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When Started: 
This block is used to start our code.  
When you press start on the VEX IQ Full Volume playground this 
code that I created will make the robot move.  
If you don’t have a starBng funcBon your robot will not be able 
to move.  

Drive Velocity: 
Velocity means speed, the higher the speed of the robot the 
faster the robot will go. I set the drive, are and intake velocity to 
100% because this allowed for us to have maximum movements 
in the one minute Bme. If you have a faster velocity you need to 
make sure that your code is more accurate as a faster robot can 
crash easier. You have to put the velocity first in the code 
because the code is read and done in the order that you put in.  

Wait Time: 
Having a wait Bme means that the robot will stop for the Bme 
you have set. I added a wait Bme of 1 second when the robot is 
out taking the blocks. This is because without the wait Bme the 
robot moves away immediately and someBmes it means the 
block doesn’t have Bme to fall into the goal. I experimented 
with the wait Bmes and found that 1 second was the shortest 
Bme I could use and sBll get accurate results.  

Intake and Ou:ake: 
When intaking and ouKaking the blocks I have set this to 180 
degrees this means that the front spinners move for half a 
circles rotaBon to go in (intake) then hold the block inside, when 
ready the code then makes it move back 180 (ouKake) so that 
the block can be scored in the goal. 180 degrees means I could 
save Bme by not doing a full 360 degree rotaBon.  

Arm Movement: 
Throughout our code we need to regular move the robots arm 
up and down. This is so the robot can collect and score the 
blocks. 360 degrees allows for the robots arm to be up at the 
perfect height for the goals and then so that more blocks to be 
collected the arm needs to move back down to the same point 
of 360 to collect the blocks.  

Turning: 
When programming the turns for the robot I needed to be exact 
with the degrees that I was using. Each turn in this code is 
different because the blocks are all at different locaBons on the 
field. The turns need to be precise and accurate so that the 
robot would successfully collect the cubes each Bme.   


