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Episode Name Trains 

Season & Episode Season 2, Episode 15 

Age Group DGO #10 - Grade 3 (Age 8+) 

Key Concept When you plan what comes first and give each task its moment, everything works better than 
doing it all at once 

 

ABOUT THIS EPISODE 
 

Bluey and Bingo set up an elaborate game involving a pretend train, a daycare, and a vet clinic — all running 
simultaneously. The game requires them to manage multiple timelines, keep track of different tasks, and figure out what 
needs to happen first, next, and last. Passengers need collecting. Animals need treating. The daycare has its own 
schedule. Everything is connected, and nothing can wait forever. 

Bandit helps guide the chaos, but the kids are the ones doing the work — discovering through play that when things are 
sequenced and prioritised, the whole system runs. When everything tries to happen at once, it doesn’t. 

 

WHY IT MATTERS  (FOR PARENTS) 
 

Time management sounds like an adult skill, but your eight-year-old is already dealing with its basic version every day: 
homework, activities, chores, play, family time. The difference between a child who rushes through everything and one 
who handles things with relative calm often comes down to whether they’ve begun to think about sequence and priority 
rather than just speed. 

This episode shows that in action, without naming it. Bluey and Bingo aren’t being taught time management — they’re 
discovering through play that when you think about what comes first and give each task its moment, everything works 
better than when you try to do it all at once. That’s a lesson worth meeting your child in, at their level, before the 
homework load starts requiring it. 
 

DISCUSSION QUESTIONS  (FOR YOUR CHILD) 
 

1 Bluey and Bingo had to keep track of lots of things at once. What do you think helped them stay organised 
instead of getting overwhelmed? 

 

2 When you have lots of things to do — homework, chores, play — how do you decide what to do first? Do 
you have a system? 

 

3 What’s the difference between rushing through things to get them done and doing things one at a time with 
focus? 

 

4 If you could design your perfect day with time for everything that matters to you, what would the schedule 
look like? 
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AFTER THE EPISODE — ACTIVITIES & EXTENSIONS 
 

Try one of these to keep the learning going: 
•​ Play the Trains game together. Set up three pretend ‘stations’ around the house — any three things that need 

doing or playing. Give each one a schedule: when does it open, when does it close, what does it need? See if 
you can keep all three running without any one collapsing. 

•​ Ask your child to write out everything they need to do today — every task, every want, every obligation. Then ask 
them to number them in order of importance. Not urgency — importance. Notice how they decide. 

•​ Try the ‘one thing at a time’ experiment: pick one task and do it to completion before starting anything else. Time 
it. Then do three tasks at once and time that. Ask: which felt better? Which actually got done faster? 

•​ Work on question four together as a real exercise. Draw the schedule. Build in time for homework and play and 
rest. Let your child own it. If they design something unrealistic, ask questions rather than correcting: ‘When would 
you eat? Would you need a break here?’ 

 
Tip for parents: The most useful thing this episode can prompt is a conversation about your child’s actual experience of managing 
competing demands — not the ones you’ve set for them, but the ones they’re aware of themselves. What feels like too much? What 
feels fine? What do they wish they had more time for? The train game gives you a frame to ask those questions that isn’t about 
performance. 
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