51. Activity title: „Mushrooms“
Activity type: Didactic game "Edible - inedible"
Purpose: 
The game helps children develop fine motor skills, logical thinking, vocabulary and communication skills.
Participants: group of children 
Level: 3-7 year old

Materials: Bee-Bot. The game pad, which marked the square sector. The size of each sector is 15 by 15 cm, the sides of which are equal to one step of the robot. Game cards with the image of mushrooms 15 to 15. Mysteries on each mushroom.
Time: 15-30 minutes
Activity description and instructions, rules, comments: 

The teacher tells the story to the children: Belka asked her little squirrels to gather mushrooms in the meadow. Belchata gladly ran into the forest and gathered a full basket of beautiful mushrooms. And they brought her mom a squirrel. Squirrel carefully looked at the mushrooms brought and said: “Not all mushrooms from this basket can be eaten. Let them be very beautiful ... But these mushrooms are poisonous. ”And the squirrel mother showed with her paw on poisonous mushrooms. Now the squirrel forever remembered which mushrooms can be eaten, and which ones should not. Do you guys know which mushrooms are edible and which are poisonous? Find edible mushrooms in the meadow first and name them. And now poisonous.

Program the robot bee so that it stops at the correct answers.

Before working with the logo robot, you must:

1. Check the charge logo robots.

2. Prepare the playground: the playground should be of sufficient area and have a flat surface without cracks and tubercles.

3.Position the mat so that all players can comfortably fit around it.

4. Spread out the cards used in the game on the desired sectors of the game pad.

5. Select by lot the player who starts the game.

Remember! If the child did not succeed in completing the task on the first try, give him one more chance to correct his mistakes. Help him plan a route.
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Kindergarten Tareke, Estonia
52. Activity title: „The World of Animals“

Activity type: Didactic game "Zoo"
Purpose: 
The game helps children develop fine motor skills, logical thinking, vocabulary and communication skills.
Participants: group of children
Level: 3-7 year old

Materials: 
Bee-Bot. The game pad, which marked the square sector. The size of each sector is 15 by 15 cm, the sides of which are equal to one step of the robot. Game cards of animals of hot countries, animals of our forest 15 to 15. Mysteries on each animal.
Time: 15-30 minutes
Activity description and instructions, rules, comments: 

The teacher tells the story to the children: On Sunday, Natasha and her grandmother went to the zoo. Natasha really wanted to see African animals. The grandmother led her granddaughter to the aviary, where the animals of hot countries are located. What kind of animals did the girl see in the aviary?

Then, the grandmother with Natasha went to the enclosures inhabited by animals of northern latitudes. What kind of animals and birds can be found in our forests and reservoirs?

Assignment to children: Program the logo - the Bee-Bot robot so that it stops in the pictures with the correct answers.

Before working with the logo robot, you must:

1. Check the charge logo robots.

2. Prepare the playground: the playground should be of sufficient area and have a flat surface without cracks and tubercles.

3.Position the mat so that all players can comfortably fit around it.

4. Spread out the cards used in the game on the desired sectors of the game pad.

5. Select by lot the player who starts the game.

Remember! If the child did not succeed in completing the task on the first try, give him one more chance to correct his mistakes. Help him plan a route.
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53. Activity title: „Seas and Oceans“

Activity type: Didactic game "Sea dwellers"
Purpose: 
The game helps children develop fine motor skills, logical thinking, vocabulary and communication skills.
Participants: group of children 
Level: 3-7 year old

Materials: 

Bee-Bot. The game pad, which marked the square sector. The size of each sector is 15 by 15 cm, the sides of which are equal to one step of the robot. Game cards of marine inhabitants 15 to 15. Mysteries on each sea animal.
Time: 15-30 minutes
Activity description and instructions, rules, comments: 

A teacher tells a story to children: Dino is a famous marine biologist. And another expedition led him to the seashore. A huge ship was already waiting for him at the port. Dino climbed aboard the ship, and the captain ordered to give up the mooring, to raise the anchor. The ship left the port and headed east. The ship was equipped with the latest technology. On board was a bathyscaphe. In the morning the scientist took everything he needed and went down to the bottom of the sea. What kind of sea creatures did Dino meet on his way? Name the animals you see in the pictures.

Assignment to children: Program the logo - the Bee-Bot robot so that it stops in the pictures with the correct answers.

Before working with the logo robot, you must:

1. Check the charge logo robots.

2. Prepare the playground: the playground should be of sufficient area and have a flat surface without cracks and tubercles.

3.Position the mat so that all players can comfortably fit around it.

4. Spread out the cards used in the game on the desired sectors of the game pad.

5. Select by lot the player who starts the game.

Remember! If the child did not succeed in completing the task on the first try, give him one more chance to correct his mistakes. Help him plan a route.
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54. Activity title: „Insects“

Activity type: Didactic game "Do not yawn"
Purpose: 
Children develop auditory attention, speed of reaction.
Participants: group of children 
Level: 3-7 year old

Materials: 

Picture of insect
Time: 15-30 minutes
Activity description and instructions, rules, comments: 
The teacher gives the names of the insects to all the children and asks for close monitoring: as soon as their name sounds, they must get up and clap their hands; who does not answer his name, leaves the game.
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55. Activity title: „Insects“

Activity type: Didactic game "Ball catch and call"
Purpose: Fix the ability to classify and call insects.

Participants: group of children 

Level: 3-7 year old
Materials: 

Picture of insect, ball

Time: 15-30 minutes

Activity description and instructions, rules, comments: 

Children stand in a circle, the host calls an insect (a fly), and throws the ball to a neighbor, he calls another insect (mosquito), etc. Who can not answer, out of the circle. The leader says “Flying insect - butterfly” and passes the ball, the next one answers: “Mosquito”, etc. At the end of the circle, the presenter calls the “Jumping Insect” and the game continues. 

