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Introduction







Background







PRIMM

- Sentance et al., 2019

Not Mine

Partly Mine

All Mine



Zone of Proximal Development

- Lev Vygotsky., 1978



Micromaterials

- Adam Leskis., 2008

• Open Education Resources

• Should be easy to integrate
in existing curricula

• Should provide automated 
feedback

• Ideally content should be 
generated automatically



Examples



HTML StuddyBuddy











SQL StuddyBuddy













TraceTables

















3 Types of Cards

Goal Cards Environment Cards Code Cards



1– 4 Players



The Playing Field



Playing a Card



Updating the Trace Table



Earning Points







Sixteen Heroes

• Shield
• Sword
• Helmet
• Cape
• Gender
• Skin tone



The Scroll





State Table



Guidelines



Embrace themes!



But don’t forget about the skill transfer 
principle

Types of Transfer

Negative 
Transfer

Positive 
Transfer

Low/High 
Transfer

Simple/Complex 
Transfer



Invite the social aspects!



Keep the setup minimal



Focus on one specific learning goal

Specific

Measurable

Achievable

Relevant

Time-limited

Clear and specific outcomes?

Define assessment/evaluation to measure outcomes?

Is the expected level realistic?

Is the goal relevant for the general goals of the learners?

Can it be achieved in a logical time unit?



Keep in mind the expertise reversal principle



Automated content generation will be a 
lifesaver



Make your things mobile compatible



Join us and build things

Raspberry Pi CoderDojo


