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Examples of activities

Learning preparations with algoritmic

thinking:

• 10 learning preparations using robots

• 5 learning preparations without

robots



Lesson plan 1: With a robot to health
Duration : 30 min

Areas: social sciences, socio-emotional skills, 
dramatic arts

General objective:

• The child learns ways to prevent disease.

Specific objectives:

• The child recognizes the motifs in the pictures 
and names them accordingly.

• The child shows the motifs in the pictures with 
movement.

• The child is appropriately guided by a robot 
with concepts for directions (forward, 
backward, left, right)

• The child identifies whether there is a way in 
the picture to prevent disease or cause disease.

Learning and teaching methods: explanation, 
conversation, presentation

Learning forms: Frontal, Group

Types of algorithms used: Linear, cyclic, 
branching

Teaching aids and accessories:

• Thumbnails

• Robot mTiny

• Game base

With robot



Lesson plan 1: 
With a robot to health

3. Conclusion:

Convesation about working with a robot
and evaluate the illustrations.

1. Introduction:
We talk to the children about how our hands get dirty, how bacilli 
are transmitted, what we can do to prevent diseases. We ask the 
children when we should wash our hands and how many times
they have washed their hands today. Let's talk about the hygiene 
of coughing, sneezing, hand washing…

2. Main part:
We place a playing surface in front of them and introduce them to 
the use of the mTiny robot. We divide them into 2 groups, which 
are contradictory. On the playground, the thumbnails are face 
down in the boxes. The child sets commands for the direction in 
which the robot is moving. When it comes to one of the thumbnail 
fields. The picture is turned by the opposing group to see what is 
on it, and with a pantomime illustrates a way to prevent disease. If 
the picture is inverted by the bacillus, place it face up and this 
group guesses again. The found thumbnails are turned up when all 
the thumbnails are turned over and the game is over.

With robot



Lesson plan 2: What's heavier?

Duration : 15 min

Areas: mathematics, science

General objective:

• Getting acquainted with mathematics 
in everyday life

Specific objectives:

• The child compares objects by mass.

• The child gets acquainted with the 
concepts easier and harder.

• The child argues his decisions.

Learning and teaching methods: 
conversation, demonstration, practical
work, game

Learning forms: Frontal, in pairs

Types of algorithms used: Linear, cyclic, 
branching

Teaching aids and accessories:

• White board with polygon

• Robot TrueTrue

• Robot guidance cards

• Magnets with pictures of various 
creatures and objects

With robot



Lesson plan 2: What's
heavier?

2. Main part:

The children are divided into pairs, two pairs are placed
next to the board, so the game takes place 2 on 2. The
robot moves around the polygon with the help of the
robot's guidance cards. When it comes to the box where
the thumbnails are, decide between the thumbnails for 2
points or between the thumbnails for 1 point. If he chooses
two points, he is given one picture in which he says a thing
that is heavier out of his head. However, he can choose one
point where the pictures are already given and tell which
one is heavier.

3. Conclusion:
In the end, we talk about choices that
were not chosen and were left without
explanations as to which is more difficult.
And declare the winner of the game.

1. Introduction:
After getting to know the scales (overhanging) and
measuring the weight, each child finds any object in the
playroom and brings it to the morning circle. Together we
discuss which of these is the most difficult and rank from
the most difficult to the easiest or vice versa. Then we
introduce the children to the robot and their task.

With robot



Lesson plan 3: Robot, dress me!

Duration : 20 min

Areas: social sciences

General objective:

• Developing dress independence skills with the 
help of the mTiny robot.

Specific objectives:

• The child follows the rules of the game.

• The child learns the correct order of dress.

• The child learns about the operation of the 
mTiny robot.

Learning and teaching methods: explanation, 
demonstration

Learning forms: Frontal, Group

Types of algorithms used: Linear, cyclic, 
branching

Teaching aids and accessories:

• robot mTiny

• playing mat (game base)

• figure without clothes

• pictures of clothes

With robot



Lesson plan 3: Robot, dress me!

GAME RULES:
• The game starts on the blue field.

• With the help of cards, you create the 
correct order of the path that will lead 
the robot to the clothes, taking into 
account the order of dressing.

• You have 10 minutes to put on the figure.

• After ten minutes, you count how many 
pieces of clothing you managed to put on 
your figure during that time.

• You get 1 point for each piece of clothing.

With robot



Lesson plan 4: Win tokens with TrueTrue
Duration : 25 min

Areas: mathematics, socio-emotional skills

General objective:

• Developing mathematical expression.

• Experiencing mathematics as a pleasant 
experience.

Specific objectives:

• The child subsidizes.

• The child recognizes the symbols of 
numbers.

Learning and teaching methods: 
conversation, explanation, demonstration

Learning forms: Group

Types of algorithms used: Linear, cyclic, 
branching

Teaching aids and accessories:

• Tokens of different colors (15)

• Game base

• Game Cube

• Token base

• TrueTrue robot

• Robot control cards

With robot



Lesson plan 4: Win tokens with TrueTrue

Game description:

Each child chooses their own token color and their own
token color base. The children roll the dice and the one who
rolls the highest number starts the game. The child puts the
TrueTrue robot at the start and rolls the dice. He deduces the
number he got from the dice. He finds this number on a
game basis and the TrueTrue robot drives to that number
with the help of cards. If the TrueTrue robot leads to the
correct number, it places its token in a circle on its token
base. If the robot child does not bring the number correctly,
it is the turn of the next child. He continues the game in the
same way. The child who is next in line always puts the robot
in the starting position. The child who puts all five chips on
the ground first wins.

Number of players: 2 - 3 players Individualization: A child who has problems in individual areas 
of learning would have a table to help with symbols of numbers 
and the appropriate number of dots. Example:

With robot



Lesson plan 5:
Where do I live and what do I eat?

Learning forms: Group, pairs

Types of algorithms used: Linear, cyclic, 
branching

Teaching aids and accessories:

• Game base

• Photos of animals

• TrueTrue robot

• Plasticine for scoring

Duration : 15 min
Areas: slovenian language, science
General objective:
• The child gets to know living beings and their 

environments.
• Recognizes living beings and participates in 

conversations about where they live and what 
they eat.

Specific objectives:
• The child recognizes the animals in the photos 

and names them.
• The child places the animals in appropriate 

habitats.
• The child recognizes food that is specific to the 

animal
Learning and teaching methods: conversation, 
explanation, game, practical work

With robot



Lesson plan 5:
Where do I live and what do I eat?

3. Conclusion:
Talk about solutions and their dilemmas.

1. Introduction:
We get acquainted with animals, review books about animals and their habitats, talk about their food, etc. 
We then divide them into pairs and explain the instructions to them.

2. Main part:
We place a play mat and a TrueTrue robot in front of
the children. They play in pairs. Their task is to extract
the animal from the pile of photos, tell which one it is,
and then use the cards to direct the robot to the
habitat of this animal. If they answer correctly, they
earn one point. Then, several types of food are
arranged around the living space, and the child
chooses the one he thinks the animal eats most often.
If he answers correctly about food, he will earn
another point.
The points represent plasticine balls, the pair that has
more wins.

With robot



Lesson plan 6: 
Hand hygiene (2nd age group)

Learning forms: Frontal, group, individual

Types of algorithms used: Linear, branching

Teaching aids and accessories:

• Base with boxes that contain pictures of the 
hand washing process, with some incorrect 
options.

• Robot mTiny

• Cubes (green, red)

With robot

Duration : 35 min
Areas: mathematics, science, social sciences, 
socio-emotional skills
General objective:
• Getting to know with a safe and healthy 

lifestyle. 
Specific objectives:
• The child recognizes the motifs in the 

pictures and knows how to name them.
• The child follows the correct sequence of 

hand washing using the mTiny robot.
• The child values his decisions.
Learning and teaching methods: conversation, 
demonstration



Lesson plan 6: 
Hand hygiene (2nd age group)

1. Introduction:
We present the mTiny robot and its functions and game instructions. 
We present the basis on which children guide a robot. The children 
are then divided into groups (3).

2. Main part:
We have a field base that we lay on the ground. Pictures are randomly arranged in the fields showing part
of the hand washing process. You move the robot between the fields (on a white background). First,
guide the robot to the field that you think is appropriate for starting to wash your hands. Then continue
the sequence. If you bring the robot to the corresponding picture in the sequence, you take one green
cube. If you drive the robot to the wrong field or bump into a bacillus, you take the red cube. The cubes
show the success of children in recognizing the correct procedure. In the event of any problems, we allow
ourselves to test our decisions. The group with the most green dice wins, so it was the most successful.
This group chooses the further course of the day in the kindergarten as a reward.
The maximum number of green dice is 10.

3. Conclusion:
Let’s announce the winner and talk about 
why hand washing is important.

Individualization:
We take care of the difficulty of the gifted or those with difficulties. We 
adapt the space and, if necessary, the materials for special needs. We 
enable immigrants to become involved through cooperation, etc.

With robot



Lesson plan 7: 
An emotional journey

Duration : Flexible (approx. 30 min)

Areas: slovenian language, social sciences, socio-
emotional skills, movement and sport

General objective:

• Getting to know and recognizing basic 
emotions.

Specific objectives:

• Children learn about basic emotions and name 
them (fear, anger, joy, sadness, surprise).

• Children learn to express emotions in different 
areas (movement and verbal).

• Children get to know with the rules of the 
game and follow them.

• Children recognize and name emotions in 
certain situations (e.g. someone takes your toy, 
you visit your grandmother).

• Children develop algorithmic thinking with the 
help of the Cubetto robot.

Learning and teaching methods: explanation, 
conversation, demonstration, game

Learning forms: Frontal

Types of algorithms used: Linear, cyclic

Teaching aids and accessories:

• Playing mat

• Emotion Cards (Photos)

• Tokens (cubes)

• Cubetto robot

With robot



Lesson plan 7: 
An emotional journey

With robot

1. Introduction:
We sit in a circle with the children and ask them how they feel today. We tell them to show 
their well-being with facial expressions and body gestures. Other children find out what 
emotion they are showing. We show them the cards they will use in the central part of the 
game and talk about them (what they see on them, when they feel that way).
2. Main part:
We invite the children to the table, where they already have a play mat and everything they need 
to play. We provide them with the rules of the game:
The educator chooses the child to start the game. He pulls a card from the bag showing the 
emotion the child has to show to others, using a pantomime. The child who finds out which 
emotion he is showing must be brought by the robot to the field on the playground where this 
emotion is displayed. The cards are red and blue, and it depends on which color of emotion the 
robot will go. When the robot brings him to the appropriate field, he tells the others another 
situation in which he feels that way. If these two children succeed, he gets a token. This same 
child continues the game and pulls the card out of the bag. The robot stays in the field where the 
previous child brought it. The child who has the most chips at the end of the game wins.

3. Conclusion:
We gather with the children in front of the projector and watch a short film about emotions together.



Lesson plan 8: Find my home!

Duration : 30 min

Areas: science

General objective:

• The child discovers, gets to know and compares 
living beings and their living environments.

Specific objectives:

• The child names and describes different 
animals (bear, fox, rabbit, starfish, shark, 
octopus, polar bear, penguin, snake, camel, 
scorpion, eagle and ibex).

• The child classifies animals into their habitats 
(forest, mountains, desert, sea, polar parts).

• The child describes living environments and 
their characteristics.

Learning and teaching methods: explanation, 
conversation,  demonstration, game

Learning forms: Frontal

Types of algorithms used: Linear, cyclic

Teaching aids and accessories:

• game mat 

• animal cards

• puzzle cards

• bags

• tokens

• bear figures 

• mTiny robot

With robot



Lesson plan 8: Find my home!
With robot

1. Introduction:
We sit in the morning circle with the children. We look at pictures of different animals 
together and talk about them, name them, compare them, etc. Each child pulls out a picture 
of one animal from the bag, which we will also use later in the game. Their job is to move 
around the space like these animals and, if possible, to emulate them through advertising.

2. Main part:
Children play individually in the game. The educator tells the child the riddle that the child draws from the bag, and 
the child tells her which animal it is. The child then finds this animal in a pile of pictures of the animal. The child 
must find out where this animal lives (forest, mountains, desert, sea, polar parts) and take it with a robot to the field 
on the playground, where this habitat is shown. If he chooses the right living environment, he gets one point, but if 
he knows how to say another interesting thing or. characteristic of the living environment, gets another point. Points 
are rewarded with tokens. The child with the most chips at the end of the game becomes the winner. The first three 
places won are upgraded with titles - 1st place: Golden Bear (figurine of the largest bear); 2nd child: Silver bear 
(medium bear figurine); 3rd place: Bronze bear (figurine of the smallest bear).

3. Conclusion:
The first three children can each choose their own activity that they would like to do after the game. All activities 
are related to animals and their living environments, which would be prepared in advance by the educator. The first 
activity is chosen by the Golden Bear, the second by the Silver and the third by the Bronze. The educator creates 
three corners with selected activities, and the other children can be arranged according to their wishes. Later they 
also circle between the corners.



Lesson plan 9: 
What is needed for animal life (housing, food…)

Duration : 30 min

Areas: science

General objective:

• Getting to know with the vital conditions for 
the life of animals - sheep, bear, duck, fox and 
rabbit.

Specific objectives:

• The child learns what the sheep eats and learns 
about the sheep's habitat.

• The child learns what the bear eats and learns 
about the bear's habitat.

• The child learns what the fox eats and learns 
about the fox's habitat.

• The child gets acquainted with what the duck 
eats and learns about the habitat of the duck.

• The child learns what the rabbit eats and learns 
about the rabbit's habitat.

• The child knows how to articulate his decision 
in the game.

Learning and teaching methods: 
explanation, conversation, demonstration, 
game

Learning forms: Frontal

Types of algorithms used: Linear, branching

Teaching aids and accessories:

• robot mTiny

• wooden animal models - sheep, bear, fox, 
rabbit and duck.

• mTiny robot base

• pictures - food and shelter

• remote control

• cards

With robot



Lesson plan 9: 
What is needed for animal life (housing, food…)

With robot

1. Introduction:
We sit in a circle and start a conversation. We show the children groups of animals - forest
animals, domestic animals and farm animals, which we met the day before. Then we show
them a picture of a rabbit. We ask them where they would classify it, whether they would
classify it among domestic animals, forest animals or farm animals. They also justify their
decision. Then we talk about where all the rabbit could live, where his residence is. We also
talk about what she eats and what she needs in addition to food - water. Repeat the same
procedure with other animals - sheep, bear, fox and duck.

2. Main part:
We introduce them to the mTiny robot and introduce them to the game. Their task is to, depending on which animal they get 
- determine the animals for the children by describing a certain animal to them, e.g. rabbit, and whoever finds out which 
animal it is, it is his job to first move the robot to the food the animal is eating and then to the abode. You can only move
around the white boxes with the help of cards and controller. If he completes the task in the first attempt, he gets three 
points. If he makes one mistake, he gets two points and one point if he makes more than two mistakes. They receive badges 
as a reward.

3. Conclusion:
Children have the opportunity to play in the corner with wooden animal models.

Individualization (GIFTED): The child must lead the animal to all possible answers during the game, e. g. in addition to carrots, the rabbit also eats 
grass.
Individualization (SPECIAL NEEDS): A small number of animals and animals from only one group e. g. forest animals.



Lesson plan 10:
Visit to the doctor.

With robot

Duration : flexible
Areas: slovenian language, science, social 
sciences
General objective:
• Getting to know with the process of visiting 

a doctor using ICT.
Specific objectives:
• The child learns what he needs to see a 

doctor.
• The child knows how to articulate his/hers

well-being.
• The child gets to know with the course of the 

visit to the doctor.
Learning and teaching methods: conversation, 
explanation, demonstration, game
Learning forms: Frontal
Types of algorithms used: Linear, branching

Teaching aids and 
accessories:
• robot mTiny
• mTiny robot base
• Cards with the course 

of the doctor's visit
• Teddy bear
• Glue
• Scissors
• Colors



Lesson plan 10:
Visit to the doctor.

With robot

1. Introduction:
We sit in a circle with the children and tell them that a bear is coming to us 
today who is feeling unwell and needs our help to prepare him for a visit to the 
doctor. We bring a bear to the playroom and establish a dialogue with it. The 
bear has cards with him to show to the children. He tells them that his 
stomach hurts and he wants to see a doctor. He hangs out the cards and the 
children look at them. He asks them what he needs first before visiting the 
doctor. They discuss about the individual steps we need to take when visiting a 
doctor:

• Health card.
• Health Center.
• Announcement with the nurse and waiting room.
• Outpatient clinic and conversation with a doctor. 
• Overview
• Pharmacy or going home.



Lesson plan 10:
Visit to the doctor.

With robot

2. Main part:
We will introduce mTiny robot to children. He tells them
that the robot is sick and wants to see a doctor. The
educator shows the children the playground and they
look at it together and give instructions - their task is to
bring the robot to the doctor and then home or to the
pharmacy, taking turns. 1 point is awarded if the robot
is brought to the right place. They receive 2 points if
they know how to describe what the robot has to do in
that place (e. g. when announcing to a nurse to hand
over a medical card). The children are divided into two
groups of two. We draw who starts. At the end of the
points are counted and the winning team receives
badges - doctor. Points are based on play.

3. Conclusion:
Children make their own health card and then play in the 
corner of doctors and patients.

Individualization: The main part is divided into two 
stages. First, the robot decides between three steps 
(health card, health center and announcement at the 
nurse and waiting room), then we remove these steps 
from the playing surface and give him three new 
steps. There are also no wrong steps on the playing 
surface.



Lesson plan 11: 
Hand hygiene (children age 1-3)

Duration : 20 min

Areas: mathematics, social sciences

General objective:

• Getting to know with a safe and healthy lifestyle. 

Specific objectives:

• The child recognizes the motifs in the pictures 
and knows how to name them.

• The child arranges the pictures in sequence.

• The child recognizes and sorts the steps of proper 
hand washing.

Learning and teaching methods: conversation, 
demonstration

Learning forms: Frontal, group, individual

Types of algorithms used: Linear

Teaching aids and accessories:

• Pictures of the washing process

• A jigsaw puzzle

Unplugged



Lesson plan 11: 
Hand hygiene

1. Introduction:
Presentation of the work (e.g. Today we will learn the correct procedure for washing hands, so 
come with me to the sink, where I will show you how to properly wash your hands.) The educator 
demonstrates the procedure for washing hands (1. wet, 2. soap, 3. rub, 4. rinse, 5. dry). Then we 
divide the children into 3 groups. Each is at their own table.

2. Main part:
The children sit in groups at the tables. We have prepared puzzles on the tables that show the 
process of washing hands, which the children have to arrange in the correct order. The group 
assembling the puzzle paints her hands with tempera paints and tests their process by 
washing the paint. The child who has the cleanest hands at the end gets a stamp.

3. Conclusion:
The correct arrangement of hand washing, composed by the children, 
is glued over the sinks in the playroom and washroom.

For children aged 1-2, we adjust the game by assembling (there is no group work).
We make sure that all children are included, we do not force them into activities, we 
encourage them, we use mostly pictorial materials, if necessary we rearrange the space 
and didactic materials. With gifted children, we pay attention to the additional difficulty.

Unplugged



Lesson plan 12: 
Activity of emotions

Learning and teaching methods: conversation, 
explanation, demonstration, game

Learning forms: Frontal

Types of algorithms used: Linear, cyclic

Teaching aids and accessories:

• Playing mat

• Emotion Cards (Photos)

• Dice (up to 3)

• Figures

• Tokens (cubes)

Unplugged

Duration : 30 min

Areas: language, social sciences, socio-emotional

skills, movement and sport

General objective:

• Getting to know and recognizing basic 

emotions.

Specific objectives:

• Children learn about basic emotions and name 

them (fear, anger, joy, sadness, surprise).

• Children learn to express emotions in different 

areas (art, movement and verbal).

• Children get to know with the rules of the game 

and follow them.

• Children recognize and name emotions in 

certain situations (e.g. someone takes your toy, 

you visit your grandmother).



Lesson plan 12: 
Activity of emotions

Unplugged

1. Introduction:
We sit in a circle with the children and ask them how they are feeling today. We tell them to show their well-
being with facial expressions and body gestures. Other children find out what emotion they are showing. We 
show them the cards they will use in the central part of the game and talk about them (what they see on them, 
when they feel that way).
2. Main part:
We invite the children to the table, where they already have a play mat and everything they need to play. We 
provide them with the rules of the game:
The children are divided into groups of three. Each group gets its own figurine which we place on the starting 
field. The educator determines which group and which child starts playing in it. This rolls the dice and moves by 
as many squares as the number of dots on the dice. The child finds out the color of the box and takes a card of 
the same color from the pile. Each color represents its own area (drawing - yellow, speech - blue, pantomime -
red). The child finds out which emotion is shown on the card and tries to draw / describe / or show it, depending 
on the color of the field. The other two members of the group try to figure out what emotion he is showing. If 
they find out what emotion they are showing, the group gets one token. The game continues until all groups 
cross the END field. At the end, the educator counts the tokens of all groups and thus determines the winner.

3. Conclusion:
We gather with the children in front of the projector and watch a short film about emotions together.



Lesson plan 13: 
A creative game on the theme of the seasons

Unplugged

Duration : 30 min

Areas: science, dance

General objective:

• Developing motor skills.

• Promoting different approaches to learning 

about nature.

Specific objectives:

• Getting to know your body as an instrument 

for dance expression.

• Developing coordination in movement.

• The child recognizes the seasons from 

photographs.

• The child learns about the seasons and their 

characteristics.

Learning and teaching methods: 
method of leading
Learning forms: Frontal, group
Types of algorithms used: Linear, 
cyclic
Teaching aids and accessories:
• Photos of the seasons (slice)
• Magazines and advertisements
• Scissors
• Glue
• Sheleshamer
• Felt-tip pens



Lesson plan 13: 
A creative game on the theme of the seasons

Unplugged

1. Introduction:
We divide the children into four smaller groups, give each group a cut-out (photo of the season). 
The task of each group is to put together a scrapbook and find out what time of year it represents. 
Then each group tells some characteristics of the time of year.

2. Main part (METHODICAL PROCEDURE):
• We sing a song to the children with the original lyrics (Slavko Jug: I 

am a little mouse).
• We sing a song to the children on a neutral syllable la.
• We sing a song to the children several times with new lyrics.
• We invite children to movement illustrations while singing songs.
• We tell the children the rules of creative raja game: we stand in a 

closed circle, we do not hold hands, and our gaze is focused on the 
middle of the circle.

3. Conclusion:
We sit the children at tables where all the material is already prepared (magazines and 
advertisements,…). The children's task is to find and cut out everything that reminds them 
of a certain time of year. Cut out the cut-out pictures according to the individual seasons 
and paste them on the poster.

Individualization:
If necessary, we simplify the movement 
motives of the creative raja game. We also 
shorten the lyrics of the song if necessary.
For gifted children, we enable the upgrade of 
creative gaming games. Immigrants are 
allowed to repeat as many lyrics as possible 
with concrete illustrations. We shorten the 
lyrics if necessary.



Lesson plan 14: Stay healthy!

Unplugged

Duration: 30 min

Areas: social sciences, socio-emotional skills

General objective:

• The child learns ways to prevent disease.

Specific objectives:

• The child recognizes the motifs in the 

pictures.

• The child names different ways to prevent 

the disease (e. g. hand washing, cough 

hygiene, sneezing…).

• The child describes different ways to 

prevent the disease.

• The child follows the instructions of the 

game.

• The child evaluates his decisions.

Learning and teaching methods: conversation, 

explanation, showing

Learning forms: Frontal, group

Types of algorithms used: Linear, cyclic, branched

Teaching aids and accessories:

• Pictures (prevention options and bacilli)

• Playing mat (stay healthy)

• Figurines

• Scoring balls

• Game Cube



Lesson plan 14: Stay healthy!
Unplugged

1. Introduction:
We talk to the children about how our hands get dirty, how bacilli are 
transmitted, what we can do to prevent disease. We ask the children 
when we should wash our hands and how many times they have 
washed their hands today. Let's talk about the hygiene of coughing, 
sneezing, hand washing…

2. Main part (4 groups of children with the help of colored slips):
Instructions: For the game you need a playing base, figurines, a marking 
table.
The starting field is the field with the dirty hand. The first group rolls the 
dice and moves based on as many squares as the number thrown on the 
dice. When he comes to a field where one of the options for prevention is 
(e. g. sneezing), 1. the child describes what the photo shows, 2. tries to 
tell the procedure, 3. identifies whether it prevents or causes diseases, 4. 
explains their definition why thereby preventing diseases / or causing 
them). When moving to the box showing the possibility that we can 
prevent the disease, the group takes a ball in the color of their figure and 
places it on the table next to the picture. The team that is the first to 
manage to prevent all diseases is the winner.

3. Conclusion:
We evaluate their work and decisions and 
summarize what they have learned.



Lesson plan 15: 
Man, get dressed!

Unplugged

Duration: 20 minutes (until one of the children 

puts on his figure)

Areas: social sciences

General objective:

• Developing skills of independence in 

dressing.

Specific objectives:

• The child follows the rules of the game.

• The child learns the correct order of dress.

• The child recognizes the number of dots on 

the cube.

Learning and teaching methods: explanation

Learning forms: Frontal, group

Types of algorithms used: Linear, cyclic, 

branched

Teaching aids and accessories:

• Game base

• Pictures of figures without clothes

• Pictures of clothes

• Game figures

• Game Cube



Lesson plan 15: 
Man, get dressed!

Unplugged

GAME RULES:

• The game begins on a field where a figure without clothes is 

drawn.

• When you come to a field where there is a certain piece of 

clothing and your figure does not have it yet, you put it on her. 

You choose it from different colors.

• If you already have a certain piece of clothing, you don't do 

anything, and you wait for your turn again.

• If you come to a field where all the clothes are, you choose 

one of your choice and dress it up for the figure.

• If you come to a field where all the clothes are crossed out, 

you take one piece of clothing off your figure.

• If you come back to the field where the figure is drawn 

without clothes, you remove all the clothes from your figure.

• The winner is the one who dresses his figure properly first.


