
REFLECTION ANIMATION
CHALLENGE
Lesson Description:
Students will create Bloxels animations using reflections 
of Bloxels colored cubes across the coordinate plane.

Grade Levels: 6-8

Timeline: One or two 40-minute class periods

Objectives:
SWBAT: create Bloxels animations 
to demonstrate their understanding 
of reflections of objects across the 
coordinate plane.

Academic Standards:
CCSS (Math): 8.G.A.1-4
ISTE (Technology): 1c, 1d, 2b, 4c, 
5c, 6a, 6d

Technology Resources 
& Materials:

Tablets
Bloxels Boards & Cubes
Bloxels Builder App
Graph paper
Bloxels planning paper
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ACTIVITY:
Explain to the class that they’re going to be working on reflections 
today in a really awesome way: using video game animation. 

Begin by distributing graph paper and Bloxels gameboards only.

Have the class set up the coordinate plane on their graph paper to 
model their boards (graphs should be limited to 13x13).

Note: it may be easiest to only use two quadrants at a time (I & II, or III & IV).

Next distribute Bloxels cubes to the students.
Note: students should be aware that the more colors they use, the more challenging 
this activity will be for them.

Tell students to create a shape in the first quadrant of their graph 
paper using pencils or colored pencils.

Then students should re-create the shape on their Bloxels 
gameboards.

Take time to explain and demonstrate how reflections work.
This would  be a good time to use a document camera to model using your own 
Bloxels board and cubes.

Once your students have built their initial shape, students should scan 
the design into the Bloxels Builder app on their tablets.

Students should then add the second, reflected shape to their graph 
paper and Bloxels boards, across the axes.

After several minutes, have half of the class circulate the classroom to 
review their classmates work and to provide constructive feedback.

Students should return to their desks and make necessary changes.

Students should remove the initial shape from their boards before 
scanning the second frame (reflection) of their animation into the app.

Students should share their animations with the class.
Note: This lesson can be adjusted & expanded to study rotations, translations, etc.
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