
Dash 

Specifications 

In the kit 

Dash robot 

Charging cord 

Building Brick Connectors 

Getting started guide  

Size and weight 

Length: 17cm 

Width: 18.2cm 

Height: 16.1cm 

Weight: 800g 

Battery, Power, Connectivity and 

Movement 

Play time: Up to 5 hours 

Standby time: Up to 30 days 

Battery: Built in rechargeable lithium ion 

Charging: Via Micro USB to computer 

system 

Connectivity: Bluetooth Smart 4/LE 

Movement: 1m/s 

Sensors & Media: 

3 microphones 

1 speaker 

4 infrared transmitters 

3 distance sensors (30cm range) 

2 infrared robot detection receivers  

Packed with sensors and numerous capabilities, the Dash robot can race, 

dance, light up, sing, navigate objects, and even respond to voice. Charged 

and ready to play right of out of the box, there are a numerous apps for a 

variety of age and ability groups. From the simple control “Go” app to the 

“Blockly”, “Path” and “Wonder” apps (iOS and Android compatible) that 

teach students to code while having fun interacting with the cheeky robot. 

Dash has another robot friend Dot which comes preloaded with several 

games and is also compatible with visual programming apps Wonder and 

Blockly.    

Each app will prompt you when Dash requires an update – this is as simple 

as plugging the robot into a computer using the attached orange cable.  

Getting started 

1. Power on the Dash robot using the white button in-between two of the 

lower circles and place Dash on the floor.  

2. Download the relevant apps (see below) to your compatible iOS or     

Android device.  

3. Ensure Bluetooth is enabled on your mobile device before opening your      

chosen app (see below). 

4. Each of the apps below will connect to Dash by asking you to press and 

hold the Dash button either as soon as you open the app or before you 

send your program to the robot. 

5. Follow the prompts in each app to complete tasks and explore features.  

Information privacy policy: Students are not required to provide personal information to use the Dash bot out-of-the-box or 

to use the associated apps.  

Purchasing and procurement: Purchasing guidelines can be found on OnePortal. See your Principal or relevant Finance     

Delegation Holder for more information. 

Please note: The Department of Education and Training does not endorse the use of any product or supplier.  

Before making any decision to purchase, ensure you have assessed, at a minimum,  the product’s educational  

benefits, value for money, risk, and warranty options.  

Review date:  January, 2016 
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In the classroom 

 Attach the Building Brick Connectors to the side of Dash and add                  

extensions to the robot using Lego e.g., add a pen and control Dash to 

draw. 

 In many of the apps, students can save and transfer their program to 

another robot 

 Dash is a simple way to introduce students to Algorithm Design,     

Command Sequences, Conditions and Loops.   

 Introduce students to visual programming using one of the listed apps. 

 Use Dash to reinforce math concepts such distance and speed or using 

the Xylophone attachment and Xylo app to reinforce patterns (ABBA)  

https://www.makewonder.com/dot
https://oneportal.deta.qld.gov.au/Services/Procurement_Purchasing/Purchasingandprocurementinstructions/Documents/minimum-quotation-requirements.pdf


Helpful links 

Teacher resources 

 

Quick start guide 

 

Apps available for use with Dash 

 

Wonder Workshop YouTube channel  

edStudio access key: S869167025  

Apps 
Go 

Use the “Go” app to program Dash to move, spin, speak, and much more! Explore the robot’s 

lights, sounds, sensors and movements using this app to learn the features and range of projects 

Dash is capable of.  

 

Wonder 

Wonder uses a visual programming language to allow students to create detailed behaviors for 

Dash. Students must complete quest challenges to move through the challenge map and unlock 

rewards. The more rewards that students receive, the more of Dash’s features they can program 

in the “Inventor’s Log” and “Free Play” spaces.   

 

Path 

Using the Path app, students draw a path for Dash and then drag the desired action (sound, 

movement, etc.) to their draw path. Once students have passed the themed challenges, the fea-

tures are unlocked and they are free to code their own journeys for Dash.   

 

Blockly 

Blockly introduces more advanced computational thinking concepts using a block-like visual 

programming language. Students can explore variables, events, conditionals and program Dash 

using the sample projects or create their own programs. Students can program Dash to respond 

to button presses, other robots, and even voice controls. 

 

Xylo 

This app is used in conjunction with the Xylophone accessory purchased in addition to the Dash 

robot. After connecting the xylophone to Dash, students can program Dash to play their favorite 

song or make a new tune of their own.  

https://teachers.makewonder.com/
https://www.makewonder.com/start
https://www.makewonder.com/apps/
https://www.youtube.com/channel/UCZgluWgYIZ5k5EVHNUziTeQ/videos
https://www.makewonder.com/apps/go
https://www.makewonder.com/apps/wonder
https://www.makewonder.com/apps/path
https://www.makewonder.com/apps/blockly
https://www.makewonder.com/apps/xylo

