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LEARNING OUTCOMES
• Enhancing the use of innovative tools in the class activities
• Implement cooperative activities to improve the prosocial behaviours
• Foster the reflection about the prosocial values and the historical 

development of this concept
• Prevent the development of antisocial attitudes or bullying inside and 

outside the classroom
• Help the teachers to involve the learners in the development of their own 

learning process
• Use the new technologies to communicate, read, understand and produce 

texts, improve the code-learning, the computational thinking, the use of 
small robots



New technological tools can be used as meaningful way to involve 
students in their learning process. Innovate the teaching strategies 
introducing code learning or simple robots improve the students' 
interest because the topics are taught with the active participation of 
the learners. Work with this tools in groups allow the learners to 
practice relational skills because they have to cooperate in order to 
solve problems or find a common solution. The educational robotics is 
an adaptable methodology to teach the prosocial values while working 
on different topics. This workshop will present a specific teaching 
activity based on the meeting of the Men and the technology, 
understanding the culture and its changes along the history. 

TRAINING CONTENTS



The reflection on these topics allows the learners to understand 
different points of view and cultures, to develop personal ideas about 
the respect of the others and to enhance their ability to work in groups. 
The founding concepts of this activity and workshop are the social 
competencies, the cooperative work, the concrete application of the 
knowledges in the real word, the empathy and the responsibility. The 
teaching activity is based on the group work so that the learners can 
work directly on their improvement of the prosocial skills while they are 
reflecting on some prosocial theme.The teachers will be active part of 
the workshop while discussing and developing in groups new learning 
activities based on the use if the educational robotics and the prosocial 
values teaching. 

TRAINING CONTENTS







In classroom, according to the 
confidence the students have with 
robotics, we use two robots:
Celentoni DOC and Clementoni MIND.



Clementoni DOC helps develop logical and problem-solving skills; teaches 
letters, numbers, colors, animals. 
It can be programmed to run free paths or reproduce the trajectories 
required by the game cards, to develop logical sense and solve the first 
problems 



HOW TO USE IT

- 2 modes: EDU or FREE



Clementoni Mind Designer combine the coding with the drawing. It can be 
programmed through buttons, app and voice
It develops logical and problem solving skills, with a specific focus on shapes



HOW TO USE IT

- 3 modes: EDU, FREE or app



TIPS FOR THE PRACTICAL ORGANIZATION OF THE CLASS









IT'S YOUR TURN



A robot, lacks typically 
human characteristics, 
fundamental for 
educational activities, 
such as emotional 
intelligence...

So it has to be used 
in a social (and 
socializing) context







”Regoliamo”
Teaching prosociali values with robotics

• Goal: To develop prosociali values (respect others and the 
envirorment, having a critical thought, sense of social 
responsaqbility).

• Age: 10 (5° grade)
• Methodology: cooperative learning, co-constructivism
• Period: 5 weeks (3 hours per week)



Step 1: Analisys in the school Regulation

• Reading and discussing school Regulation (teachers, students, 
janitors).

• Dividing students into groups (6 groups of 4 children).
• Each group chooses the 3 most important rules about students 

that should be respected to feel good togheter in school.



STEP 2: Building our own school Regultion

• Each group presents its work to che class and the teacher 
points the rules it chose on the blackboard.

• All together, students choose 12 rules o build their own school 
Regulation. 



Step 3: how to present the rules to the new pupils
• Discussing the moste efficient way to present the sules to the new 

children (game, song, drama...)
• Presentation of the game: Right or Wrong? 



Step 3: how to present the rules to the new pupils
• On the board the pupils put the drawing representing for each shool rule a 

situation in which a child is respecting it and one in which he/she is not 
respecting it. To complete the game there are some red and green frames

• The children have to guide DOC through the board reaching all the images
• Once they arrive in the square with a picture they have to discuss if the 

action respect of break one of the school rules, put the picture on DOC, 
coding it to reach the  the correct frame (red if is worng, green if it is right) 
and put the picture there. 

• The game continues till there are no pictures left



Step 4: Creating the robotics game
• Each group draw 2 “rules cards”: for each rule students draw a situation 

illustrating a right behavior (the picture is surrender by a mobile green 
frame) and also a situation illustrating a wrong behavior (the picture is 
surrounded by a red frame).



• Students are divided into 3 groups :
1. Preparing a poster with rules (pictures and writings).
2. Preparing the rule book of the game.
3. Creating warm up activities to use DOC.



• Some students present the class and the goal of the game 

• Some other student present Doc and show how to use it. 

• Warming up activities in groups (older and younger students together).

• Let’s play! Younger students are divided into 4 groups and they are 
introduced to the game and helped to play by some older student.

Step 5: Presenting the game to new students



Backward design (Wiggins and McTighe): starting from our learning 
objectives to recreate the learning path till the practical activities that 
the students have to perform

Rules of robotics and rules of the society



LAWS OF SOCIETY LAWS OF ROBOTICS

1.A robot may not injure a human being or, through inaction, 
allow a human being to come to harm. 

2.A robot must obey orders given it by human beings except 
where such orders would conflict with the First Law. 

3.A robot must protect its own existence as long as such 
protection does not conflict with the First or Second Law


