
Matatalab STEAM Education for 
Preschool-Kindergarten



Is it appropriate 
to start coding education 
in children’s early age?

PART.01



It’s not about programming skills.

It’s about Technological Confidence. 
It’s about Computational Thinking via games.

Learn to code, and code to learn! Just like, 
Learn to read, and learn more knowledge with 
reading skills!



Improve coding skills 
and become a super 

programmer?

Get more computer 
science and technology 

knowledges?

Computational thinking 
and increase problem 

solving abilities!

WHAT ARE THE REAL TEACHING OBJECTIVES??!



Computational Thinking
In education, computational thinking (CT) 
is a set of problem-solving methods that 
involve expressing problems and their 
solutions in ways that a computer could 
also execute.



Coding Education
in Higher Grades

√Requires a computer and software

Coding Education
in Early Learning

√Screenless

√Words free√Requires reading experience



is an educational form that let students solve problems in game tasks or real lives through 
tangible coding.

is a way to achieve interdisciplinary learning.

is an important component of STEAM Education.

focuses on the development of computational thinking and problem-solving skills, providing 
a strong foundation for coding education in any language at higher skill levels.

is a good way to cultivate children’s 21st century skills: communication, colaboration, critical 
thinking and creativity etc.

MATATALAB CODING EDUCATION
FOR STUDENTS AGE 3-5



- Learning through games

- Developing the cognitive awareness of children at a sensitive age——with a focus on tangi-
ble conceptualization 
Can not rely on abstract concepts
Can not rely on children being able to read. 

- Using graphics, colors, sounds, etc. as auxiliary media

PRINCIPLES AND CHARACTERISTICS
OF MATATALAB CODING EDUCATION



History of
Programming learning tools

PART.02



Logo language 
developed by 
BBN Research 
Institute 
--Massachusett
s, USA

Yellow Turtle -MIT 
Artificial 
Intelligence 
Laboratory USA

Visiting consultant 
Mike Paterson 
introduced a "floor 
robot" 
programmed by 
computer 
connection in Logo 
language —USA

BBN engineers 
designed the 
wireless floor robot 
"Irving“. Irving Can 
go forward, 
backward, turn, feel, 
ring —USA

Arthur Terrapin 
Turtle A Ex-MIT 
Logo Institute 
—USA

BeeBot
TTS
—UK

Cubetto
Primo Toys
—UK

Matatalab
Coding Set
—China

1967 1969 1971 1972 1977 2004 2015 2017

Matatalab
Tale-Bot Pro
—China

2021

HISTORY OF TANGIBLE
CODING ROBOTS



MAINSTREAM PROGRAMMING
LEARNING TOOLS

Beebot Cubetto Matatalab
Coding Set

Matatalab
Tale-Bot Pro



As learning progresses, the children are guided to solve problems in various ways, to use 
more complicated logic, and complete the task in fewer steps;

Tale-Bot Pro grants children with the tools to create; 

If children can use the tool to imagine and create their own stories, scenes and game 
projects, this is the right tool!

Tale-Bot Pro is a friend and an assisstant teacher, who can encourage children explore 
and discover the colorful world.

"DON'T ASK WHAT THIS TOOL CAN DO FOR THE CHILD, 
ASK WHAT THE CHILD CAN CREATE WITH THIS TOOL."



Tale-Bot Pro interactive hands-on coding robot is an 
entry-level learning robot for kids aged 3-5. Leveled up 
with the innovative technology and with a wide range 
of cross-curricular Interactive maps, kids can learn 
basic coding concepts, and manipulate a robot to de-
velop stories in a smart manner. Through the 
game-based play, kids can improve skills of free 
speaking, and storytelling, while their social-emotional 
skills, four C’s of 21st century skills and computational 
thinking are excercised.

100% Screen-free

Teaches Commands, Sequences, Loops

Smart interactive technology with instant voice feedback

Ability to record for imaginative storytelling

Multiple accessories for new abilities and new looks

Supports drawing and dancing through coding

Intuitive to track coding process and do debugging

Product name
Tale-Bot Pro

Marketing positioning
Aiming for Preschool  to Kindergarten with young stu-
dents aged 3-5

ORIGINAL PHYSICAL
PROGRAMMING LANGUAGE



THE 4 MAIN FEATURES
OF TALE-BOT PRO

Age-appropriate Design Smart Interactive Technology

Innovative and
Fun Record Function Repeat Function



Matatalab classroom for Preschool-Kindergarten 
1. Age-appropriate design. Easy and 
simple, meet the cognitive development 
of 3-5 years old. 

Colorful button design

Simple symbol to teach direction

Same colors of the buttons to 
confirm your instructions while 
keep track of them



Matatalab classroom for Preschool-Kindergarten 
2. Smart interactive technology. 

Instructive voice guidance. To help teachers to build up a better learning enviroment for 
young kids and encourage them to create their own stories or games.

Enter into the “Instruction 
mode”the voice guidance will 
lead you and the robot to go 
through the story 

In the “Creation” mode, kids are 
allowed to create their own sto-
ries freely!

In the “Code by Yourself” mode, 
the voice guidance will tell you 
the mission and provides intant 
feedback so that the kids can 
easily tell if he/she programs 
right or wrong.



Matatalab classroom for Preschool-Kindergarten 
2. Smart interactive technology. 

Erro warning and success 
celebration. Support effective 
and timely voice feedback. 
Kids becomes more engaged 
and can easily do debugging. 
The whole process is carefree 
and kids are encouraged to 
keep on trying and are not 
afraid of failure. When they 
succeed, the robot will sing 
and dance with them.

Oops, try it 

againOops, try it 

again



CHOCOLATE

Game-based. With a wide 
range of cross-curricular In-
teractive maps and Stickers, 
teahcers can easily integrate 
coding into different classes.

Matatalab classroom 
for Preschool-Kindergarten 
2. Smart interactive technology. 



Matatalab classroom for Preschool-Kindergarten 
3.  Innovative and fun record function. 

Support kids to creatively tell their 
own stories which are personalized 
and full of fun. And to foster creativity, 
free speaking, and storytelling.

The prince is going to save the 
princess who is locked up by the 
monster.
Tale-Bot Pro is a good friend of the 
prince, and they set out together to 
save the princess. Kids, tell Tale-Bot 
Pro where you want to go first, and 
then program to reach the corre-
sponding location!

Example:  Saving princess



Grass eaten!

Matatalab classroom for Preschool-Kindergarten 
4.  Repeat function. 

Teaches pattern recognition and 
abstraction with simple play.

Help the sheep walks along the 
path planned in the picture 
below by coding commands to 
eat the two blades of grass, and 
make robot say “Grass eaten!” 
every time it eats one!

Example: Sheep eats grass



HOW TO USE THE TALE-BOT PRO?

https://youtu.be/FVEEkyc7Epk


Get Familar 
with The Kit!

PART.03



Tale-Bot Pro x 1

WHAT ARE INCLUDED IN THE KIT?
1.TALE-BOT PRO ROBOT

2. ACTIVITY BOX

1
1

Wing  x 22

Arm assembly  x 23

Drawing & building blocks bracket x 24

User guide x 15

Washable marker x 26

Command card x 327

Double-sided interactive maps x 58

Configuration setting card x 19

Dounle-sided blank map x 110

Callout stickers x 111

Sticker booklet x 112

Callout stickers quick guide x 113

Paper craft x 314

2 4 5 6 7

9

8

10 11

13

12

14

3



01
Tale-Bot Pro

An Interactive Hands-on Coding Robot



Forward Backward Play

Random 
Dance

Repeat Clear

Left Turn Right Turn Record

Microphone

Repeat indicators

Coding indicators



TALE-BOT PRO’S  BASIC MOVEMENT!
COMMANDS & SEQUENCE



DEBUG OR CLEAR?
CRITICAL THINKING AND PROBLEM SOLVING

Clear button

Press and hold the Clear button [for >1 second] to delete all commands entered

Press the Clear button [for <1 second] to delete the previous (last) command entered.

Once all entered commands are deleted, all coding command indicators will go out.

press to delete
one command press and hold to

delete all commands



DANCE FOR MY BEST FRIENDS! 
PROGRAMMING FOR FUN!

Random dance button

Preset six dances

Every time we run the random 
dance, Tale-Bot Pro would play 
one of the six dances randomly.



DANCE FOR MY BEST FRIENDS! 
PROGRAMMING FOR FUN!



Record button

There are two main ways to apply the recording function:

①: Press the recording button and speak to enter the recording 
state; At the end of the speech, release the recording button to 
end the recording state. Once the recording is complete, the robot 
plays the audio file for the user to double-check. Note that each 
recording is limited to 30 seconds.

②: If you want to directly use the latest recorded audio file, just 
press the recording command button (<1 second) to reuse.

Try to record a voice now~

Press

Hello! 
I’m Tale-Bot~

How to use the Record button to make the robot 
say: Hello! I’m Tale-Bot~Reflection

Hello! I am Tale-Bot.

Program Tale-Bot to reach the toy, and 
greet the toy with the Record button.

NICE TO MEET YOU!



1

2

3

I like to eat the carrot.



Repeat button      To set how many times the execution of inputted commands is repeated.

Example      Repeat the Forward command infinitely:

As shown in the picture below, after the Repeat button is 
pressed 5 times in a row, the Repeat indicators change from 
blue to orange. Press the Play button, the robot will repeatedly 
execute the Forward command infinitely.

Conclusion:

Observe how the robot moves when it is started in the following four situations respectively.

Reflection

= +

=+ + +

=+ + + + +

=+ + + + + + +

Execute Forward command once

Execute Forward command twice

Execute Forward command 3 times

Execute Forward command 4 times

Is it possible to repeatedly exe-
cute the commands an unlim-
ited number of times?





HOW TO PROGRAM TALE-BOT PRO
TO MOVE AROUD A TOY CONTINUOUSLY? 

TALE-BOT PRO GUARD



Multiple accessories for new 
abilities and new looks

Accessories





Use paper cups to build a tower as shown below.1

33 Program Tale-Bot Pro to reach the cup tower 
and knock down as many cups as possible.

Students can also alter Tale-Bot Pro to increase 
the possibility of knocking the tower down.



1

1 2

2

Draw the shapes with a single pen. Draw the shapes with a two pens.



FROM DRAWING TO CREATING
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Activity Box

Enjoy Interesting Interacive Coding Games



The Activity Box contains a rich variety of
Interactive Maps, blank maps used for 
independently creating coding tasks, interesting 
interactive themed Stickers and Command Cards 
used for coding. These materials combine coding 
with the perception and interest of children aged 
3-5, allowing them to complete a variety of fun 
coding games in interesting interactive scenarios.

Cross-Curricluar: Science, ELA, Social Studies, Math, 
Social Emotional, Fine Arts 
Coding concepts: Commands, Sequences, Loops

Introduction



The Interative maps include rich scenes which are in line with the the perception and interest of 
3-5 years old children. They leads the children to learn interdisciplinary knowledge while learning 
programming.

Instructive. The voice feedback will guide children to complete programming step by step.

Erro warning. Remind children when the robot goes to the wrong place.



Interactive maps

1

2

3

No. Image Coding 
Concepts Themes Subjects Knowledge Skills Difficulty

Shape 
Monster

 Sequence Math

shape
figure cognition, 

figure correspon-
dence,

food characteristics

pattern recognition, 
observation, 

classification, 
comparison

Counting
Game

 Sequence Math
points, number 

and shape 
correspondence

observation, abstract 
thinking, logical thinking

My Five 
Sences

 Sequence Science five sense organs, 
route planning

logical connection, 
thinking divergence, 

innovation ability



Frog Life 
Cycle 

4

5

6

DifficultyNo. Image Coding 
Concepts Themes Subjects Knowledge Skills

Fruits & 
Veggie  

Challenge
 Sequence Science

color perception, 
characteristics of 

fruits and 
vegetables

pattern recognition, 
observation, 

classification, 
comparison

 Sequence Science

Science Sequence

Interactive maps

frogs life cycle, the 
growth and change 

process of small 
animals

sunflower life cycle, 
plant growth and 
change process

observation, inquiry 
ability, analysis ability, 

concentration

observation, inquiry 
ability, analysis 

ability, concentration

Sunflower 
Life Cycle



9

10

Music Park

Hardworking 
Bee

Sequence

Loops Storytelling cycle

Music

roll names, treble 
and bass symbols, 
the timbre of the 

instrument, the beat 
of the syllable

contrast, 
observation, 

concentration,
 innovation

observation, pattern 
recognition, 

concentration

7

8

DifficultyNo. Image Coding 
Concepts Themes Subjects Knowledge Skills

 Sequence

 Sequence

Storytelling

Storytelling

Zoo Visit 

My Town

animal vocabulary, 
animal 

characteristics

town structure, 
common places 
and functions in 

towns

observation, 
concentration, innovation 

ability, language 
organization and 
expression ability, 

communication ability

innovation ability, 
language organization 
and expression ability



Firstly, place the robot in the OID 
game task identification area. The 
robot will recognize and enter into 
this map theme. It will briefly 
introduce the subject of this map.

Main 
entrance

Secondary 
entrance

Every time the robot is placed in a 
secondary entrance, it will enter the 
mode of the secondary entrance. 
For example, placing the robot on 
the triangular monster will enter the 
triangular monster mode. At this 
time, the voice guides the child to 
place the robot at the starting 
position, and then program to find 
a triangular food. Give feedback on 
correctness or error in time when 
students finish programming.

How it works



https://youtu.be/ef0g8GWgrrM
https://youtu.be/J92djhEQ8lE


The Blank maps provides an open 
playground. Children can place 
objects, cards, interactive stickers, 
and other small things on the Blank 
map, that they can independently 
create interesting and rich 
programming scenarios.

Example: 

Place a toy on the blank map, and let the robot 
walks over and say hi to the toy

Blank maps



The Sticker booklet include a total of 10 themes of interactive stickers 
and a set of function stickers, a total of 79 interactive stickers. The 10 
themes are: Supermarket, Profession, Saving the princess, Harvest, Solar 
system, Antonyms, Patrol car, Farm, Cars and Treasure hunting. The 
Function stickers include signal stickers and trap stickers.

Create a richer programming 
theme scene.

When the robot passes these stickers, it will automati-
cally make a sound or make a specific action, making 
the programming activity more interesting.

Sticker booklet

10 themes and a set of function 
stickers (with a total of 98 
interactive stickers)

Interactive stickers



Interesting themes

Scene: 
Uncle McDonald's farm

Story: 
Uncle McDonal drove a tractor 
and took me to see the sheep. 
When programming to the trac-
tor, the robot will make a sound 
of the tractor. When the robot 
walks to the sheep, it will make 
the sound of the sheep.

How it works - Blank map + Interactive stickers



OLD MCDONALD’S FARM

1 2Place Tale-Bot Pro, the tractor sticker, and an animal 
sticker on the map. (Example is shown below) 

Program Tale-Bot Pro to the tractor �rst, then program 
Tale-Bot Pro to a certain animal and say something to 
the animal. 

1
2



Command cards

When children are first 
exposed to programming, 
assist them to write and 
record programs better.

Help students better 
understand the color 
correspondence between 
coding indicators and 
command buttons.

There are 32 pieces of 
Command cards.



PROGRAM TALE-BOT PRO TO PICK UP THE FRUIT
AND DANCE TO CELEBRATE!

FRUIT PICKING



PUMPKIN PICKING

Use the pumpkin stickers to set up the map and use an erasable pen to 
draw the route on the map.

Use the command cards to program Tale-Bot to pick up all the pumpkins. 
(An example of the Task 1 program is shown below.)

Find the repeating blocks units and use repeat buttons to simplify the 
program. Then use Tale-Bot to test if the simpli�ed program is correct.

2

1

2

3

2.1.



1. To use the Interactive Maps, please place the robot at the main entrance on 

the upper left of the map first; after hearing the voice instruction, place the 

robot at any secondary entrance, and start coding according to the voice in-

structions.

2. When the Tale-Bot Pro is at the main entrance, secondary entrance or the 

starting point, the voice instruction can be simply stopped and switch to the 

new voice instruction of the new place you put the robot.

3. When the Tale-Bot Pro is already moving on the map, you can only press 

the Play button to stop the voice instruction.

4. When the voice instruction is playing, pressing any button other than the 

Play button to stop the voice instrucitons is useless. You have to wait for the 

voice instruction is finished, then you can press the buttons to program.--- 

This helps to improve the patience and sense of rules for the kids. If you really 

have to interrupt the voice of Tale-Bot Pro, you have to press the Play button 

the inform it.

Important Use Tips



1. The Interactive Maps and interactive stickers are suggested to be used 

seperately!

2. Once enter one themed Interactive Stickers, Tale-Bot Pro would not give 

any response to other themed Interactive Maps or Interactive Stickers. Thus, 

if you finish using one themed Interactive Map, and want to use the Interac-

tive Stickers, please restart Tale-Bot Pro.

Important Use Tips



Important Use Tips

The repeat function can only be used if all parts of the program are exactly the same.

Unable to implement a repeat

.



The Curriculum of 
Tale-Bot Pro  

PART.04



CURRICULUM PRINCIPLES

Low Threshold
Motivation-oriented

Well-arranged
Age-based

High Ceiling
Supportive depth

Wide Walls
Cross-Discipline
Multi-Dimension



THE REFERENCE STANDARD
Based on the “Learning and Development Guide for Children Aged 3-6 "and the “New York State Prekindergarten Foundation for the Common Core”, 

combining with the three learning characteristics of 3-6 years old children: direct perception, practical, hands-on experience, to research and develop 

hands-on coding activities which are more suitable for young children, in order to arouse children's interest in programming, and to be prepared for the 

future life and study.

Learning and Development Guide
for Children Aged 3-6

New York State Prekindergarten Foundation
for the Common Core



PROGRAMMING LEARNING MODEL
Activity design is suitable for 3-5 years old children programming computational thinking learning model, in a relaxed and pleasant environment to cul-

tivate children's computational thinking, promote children's skills of language, spatial, motor, social and other aspects of intelligence development.

PROGRAMMING FOR
EARLY CHILDHOOD

Scene activity

Scene
activity

Physical operation

Physical
operation

Interactive learning

Interactive learning

Internal construction

Internal
construction

Innovative practise

Innovative
practise

Based on children's life 
experience, create inter-
esting stories and game 
scenes to stimulate chil-
dren's curiosity and inter-
est.

Screen-free tangible pro-
gramming robot and ac-
tivity box, designed for 3-5 
years old, visualization, 
strong operability, easy for 
children to perceive, prac-
tical operation experience.

Under the interaction between children 
and tangible robots, children and 
teachers, children and peers, learn to 
listen and express, cultivate children's 
communication and collaboration skills, 
in the process of decomposition-pat-
tern recognition-abstraction-algo-
rithms to gradually achieve tprogram-
ming goals, and cultivate the develop-
ment of children’s thinking.

Through timely interaction, 
real-time feedback, re-
al-time debugging etc., 
lead the child to think 
about the whole gamified 
programming process, to 
gradually internalized the 
computational thinking 
into self-growth ability.

Encourage children to 
self-explore, create by 
themselves, and flexibly 
use computational think-
ing to solve problems in 
programming and real life.



CURRICULUM FEATURES

GAMIFICATION
TEACHING

SCENES

COOPERATION

CROSS-CURRICULA

CREATION



Coherent game or story scenes to facilitate integration with Prekindergarten-kindergarten teaching themes

1. Scene



A group of 2 people work together, emphasizing the improvement of cooperative learning ability, and training N+1 children with growth thinking.

2. Cooperation



In line with the cognitive development level of children aged 3-5, learn ELA, Math, Science, Art etc. through fun programming activities.

3. Cross-Curricula



Low-structure materials, encourage independent creativity to design game tasks, playing is more important than the game itself.

4. Creation



COURSE
IMPLEMENTATION

Applicable age: children aged 3~5, students 
who are new to Tale-Bot Pro

Class hours plan: 15-20 classes/semester, 
20-30 minutes/class

Student: No prior experience required

Teacher: No CS teaching/programming expe-
rience required 



Activity Cards provide students with activity cases 
which are flexible and full of fun to inspire and 
encourage teachers to create more innovative 
courses based on these cases. 

Aiming at the cognitive development in children 
aged 3-5, interdisciplinary themed coding activities 
are made to exercise 

students’ creativity, communication and 
collaboration skills. 

These activities are interesting and allow students 
to learn language expression, science, 
mathematics and social study, etc. while studying 
the fundamentals of programming.

Coding concepts including

Cross-Curricular

Introduction

Commands Sequence

Math

Science Art

Social Emotional Social Studies

Loops



Note: Start at Part A for all 
beginners no matter how old the 
students are. 
Pacing can be adjusted to how 
quickly your class move through 
the content.

Scope & Sequence
Commands/Sequence/Loops

A B C D

Ac
tiv

ity
  T

ie
rs

Stage of Development

Age 3-5

Programming 
Basics & Creation

Understanding 
Directions & 

Programming Rules

Instructions on 
Basic 

Commands

Robot Framework 
Cognition

Basic Instructions
x10

Comprehensive 
Exploration of 
Programming 

Activities

Multi-scene 
Exploration of 
Programming 

Thinking

Mathematical 
Thinking 

Development

Interactive Map 
Experiencing

Exploration
x15

Exploration of 
Optimizing 

Programming Mode

Comprehensive 
Exploration of 

Programming in 
Scenes

Repetitive Pattern 
Observation & 

Recognition

Initial Recognition
of “Loops”

Pattern Recognition
x7

Overall 
Development

x10



can help children know and get familiar with Tale-Bot Pro, master basic command buttons;

expand children's thinking through health, science, social and language activities to help children learn 
sequence;

Activity Category

Category A - Basic instructions

Category B - Exploration

help children identify the same patterns and learn programming repeat in scenes;

Category C - Pattern recognition

help children to comprehensively use the programming knowledge they have learned in more theme scenes, 
and promote the development of children's imagination, spatial ability, language ability and other multiple 
intelligence.

Category D - Overall development



The Syllabus of
Activity Cards



Global programming
Beginner‘s classes

PART.05



Consultants & experts

Susan Wells
President of ISTE (International Educational Technology Association) Mobile 
Learning Network(USA)
Founder and CEO of TechTerra Education(USA)
Visiting Professor of Elon University
34 years of teaching and education management experience
Master of Science, School of Management, University of North Carolina
Bachelor of Education, University of Virginia

Mike Washburn 
Canadian senior preschool education expert, technology education 
promoter Microsoft Innovation 
Education Expert, Schoology 
Ambassador Apple certified teacher, 
Google certified teacher

Gail Lovely
Founder of American ISTE Early Education Teacher Professional Learning Net-
work
Visiting Professor, University of Northern Iowa, USA
25 years of experience in early childhood education, education consulting 
and online education
Master of Computer Education, Pepperdine University, USA

Gao Feng
Founder of Daozi Artificial Intelligence Postdoctoral 
Fellow, Future Lab, Tsinghua University PhD in Computer 
Science, Peking University Bachelor of Computer Science, 
University College London(UK)

Zhang Jinbao
Professor and Master Supervisor, Faculty of Education, 
Beijing Normal University
Director of Computer Thinking Education Research Center
Chairman of Bebras International Computational Thinking Challenge China

Zhou Jie
Senior Researcher of Matatalab
PhD in Literacy Studies, Middle Tennessee State University, USA
Master of Curriculum and Instructional Design, Middle Tennessee State Uni

-

versity, USA
10 years of American teaching and curriculum design experience



Global products & curriculum system

Programming beginner’s class products professional courses and teaching materials

Tale-Bot Pro Coding& Pro Animation&Senor



EUROPEAN SCHOOLNET-STEM
EDUCATIONAL STANDARD
European Schoolnet is a network of 
34 European Ministries of Education

European Schoolnet is a network of 34 European Ministries of Education, based in Brus-
sels, Belgium. As a not-for-profit organisation, we aim to bring innovation in teaching 
and learning to our key stakeholders: Ministries of Education, schools, teachers, research-
ers, and industry partners.

Since the opening of the Future Classroom Lab in January 2012, European Schoolnet and 
its 34 supporting Ministries of Education have worked closely with a growing number of 
ICT providers to ensure an independently funded and sustainable platform. Policy-mak-
ers, industry partners, teachers and other education stakeholders regularly come to-
gether in face-to-face training workshops and strategic seminars to develop visions for 
the school of the future and strategies on how to realise these.



ALIGNED WITH STANDARDS 
OF ISTE, CSTA, NGSS, 
COMMON CORE
Matatalab's overseas English version of the programming courses refer to the 
American National Standard for Computer Science Teaching CSTA, the Na-
tional Standard for Science and Technology Education, the National Standard 
for Science and Technology Education, the Next Generation Science Educa-
tion Standard NGSS, and the Common Core Standard. 

Matatalab’s robot products and all series of English programming courses 
have obtained ISTE standard certificate.



Matatalab is fully interactive and the learning experience is based on hands-on problem solving activities.

Nearly all activities are done with a group which is great as meaningful social interaction is known to improve the learning outcomes.

FINLAND EAF CERTIFICATE



HIGH SCORE EVALUATION GIVEN 
BY INTERNATIONAL EDUCATION EXPERTS

Let the children know that 
coding algorithm, he won't 
be anxious, but regard the 
robot as a partner; Matatal-
ab's programming ideas 
are innovative and allow 
children to form partner-
ships with robots or com-
puters. And it's an attractive 
programming activity for 
kids.

Dr.Jef van Kuyk, Founder of 
the Piramide Approach to 
early learning 

Your children learn how to 
program in very simple 
steps. I could see how in-
tense they were. Her ability 
to concentrate, her logical 
thinking, and above all her 
anticipation of the following 
steps and movements of 
the computer, have been a 
great deal of fun and trig-
gered new motivations.

Prof. Dr. i.R. Hartmut Wedekind, 
HELLEUM

Colourful, creative, 
hands-on. MatataL-
ab’s“Coding like ABC” takes 
coding to kinder-garten 
level. Using gamebased, 
hands- on coding, even the 
youngest children can start 
developing an understand-
ing for computing in the 
most playful way. This is a 
relevant step in supporting 
future coding talents from 
an early stage on.

The most important value 
of the solution you are de-
veloping is the tactile learn-
ing that is involved and the 
modular growing complexi-
ty of the learning activities 
that a student can engage 
with while using your tools.

Tommaso Dalla Vecchia, 
Future Classroom Lab, Eu-
ropean Schoolnet

Beate Jost, Technical Manager 
at Open Roberta, Fraunhofer 
IAIS



TEACHER EVALUATION
Alfonsina Cinzia Troisi(Italy)

Basic coding concepts, esye-hand skills, drawing, discriminates the flat geometric figures, sort numbers and 
compare quantities

School:
IC E. De Filippo di Sant'Egidio Del Monte Albino

Development skills:

Tale Bot Pro was an excellent mediator to keep the children's attention on the didactic activity which they experienced as a "game".
These 4 and 5 year old children, in two hours, easily learned the proposed didactic contents, without ever taking their eyes off the activity or moving 
away from the group.
For section teachers, thematic maps are particularly usable in section and very suitable for educational content: this has stimulated the purchase 
request.

Development skills:

This Bot manages to leverage the interests of children, at least initially focusing on their motivations: the spark of interest in their eyes has allowed us 
teachers to have relaxed and fun times to devote to the learning process.
The interest is then fueled by the wonder when they understand the use of the microphone.

Student feedback: 

Grade:
Preschool children ( 4-5 years)



TEACHER EVALUATION
 Olga(Belarus)

Sequence, creating plans and schemes, the ability to solve simple arithmetic problems for addition and subtrac-
tion. spatial directions, mathematical abilities

School:
kindergarten №239, Minsk

Development skills:

Constant novelties and various stories are bright and interesting in each new lesson. It's great that you can work without special skills. Everything is 
simple and accessible to everyone. The capabilities of the robot allow you to develop creative imagination and qualitatively master the techniques 
of algorithmic thinking, the basics of programming. But for a child, all this is an exciting game

Development skills:

Modern children are spoiled by different gadgets, but the robot managed to surprise them. Both the design itself, the set, and the functions and skills 
of the robot are of keen interest. The desire to help, support, complete tasks and come up with an algorithm is only a small part of what the guys 
want. Joy, smiles, good mood and a positive attitude to the lesson - you can go on for a long time, describe the bright spectrum overwhelming chil-
dren.
Now the pupils are waiting for the robot at each lesson. Other guests now seem too "ordinary" for them.

Student feedback: 

Grade:
senior preschool age (5-7 years old)



Argentina, UAE, Azerbaijan, Estonia, Australia, Panama, Brazil, Germany, Russia, France, Philippines, Colombia, Costa Rica, 
Kazakhstan, South Korea, Netherlands, Canada, Czech Republic, Kuwait, Lithuania, Malaysia, United States, Myanmar, Nige-
ria, Japan , Sweden, El Salvador, Cyprus, Thailand, Turkey, Ukraine, Uzbekistan, Spain, Singapore, New Zealand, Israel, Italy, 
India, Indonesia, Vietnam, Chile, Belgium, Qatar, South Africa, Greece, United Kingdom, Iraq, Lebanon, Mexico, Uruguay, 
Others, Switzerland, Austria, Norway, Macau, Taiwan, Hong Kong

MORE THAN 60 COUNTRIES AND
REGIONS AROUND THE WORLD

Educational institutions

Over

8000+



GLOBAL MATATALAB PROGRAMMING CLASS



MATATAWORLD ROBOTICS COMPETITION 
Sharing Confidence Innovation Coordination

MatataWorld Robotics Competition is a global robot 

competition. In 2020, MWRC competition committees will be 

initiated and established by China, Japan, Singapore, 

Canada and other countries. It aims to promote the 

development of STEAM education for preschool children 

around the world through the MWRC MatataWorld Robotics 

Competition, and provide a platform for self-expression of 

Matatalab robot enthusiasts.



INTERNATIONAL ROBOTICS COMPETITION
FOR YOUNG KIDS



Thanks!

@matatalab
@Matatalab Education
www.matatalab.com
inquiry@matatalab.com


