
TEACHING GUIDE 

RECCOMENDED AGE: 

More than 8 years.

LEARNING OBJECTIVES:
 ı Develop motor skills

 ı Introduce the child to the world of educa-
tional robotics

 ı Learn to code Mazzy

MATERIALS:
 ı Mazzy robot / vehicle

 ı Mazzy App

CONTENTS:
 ı Introduction to programming via robot / 

vehicle commands.

 ı The App’s game functions (Drive, Buddy, 
Coding, Game).

SKILLS:
 ı Development of creativity.

 ı Development of logical thinking.

 ı Consolidate the basics of programming.

 ı Self-confidence and ability to overcome 
difficulties. 

 ı Ability to make decisions. 

 ı Learning to manage frustration

WWW.XTREMBOTS.COM



COMPETENCIES:

Mathematics skills and basic skills in science 
and technology: The child learns to solve pro-
blems and make decisions based on evidence.

Digital skill: The child uses technological re-
sources for communication and problem sol-
ving. Their curiosity for learning increases and 
their technological abilities improve. 

Learning to learn: The child learns different 
strategies to tackle each of the functions of 
the game and is motivated to learn. With the 
different game options the child has the dri-
ve and curiosity to learn. The child feels that 
they are leading the process and responsible 
for the result of their learning.

Sense of initiative and entrepreneurial spi-
rit: The child designs and implements a plan 
to get the robot / vehicle to carry out the pro-
grammed movements. The child develops the 
ability to analyze, plan and organize the mo-
vements of the robot / vehicle. The child acts 
creatively and imaginatively in each of the ga-
mes in the App.

LESSON PLAN PROPOSAL:

Starter: 
A starter activity by which the child learns to 
control the robot is recommended. S/he will 
start with the “direct control” and “program-
ming control” modes. Both modes are execu-
ted directly from the robot.

Development: 
This part will be done with the App.

DRIVE OPTION: The child prepares a circuit 
and must guide Mazzy through the circuit wi-
thout colliding with any of the obstacles. If 
played with more children, it can be timed to 
see who completes the circuit in the shortest 
time possible; use Game mode on the APP. 

CODING OPTION: The child has to program 
Mazzy to reach the end of the proposed route. 
If there is an error and Mazzy doesn’t comple-
te the circuit, s/he has to start over. If played 
with more children, the device passes at this 
point to the next child, who starts the pro-
gramming phase again, and tries to lead Ma-
zzy all the way through the proposed route. 

BUDDY OPTION: Dance competition. You se-
lect the type of dance music you want to hear 
(hip hop, techno, pop, reggae). Mazzy begins 
to ‘dance’ and then the children have to dance 
to the rhythm of the robot / vehicle. The win-
ner is the child who most accurately copies 
Mazzy’s movements, and participants are eli-
minated as they make mistakes and lose their 
rhythm. 

GAME OPTION: Robotic skill competition. The 
child who manages to get Mazzy to the end of 
the course and dodge all the obstacles in the 
shortest possible time wins the game. 

Plenary:
THE HOTLINE: Mazzy becomes a messenger. A 
sheet is placed between the robot’s grippers,  
and Mazzy is programmed to take the ques-
tion to the other end of the circuit. The other 
children will be on the other side. When Mazzy 
reaches his destination, the children will read 
the question, get together to agree on a final 
answer, write it on the sheet and reprogram 
Mazzy to take the answer back to the begin-
ning of the circuit where the teacher or adult 
will check the reply. The group that manages 
to get Mazzy to the start of the circuit with 
the correct answer will win. 

SEN (Special ecucational needs):

Start with the direct control mode so that the 
child becomes familiar with the movements 
of the robot / vehicle. When s/he is familiari-
zed with Mazzy, s/he will go on to try out the 
games in the App and according to his/her 
preferences, will choose one type of game or 
another.


