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         W�th th�s magaz�ne we have been explor�ng how best to create 
an env�ronment that both ra�ses learner outcomes and max�m�ses 
the�r future opportun�t�es.
         The team respons�ble for th�s magaz�ne would l�ke to thank 
headteachers �n the partner schools where mob�l�t�es, lessons and 
workshops were conducted. We are also thankful to the Nat�onal 
Agenc�es who contr�buted the�r t�me and expert�se and prov�ded 
ass�stance and adv�ce dur�ng the most challeng�ng moments of the 
project. 
         We are espec�ally grateful to the colleagues and students �n the 
5 partner schools for the�r �mportant work �n ensur�ng pos�t�ve 
learn�ng exper�ences for the�r students and for the�r agreement to 
share w�th us the�r knowledge and best pract�ces. 
         We also gratefully acknowledge the adv�ce and useful 
comments from everybody �nvolved �n the project, whose feedback 
helped to �mprove and f�nal�se th�s f�rst �ssue of the project 
magaz�ne.



OUR VİSİON

Educat�on w�th a Purpose

THE PROJECT "CO-DEVELOP E+ GENERATİONS" (CODE+) WİLL CREATE A NETWORK OF SCHOOLS ACROSS
EUROPE TO DEVELOP THE 21ST CENTURY SKİLLS SUCH AS CREATİVİTY AND İNNOVATİON, CRİTİCAL
THİNKİNG AND PROBLEM SOLVİNG, DİGİTAL COMPETENCE, TEAMWORK AND COLLABORATİON İN VİRTUAL
TEAMS, MULTİPLE LANGUAGES AND CULTURAL AWARENESS.

Our a�m �s to develop and share good 
pract�ces and �nnovat�ve educat�onal ways to 
use cod�ng and new technolog�es at
school, for students from 10 to 15 years old, 
�n order to create a computat�onal th�nk�ng 
vert�cal curr�culum.
Italy, Turkey, L�thuan�a, Roman�a and Serb�a 
are partners �n th�s project: they have 
d�fferent backgrounds and they w�ll br�ng 
the�r exper�ence and expert�se �n us�ng 
cod�ng and computer programm�ng �n the 
da�ly act�v�t�es.
It �s a fact that students who take technology 
tra�n�ng at an early age even �f they do not 
cont�nue the�r stud�es �n the software f�eld, �t 
w�ll also contr�bute to the�r success �n other 
areas. Therefore the goal of the project �s to 
learn from each other and exper�ence 
together new act�v�t�es and methodolog�es to 
develop cr�t�cal and computat�onal th�nk�ng.

Our students w�ll share onl�ne and offl�ne 
cod�ng act�v�t�es, they w�ll use programm�ng 
platforms and appl�cat�ons l�ke Scratch,
Scratch Jun�or, Lego M�ndstorms EV3, Kodu 
Game Lab, GoAn�mate, Makey-Makey and 
many others; they w�ll also develop v�deo 
games and d�g�tal storytell�ng and they w�ll 
have a f�rst approach to robot�cs educat�on, 
as well.
Our goal �s to help ch�ldren turn from 
technology consumers �nto technology 
producers, f�ght�ng d�sengagement �n the
formal educat�on as well as creat�ng an 
env�ronment of collaborat�on and healthy 
compet�t�on among them. One of our ma�n 
a�ms �s to bu�ld a Teachers' European CODE+ 
commun�ty, where we can share good cod�ng 
and computer sc�ence pract�ces that we are 
currently us�ng �n our classrooms. 
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OUR VİSİON

Therefore we are go�ng to create a CLIL 
platform wh�ch w�ll �nclude all the 
appl�cat�ons and d�g�tal tools we w�ll have 
used throughout the project, wh�ch w�ll be 
freely access�ble to all users and also conta�n 
downloadable mater�als resulted from our 
project act�v�t�es. Th�s way we �ntend to 
promote ch�ldren’s healthy development and 
learn�ng through sound ICT sk�lls and 
schemes.
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MOBİLİTİES
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Mob�l�t�es
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November 15th - 18th, 2021

L�thuan�a, D�g�tal Storytell�ng;
March 7th - 10th, 2022

Roman�a, D�scover Europe through Robots;
May 9th - 12th, 2022
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MOBILITY I
November 2021

ITALY
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84.4% Chr�st�an�ty
11.6% No rel�g�on
1.0% Islam
3.0% Others

Cap�tal
and largest c�ty
Rome
41°54′N 12°29′E
Off�c�al languages
Ital�ana
Nat�ve languages
See ma�n art�cle
Rel�g�on 
(2020)[1]

Demonym(s)
Ital�an

Area
• Total
301,230 km2 (116,310 sq m�) (71st)
• Water (%)
1.24 (2015)[2]
Populat�on
• 2022 est�mate
 58,983,000[3] (23rd)
• 2011 census
59,433,744[4]
• Dens�ty
201.3/km2 (521.4/sq m�) (74th)

https://en.wikipedia.org/wiki/Christianity_in_Italy
https://en.wikipedia.org/wiki/Irreligion_in_Italy
https://en.wikipedia.org/wiki/Islam_in_Italy
https://en.wikipedia.org/wiki/Religion_in_Italy
https://en.wikipedia.org/wiki/Rome
https://geohack.toolforge.org/geohack.php?pagename=Italy&params=41_54_N_12_29_E_type:city
https://en.wikipedia.org/wiki/Italian_language
https://en.wikipedia.org/wiki/Languages_of_Italy
https://en.wikipedia.org/wiki/Italy#cite_note-2021_Eurobarometer-1
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Italians
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Demonym


PN
CO

-D
EV

EL
OP

 E+
 G

EN
ER

AT
IO

NS

Italy, Interd�sc�pl�nary Programm�ng w�th Robot�cs;
November 2021

Descr�pt�on of the Event
Methodolog�es and d�g�tal tools to be used
- GTKEO and team-bu�ld�ng exerc�ses
- Lego M�ndstorms EV3
- Google Educat�on Su�te: Gma�l, Google Dr�ve,
Google Classroom
- 3D-BIM, VR and 3D pr�nt�ng
- M�nd maps w�th Super Mappe EVO to meet
the needs of all students

Results
- exper�mental methods �nvolv�ng d�g�tal tools
for strengthen�ng the prof�les of the teach�ng
profess�ons
- comprehens�on of consequences, l�m�ts and
ways of mak�ng good use of human-mach�ne
�nteract�on
- development of the cooperat�on between
the partner schools �n terms of exchange of
good pract�ces on robot�cs
- cope w�th the students' m�suse of mob�le
phones and how to prevent/avo�d cyber
bully�ng
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Italy, Interd�sc�pl�nary Programm�ng w�th Robot�cs;
November 2021

LEGO® MINDSTORMS® Educat�on EV3 Core Set
�s a hands-on, cross-curr�cular STEM solut�on
that engages students by prov�d�ng the
resources to des�gn, bu�ld and program the�r
creat�ons wh�le help�ng them develop
essent�al sk�lls such as creat�v�ty, cr�t�cal
th�nk�ng, collaborat�on, and commun�cat�on. A
Core Set supports two students and comes
w�th a gett�ng-started gu�de, v�deo tutor�als,
and standards-al�gned lesson plans. An
eLearn�ng program �s �ncluded for educators.
The system �ncludes the EV3 Intell�gent Br�ck,
a compact and powerful programmable
computer that makes �t poss�ble to control
motors and collect sensor feedback us�ng the
�ntu�t�ve �con-based programm�ng and data
logg�ng software that �s del�vered w�th the
set.
The set �s del�vered �n a sturdy storage b�n
w�th a sort�ng tray, three Servo Motors, f�ve
Sensors (Gyro, Ultrason�c, Color and 2x
Touch), a EV3 Rechargeable DC Battery (w�th
charg�ng cable) and connect�ng cables.
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Italy, Interd�sc�pl�nary Programm�ng w�th Robot�cs;
November 2021
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Italy, Interd�sc�pl�nary Programm�ng w�th Robot�cs;
November 2021

Cod�ng for k�ds w�th Scott�e Go! Edu

Scott�e Go! Edu �s an �nnovat�ve educat�onal 
game wh�ch teaches programm�ng to k�ds 
aged 6-15 years. It can help to develop 
algor�thm�c �ntu�t�on and competenc�es of 
pup�ls, accord�ng to the latest developments 
�n methodology.
For teachers conduct�ng programm�ng 
classes w�th our game, we have prepared full
lesson scenar�os, cover�ng all grades of the 
target group. All ass�gnments allow students 
to acqu�re the bas�c sk�lls necessary to learn 
programm�ng languages.
Scott�e Go! Edu �s an educat�onal game 
wh�ch can help your pup�ls develop very 
�mportant sk�lls and competences such as: 
analyt�cal as well as log�cal th�nk�ng; 
algor�thm�c reason�ng; present�ng the�r 
thoughts and �deas; proper work plann�ng 
and work organ�sat�on; teamwork and 
effect�ve project development. Us�ng 
gam�f�cat�on �n educat�on helps k�ds to ga�n 
knowledge �n a fr�endly and �nterest�ng way. 
The game features a fr�endly al�en called 
Scott�e, whose spacesh�p breaks down and 
crash lands on Earth. Learners w�ll need to 
help Scott�e to collect replacement parts for 
h�s spacesh�p by programm�ng the act�ons of 
the game characters. 

Scott�e Go! Edu cod�ng for k�ds, features
hours of fun and learn�ng by solv�ng
challenges and quests that requ�re creat�v�ty
to allow Scott�e to f�x h�s spacesh�p and
return home.
Scott�e Go! Edu compr�ses an app as well as
un�que cardboard programm�ng blocks,
featur�ng 91 quests of �ncreas�ng d�ff�culty.
Spec�ally des�gned blocks make �t fun to learn
programm�ng and to develop mathemat�cal
competences. Us�ng cardboard blocks,
learners create programs to solve quests
featured �n the Scott�e Go! Edu app.
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Italy, Interd�sc�pl�nary Programm�ng w�th Robot�cs;
November 2021

Take notes eas�ly from meet�ngs and
conferences. In the end, you w�ll have a
useful v�sual record, but the �ntent�onal
effort of m�nd mapp�ng means you
probably already have a better grasp of
the content stored �n your memory.
Remember complex l�sts of terms and
�deas to a�d �n comprehens�on and test-
tak�ng success. Solve an age-old pesky
problem and get ahead of the crowd by
�mprov�ng the retent�on of names.

M�nd Maps

What �s M�nd Mapp�ng?
M�nd mapp�ng �s more than a fancy way to
des�gn a flow chart. Th�s v�sual thought
process ass�sts you to �dent�fy a central �dea,
bra�nstorm a cloud of related �deas, and
creat�vely th�nk about spec�f�c d�mens�ons of
the ma�n �dea to help you see that you are
cons�der�ng all of �ts benef�ts or solut�on
strateg�es.
Th�s tool works great for groups, but also for
execut�ves as they cast v�s�on; for students
seek�ng the most eff�c�ent way to �ntake new
�nformat�on; and for �nd�v�duals des�r�ng to
streaml�ne and organ�ze personal goals.

How People Learn Better w�th a M�nd Map 
1. Use V�sual Th�nk�ng to Remember
Important Informat�on Eas�ly.

Eas�ly and qu�ckly create project task 
l�sts, allow�ng yourself to devote more 
mental process�ng space to actually 
accompl�sh�ng the tasks.

Ach�eve max�mum benef�t from 
bra�nstorm�ng sess�ons. When you know 
to address several aspects of an �dea, 
you can m�n�m�ze wasted t�me flesh�ng 
out �deas that all perta�n to one p�ece. 
Save ref�n�ng deta�ls for later.
Understand the b�g p�cture more clearly. 
Wrap your focus around what’s really 
�mportant, as you v�sually f�nd the one 
central p�ece of the project.
Ident�fy needs and creat�ve solut�ons 
qu�ckly. By stay�ng m�ndful of the 
d�fferent aspects of a successful 
project, you po�nt your bra�n at the 
areas wh�ch need more development. 
Th�s enhances creat�v�ty and �ncreases 
product�v�ty.

2. Enhance Creat�ve Th�nk�ng Ab�l�ty.
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Italy, Interd�sc�pl�nary Programm�ng w�th Robot�cs;
November 2021

Tra�n your bra�n to store �nformat�on 
�ntent�onally, and enjoy an �ncreased ab�l�ty to 
th�nk on your feet.
Impress younger colleagues and 
acqua�ntances w�th your w�ll�ngness to 
�ncorporate new �deas and �nformat�on �nto 
establ�shed systems and thought patterns.

M�nd Maps

3. Stay Mentally Young And Ag�le.
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Italy, Interd�sc�pl�nary Programm�ng w�th Robot�cs;
November 2021
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Italy, Interd�sc�pl�nary Programm�ng w�th Robot�cs;
November 2021

For Act�v�t�es and More 

The documents conta�n the mater�als used and produced dur�ng the mob�l�t�es that were held dur�ng the f�rst year of the 
project. Th�s l�st �s not exhaust�ve and the collect�on �s subject to complement, extens�on and update. 
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MOBILITY II
MARCH 2022

LITHUANİA
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84.6% L�thuan�ans
6.5% Poles
5.0% Russ�ans
1.0% Belarus�ans
0.5% Ukra�n�ans
2.3% Others

79.4% Chr�st�an�ty
—74.2% Cathol�c�sm
—5.2% Other
Chr�st�an
6.1% No rel�g�on
0.8% Others
13.7% No answer

Cap�tal
and largest c�ty
V�ln�us
54°41′N 25°19′E
Off�c�al languages
L�thuan�an[1]
Ethn�c groups 
(2021[2])

Rel�g�on 
(2021[3])

Demonym(s)
L�thuan�an
Area
• Total
65,300 km2 (25,200 sq m�) (121st)
• Water (%)
1.98 (2015)[8]
Populat�on
• 2022 est�mate
 2,830,097[9] (137th)
• Dens�ty
43/km2 (111.4/sq m�) (138th)

https://en.wikipedia.org/wiki/Lithuanians
https://en.wikipedia.org/wiki/Poles_in_Lithuania
https://en.wikipedia.org/wiki/Russians_in_Lithuania
https://en.wikipedia.org/wiki/Belarusians_in_Lithuania
https://en.wikipedia.org/wiki/Ukrainians_in_Lithuania
https://en.wikipedia.org/wiki/Ethnic_minorities_in_Lithuania
https://en.wikipedia.org/wiki/Christianity
https://en.wikipedia.org/wiki/Catholicism
https://en.wikipedia.org/wiki/List_of_Christian_denominations
https://en.wikipedia.org/wiki/Irreligion
https://en.wikipedia.org/wiki/Religion_in_Lithuania
https://en.wikipedia.org/wiki/Vilnius
https://geohack.toolforge.org/geohack.php?pagename=Lithuania&params=54_41_N_25_19_E_type:city
https://en.wikipedia.org/wiki/Lithuanian_language
https://en.wikipedia.org/wiki/Lithuania#cite_note-1
https://en.wikipedia.org/wiki/Ethnic_group
https://en.wikipedia.org/wiki/Lithuania#cite_note-2
https://en.wikipedia.org/wiki/Lithuania#cite_note-religion-stats-3
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Lithuanians
https://en.wikipedia.org/wiki/Geography_of_Lithuania
https://en.wikipedia.org/wiki/List_of_countries_and_dependencies_by_area
https://en.wikipedia.org/wiki/Lithuania#cite_note-8
https://en.wikipedia.org/wiki/Demographics_of_Lithuania
https://en.wikipedia.org/wiki/Lithuania#cite_note-9
https://en.wikipedia.org/wiki/List_of_countries_and_dependencies_by_population
https://en.wikipedia.org/wiki/List_of_countries_and_dependencies_by_population_density
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L�thuan�a, D�g�tal Storytell�ng
March, 2022

Descr�pt�on of the Event
Methodolog�es and d�g�tal tools to be used:
- GTKEO and team-bu�ld�ng exerc�ses
- Bee-Bot
- Robot (LEGO WEDO/EVO3)
- Scratch jun�or, Scratch
- V�deo ed�t�ng
- Interact�ve presentat�ons (PPT, EMAZE,
POWTOON)

Results
-exper�mental work w�th operat�ng Bee-Bots, 
-Scratch jun�or, Scratch and Robot (LEGO --- 
WEDO/EVO3)
- comprehens�on of consequences, l�m�ts 
and ways of mak�ng good use of human- 
mach�ne �nteract�on
- upgrad�ng of the d�g�tal storytell�ng method 
us�ng the robots and d�g�tal tools
- fluency �n m�x�ng together d�fferent med�a 
(�nclud�ng graph�cs, sound, and cod�ng 
programs) �n creat�ve ways.
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L�thuan�a, D�g�tal Storytell�ng
March, 2022
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L�thuan�a, D�g�tal Storytell�ng
March, 2022

SCRATCH

What �s Stop Mot�on?

Scratch �s a h�gh-level block-based v�sual
programm�ng language and webs�te a�med
pr�mar�ly at ch�ldren as an educat�onal tool
for programm�ng, w�th a target aud�ence of
ages 8 to 16. Users on the s�te, called
Scratchers, can create projects on the
webs�te us�ng a block-l�ke �nterface. Projects
can be exported to HTML5, JavaScr�pt,
Andro�d apps and EXE f�les us�ng external
tools. The serv�ce �s developed by the MIT
Med�a Lab, has been translated �nto 70+
languages, and �s used �n most parts of the
world. Scratch �s taught and used �n after-
school centers, schools, and colleges, as well
as other publ�c knowledge �nst�tut�ons. As of
May 8, 2022, commun�ty stat�st�cs on the
language's off�c�al webs�te show more than
104 m�ll�on projects shared by over 90 m�ll�on
users, over 686 m�ll�on total projects ever
created (�nclud�ng unshared projects), and
more than 100 m�ll�on monthly webs�te v�s�ts.

Scratch takes �ts name from a techn�que used by
d�sk jockeys called "scratch�ng", where v�nyl
records are cl�pped together and man�pulated on
a turntable to produce d�fferent sound effects
and mus�c. L�ke scratch�ng, the webs�te lets
users m�x together d�fferent med�a (�nclud�ng
graph�cs, sound, and other programs) �n creat�ve
ways by creat�ng and 'rem�x�ng' projects, l�ke
v�deo games, an�mat�ons, and s�mulat�ons.

https://en.wikipedia.org/wiki/High-level_programming_language
https://en.wikipedia.org/wiki/Visual_programming_language
https://en.wikipedia.org/wiki/HTML5
https://en.wikipedia.org/wiki/JavaScript
https://en.wikipedia.org/wiki/Android_(operating_system)
https://en.wikipedia.org/wiki/Application_software
https://en.wikipedia.org/wiki/.exe
https://en.wikipedia.org/wiki/MIT_Media_Lab
https://en.wikipedia.org/wiki/Disk_jockey
https://en.wikipedia.org/wiki/Scratching
https://en.wikipedia.org/wiki/Video_games
https://en.wikipedia.org/wiki/Animations
https://en.wikipedia.org/wiki/Simulations
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L�thuan�a, D�g�tal Storytell�ng
March, 2022

LEGO WE DO
What �s Lego We Do?
LEGO WeDo �s a robot�cs hardware and
software platform spec�f�cally des�gned for
K�ndergarten to Grade 2 students. As w�th
other LEGO Educat�on products �t follows the
4 C’s process – Connect to a story, Construct
a model, Contemplate �ts funct�on, and
Cont�nue �mprov�ng �ts des�gn.
There are mult�ple ways to gu�de the students
along the learn�ng path. One example �s by
choos�ng an act�v�ty from the 12 themed
opt�ons. Students then follow the bu�ld
process step by step us�ng the same LEGO
�nstruct�ons we have grown accustomed to,
as they work collaborat�vely �n learn�ng
descr�bed by Dr Seymour Papert as
Construct�on�sm. The fun and learn�ng �s
enhanced when the programm�ng of the
models �s �ntroduced. Students qu�ckly learn
the s�mple cl�ck-and-drag �cons to act�vate a
motor, wh�ch m�ght also be dependent on a
sensor, �n a log�cal and sequent�al schema.
For the more capable, and even older
students of Grades 3 & 4, LEGO’s WeDo
programm�ng platform also allows for
mathemat�cal operat�ons and d�splay effects,
as a stepp�ng-stone to game des�gn and
enterta�nment.

What I love about LEGO WeDo, as�de from �t 
be�ng tact�le and engag�ng, �s that �t encourages 
students to persevere when solv�ng problems. As 
a teacher, there �s no greater sat�sfact�on than a 
ch�ld f�st-pump�ng the a�r when they f�nally see 
the efforts of the�r labour re-created �n front of 
the�r eyes.
And thanks to MIT, LEGO WeDo sensors also work 
w�th “Scratch” (at least up to v1.4)!
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The documents conta�ns the mater�als used and produced dur�ng the mob�l�t�es that were held dur�ng the f�rst year of the 
project. Th�s l�st �s not exhaust�ve and the collect�on �s subject to complement, extens�on and update. 
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ROMANIA

88.92% Roman�ans
6.50% Hungar�ans
3.29% Roman�
1.29% Other

92.3% Chr�st�an�ty
—81.0% Roman�an
Orthodoxy
—6.2% Protestant�sm
—5.1% Cathol�c�sm
6.2% No rel�g�on
1.5% Others

Cap�tal
and largest c�ty
Bucharest
44°25′N 26°06′E
Off�c�al languages
Roman�an[1]
Recogn�sed m�nor�ty
languages[2]
show
See here
Ethn�c groups 
(2011)[3]

Rel�g�on 
(2011)[4]

Demonym(s)
Roman�an

Area
• Total
238,397 km2 (92,046 sq m�) (81st)
• Water (%)
3
Populat�on
• 1 January 2021 est�mate
 19,186,201[8][9] (61st)
• 2011 census
20,121,641[3]
• Dens�ty
80.4/km2 (208.2/sq m�) (136th)

https://en.wikipedia.org/wiki/Romanians
https://en.wikipedia.org/wiki/Hungarians_in_Romania
https://en.wikipedia.org/wiki/Romani_people_in_Romania
https://en.wikipedia.org/wiki/Minorities_of_Romania
https://en.wikipedia.org/wiki/Christianity
https://en.wikipedia.org/wiki/Eastern_Christianity
https://en.wikipedia.org/wiki/Protestantism
https://en.wikipedia.org/wiki/Catholic_Church_in_Romania
https://en.wikipedia.org/wiki/Irreligion_in_Romania
https://en.wikipedia.org/wiki/Religion_in_Romania
https://en.wikipedia.org/wiki/Bucharest
https://geohack.toolforge.org/geohack.php?pagename=Romania&params=44_25_N_26_06_E_type:city
https://en.wikipedia.org/wiki/Romanian_language
https://en.wikipedia.org/wiki/Romania#cite_note-1
https://en.wikipedia.org/wiki/Romania#cite_note-2
https://en.wikipedia.org/wiki/Ethnic_group
https://en.wikipedia.org/wiki/Romania#cite_note-CensusRef-3
https://en.wikipedia.org/wiki/Romania#cite_note-census_2011_rel-4
https://en.wikipedia.org/wiki/Demonym
https://en.wikipedia.org/wiki/Romanian_people
https://en.wikipedia.org/wiki/Geography_of_Romania
https://en.wikipedia.org/wiki/List_of_countries_and_dependencies_by_area
https://en.wikipedia.org/wiki/Demographics_of_Romania
https://en.wikipedia.org/wiki/Romania#cite_note-8
https://en.wikipedia.org/wiki/Romania#cite_note-9
https://en.wikipedia.org/wiki/List_of_countries_and_dependencies_by_population
https://en.wikipedia.org/wiki/Romania#cite_note-CensusRef-3
https://en.wikipedia.org/wiki/List_of_countries_and_dependencies_by_population_density
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May, 2022

Methodolog�es and d�g�tal tools to 
be used:
- GTKEO and team-bu�ld�ng 
exerc�ses
- Lego M�ndstorms EV3 �n act�on
- Onl�ne cod�ng act�v�t�es
- Kahoot, Powtoon
- Cody Roby/Cody Way 
Methodolog�es (Offl�ne and 
unplugged).

Results:
- exper�mental work w�th 
operat�ng Lego M�ndstorms EV3, 
free onl�ne cod�ng act�v�t�es, 
Kahoot, Powtoon, Cody Roby/Cody 
Way Methodolog�es
- comprehens�on of 
consequences, l�m�ts and ways of 
mak�ng good use of human- 
mach�ne �nteract�on
- creat�on of a h�ghway through 
Europe us�ng robots
- �mproved creat�v�ty and problem 
solv�ng by the use of robots.
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CODY ROBY
What �s The Cody Roby?

The method �s called CodyRoby to emphas�ze
that computer programm�ng enta�ls two
roles: the role of Cody, a coder who prov�des
�nstruct�ons, and the role of Roby, a robot
who executes them. At the beg�nn�ng there
are only three �nstruct�ons: move forward,
turn left, and turn r�ght. Each �nstruct�on �s
represented by an arrow drawn on a play�ng
card. Wh�le play�ng, Cody selects the cards to
be passed to Roby, who moves on a
chessboard accord�ngly. No equ�pment �s
requ�red. Cody and Roby are just characters
played by the players of the game. Hav�ng not
only to wr�te a code segment, but also to
�nterpret and execute �t, adds to the learn�ng
exper�ence prov�ded by CodyRoby w�th
respect to �ts onl�ne counterpart.

The Cody cards
Cody cards are used to represent
�nstruct�ons as the blocks of v�sual
programm�ng tools. In order to make the
game as �ntu�t�ve as poss�ble, �nstruct�ons are
represented us�ng only symbols, w�th no
words. The three bas�c Cody cards are shown
�n the F�gure. They represent spat�al
�nstruct�ons Turn Left (turn to your left
w�thout mov�ng), Move Forward (make a step
ahead), and Turn R�ght (turn to your r�ght
w�thout mov�ng).

Each card has the s�ze typ�cal of a play�ng
card (about 1.97 x 2.76�n) �n order to be eas�ly
handled and packed �n a deck. The
�nstruct�on assoc�ated w�th the card �s
represented by the b�g arrow �n the m�ddle,
wh�le the two draw�ngs �n the upper part
expla�n the effect of the �nstruct�on, show�ng
the pos�t�on of Roby on the chessboard
before (to the left) and after (to the r�ght)
execut�on. The borders of the cards are
shaped to suggest that they can be
concatenated e�ther vert�cally (top-down) or
hor�zontally (from left to r�ght) l�ke p�eces of a
puzzle.
The DIY Starter K�t
The starter k�t �s freely ava�lable onl�ne
(http://codeweek.�t/cody-roby-en/d�y-
starter-k�t/). It cons�sts of 6 A4 pages to be
pr�nted out, cut out and folded �n order to
obta�n a deck of 40 Cody cards, a card box, a
fold�ng chessboard that f�ts �nto the card box,
and the Roby p�eces to be placed on the
board. A s�lent v�deo tutor�al �s ava�lable that
shows how to cut out and fold the k�t
(http://youtu.be/D5hQ9UTDQ6s).
Instead of us�ng the k�t, teachers could
engage pup�ls �n DIY act�v�t�es a�med at the
des�gn of more creat�ve Cody cards and
p�eces.
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Each player (or team) has to take the cards
from the s�de decks and to place them �n
sequence �n from of her/h�m as fast as
poss�ble �n such a way that the sequence of
cards can dr�ve Roby along the path. The
player who f�n�shes f�rst presses the GO!
button and tests her/h�s solut�on. Th�s �s done
by mov�ng the Roby p�ece along the path
accord�ng to the �nstruct�ons prov�ded by the
cards. The other player follows the test and
tr�es to f�nd an error or to th�nk at a smarter
solut�on (�.e., a solut�on wh�ch makes use of
fewer cards). If the solut�on �s correct and no
shorter sequences are proposed by the other
player, the fastest player w�ns.

The Unplugged Games
There are many unplugged games that can be 
played w�th CodyRoby. Some of them are 
descr�bed on the CodyRoby webs�te, many 
mores w�ll be posted soon. Hereafter I outl�ne 
only two of them, that are part�cularly su�ted to 
exper�ence the unplugged Hour of Code: The 
race and The tour�st.

The race
The Race �s a board game for two players (or two 
teams) of any age. The players draw a random
path across the chessboard by mark�ng w�th a 
penc�l all the squares along the path. The 
suggested path length �s of 8 squares, that can 
be marked by the two players �n turn (e.g., two at 
a t�me). Cells must be cont�guous, �.e., any new 
cell must share an edge w�th the prev�ous one.
The Roby p�eces are placed at the beg�nn�ng of 
the path and all the cody cards are placed at a 
s�de of the chessboard, separated by type �nto 
three decks to be eas�ly found and p�cked up. 
When everyth�ng �s ready, the players clap the�r 
hands and the game beg�ns.
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The game starts when the Tour�st asks
d�rect�ons to the monument. The two teams
have to run to get the cards they need and to
put them �n sequence to compose the
d�rect�ons. Then the cards are stacked up �n a
deck w�th the f�rst �nstruct�on on the top. The
team who f�n�shes f�rst prov�des the
�nstruct�on stack to the Tour�st who tests the
solut�on follow�ng the �nstruct�ons under the
superv�s�on of the other team. The fastest
team w�ns �f the solut�on �s correct and no
shorter solut�on �s prov�ded by the other
team.
The Unplugged Hour for Code
The Hour of Code (http://hourofcode.com/)
challenges onl�ne users to prov�de spat�al
�nstruct�ons to a v�deogame character to help
h�m/her f�nd the correct path throughout a
maze. There are 20 mazes of �ncremental
d�ff�culty. The f�rst 5 mazes make use only of
the three bas�c �nstruct�ons, wh�le the
follow�ng ones �ntroduce loops and
cond�t�onal branches.

The Tour�st �s a spat�al game for k�ds to be 
played by two teams. The game play �s s�m�lar to
the Race, w�th three ma�n d�fferences: �) �t �s 
played on the floor, ��) Roby p�eces are replaced 
by a g�rl or boy play�ng the role of the tour�st (an 
�mpart�al referee poss�bly not belong�ng to the 
two teams), and ���) the path leads to the �mage 
(p�cture of draw�ng) of a monument.
Be�ng a real-world spat�al game, the path has to 
be drawn on the floor. The �deal mater�al to be 
used to th�s purpose are puzzle play mats, but 
s�mple sheets of paper can also be used to 
compose the path.
As �n the Race, the two teams start by 
compos�ng a random path. Th�s �s done �n turn 
by plac�ng puzzle t�les (or sheets of paper) on the 
floor. Then a draw�ng represent�ng a local 
monument (poss�bly drawn by the pup�ls) �s 
placed at the end of the path, wh�le the Tour�st 
takes place at the beg�nn�ng. Cody cards are 
d�v�ded by type �nto three decks placed on a 
school desk. The two teams work on two desks 
placed at the same d�stance from the ma�n desk.
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Wh�le Kahoot! can be used �n the classroom, �t's
�deal for remote learn�ng use. It's poss�ble for
teachers to set a qu�z and wa�t to see the scores
as students complete �t. Or they can carry out a
l�ve hosted qu�z us�ng v�deo – w�th th�rd-party
apps such as Zoom or Meet – to be there as
students are work�ng through the challenges. 

Wh�le there �s a t�mer-based qu�z mode, you can
also choose to turn that off. In that �nstance, �t's
poss�ble to set more complex tasks that requ�re
research t�me.

Teachers can also rev�ew results and run
analyt�cs from game reports for format�ve
assessments so as to better judge progress
be�ng made �n class.

KAHOOT!

What �s Kahoot! ?

Kahoot! �s a cloud-based qu�z platform that �s
�deal for students and teachers s�nce the game-
based platform allows you to create new qu�zzes
from scratch, �t's poss�ble to be creat�ve and
offer bespoke learn�ng opt�ons for students.

Kahoot! offers more than 40 m�ll�on games
already created that anyone can access, mak�ng
�t qu�ck and easy to get started. Ideal for hybr�d
or d�stance learn�ng, when t�me and resources
are at a prem�um.

S�nce Kahoot! �s free, �t s�mply requ�res an
account to be created to get started. Students
can use Kahoot! across most dev�ces from any
locat�on w�th an �nternet connect�on.

How does Kahoot! work?

At �ts most bas�c, Kahoot! offers a quest�on and
then opt�onal mult�ple cho�ce answers. Th�s can
be enhanced w�th r�ch med�a such as �mages and
v�deos to add more �nteract�v�ty. 

https://www.techlearning.com/features/best-zoom-shortcuts-for-teachers
https://www.techlearning.com/how-to/6-tips-for-teaching-with-google-meet
https://kahoot.com/
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