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Abstract 

In recent years, educational robotics is gaining ground in the educational policy of more and more places around the 

world in both formal and non-formal education programs. Also, the usefulness of educational robotics in special 

education for the treatment of deficits of students with Learning Disabilities, Attention Deficit Hyperactivity Disorder 

and Autism, especially at the level of student inclusion, is strongly supported. In the present work, the findings of a 

pilot educational research in a general education school are presented with the participation of students with special 

educational needs. 

Keywords: Educational robotics; Special education; Inclusion; S.T.E.M. 

 

Resumo 

Nos últimos anos, a robótica educacional está ganhando espaço na política educacional de cada vez mais lugares ao 

redor do mundo em programas de educação formal e não formal. Além disso, a utilidade da robótica educacional em 

educação especial para o tratamento de déficits de alunos com Dificuldades de Aprendizagem, Transtorno de Déficit 

de Atenção e Hiperatividade e Autismo, especialmente no nível de inclusão do aluno, é fortemente apoiada. No 

presente trabalho, os resultados de uma pesquisa educacional piloto em uma escola de educação geral são 

apresentados com a participação de alunos com necessidades educacionais especiais. 

Palavras-chave: Robótica educacional; Educação especial; Inclusão; S.T.E.M. 

 

Resumen 

En los últimos años, la robótica educativa está ganando terreno en la política educativa de cada vez más lugares del 

mundo en programas de educación tanto formal como no formal. Además, se apoya firmemente la utilidad de la 

robótica educativa en educación especial para el tratamiento de déficits de estudiantes con discapacidades de 

aprendizaje, trastorno por déficit de atención con hiperactividad y autismo, especialmente a nivel de inclusión 

estudiantil. En el presente trabajo se presentan los hallazgos de una investigación educativa piloto en una escuela de 

educación general con la participación de estudiantes con necesidades educativas especiales. 

Palabras clave: Robótica educativa; Educación especial; Inclusión; S.T.E.M. 

 

1. Introduction  

Technologies are an integral part of the education of both formal development students and students with special 

educational needs. It is also well known that in recent years many countries around the world have incorporated in their 

educational policy, educational robotics (EP) also known as STEM education in both formal and non-formal education 

programs, through which students explore various subjects with the use of computers, electromechanical components and 
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software. STEM includes the courses: Science, Technology-Engineering, Engineering, and Mathematics, while there is also 

STEAM which includes Art meaning the humanities, dance, theater etc. 

New technologies or Emerging technologies are technologies that are considered capable of changing the state of 

things, are characterized by innovations, rapid growth, continuity, obvious impact on the socio-economic level of the future, 

but also uncertainty and ambiguity at present. "(Rotolo et al., 2015) 

New technologies are educational technologies, information technologies, nanotechnology, biotechnology, cognitive 

sciences, psychotechnology, robotics, and artificial intelligence. (el.wikipedia.org, 2021) 

Robotics is the branch of technology that deals with the design, construction, operation, and applications of robots, 

(Psara, 2016) and computer systems for performing controls, feedback, and information processing, automated machines that 

can replace a human in dangerous environments or production processes, or look like people in appearance, behavior, and/or 

knowledge. 

Educational robotics is a relatively new scientific discipline that deals with the construction, programming, and 

utilization of robots at various educational levels. As a subject, it is part of the computer science course and aims to plan 

activities to enhance computational thinking skills. In recent years, educational robotics has become very popular in both 

primary and secondary education, due to the effective help it offers to students to acquire problem-solving skills.  

Regarding educational robotics as a tool to approach knowledge in special education, for children with learning 

disabilities, dyslexia, autism, attention deficit hyperactivity disorder (ADHD) it is argued that it is a "tool" useful to eliminate 

students' disabilities and deficits as well, helps students acquire skills, develop self-esteem and access knowledge. 

Robots have the ability to provide an alternative learning method for students, using the multiple arrays of sensors 

available in modern robots, so that they can be programmed to interact with students in specific ways, to encourage and engage 

them in learning activities thus motivating him to be actively involved in the learning process. 

The CODESKILLS4ROBOTICS project is an Erasmus+ project in which organizations from Greece, Cyprus, 

Belgium and Sweden participate. The project aims to introduce ‘coding and robotics’ to primary school students (9-12) with 

emphasis to target students with fewer opportunities for participation in innovative programs for the acquisition of digital skills 

such as students with learning disabilities. 

 

2. Methodology  

In this article on "Educational robotics in primary education. A case in Greece ". We have made an effort to explore 

the impact that the implementation of a robotics curriculum will have on a school that supports integration. 

Through the implementation of the program, with a mixed teaching model: live and distance, in a general school with 

students of formal development but also students with special educational needs (autism, ADHD, learning disabilities), the 

results, positive or negative, were studied. reactions, the effects of educational robotics both in the typical school population, 

but especially in students with parallel support and special needs. 

By observing and recording the needs and deficits of students, with direct and indirect observation from the beginning 

of the implementation of the program and any of their behaviors and reactions during the program, as well as the "influence" of 

robotics on students, the research led to the conclusions that will be reported below. 

 

3. Technologies and Education  

In recent years, 3 factors have been involved in education that promote Children's learning and Communication with 

the help of Computers. 
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Information and Communication Technologies are now an integral tool of the educational process for modern 

educational systems, influencing the structure and operation of educational institutions by providing education to students with 

more interactive methods and educational pedagogy. 

Technology helps the learning process change from passive to active because it can make each student more 

independent and autonomous, turning skills into skills and giving students the guarantees to become autonomous critical 

thinking individuals. 

 

4. Educational Robotics  

Education is "coordinated" in the era of social and technological changes is redefined in the context of the 

requirements of the "knowledge society", computer literacy focuses on pedagogical issues, with the help of digital media: a) 

enriching the educational process in multiple sources hardware and communication tools, b) improving the quality of the 

teaching and learning process. 

Today there are 4Rs and they play an important role in the learning process. THE 4R OF LEARNING are; Reading, 

wRiting, aRithimetic, Robotics. 

Robotics is a branch of engineering that deals with the design and construction of robots derived from the word 

robota, which means "work" and is applied in many areas of human activity, including medicine, industry and education. 

recent years. (www.maxmag.gr, 2021) 

The history of educational robotics dates back to the late 1950s and 1960s when scientists-programmers began 

thinking about creating software to develop students' mathematical thinking. The result was the creation of the LOGO 

language (Seymour Papert, Wally Feurzeig, and Cynthia Solomon, 1980) and then the invention of the first "turtle " training 

robot. (Dimitriadis, 2015) 

Papert, a supporter of Piaget's ideas on the theory of constructivism, takes the view that the learning approach is more 

effective when there is active involvement of students in the learning process, when they construct specific objects that interest 

them, they collaborate with each other and develop social behavior as they interact (Blanchard et al., 2010). 

Educational Robotics is based on the theories of Piaget's constructivism, Papert's constructionism, and Vygotsky's 

socio-cultural vision, with the goal of developing superior mental skills related to building new knowledge through discovery, 

problem solving, and collaboration ( Gura, 2007, Hussain et al., 2006).  

Educational Robotics introduces another way of the knowledge building approach, more fun through the game  " 

learning through play , (LEGO Dacta A / S, 1999; Jarvien et al., 2000; Gura, 2007)  and enables, motivation for students to 

engage, to construct objects that have interest/meaning (Resnick et al., 2005) for them as a result of which scientists "feel" and 

try to approach the concepts of the cognitive object directly, confirming  (Alimisis, 2009) one of the basic principles of robotic 

graded difficulty: " low floor, high ceiling and wide walls "(" low floor, high ceiling and wide walls ") starting from very easy 

(low floor) and continuing to create complex and sophisticated programs and constructions (high ceiling) and finally exploring 

robotics to too many directions, scientific fields or interests (wide walls) with imagination and without limits. 

As already mentioned, educational robotics seems to be a useful tool in the educational process of learning and to 

attract the interest of students. However, researchers argue that although robotics presents many positive elements that support 

the development of learning skills, more research is needed on the pedagogical context of teaching (Mataric, 2004; Alimisis, 

2013) as it is argued that the change in the thinking of To achieve higher learning achievements/results (Papert, 1991), robotics 

activities need to be based on appropriate educational environments to aim through the pedagogically documented 
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methodology and pedagogical material to enhance their educational teaching with the utmost knowledge by students ( 

Eteokleous-Grigoriou et al., 2013; Benitti, 2012). 

It is generally accepted that for the successful integration of educational robots in the educational levels, two key 

factors are needed: a) the existence of robots as constructions and learning tools in school and b) the creation and appropriate 

pedagogical utilization of electronic infrastructures that provide the ability to support learning platforms for learning, 

programming, and user/student interaction and training robots (Petre et al., 2004). 

 

5. Educational Robotics and Typical Education  

In recent years, research has been conducted on the use of robotics education which shows that EP can be used 

effectively in various educational fields, enabling students to develop cognitive, metacognitive, and social skills (Atmatzidou 

et al., 2012). 

Several studies suggest that EP is a new enjoyable/playful way of approaching learning, which allows the student to 

"motivate" them to participate, to be actively involved in the learning process, and to promote cooperation, confidence, self-

action, students 'creativity, and socialization, while "helping" the development and improvement of students' critical thinking, 

problem-solving and metacognitive skills (Alimisis, 2013; Gura, 2007; Atmatzidou, 2018).  

Researchers claim that there are positive results of educational robotics (La Paglia et al., 2010) in improving the skills 

of both students' cognitive and metacognitive skills and problem solving skills (Lin et al., 2011; Gaudiello et al., 2013; Huang 

et al., 2014; La Paglia et al., 2011), while others report significant positive effects on learning (Keren et al., 2014; Gama, 

2004a). Although the research results are positive, the researchers argue that a more detailed analysis is needed (Huang et al., 

2014), as well as a larger number of samples as most studies have a small sample, (Lin et al., 2011; Gama, 2004a). One aspect 

that researchers have pointed out is that some studies have applied strong guidance to the development of students' 

metacognitive and problem-solving skills (Gama, 2004b; Kramarski et al., 1997;  Ishii et al., 2006a;  Ishii et al., 2006b; Lai, 

1990; La Paglia et al., 2011), while others report a rather minimal guidance (Lai,1993; Lo Ting-kau., 1992; McWhorter, 2008; 

Nourbakhsh et al., 2005; Gama, 2004a). 

Other researchers argue that engaging in educational robotics helps to learn a programming language ( Atmatzidou et 

al., 2008; Vollstedt et al, 2007; Mataric, 2004) by increasing students' interest and involvement in science, technology, 

engineering, and mathematics (STEM), pushing them to pursue a career in one of these areas  (Mataric et al.,2007;  Mead et 

al., 2012; Eguchi, 2014; Kubilinskiene et al., 2017; Stoumpou et al.,2013). 

Robots are programmable objects and therefore particularly useful for teaching programming as researchers claim 

(Lawhead et al., 2003). The use of robots (Lego Mindstorms) has advantages (Karatrantou et al., 2005) teaching object-

oriented programming languages and in understanding the basic principles, concepts and structures of programming, 

(Vounatsos et al., 2011).  In other research developed as part of the TERECoP Project (www.terecop.eu), a catapult was 

designed and built using Lego Mindstorms  (Charos et al., 2009), and "Easy Parking" through an educational activity(Barnes, 

2002), reinforcing the view that educational robotics "helps" in the teaching of structured programming with the use of robots. 

Other researchers have also studied activities such as the use of computer-controlled models for teaching Java 

(Xynogalos, 2009), teaching programming to high school students using Karel microcosm programming  (Moro et al., 2009) 

and educational activities where students program a robotic vehicle to behave like a typical Logo turtle, "listen" to the basic 

Logo commands  (Turner et al., 2007).  

Although the usefulness of educational robotics is supported, there is research to support the view that its activities do 

not yield the expected significant benefits (Williams et al., 2007; Nourbakhsh et al., 2005; Huang et al., 2014) nor the expected 
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development and improvement of skills. of students involved in the knowledge approach to learning (Jarvinen et al., 2000; 

Sullivan et al., 2013; Raffle et al., 2004; Petre et al., 2004). 

 

6. Robotic and Special Education  

The idea for the use and application of robotics in children with educational needs appeared in the 1970s by Seymour 

Papert, the inventor of the Logo language, a proponent of constructivism in education, and an opponent of disability theories of 

the time that focused on what the child could not do. 

 The invention of the LOGO and the robot turtle was inspired by a completely opposite belief as Papert's goal and he 

worked for it was to enable as many people excluded from society as possible to take an active part in many activities. 

The use of robotics in the field of special education for the education of people with special educational needs 

obviously can enhance the ability and ability of a child to turn them into skills to approach the learning process and therefore 

knowledge always guided its peculiarities and shortcomings, as reflected in the PISA reports of the international organization 

OECD (Armstrong, 2004).  

Educational robotics also contributes to the process of inclusive education/inclusion of people with disabilities. 

Inclusive education/inclusion of the student with special needs is one of the factors that shape the educational process and the 

structure of the school in general as inclusive education includes concepts of equality, anti-racism and intercultural education, a 

social perspective, and a human rights perspective. justice and equality of individuals (Christoforaki, 2008). 

It is self-evident for a successful inclusion/integration education, with the help of educational robotics the basic 

condition is the existence of appropriate material and technical equipment for the needs of all children (Hammill, 1990). 

Educational robotics and its entry into education in recent years have greatly improved the performance of children 

with learning disabilities, dyslexia, ADHD, and autism. Children with the use of appropriate educational material can enhance 

their self-confidence, cultivate skills, enhance empathy, feel that they offer to the team, improve their socialization, as well as 

cultivate communication and verbal expression of ideas through group function when students are forced to explain their ideas 

and thoughts. Also, educational robotics combines learning the game and thus turns education into a fun activity, actively 

involves students in learning while respecting their particularities and abilities, allows free expression and the development of 

creativity and imagination, provides immediate feedback, supports experiential learning by motivating them to engage students 

with something interesting. 

 

6.1 Autism and Educational Robotics  

The goal of robotics concerning children with autism is to cultivate skills e s sectors presenting to Brussels I made to 

share their interest with typical development children, socialize more easily with their peers (interaction), to share experiences, 

and collaborate (socialization) 

Also, children with autism have a deficit in understanding facial expressions, robots without expressions, do not 

distract children and thus devote themselves to completing the activity. 

Robotics using: LEGOwedo and LEGO Mindstorms can encourage students with autism to master: the skill of 

collaboration through storytelling and consequently, the cultivation of language skills, to cultivate teamwork through 

interactive activities, and enhancing empathy. 

Today in the application of applications with self in friendly and emotional requirements, the robots Diagnostic 

appearances with children with authentic distinctions in interactions with each time required in friendly characters in prayer 

and expression of emotions. Many students are analyzed in the use and deficits that require "robots": "Mechanics", with the 
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tools they need, every time I need to do, do, do, do, do any interaction, do different users, with different content, different 

users. . 

Regarding creations 3 intermediate information that we "have" in the equipment with the configurations of the 

spectrum of the original (ASD). 

 

Figure 1: Robots for autismo. 

 

Source: Authors. 

 

1. An interdisciplinary approach to mechanical engineering and special technical data required robotic system and 

dismantling to dispose of the tarot robots we need to make for each application for the various key elements of the personal 

information content on the substance. Research blueprints with a technically sophisticated system of cameras, preserves and 

photographs required designed to use children in learning color images.The protagonists are Aiden a year and a half with 

various disturbances in his range and NOA a humanoid robot that "every" commands and application for the selection of 

standard exercises. From the use of the robot to students with ASD the educators looking for the children gave access to the 

robot and learned its application. : (https://news.vumc.org/, 2021) 

2. QTrobot is separated from LuxAI to let children learn to interact with the different, with the required messages that 

require different, emotional and cognitive questions. QTrobot separates with children's, laughs softly, speaks softly, questions, 

availability and mood, availability of details, availability of users, we use the information in children with special differences. 

"Access interacts with a separate, segregation whenever required by details, tone of voice and application of the issue that are 

overwhelming and snippets for children with eggs, the overnight telephony robots. For example, whenever the robot disputes 

or runs, I need time with the required and required person each time with it. "Aida Nazarikhorram, co-founder of LuxAI.( 

www.fnr.lu, 2021) 

3. Released in 2013 by RoboKind, Milo where lessons were reshaped with a voice targeting different people, 

emotions, illustrations, additional photos and personal information. Pupils teach Milo's prospective prompts and intermediate 

information to questions that require contacts, emotions and expressions of empathy with the questions in Milo's game: angry, 

sad, happy, frustrated - types of photography that should I am doing. like students layered by televisions from near to far, does 

not dance for the right quests.(https://www.edutopia.org , 2021) 
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6.2 ADHD and Educational Robotics 

The disorder deficit attention and hyperactivity disorder (ADHD) affects the ability of the child to Respondent to Tai 

in the same position throughout ( hyperactivity ), to stay focused on something for a long time (attention deficit), to control his 

behavior. He is also very active, hyperactive, and impatient and finds it difficult to follow instructions. 

STEM robotics ( Science, Technology, Engineering, and MathematicsSTEM) is experiential and interactive and the 

activities used to educate students in problem-solving, creating, and programming a robot to aim to keep the children's interest 

undiminished, to facilitate children in the management of their behavior and their symptoms (hyperactivity-distraction) to use 

their energy by making constructions, to cultivate the cooperation between the children (socialization) to feel that they offer to 

the  group and to cultivate their skills and of course boost their confidence. 

 

6.3 Learning Difficulties and Robotics 

"Learning disabilities are defined, in a general term, as a heterogeneous group of disorders which manifest with 

significant difficulties in acquiring and using listening, speaking, reading, writing, reasoning or mathematical skills. 

These disorders are inherent in the individual and are attributed to central nervous system dysfunction and can exist 

throughout life.[40] They are not learning disabilities the p handicaps in self-control behaviors, social perception and social 

interaction that can coexist with learning disabilities,   as well, and learning difficulties which occur accompanying with other 

statements deficit: sensory impairment, mental retardation, serious emotional disturbance) or with external situations: cultural 

differences, insufficient or inappropriate teaching. 

Today there is an effort to develop software -ordination will enable a range of customizable learning tools to 

collaborate with various types of robots to fit the learning in a personalized training program for the deficits of the student. 

Research programs aim to show that cognitive development can be enhanced through robot-mediated learning by developing 

other social skills as well,  taking advantage of robotics. (STEM, 2021) 

 Educational robotics seems to benefit et significantly students with dyslexia as not using the present improvements 

important as language skills in reading and writing, speaking and the hearing of this, and the acquisition of capacity usefulness 

of cooperation and socialization through their participation in joint activities with other children.   

 

7. The CODESKILLS4ROBOTICS  

The CODESKILLS4ROBOTICS project is an Erasmus+ project in which organizations from Greece, Cyprus, 

Belgium and Sweden participate. The project aims to introduce ‘coding and robotics’ to primary school students (9-12) with 

emphasis to target students with fewer opportunities for participation in innovative programs for the acquisition of digital skills 

such as students with learning disabilities. A field study was conducted in the participating countries from which conclusions 

were drawn regarding the needs of students and teachers in the fields of new technologies and educational robotics.  

Taking into account the results of the field research, educational material for educational robotics was developed, 

designed appropriately for the needs of students of general population but also for students with educational difficulties. 

In essence, the Educational Material contains 3 Modules: 

Module 1 (Develop Basic STEM Skills & Programming) is designed primarily for helping students acquire basic 

programming and robotics skills using a custom-made robot (named R.E.A.). Module 1 provides simple instructions so that 

participants are acquainted with the different building bricks & the more advanced parts of the educational robotics kit (drive 

base, motors, sensors). Simple constructions such as motors & sensors are implemented in a step-by-step way before moving to 

more advanced constructions such as gear setups & variables.  
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Ιn this way students are introduced to the basic programming principles smoothly by coming into contact with basic 

programming principles (eg loops coding concept) while gradually learning more advanced programming principles. Through 

these activities’ students acquire skills beyond those of programming such as: 

Fine motor skills: if the students are involved not just in programming, but also in physically building their robots, 

then robotics is a subject that keeps up with the latest technology trends while keeping them away from screens and 

encouraging them to use their hands and learn by doing. 

Teamwork: the many phases of building, programming and testing a robot are usually performed by a team, which 

teaches students to work together for a common goal. 

Thinking outside the box: creating a robot from scratch sharpens the students’ creativity and problem-solving abilities 

by giving them a task to perform and showing them that there are several valid ways to do it. Students are in complete control 

of the process, which keeps them engaged and attentive and makes the project rewarding and fun. 

Perseverance: a robot built by a team of students likely will not work correctly on their first try. Assembling and 

programming a robot is a trial and error process that teaches the patience and humility to retrace your steps and correct your 

own mistakes, and a healthy dose of stubbornness that drives you to try harder next time. 

In Module 2, the focus is on the implementation of four (4) cross-curricular scenarios each based on the subjects of 

history, space, culture & environment in an attempt to introduce coding, robotics & STEM skills in primary schools in an 

innovative way. In these scenarios the pupils will use three (3) of the main constructions of the educational robotics kit, 

namely, Vernie, M.T.R.4 and Guitar 4000.  

The development of four (4) cross-curricular scenarios is based on the constructivism theory according to which, 

knowledge is a continuous & active process. Students must seek knowledge & solve problems on their own, synthesizing new 

ideas, structures, models, & concepts & linking them to previous knowledge & mental models. Real experiences are important 

for the learning process, hence for constructive learning, both the content of the information as well as the context are 

important. Thus, inquiry-based cross-curricular scenarios were selected to be used as educational material, which are inspired 

by everyday life, the environment, arts, etc. in order to motivate the participants & inspire teachers to introduce coding, 

robotics & STEM skills in primary schools. The benefits of the cross-curricular approach are: 

- links various subjects of the National Curricula & skills together in a meaningful way 

- fascinating topic for children to work on 

- holistic approach into dealing with learning 

- applies skills & competences into concrete tasks, e.g., make a robot follow a route, solve problems in math to 

calculate distance & time, etc. 

Finally, Module 3, which is essentially a guide for teachers to teach more advanced robotics inspired by science and 

real robotics applications together with indicative worksheets and ideas on how to organize the teaching process. 

The fact that diverse organizations had the opportunity to exchange opinions regarding the formation of the 

educational material has had a significant impact on the people involved & their organizations, as they will benefit both at the 

professional level from their use, as well as at practical level as all products will be ready for re-implementation. It is expected 

that the material will affect teachers, students & schools & will fulfil its goal to introduce coding, robotics & STEM skills in 

schools enhancing thus the professional profile of teachers & equipping students with the necessary e-skills in accordance with 

the needs of the labor market. 
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All materials are easily transferable to other sectors & countries that would like to implement such a training. They 

are easy to follow & can be used by other organizations that want to use or upgrade them. They can be further exploited by the 

partners in their everyday practice. 

All the educational material is uploaded on the project e-learning platform (http://codeskills4robotics.i 

it.demokritos.gr/) and it is freely available to everyones. 

 

8. Τhe Case of the 11th Primary School of Maroussi  

During the pilot testing phase of the project a lot of schools of all participated countries joined. Among them was the 

11th Primary School of Maroussi. The pilot testing took place directly after school hours (extended zone) for 1,5 to 2 hours per 

day on a 3 to 4 days per week basis. Twelve children took part in the pilot testing phase and formed two groups of six. During 

the pilot implementation a blended learning approach was followed. Of course, this was the plan from the beginning, but the 

fact that primary schools closed due to Covid 19 situation, led us to distance learning and the use of the online platform 

became central to this process. In total, for each group 7,5 hours were held in-class while 32 hours of training took place 

online.  

In the distance learning phase, technical support was provided so that the teaching process became as interactive as 

possible. The teacher had the appropriate equipment at his disposal so that the students could see in real time the programming 

process and the subsequent actions of the robot. This procedure was necessary since the process of learning by doing is central 

to educational robotics and the fact that students did not have a Lego Boost kit at home made this process very difficult. 

However, the ability of the students to program the robot in real time and immediately see on their screen live what the robot 

does, made the lesson much more interesting and interactive for the students. It is worth noting that during the distance 

learning phase the two groups of children were united, since the children no longer had to form smaller groups.  

Out of a total of 12 who participated 5 were students with fewer opportunities. Two of the students were students with 

learning difficulties. One student has been diagnosed with a developmental disorder. One student has been diagnosed with 

ADHD and one with emotional immaturity. 

Αll students were fully involved in the activities. The children worked in groups that were shaped in such a way that 

the children who wanted some help received it from both their teacher and their peers. The groups consisted of a child with a 

special need and a peer of typical development, while the teacher was well aware of the specific cases and would intervene if 

needed with further explanations and support. If a child needed more time for completing an activity it was given the 

opportunity to do it at his/her own pace. All students had the opportunity to study the educational material at home at their own 

pace through the e- platform which was really useful especially for the children with learning difficulties. 

 

9. Final Considerations  

In the program report it would be of added value to mention the phrase of a student with autism: "How glad I am to 

have friends". 

This phrase confirmed our view that students with or without educational needs enjoyed their participation, were 

enthusiastic about the programming and operation of the robot, actively participated in the whole educational process, 

collaborated, created. 

Students with special needs, in particular, used their skills and turned them into skills, managed their deficits, 

socialized and felt accepted, thus boosting their self-esteem. 

 

http://dx.doi.org/10.33448/rsd-v10i9.16371
http://codeskills4robotics.i/
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