
• Story: The teacher reads the story for this module. Have a group discussion using the discussion 
tips, news links and Oops! That was a mistake! guidelines. Remind the students that they can find 
the ‘Oops! Mistake!’ sign in their workbooks. (Adversity is the best teacher. In each module, the 
students are encouraged to persevere, and to try again and again. If a student makes a mistake and 
learns from it, they can colour in the ‘Oops! Mistake!’ sign in their workbook.) Tip: The easy-to-
read version of the story makes excellent reading homework for students who can already read! 
The pack also contains a word list for new readers. Students can print out this list and cross out the 
words as they read them. The word list has also been split into sections by module.  Another option 
is to get the students to spell out the characters’ names. (If necessary, you can also print the word 
list and easy-to-read story, and include them as inserts when handing out the workbooks.)

• Game: everyone forms a letter using their body. Does anyone want to introduce themselves or 
show their letter to the others over the video connection?

• Exercise: The teacher writes LDIZAR on a piece of paper with a marker, and then cuts each letter 
into a separate piece, so they can be rearranged. Work together to figure out what word you can 
make using the letters. Who or what is Smeek?

• Homework: Everyone should search their home for five similar things or objects. You can then 
show your items to your classmates!

• Documentation: You should save digital images of the things/objects you found at home in your 
learning diary, or draw pictures in your project notebook. 

• Construction: Search around at home for some cardboard tubes (for example, from toilet rolls, 
kitchen towel and aluminium foil, or a potato chip tube without the end). Store them in a plastic or 
canvas bag while you collect the rest of the materials for building the machine. 

• The teacher sticks the stickers on the shared poster at the checkpoint for module one! Students 
can colour in 1–3 stars in their own workbook. 

Remote module 1: Message in a bottle 
– Rise to the challenge!
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• Story: The teacher reads the story for this module. Have a group discussion using the discussion 
tips, news links and Oops! That was a mistake! guidelines. Remind the students that they can find 
the ‘Oops! Mistake!’ sign in their workbooks. Tip: The emotional pantomime cards are a handy aid 
for discussing different feelings, whilst also revising the characters’ names and characteristics!

• Game: Imitate the characters’ emotions. Anyone who wants to can take turns to act an emotion 
via the video connection. The others have to guess what emotion it is.

• Exercise: The teacher presents Maco’s homework bingo card. Go through the household chores 
and divide them up, so that you can cross off all the squares in Maco’s bingo card. Tip: If you’ve 
divided the students up into small teams, each team can divide up the chores amongst themselves!

• Homework: Do the bingo chores as agreed.

• Documentation: You should save before and after pictures of the household chores in your 
learning diary. If necessary, you can draw pictures in your project notebook. 

• Construction: Search around at home for some round lids or caps (such as jar lids, milk carton 
caps, round lids from plastic tubs). Store them in a plastic or canvas bag while you collect the rest 
of the materials for building the machine. 

• The teacher sticks the stickers on the shared poster at the checkpoint for module two! Students 
can colour in 1–3 stars in their own workbook. 

Remote module 2: Emotions –  
Preparing for a new project. 
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• Story: The teacher reads the story for this module. Have a group discussion using the discussion 
tips, news links and Oops! That was a mistake! guidelines. Remind the students that they can find 
the ‘Oops! Mistake!’ sign in their workbooks. Tip: You can put your hands together and shout the 
Kip salute from the story!

• Game: Work together to come up with a shared salute for the entire class. Tip: Video the salute 
and save it! (Using, for example, Screencastify.)

• Exercise: Compare the round lids and caps that you found at home last time. Which is the largest? 
Which is the smallest? Which ones are the same size? Sort your lids and caps into suitable stacks. 
How many different stacks did each person get? Which stack is the tallest? Count the number of 
lids and caps in the stacks. Tip: You can also use an actual measure, such as a ruler!

• Homework: What kinds of good manners do the students and their families follow at home? Ask 
parents to discuss this with their children. Students can draw or write about them. Families can 
also invent a new family greeting!

• Documentation: Photograph the stacks of lids and caps. You should save the pictures in your 
learning diary. If necessary, you can draw pictures in your project notebook.

• Construction: Search around at home for some egg boxes or other cardboard (such as boxes or 
milk cartons). Store them in a plastic or canvas bag while you collect the rest of the materials for 
building the machine. 

• The teacher sticks the stickers on the shared poster at the checkpoint for module three! Students 
can colour in 1–3 stars in their own workbook.

Remote module 3: The jar lid –  
Together we’re more!   
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• Story: The teacher reads the story for this module. Have a group discussion using the discussion 
tips, news links and Oops! That was a mistake! guidelines. Remind the students that they can find 
the ‘Oops! Mistake!’ sign in their workbooks.

• Game: Get to know the different shapes. You can find printable shapes in the material for module 
four (‘Soca’s shape game’). Work together to come up with an action for each shape. For example, 
everyone has to clap when the teacher shows a triangle, everyone has to stamp their feet when 
the teacher shows a circle, etc. 

• Exercise: Look for different geometric shapes around your home (square, triangle, circle and 
rectangle). Name the things and objects that you find. Go through the exercise together. For 
example, students can take turns to tell what objects they found, or they can write them in 
the chat. The others guess what shape it is. For example: clock – circle. Tip: You can also find a 
ready-made template for ‘Geometric shape hunting’ in the printable material for module four. 
The teacher can collate the students’ discoveries into a joint list. Under the teacher’s direction, 
the students can try to draw a bar chart using squared paper to show how many shapes there are. 
Which shapes did you find most of?

• Homework: The students should look around their yards and the area around their homes (if 
possible with a parent/guardian). What things and objects can you find that were built by people? 
Can you see any familiar shapes?

• Documentation: Photograph the discoveries you’ve made in your yard and the area around your 
home. Save these photos in your learning diary. If necessary, you can draw pictures in your project 
notebook.

• Construction: Search around at home  for string, thread, fishing line, rubber bands, etc.Store 
them in a plastic or canvas bag while you collect the rest of the materials for building the machine. 

• The teacher sticks the stickers on the shared poster at the checkpoint for module four! Students 
can colour in 1–3 stars in their own workbook.

Remote module 4: Shapes –  
Stacking the materials.   
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• Story: The teacher reads the story for this module. Have a group discussion using the discussion 
tips, news links and Oops! That was a mistake! guidelines. Remind the students that they can find 
the ‘Oops! Mistake!’ sign in their workbooks.

• Game: Each student should go outside and collect five natural materials of different types and 
weights (such as leaves, small stones, sticks, moss, feathers, hay, berries, flowers).) If necessary, 
you can also look for materials indoors! The students should place a bucket or other large 
container about a metre in front of themselves, and then throw each object into the bucket. 
Tip: Before throwing an object, you should come up with a hypothesis together. Afterwards, you 
should discuss why some materials flew into the bucket more easily than others.

• Exercise: Design your very own moving machines of the future. Use white paper and pencils. Tip: 
You can also use information and communication technology to create your designs, or build a 
three-dimensional model out of plasticine.

• Homework: Make your own den at home. Ask your parents for help! Tell the others about your 
den. Did your den have a roof? How many walls did it have? And what kind of doorway? Could 
you fit inside it? Tip: You can also write about your den: a few words or sentences, or even a short 
story. Who do you think might live in the den? Come up with some ideas!

• Documentation: Take pictures of your own plans and save them in your learning diary. Also take 
photos of your den and save them in your learning diary. If necessary, you can draw pictures in 
your project notebook.

• Construction: Search around at home for some flexible materials (such as foil, empty coffee 
packages, fabric). Store them in a plastic or canvas bag while you collect the rest of the materials 
for building the machine. 

• Sticks the stickers on the shared poster at the checkpoint for module five! Students can colour in 
1–3 stars in their own workbook. 

Remote module 5: An exciting  
basement - Design your machine
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• Story: The teacher reads the story for this module. Have a group discussion using the discussion 
tips, news links and Oops! That was a mistake! guidelines. Remind the students that they can find 
the ‘Oops! Mistake!’ sign in their workbooks.

• Game: “Guess which job I’m thinking about?” You can find a ready-made list of professions in the 
material for module six. The teacher cuts up the job list, and takes one job card at a time for the 
students to guess. The students try to guess what the job is by asking questions.  
Tip: Only YES/NO answers!

 
• Exercise: Start building your own (moving) machine from the recycled materials you’ve collected. 

You should first have a group discussion about the best way to start building your machine. If you 
need help building your machine, you can ask your teacher or classmates – for example, over a 
video call! Extra: Work in small teams to draw a shared design for your (moving) machine, maybe 
using a teamwork tool such as Google Jamboard. You can work together in your teams over a 
video call (for example, four students in one call). 

• Homework: Think about what services you could offer to your family members. (Such as shoulder 
rubs, pedicure, brushing hair, braiding hair.) Each student should provide at least one of the 
services. 

• Documentation: Photograph the first stage of your construction project and save the photos in 
your learning diary.If necessary, you can draw pictures in your project notebook.  
Extra:  Photograph your shared designs and save them in your own portfolio. Does the shared 
design look the same as your own original design? Think about what’s the same and what’s 
different about the designs! 

• Construction: Let’s start building! Search around at home for all kinds of “odds and ends” that 
would otherwise end up being recycled. Remember to ask permission from your parents first!

• The teacher sticks the stickers on the shared poster at the checkpoint for module six! Students 
can colour in 1–3 stars in their own workbook.

Remote module 6: Jobs for the  
future - From my idea to our idea
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• Story: The teacher reads the story for this module. Have a group discussion using the discussion 
tips, news links and Oops! That was a mistake! guidelines. Remind the students that they can find 
the ‘Oops! Mistake!’ sign in their workbooks.

• Game: “Tuka’s breaktime workout”Try doing Tuka’s breaktime workout together remotely. “Hand 
us, hands down, squat and rise! Bottom out, knees together, bounce around in a circle! Wave your 
hands, move your legs, shake your antenna! Do a side stretch, now the other side, and back to your 
place!” If you want, you can invent your own breaktime workout. Extra: If possible, you can also 
send the students into a number of breakout rooms, where they can invent their own breaktime 
workouts as a team. Present your breaktime workout to the others! 
 
More challenging alternative for the game: “The Kip crew’s communication game”Model different 
programming languages with symbols. You can find ready-made symbol chains in the material 
pack. Tip: You can use the models you invented before (module 4, Soca’s shape game) or come up 
with new actions together. For example, a square means jump with both legs, a triangle means do 
a squat, a circle means clapping, etc. Now follow the instructions! NB! On the home page, you will 
also find an extra musical exercise relating to this topic!

• Exercise: Write a shared Gala invitation from the whole class! You can find a ready-made 
suggestion in the pack, but it would be great if you came up with your very own invite!  
NB! Don’t forget to send an invitation to the principal as well. There’s also a ready-made invitation 
for the principal.

• Homework: Let’s put the finishing touches to our machines!

• Documentation: Photograph the construction process and the finished machine. If necessary, you 
can draw pictures in your project notebook.

• Construction: Keep building until your machine is ready! 

• The teacher sticks the stickers on the shared poster at the checkpoint for module seven! Students 
can colour in 1–3 stars in their own workbook.

Remote module 7: Breaktime 
workout - The machine is ready
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