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Housekeeping and Agenda

• This session is approx. 60 minutes long - if we have time, we’ll do Q&A at the end

• Let us know where you’re joining from in the chat J

• If you want to ask a question at any time (and please do!), type it into the Q&A 
(box with ‘?’ in it), we’ll try to answer as many as possible

• Stay till the end for the giveaway! 

(Rough) Agenda:

• Who is Marty the Robot (5 mins)

• What is Strawbees (5 mins)

• Coding Club fun with Allen and Willow Brook Primary School (40-45 mins)



Who is Marty the Robot?



Marty’s Newest Features

If you want to ask

All Martys now 
come with Disco 

eyes

Teach AI and 
machine learning 

in primary

Improved sound 
and speech 

functionality –
over +40 

languages!



Value for the Whole School 



Purpose

Our Product

Our Ideal Customer

Q&A

AGENDA

01

02

03

04

WHAT IS STRAWBEES?

Strawbees is a creative way of learning STEM 
using hands-on pedagogy.

A hands-on tool which educates learners about 
building and coding whilst having fun.



Purpose

Our Product

Our Ideal Customer

Q&A

AGENDA

01

02

03

04

STEM CLASSROOM 

Building Solution

Kit for 30 Learners

Pocketful of Ideas

Strawbees Classroom

Storage Solution



Purpose

Our Product

Our Ideal Customer

Q&A

AGENDA

01

02

03

04

STEM CLASSROOM 
ROBOTICS WITH 
MICRO:BIT

Building and Robotics Solution

Kit for 30 Learners

Ages 8 +

Pocketful of Ideas

Strawbees Classroom

Storage Solution



Code.org @WillowBrookGST



Micro:bit the next gen 

https://microbit.org 

https://microbit.org/


Programming targets from the Primary National Curriculum for schools in England since 2014
Year 1 Year 2 Year 3 Year 4 Year 5 Year 6

Give instructions to my friend 
and follow their instructions to 
move around.

Give instructions to my friend 
using forward, backward and 
turn and physically follow 
instructions.

Break an open ended problem 
up into smaller parts.

Use logical thinking to solve an 
open ended problem by 
breaking it up into smaller 
parts.

Decompose a problem into 
smaller parts to design an 
algorithm for a specific 
outcome and use this to write a 
program.

Deconstruct a problem into 
smaller parts, recognising 
similarities to solutions used 
before.

Describe what happens when I 
press buttons on a robot.

Tell the order I need to do 
things to make something 
happen and talk about this as 
an algorithm.

Put programming commands 
into a sequence to achieve a 
specific outcome.

Use and efficient procedure to 
simplify a program.

Refine a procedure using 
repeat commands to improve a 
program.

Explain and program each of 
the steps in my algorithm.

Press buttons in the correct 
order to make a robot do what 
I want.

Program a robot or software to 
do a particular task.

Keep testing my program and 
recognise when I need to be 
debug it.

Know to keep testing a 
program while putting it 
together.

Use variables to increase 
programming possibilities.

Evaluate the effectiveness and 
efficiency of my algorithm 
while continually testing the 
programming of the algorithm.

Describe what actions I will 
need to do to make something 
happen and begin to use the 
word algorithm.

Look at my friend’s program 
and say what will happen.

Use repeat commands. Recognise that an algorithm 
will help sequence more 
complex programs.

Change an input to a program 
to achieve a different output.

Recognise when using a 
variable is needed to achieve a 
required output.

Begin to predict what will 
happen for a short sequence of 
instructions.

Use programming software to 
make objects move.

Describe the algorithm needed 
for a simple task.

Use a variety of tools to create 
a program.

Use ‘if’ and ‘then’ commands 
to select an action.

Use a variable and operators to 
stop a program.

Begin to use software or apps 
to create movement and 
patterns on a screen.

Watch a program execute and 
spot where it goes wrong so 
that I can debug it.

Detect a problem in an 
algorithm which could result in 
unsuccessful programming.

Recognise that algorithms will 
help in other learning such as 
Maths, Science as well as 
Design & Technology.

Use logical reasoning to detect 
and debug mistakes in a 
program.

Use different inputs (including 
sensors) to control a device or 
onscreen action and predict 
what will happen.

Use the word debug when I 
correct mistakes when I 
program.

Use a sensor to detect a 
change which can select an 
action within my program.

Use logical thinking, 
imagination and creativity to 
extend a program.

Use logical reasoning to detect 
and correct errors in algorithms 
and programs.

Talk about how a computer 
model can provide information 
about a physical system.

ARE targets achievable with @RoboticalLtd Other resources



source: https://www.bbc.co.uk/bitesize/guides/zp92mp3/revision/1 (visited 4 June 2022)

Computational Thinking
1 Break the idea down into smaller parts. 3 Focus on the important or key parts of the idea.  

2 Spotting similarities which could help. 4 Write instructions for the technology to work.   

decomposition abstraction

pattern recognition algorithm



Marty from @RoboticalLtd @WillowBrookGST 

Photos: @TsuiAllen working @WillowBrookGST, 2022 and 2023



Article in ASE Primary Science Journal issue 176 (Jan/Feb 2023) pp 21-23



Marty from Robotical @ISTEofficial, 2023



8 March 2022 

Humanoid
Type of robot design which has a body shaped 
like a person with a head, chest and two arms. 
This type of robot design also has legs and able 
to move with a walking style motion.

Marty the robot from Twitter: @RoboticalLtd 
has two ways of being programmed.  Marty has 
a sensor in its foot which allows it to read or 
recognise colours. Using the coloured cards it 
can move forward, backward, go left or right as 
well as stop and dance.

Marty can also be connected to an Android or 
Apple device which can be used as a controller.  
The Android or Apple app also includes “Marty 
Blocks” with versions which work in the same 
or similar way to Scratch Jr and Scratch. 

#TechTalk keywords: Humanoid



Where are the robots?  Are they already here?

Marty version 1 (2017) and version 2 (2022) 



How long has the idea of robots been around?

The very first computers 

US Government ENIAC (Electronic Numerical Integrator 
and Computer) 1945 Babbage's Analytical Engine, 1834-1871. (Trial model)



How long has the idea of robots been around?

Archytas wooden mechanical pigeon (around 400 BCE) 



How long has the idea of robots been around?

Egyptian Water Clock (4th Century BCE) 



How long has the idea of robots been around?

Jacques de Vaucanson (1738) Mechanical duck.  Designed to turn grain into duck poo. 



How long has the idea of robots been around?

February 1938: BBC TV showed a programme “Universal Robots” based on the book by Karel Čapek's Rossum

Daleks first appeared in 1963



Marty from Robotical Ltd, Hour of Code: 17 March 2022 

Hour of Code session: 17 March 2022 



Where are the robots?  Are they already here?

Robot that is able to operate on the pavement roll pavement. (Photo courtesy of Serve Robotics, 2022)



Marty Mission on Mars Challenge

Selfie from the Mars Curiosity robot, 25 October 2020.  Source: https://mars.nasa.gov/news/8796/nasas-curiosity-takes-selfie-with-mary-anning-on-the-red-planet/

I’m over here and only 
have enough battery to 
follow a special path you 
need to program.



Marty Mission on Mars Challenge

You can only use 
these blocks in 
MartyBlocksJr 

Makes me move forward.

Makes me move backward.

Makes me move to the right.

Makes me move to the left.



Marty Mission on Mars Challenge

I can turn too but 
that uses up 
more battery…

Turn clockwise like this…

Turn Size of turn
3 quarter turn
6 half turn
9 three quarter turn
12 whole turn



Marty Mission on Mars Challenge

I can turn too but 
that uses up 
more battery…

Turn anti-clockwise like this…

Turn Size of turn
3 quarter turn
6 half turn
9 three quarter turn
12 whole turn



Marty Mission on Mars Challenge

Marty is stuck on Mars.  Can you help it get back to Earth?

Remember to avoid 
the hills and the holes.



Marty Mission on Mars Challenge

The best efforts will be uploaded before the end of the lesson to Marty live to see if the program actually works.



Programming targets from the Primary National Curriculum for schools in England since 2014
Year 1 Year 2 Year 3 Year 4 Year 5 Year 6

Give instructions to my friend 
and follow their instructions to 
move around.

Give instructions to my friend 
using forward, backward and 
turn and physically follow 
instructions.

Break an open ended problem 
up into smaller parts.

Use logical thinking to solve an 
open ended problem by 
breaking it up into smaller 
parts.

Decompose a problem into 
smaller parts to design an 
algorithm for a specific 
outcome and use this to write a 
program.

Deconstruct a problem into 
smaller parts, recognising 
similarities to solutions used 
before.

Describe what happens when I 
press buttons on a robot.

Tell the order I need to do 
things to make something 
happen and talk about this as 
an algorithm.

Put programming commands 
into a sequence to achieve a 
specific outcome.

Use and efficient procedure to 
simplify a program.

Refine a procedure using 
repeat commands to improve a 
program.

Explain and program each of 
the steps in my algorithm.

Press buttons in the correct 
order to make a robot do what 
I want.

Program a robot or software to 
do a particular task.

Keep testing my program and 
recognise when I need to be 
debug it.

Know to keep testing a 
program while putting it 
together.

Use variables to increase 
programming possibilities.

Evaluate the effectiveness and 
efficiency of my algorithm 
while continually testing the 
programming of the algorithm.

Describe what actions I will 
need to do to make something 
happen and begin to use the 
word algorithm.

Look at my friend’s program 
and say what will happen.

Use repeat commands. Recognise that an algorithm 
will help sequence more 
complex programs.

Change an input to a program 
to achieve a different output.

Recognise when using a 
variable is needed to achieve a 
required output.

Begin to predict what will 
happen for a short sequence of 
instructions.

Use programming software to 
make objects move.

Describe the algorithm needed 
for a simple task.

Use a variety of tools to create 
a program.

Use ‘if’ and ‘then’ commands 
to select an action.

Use a variable and operators to 
stop a program.

Begin to use software or apps 
to create movement and 
patterns on a screen.

Watch a program execute and 
spot where it goes wrong so 
that I can debug it.

Detect a problem in an 
algorithm which could result in 
unsuccessful programming.

Recognise that algorithms will 
help in other learning such as 
Maths, Science as well as 
Design & Technology.

Use logical reasoning to detect 
and debug mistakes in a 
program.

Use different inputs (including 
sensors) to control a device or 
onscreen action and predict 
what will happen.

Use the word debug when I 
correct mistakes when I 
program.

Use a sensor to detect a 
change which can select an 
action within my program.

Use logical thinking, 
imagination and creativity to 
extend a program.

Use logical reasoning to detect 
and correct errors in algorithms 
and programs.

Talk about how a computer 
model can provide information 
about a physical system.



Strawbees Robotics Board for the Micro:bit

Robot being used by Police in Hawaii to help take temperatures of people to see if they might be ill from Covid-19.  (January 2022) 



https://www.bbc.co.uk/teach/microbit/what-is-the-microbit/zfjg8p3 (last visited 3 December 2023)

42.00 mm

51.60 mm

Brief history of the BBC Micro:bit



BBC Micro:bit technical details



BBC Micro:bit and the Strawbees Robotics Board



BBC Micro:bit and the Strawbees Robotics Board Crane controller



Strawbees Robotics Board Pedestrian lights controller



Strawbees Robotics Board Festive Disco Lights




