
TEACHING GUIDE 

RECCOMENDED AGE: 

More than 5 years.

LEARNING OBJECTIVES:
 ı To learn to programme using colours

 ı To solve challenges

 ı To develop motor skills

MATERIALS:
 ı Robot

 ı Board tiles

 ı Coloured counters

 ı Book of challenges

CONTENT:
 ı Programming using colours

 ı Levels of difficulty

SKILLS:
 ı Development of motor skills

 ı Development of attention

 ı Problem solving

 ı Development of creativity

 ı Exploration and problem solving

 ı Self-confidence and coping ability
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COMPETENCIES:

Linguistic communication: The child com-
municates with the other children who are 
playing in order to solve the challenges to-
gether. Decision making is very important 
in this game. The child learns to express 
their ideas and to interpret the labyrinth to 
achieve their aim.

Mathematical competence and basic com-
petences in Science and Technology: The 
child learns to solve the challenges by imple-
menting logical and spatial thought. They 
learn to represent the coloured counters.

Digital competence: The child learns how 
the robot behaves by programming the lab-
yrinth. 

Learning to learn: The child learns colour 
coding and following lines to turn or move 
forward correctly. They gain knowledge by 
processing and understanding information 
and, if the labyrinth is incorrect, they learn 
to rectify it, reinforcing their self-esteem and 
confidence.

Social and civic competences: The child 
learns to interact with other children to reach 
a common objective. Respect in personal re-
lationships and taking turns is fundamental 
for the development of this competence. 

Sense of initiative and entrepreneurial spir-
it: The child develops their creativity, building 
the routes of the labyrinth and taking Woki 
around new circuits. 

LESSON PLAN PROPOSAL:

Starter: 
In order for the child to familiarise them-
selves with the programming code, they will 
be shown the coloured counters and will be 
asked to explain what they think the robot 
will do if it goes on top of the counter we are 
asking about. Once the child is clear about 
the behaviour of each of the counters, they 
will carry out the first activity where they will 
place various tiles with their coloured coun-
ters. The objective is for the child to learn 
about Woki’s behaviour when placing the 
counters and their tiles. 

Development: 
It is suggested that the child carries out the 
different challenges of the game, increasing 
their difficulty as they solve them.

Proposed example for working on mathe-
matical competences: A number is placed 
on each coloured counter Woki passes. The 
objectives is to work on mental arithmetic. 
As the robot passes by each of the numbers, 
the child has to add the figures together. At 
the end of Woki’s route, the child will say the 
number obtained out loud so they can find 
out whether the result they have obtained is 
correct or not. 

Plenary:
As a final activity, the child will create their 
own circuit with board tiles. Each circuit 
should have a minimum of straight lines and 
turns to the left and right. 

SEN (Special ecucational needs): 

It will operate as an open circuit. The child 
should learn to recognise the coloured coun-
ters and their behaviour. As they gain this 
knowledge, it will be checked with Woki and 
they will continue to expand the circuit. Next, 
the child will be asked to complete a circuit 
following the adult’s instructions. Use yellow 
tile to start the robot.


