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OBJECT

Be the first player to reach Mars by completing drawing 

challenges!

RULES OF THE GAME

During "Test," the group must agree that the shape looks 

similar enough to the shape on the card. If it does not look 

similar enough, the player cannot move forward.

WINNING THE GAME

The fisrt player to reach Mars (the final planet on the board) 

wins! You do not need the exact number to land.

1. Draw Cards 2. Set Timer 3. Combine

4. Test 6. Return Cards

Set timer for 3 minutes and begin!Each player draws a card from 

the Line Shapes and Ozocodes piles. 

Each player must combine 

the shape and ozocode(s) using

markers and white paper.  

Return each used card to the bottom 

of the appropriate pile. 
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EACH ROUND CONSISTS OF SIX STEPS

3

Players who were successful may

place Ozobot on the Space Jump

 to determine how many spaces to move. 

When time is up, test each player’s

shape, making sure Ozobot can 

follow the entire shape and read

each code. 

5. Space Jump





LINE SHAPES 

IT] Spin - Tornado [2] 

U-Turn Cruise 

OZOBOTS FOR PLA YFIELD 

IT] Short Super Slow-Nitro Boost [2] Fast 

Slow 

FAST Turbo 

IT] Spin - Tornado [2] U Turn 

Turbo 
IT] Short Super Slow-Nitro Boost [2] 

IT] Spin - Tornado [2] 

IT] Spin - Tornado [2] 



PLAY

21

PLAY


	Lesson 3 Novice Instructions
	Lesson 3 Game_novice_6 (3)



