
IMPROVING WRITTEN ASSESSMENTS
WITH OZOBOT

INNOVATIVE ELEMENTS 

It is an idea to bring robotics into the
classroom even during the disciplinary
learning hours of Italian, history and
geography.
An alternative idea of doing a assessment
through storytelling and gamification.
An idea to involve Adhd and bes children
more,  with difficulties because it is
inclusive and participatory for all levels




OBJECTIVES

ACTIVITYINTRODUCION

THE MATERIALS

The problem was, How can I increase
my children's desire to learn?
Well, I can use gamification to turn an
assessment into a game with Ozobot,
creating a visual-spatial map for an
unusual storytelling and they can use
the engineering process “Think Make
Play Improve” to realize it

are both curricular to deepen and
verify. Also they aim to develop soft
skills such as 

problem solving

computational thinking

creative and divergent thinking

debugging skills

resilience and perseverance

learning to have fun while learning

1 Ozobot

Schedule storytelling, you can
find it on the site of Tata Robotca

Schedule map

Schedule colour line code, you can
find it on the site of OZOBOT

Markers in different colours

repeat and do research to deepen the
topic

they planned it, dividing it into 4/5
narrative sequences which they
reported in the first descriptive card

they added simple images for each
sequence

in the second schedule they planned
taking a cue from the notes and
adding explanatory images in the
right order

they planned the path of Ozobot by
adding the colored lines of code and
programming the actions it would do

they tested, corrected and improved
the narrative captions and lines of
code so that the robot walked in time
with the personal narrative

each student eventually shared their
storytelling with the class

https://www.latatarobotica.it/steamdacasa
https://ozobot.com/create/color-codes


THE STUDENT’S ENGINEERING
PROCESS

A fundamental moment to verify that everything is
going as planned, and Ozobot is activated! They
observe any code or narration errors that occur

Focal point of all the activity, after verifying and
correcting any errors, the children independently
correct and self-evaluate, becoming active
protagonists of their learning and have fun!

The students have to plan a visual map, which is very
useful, and respond to the question:
How can I do my visual map? What can I write? In which
order?
They study and repeat to realize a plan of their
knowledge, organizing original notes from the research
with images 

The children design their map, drawing and deciding
what the robot has to do and how to do it. Using their
extraordinary creativity, insert the lines of colored code.
Every colour sequence creates a patterned response for
the presentation. They make the little robot follow the
colored lines and execute their commands and
instructions to do what they had imagined.

THINK

MAKE

PLAY

IMPROVE










