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1. E1.Hackathon 
This document describes RoboSTEAM hackathon Multiplier Event carried out in the 
Polytechnic Institute of Bragança in the context of RoboSTEAM project [1-8], at 

the three of November of 2020. The document includes the event description. 

2. Event Description 
 
2.1. Description and aim of the activity 
The Robostem Hackaton was a competitive event in which the participants, 
developed nanochalenges based on physical devices and simulation, that were 

used in challenge-based learning activities [9, 10] during the RoboSTEAM Project. 
The Hackaton was intended for students and researchers, and it is a multiplier 

event that had as goal to share some of the Intellectual Outputs of RoboSTEAM 
Project, with a wider audience. In addition, the Hackathon serves as a testing work 

bench for the Hardware in the Loop Prototype defined as O3.COVID-19_1 [11] in 
the scope of COVID-19 [12-24] extension. 

2.2. Agenda of the activity 

3 of November: 

14:00 to 15:00 Reception of the Participants 

15:00 to 17:00 Lecture related with Mbot programming with Scratch 

17:00 to 19:00 Lecture related with Robot programming based on a hardware in 

the loop approach 

Dinner Break: 19:00 to 21:00 

21:00 to 23:00 challenge solving based on the proposed hardware and 

simulation based proposed tools.  

2.3. Tools used during the activity 
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One the used platforms was the mBot, in which it uses the mBlock 5 software to 

program it, from the MakeBlock Co. Ltd. Company and also a simulated robot, 
prototyped to compete in the micromouse competition, using a hardware in the 

loop approach. To minimize the gap between the simulation and the real 

implementation, an Hardware-in-the-loop technique was proposed allowing to 
control a simulated Arduino based robot with real hardware. 
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4. Photos 
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5. Documentation 
5.1. Leaflet 

 



	 	
	 	

	

2018-1-ES01-KA201-050939 15 

 



	 	
	 	

	

2018-1-ES01-KA201-050939 16 

5.2. Presentation Sample 
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