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Design and make an
adventure map

Summer 12023 Class Lynher



First we looked at some examples of adventure maps and discussed the design criteria
each would need.

It needed to be
appropriate for Cremyll,
have good obstacles, have
a clear path, a start and a
finish and a clear theme.







Next we thought about how we could make obstacles for our map and tested
materials with the B-Bot

Different materials made the B-
Bot move in different ways such
as the bubbly plastic made it
turn slightly.
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We let our client use them and then evaluated them against the design criteria.

We found that our
map was a bit too
complicated for
Cremyll. We could
draw arrows to
help.
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