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Bringing computational thinking to schools
1. Cutthe pieces of the arrows. Stick them in each of these pieces to
show which direction has Flurb moved. First one has been done for you.
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Bringing computational thinking to schools

2. Maze: Help Flurb reach the fruit. Draw a line with a pencil, without touching the lines. Start
has been done
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Bringing computational thinking to schools

3. Maze. Help Flurb reach the fruit using direction arrows. First arrow has been done.
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