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Press this  key twice to 

 c lear Roamer ’s  memory  

so it  forgets the last   

instruct ions  you  gave it .  

These keys are numbers  

and they te l l  Roamer  

how far  to go  or  

how much to  turn.  

This  key  

makes Roamer 

turn left .  

Press this  key to 

make Roamer  

turn r ight .  

GO makes 

Roamer  

fo l low your 

instruct ions  

Cut and stick—Labelling Roamer’s Control Panel. 
 

Can you find where these labels go and stick them in the right place?  

This  key makes Roamer  

move forward.   

Literacy— To recognise that labelled diagrams carry information.  

To label diagrams to give information. 


