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我们的编程冒险：使用大语言模型为学龄前儿童个性化有
形编程机器人的叙述
Martin Ruskov

Department of Languages, Literatures, Cultures and Mediations, University of Milan, Piazza Sant’Alessandro 1, 20123 Milan, Italy

Abstract
寻找在教育中平衡使用大型语言模型（LLMs）的方法是一个挑战，因为对这项技术的误解和受众容易受到影响。特别是对于
年轻儿童来说，他们已知存在长时间面对屏幕的问题。通过与一个名为 Cubetto的实物编程机器人合作，我们提出了一种方
法，利用这种模型为学龄前儿童准备个性化的故事讲述，帮助孩子们习惯于指挥机器人的实践。我们参与行动研究，开发了
一个早期版本的形式化过程，以快速原型化 Cubetto的游戏故事。我们的方法既有可重复的结果，因为它使用开源权重模型，
并且是模型不可知的，因为我们用 5个不同的 LLMs进行了测试。一方面记录了过程、使用的材料和提示，另一方面则记录
了学习体验和成果。我们认为生成的成功达到了预期目的，可以作为教师辅助工具使用结果。在 4种不同任务场景中对模型
进行测试时，我们遇到了一致性问题和幻觉，并记录了相应的评估过程以及克服这些问题（有些成功，有些未成功）的尝试。
重要的是，这个过程不会让孩子们直接接触到 LLMs。相反，技术被用于帮助教师轻松开发儿童偏好主题的个性化叙述。我们
认为我们的方法适合学龄前班级，并计划在实际教育环境中进一步实验。
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1. 介绍
在教育中运用大型语言模型（LLMs）并不是一项简单的工作 [1]。对于已经知道长时间面对屏幕会
有困难的年幼孩子来说，这尤其具有挑战性 [2]。同时，在教育初期阶段，孩子们非常不同且不太
适应标准化的教学过程。他们对发展早期科学、技术、工程和数学（STEM）能力所需的抽象概念不
熟悉。为了说明这一点，一个非同小可的问题是“为什么我要编程让机器人去某个地方，当我可以
自己把它放在那里？”而且，他们也不太理解开发计算思维的必要性 [3]。
我们的贡献是在 Cubetto这个物理编程平台的背景下：一个在轮子上行驶的机器人和一块可以

插入命令块的控制板 [4]。虽然 Cubetto附带的教学材料旨在教授如何使用它，包括为儿童设计的身
体活动和创造性活动 [5]，但它们留给教师去进一步讲解那些可以让孩子们习惯机器人的广泛重复
练习。我们从这样一个前提出发：让孩子们适应 Cubetto及其控制是一项重要的先决条件。因此，我
们提出了一种方法来支持幼儿园老师开发必要的教育故事讲述技巧，以吸引孩子们参与学习活动。
这一方法受到了 AI Dungeon的叙事成功的启发，这是一个互动平台，它通过与 ChatGPT用户的交
互合作创造叙述体验 [6]。使用 LLMs进行这样不太具有挑战性的学习活动可以使人们更容易辨别出
所需的教学特征。

2. 背景
计算思维被认为是 21世纪儿童需要发展的一项关键能力，而编程技能是其基石。特别是自 20世纪
80年代以来，海龟编程的实践一直是最常见的入门方法之一 [7, 8]。一些平台通过引入可触摸编程
工具包尝试让更年轻的观众也能接触到这些知识 [9, 10, 4]。无论是否单独教授或融合到其他科目中，
教授编程技能都有助于学生培养重要的能力。在幼儿时期，教学编程的过程可以通过与讲故事活动
相结合的方式得到增强，这是一种符合发展的传递方式。一项 2022年的系统回顾确定了需要开发整
合编程教学和相应教师培训课程的教育大纲 [3]。在讨论向 K-12学生教授编程的障碍时，另一项元
分析指出文本基础编程的高度抽象和复杂语法是一个问题 [11]。作者特别指出了学生对文本基础编
程缺乏兴趣是主要挑战之一，并建议需要改进教学方法以激发学生的动机和兴趣 [11]。
基于块和可视化的编程工具作为一种方式出现，使编程对可能在传统文本式方法上遇到困难的

年轻观众更加易于接触 [12]。研究表明，使用基于块的可视化编程工具学习编程的小学生比仅使用
传统的文本式编程工具学习的学生具有更好的学术成绩 [12, 13]。Cubetto是几个遵循类似理念的玩
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Figure 1: 将教育元素和游戏化元素结合在一起的教学过程。

具之一，它被开发出来进一步推广这一方法 [4]，使基于块的编程也对容易过度接触屏幕时间的更
年轻的孩子以及周围越来越不愿意让小孩接触数字屏幕的大人更加易于接受 [2]和 [14]。特别是关
于 Cubetto的文档和学习材料 [4, 5]，都充满了各种与机器人互动的例子，当涉及到向小孩子教授编
程技能时。这包括为儿童设计的不同身体活动，例如模仿和同情机器人、共同创作故事的活动以及
创造性的活动——使用绘画、角色扮演等。
关于玩游戏的动机研究 [15]表明存在三个更广泛的动机类别：成就、沉浸和社会动机。这三类

及其十个组成部分为游戏化任务提供了更广泛的指示。当然，挑战和成就是其中的一部分，在我们
的特定情况下，这些通过导航机器人的性质得到了解决。但是，沉浸部分强烈地涉及讲故事，包括
发现、角色扮演、定制和逃避等主题，这些可以通过叙事找到形式。孩子们之间的共享故事讲述也
可以增强第三个类别，即社会动机的组成部分，包括社交化、关系和团队合作。寻找方法来包含任
何这些动机因素加强了吸引儿童的机会。我们的方法受到 AI地牢（一个使用 ChatGPT与用户互动
以协作创建叙述体验的交互平台）叙事成功的影响 [6]。

3. 方法
这里我们旨在开发一种使用快速原型设计的正式方法的早期版本。为此，我们进行了行动研究，探
讨如何促使大型语言模型（LLM），类似于之前关于文本到图像转换器能力 [16]的做法。这种做法
使我们能够同时研究当前 LLM在学前教育中实现人机协作的可能性以及实现这一协作的过程。通
过并行展示五种不同模型的使用情况，我们证明了该过程可能独立于所选特定的大型语言模型。
为了指导预期形式化方法的发展，我们转向了之前开发的严肃游戏设计的方法论框架。我们构

建了一个由 Davies和 Mangan提出的流程，该流程从理论出发，通过教学原则最终到达学习活动的
设计 [17]，我们在其中加入了平行的教学和参与原则来扩展这一过程以发展教育游戏 [18]。特别地，
作为教学原则，我们之前提出了现象图谱学或变式理论，该理论认为为了有效地理解一个现象，学
习者需要体验围绕它的变化。这种变化包括三个基本步骤：(i)对比其中一个维度的现象被玩转，而
其他维度保持固定；（iii）分离其中相反地一个维度被保持固定；和 (iii)融合其中在各个维度之间
的自由互动被体验 [19]。另一方面，我们还提出了参与原则，基于 Yee的成就、沉浸和社会动机维
度 [15]。在此框架内，我们旨在通过分离和沉浸的方式使用 Cubetto教授基本的海龟编程，如图 1
所示。

3.1. 材料
我们提出了一种与 Cubetto相结合的学习体验，Cubetto是一个旅行箱形状的木制机器人。它遵循通
过在控制板上放置物理指令块所提供的指令。标准的 Cubetto套装包含四个命令，但对于学龄前儿
童，我们只使用其中三个关于移动的命令（move forward-绿色，rotate left-黄色和rotate right-
红色）。我们还使用了如图 2所示的 Cubetto的一个稍微增强版本。特别是，为了帮助孩子们熟悉这
些命令，我们在机器人顶部使用颜色标记。这些标记有助于将命令与相应的行为关联起来。
作为一种解决持续使用和可重复性问题的方法 [20]，我们的研究专门涉及开放权重模型。特别

是，我们考虑了 Google的 Gemma、Meta的 Llama、Mistral、AllenAI的 oLMo以及阿里巴巴的 Qwen。
我们通过 llama.cpp平台 1和 GGUF模型格式访问这些模型。为了确保可访问性和数据隐私，我们将

1https://llama-cpp-python.readthedocs.io

https://llama-cpp-python.readthedocs.io


Table 1
故事的示例组成部分，作为参数提供给提示，以向儿童提出主题、对象和任务。

# 叙述世界 主题 任务

1 knights and princesses Barbie dolls enact a pursuit
2 pirates Lego figures find a treasure
3 superheroes Hot Wheels cars enact a struggle
4 Wild West Brio trains rescue someone

重点放在可以在当代笔记本电脑上本地运行而无需使用 GPU功能的模型上。这些要求将我们的研
究导向了参数在 70亿到 90亿范围内的模型及其从 HuggingFace获取的最大可用 3位量化版本 2。
我们的实验将 Cubetto与流行的常见玩具结合在一起。一方面，这些额外的游戏主题被作为灵感

和参与的载体；另一方面，则是作为一种方式让儿童克服编程过于抽象这一挑战，特别是对于本研
究感兴趣的年龄段 [9, 10]。此外，这给了我们一个机会来捕捉 LLMs应对实际约束的能力有多强。为
了说明这种方法，我们选择了四种玩具，这些玩具在学龄前儿童中很受欢迎：芭比娃娃、乐高人偶、
HotWheels汽车和 Brio火车。这些中的每一个都成为我们在提示中参数的可能值，如下一小节所示。
特别是Brio trains主题提出了一个挑战。这些木质火车因为两个原因很难适应：(i)Cubetto既不能
沿着也不能穿过笨重的木质轨道行驶，以及（二）火车跟随轨道行进，因此没有代表rotate left
和rotate right 指令块的方向移动功能。虽然这一点对于人类来说是直观的，但对于 LLM可能不
是如此。

3.2. 提示模板和参数
对于提示的构成，我们借鉴了叙事结构主义传统的灵感，特别是弗拉基米尔·普罗普关于民俗形态
学的作品 [21]。我们设计了一个提示模板来让模型生成想法。具体来说，我们采用了三个个性化参
数：narrative world、subjects 和task。前两个用于分别设定背景和主角，以便它们可能与儿童
当前的偏好、愿望以及可用的玩具相匹配。第三个参数，任务，用于设定目标，并且其可能的建议
是从普罗普的函数中得出的。我们选择了我们认为与主角相关的那些，如表 1所示。
在我们的实验中，我们使用表 1中的行所提供的组合，但这种方法允许以任何排列方式重新组

合它们或引入更多变体。我们将这些参数通过以下提示提供给大语言模型：

2http://hf.co/bartowski/gemma-2-9b-it-GGUF
http://hf.co/bartowski/Meta-Llama-3.1-8B-Instruct-GGUF
http://hf.co/bartowski/Mistral-7B-Instruct-v0.3-GGUF
http://hf.co/bartowski/OLMo-2-1124-7B-Instruct-GGUF
http://hf.co/bartowski/Qwen2.5-7B-Instruct-GGUF

Figure 2: 增强的 Cubetto配有颜色标记，旨在帮助儿童将命令积木与动作匹配。

http://hf.co/bartowski/gemma-2-9b-it-GGUF
http://hf.co/bartowski/Meta-Llama-3.1-8B-Instruct-GGUF
http://hf.co/bartowski/Mistral-7B-Instruct-v0.3-GGUF
http://hf.co/bartowski/OLMo-2-1124-7B-Instruct-GGUF
http://hf.co/bartowski/Qwen2.5-7B-Instruct-GGUF


“建议教师使用 Cubbetto实物编程玩具为学龄前儿童设计一个游戏。该游戏应围绕{叙事世界}展
开，涉及{主题}，孩子们应该使用 Cubbetto来{完成任务}。仅限使用三种 Cubbetto指令块：前进、左
转和右转。描述应大约半页长。”
此过程的确切可重用代码以及 LLMs提出的生成场景概述可在附录中找到。这，以及提示和相

应生成的完整存档均可在在线项目仓库 3中获得。

4. 结果
我们的实验包括七个轮次的生成以优化最终结果。此计数仅包含端到端生成，其中提示与表 1中的
所有 4组参数相结合。
一般来说，所有测试过的大型语言模型都能很好地完成这项任务，并提供可操作的指示。然而，

由于下面列出的问题，这些不应被视为已经校对并可以直接使用的指南，而应视为激发教育者创造
力的提示。
无需提示，所有模型都力求生成结构化、自包含且详细的活动描述。这些是格式化的文档，长

度约为一页。生成的文件结构并不一致，即使是同一 LLM的迭代中也是如此。然而，典型的特色部
分包括场景主题、目标、所需材料、预备设置、指令或游戏玩法、声称的学习成果以及所提议活动
的变化。
虽然这种提出的解决方案通常是有用的，但它导致了一个技术问题——生成的响应比大型语言

模型可用的响应令牌缓冲区更大，因此被裁剪。有利的一面是，这种情况通常发生在建议的任务已
经足够清晰，即使缺少结尾部分，教师也能解读的时候。我们试图通过在提示中添加请求来解决过
长响应的问题，要求回答不超过半页，或者设置字符限制。Gemma、Llama和 oLMo似乎始终忽略
这部分指令，仍然生成超过缓冲区限制的响应。Mistral和 Qwen则调整了它们的响应，提供更短的
建议并解决了这个问题。
不一致和幻觉普遍存在，但通过教师指导可以轻松克服。在一个常见的不一致示例中，大语言

模型声称提供所需材料的列表，但这通常是不完整的，有时会提到立方托套装的一些必要部分，但
不是全部（例如，交换地块和板，尽管一个不能没有另一个运行）。典型的幻觉是提出使用不存在的
立方托命令块。我们通过添加明确允许的命令块列表来解决这一问题，详见第 3.1节。这似乎运作
良好，并消除了与命令相关的幻觉。然而，鉴于响应长度是一个问题，大语言模型始终重复命令限
制要求——我们认为这对最终任务并无益处。
任务 1（执行追捕）和任务 3（执行斗争）可能会带来挑战，因为它们可能涉及两个主动的主

体，而模型通常提出仅涉及一个 Cubetto机器人的解决方案。所有模型，但 Qwen将任务 1转化为
救援行动，即目标不移动。同样地，对于任务 3，只有 Mistral和 Qwen没有明确地将任务转换为救
援行动。回到使用多少机器人的问题上，唯一建议使用超过一台的是 oMLo的任务 2（寻找宝藏）和
Qwen的任务 3（执行斗争）。这些提议涉及将儿童分成小组，每组一个机器人，即使这些小组之间没
有互动。因此，所提出的活动很容易适应只用一个机器人。更广泛地说，除了 oLMo以外的所有模
型都提出了将儿童分成团队的建议。这在参与的儿童人数以及这个数字是否足以合理地进行分队方
面作出了未经证实且不必要的假设。当谈到第四项任务的具体挑战时，Brio火车轨道被提议为“使
用 Cubetto引导火车通过 Brio轨道”，这似乎难以实施。其他建议可能会导致将 Brio轨道用作连续
障碍物形成峡谷的想法，这可以被视为一个非常有创意的解决方案。其他的大语言模型（LLMs）似
乎能够足够抽象地回应而不强调这一特定挑战，并提供诸如“导航通过 Brio轨道”（Llama）、“使用
Brio火车轨道创建蜿蜒的小路”（Mistral）这样的短语。

5. 讨论与结论
我们的方法在本地安装小型模型，并且我们共享了所有必要的材料以实现该方法的复现和采用。然
而，如果这一过程超出了教师的技术能力，那么通过使用相同或类似的提示在线访问现成的模型则
是一个完全可行的替代方案。这种方法不会披露任何个人信息，因此不应有任何隐私问题。但是，
后续的研究阶段需要与更广泛的儿童群体以及独立于流程开发者的幼儿园老师进行互动。这将提供
有关该方法在实际应用中的有用性以及作为直接目标受众的教师和作为间接目标受众的儿童对该
方法的看法的证据。然而，介绍这种方法的方式需要结合 Cubetto的更广泛学习环境，包括对机器
人 [4, 5]的其他入门活动。
我们坚持认为强调这一点很重要，到目前为止，还没有任何理由或正当理由支持直接将大语言

模型生成的内容暴露给儿童。相反，正如我们在这里提出的那样，这项技术可以用来帮助工作繁重

3https://github.com/mapto/our-coding-adventure

https://github.com/mapto/our-coding-adventure


的教师整理一些相对琐碎的故事内容，这些内容是教师们认为在学习过程中需要整合的有用元素。
因此，我们的目标是双重的：一方面支持教师的创造力，另一方面不要要求他们参与超出基本合理
互动范围的活动。
在过程中，我们遇到了 LLMs由于担心暴力或歧视而拒绝回应任务的情况。这些情况很少，并

通过提示的轻微变化得以解决。然而，基于前面提到的不直接将儿童暴露于 LLM输出的观点，我们
认为以审查回复来保护儿童的前提在我们的教育环境中是错误的。是否内容适宜不应由模型或其作
者决定，同时沉默对话也不是解决历史争议的有效方式。至少在我们考虑的情境中，我们认为应该
由教师主导此类决策。这与之前的研究报告一致，即教师需要更多地参与 LLM的教育应用 [1]。
虽然这是一个引人关注的话题，但由于本研究采用的方法，我们的结果不能用作 LLMs系统比

较的手段。然而，人们不禁注意到不同模型表现出一致的不同行为。作为同一下一个标记生成任务
的不同解决方案，这些差异随着确切的架构和确切的训练语料及训练程序而出现。尽管关于最优架
构的研究仍在进行中，但研究差异如何追溯到语料库或训练程序的可能性较小。在本研究中的 LLMs
中，只有 oLMo的创造者对其使用的训练过程透明，并且努力使训练语料库公开可用 [22]。然而，这
个单一的例子打开了理论上研究响应如何与特定训练数据实例相关的可能性。
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A. 实现
用于分析的本地可执行代码如下。

A.1. 要求
llama-cpp-python==0.3.9
huggingface-hub==0.31.4

A.2. 脚本

from llama_cpp import Llama

models = [
{"repo": "bartowski/gemma-2-9b-it-GGUF", "file": "gemma-2-9b-it-Q3_K_XL.gguf"},
{"repo": "bartowski/OLMo-2-1124-7B-Instruct-GGUF", "file": "OLMo-2-1124-7B-Instruct-Q3_K_XL.gguf"},
{"repo": "bartowski/Mistral-7B-Instruct-v0.3-GGUF", "file": "Mistral-7B-Instruct-v0.3-Q3_K_L.gguf"},
{"repo": "bartowski/Qwen2.5-7B-Instruct-GGUF", "file": "Qwen2.5-7B-Instruct-Q3_K_XL.gguf"},
{"repo": "bartowski/Meta-Llama-3.1-8B-Instruct-GGUF", "file": "Meta-Llama-3.1-8B-Instruct-Q3_K_XL.gguf"},

]

params = [
{"world": "pirates", "objects": "Lego␣figures", "task": "find␣a␣treasure"},
{"world": "Wild␣West", "objects": "Brio␣trains", "task": "rescue␣someone"},
{"world": "superheroes", "objects": "Hot␣Wheels␣cars", "task": "enact␣a␣struggle"},
{"world": "knights␣and␣princesses", "objects": "Barbie␣dolls", "task": "enact␣a␣pursuit"},

]

prompt_templ = """Provide␣a␣description␣of␣a␣game␣with␣the␣Cubetto␣tangible␣programming␣toy␣for␣preschool␣children.␣It␣should␣be␣about␣{world},␣
involve␣{objects}␣and␣children␣should␣use␣Cubetto␣to␣{task}.␣Only␣three␣Cubetto␣command␣blocks␣should␣be␣used:␣forward,␣turn␣left␣and␣turn␣
right."""

for m in models:
mname = m["repo"].split("/")[1].split("-")[0]
print(mname)

llm = Llama.from_pretrained(
repo_id=m["repo"],
filename=m["file"],
n_gpu_layers=-1,
flash_attn=True,

)

for p in params:
print(p)
prompt = prompt_templ.format(**p)
msg = [{"role": "user", "content": prompt}]

output = llm.create_chat_completion(messages=msg, temperature=0)
result = output["choices"][0]["message"]["content"]

fname = f'results/{mname}-{p["world"]}-{p["objects"]}-{p["task"]}.txt'
with open(fname, "w") as fout:

fout.write(f"{m['repo'].split('/')[1]}\n{prompt}\n\n-------------------\n{result}")

B. 输出
下一页展示了每个模型和每项任务最终生成的输出，最后两项在每个迷你页面的第一段中有所标
注。这可以更详细地查看，并且之前的迭代记录可以在项目仓库 4中找到。

4https://github.com/mapto/our-coding-adventure

https://github.com/mapto/our-coding-adventure


gemma-2-9b-it-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for preschool 

children. It should be about knights and princesses, involve Barbie dolls and children should use Cubetto to enact 

a pursuit. Only three Cubetto command blocks should be used: forward, turn left and turn right. The description 

should be about half a page long.

The Knight’s Quest: A Cubetto Adventure

This game combines storytelling, imaginative play, and basic programming concepts using Cubetto. It’s perfect for 

preschoolers who are just starting to grasp the idea of giving instructions and seeing them come to life.

Story:

Once upon a time, a brave knight set out on a quest to rescue a beautiful princess from a fearsome dragon! The 

princess is trapped in a tall tower, guarded by the dragon. The knight must navigate a maze to reach the tower and 

save the princess.

Materials:

• Cubetto robot

• Cubetto command blocks (forward, turn left, turn right)

• Barbie dolls: a knight and a princess

• A large play mat or open space

• Optional: building blocks, pillows, or other objects to create obstacles and a “maze”

Instructions:
1. Set the Scene: Create a “maze” on the play mat using building blocks, pillows, or other objects. Place the 

princess doll at the top of the “maze” and the dragon doll somewhere nearby.

2. Introduce the Knight: Tell the children about the brave knight who is going to rescue the princess. Show 

them the knight doll and explain that they will be using Cubetto to guide the knight through the maze.

3. Programming the Knight:

• Forward: Explain that the “forward” block will make Cubetto move forward one step.

• Turn Left/Right: Explain that the “turn left” and “turn right” blocks will make Cubetto change direction.

• Challenge: Have the children work together to program Cubetto to navigate the maze and reach the 

princess. Encourage them to experiment with different combinations of command blocks.

4. The Rescue: Once Cubetto reaches the princess, have the children celebrate the knight’s success!

Variations:
• Obstacle Course: Add more obstacles to the maze to make it more challenging.

• Dragon Chase: Have the children program Cubetto to avoid the dragon by turning left or right when it 

gets close.

• **Multiple

gemma-2-9b-it-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for preschool 

children. It should be about pirates, involve Lego figures and children should use Cubetto to find a treasure. Only 

three Cubetto command blocks should be used: forward, turn left and turn right. The description should be about 

half a page long.

Ahoy, Mateys! Treasure Hunt with Cubetto!

Objective: Guide your pirate crew to find the hidden treasure using Cubetto!

Materials:

• Cubetto robot

• Cubetto command blocks (forward, turn left, turn right)

• Lego pirate figures

• Lego bricks to build a simple obstacle course (optional)

• Treasure chest (can be a small box decorated like a treasure chest)

Preparation:

1. Set up a play area with a designated starting point for the pirates and a hidden treasure chest.

2. (Optional) Build a simple obstacle course using Lego bricks to add an extra challenge.

Gameplay:

1. Storytelling: Begin by telling the children a pirate story about a lost treasure map and a brave crew 

searching for it.

2. Programming: Explain to the children that they will be programming Cubetto, the pirate captain, to 

navigate the course and find the treasure.

3. Command Blocks: Introduce the three command blocks: forward, turn left, and turn right. Demonstrate 

how each block moves Cubetto in a specific direction.

4. Treasure Hunt: Each child will take turns programming Cubetto to find the treasure. They can use the 

command blocks to create a sequence of movements that will lead Cubetto to the treasure chest. Encourage 

them to think about the direction they need to move and the turns they need to make.

5. Collaboration: Children can work together to program Cubetto, sharing ideas and helping each other.

Variations:

• Obstacle Course: Add obstacles to the play area to make the treasure hunt more challenging.

• Multiple Treasures: Hide multiple treasure chests with different rewards.

• Pirate Names: Have the children give their Lego pirate figures names and create a story around them.

Learning Outcomes:

• Problem-solving: Children will learn to think logically and solve problems by creating a sequence of 

commands to guide Cubetto.

• Spatial reasoning: Children will develop their understanding of directions and spatial relationships.

• Collaboration: Children will learn to work together and share

gemma-2-9b-it-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for preschool 

children. It should be about superheroes, involve Hot Wheels cars and children should use Cubetto to enact a 

struggle. Only three Cubetto command blocks should be used: forward, turn left and turn right. The description 

should be about half a page long.

Superhero Training: The Hot Wheels Rescue Mission!

This game combines Cubetto’s tangible programming with imaginative play, encouraging preschoolers to think 

spatially and creatively while exploring the world of superheroes.

Materials:

• Cubetto robot

• Cubetto command blocks (forward, turn left, turn right)

• Hot Wheels cars (at least two, one for the superhero and one for the “villain”)

• A play mat or large sheet of paper to represent the city

Story:
Our superhero needs to rescue a citizen from the clutches of a villain! The villain has trapped the citizen in a 

building (represented by a box or a drawn shape on the play mat). The superhero must navigate the city, avoiding 

obstacles (represented by toys or drawn shapes), and reach the building to save the day!

Gameplay:

1. Set the scene: Lay out the play mat and arrange the Hot Wheels cars. The superhero car should start at a 

designated point, while the villain car is placed near the “building.”

2. Program the superhero: Children work together to program Cubetto to guide the superhero car to the 

“building.” They can use the forward, turn left, and turn right command blocks to create a path for the 

superhero. Encourage them to think about the direction they need to go and how many steps are needed to 

reach the building.

3. Obstacle course: Add obstacles to the play mat, such as toy blocks or drawn lines. Children can adjust 

Cubetto’s program to navigate around these obstacles, making the rescue mission more challenging.

4. The rescue: Once Cubetto reaches the “building,” the superhero car can “rescue” the citizen car. Celebrate 

the successful mission!

Variations:
• Different villains: Use different Hot Wheels cars to represent different villains with unique abilities.

• Multiple rescues: Create multiple buildings with trapped citizens and have children program Cubetto to 

rescue them all.

• Teamwork: Divide the children into teams, each responsible for programming a different superhero to 

complete a specific rescue mission.

Learning Outcomes:
• Spatial reasoning:

gemma-2-9b-it-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for preschool 

children. It should be about Wild West, involve Brio trains and children should use Cubetto to rescue someone. 

Only three Cubetto command blocks should be used: forward, turn left and turn right. The description should be 

about half a page long.

Cubetto’s Wild West Rescue!

Theme: Wild West

Objective: Use Cubetto to guide a train through a Brio track to rescue a stranded cowboy!

Materials:

• Cubetto robot

• Cubetto command blocks (forward, turn left, turn right)

• Brio train track set

• Small cowboy figurine (or any other toy representing the person to be rescued)

Setup:
1. Create a Brio track layout resembling a Wild West town. Include obstacles like bridges, tunnels, and maybe 

even a saloon!

2. Place the cowboy figurine somewhere on the track, stranded and needing rescue.

Instructions:
1. Storytelling: Begin by setting the scene. Tell the children a story about a brave cowboy who got lost in the 

Wild West and is stranded on the tracks. He needs your help to get back to town!

2. Programming: Explain to the children that they will be using Cubetto to guide the train and rescue the 

cowboy. Show them the three command blocks: forward, turn left, and turn right. Explain how each block 

makes Cubetto move in a different direction.

3. Trial and Error: Let the children experiment with different combinations of command blocks to guide the 

train through the track. Encourage them to try different paths and see what happens.

4. Collaboration: Encourage teamwork! Children can work together to program the train, taking turns 

adding command blocks and testing their program.

5. Success! When the train reaches the cowboy, celebrate their success! They have successfully rescued the 

cowboy from the Wild West!

Extension Activities:
• Obstacle Course: Add more obstacles to the track, challenging the children to program the train to 

navigate them.

• Different Trains: Use different Brio train cars to represent different characters in the Wild West story.

• Storytelling: Encourage children to create their own Wild West stories and use Cubetto to act them out.

This game allows children to explore basic programming concepts in a fun and engaging way while developing 

their problem-solving skills and creativity. The Wild

Meta-Llama-3.1-8B-Instruct-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about knights and princesses, involve Barbie dolls and children should use 

Cubetto to enact a pursuit. Only three Cubetto command blocks should be used: forward, turn left and turn right. 

The description should be about half a page long.

Game Title: “The Brave Knight’s Rescue”

Objective: To create a fun and interactive storytelling experience using Cubetto, where preschool children can use 

their problem-solving skills to help a brave knight rescue a princess from a dragon’s lair.

Materials:

• Cubetto programming toy

• Barbie dolls (princess and knight)

• A simple obstacle course or a designated play area

• A small toy dragon (optional)

Game Description:

In this exciting game, the children will take on the role of a brave knight who must rescue a princess from a 

dragon’s lair. The princess will be represented by a Barbie doll, and the knight will also be a Barbie doll. The 

dragon’s lair will be a designated play area or an obstacle course.

Gameplay:

1. The children will start by placing the princess Barbie doll in the dragon’s lair, and the knight Barbie doll at 

the entrance of the lair.

2. The children will use the Cubetto programming toy to create a sequence of commands to help the knight 

navigate through the lair and reach the princess.

3. The three Cubetto command blocks that will be used are:

◦ Forward: to move the knight one step closer to the princess

◦ Turn left: to change direction and avoid obstacles

◦ Turn right: to change direction and reach the princess

4. The children will need to use their problem-solving skills to create a sequence of commands that will help 

the knight reach the princess without getting stuck or running into obstacles.

5. As the children create their sequence of commands, they can use the Cubetto to test their solution and see 

if the knight can reach the princess.

6. If the knight successfully reaches the princess, the children can celebrate their success and try to create a 

new sequence of commands to make the knight’s journey even more challenging.

Tips and Variations:

• To make the game more challenging, you can add obstacles such as small blocks or toys that the knight

Meta-Llama-3.1-8B-Instruct-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about pirates, involve Lego figures and children should use Cubetto to find a 

treasure. Only three Cubetto command blocks should be used: forward, turn left and turn right. The description 

should be about half a page long.

Treasure Hunt Adventure with Cubetto

Objective: Help the pirates find the hidden treasure using Cubetto’s simple programming commands.

Materials:

• Cubetto programming toy

• Lego pirate figures

• A treasure chest (or a small box)

• A pirate-themed obstacle course (e.g., a small island, a bridge, or a cave)

Instructions:

1. Set up the pirate-themed obstacle course in the classroom or play area. Place the treasure chest at the end 

of the course.

2. Introduce the Cubetto programming toy and explain that the children will use it to help the pirates find the 

treasure.

3. Demonstrate how to use the Cubetto command blocks: forward, turn left, and turn right. Explain that the 

children will need to program the Cubetto to navigate through the obstacle course to reach the treasure.

4. Divide the children into small groups and give each group a Lego pirate figure. Explain that they will need 

to work together to program the Cubetto to find the treasure.

5. Challenge the children to program the Cubetto to reach the treasure using the three command blocks: 

forward, turn left, and turn right. Encourage them to experiment and try different combinations of 

commands.

6. As the children program the Cubetto, ask them to describe their plan and explain why they chose a 

particular sequence of commands.

7. Once the Cubetto reaches the treasure, congratulate the children on their success and ask them to reflect on 

what they learned about programming and problem-solving.

Variations:

• To make it more challenging, add obstacles or “pirate traps” that the Cubetto needs to avoid.

• Encourage the children to create their own pirate-themed obstacle course and challenge their peers to find 

the treasure.

• Use the Cubetto to create a pirate-themed story, where the children take turns programming the Cubetto to 

navigate through a series of challenges and obstacles.

Assessment:

• Observe the children’s ability to use the Cubetto command blocks to solve a problem

Meta-Llama-3.1-8B-Instruct-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about superheroes, involve Hot Wheels cars and children should use Cubetto to 

enact a struggle. Only three Cubetto command blocks should be used: forward, turn left and turn right. The 

description should be about half a page long.

Superhero Rescue Mission with Cubetto and Hot Wheels
Objective: To create a fun and interactive game that encourages preschool children to use problem-solving skills 

and critical thinking while learning the basics of programming with Cubetto.

Game Description:

In this exciting game, children will become superheroes tasked with rescuing their friends from the clutches of the 

evil villain, “The Blocker.” The Blocker has set up a series of obstacles using Hot Wheels cars and blocks, and it’s 

up to our young superheroes to navigate through the challenges and reach their friends.

Gameplay:

1. Set up the game area with a series of Hot Wheels cars and blocks to create a challenging obstacle course.

2. Divide the children into teams of 2-3 superheroes.

3. Each team will receive a Cubetto robot and a set of command blocks (forward, turn left, and turn right).

4. The objective is for the superheroes to program their Cubetto to navigate through the obstacle course and 

reach their friends, who are trapped behind the Hot Wheels cars.

5. However, The Blocker has set up a series of challenges to hinder the superheroes’ progress. For example, a 

Hot Wheels car might be placed on a steep incline, or a block might be used to block the Cubetto’s path.

6. The superheroes must use their problem-solving skills and critical thinking to program their Cubetto to 

overcome these challenges.

7. The team that successfully rescues their friends and reaches the final destination wins.

Cubetto Command Blocks:
• Forward: Move the Cubetto forward one block.

• Turn Left: Turn the Cubetto left by 90 degrees.

• Turn Right: Turn the Cubetto right by 90 degrees.

Tips and Variations:
• To make the game more challenging, you can add more Hot Wheels cars and blocks to the obstacle course.

• You can also add time limits or set up a series of challenges that the superheroes must complete before 

reaching their friends.

• Enc

Meta-Llama-3.1-8B-Instruct-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about Wild West, involve Brio trains and children should use Cubetto to rescue 

someone. Only three Cubetto command blocks should be used: forward, turn left and turn right. The description 

should be about half a page long.

Wild West Rescue Mission

Objective: Help the brave Cubetto cowboy rescue the lost cowgirl from the Wild West town.

Materials:

• Cubetto programming toy

• Brio trains and tracks

• Wild West themed props (e.g., cowboy hats, bandannas, cacti)

• A small toy cowgirl figure

Setup:

1. Create a Wild West town using Brio tracks and props. Set up a small town with a main street, a saloon, and 

a sheriff’s office.

2. Place the toy cowgirl figure in a hard-to-reach location, such as a high platform or a small cave.

3. Explain to the children that the cowgirl is in trouble and needs to be rescued.

Gameplay:

1. Give each child a Cubetto programming toy and explain the three basic commands: forward, turn left, and 

turn right.

2. Challenge the children to program their Cubetto cowboy to reach the cowgirl using the three basic 

commands.

3. Encourage the children to think creatively and use problem-solving skills to overcome obstacles, such as 

navigating through the Brio tracks or avoiding “bandits” (other toys or props).

4. As the children program their Cubetto, ask them to describe their plan and explain why they chose a 

particular sequence of commands.

5. Once the children have successfully rescued the cowgirl, ask them to reflect on their process and discuss 

what they learned about problem-solving and programming.

Variations:

• To add an extra level of challenge, you can introduce “bandits” or “obstacles” that the Cubetto cowboy 

must avoid or overcome.

• Encourage the children to create their own Wild West-themed props and incorporate them into the game.

• Consider setting up a time limit or a series of challenges for the children to complete, such as rescuing the 

cowgirl from different locations or navigating through a maze.

Assessment:

• Observe the children’s problem-solving skills and ability to think

Mistral-7B-Instruct-v0.3-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about knights and princesses, involve Barbie dolls and children should use 

Cubetto to enact a pursuit. Only three Cubetto command blocks should be used: forward, turn left and turn right. 

The description should be about half a page long.

Title: “Knightly Pursuit: A Cubetto Adventure”

In this engaging and imaginative game, preschool children will embark on a thrilling knightly pursuit using the 

Cubetto tangible programming toy. The story revolves around a brave knight and a daring princess, both Barbie 

dolls, who are separated in a magical kingdom.

The children’s task is to guide the knight, represented by Cubetto, on a quest to find the princess. The journey will 

be filled with obstacles, hidden treasures, and friendly creatures.

To control Cubetto, the children will use three simple command blocks: “Forward,” “Turn Left,” and “Turn 

Right.” The knight will move forward to traverse the kingdom, turning left or right to navigate around obstacles, 

find hidden paths, or approach the princess.

The game encourages problem-solving, spatial reasoning, and storytelling. As the children guide Cubetto, they 

will learn the basics of programming while immersed in a captivating knightly tale. The game’s open-ended nature 

allows for endless replayability, as children can create their unique paths and adventures.

This game not only introduces young minds to the world of coding but also fosters creativity, collaboration, and a 

love for storytelling. The combination of physical play with the Cubetto toy and the imaginative knightly pursuit 

will make learning a fun and memorable experience for the children.

Mistral-7B-Instruct-v0.3-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about pirates, involve Lego figures and children should use Cubetto to find a 

treasure. Only three Cubetto command blocks should be used: forward, turn left and turn right. The description 

should be about half a page long.

Title: Pirate Treasure Hunt with Cubetto and Lego Pirates

Objective: In this engaging and interactive game, preschool children will use the Cubetto tangible programming 

toy to navigate a pirate-themed Lego island in search of a hidden treasure.

Materials: - Cubetto programming robot - Cubetto block set (forward, turn left, turn right) - Lego pirate figures 

and accessories - Lego island landscape (including a treasure chest)

Instructions: 1. Set up a Lego pirate island landscape, complete with a treasure chest hidden somewhere on the 

island. 2. Place the Cubetto programming robot at the starting point on the island. 3. Introduce the children to the 

Cubetto blocks (forward, turn left, turn right) and explain that they will use these blocks to guide Cubetto on his 

treasure hunt. 4. Divide the children into teams and provide each team with a set of Lego pirate figures and 

accessories. 5. Instruct the children to program Cubetto using the given blocks to navigate the island, find the 

treasure, and bring it back to their team’s starting point. 6. Encourage teamwork, problem-solving, and critical 

thinking as the children work together to solve the treasure hunt puzzle. 7. The team that successfully finds the 

treasure and brings it back to their starting point first wins the game.

This Pirate Treasure Hunt game combines the fun of pirate adventures with the educational benefits of 

programming, fostering creativity, collaboration, and problem-solving skills in preschool children.

Mistral-7B-Instruct-v0.3-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about superheroes, involve Hot Wheels cars and children should use Cubetto to 

enact a struggle. Only three Cubetto command blocks should be used: forward, turn left and turn right. The 

description should be about half a page long.

Title: Superhero Car Chase with Cubetto and Hot Wheels

Objective: In this engaging and interactive game, preschool children will use the Cubetto tangible programming 

toy to create a thrilling superhero car chase scenario. This activity will help children develop their problem-solving 

skills, spatial awareness, and storytelling abilities while having fun.

Materials: - Cubetto programming robot - Cubetto block set (forward, turn left, turn right) - Hot Wheels cars and 

tracks - Superhero figurines

Instructions: 1. Set up a Hot Wheels track with various twists, turns, and obstacles to create an exciting car chase 

environment. 2. Introduce superhero figurines to represent the characters in the story. 3. Explain to the children 

that they will be using the Cubetto programming blocks to control the superhero’s vehicle and help them escape 

from the villain’s car.

Gameplay: 1. Place the Cubetto robot at the starting point of the Hot Wheels track. 2. Children will use the 

forward block to make Cubetto move along the track. 3. To navigate turns and obstacles, children will use the turn 

left and turn right blocks. 4. The objective is for the superhero to reach the finish line before the villain catches up. 

5. Encourage children to strategize and use problem-solving skills to create the most efficient path for their 

superhero. 6. After each run, discuss the strategies used and brainstorm ways to improve them for the next round.

This game not only fosters children’s creativity and critical thinking but also helps them understand the basics of 

programming and problem-solving in a fun and engaging way. By incorporating superheroes and Hot Wheels, the 

game appeals to children’s natural sense of adventure and competition, making learning a joyful experience.

Mistral-7B-Instruct-v0.3-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about Wild West, involve Brio trains and children should use Cubetto to rescue 

someone. Only three Cubetto command blocks should be used: forward, turn left and turn right. The description 

should be about half a page long.

Title: Cubetto’s Wild West Rescue Mission

Objective: In this engaging and educational game, preschool children will use the Cubetto tangible programming 

toy to navigate a Wild West adventure, rescuing a friend from a perilous train predicament.

Materials: Cubetto programming robot, Brio train tracks, assorted Wild West themed props (e.g., cacti, 

tumbleweeds, cowboy hats), and a friend in need (represented by a small figure).

Instructions:

1. Set up a Wild West scene using Brio train tracks to create a winding path through the desert landscape. 

Incorporate various props to enhance the environment.

2. Place the friend in need at the end of the train track, near a station or town.

3. Explain to the children that their mission is to guide Cubetto to the rescue site using only three command 

blocks: forward, turn left, and turn right.

4. Encourage the children to work together, using problem-solving skills and critical thinking to program 

Cubetto to navigate the train tracks and reach the friend in need.

5. As Cubetto progresses through the Wild West landscape, children can add additional challenges, such as 

obstacles to avoid or detours to take, to make the mission more exciting and engaging.

6. Once Cubetto reaches the friend, the children can celebrate their success and discuss the importance of 

teamwork, problem-solving, and persistence in overcoming challenges.

This game not only encourages children to learn programming skills but also fosters creativity, collaboration, and 

a love for problem-solving in a fun and engaging Wild West setting.

OLMo-2-1124-7B-Instruct-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about knights and princesses, involve Barbie dolls and children should use 

Cubetto to enact a pursuit. Only three Cubetto command blocks should be used: forward, turn left and turn right. 

The description should be about half a page long.

Title: The Enchanted Quest: Knights and Princesses
Objective: The objective of this game is for preschool children to use the Cubetto tangible programming toy to 

guide a knight on a thrilling quest to rescue a princess. Children will learn about basic programming concepts such 

as sequence, loops, and conditionals through a fun and engaging narrative.

Setting: The game is set in the magical kingdom of Araminta, where a brave knight named Sir Valor sets out on a 

daring mission to save Princess Seraphina from the clutches of the evil sorcerer, Malakar. The kingdom is filled 

with enchanted forests, crystal-clear rivers, and towering mountains. Barbie dolls can be used to represent the 

princess and the knight, adding a personal touch to the adventure.

Gameplay:

1. Preparation:

◦ Characters: Use Barbie dolls to represent the knight (Sir Valor) and the princess (Princess Seraphina).

◦ Cubetto Setup: Arrange the Cubetto robot in the starting position at the foot of a small hill (made from 

paper or blocks) that represents the entrance to the enchanted forest.

◦ Map: Create a simple map using paper or a whiteboard, illustrating the path Sir Valor must take. 

Include landmarks like the enchanted forest, the crystal river, and the mountain where the princess is 

held captive.

2. Programming Commands:

◦ Forward: The knight moves forward along the path.

◦ Turn Left: The knight turns left to explore different paths or avoid obstacles.

◦ Turn Right: The knight turns right to approach the next landmark or challenge.

3. The Quest:

◦ Starting Point: The knight begins at the foot of the hill, facing the entrance to the enchanted forest.

◦ First Challenge: The knight must turn left and move forward to cross the enchanted forest.

◦ Second Challenge: After exiting the forest, the knight encounters a crystal river. To cross, the knight 

must turn right

OLMo-2-1124-7B-Instruct-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about pirates, involve Lego figures and children should use Cubetto to find a 

treasure. Only three Cubetto command blocks should be used: forward, turn left and turn right. The description 

should be about half a page long.

Title: Pirate Adventure with Cubetto: The Quest for the Treasure
Objective: Embark on a thrilling journey with your preschoolers as they navigate their Cubetto robot through a 

pirate-themed adventure. Using just three basic commands—forward, turn left, and turn right—your little 

explorers will guide Cubetto to discover a hidden treasure, all while engaging with their imaginative play using 

Lego figures.

Setting the Scene: Transform your classroom into a vibrant pirate cove. Arrange the Cubetto play area to 

resemble a sun-drenched island, complete with a sandy beach, a small pirate ship, and a treasure chest. Scatter 

Lego pirate figures around the island, each with a distinct role: the captain, first mate, parrot, and crew members. 

The treasure chest is placed at the end of a winding path, guarded by a friendly sea creature made from a large 

Lego block.

Gameplay:

1. The Setup:

◦ Begin by explaining the story to your students: Cubetto, the brave robot pirate, has received a map 

leading to the legendary treasure hidden on the island. The map is encoded in a sequence of commands 

using Cubetto’s blocks.

◦ Introduce the Lego pirate figures and the treasure chest as key elements of the adventure.

2. The Commands:

◦ Teach the children the three basic commands: forward (to move Cubetto along the path), turn left (to 

navigate around obstacles), and turn right (to change direction).

◦ Demonstrate how to string these commands together to create a simple program that guides Cubetto 

from the starting point to the treasure.

3. The Adventure Begins:

◦ Divide the class into small groups, each with their own Cubetto robot and set of commands.

◦ Encourage them to work together to decode the map (a simple sequence of commands you provide) 

and guide Cubetto to the treasure.

◦ As they play, circulate and offer guidance, helping them troubleshoot any challenges they encounter.

4. **Interactive Story

OLMo-2-1124-7B-Instruct-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about superheroes, involve Hot Wheels cars and children should use Cubetto to 

enact a struggle. Only three Cubetto command blocks should be used: forward, turn left and turn right. The 

description should be about half a page long.

Title: Superhero Adventure with Cubetto: The Battle for City Safety
Objective: In this engaging game, preschool children will embark on a thrilling adventure with their Cubetto 

robot, transforming it into a superhero tasked with saving City Safety from the clutches of the villainous 

Dr. Reverse. Using only three Cubetto command blocks (forward, turn left, and turn right), children will navigate 

their Cubetto through a series of challenges, utilizing Hot Wheels cars as allies and obstacles.

Setting: The game unfolds in the vibrant and imaginative City Safety, a metropolis filled with towering 

skyscrapers, bustling streets, and a central plaza where the climactic showdown will take place. The city is under 

threat as Dr. Reverse has unleashed chaos, reversing the flow of traffic, causing havoc, and trapping innocent 

citizens in his twisted schemes.

Characters: - Cubetto: The hero of our story, equipped with the power to navigate through the city and save its 

inhabitants. - Dr. Reverse: The villain, who has turned the city’s traffic upside down, trapping citizens and causing 

mayhem. - Hot Wheels Cars: These are the allies of Cubetto. They can be used to block paths, create shortcuts, or 

even rescue trapped citizens.

Gameplay: 1. Preparation: - Set up the game area with a map of City Safety on the floor. Use tape or markers to 

outline key locations such as the starting point, the central plaza, and areas where Hot Wheels cars are positioned. 

- Scatter Hot Wheels cars around the map, some in strategic positions to assist Cubetto and others as obstacles 

created by Dr. Reverse. - Prepare a few Hot Wheels cars to represent trapped citizens, which Cubetto must rescue 

by moving them to designated safe zones.

2. The Adventure Begins:

◦ Starting Point: Cubetto begins its journey at the edge of the city, facing the first challenge: a reversed 

traffic lane. Children must use the command blocks to navigate Cubetto through the obstacle, turning 

right

OLMo-2-1124-7B-Instruct-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about Wild West, involve Brio trains and children should use Cubetto to rescue 

someone. Only three Cubetto command blocks should be used: forward, turn left and turn right. The description 

should be about half a page long.

Title: Cubetto and the Wild West Adventure

Objective: In this thrilling Wild West adventure, preschoolers will use their creativity and problem-solving skills 

with Cubetto, the friendly robot, to rescue a character from a Brio train set. This engaging game combines the 

tactile fun of Cubetto with the imaginative world of the Wild West, all while reinforcing basic programming 

concepts through simple commands: forward (F), turn left (L), and turn right (R).

Setting: The adventure begins in the bustling town of Wildville, where a daring train robbery has taken place. The 

Brio trains, carrying valuable supplies, have been hijacked by a notorious band of outlaws led by the cunning 

Black Bart. The townsfolk are in despair, and it’s up to Cubetto and a brave group of young adventurers to save the 

day.

Characters: - Cubetto: The hero of our story, equipped with a map and a heart full of courage. - The 

Adventurers: A group of preschoolers, each with a unique role: the Scout, the Engineer, the Sheriff, and the 

Doctor. - Black Bart and the Outlaws: The villains of the tale, who must be outwitted to restore peace to 

Wildville.

Gameplay:

Act 1: The Planning Stage

The adventure starts in the town square, where the teacher explains the mission. The Scout uses a simple map 

made of paper and crayons to plan Cubetto’s route. The map outlines the path from the town square to the train 

station, where the Brio trains are held hostage.

Act 2: The Journey Begins

Cubetto sets off on his quest. The Engineer uses the Cubetto command blocks to program the robot’s movements:

• Forward: Cubetto moves along the path towards the train station.

• Left turn: Cubetto navigates around obstacles like trees and rocks.

• Right turn: Cubetto approaches the train

Qwen2.5-7B-Instruct-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about knights and princesses, involve Barbie dolls and children should use 

Cubetto to enact a pursuit. Only three Cubetto command blocks should be used: forward, turn left and turn right. 

The description should be about half a page long.

Certainly! Here’s a fun and engaging game idea for preschool children using the Cubetto tangible programming 

toy, themed around knights and princesses:

Knightly Pursuit Adventure

In this imaginative game, children will use Cubetto to create a thrilling pursuit between a brave knight and a kind 

princess. The game will involve Barbie dolls, which will be placed on a large play mat or board. The children will 

use only three Cubetto command blocks: forward, turn left, and turn right.

1. Setup: Place the Barbie dolls on the play mat, with the knight and princess in different starting positions. 

The play mat can be decorated with a medieval castle, a forest, or a magical garden to enhance the theme.

2. Objective: The children will program Cubetto to follow the knight as he pursues the princess. The goal is 

to create a path that leads Cubetto from the knight’s starting position to the princess’s position, with the 

knight trying to catch up.

3. Gameplay: Each child will take turns programming Cubetto using the forward, turn left, and turn right 

blocks. They can add obstacles or treasures along the path to make the pursuit more exciting. For example, 

they might program Cubetto to turn left around a tree or turn right to avoid a dragon.

4. Rules: The knight (Cubetto) must follow the path created by the children’s commands. If Cubetto reaches 

the princess’s position, the knight wins! If the princess manages to escape by changing the path, she wins.

5. Variations: To keep the game interesting, children can switch roles, with one child programming Cubetto 

as the knight and another as the princess. They can also add different challenges, such as a time limit or a 

requirement to collect specific items along the way.

This game encourages children to think creatively, practice problem-solving skills, and develop an understanding 

of basic programming concepts through a fun and engaging narrative.

Qwen2.5-7B-Instruct-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about pirates, involve Lego figures and children should use Cubetto to find a 

treasure. Only three Cubetto command blocks should be used: forward, turn left and turn right. The description 

should be about half a page long.

Certainly! Here’s a fun and engaging game idea for preschool children using the Cubetto tangible programming 

toy, themed around pirates and treasure hunting:

Pirate Treasure Hunt Adventure
Objective: Guide Cubetto, the friendly wooden robot, through a pirate-themed map to find the hidden treasure 

using only three command blocks: forward, turn left, and turn right.

Materials: - Cubetto - Programming board - Command blocks (forward, turn left, turn right) - Lego figures 

(pirates, treasure chest, map pieces) - A large play mat or a flat surface

Setup: 1. Create a pirate-themed map using Lego figures and other materials. Place a treasure chest at the end of 

the map. 2. Scatter Lego pirates and other obstacles along the path to the treasure. 3. Place Cubetto at the starting 

point of the map.

Gameplay: 1. Divide the children into small groups and give each group a set of command blocks. 2. Explain that 

Cubetto is a brave pirate captain on a quest to find the treasure. 3. Each group must program Cubetto to navigate 

through the map and find the treasure using only the three command blocks. 4. Encourage the children to work 

together, discuss their strategies, and test different combinations of commands. 5. Once a group successfully 

guides Cubetto to the treasure, they can place a Lego pirate figure on the treasure chest to celebrate their success. 

6. Rotate the groups and repeat the game, allowing each group to have a turn as the captain of Cubetto.

Educational Benefits: - Logical Thinking: Children will practice problem-solving and logical reasoning as they 

plan Cubetto’s path. - Spatial Awareness: They will develop an understanding of direction and space as they 

navigate the map. - Collaboration: Working in teams fosters communication and teamwork skills.

This game not only entertains but also enhances cognitive and social skills in a fun, pirate-themed adventure!

Qwen2.5-7B-Instruct-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about superheroes, involve Hot Wheels cars and children should use Cubetto to 

enact a struggle. Only three Cubetto command blocks should be used: forward, turn left and turn right. The 

description should be about half a page long.

Certainly! Here’s a fun and engaging game idea for preschool children using the Cubetto tangible programming 

toy, centered around a superhero theme with Hot Wheels cars:

Superhero Battle with Cubetto and Hot Wheels Cars

Objective: To create a thrilling superhero battle using Cubetto and Hot Wheels cars, where children use only three 

command blocks: forward, turn left, and turn right.

Materials: - Cubetto toy - Hot Wheels cars - A large play mat or a flat surface - Cubetto command blocks (forward, 

turn left, turn right)

Instructions: 1. Setup: Place Cubetto on the play mat and arrange Hot Wheels cars in a battle formation. Each car 

represents a different superhero, with unique abilities and challenges. 2. Programming: Divide the children into 

teams, each controlling a different superhero. Each team must program Cubetto to navigate through the battle 

using only the three command blocks. For example, one team might program Cubetto to move forward, turn right, 

and then move forward again to avoid an obstacle (another car). 3. Battle: Once all teams have programmed their 

Cubetto, they can start the battle. Each Cubetto will move across the play mat, trying to navigate around or 

through the Hot Wheels cars. The goal is to reach the finish line or a specific target point. 4. Strategy: Encourage 

children to think strategically about their movements. They can use turns to avoid obstacles or to position Cubetto 

for an advantageous move. For instance, turning left might help Cubetto avoid a direct collision with another car. 

5. Winning: The team whose Cubetto reaches the finish line first or completes a specific task (like touching a 

target) wins the round. After each round, teams can switch roles or change their strategy.

This game not only teaches basic programming concepts but also fosters teamwork, strategic thinking, and 

creativity. The superhero theme and Hot Wheels cars make the learning experience fun and engaging for preschool 

children.

This game combines the educational value of Cubetto with the excitement of a superhero

Qwen2.5-7B-Instruct-GGUF Suggest to a teacher a game with the Cubetto tangible programming toy for 

preschool children. It should be about Wild West, involve Brio trains and children should use Cubetto to rescue 

someone. Only three Cubetto command blocks should be used: forward, turn left and turn right. The description 

should be about half a page long.

Certainly! Here’s a fun and engaging game idea for preschool children using the Cubetto tangible programming 

toy, themed around a Wild West adventure:

Wild West Rescue Mission

In this exciting game, preschool children will embark on a Wild West adventure to rescue a friend who has been 

captured by a bandit. The children will use Cubetto, the wooden robot, to navigate through a series of challenges 

using only three command blocks: forward, turn left, and turn right.

Objective: Guide Cubetto to the rescue location using the given command blocks.

Setup: Place Cubetto at the starting point, and set up a simple Wild West-themed track using Brio train tracks. The 

track should include obstacles like hills, rivers, and bandit hideouts. Place a small figurine or a toy representing the 

person to be rescued at the end of the track.

Instructions: 1. Explain the story to the children: “Cubetto needs to rescue a friend who has been captured by a 

bandit in the Wild West. We need to guide Cubetto to the rescue location using the command blocks.” 2. Show the 

children the three command blocks: forward, turn left, and turn right. 3. Demonstrate how to place the blocks on 

Cubetto’s board to create a simple path. 4. Encourage the children to work together to solve the puzzle. They can 

take turns placing the command blocks and watching Cubetto move. 5. Provide hints if needed, such as asking 

which direction Cubetto needs to go or how many steps to take.

Variations: - Add more complexity by introducing different colored command blocks with different functions, but 

keep the main challenge using only the three basic blocks. - Create different scenarios, such as rescuing a cow 

from a bandit or delivering a message to a sheriff.

This game not only teaches basic programming concepts but also fosters teamwork, problem-solving skills, and 

creativity in a fun and engaging Wild West setting.
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