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How to create digital 
poster?

LEARNING SCENARIO

School: 1st Primary School Čakovec, Croatia

Duration (minutes): 90

Teacher: Ivana Ružić

Students age: 10-15

Essential Question: How to create with Canva?

Topics: designing and creating digital content (poster, flyer, photo colage, 
content for social networks, badge, logo)

Aims:

•	development of  digital skills

•	development problem solving skills

•	development of  skills and attitudes for harmony and graphic expression
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Outcomes:

•	developing interest in design digital content

Workforms:

•	individual work

•	work in pairs

•	group work

Methods:

•	presentation

•	demonstration                                           

•	talk                                                          

•	graphic work

•	interactive exercise /simulation on the computer

ARTICULATION

Course of  action(duration, minutes)

INTRODUCTION

What is poster design?

A poster is any piece of  printed paper or digital work, designed to be attached 
to a wall or vertical surface. Typically posters include both textual and graphic 
elements, although a poster may be either wholly graphical or wholly text. Posters 
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are designed to be both eye-catching and informative. Posters may be used for 
many purposes.

What is an academic poster?

Making an academic poster presentation. An academic poster is a summary of  
your research, scholarly, or creative project in a visually engaging way. It must be 
academically sound, highlighting the context of  your work (through photographs, 
maps, etc.), your methods, and results (with graphs, charts, photographs, etc.).

How to make a poster?

•	Step 1: Get the right size. 

•	Step 2: Design your poster layout. Your audience needs to take in the message 
of  your poster at a glance.

•	Step 3: Choose your graphics.

•	Step 4: Use color in your poster.

•	Step 5: Include text into your poster.

MAIN PART

How to use Canva?

https://www.youtube.com/watch?v=XqYti78riU8

https://www.youtube.com/watch?v=WL-WbHwsbs8

https://www.youtube.com/watch?v=lokz7kn5LJQ
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Start to use Canva

To create your own poster:

•	Step 1: Open https://www.canva.com

•	Step 2:Sign up/Log in

•	Step 3:Explore Canva 2.0

•	Step 4:Explore free templates

•	Step 5:Create your team

•	Step 6:Create your design

•	Step 7: Save your design.

Students create their design according to task topic and purpose of  design 
(logo, poster, flyer, social media,…). 

Students explore possibilities of  Canva.

Students upload their content.

Students respect copyright.

Students respect the human rights, promote friendship, co-operation, tolerance.

Students save their work on a computer or their e-portfolio.

Students publish works in a shared location (class folder, Google Drive, class 
virtual group).

CONCLUSION

Students present their works, discuss, propose new tasks.

Peer evaluatio
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Working on Twinspace

School: Dante Alighieri – Steve Jobs lab

Duration (minutes): 75.00 m.

Teacher: Lorenzo Bordonaro

Students age: 11/16

Topics:

In this workshop we take care of  writing stories about the places that we visit 
during mobility ERASMUS ESTEEM and we post in the twinspace. With others 
activites in the websites e-twinning like posting pictures, forums and descriptions.

Aims:

•	Train the use of  twinspaces

•	Learn to collaborate among students from various countries

•	Use of  the language

Outcomes:

•	All the students involved in the project can interact in the twinspace
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Work forms and methods:

•	Practical demonstration

•	Laboratory activity

•	The student will be encouraged to work together in a cooperative way, by 
using new technologies.

INTRODUCTION

Brief  introduction and operational indications (intrnet URL, interface, tools 
available and account), 15 m.

MAIN PART

Working procedures: creating pages, uploading images and files assembling into 
pages, profile, and creating open stories with creative writing, 50 m.

CONCLUSION

Demonstration of  what has been achieved and socialization of  results.

"Homework", 10 m.

Material/means:

•	Lab personal computer / BYOD

Literature

•	https://www.etwinning.net/en/pub/index.htm
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Earth day

School: Liceul Tehnologic Mirsa – Sibiu, Romania

Duration (minutes): 90

Teacher: Mugur Verdes

Students age: 11-15

Essential Question: Can we save planet Earth?

Topics:

the importance of  renewable resources for the health of  the earth

color programming

earth science

Aims:

•	Increasing interest in future technology through programming, robotics, 
creation

•	developing digital skills

•	developing the skills of  analysis and problem solving
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•	designing, making (building), testing and evaluating model solutions to match 
real needs

Outcomes:

•	imposing the STEAM domain as an attractive alternative to learning and 
spending leisure time in a pleasant way

•	forming attitude of  respect for the environment

Workforms:

•	work in pairs

•	group work

•	frontal work

Methods:

•	presentation

•	lecturing                                           

•	classroom discussion                    

•	graphic work

•	scientific investigation / interactive exercise

INTRODUCTION (20 minutes)

What is energy?

This Earth Day activity allows students to learn about different forms of  
energy. Energy is the capacity or ability to do work. Energy is a vital part of  our 
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everyday lives. Energy can be stored to be used later and energy can change from 
one form to another.

How do you define a renewable and a non-renewable energy source?

The following discussion might help provide a potential consolidation and 
clarification of  the renewable energy concept.

Watching a short movie about this subject:

VIDEO - Renewable Energy 101

How many domestic electrical appliances have you been in contact with since 
you woke up?

To prepare this lesson, students had to make a virtual diary of  their own lifes in 
absence of  electricity for a week. Depending on the student’s personal experience 
or observations they take the conclusion about modern life on earth: almost 
impossible without an energy source!

MAIN PART (60 minutes)

What is a LEGO education solution?

LEGO Education Solutions for secondary school grow with students as they 
engage at every level, providing hands-on experiences that stimulate 
communication, creativity, collaboration, and critical thinking skills — so they can 
succeed in their STEAM classes today and realize their full potential as digital 
citizens and leaders tomorrow.

Requirements for this lesson:

Simple & Powered Machines Set

Renewable Energy Add-on Set
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Activities:

Using LEGO sets, students will build, working in groups of  3 or 4 persons, 3 
models:

Wind Turbine to explore transfer, transformation, storage and dissipation of  
energy with reference to conversion of  wind energy to electrical energy.

Lesson plan is HERE

Hydro Turbine to explore transfer, transformation, storage and dissipation of  
energy with reference to conversion of  the kinetic energy of  moving water to 
electrical energy

Lesson plan HERE

Solar vehicle to explore transfer, transformation, storage and dissipation of  
energy with reference to conversion of  solar energy to electrical energy

Lesson plan is HERE

Students will observe and note the main advantages and disadvantages (based 
on the whims of  nature) of  using these energy sources.

What is Ozobot?

Ozobot is a robot to teach coding and creativity.

Watching a short movie about this subject:

VIDEO - Window to the Future

Requirements for this lesson:

Ozobot Evo robots

Color Code Markers

Handouts
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Activities:

1. CLEAN ENERGY CRUISE

Help Ozobot collect all of  the clean energy types while avoiding the “dirty” 
energy types. Students will learn to define clean and dirty (or non-renewable 
energy). They work in pairs, each one having a robot. This activity will allow 
students to think critically to create a correct path for visiting each clean energy 
station, while avoiding the dirty energy sources.

Lesson plan HERE

2. RECYCLEBOT

Help RECYCLEbot pick up recyclable trash while staying away from the 
landfill and garbage truck! Students have to program RECYCLEbot to:

- avoid the landfill and garbage truck

- stop at each recyclable to pick it up

- get to the recycle bin before the recycle truck arrives

Lesson plan is HERE

CONCLUSION (10 minutes)

This Earth Day activity allows students to learn about different forms of  
energy, by constructing explanations and designing solutions using LEGO and 
develop their Ozobot programming skills!
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Material/means:

•https://us.sunpower.com/blog/2018/02/23/learn-about-seven-types-
renewable-energy

•	http://www.altenergy.org/renewables/renewables.html

•	https://education.lego.com/en-us/lessons?pagesize=12

•	https://portal.ozobot.com/lessons

Literature

•	https://ozobot.com/stem-education

•	https://education.lego.com/en-us
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Gardening with 
children

School: CEIP GLORIA FUERTES, SAN MIGUEL DE SALINAS

Duration (minutes): 30

Teacher: ASUNCIÓN GÓMEZ GARCÍA

Students age: 11-15

Topics: 

Growing aromatic herbs indoors: mint

Growing herbs in pots and containers

Aims: 

•	Helping them discover how amazing nature is through play.

•	Encourage respect for nature in children.

•	Be able to  feel the responsibility of   assisting and maintaining a living being.

Outcomes: 

•	For this activity: "gardening with children" we will focus on simple crops that 
do not present too many complications both at the time of  planting and during 
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the whole process of  maintenance of  the plant, in a way that children not only 
enjoy the tasks, but feel their efforts rewarded when they see their crops develop.

Work forms and methods: 

•	talk                                         

•	demonstration        

•	individual work     

•	group work           

INTRODUCTION

Some herbs growing outside can be lifted, divided and brought indoors for the 
winter. Mint is ideal for this technique. Simply lift the plants in autumn and divide 
the clumps into smaller pieces. Plant up the divided pieces into pots of  ordinary 
multipurpose compost, water well and cut back the top growth to leave about 10 
cm to regrow.

Growing herbs in pots and containers is a great way to grow fresh produce in 
smaller spaces. 

Some herbs like mint can be invasive making it a good idea to grow them in 
sunken containers like old buckets or plastic pots, to restrict root growth. Make 
sure the container has drainage holes or water logging will kill the plant, and bury 
it so the top is hidden under a thin layer of  soil. When growing mint in a 
container, lift and divide the plant yearly to maintain health and vigour.

MAIN PART

To grow mint indoors in a pot, sow the seeds onto the surface of  damp, 
free-draining seed compost and sprinkle lightly with vermiculite. Cover the 
container with a clear plastic bag or piece of  glass and place somewhere bright 
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and warm for the seeds to germinate (about 18-20C). Once germinated remove 
the cover and grow on.

CONCLUSION

Gardening for children is a different, educational and complete activity. It 
serves to teach them to respect nature in a fun way. It is a unique way to make 
them understand the magic of  planting and how, with our care, our crops grow. In 
addition, they will feel the responsibility to assist and maintain a living being.

Material/means:

•	Plant pots

•	Potting soil

•	Mint plants

Literature

https://verdecora.es/blog/jardineria-ninos-ensenales-plantar
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The Grammelot

School: First Grade Secondary School Dante Alighieri

Duration (minutes): 75,00

Teacher: Toscano Aldo

Students age: 11-16

Topics: 

Il Grammelot

Grammelot is a recitative instrument that assembles sounds, onomatopoeias, 
meaningless words and phons in a speech. The actors used and today use the 
Grammelot in order to be understood even without knowing how to articulate 
sentences of  meaning made in a foreign language, or to parody spoken or foreign 
characters; therefore this language reminds a little of  what children use.

What results is a strongly expressive and hyperbolic acting. The language used 
also acquires a surplus of  musical expression, able to communicate emotions and 
suggestions.

It seems that this recitation artifice was used by jesters, traveling actors and 
comedy companies of  the "Commedia dell'arte". These artists seem to recite using 
interweaving of  different languages and dialects mixed with invented words, 
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entrusting gestural and mime to that connective tissue that made communication 
possible regardless of  the language spoken by the audience.

Aims: 

•	To come to use a common language between gestures and sounds to describe 
emotions and essential communications between people of  different cultures.

Outcomes: 

•	Being able to use gestures and sounds to replace one's own language to 
communicate with other people by relying on one's own self-irony skills.

Work forms and methods: 

•	The method is that of  Improvisation guided on stage, in the presence of  the 
whole group.

INTRODUCTION

Introduce the activity by citing brief  historical notes on the Grammelot - 15 m.

MAIN PART

I presented the activity (In English Language). Using examples, I invited and 
guided students of  different nationalities to dialogue with me choosing a theme. 
The word was not present, only gestures. In a second moment, after having 
experienced this phase with all the members of  the group, I started again by 
adding to the gestures the onomatopoeic sounds related to the gestures chosen for 
communication. The third phase involved the group members in pairs, each of  
them staging a micro narration.   50 m.

CONCLUSION

The activity took on the configuration of  an organic interactive show, where 
each participant was able to use other channels of  body and verbal 
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communication overcoming, in fact, the linguistic obstacle and involving their 
cultural background in communication.    10 m.

Literature

          Dario Fo, Manuale minimo dell'attore, Einaudi, Torino 1997

          Paolo Albani, Il complesso di Peeperkorn, ovvero L'arte di non dire null

  Vsevolod Mejerchol'd, L'attore biomeccanico

PERSONAL OBSERVATIONS, COMMENTS AND NOTES

The activity was very welcome and served to form a cohesive group, which 
participated with great interest and enthusiasm. What has come out is the 
universal aspect of  relations between citizens of  the world, where every cultural 
barrier is torn down.
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Kukery mask

School: Secondary school „Nikolay Katranov“, Bulgaria

Duration (minutes): 165

Teacher:  Margarita Petrova, Galia Ivanova

Students age: 12

INTRODUCTION

Preparation and Playing Games

Activity A1: Read Watch Listen, 5 minutes, All students, Tutor is available

Teachers explain to students the preparation procedure and present a plan in 
order to organize the activities involved.

Activity A2: Discuss, 10 minutes, All students, Tutor is available

Students express their ideas about the project through a brainstorming activity.

Activity A3: Practice, 50 minutes, All students, Tutor is available
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Teachers engage students in a set of  experiential activities promoting 
communication, collaboration and trust between peers. A game based approach is 
recommended (an example is attached).

Teachers must gather information about the kukery masks that students are 
about to present prior to the activities initiation.

MAIN PART

Rehearsing

Activity B1: Collaborate, 60 minutes, all students, Tutor is available

Every team makes their masks.  All students help in designing the model the 
group has chosen.

It is important that students who don't participate can participate as an 
audience in the rehearsals. If  time is not a limit factor, a poster creation activity 
can be organized from a mixed member’s team of  students.

CONCLUSION

Presenting the kukery masks

Activity C1: Produce, 20 minutes, All students, 

Tutor is available. Every team presents their masks (teachers, students, parents 
etc).

Activity C2: Discuss, 20 minutes, All students, Tutor is available

Students discuss about their feelings during the activity. They mentions difficult 
moments for them or their team and discuss about them.

Teachers can record the presentation and show it to students later in order to 
help them express their experience and feelings.
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Methods/Work forms

practice

read	 group work

watch	frontal work

listen	 produce

discuss
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Minecraft

School: Dante Alighieri – class  2 H

Duration (minutes): 75.00 m.

Teacher: Alessandra Costanzo

Students age: 11/16

Topics: Minecraft workshop

•	Minecraft is an open-ended game where students can decide what they want 
to build.

•	During  this workshop a group of  students explained to younger and foreign 
students how to play and what are the rules of  the game. They organized their 
lesson , gave a task to each students and acted as a tutor to others.

•	Then students all together decided to collaborate to build a virtual land with 
the symbols of  each countries of  Erasmus Esteem. 

•	At the end they posted pictures on e-twinning space and realized a padlet 
with their opinion of  this experience.
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Aims: 

•	Listen other students and follow instructions.

•	 Train the use of  twinspaces

•	 Learn to collaborate among students from various countries

•	Use of  the language.

Outcomes:

•	Students realized a games all together

•	All the students involved in the project can interact in the twinspace

     

Work forms and methods:

•	Practical demonstration

•	Laboratory activity

•	The student will be encouraged to work together in a cooperative way, by 
using new technologies.

INTRODUCTION

Brief  introduction and operational indications (description of  the game, how to 
start, share internet URL, interface, tools available and account)     15 m.

MAIN PART

Working procedures: share a site, use building block and resources discovered 
on the site, express their creativity buliding a virtual game.                                                                                                                       
50 m.
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CONCLUSION

Realization of  the virtual world created with monuments and flags of  the five 
countries of  Erasmus Esteem -10 m.

Material/means:

•	Lab personal computer / BYOD

Literature

             https://twinspace.etwinning.net/54425/pages/page/370599
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Music bring us 
together

School: 4TH HIGH SCHOOL OF EGALEO

Duration (minutes): 225

Students age: 11 to 15

 Essential Question: Art passes all the barriers

Topics:

Inclusion and empathy training via music experiences

Aims:

•	To enhance student's communication and cooperation skills while working 
with peers from other countries and cultures. 

•	To promote student's empathy skills by means of  non-verbal communication 
such as listening and playing to music. 

•	To let students become familiar with their foreign peer's talents as way to 
know them better as persons.

25



Outcomes:

•	Application (Application): Students and teachers organize a multinational 
music concert and present it to the school community. 

•	Affective learning outcomes (Affective learning outcomes): Students and 
teachers enhance their communication and empathy skills by working together 
with foreign peers. 

•	Appreciate (Affective learning outcomes): Students and teacher become 
familiar with foreign peers music and customs.

Work forms and methods:

•	 6 groups of  students (18-24 in total)

•	Students engage in organizing and presenting a multinational concert in 
which they play musical instruments and sing tunes or foklore songs from their 
country. 

INTRODUCTION

Preparation and Playing Games 

Activity A1: Read Watch Listen, 5 minutes, All students, Tutor is available 

Teachers explain to students the concert preparation procedure, the songs that 
are going to be performed in the concert and present a plan in order to organize 
the activities involved. 

Activity A2: Discuss, 10 minutes, All students, Tutor is available 

Students express their ideas about the music project through a brainstorming 
activity.
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Activity A3: Practice, 50 minutes, All students, Tutor is available 

Teachers engage students in a set (3 maximum) of  experiential activities 
promoting communication, collaboration and trust between peers. A game based 
approach is recommended (an example is attached). 

Teachers must gather information about the tunes and songs that students are 
about to present in the concert, especially if  these come from immigrant culture 
backgrounds, prior to the activities initiation. 

Example: The robot activity

MAIN PART

Rehearsing 

Activity B1: Collaborate, 120 minutes, 3-4 students, Tutor is available 

Every team rehearses their song. Team members can choose to sing, play in the 
school band or even dance while presenting their song. Other students help them 
by filling the vacant places in singing or playing in the band. 

It is important that students who don't rehearse can participate as an audience 
in the rehearsals. If  time is not a limit factor, a poster creation activity can be 
organized from a mixed member’s team of  students.

CONCLUSION

Presenting the music concert 

Activity C1: Produce, 60 minutes, All students, Tutor is available 

Every team plays/sings its song in a music concert presented to the school 
community (teachers, students, parents etc). 
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Activity C2: Discuss, 60 minutes, All students, Tutor is available 

Students discuss or write down about their feelings during the activity. They 
mentions difficult moments for them or their team and discuss about them. 

Teachers can record the concert and show it to students later in order to help 
them express their experience and feelings.

Methods/Work forms

read, watch, listen , discuss, practice, group work, frontal work. produce

Material/means:

•	Instruments, audio system

Literature

•	 https://v.gd/S7Yc7f

PERSONAL OBSERVATIONS, COMMENTS AND NOTES

Teachers must gather information about the tunes and songs that students are 
about to present in the concert, especially if  these come from immigrant culture 
backgrounds, prior to the activities initiation.

It is important that students, who don't rehearse, can participate as an audience 
in the rehearsals. If  time is not a limit factor, a poster creation activity can be 
organized with from a mixed member’s team of  students.

Teachers can record the concert and show it to students later in order to help 
them express their experience and feelings.
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Music class 

School: CEIP GLORIA FUERTES, SAN MIGUEL DE SALINAS

Duration (minutes): 30

Teacher: ASUNCIÓN GÓMEZ GARCÍA

Students age: 11 to 15

Essential Question:

How to enjoy an integration music class?

Topics:  

Music therapy class. “Body percussion“

Aims:

•	Be able to relate and socialize with class mates through music.

•	Be able to understand the importance of  music.

Outcomes:

•	 Must be able to integrate and socialize with class mates through music  
games. 
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•	They should be able to understand that music is very important when it 
comes to relating  with people.

Work forms and methods:

•	Groupwork

•	Work in pairs

•	Individual work

INTRODUCTION

The term "body percussion" is framed within the body-music concept, an 
artistic discipline that combines percussion, dance and singing, in which one's 
body and singing are used as a musical instrument.

The objectives of  this practice affect the different areas of  health: 
physical-corporal, emotional, social, cognitive and even spiritual. For that reason 
we can understand its purpose in a double aspect, both artistic and therapeutic, or 
a mixture of  the two.

Benefits of  this workshop include:

•	Help internalize rhythmic skills while improving memory, coordination and 
concentration.

•	Allows musical dialogue between all the participants of  the group, favoring 
new active communication channels.

•	Power creativity, imagination and improves mood and self-esteem.

•	Allows a means of  cathartic and liberating expression based on the power of  
rhythm and percussion,
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•	Improvisation offers an important value when expressing the natural rhythm, 
as well as a process of  internalization.

MAIN PART

The procedure of  the workshop consists of  performing rhythmic games, 
creative percussions, choreography and an adaptation of  the contents worked on a 
classical music theme.

Literature

https://www.letsplaykidsmusic.com/body-percussion-rhythm-activities/

https://musiceducatorresources.com/2017/03/15/10-body-beat-activities-to-
engage-students-today/
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Meet Ozobot!

School: 1st Primary School Čakovec, Croatia

Duration (minutes): 90

Teacher: Ivana Ružić

Students age: 10-15

Essential Question:

How  we can use Ozobot to learn coding?

Topics:

programming for beginners

color programming

programming in the graphical interface using blocks

Aims:

•	development of  digital skills

•	development of  programming skills

•	development of  problem analysis skills
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•	development problem solving skills

Outcomes:

•	developing interest in programming, robotics and creation

Workforms:

•	individual work

•	work in pairs

•	group work

•	frontal work

Methods:

•	presentation

•	demonstration                                           

•	talk                                                          

•	graphic work

•	interactive exercise /simulation on the computer

INTRODUCTION

What is Ozobot? 

What does it work?

How do I turn on/off ?

What are Color Codes?

Color Codes are commands you draw with markers that tell Evo what to do.
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Lines and Color Codes for Evo should be drawn on plain white paper with 
black, blue, red, and green markers.

Use Evo indoors on a clean, flat surface. Evo relies on optical sensors to read 
Color Codes. Evo’s optical sensors will not function outdoors in bright sunlight.

Students use paper, flameproofs, color codes, and Ozobot to solve the set tasks.

MAIN PART

What is OzoBlockly? How do I use it?

OzoBlockly is our block-based programming editor. Use it to hack Evo’s 
behavior and take full control of  your bot.

Device Requirements 

Use the OzoBlockly editor on your computer or tablet. The following 
technology works best with OzoBlockly programming:

•	All modern browsers

•	iPads (except iPad Mini)

•	Android tablets

To create your own code for Evo:

•	Step 1: Open OzoBlockly (ozoblockly.com/editor) on a computer or tablet.

•	Step 2: In the upper left corner, toggle from Bit to Evo.

•	Step 3: Drag and drop colorful blocks of  code to write a program for Evo.

•	Step 4: Save your program by clicking the Save icon in the bottom right.

How do I load OzoBlockly programs to Evo with the app?

34



To load your code into Evo, you have two options: app loading (requires Evo 
app) and flash loading (does not require Evo app).

App Loading

•	Step 1: Open the Evo app on your iOS/Android device and connect to your 
Evo.

•	Step 2: In the OzoBlockly editor, make sure you’re logged in with your Evo 
app username and password. Login in the upper right corner. Save your 
OzoBlockly program.

•	Step 3: Write and then save your program.

•	Step 4: In the bottom left corner of  the OzoBlockly editor, click on the App 
icon.

•	Step 5: In the Evo app, navigate to OzoBlockly. Your program will run 
automatically.

How do I load OzoBlockly programs to Evo without the app?

To load your code into Evo, you have two options: app loading (requires Evo 
app) and flash loading (does not require Evo app).

Flash Loading

•	Step 1: In the OzoBlockly editor, save your OzoBlockly program.

•	Step 2: Click the Flashing icon in the bottom left corner.

•	Step 3: Calibrate Evo to the screen:

o	Set screen brightness to 100%

o	Press Evo power button until Evo blinks white

o	Release power and hold Evo up to the white Evo-shaped space on 
OzoBlockly screen

35



o	During loading, OzoBlockly screen flashes and Evo blinks green.

o	Start over if  Evo blinks red.

•	Step 4: To run your program, double press Evo’s power button.

•	Troubleshooting 

•	If  you’re having trouble with flash loading, try the following steps:

o	Make sure your computer or device’s screen brightness is at 100%.

o	Connect your laptop or device to power or edit battery options to favor 
performance over battery life.

o	Close any extra browser tabs and applications.

o	If  using multiple monitors, don't interact with any of  the screens to avoid 
frame drops.

o	If  there is glare on your screen, try angling the screen, dimming/turning off  
lights in the room, or rotating your robot so that the front is angled away from the 
light source.

Students use OzoBlockly and Ozobot to solve the set tasks.

CONCLUSION

Students present their solutions, discuss, propose new tasks.

Peer evaluation.

Material/means:

•	https://play.ozobot.com/print/guides/ozobot-color-codes-reference.pdf

•	
https://games.ozoblockly.com/?_ga=2.111795138.735972282.1538371863-1728
490192.1505911960
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•	https://ozobot.com/play/print-games

•	
https://games.ozoblockly.com/?_ga=2.111795138.735972282.1538371863-1728
490192.1505911960

Literature

•	https://ozobot.com
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Refugee for a while

School:  4TH HIGH SCHOOL OF EGALEO

Duration (minutes): 100

Students age: 11 to 15

 Essential Question:

If  you were a refugee?

Topics:

Developing empathy skills towards refugees

Aims:

•	Familiarize with the use of  PCs and Internet services. 

•	Become acquainted with the use of  online educational computer games. 

•	Place virtually themselves in the position and everyday situations faced by a 
refugee. 

•	Express their feelings about their experience as "refugees". 

•	Work with their classmates to build an 'emotions map'.
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Outcomes:

•	Judge (Evaluation): Think about their choices priorities as "refugee" in every 
situation they face. 

•	Appreciate (Affective learning outcomes): Understand and evaluate the 
problems refugees face in their everyday life. 

•	Generate (Synthesis): Create an "emotions map" in order to express their 
feelings and see other people's feelings.

Work forms and methods:

•	2-3 students per team (each with a computer available)

INTRODUCTION

Preparation and game description. 

Activity A1: Read Watch Listen, 5 minutes, All students, Tutor is available 

Students are randomly assigned to groups of  3-4 people per PC. 

Activity A2: Read Watch Listen, 15 minutes, All students, Tutor is available 

The teacher instructs the students how to start playing the game, the game 
settings (eg language selection), how to restart it every time it is finished, etc. He 
explains that they can consult him for unknown words or if  they have a problem 
during the game. Finally, he gives each group paper and pen and explains that 
students need to talk to each other and write what they have been impressed with 
(in the text, pictures, script etc) every time the game ends, what they liked, what 
they did not like and generally any observations they have.
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MAIN PART

Playing the game 

Activity B1: Practice, 30 minutes, 1 students, Tutor is available 

Each student plays the game himself/herself, making his/her own choices, 
while the other students of  the group watch. It is important to give students a 
good amount of  time so that each student can play the game at least twice. 

Activity B2: Discuss, 15 minutes, 2-3 students, Tutor is available 

After each round of  game-play, students discuss and record their observations.

CONCLUSION

Expressing observations ant feelings 

Activity C1: Read Watch Listen, 10 minutes, All students, Tutor is available 

Α student from each group announces the remarks they have recorded during 
the game, and at the same time the teacher writes in the table the key points of  
each observation in the form of  brainstorming. 

Activity C2: Discuss, 15 minutes, 3-4 students, Tutor is available 

Students discuss with each other the emotions they felt during the game. Each 
student gets 4 postit papers: in the first one he will write the main feeling he felt 
each time the game was played, in the second the feeling he sometimes felt, in the 
third the feeling he felt rarely, and in the fourth a feeling he never felt. 

Activity C3: Produce, 10 minutes, All students, Tutor is available 

Each student writes down his feelings in the 4 post-it papers and he/she can fill 
2 post-it papers from each category (sometimes, sometimes, rarely, never). Students 
stick the papers to the map of  emotions like that in the attachment. 

Alternatively, students can write their feelings on the map with pencils or color 
pens instead of  papers. Since pupils of  different nationality are involved in the 
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activities, they can write their feelings in their own language and below into 
English.

Material/means:

•	Lab personal computer

Literature

•	http://www.playagainstallodds.ca/

•	 https://v.gd/4LbM85

PERSONAL OBSERVATIONS, COMMENTS AND NOTES

Alternatively, students can write their feelings on the map with pencils or color 
pens instead of  papers. Since pupils of  different nationality are involved in the 
activities, they can write their feelings in their own language and below into 
English.
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Safety on internet

School: 1st Primary School Čakovec, Croatia

Duration (minutes): 90

Teacher: Ivana Ružić

Students age: 10-15

Essential Question:

How safe the internet is?

Topics:

the advantages and disadvantages of  the Internet

responsible and secure behavior in the virtual world

e-violence and e-dangers: how to recognize, how to handle

Aims:

•	to increase student knowledge of  Internet safety

•	to aid the student in identifying dangers on the Internet

•	to build critical-thinking and decision-making skills relating to computer 
usage
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•	to help students protect themselves from inappropriate behavior online

Outcomes:

•	identify five types of  personal information

•	identify types of  online threats

•	identify appropriate people for communication

•	identify how to protect themselves from inappropriate Internet behavior

Workforms:

•	individual work

•	work in pairs

•	group work

•	frontal work

Methods:

•	presentation

•	demonstration                                           

•	talk                                                          

•	graphic work

•	interactive exercise /simulation on the computer
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INTRODUCTION

What is Internet? 

Do I use Internet? Why?

What are the dangers in the virtual world?

Is there anonymity in the virtual world?

Show one or many videos (see in Materials).

MAIN PART

Topics for discussion

Going on the Internet is like going out on Halloween

Everyone’s identity is hidden.

Unless you know your friend’s costume, you don’t know who you’re talking to.

Any stranger can pretend to be a friend and you have no way of  knowing 
whom they are.

Appropriate websites

Feel embarrassed or uncomfortable with what you see or do when you tell 
adult.

Appropriate e-mail and messages

Do not open e-mail from strangers.

Do not open e-mail with attachments.

Do not give out e-mail address (unless approved or to a classmate).

Do not open links or files from people you don’t know.
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Never respond to e-mails with pornographic or other inappropriate material.

Do not respond to advertisements - this confirms that you have a working 
e-mail account, and you will only receive more junk e-mails.

Giving out information

Do not give out personal information:

•	Name

•	Where you live, city or address

•	Telephone number

•	Birth date

•	Height

•	Weight

•	Photo

•	Parent’s name

•	School

Information you can give out:

•	Likes and dislikes

Be careful of  online names; don’t give personal information in name.

            Sunygrl14

            Sweetie15

            Goldguy17
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Be careful in joining mailing lists, some may make your personal information 
public.

Newsgroups, Forums, and Bulletin Boards: remember not to slip and say 
anything that can reveal your identity age (little pieces of  info can be put together 
over time).

Profiles: Be sure they do not reveal your town, name, school,…

Website: If  you build a website do not put any specific information on it. Do 
not register it with your name.

Meeting people on the Internet

If  someone asks to meet you, tell an adult immediately.

Chat rooms are particularly dangerous - people you meet in chat rooms can 
easily be adult "predators" with misleading names such as ‘TomMy15’ or 
‘cutiepie08’.

Never arrange a face-to-face meeting with someone you meet online.

(You have no way of  really knowing if  that person is a 15 year old boy or a 50 
year old man.)

Passwords

Your personal password is your own special identity, so keep it secret and only 
share it with a parent or guardian. Change it often.

Summary 

Talk with adults about what you are doing on the Internet and have an 
agreement with your parents.
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Scenarios for discussion

Maria has been talking online to a girl named Sussy for a few days now. Maria 
has told Sussy where she lives, how old she is, where she goes to school, and what 
she looks like. Maria asks Sussy what school she goes to. Is it okay for Sussy to tell 
her?

(What else shouldn’t Sussy tell Maria?)

Mugur is talking to his friend Lorenzo from school online, studying for a test. 
They are working on their homework together. Mugur says they should meet 
before class to review for the test. Is this okay?

(Should he also ask a parent just to make sure?)

Irene is talking to a friend online when she gets a message saying there is 
trouble with her computer and she needs to type in her online password again. 
Should she do it?

(What should she do?)

Margo is talking to a friend he met on the Internet. The friend offers to help 
him finish his homework and asks for Margo’s phone number. Is it okay for Margo 
to give it to him, since it has to do with homework?

(What should he do?)

Tiziana has been talking to Lia online for several months. Lia says she is the 
same age as Tiziana, and lives nearby. Lia wants to meet Tiziana in the mall to go 
shopping. Should Tiziana go meet her?

(What should she do?)
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Irene got an e-mail from someone she doesn’t know, with a file attached. 
Should she open it?

(What should he do?)

Vassilis gets an online message from a woman who says her name is Mrs. 
Gomez, and that she is a math teacher. Mrs. Gomez wants to know what school 
Vassilis goes to and what his teacher’s name is. Should Vassilis tell her?

(What should he do?)

Stjepan is online when he gets a message saying he won a free Xbox! He just 
needs to send in his address and phone number so it can be mailed to him. Should 
he give the information?

(What should he do?)

Students open online tool Canva and make posters with advices about safe and 
responsible use of  Internet.

CONCLUSION

Students present their works, discuss.

Peer evaluation.

Quiz

1. Which screen name is best to have??

a. Cheergirl9393

b. ChrisP1990
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c. SandySmith999

d. Horseluvr01

e. TPHSCheergrl  

2. While surfing the Internet, you get an error message from your Internet 
provider, and it says it will delete your account unless you type in your password 
again, should you send the information?  

a. Yes.

b. No.  

3. If  someone online tells you they are a sophomore in high school, and taking 
driver's education classes, they are probably how old?  

a. 15

b. 16

c. 35

d. There's no way to tell!

4. If  you have been talking on the Internet to a person for a long time, and they 
want to meet, which is okay to do?  

a.	 Meet them, as long as you bring a friend.

b.	 Meet in a public place.

c.	 Tell someone where you will be before you go.

d.	 Ask your parent or guardian first and have them go with you.   
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5. If  someone online sends you a message that is insulting or obscene, you 
should:  

a.	 Erase them from your friends list.

b.	 Delete the message.

c.	 Insult them back

d.	 Tell a responsible adult

6. You are talking to someone online, and they know some of  the same people 
you know. Since they have many of  the same friends as you, is it ok to give them 
your phone number if  they ask?  

a. Yes

b. No   

7. It is okay to send someone online your picture when:  

a. They send you theirs first

b. You send them an old picture

c. As long as you don't send them your address too

d. Only if  a parent or guardian is with you and says it is okay

8. You can tell someone a little bit of  information about yourself  such as

a. Favorite Rock group

b. Year of  graduation

c. Favorite beach

d. Teacher's name

e. School mascot
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1.  d     2.  b     3. d     4.  d    5.  d     6.  d    7.   d   8.  a

Material/means:

•	www.canva.com

•	https://www.youtube.com/watch?v=GJy6-vZ4yxM

•	https://www.youtube.com/watch?v=5JdM95WQKys

•	https://www.youtube.com/watch?v=X9Htg8V3eik

Literature

•	https://thebestvpn.com/protect-kids-online/

•	
https://www.kaspersky.com/resource-center/preemptive-safety/kids-online-safety

•	https://safety.lovetoknow.com/Kids_Safety_on_the_Internet

•	https://www.wired.com/story/abcs-of-keeping-kids-safe-online/
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Science bring us 
together

School: 4TH HIGH SCHOOL OF EGALEO

Duration (minutes): 115

Teacher: Vassilis Vourloumis

Students age: 11 to 15

Topics:

Inclusion training via science activities (focused in refugee students)

Aims:

•	Develop skills for collaboration, communication and presentation of  
information 

•	Familiarize themselves with the natural environment. 

•	Become familiar with the use of  a microscope.

Outcomes:

•	Construct (Application): Students create a photo exhibition using a common 
school board. 
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•	Show awareness of  (Affective learning outcomes): Students become aware of  
the communication skills needed in order to participate in a science activity with 
foreign peers.

Work forms and methods:

•	5-6 groups of  students (15-24 students)

•	Students engage in cooperating, using microscope and creating a photo 
exhibition with a nature theme.

INTRODUCTION

Getting to know each other 

Activity A1: Read Watch Listen, 5 minutes, All students, Tutor is available 

Students are divided into groups of  3-4. The proposed composition of  the 
group is 1-2 pupils from the same country, 1 local student (who is the team guide) 
and 1 refugee student (if  refugee students are present) 

Activity A2: Discuss, 15 minutes, 3-4 students, Tutor is available 

Students of  each group have time to get acquainted with each other: in a 
common sheet of  paper they write down their name, country of  origin, age, 
favorite food, and favorite music group/artist. 

Activity A3: Read Watch Listen, 5 minutes, All students, Tutor is available 

Finally, a student from each group presents the information written in the 
whole classroom.

53



MAIN PART

Photo-shooting and collecting natural samples 

Activity B1: Read Watch Listen, 5 minutes, All students, Tutor is available 

Teacher gives students instructions on the activities to follow. He presents the 
natural area (eg park) that students are going to explore. 

Activity B2: Collaborate, 20 minutes, 3-4 students, Tutor is not available 

Each team takes a stroll in the park and takes photos in order to participate in a 
photo exhibition (eg entitled "Macrocosm and Microcosm") 

Activity B3: Investigate, 20 minutes, 3-4 students, Tutor is not available 

The members of  the team take samples from the natural environment (eg leafs) 
in order to see it in the microscope and take pictures of  it for the photo exhibition.

CONCLUSION

Using the microscope and creating a photos collection. 

Activity C1: Practice, 15 minutes, 3-4 students, Tutor is available 

Students from each team create samples for the microscope and take photos of  
it using a microscope camera (instead they can use smartphones). 

Activity C2: Discuss, 10 minutes, 3-4 students, Tutor is not available 

Students decide which photos they are going to use for the photo exhibition. 

Activity C3: Produce, 20 minutes, All students, Tutor is available 

Photos taken can be printed in order to pin it on a school board or can be used 
to create a digital board (eg padlet). This board can be uploaded to the school's 
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Material/means:

•	Camera, smartphones, microscope with camera, printer, board

Literature

•	 https://v.gd/OKIKRb
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P O G L AV L J E  14

Traditional game

School: CEIP GLORIA FUERTES SAN MIGUEL DE SALINAS

Duration (minutes): 30

Teacher: ASUNCIÓN GÓMEZ GARCÍA

Students age: 11-15

Topics:

Training via sports activities. Traditional games.

Aims:

Be able to relate and socialize with class mates through sports.

Be able to understand the importance of  sportsmanship and patience through 
sport

Be able to acquire own strategies in front of  different types of  sports activities 
or games

Outcomes:

•	Must be able to integrate and socialize with class mates through traditional 
games. They must be able to invent their own game strategies. They should be 
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able to understand that sportsmanship is very important when it comes to relating 
through sports or games.

Workforms:

•	team work

Methods:

•	presentation

•	demonstration                                           

•	interactive exercise

INTRODUCTION

Presenting Colpbol 

MAIN PART

Definition

The Colpbol is a sport played by two mixed teams formed by 7 players.  Based 
on hitting the ball with your hands, the purpose of  this sport is to introduce a ball 
with your hands in the opposite goal.

Main rules

The basic skill of  the Colpbol is hitting. It is the base of  the game. The ball can 
only be played by hitting with the hands, arms or upper body. In addition 
(fundamental rule of  the game) never, no player can hit the ball twice 
consecutively (double).
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Prohibited:

Double-tap	

Intentional touching with legs or feet

Striking the ball with a closed fist

Holding  or throwing the ball with one or both hands

Pushing or take from  the opposition

Not respecting distances in serves

All these infractions are resolved with a foul: All fouls are executed with a strike 
taken by the team that has received it from the sideline, from the nearest place 
where the infraction occurred.

No player can hit the ball with his foot, except, exclusively, the goalkeeper, 
within his goal area (defined by regulation as a 9-meter area) and only in a 
defensive situation (when the ball is ultimately stroke by an opposing player).

On the intentionality of  the double touch or touch with the feet there is a 
specific rule:

"7: 2. The referee will be in charge of  deciding  if  accidental or intentional or 
not of  touches with the legs and feet. If  it is an intentional touch it will be resolved 
with a free strike at the side line; if  it is not, the referee will shout the word 
"bounce, continue" and make a gesture with his hands indicating that the game 
continues"

 Serves:

Always done from the side line

Outside  the sideline: throw-in

Outside  the baseline: corner, or strike-off  from inside the "gol area" line (only 
the goalkeeper and the pitcher can be inside)

Strike off  center: after a goal.
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Strike off  from the referee: at the start of  the game and after the game is 
stopped.

All serves are made with a strike of  the ball and other players, necessarily 3 
meters away.

There are no penalties. It is executed just like any other serve.

Playing field: 20mx40m sports court. with goals of  2 meters high and 3 meters 
wide. Lines: side lines, bottom lines and line of  the 9-meter area, bounded by a 
dashed line.

Ball: The ball is of  spherical shape made of  plastic, rubber or synthetic 
material and dynamic boat. The used ball will have circumference of  65 to 72 cm.

Number of  players: 7 players (6 and the goalkeeper) in the field. A team 
consists of  12 maximum. Mandatory mixed teams.

Duration of  the match: For teams of  more than 18 years, the duration of  the 
match is two times of  25 minutes with 10 minutes of  rest. The duration of  the 
match for teams under 18 years is 2x20 minutes if  they are 18 to 13 years and 
2x12 minutes from 8 to 12 years, in these two cases with a break of  5 minutes.

CONCLUSION

Students present their works, discuss, propose new tasks.

Peer evaluation.

Material/means:

•	https://www.youtube.com/watch?v=XqYti78riU8

•	https://www.youtube.com/watch?v=WL-WbHwsbs8

•	https://www.youtube.com/watch?v=lokz7kn5LJQ
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Literature

•	https://www.canva.com
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