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Introduction

As a 7th grade student part of VEX robotics, many of the skills I'm currently developing will go on to
contribute to my future career. The world around us is changing, and many of our modern careers are
beginning to incorporate STEM skills in order to be in the workplace. For me, | hope to be a programmer at
the company of Nintendo to help make video games to bring enjoyment to people the same way Nintendo
brings enjoyment to me. So how does VEX robotics help me develop these skills needed for the career?
Well, VEX robotics help me develop STEM skills, helps me learn how to communicate with my team
members, and teaches me the process of trial and error.
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When engineering in general, a large part of those skills require communication skills. Whether one of the
motors aren’t working right, the wheels have a drift, or there’s an error in the code, we must always
communicate with each other so we can work together and understand what the problem might be. For
example, when | write the code it is important that | write out the program that my teammates envision.
While | can write my own path, it’s crucial that | take recommendations from my teammates since they can
give me ideas and let me know what they want me to do in order to make a perfect program. When
programming video games, you must program according to the vision that your teammate shares due to the
wishes the lead would like you to fulfil. One example is that the lead may want you to make a program such
as, “When {Sprite 1} interacts with {Sprite 2} spin for 3 seconds”. This is also the same with programming our
VEX bot because one teammate might want the bot to take a certain route so it scores the desired amount of
points. Additionally, VEX robotics teaches us how to be specific when communicating, which is also an
important skill in programming. Whether our builder requires a certain part, or there must be a certain
degree turn to be made, it’s always crucial that we be specific. If we aren’t specific, many problems can arise
such as the wrong screwdriver being used, the wrong turn being made during a program, or a mistake made
when designing the bot. We can also run into these same problems when programming games. Some
examples, include the wrong functions being implemented, many glitches, and errors in the strings of code.
On that topic, engineering can help teach us from our mistakes.
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A big part of engineering and programming is mistakes. So what can we do to be better? The answer’s
simple. We learn from our mistakes. While mistakes slow down our progress, it provides an opportunity to
learn from them and can make us even better. For example, when the program for the bot is written, there’s a
chance that the bot may not turn around enough degrees. This can be a bad thing since the whole path the
bot’s supposed to follow can be thrown off. However, by this mistake occurring we can prevent the same
mistake from happening by making adjustments to the amount of degrees turned. The same can be said for
almost any career in engineering as well. You will always need to make adjustments and changes for when
things don’t go as planned, because if anything can go wrong, it will. Additionally, we can use mistakes as a
chance to analyze our failures and innovate off of them!

Fun fact: When the Leaning
Tower of Pisa was under
construction in the 12th

century, it began to tilt due

to the soft ground it was
on, which couldn't properly
support the structure's

e weight. By 1990, the ftilt

D e had reached 5.5 degrees.




Conclusion

As you can see, VEX teaches us many skills needed for engineering. Whether you're a
programmer for nintendo, an aerospace engineer, or even an architect, VEX helps teach us the
things we need to know. In VEX, we learn lots of different STEM skills, communication skills, and

we learn how to grow and prosper from our mistakes.
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