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UNIT 1: Students learn how to guide the 
robot, type simple programs, recognize 
repeated patterns, and use the repeat loop.

At the end of this course, they should be able 
to create their own mazes with features such 
as nested loops.

Beginning level skills - quick to learn



UNIT 2: Students will learn how to use 
if/else conditions, the while loop, and 
how to combine loops and conditions 
together.

Level 6.5 - If conditions

UNIT 3: Students will learn how to use 
custom commands, local and global 
variables, and functions that return 
values.

Intermediate level skills



UNIT 4: Students will learn how to use GPS 
coordinates, comparison symbols, 
Boolean values, and random variables.

UNIT 5: Students will learn how to make 
random decisions, use recursion, and 
solve advanced programming challenges.

Advanced level skills



Instructional Youtube videos, 
presented at the beginning of 
a new concept and available 
any time. 



Instructional screens, 
presented at the beginning of 
a new concept or skill.



Step by step 
demonstration levels.



UNIT

SECTION

LEVEL

There are 5 units in 
Karel

Each course is made 
up of 5 sections

Each section is made 
up of 7 levels

A section represents 
a concept arc.

A level represents 
one step of 
instruction or 
practice within the 
concept arc.

Systematic instruction and practice with 
gradual release - 175 levels in all.



My Students shows how many 
points students have earned 
and what levels they are 
working on.  You can get 
precise information by clicking 
on a completed level.

Students earn 
points for each 
level, with bonus 
points for writing 
the code in fewer 
lines, and for not 
using the code 
template (hints).



Performance Tasks

Students can create 
their own Karel 

games in Creative 
Suite, complete with 

code solutions, 
storylines, and game 
requirements.  These 
can be saved, shared 

and published.



Student Journals Each Section has 4 
pages:

1. Recall questions
2. Notes/Application 

questions
3. Bulletin Board to 

post links, pictures, 
ideas

4. Design page for 
designing games



Coming soon... Built-in quizzes End of unit 
assessments

Have students take the 
pre-test on the NCLab 
website before starting 

Karel, then the 
post-test afterwards



As the main course

As a center

As a bonus activity

As a club

Rigorous, complete

Lesson plans
Pacing guide
Journals

Within another course such as 
Robotics or STEM class

Karel improves math 
process skills

Lunchtime, before or after school, 
Science Fair, Skills USA, 

in collaboration with a library or service club

Camp Guide

Tools



More Courses

Tina Turtle
3D Modeling

Python

Creative Suite

Free programming, 
modeling, publishing, 
math tools and more

Cloud Storage

Free cloud storage for 
files created in 
Creative Suite

On-line Gallery

Students can submit 
their games to be 

published

Hour of Code Karel

For a quick taste of 
Karel

Blog

Ideas, events, and 
contests on our blog
(Newsletter coming soon)



Email and phone support? Hangout Meeting?

Webinar (your topic)?Live training?

Monthly newsletter? What would you like to see?



Email: support@nclab.com

Phone: (800) 666-2024 or (775) 303-6075


