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Jungle (De)Bug 

Uh oh! Sphero brought a few "bugs" back with it from the jungle. It's up to you 
to find those bugs and get Sphero working again. 

LEARNING OBJECTIVES: 
• I will debug a blocks program.
• I will program Sphero to create a square using JavaScript.

Tags: debugging block coding text coding 

Grades: 3 to 8 | Duration: Up To 1 Hour 

Step #1: Exploration - What is Debugging? 

It's a bummer that Sphero came back a little under the weather. Hopefully you can quickly resolve the 
problems. 

You will need to thoroughly debug the attached program to get Sphero back to it's normal self. Debugging 
is a term used to describe the process of identifying and removing/fixing errors in computer software. 
Sometimes these "bugs" can keep a program from running at all or simply throw it off so that it ends up 
doing something unintended. 

Here are a few tips to help you: 

Make small changes. 
Run the program after each new change. 
Comment on your code to explain what should be happening. 

Tap on any lock and select the comment bubble icon to type in a comment. 

Make educated guess and check to see if it worked. 
Step away and come back to it. Sometimes taking a break is better than getting frustrated. 

This project was developed by 
Sphero® and is featured on 
MakerHub with their permission. 

For more makerspace projects, 
visit makerhub.demco.com.



Jungle (De)bug - 2/4  

Step #2: Skills Building - Debug a Blocks Program 
 
 

You first noticed that something was buggy with Sphero when you tried to run a simple square program. 
Attached to this activity is the same program. Open it up and run it. Watch what happens to Sphero. Explain 
to a friend what it is doing and what you think it should be doing. 

 
The difference between what it is doing and should be doing is where your bugs can be found. Use what 
you know about debugging and the Blocks Canvas to go through the attached program. 

 
Look for the mistakes and remember that Sphero should be moving in the shape of a square. 

 
 
Educator Tip: 

 
Solution: 

Change Heading from +25 to +90 (90 degrees for each angle of the square) 
Change # of loops from 6 to 4. (4 sides of the square) 

 
 
 

Step #3: Challenge - JavaScript 
 

Hopefully you were able to debug the blocks program and get Sphero rolling again. Sometimes, though, 
you may need to just start over. 

 
You have learned a lot of programming logic and applied it in the Blocks Canvas. But did you know that 
Sphero actually speaks JavaScript? All of the drawing and blocks that you programmed are all done with 
JavaScript. 

 
Let's start simple and learn how to program another square with Sphero, but using JavaScript. 

 
A square has four sides and four right angles. In an effort to keep this program simple, let's use the 
equivalent of a roll block and a delay block.
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Step #3: Challenge - JavaScript 
 
 
 
You learned early on the the roll block controls Sphero's heading, speed, and duration. Below is what that 
looks like in JavaScript: 

 
 
 
 
 
Just like on the roll block, the first number is Sphero's heading. So the 90 above refers to 90°. The second 
number, 50, is Sphero's speed. And lastly, the 1 refers to 1 second -- how long Sphero is going to roll for. 

 
In order to keep the corners sharp at each turn, it helps to add a delay. This allows Sphero to come to rest 
before turning to complete a side of the square. To code a delay, use this: 

 
 
 
 
 
The 2 refers to how many seconds Sphero will pause before executing the next line of code. 

 
Take some time to plan out this code. In fact, it may not hurt to write it down. While planning, think about the 
following: 

 
If a square has four sides, how many different roll commands will you need to code? 
Where is the best place to add the delays? 

 
One last tip -- When you open the Text Canvas, it is import that you begin typing your code in the right 
place. Look below to see where your code should be: 

 
1 async function startProgram() 

2   

3  // YOUR CODE NEEDS TO GO BETWEEN THE TOP "{" AND THE BOTTOM "}". 
4   

5 }  

Copy 

1 await roll(90, 50, 1); Copy  

  

 

1 await delay(2); Copy  
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