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Located at the Promenade on the Peninsula 

Tech Out at PVNet!  

Can you believe that the summer is already more than halfway over? Here at PVNet, we sure can’t. Time really 

passes by fast when you’re having fun. Every week we are meeting more and more new bright minds, and 

delving further into technology. Keep reading for updates on everything going on at PVNet, and stop by soon 

to visit us!  

Announcements 

VEX ROBOTICS- Last week we introduced our new Engineering Instructor Kirithika. Currently, she and Don, 

our senior Engineering Instructor, are getting ready to start leading our new VEX IQ Robotics class. They have 

been testing the robots and working on lesson plans all week. The class, which is open to students ages 9-13, 

starts July 25, and runs for four weeks, meeting on Mondays, Wednesdays, and Fridays. It will utilize the 

Carnegie Mellon curriculum for teaching robotics and VEX IQ robotics equipment. Students will design, build, 

and program their own robot, and solve fun challenges while developing important skills. Register now at 

pvnet.com!  

Don’t forget, registration for our 2016 Middle School Robotics teams and our 2017 High School teams is 

open! Students must be entering at least 7th grade, and have taken the Introduction to RobotC class to be on a 

team. Register now at pvnet.com.  

PROSTHETIC HAND- You already know what this is going to say. 

So why are you waiting? Come give us a hand, and make a hand for 

a child in need. We have workshops at PVNet on Monday, 

Wednesday, or Friday. Or, sponsor a hand for $160 (tax deductible).  

Classes 

STEM UNIVERSITY 

As we progress further and further into the summer, it is awesome 

to see the older and returning students get better and better at 

using our technology, and even start to work on their own 

independent projects. It is equally awesome to meet new students 

each week and see their excitement when they are exposed to our 

technology for the first time. Our students create amazing things 

weekly, and learn quickly. They are the future inventors, computer 

scientists, coders, and designers for the world!  

One thing that our students really enjoyed working with this week 

was Ozobots, so the spotlight falls on this miniature robot for the 

week’s newsletter edition.  



Tiny but Mighty: Coming out of a startup 

called Evollve, based in Southern California, 

these small round bots were developed and 

promoted as “the tiny smart robot”. Ozobots 

are programmable and can read digital screens 

and other surfaces through light sensors on its 

base. Each Ozobot has a changeable skin and 

LED lights, which can both communicate to the 

user, and respond to commands. Speaking of 

commands, an Ozobot knows 500 of them! The 

bot helps bridge the gap between virtual and 

physical games, and works with iOS and 

Android apps. It was also designed to be 

programmed with Ozoblockly, a customized, 

free web-based editor that is powered by Google’s Blockly. Users can build code using the drag and drop block 

language, and then load the code onto the bot by pressing it against the screen of their computer, which will 

display a sequence of colors. Ozobots also respond to a visual programming language made up of colored 

lines, dashes, and dots, which allows it to travel on paths that the user draws using marker.  

Ozobots introduce kids to robotics and coding in a 

fun, hands-on way. Seeing the physical results of 

their programs often excites our students, and it’s 

a great way to get them interested in pursuing 

computer science or other fields. See Marley and 

the code she put together for her bot, along with 

the path that she drew to the left! 

What do our Students have to say about this 

week? 

Isaiah: “I love everything here!” 

Liam: “My favorite thing to do was animation. I 

made two army planes and animated them to fire 

at each other. I also made a Weeping Willow and a 

model of my house using the 3D pens.” 

Bethany: “My favorite thing was the 3D pens! I 

made a tree and a little house.” 

Yoshi: “I liked using 3D pens. I made a sword and 

some other stuff.” 

RJ: “My favorite thing this week was using 

Tinkercad. I made a dilophosaurus.” 

Nathan: “I liked 3D printing a sign for my room.” 

 



Inventions of the Week  

Our student’s creations just keep getting better and better! Nathan made a sign for his room, complete with 

decorative stars, and is working on creating a miniature forest now. RJ created a dilophosaurus, which can be 

seen to the right (he wants to let people know that it is not a realistic model). He is also working on creating a 

train track.  For these two veteran STEM University students, using Tinkercad is a breeze!  

 

VIDEO GAME DESIGN 

Everybody loves a good game! Our weekly classes in game engines Unity and Unreal Engine continued this 

week, giving students skills in design and coding as they create their own games from scratch. Now, you’ve 

heard a lot about Unity in previous newsletters, but what’s Unreal? 

Unreal Engine 

Made by Epic Games, an American video game development company based in North Carolina, Unreal Engine 

is arguably one of the two most popular game engines on the market, along with Unity. Popular games that 

were created with Unreal Engine include BioShock, Gears of War, Infinity Blade, Injustice: Gods Among Us, and 

Outlast. Unreal is known for its graphics capability, boasting advanced particle systems and dynamic lighting, 

which allow the user to create a game as detailed or simple as they want. It also recently became free for 

users, making it extremely accessible.  

Unreal Engine uses C+, and also has 

Blueprint visual scripting, which is a node-

based scripting method. Technically, users 

don’t ever need to write a single line of 

code. This is great for quickly prototyping 

levels, and entire games can be created 

using Blueprint.  

Our student learned how to make a level 

for their games and how to program a 

marble to move when certain keys were 

pressed, using Blueprint. They also added 

different features to their game, like color 

and light sources, and learned how to 

create a pendulum.  



Projects 

GOVERNMENT INTERNSHIP PROJECTS 
This week, work for the UAV projects for the Rancho Palos Verdes City Government was off to a great start. 

The team met on Monday and Wednesday, and began learning how to assemble UAVs, and also practiced 

piloting virtual ones. It was two very productive sessions.  

UAV Uses: UAVs, commonly known as drones, are a relatively new technology. While there is some confusion 

over regulations and classification, UAVs have a wide range of potential uses. This includes package delivery, 

as Amazon is pioneering with its Prime Air project, which aims to deliver purchases under five pounds within 

thirty minutes after the order. The project is still very much in the development phase, as it has to overcome 

challenges such as FAA regulation and registration, varying environments of customers, battery issues, and 

sound control. UAVs are also used in photography and cinematography, as seen at the ski and snowboarding 

events at the 2014 Sochi Olympics. Realtors are also using UAVs more and more to take aerial photos of 

houses. UAVs are also useful for storm tracking, crop monitoring, looking for missing persons, delivering 

supplies to an otherwise unreachable area, and disaster management.  

Read the Rules and Regulations! Last year the FAA 
instituted a registration system for UAVs. All UAVs 
between 0.55 and 55 pounds need to be registered. 
Here are some basic rules about operating UAVs 
recreationally:  
-Fly below 400 feet and remain clear of surrounding 
obstacles 
-Keep the aircraft within visual line of sight at all 
times 
-Don't fly within 5 miles of an airport unless you 
contact the airport and control tower before flying 
-Don't fly near people or stadiums 
-Don't fly an aircraft that weighs more than 55 
pounds 
-No flying in Washington D.C or in National Parks  
 
Currently, finalized regulations for commercial drone use have not been established- these will most likely 
come out this year or in 2017- however, business owners can apply for approval to fly. Only around 30 of 
these permits have been issued, in areas such as agriculture, real estate and cinematography. 
 

VIDEO PRODUCTION TEAM 

Led by Head Animator Eunice, the team is 

currently working on creating scenes for the PV 

Transit PSAs. They are using Adobe Illustrator to 

design the scenes, and will use After Effects to 

animate and create the final videos. The scripts 

for the PSAs are almost finalized, and soon will 

be recorded in multiple languages, including 

Korean, Chinese, Spanish, Japanese, and English.  



GAME DESIGN TEAM 

The team has finished creating the models for the HTC 

Vive game, which is going to be in the first-person 

shooter style. They are working on combining all the 

elements in Unity, and on rigging the zombies. The 

team has worked long and hard on all the models 

needed for this game, and we can’t wait to play it!  

Vocab Check: Rigging is the term for attaching a digital 

skeleton made out of joints and control handles to the 

static 3D mesh created in Maya, making the models 

ready for animation. This can be a simple process or a 

complicated one, depending on the type of animation 

that you are creating. For studios like Pixar, it can take 

the character technical directors, also known as 

riggers, weeks to rig the characters before they can be 

handed over to the animation team. 

Interns 

Thore, our newest intern, is taking Animation and 

Game Design classes currently, and is designing a car. 

Michael S. is the Environment Designer for the Game 

Design team, and is also learning more about Unreal 

Engine and 3D games. He is pictured to the right using 

our HTC Vive to test the game.  

Daniel has been helping the STEM University kids print 

their designs, and also designed a tool holder for the 

3D printing area using Autodesk Inventor. He is also 

interested in computer hardware.  

Eunice and Lauren have been using Adobe 

Illustrator, and are working on designing scenes 

that will appear in the PV Transit PSAs. Lauren is 

also working on texturing her model for the Game 

Design team.   

Leo has been adding finishing touches to his 

competition game, and is also designing other 

games in Unity. See him working on one of his 

game to the left!  

Tina and Chelsea have been learning how to use 

Unreal Engine, and worked on designing a simple 

game this week.  They have also been working on 

their prosthetic hands.  



Josh has been working on modeling a rifle for the Video Game team in Maya.  

Kachi has joined the Game Design team and is working on modeling military vehicles.  

Aysel has been finishing the scripts for the PV Transit project. This week she also continued teaching STEM 

University, and also assisted Don and Kirithika with their preparation for the VEX IQ Robotics class. Check out 

her and the beautiful butterfly and dragonfly that she made using 3D pens below!   

 

 

 

 

 

 

 

 

 

More Pictures from the Dog Photoshoot!  

We couldn’t resist sharing more gems from our photoshoot this past Saturday! Thanks again to everyone who 

brought their dogs in. Last week we also forgot to thank Tina, Chelsea, Aysel, and Michael S. for volunteering 

at the event.  If you missed it, make sure to bring your dog to our next photoshoot, which will be on Saturday 

July 30, from 10am-12pm.  

 

 

 

 

 

 

 

 

 

 



 

Thanks for reading! See you next week! 

 

Writing and Pictures by: Lauren Leung 
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