?”, and “How did everyone contribute?” Let a student finish before another adds detail. If the answer is unknown, an honest explanation of how the team would investigate is appropriate.
Presentation backup Print the essential diagram, one code example, one testing record, and the key source list. Make sure students can explain these without a live demonstration.


Event packing and logistics
Use this as a planning checklist and verify the event’s instructions. Keep the match equipment separate from supplies intended only for the team’s preparation area.
Students check the game materials
□ Team tools, attachments, and current setup photographs
□ Field hardware and connection card specified in Rulebook page 5; tool hardware and cards checked against pages 4–5
□ Permitted device if used, tested code files, and a recoverable backup
□ Current Rulebook, Game Updates, role cards, and a scoresheet
□ A written role assignment for each planned match, with practice backups
Students check the judging materials
□ Project model, drawings, or presentation and a screen-free backup
□ Engineering examples, selected test results, and source credits
□ Notebook or evidence folder with important pages marked
□ Props or display supports actually used in the rehearsed presentation
Adults check the practical arrangements
□ Event confirmation, roster or consent paperwork requested locally, and contact list
□ Travel plan, arrival time, pickup plan, food arrangements, and access needs
□ Chargers and repair supplies for the preparation area; keep field restrictions in mind
□ Labeled carrying containers and an inventory for packing home
□ Organizer instructions on practice models, tables, power, display equipment, and what may remain with judges
Write down the actual schedule
	Activity
	Time
	Location
	Person tracking it

	Arrival and check-in
	________
	________
	________

	Coach briefing
	________
	________
	________

	Judging
	________
	________
	________

	Match 1
	________
	________
	________

	Match 2
	________
	________
	________

	Match 3 or later rounds
	________
	________
	________

	Closing and departure
	________
	________
	________





Worksheet Team plan and participation
Copy this page for a new planning cycle. Fill it in with students; use short phrases. The roles below are meeting responsibilities, separate from official game roles.
Team and date ________________________________________________________
Our next milestone ____________________________________________________
Today we want to learn ________________________________________________
	Task
	Student or pair
	Evidence we will save
	Done

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	



Practice opportunities
	Student
	Build
	Code
	Research
	Explain
	Try a new game role

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	



Mark opportunities after they happen. Copy this sheet for additional students.
A decision we made together
The options were _______________________________________________________

We chose __________________ because ____________________________________

An idea we want to revisit ________________________________________________
Close the meeting
A contribution we appreciated _____________________________________________

One thing that made participation easier ____________________________________

Next action and owner ___________________________________________________


Worksheet Engineering test record
Use one page for a comparison. Decide what counts as success before beginning. A small, fair test is more useful than a long list of unexplained attempts.
Date and students _____________________________________________________
Tool or action ________________________________________________________
Question and prediction ________________________________________________
________________________________________________________________________
Version A and code filename ____________________________________________
Version B and code filename ____________________________________________
What we changed _____________________________________________________
What we kept the same ________________________________________________
Success means _______________________________________________________
	Trial
	Version A result
	Version B result
	Observation

	1
	
	
	

	2
	
	
	

	3
	
	
	

	4
	
	
	

	5
	
	
	



A successes / attempts ________ / ________
B successes / attempts ________ / ________
Optional success rate = successes ÷ attempts × 100. If conditions changed, record that before comparing results.
What the evidence suggests
We will keep or change __________________________________________________

Because ______________________________________________________________

A limitation of our test ___________________________________________________

Our next test ___________________________________________________________


Worksheet Project research and feedback
Selected Project Path ________________________________________________
Official prompt _______________________________________________________
________________________________________________________________________
Our focused question _________________________________________________
	Source title and organization
	Useful finding in our words
	How it changes our idea

	
	
	

	
	
	

	
	
	

	
	
	



Add a link or publication detail to each source entry. If two sources disagree, record the disagreement and what you will check next.
Develop the idea
People or living things affected ____________________________________________

Our idea ______________________________________________________________

An existing approach ____________________________________________________

What our idea changes ___________________________________________________

A practical challenge or trade-off ___________________________________________
Record feedback and a decision
Who reviewed it and when _________________________________________________

What they said __________________________________________________________

What we changed and why _________________________________________________

A suggestion we did not use and why ________________________________________
Next implementation step _______________________________________________
What remains untested ________________________________________________


Worksheet Match and season reflection
Date and team ________________________________________________________
	Match
	Score
	Role assignment or version
	What affected the result

	1
	
	
	

	2
	
	
	

	3
	
	
	



Practice average = total points across the recorded matches ÷ number of matches. Use official event results and procedures for competition rankings.
Improve the next match
Our most dependable action ______________________________________________

A repeated problem _____________________________________________________

What we think caused it __________________________________________________

One change to test next __________________________________________________

How we coordinated with the other team _____________________________________
Remember the season
Something I learned to do _________________________________________________

A decision I helped make __________________________________________________

A mistake that taught us something _________________________________________

A teammate’s contribution I appreciated _____________________________________

Feedback we want to investigate ____________________________________________

A question I still want to explore ___________________________________________
Save knowledge for the next team
Where the code and notes are stored ________________________________________

A setup detail worth remembering __________________________________________

Equipment needing attention ______________________________________________


Official resource directory
Sources reviewed October 2, 2026. Bracketed numbers throughout the guide refer to this directory. The official downloads remain the authority for rules and assessment; coaching targets and agendas are recommendations. The three user-supplied FLLTutorials packets are identified as [24–26] on page 31.
[1] Season materials hub — Select Future Edition 3–8. This is the starting point for current downloads.
[2] Engineering Notebook — Session sequence, role reflection pages, project notes, and event preparation.
[3] Rulebook — Read the full rules, especially equipment, inspection, role restrictions, and interference.
[4] Game Updates — Reviewed version dated September 24, 2026. Check the hub for later revisions.
[5] Field Map — Half-field and full-field layouts, model placement, tokens, and hardware.
[6] Driver Role Card — Starting tool and guided delivery practice.
[7] Operator Role Card — Starting mechanical tool and guided resource delivery.
[8] Technician Role Card — Starting robotic tool, guided activity, and practice pairing notes.
[9] Specialist Role Card — Starting control setup and guided tree activity.
[10] Game Missions — Exact mission scoring conditions, bonuses, and the optional Level Up challenge.
[11] Driver Project Path — Aerial technology and rainforest research; use its prompt and guiding questions.


More resources and acknowledgments
[12] Operator Project Path — Conservation in a nearby ecosystem; use its prompt and guiding questions.
[13] Technician Project Path — Ecosystem monitoring; use its prompt and guiding questions.
[14] Table Building Instructions — Dimensions, table assembly, mat placement, and practice alternatives.
[15] Building instructions collection — Under Future Edition 3–8: model books 1–9, combined 1+2, E1–E3, element overview, and four team-tool books for each of kits 45521 and 45522.
[16] Coding Canvas — Use with the hardware and device available to your team. Teacher Portal: https://teach.legoeducation.com/
[17] Printable Scoresheet — Use with Game Missions and current updates. The season hub also links the online score calculator.
[18] FIRST getting started — Confirm the CS & AI registration route and contact local support for current arrangements.
[19] Specialist Project Path — Restoration of land for native plants and animals; use its prompt and guiding questions.
[20] Judging Rubric — Project, Engineering Design, and integrated Core Values evidence.
[21] Judging Flowchart — Presentation order, question periods, feedback, and timing.
[22] Awards List — Award descriptions. Ask your organizer which recognition opportunities are offered locally.
[23] Core Values Activities — Optional official activities to substitute for the original weekly exercises in this guide.
Videos and teaching support
The season hub [1] links the welcome and reveal videos, Future Edition introduction, field setup, game video, and all four role videos. Use the relevant video before each first practice, alongside the written resource. Teacher Portal and Coding Canvas are linked there as well. Video content was not transcribed into this guide.
Reference guide credit
FLLTutorials, Coach’s Guide to FIRST LEGO League Challenge, updated September 30, 2026; user-supplied PDF. Its getting-started sections, weekly coaching approach, event preparation, and reflection structure informed this adaptation. Its SPIKE-specific rules, coding lessons, and season examples have not been carried over.


Using the added FLLTutorials worksheets
The following pack adapts the Project, Engineering Notebook, and Core Value worksheets supplied with this request. The questions and planning methods are incorporated into editable Word pages. Related source sheets are consolidated so coaches can print only what the team needs. The four earlier quick-record sheets on pages 25–28 remain optional alternatives.
Source key
[24] Project Worksheets 2026FutureFLLTutorials-IPWorksheets.pdf, 13 PDF pages, updated August 4, 2026. Research, interviews, existing solutions, implementation, models, feedback, impact, and presentation planning.
[25] Engineering Notebook Worksheets 2026FutureFLLTutorials-RDWorksheets.pdf, 18 PDF pages, updated August 4, 2026. Mission strategy, communication, role baselines, repeated testing, final tools, and judging preparation.
[26] Core Value Worksheets 2026FLLTutorials-CVWorksheets.pdf, 14 PDF pages, updated August 4, 2026. Identity, goals, weekly tasks, outreach, and evidence of Core Values.
Teach a process rather than assign every page
Let students first try an activity, then choose a worksheet that answers a real question. A pair may complete one test record while another pair gathers research. Brief notes, sketches, or dictated answers are suitable. Give a student ownership of each record and revisit it when a decision changes.
The Project packet adds a useful sequence: learn from sources, compare existing approaches, consider implementation, represent the idea, collect feedback, and support impact claims. The engineering packet makes each role’s improvement visible and asks how actions affect both teams. The Core Values packet connects personal goals to team responsibilities and specific examples of behavior.
Keep the edition and current rules clear
Use the official Future Edition rubric [20] and flowchart [21]. The Core Values packet contains mixed-edition material on PDF page 10 and Founders-only rubric explanations on pages 11–12. CV4 adapts their evidence-sharing approach for the CS & AI experience. The older term “Robot Design” is rendered here as “Engineering Design.” The engineering packet’s “Robot Performance Award” wording is not carried into this guide; the official list uses “Game Performance Award.” [22]
Use the original mission strategy sheets as a thinking aid, not a substitute for current rules. ED1 leaves scoring fields for students to verify against Game Missions, the Rulebook, and updates. Starter tools and printed goal examples are starting points, not mandatory designs or required techniques.


Weekly worksheet selection map
Codes identify the editable sheets in this guide. Source page numbers refer to PDF page positions, including the cover page. Print additional copies as needed; completion of these worksheets is a coaching choice, not an event requirement.
	Code and page
	Worksheet
	Use in weeks
	FLLTutorials source

	IP1 · 33
	Project paths and research
	3–8; revisit 9
	IP 2–5

	IP2 · 34
	Interviews and existing solutions
	8–10
	IP 6–7

	IP3 · 35
	Implementation and idea selection
	9–11
	IP 8

	IP4 · 36
	Models feedback and impact
	10–11
	IP 9–11

	IP5 · 37
	Project presentation planning
	12–13
	IP 12–13

	ED1 · 38
	Mission strategy planning
	7 and 10
	RD 3–5

	ED2 · 39
	Communication planning
	6–7 and 10
	RD 6

	ED3 · 40
	Driver design and testing
	3 and 9–13
	RD 7–9

	ED4 · 41
	Operator design and testing
	4 and 9–13
	RD 10–12

	ED5 · 42
	Technician design and testing
	5 and 9–13
	RD 13–15

	ED6 · 43
	Specialist design and testing
	6 and 9–13
	RD 16–18

	CV1 · 44
	Identity and individual interests
	1 and 15
	CV 2–3

	CV2 · 45
	Goals and weekly responsibilities
	1–2; weekly; 15
	CV 6–8

	CV3 · 46
	Outreach and collaboration
	11 and 14–15
	CV 9

	CV4 · 47
	Core Values and judging evidence
	Throughout; 12–15
	CV 4–5, 10–14



Choose evidence for judging
Use the source packets’ annotated rubrics as discussion starters: IP PDF page 4 and RD PDF page 2. Ask students to connect a rubric row to an actual source, design choice, test, or contribution. A completed sheet alone does not explain the learning; students must be able to describe what happened and why it mattered.
Record version and context
Date the notes. Put the code filename or design version beside test results. For outreach or feedback, distinguish what someone said from the team’s interpretation. For a potential impact claim, name the evidence and the limits of what it shows.


IP1 Project paths and research
Adapted from FLLTutorials, Project Worksheets, PDF pages 2–5. ©2026 FLLTutorials.com. Prompts consolidated for this guide; fields and wording are editable.
Review all four official Project Paths [11–13, 19]. Choose one prompt as a team, then keep research notes that help answer it. Use another copy for additional sources.
Team and date _________________________________________________________
	Path
	Topic to explore
	Our question or interest

	Driver
	Aerial technology helping rainforests
	

	Operator
	Conservation in a nearby ecosystem
	

	Technician
	Monitoring an ecosystem
	

	Specialist
	Restoring land for native species
	



Selected path and reason ______________________________________________
__________________________________________________________________________________
Official prompt _______________________________________________________
__________________________________________________________________________________
Research record
Source author or organization _________________________________________
Title and link or publication details _________________________________
Facts learned in our own words ________________________________________
__________________________________________________________________________________
__________________________________________________________________________________
Problem this helps us understand ______________________________________
__________________________________________________________________________________
Existing solution or new question _____________________________________
__________________________________________________________________________________
Rubric connection Explain how guided research influenced your direction, and keep multiple relevant sources. Revisit the official Project rubric before preparing a presentation. 


IP2 Interviews and existing solutions
Prepare questions before meeting an expert or potential user. Compare existing approaches before deciding how your team’s idea differs.
Team and date _________________________________________________________
Who we will meet and when _____________________________________________
Relevant expertise or experience ______________________________________
	Question to ask
	Answer or observation

	
	

	
	

	
	



A finding that changes our thinking ___________________________________
__________________________________________________________________________________
Compare existing solutions
	Solution and source
	Cost or unknown
	Advantages
	Limits or trade-offs

	
	
	
	

	
	
	
	

	
	
	
	



Mark a price or performance claim as unknown until you have a source. A different appearance alone may not explain an improvement.
What our idea improves or does differently ____________________________
__________________________________________________________________________________
What we still need to verify __________________________________________
__________________________________________________________________________________


IP3 Implementation and idea selection
Compare more than one idea. Estimate what implementation would involve and make uncertainties visible. Use costs as researched values or clearly labeled estimates.
Team and date _________________________________________________________
	Question
	Idea A
	Idea B

	What is the idea?
	
	

	Who would use it?
	
	

	What resources and cost?
	
	

	What steps would implement it?
	
	

	What could go wrong?
	
	

	What trade-offs are involved?
	
	

	What is original or improved?
	
	



The idea we chose and why _____________________________________________
__________________________________________________________________________________
Evidence supporting our choice ________________________________________
__________________________________________________________________________________
First realistic implementation step ___________________________________
Who would maintain it and what they need ______________________________


IP4 Models feedback and impact
Choose a visual, model, or prototype that reveals how the idea works or tests an uncertainty. Record feedback and improvements, then separate expected impact from measured results.
Team and date _________________________________________________________
What our model needs to show __________________________________________
Sketch the model or visual below. Label the important parts and what they represent.

What we can test with this representation _____________________________
	Shared with and date
	Feedback received
	Change made and reason

	
	
	

	
	
	



A suggestion we did not use and why ___________________________________
Evidence of potential impact
	Claim about impact
	Evidence such as test survey or interview
	Limits of that evidence

	
	
	

	
	
	



The next measurement or question ______________________________________
__________________________________________________________________________________


IP5 Project presentation planning
Keep the official Project rubric beside this page. Plan a five-minute presentation that shows the team’s reasoning, evidence, and contributions. Any clear presentation style can work.
Team and date _________________________________________________________
Presentation style and why it suits our idea __________________________
	Part of our story
	Evidence or visual
	Speaker and time

	Selected prompt and research
	
	

	Ideas considered and selection
	
	

	How the idea works and what is new
	
	

	Feedback and improvements
	
	

	Implementation trade-offs and impact
	
	

	How the team contributed
	
	



Total planned time ____________________________________________________
Core Values example to include ________________________________________
Rehearse and revise
Something a listener did not understand _______________________________
__________________________________________________________________________________
What we changed after rehearsal _______________________________________
__________________________________________________________________________________
Question we should practice answering _________________________________
Backup if a screen or demonstration fails _____________________________
Put the full script on additional pages if helpful. Credit research sources and any borrowed visuals. Give every student a meaningful way to contribute.


ED1 Mission strategy planning
Read the current mission rules and updates. Fill in requirements and scoring directly from those sources. Consider effects on both teams before deciding what to attempt and when.
Team and date _________________________________________________________
	Mission
	Verified conditions and points
	Effect on our team and the other team
	How and when

	M01 Mighty Microbiomes
	
	
	

	M02 Roots of Renewal
	
	
	

	M03 Cave Waterfall
	
	
	

	M04 Rainforest Awakening
	
	
	

	M05 Central Haven
	
	
	

	Level Up Invasive Attack
	
	
	



Rules or update version checked _______________________________________
Our dependable opening sequence _______________________________________
__________________________________________________________________________________
A shared opportunity to discuss with the other team ___________________
__________________________________________________________________________________
Inspection or equipment issue to verify _______________________________
Compare the plan with observed practice results. Keep optional actions only when students understand their benefit and cost in time or reliability. This sheet deliberately omits prefilled scoring so it can track current rules.


ED2 Communication planning
Plan requests within your team and with the other team. Use short, specific signals and confirm what each signal means before practice.
Team and date _________________________________________________________
	Role
	Task needing help
	Coordinate with
	Request or signal

	Driver
	
	
	

	Operator
	
	
	

	Technician
	
	
	

	Specialist
	
	
	



Coordinate with the other team
	Shared situation
	What we would like them to do
	How we could help them
	Question to ask

	Young Forest and Hive
	
	
	

	Central Haven
	
	
	

	Other
	
	
	



What we agreed before practice ________________________________________
What actually happened ________________________________________________
A signal or assumption to improve _____________________________________
Plan cooperation that follows the game rules. Discuss uncertainty respectfully and be ready to adapt when the other team has a different strategy.


ED3 Driver design and testing
Test the starting drivebase and any code, record observations, and compare possible improvements. Use a new copy for each major version. Suggested observations include route, collection, delivery, and return.
Team and date _________________________________________________________
Kit instruction source and version ____________________________________
Program filename if used ______________________________________________
	Baseline
	What worked
	What failed
	Next change

	1
	
	
	

	2
	
	
	

	3
	
	
	



Two design options we considered ______________________________________
__________________________________________________________________________________
Selected change and why _______________________________________________
	Trial
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Result
	
	
	
	
	
	
	
	
	
	



Define success before testing. Record every attempt; use extra notes for setup differences or partial results.
Success definition and setup __________________________________________
Benefits and trade-offs _______________________________________________
__________________________________________________________________________________
Final design and judging preparation
Features to show and why they matter __________________________________
__________________________________________________________________________________
Changes made because of test evidence _________________________________
__________________________________________________________________________________
Team members and contributions ________________________________________
Add a labeled photo or sketch on the back or a separate page. Explain which parts came from a starter design and which choices the team made.


ED4 Operator design and testing
Test the starting mechanical tool, record observations, and compare possible improvements. Use a new copy for each major version. Suggested observations include aim, power, repeatability, and resetting.
Team and date _________________________________________________________
Kit instruction source and version ____________________________________
Program filename if used ______________________________________________
	Baseline
	What worked
	What failed
	Next change

	1
	
	
	

	2
	
	
	

	3
	
	
	



Two design options we considered ______________________________________
__________________________________________________________________________________
Selected change and why _______________________________________________
	Trial
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Result
	
	
	
	
	
	
	
	
	
	



Define success before testing. Record every attempt; use extra notes for setup differences or partial results.
Success definition and setup __________________________________________
Benefits and trade-offs _______________________________________________
__________________________________________________________________________________
Final design and judging preparation
Features to show and why they matter __________________________________
__________________________________________________________________________________
Changes made because of test evidence _________________________________
__________________________________________________________________________________
Team members and contributions ________________________________________
Add a labeled photo or sketch on the back or a separate page. Explain which parts came from a starter design and which choices the team made.


ED5 Technician design and testing
Test the starting robotic tool and code, record observations, and compare possible improvements. Use a new copy for each major version. Suggested observations include triggering, motion, aiming, and repeatability.
Team and date _________________________________________________________
Kit instruction source and version ____________________________________
Program filename if used ______________________________________________
	Baseline
	What worked
	What failed
	Next change

	1
	
	
	

	2
	
	
	

	3
	
	
	



Two design options we considered ______________________________________
__________________________________________________________________________________
Selected change and why _______________________________________________
	Trial
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Result
	
	
	
	
	
	
	
	
	
	



Define success before testing. Record every attempt; use extra notes for setup differences or partial results.
Success definition and setup __________________________________________
Benefits and trade-offs _______________________________________________
__________________________________________________________________________________
Final design and judging preparation
Features to show and why they matter __________________________________
__________________________________________________________________________________
Changes made because of test evidence _________________________________
__________________________________________________________________________________
Team members and contributions ________________________________________
Add a labeled photo or sketch on the back or a separate page. Explain which parts came from a starter design and which choices the team made.


ED6 Specialist design and testing
Test the starting control setup and any code, record observations, and compare possible improvements. Use a new copy for each major version. Suggested observations include sequencing, positioning, and coordination.
Team and date _________________________________________________________
Kit instruction source and version ____________________________________
Program filename if used ______________________________________________
	Baseline
	What worked
	What failed
	Next change

	1
	
	
	

	2
	
	
	

	3
	
	
	



Two design options we considered ______________________________________
__________________________________________________________________________________
Selected change and why _______________________________________________
	Trial
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Result
	
	
	
	
	
	
	
	
	
	



Define success before testing. Record every attempt; use extra notes for setup differences or partial results.
Success definition and setup __________________________________________
Benefits and trade-offs _______________________________________________
__________________________________________________________________________________
Final design and judging preparation
Features to show and why they matter __________________________________
__________________________________________________________________________________
Changes made because of test evidence _________________________________
__________________________________________________________________________________
Team members and contributions ________________________________________
Add a labeled photo or sketch on the back or a separate page. Explain which parts came from a starter design and which choices the team made.


CV1 Team identity and individual interests
Invite each student to contribute an idea. Choose an identity everyone can enjoy and record interests before assigning long-term responsibilities.
Team and date _________________________________________________________
Team name ideas _______________________________________________________
__________________________________________________________________________________
Our choice and why ____________________________________________________
Colors cheer or other identity ideas __________________________________
__________________________________________________________________________________
Sketch a logo or shared symbol below.

Individual interests
	Name
	What I am good at
	What I want to improve
	What I want to focus on

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	



An interest we have not yet made room for _____________________________
__________________________________________________________________________________
How we will give that interest a useful role __________________________


CV2 Goals and weekly responsibilities
Write team goals together, then choose personal learning goals. Update the weekly tasks each meeting. 
Team and date _________________________________________________________
	Team goal
	How we will notice progress

	
	

	
	

	
	



My name _______________________________________________________________
	Area
	My goal
	Next action

	Core Values
	
	

	Project
	
	

	Engineering Design
	
	



This week
	Area
	Task
	Owner
	Done

	Core Values
	
	
	

	Core Values
	
	
	

	Engineering Design
	
	
	

	Engineering Design
	
	
	

	Project
	
	
	

	Project
	
	
	



A goal we need to revise and why ______________________________________
Someone who needs a new learning opportunity __________________________


CV3 Outreach and collaboration
Document what the team’s outreach activity. Activities may include helping another team, collaborating, or sharing work at school or in the community. Record attendance separately from impact. An audience count shows reach; a changed design, new understanding, or a useful action provides different evidence. Outreach should have a purpose for the people involved.
Team and date _________________________________________________________
	Date and activity
	Team Members involved, Audience/Attendance
	What we did
	Evidence of impact

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	



Reflect on one activity
What the other people needed __________________________________________
__________________________________________________________________________________
How we listened or learned from them __________________________________
__________________________________________________________________________________
What we can show happened _____________________________________________
__________________________________________________________________________________
What is the expected benefit _________________________________
__________________________________________________________________________________
A next step agreed with others ________________________________________


CV4 Core Values and judging evidence
Use specific events from this season. 
Team and date _________________________________________________________
	Core Value
	What is a specific example?
	Who can explain it?

	Discovery
	
	

	Innovation
	
	

	Impact
	
	

	Inclusion
	
	

	Teamwork
	
	

	Fun
	
	



Put the values into practice
Coopertition example of helping while competing _______________________
Gracious Professionalism example of respect and quality _______________
A decision or piece of work students owned ____________________________
Choose judging evidence
Project example and matching rubric row _______________________________
Engineering Design example and matching rubric row ____________________
[image: ]Where the evidence is saved and who will show it ______________________
Event behavior to practice
Encourage teammates, attend scheduled activities, respond calmly when equipment fails, raise concerns respectfully, thank volunteers, and give students space to explain their own work. Use the separate Core Values question period in the Judging Session as well as examples throughout both presentations.
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During judging, teams will present their project and engineering Atthe end of the session, judges provide feedback to recognize
design work to judges. Judges will listen to team presentations, what the team has achieved and recommend next steps to
ask clarifying questions, and use what the team shares to evaluate  develop their work further. Judge feedback is always celebratory
their work using the rubric. or constructive, celebrating a team's accomplishments and
supporting their growth.
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Judges introduce themselves as the team sets up their 2minutes
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Project Presentation 5minutes
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' ProjectQ&A 3minutes
Judges ask clarifying questions and the team responds.
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eering Design Presentation
The team presents their engineering design work and Sminutes
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v

q , Engineering Design Q&A 3minutes

Judges ask clarifying questions and the team responds.
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Judging Feedback .
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the next team enters.
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@ Judges discuss the team and work together to complete .
the rubric, then submit rubric and written feedback before 10 minutes
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