
 

Contact us:  0117 915 7777  education@wethecurious.org    Booking line opening hours: Mon - Fri 8.30am - 5pm term time and 10am - 2pm during school holidays 

Animal Algorithms KS3-4 duration: 1.5 hours 
We feel the world through our senses, but can robots be programmed to respond to their surroundings in a similar 

way, or even show emotions? Taking lessons from the animal kingdom, students observe the ‘behaviour’ of their 

own Thymio robot and program them to behave like predator and prey, using both visual programming and text-

based code. Suitable for all – no coding experience required. 
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Learning objectives 
Natural systems are often a starting point for robotics research 

Robots do not behave randomly, they follow pre-written instructions in the form of code 

Different algorithms cause the robot to do different things 

Robots use sensors to get information about their environment 

Robots can be programmed to respond to certain stimuli, mimicking behaviours in the natural world 

 

Content 
Observe and document the behaviours of Thymio robots 

Describe what sensors the Thymio robots have by relating them to animal senses 

Programme the Thymio robots using a Visual Programming Language 

Apply concepts learned through observations and programming challenges to program a Thymio robot to mimic 

either a predator or prey within a predator/prey scenario 

Students will use text-based code generated through the visual programming interface as a building block for 

refining their programs further using a text-based programming language 

 

Curriculum Links 
KS3 Computing: Use two or more programming languages, at least one of which is textual, to solve a variety of 

computational problems 

Understand the hardware and software components that make up computer systems, and how they communicate 

with one another and with other systems 

 

KS3 Design and technology: Use a variety of approaches [for example, biomimicry and user-centred design], to 

generate creative ideas and avoid stereotypical responses 

Apply computing and use electronics to embed intelligence in products that respond to inputs and control outputs 

using programmable components 

 

GCSE Computer Science: Analyse problems in computational terms through practical experience of solving such 

problems, including designing, writing and debugging programs 

Think creatively, innovatively, analytically, logically and critically 

Following and writing algorithms to solve problems including sequence, selection, iteration, input, processing and 

output 

Design, write, test and refine programs, using one or more high-level programming language with a textual 

program definition, either to a specification or to solve a problem 

Evaluate the fitness for purpose of algorithms in meeting requirements efficiently using logical reasoning and test 

data 

 

Potential Hazards and accessibility 
There are no potential hazards associated with this workshop. 


