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EXECUTIVEBUMMARY

This report is Deliverable D2.2 of the Creative Classrooms Lab project as desctiiteeDescription of Work
(Dow):

G! AdzYYINE NBLRNI 2y GKS tKFaS L aoOSyldelkligedRSISTE 2
scenarios (also availabten the project wekite) matched to the policy issues related to 1:1 computing
ARSYGAFTFASR 08 aAyAadNARSa 2F 9RdzOF GA2y G GKAA adl

The report therefore summarises the scenario development process in the first six months of the project (from
April to September 2013) at M6 (September 201B)lso contains the main outcomes of tiRedagogical
SeanarioDevelopmen workshop a set of 4.earning Stories developed by policy makers andtieachers and

the scenario support material, which was developed by the Univerity of Minho.

The intention of the Creative Classrooms Lab Scenarios is to both inspire teachers and provide them with the
tools and training they need in order to put in practice approaches to teaching and learning in the 1:1 paradigm.

Between May and September 2013 the first set of Policy Maker Scenarios and Learning Stories were developed
in order to achieve this aim. Thigork was undertaken by the Ministry of EducationPortugalDGE (work
packagedader), Ministries of Education amther CCL partner organisations, lead teachers of the CCL project,
and with the assistance and support from the EUN coordinating teamirShsdt of four Policy Maker Scenarios

and associated Learning Storigere completed and made available to teachers in September 2013.

The first round of classroom pilots usingefie Scenarios, Learning Stories and Activities takes place from
November 2013 until the end of the school year in each of the countries involved.

A second report (D2.3, M18, September 2014) will describe the second phase of activities.
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INTRODUCTND

This report is Deliverable D2.2 of the Creative Classrooms Lab project as desctiteeDescription of Work
(DoW):

G! adzYYFNE NBLRNI 2y GKS tKFAaS L aOSylFNAR2 RSO
developed scenarios (also posted on fmject website) matched to the policy issues related to
MYM O2YLJziAy3d ARSYGATASR o6& aAyAadNrRSa 2F 9RdzOl

The report therefore summarises the scenarios and scenario development process in the first six months of the
projectat M6 (September 2013).

THE PROJECT

The project; running from April 2013 to MarcR015¢ is a parEuropean, controlled experimentation involving

45 classrooms in 8 countries (five per country or region) on the use of tablet computers in secondary schools to
inform and help steer policy development related to the implementation of Edggogical approaches (i.e. 1
tablet per student). By combining resources and sharing expertise, as weltlasigning action research pilots

with suppliers (Associate Partners), the projecables Ministries of EducatioMbE) to address common policy
challenges related to the rapid introduction of tablet technologies.

There is a particular focus on how practice is changed as a result of tablets being used for collaboration,
personalisation and active learning, as well as on successful integratiobletstavith classroom technologies
Ff NEFRe& AY YFIAYadNBLryY dzasS 6S®3d AYyiSNI OGADBS GKAGSG

The project outlines two main objectives relating to the development of teaching and learning scenarios:

91 Develop innovative teachgflearning scenarios involving the use of tablets in and out of school by
focusing on what is possible using 1:1 computing paradigms that have the potential to be
mainstreamed during the project timeframe.

5SSt 2L) I ydzr$RBANS @ Ta O gah MdMaf@ated i la (smaller number of
Of FaaNR2Ya Fa | WLINRP2F 2F O2yOSLIiQ 2F K2g Gl o
YI®d 0SS | ydzYoSNI 2F @SINAR Igl@& FTNRBY 6ARSALINBI R

In year onethe project bcused orthe first objective related tdhe development of scenarios that tackle the
more immediate concerns regarding tablet integration draye the potential to be mainstreamed in a short
term perspective after the project.
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SCENARI®EVELOPMENIYCLE

The Ceative Classrooms Lab project is divided into two piloting cycles,ieelddingthe development ofolicy
MakerScenarios and Learnindd®ies (= pedagogical scenarios) the latter being implemented during the school
pilots.

The project aims to developvb sets of scenarios to be tested by CCL teachers with their target class during the
project period, each set of scenarios in one school term. The first set of scenarios are tested from November
2013 to April 2014, the second set of scenarios are implegtefrom October 2014 to January 2015.

The project follows the same scenario development cycle and methodology each year. Scenarios are developed
between May and September prior to each pilot implementation during two main workshops, by policy makers
in aFirst Mainstreamingvorkshop in May2013and by leadeachers and policy makers during?adagogical
ScenarioDevelopment workshop in Jur2013

The cycle of scenario development and pilot implementation is illustrated below:

CCIPROJECT LIFECYCLE

1st Development of First round of Initial observation results
and 2nd Mainstreaming

Mainstreaming the first set of classroom pilots
workshop Policy Scenarios I:> using the developed I:> workshop
May 2013 and  Learning Scenarios and Jun 2014

Stories Learning Stories
Jun 0Sep 2013 Nov 2013 & Apr ! !

2014

Development of the 2nd

Final observa_tion res_ults Second round of school set of scenarios and
\?vr:)(:ksr?(;d M'Z'?'anfsam'ng <:I pilots with the new set <:I Learning Stories based on

p of scenarios the initial results
Oct 2014 dJan 2015 May- Sep 2014

Imagel ¢ Project Cycle

For the scenario development, the project builds on the experiences, processes and materials of the iTEC
project! This flagship project on the design of the future classroom, which is also coordinated Iped&uro
Schoolnet, is providing a Future Classroom Scenarios Tdb#iserved as the reference tdolr participating
Ministries of Education in the CCL project.

Definitions relating to the scenario development process are outlinedDif.1 Protocol for Policy
ExperimentationsThey refer to:

! The structure of learning scenarios and activities were developed under the iTEC drtieiTEC.eun.ord)
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POLICY MAKER SCENA&Rire developed by the CCL project partners (policy makers) based on a methodology
developed in the iTEC project where future classroom scenarios provide a vision for innovation and advanced
pedagogical practice. CCL partners use this approach in ordesstoible the types of learning and teaching
activities and processes to be supported by the use of tablets during the national pilots. These scenarios serve
as a reference framework for the learning stories (or pedagogical scenarios) to be developetéby teachers

and the policy makers of the project.

LEARNING STORIB#e developed by lead teachers and CCL partneoticy makers}o inform teaching
practices during the pilot. They are example narratives that present how a collection of learnimgeaatould
be performed with students. Learning Stories reflect key ideas oPttiey Maker Scenarios.

LEARNING ACTIVITI&f the detailed descriptions of novel teaching and learning in classrooms within the

LearningSory. They suggest ways of exphing teaching practices with practical steps, motivational benefits
and tips on technology. They can be selected, combined and adapted to personal learning contexts. The seven
core activities in eachearningSQory are: dream, explore, map, make, asmake and show.

LESSOIPLANSare the more detailed descriptions of the learning objectives, activities and timeline developed
by each CCL teacher on the basis of the 'Learning Stories' and 'Learning Activities'. In the lesson plans, the
teachers adapt th general topic to the spdi context of the countrygchool own class

There are a number of actors involved in the scenario developméhtpolicy makers, project partners and
leadteachers being thecore actors in the design of the scenaridssocate Partners (ICT vendors supporting
CCLand pedagogical expertdsocontribute to the scenario developmeptocess.

OVERVIEW O8CENARI®EVLEOPMENTROCESS

Supports Designs
Policy Maker
Pedagogical Scenarios C
Board (Quality _
control) A 4 Detail/
i

Learning Stories + Context

Learning Activities, +
> Lead teachers and
policy makers

’
Teacher f Saaz2 NS

Associated
Partners

The involvement of each actor in the scenario development process is outlinedfimlibweing chapter.

2 Each country/regiorappointed one leadeacher, who are partof a practitioner focus group and help coordinating the
pilots in their countries and providing support the other four @&ichers at national leveLead teachers take part in the
pedagogical scenario development workshop and design learning storieafdivities.
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DEVELOPMENT OF POINMZXER SCENARIOS

It is intended that lhe pilot experimentations should target concrete common policy concerns that MoEs are
already facing on how tablets can be integrated in schools. To achieve thipggatt @rtners from ministries
designed policynaker scenarios during a fifstainstreamingworkshop in May 2013.

Prior to the first workshop and in order to fuel the discussions and the drafting of the scenarios during the
workshop, European Schoolngystematically gathered and analysed information frpantner organisations
(ministries and related agenciegn an online questionnaire and template.

First, in March 201,3CCL partners filled in an online questionnaire providing information on:

1 Adescription of existing 1:1 tablet pilots in their country
1 Current priorities (low, medium, high) with 1:1 tablet initiatives

Outcomes of this exerciseene presented to partners in the first Mainstreamimgorkshop. An overview of the
answers is presenteith Annex1.

Secondly, a template (see Annexwsprovided so that project partners couttlitline their current priorities
regardinglCT and draft a policy scenario for their country.

The main purpose was to gather information on the following issues:

1 What are the current challenges and issues teachers in your country are facing in implementing 1:1
computing initiatives including tablets (e.qg. infrastructure, training)?

T How could this scenario contribute to addressing existing problems challenges idubatien
system/schools (e.g. engaging disengaged learners)?

1 What are the changes, improvements, pedagogical practices you wish to occur by implementing such a
scenario? What, at the end of the pilot, should be a desired outcome of having implemented such
scenario?

This resulted ifY national policy scenarios.

A mapping exercisef the answers to the questionnaire and the template highligtits most common
challengeswith a number ofcountries facing the same challenges and priorities with tablets. 8tercise
revealed an interesin the following topics:

Personalisation

Exploring best use of tablets (as opposed to netbooks)

Flipped classroom, Content Creation (including digital textbooks games, links to curriculum)
Exploring Access Models/BYOD

Assessment

Addressing the attainment gap and disadvantaged students

=A =4 =4 =4 -8 4

As well adinalising the selection of schools and collecting basic information about tthengbjective of the
workshopwas to agree on common priorities and to-develop common scenarios around core themes for the
first round of pilots. Scenarios are short narrative descriptions of preferable learning contexts airnich
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engage students anthspire teachers. The scenas take account of different elements within the learning
environment

It wasagreed by partnerthat eachscenario shouldocus on a distingpedagogical approactather than on a
specific subject or age group to allow for flexible implementatibthe scenario®

During the workshop policy makers were also introduced to the innovation matrix developed in the iTEC project.
Theinnovationmatrix eeANNEDB) allows stakeholders to identify stages of innovation in a school, from stage
2yS GSEOKHYIiAYE X¢®xt AT SR dza8S 2F L/ ¢ G2 &d+F3S TAOS
are redefined and use of ICT is innovative. Policy makers were asked to place their schools into the respective
level of the matrix and outline to which level thexpuld like to move by implementintdpe tablet scenario. The

stages of improvement aimed for is outlined in the beginning of &adtilsy Maker Scenario.

The scenario was developed in the following stages by the group of countries identified for eaafogbenae
according to a scenario template provided to participants. The main challenge of this processintagraie
and combine the essential ideassdveral national scemios and challenges provided by policy makers prior to
the workshopnto a graip scenario, which reflects the ideassefveral (2 to 3yountries.The templateequired:

1 A description of the key challenges the scenario will respond to

1 The scenario narrative planning (who is involved, what type of technology will be used/otheraesour
needed, the core purpose of the scenario, when it tapéace, and what happens when)

1 The scenario narrative

The Policy Maker Scenarios designed during the workshop revolve around four topics agreed by the MoEs as
national priorities:PersonalisationCollaboration, Contentreation and Flipped Classroom.

CCL ScenARIOs 2013

Creative

Classrooms
Lab

eeens”

Image2 - Policy Maker Scenarios

The finalizedPolicy Maker Scenarios can be foundahe CCL websitéattp://creative.eun.org/scenarios

3 However the scenario narrativean includea concrete example of implementation and referring to a subject for
practical illustration
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ThePolicyMakerScenarios servas a basis for the creation of Learning Stories (including activities)and together
they will be the steering documents that will allow teachers to draw up their lesson plans for the implementation
of theuse of tablets in the classroanfiihe aim is that thee scenarios engage teachers, learners and stakeholders
both inside and outside the school.

DEVELOPMENT QEARNINGSTORIES

Learning Stories (originally also refered to as pedagogical scenarios) were created iRetlfiggigicalc®nario
Developmentworkshop in Jua 2013. They were developed by leaghthers and Ministries of Education or
other partner organisabns of each country involvetdiead tachers were selected on the basis of criteria (see
Protocol for policy experimentation D.3.1) and @t of a Practitioner Focus Group for scenario development
contributing to developing setsf pedagogical scenarios. The leaddhers are:

GOUNTRY NAME

Austria Dr. Petra Traxler
Belgium Flaners Kurt Klynen
Belgium Wallonia Sandrine Geuquet
Czech Raublic Petra Bohackova
Italy Daniela Cuccurullo
Lithuania Virginija Bireniené
Portugal Rui Lima

Slovenia Simona Granfol
UK Phil Spoors

For the scenario development, the project builds on the experiences, processes and materials of pinej€étEC
This project provides a methodology and a Sceraeweelopmentloolkit thatelements of which arbeing used
by participating Ministries of Education in the CCL project.

During thePedagogica&cenarioDevelopment wokshop (agenda Annex garticipants (policy makers and lead
teachers) were introduced to

1 The working defiitions of the project (creativity, innovation)

1 The concept of policy experimentation and tAalicy Maker Senarios

1 The innovation maturity model (new to the letéehchersin the project)

9 The scendo methodology and the toolkit
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The Learning Stories inclutlearning Activitiesas defined in iTEC:

1

DREAM Teaches present a design brief of theitass that ties to the curriculum and the local community,

but leaves room for interpretation. Teachers inspire the students by providing them with the motivation for
giving their best and by telling them about the ownership and freedom over the taskefrthe learning
activities process and schedule, and negotiate the assessment criteria with the class. Students form teams,
discuss, question and familiarize themselves with the design brief. The teams refine their design brief,
particularly in relatiorto whom they are designing for, initial design challenges and possible design results.
Students record reflections and document their work online.

EXPLOREStudent teams explore the context of their design either by observing relevant practices or
environments using digital cameras, notebooks, tablets and microphones, or by searching existing works
that relate to their design brief by collecting examplesikmto that which they are intending to design.

The object of observation depends on who they are designing for, what they are designing and the initial
challenges they want to address. They share their collected media files on their blogs and reflediarre
Teachers guide their search and support them in the qualification of their material. Note that viewing and
qualifying video material can be time consuming. Spending time viewing videos that contain inaccurate
information, can be a detour from wthh a pedagogically meaningful conversation may arise, and may
provide students with a firshand experience about the appearance of an invalid source. Some students,
for example younger ones, may need more guidance in performing this activity.

MAP. Teamsanalyse their findings using mirmdapping techniques. They identify relations, similarities and
differences between the examples and/or media files they collected. Based on their collected information
and analysis, the teams refine their design brief, exsplly the design challenges, design results and
audience. Then the teams record a reflection. Open ended questions can be challenging for students to
answer initially. However, after passing the initial threshold, students are likely to have inspé@sg id

MAKE Based on their refined design brief and design ideas, student teams start making. They create their
first prototype, and discuss it afterwards. The discussion especially relates to how well the designs address
the identified design challenge3hey then record a reflection and document their activities. Careful
guidance through the learning activities and the process of creation is indispensable for students to keep
their minds on learning potential curricular requirements. Highlight the refbacafter this activity and
ensure that everyone focuses on addressing the needs of an audience. To aveidldreeor unequal
workload division, carefully divide tasks and roles within teams.

ASK Teams meet with @ people, who could be future users$ the prototypes, and communicate their
prototypes and desigiteas using textdrawings or models. These people are considered to have an expert
understanding of the domain the student designs are framed witEkpertise may be interpreted broadly;

for example, a construction site worker might be able to offer deep insight into the everyday practices of
people on a building site. The expert participants are encouraged to use pens and ipaiss to modify

and comment on the prototype. After the workshothe students analyze the comments and decide how
to interpret them for their redesign. They then refine their design brief, especially in relation to the design
challenges, context and added value of the result, record a reflection and update themdaotation. This
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activity can happen more than once and for shorter/longer periods. Students can collect feedback on their
work from experts, potential future users as well as from other student teams and the teacher.

1 REMAKE Students and the teacher rem, post and share audigisual reflections and feedback of project

progress, challenges and future steps. The students slowly build a shared collection of ways to tackle
challenges, which can be used after the project ended.

 SHOW Students create a final product, presenting their work results and process, as well as learning
achievements and possible future steps. They share this documentation with other CCL students across
Europe, their parents and their identified audience tonséer their learning, to communicate the
background of their project, to let others know about the possibility to remix their work, anédeive
feedback for improvement

For each of thes@ctivitiesit was necessary to define:

Time, duration

Goal

Descrigion of eachlearning activity

Learning evironment

Digital Technologieandtoolsused

Rolesof each of the stakeholdersstudents, teachers, pargs, business partners, experts
Type of work, whether individual or collaborative

Reflection

Assessment

= =4 =4 4 -4 4 A 4

=

LT
c.- . %
& Creative
l.CIassrooms
s, Lab
®ease®
Scenario Title: FLIPPED CLASSROOM Countries: Italy, Portugal
- 1lesson It depends on the swudents. | 1-2 lessons 1lesson 2-3 lessons 1lesson 2-3 lessons and time out of
Duration (no. of P oo
one hour lessons} (in and out of school hours)
e - ,,‘,;1_.\ e
Learning . | wl | x 1 @ [ N ﬂ
P \ / \ / / \
Activities .. \ y A\ N y
) P \ = _/ — st it
- The goal is to develop The goal is to develop The goal is to learn to learn.
Goal (learning independent study and research and critical thinking
objectives, match to | collaborative skills and self- | siills
curriculum] organised learning

Students: Students: Students Students: Students: Students: Students:

o listan, d explore d |+ sharsidessaboutthe | e arenowreadyto performthe modelof |+ re-designthe prototype | e present their design
refine the design brief videos suggested by fiipped classroom prepare 'the ciass'at the flipped classroom 1o madel taking into results and process
sccording to individual their teacher and approach (students who home; experts and schoalmates account the validation through 3 video and
needs and styles and observe/take notes on understand conceptsin | o watch video/s on the in order to validate it; results. documentation;
familiarize themselves the method of the the resources and videos topic, andtake notesto | +  contribute to an online + sharsthe
with and understand fiipped classraom; share what they learned discuss in the classroom debate, possibly Teacher: video/documents with
fully the new task; +  research, locate and with the athers who witere cancept involving parents, + monitors activity, other students, their
record discussions, collect resources t didn't understand or engagement takes place; experts; ensuring each student is families and the school
reflections and understand how to have some difficulties); |  analyzeissuesthrough |+ conduct an online poll to on task.
decisions; perform the task; +  create mind mapsin direct collaborative collect apinians or

*  form teams for & share resources and small groups or with all experience under the understanding of a topic

work and i the class relating teacher's guidance. under discussion future users of the
L. define roles; classmates; concepts to make prototype;
Description of o san .,,..nsmmmg the | racord ohservations connections between | Teacher: Teacher: *  discuss future steps.
each leaming fipped classroom. (written or video) them; once swdents have +  organises validation;
L individually or in teams. | »  analyze and record watched the video/s 3t | »  records reflectians;
activity Teacher; comments on the home, stimulatesoral |+ collects feedback,
presentsth togic 1o be findings. discussion in class and analyses comments and
supports work using ICT interprets them for any
Teacher: toals. re-design of the model.
*  stimulates oral
sui ; discussion and manitars Experts:
ites the s supports / challenges 1 guides activities; *  comment on the
assessment criteria with chaices, *  supports students and prototype model.
the class; s listens to their discusses their ideas.

®  asks questions to observations. ‘with them.
enhance understanding
of the task leaving room
for suggestions for
change;

Image3 - Example of a Learning Story
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The outcome of this process guides the CCL teachers using tablets during the first round trbpilots
November 2013 to March 2014. All the CCL teachers will derive their lessorirplarthese Learning Stories.
The theme of each Learning Story/Activities will be applied in the countries of the teachers that worked on
them.

The finalized 4 learning storiéé\nnex 9)jncluding the description of learning activitiaad a summary of each
scenariocan be accessed at:
http://creative.eun.org/scenarios

In a follow up meeting antb prepare for the national training workshops where thimalizedlearning stories

were presented to teachersthe decision was taken that teachers windgon the scenarios drafted by their
ministries of educatioshouldfollow a coherent methodology. However, it was also outlined to teachers during
webinars given at European level that the sagos are overlapping and allow for a variety of approachdseto
followed. For exampléef a teacher in Italy is assigned to work on the Flipped Classroom scenario, this will not
exclude hem experimentng onapproachegelatedto collaboration or persorigation. The following picture
shows the interconnection of the different scenarios.

century-skills

Jlielcreative classrooim
el :1 tablets
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THEPEDAGOGICAROARD

Once thePolicy Maker Senarios and Learningtories/Activities were finalisedhey were analysedver the
summer 2013 by an independent Pedagogical Board comprising 6 experts proposed and agreed by project
partners. In the table below the six experts from the Pedagogical Board proposed by each country with a short
profile are listed:

Pedagogical Boar

GCOUNTRY | PROPOSEBXPERTS

Austria Erich Herbe(proposed by EUN)
A Head of the Educational Technology Research Centre (Department of interactive
Media and Educational Technology) at the Danube University Krems

Belgium/ Fernand Mesdom
Flanders A Lecturer at HUB teacher Training College in Brussels
Pedagogue and Education technologist

Czech Martina Baseggio

Republic A Head of a language school in Ostrava

Experienced teacher trainer, educational expert and teacher
Lithuania |! ft ARl [ 2T RASyYy T

A Supervisor at the Education Development Centre
Participates in iTEC as a teacher trainer

UK Chris Foreman

A Consultant at Ellington & Hereson School, Ramsgate

A Consultant at Skinners Kent Academy, Tunbridge Wells

Advising Kent Local Authority on widemplementation of tablets across the county.

U In February 2014, Chris Foreman was replacegabyHarrisonprofessional officer at
Naace

The first task of the Pedagogical Board was to provide feedback on the foule@raifing storiego ensure that
theyare well aligned with the requireents from Edcation Ministries as outlineith the Policy Maker Scenarios
Feedback was gathered via a template vathintroduction into tle scenario development process andkiey
development stages, definitions, seription of the task®rocessesand guiding questions each expert had to
answer covering the following main points:

1 What are the strong and weak points of the Policy Maker Scenario/ Learning Story?

2 Does the Learning Story capture the main pointthefPolicy Maker Scenario in a meaningful
way? If not, what else should it contain?

3 What changes would you have to make (if any) so thaPiey Maker Scenario/ LearningSory
adequately responds to particular aspects of your national, local educkti@lscape?

4 Are there any barriers for implementing thi®slicy Maker Scenario/ LearningSory in your
country?

5 Do you consider that theearningSory is giving sufficient guidance for teachers on how to use
tablets in the learning context and taedelop their individual lesson plans?
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cover to be meaningful for teachers.

7 Would thisPolicy Maker SenariolearningSory, when adapted to fit your loc@ontext, move
your system of education on in terms of innovation?

8 What according to your expertise is a good pedagogical scenario? what main elements/desc
should it contain?

9 Can you give examples of existing ICT/Tablet based scenaridgtiebeen successfully
implemented by teachers?

10 | Can you give references, sources, interesting websites around the 4 core topics ?

This feedback was delivered via email duringust and early September 201Rxior to this feedback exercise
at the dart of the project, the Pedagogical Board receivedinis of reference outlining their tasks and
involvement, as well as information about the project methodoldgye experts sent contributionslK was not
able to comply, and a total of 13 completed fiors were sent.

A summary overview of the feedback was provided by the University of Minho and is outlined in Annex 6.

The EUN pedagogical expartalysed the feedback givetook account of their comments and suggestions and
incorporated the necessary changes in the scenario drafts.

In general the feedback was positive and Board members approved the cordeststency and follosthrough

from policy to practice in the scerias and all four scenarios were well receivétbwever, the contributions

from Board members varied both in length, detail, focus and quality. For instance, one expert suggested
changes, not only to the scenarios but also to the general proforma fordegpscenariossome of which were
adopted, e.g. on assessmef@tverall, the feedback from the Pedagogical Board proved to be helpful and enabled
the project to make a number of useful changes to the scenarios. For example, one Board member found the
personalization scenario rather simplistic and missing a number of dimensions and so did not reflect the
complexity of the topic (i.e. it is more than differentiation and incudes assessment of prior learning). The EUN
expert therefore modified the scenario take these comments into account.

The taskthough was difficultin some respects and, carefjuldgment was neededh orderto balance the
different perspectiveslt was particularly important that the priorities and vision of the policy makers in the
project were maintained. For example, ofedagogical Board member criticized how a scenario had been
developed in thdPedagogical Scenarieizlopmentworkshop én personalizationjput it was not possible to

go back to the authors of the learning story and #e#m to reconsider it. Instegdhe EUN pedagogical expert
integrated key points made by the Board memfysp that their views were taken on board as much as possible
without disturbing / disruptimg excessively the previous work.

On 4" October the revised documents (learning stories) were presented and adopted as the basis for the first
piloting in schools angublished on the project websitéittp://creative.eun.org/scenarios
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INVOLVEIENT ORASSOCIATHPARTNERS IN THE PRIJJEND SCENARIO
DEVELOPMENT PROCESS

In 2013, both Samsung and NEC joined the project as unfunded Associate Partners and each company made al
offer to provide additional hardware and software to CCL schools. Sahdbksproject that were already using
Samsung tablets were upgraded to the full Samsung Smart School solution, while NEC offered to provide all 45
CCL schools with free licences to use NEC DisplayNote screen sharing software. The technology from these
companies was integrated in the pilots at the end of 2014 and early 2014.

As part of the agreements that were made with these Associate Partners, each company was invited to
contribute to the scenario development process by proposing ideas for tablet potjpgrimentations to
aAyAAaadNRSE 2F 9RdAOFGA2Y (GKFG O2dA R Ffaz2 AyOfdzRS W
number of schools. In the first phase of the project, NEC reviewed the draft scenarios in July 2013 and provided
suggestion®n how DisplayNote could be used in all four scenarios. The company suggested that the best fit
might possibly be in relation to the scenarios on content creation and the flipped classroom.

No specific input was provided by Samsung to the phase | scenpaidly due to a change in company personnel
who were liaising with the project. Following meetings with Samsung in November 2013 and January 2014, it
looks possible that there might be a more active involvement by Samsung in the phase Il scenarjgntkavelo
process.

In March 2014, SMART Technologies has indicated that it would like to join the CCL project as an Associate
Partner with a view to having CCL schools validate its new SMART amp collaborative software that is about to
be released. As SMARTaiseady a partner in the iTEC project, it is féamilith the scenario development
process being used in CCL. It has provided some initial draft scenarios to EUN and these are in the process o
being finalised so that they can be proposed to CCL partaedcs discussed during the second project
Pedagogical Scenari@Belopment workshop that is scheduled for the"#nd 17thJune 2014.

QUPPORMATERIALS

On the basis of its coordination tasks of WPP2dagogical Development Scenarigthe work package leader

DGE Portugal had the task of deliveranget of documents that will serve as support for teachergtegrate

the scenariosPart of these support materials were referenced by experts of the Pedagogical Board in their
respectie feedback and others werdiscoveredby DGEas part of a wider search activitfhese support
materials are documents in PDF format, PowerPoint presentations, Videos and Web Pages, all related to the
four major themes of the Learning Stories: Persondbmat Content Creation, Flipped aSsroom and
Collaborative WorkAn interactive PowerPoint presentation was created, and each of the slides has links to
support materials for theséour themes Thesemateriak can be accessed in thresource section of th€CL
website.*

4 http://creative.eun.org/resources
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Another task to be developed by DGE was to compile all resources that were mentioned in the various Learning
Stories. Another presentation was created, where all resourttardware and Software that should/can be
used to apply the Leammg Stories are presented.

..... ._..' . /%ﬂs)gﬁ gglnet
§ciacerooms Flipped Classroom — -
Permeet English - Videos

* Qpinions
u

http

by a pionner teacher who Flinped the Classroom
tube com/watch?v=2H4RkudFzle

Py=437NbUlr_iQ

utube.com

http

+ Why I Flipped My Classroom

hittp: /s sbe.com/watch?v=05GulLuipTwe

+ TheFlipped Classroom Model

hitp: /fwwwvoutube comfwatch ?v=ojiebVw800g

* Salman Khan: Let's use video to reinvent education

http: /e voutube com/watchPv=nTFEUsudhfs

* Introduction to Flipped Classroom Model

http*/fwww youtube com/watch?v=0efBuYBAUWE
Learning
Progrmme

Image4 - Example Slide of Support Material

Moreover,DGE sufzontractedthe University of Minhdo provide support material for the scenaridsrst they
analysed the alignment between eaPhlicy Maker Scenario and the correspondirigearning Storylisting any
differences and omissions ifAex5). This was useful, mainly to confirm that the alignment was indeed good,
and to enable EUN to make some changedrengthen the connection. Thethey were asked to analyse the
feedbadk on the draft scenarios (hex6); which resulted in a summary overview given by the pedagogical
experts and some judgment of the feedback given.

At the end of 2014, the university produced a series of support docunaardgguidance for schools. For each

of the four scenarios, an introduction to the topic was produced, giving the research and theoretical context,
followed by a list with examples and screen shots of tools and apps that could be used to achieve the aims of
the scenarios (one example géven in Annex )7° The EUN pedagogical expedited the documents and
improved in general the clarity of the materizfore they were published online. The first part of the documents
provided useful professional developmiefor teachers by introducing them to the topic in terms of the research
and evidenceThe second part was practiciut the relationships between the two sections was not always
evident, and there was considerable repetition of the tools across thedoiglance documents, partly because

of the open nature of the applications (i.e. not just supporting personalization but also the flipped classroom for
example). Fially, the university produced twoheckliss with some 50 items for teachers to check thalat

they were doing in the classroom conformed to the aims and actvitighe learning story (ANNEX 8, example
checkilist for the Flipped ClassropnAgain, EUN edited and improved the materials for clarity and usefulness

These support materials, availle on the project website, can be updated with new links from all partners
involved in the project

5 The support material can be found here under support documentsefachers:
http://creative.eun.org/scenarios;jsessionid=9594FA41E156 C6A4302F69F62AE20770
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After the conclusion of this first cycle of Learning Stories, the next steps are:

T
T

The scenario évelopment process will be fintuned over the course of the project for cycle 2 to take account
of:

Collection of lesson plans of thedchers involved, based dime Learning ®ries
November 2013 until April 2014First round of classroom pilots using develoggknarios and Learning

Stories

May 2014 and June 20%4nitial observation results and'2Mainstreamingworkshop

May 2014 until September 20:Devebpment of the 2¢ set of scenarios and Learning Sésrbased on the
initial results

October 2014 to January 2015econd round of school piwith the new set of scenarios

March 2015 Final observation results and 3/ainstreamingvorkshop

1
1

MEETING

DATE

Webinar dates

8" January 201413 May

Dissemination

3/4/5 December Online Educa,
Berlin

15t Pedagogical Board meeting

25 February 2014

15t Peer Exchange Workshop

6/7 March 2014

Link Observation visits

Starting in March 2014

3" project partner meeting&
2" Mainstreamingworkshop

22/23 May2014

2"d pedagogical Scenario
Development Workshop

16/17 June 2014

Thesecond set of scenarios will alaion to dewelop I

~

in a smaller numberofclad®2 2 Ya | a I

the monitoringof the process (feedback from ministrjegher partner organisations and lead
teachers
monitoring of the usefulness and impact of the scenarios adopted (evidffam the observation
visits, Peer ¥change workshop)
a deepening understanding of the workdits context;
and the recommendations of the pedagogical experts (faeate meeting foeseenin February

Yy dzY o SNI-2R3 ¥d S& RIWIEANK 2 &

G§SOKy2t23ASa OGKFG Yre 06S | ydzyoSNI 2F @SIFENRBR gl
A report on the second phase of the project (D2.3) will be completed by Sept&tihér
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ANNEX1: PILOT SCENARIO THEMES PRTMED BY CCLPARTNERS
FOR A FIRST ROUNDRIIEOTS

Please note: Each theme can cater for a number of subthemes, e.g. flipped classroom could investigate
aspects of classroom management and lesson organization, fginfatmal leaning, home use, school
dzaS 27F G of S bobe delSilbiBireygfscénario He§ckipiofiX

Theme Countries interested
Personalisation Lithuania, Czech Republic, UK

Exploring best use of tablets (as opposed| Italy, Portugal, UK, Slovenia, Austria
netbooks)

Flipped classroom Austria, Portugal

Content  Creation (including  digital| Italy, Portugal, Slovenia, Lithuania
textbooks games, links to curriculum)

Italy, Lithuania, Slovenia, Belgium (Flande
Austria

Assessment Italy, Slovenia
Addressing the attainment gap an{ Slovenia, UK
disadvantaged students

Other topics mentioned Comments

1 Exploring pedagogical use of tl Broad themes that could be part of oth
tablet themes, or to be further developed as am

1 Exploring the mobile use of tablets | specific scenario

1 Developing media literacy

1 Integration with other devices (e.( Specific theme that could be part of a wig
VLE’s, IWB) scenario, not only

- technology centred
1 Use of social media Specific theme that could be part of a wid

scenario, e.g. collaboration, content creatic

6 Summary table based on input to the online questionnaire and follow up discussidpsil 2013.
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ANNEX2: TEMPLATE FOR POLICAKEARS TO DRAFT SCGEHRS

TEMPLATE FOR POLICAKHERS TO DRAFT SGENS FOR THE FIRSURD OF
PILOTS TO RUN@®CTOBERO13
> Each partner will draft first scenarios for the pilots according to the priority
themes identified (see attached doc on the themes and interested countries).
> Please describe at least 1 scenario, but preferably more for each theme you
have identified.
> Please send us the descriptiobg 17 May 2013.
> Please choose one theme from the themes you have prioritised (or include a
different one, if you wish) and fill in the template below. Describe only one
theme as a policy scenario under the headings beDupicatethe template for
another scenario.

1: THEME of the CCL POLICY SCENARIO:
Pleasemention here the general theme you have chosen for the pilot
(see attached file, add themes as you wish)

1: SHORT DESCRIPTIVE TITLE OF CCL POLICY SCENARIO
6SPId aLYy@SadA3dIlrdAya GKS dzasS 2F i
SLR2NIF2fA2a oA0GK aGdzRSyda Ay I+ aoOAS

2: AIM OF THE SCENARMHAT DOES IT ASPIRE TO DO OR CHANGE?

1 What are the currenthallenges and issudsachers in your country are facir
in implementing 1:1 computing initiatives including tablets (e.g. infrastruct
training).

1 How could this scenaricontribute to addressing existing problems
challenges in the education system/schools (e.g. engagsemgaged

learners)?
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1 What are thechanges, improvements, pedagogical practiggsi wish to
occur by implementing such a scenario? What, at the end of the pilot, sho
be adesired outcomeof having implemented such a scenario?

3: BREF DESCRIPTION THE SCENARIO

1 What is the main objective of the scenario?
1 Age level of students and subjects involved?
1 Number of classrooms/ schools involved in this scenario from your countr

4: FEATURES OF THE SCENARIO

Please outline first ideas of the scenanqractice.
ACTIVITIES PHYSICAL ENVIRONMENT

What are the learning and teaching activities you envisage? | Where does it happen?

PEOPLE & ROLES RESOURCES (INCLUDING TECHNOLOGIE!

Who is involved? What do they do during the sceng What resources are required, both at school and out of schog
implementation?

5: Please select if this pilot is part of an industry pilot:
[ 1Yed ]No,[ ]Do not know yet

If yes:

[ ] Microsoft

[ ]NEC/Display note
[ ] Promethean

[ ] Samsung

[ ] Smart

[ ] Texas Instrument
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8: Please indicate here if you wish to use an existing pilot

[ ]YES

(e.g. ITEC and provide the link to the scenario)
Link:

9: SOURCE
If you have a source for this example? (e. g. research papers, websites, blogs), please let us

10: SUBMITTED BY (your name):
ORGANISATION:
Country:

Results will be discussed in the policy maker workshop 21May. Your input will be the
policy reference framework for lead teachers to develop fhexlagogical learning
activities/scenarios on the 6" and 7th June during the pedagogical scenario
development workshop.
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ANNEX3: INNOVATIONMATURITYW ODEL

The iTEC Innovation Maturity Modehas been developed in the framework of the iTh&ject
(http://itec.eun.org). The model shows a humber pfogressive stages of innovation maturity of an institutipn

e.g. schoolAs educational institutions move from one stage to the next in the direction of the arrow, the
innovation maturity of the institution progresses, e.g. thgiementation of a scenario that moves an institution
FNRY G(GKS WOEOKIyYy3aSQ &aidl 38 2F GKS Y2RSt (2 GKS WwWoyN
context In this selfassessment activityl Y 2 NBIF YA &l G§A 2y Qa«k A yidlodi hvdrldtiog 2 y Q &
LI NOIAOALI yia ARSYGATFE (GKS 2NAI yA arhelaindifie sdelaSezdeddd v (L
(which was part of the CCL Policy Maker workshop in May this year) is to reflect on the aim of introducing new
technologies in dwol and to ensure through this process the quality of produced scenarios.

5 Empower o Technology supports new learning services thatgo beyond institutional
Redefinition & boundaries. _ |
innovative use oMobile and | ocative technol ogi es s

0 Learneras co-designerof the learning journey, supported by intelligent
contentand analytics.

Extend o Ubiquitous, integrated, seamlessly connected technologies support learner

Network redesign & choice and personalisation beyond the classroom.

embedding o Teachingand learning distributed, connected and organised around the
learner.

0 Learnerstake control of learning using technology to manage own learning.

3 Enhance oTeaching and |l earning 6redesigned «
Process redesign research in learning and cognition.
o Institutionally -embedded technology supports the flow of contentand data,
providing an integrated approach to teaching, learning and assessment.
oLearner as O6producer 6 using net wi
2 Enrich o Technology used interactively to make differentiated provision within the
Internal Coordination classroom.

o Technology supports a variety of routes to learning.
oLearner as Ouser 6 of technology to«

1 Exchange o Technology used within currentteaching approaches.
Localised use o Learningisteacher-directed and classroom-located.
oLearner as O6consumer ® of | earning
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ANNEX4: AGENDAPEDAGOGICARCENARIEVELOPMENT
WORKSHOP

PEDAGOGICAACENARI®EVELOPMENNVORKSHOP

HNALAGENDA
Thursday 6th June 2013, 18:00.30
Friday 7th June 2018,4516.15

European Schoolnet office
Rue de Tréves, 61 (3rd floor), 1040 Brussels

Participants: lead teachers and partners
Aims:

¢ to share experiences and build a community of lead teachers

¢ to give an overview of the CCL project

¢ todiscuss contextuasues related to tablets in schools: trends, challenges, innovation models and
research

¢ to develop Learning Stories and Activities

¢ to begin to plan in detail translation, adaptation, implementation, resourcing, etc.

Thursday & June
6:00 p.m. Welcome ad Tour de table (Anja Balanskat, European Schoolnet)

6:10 p.m. Ice breaking session: Sharing experiences and building a community of lead teachers (Diana
Bannister, University of Wolverhampton)

7:15 p.m. School vacations in each country
7.30 p.m Leavingogether for dinner

8:00 p.m. Dinner at: AppuntamentoRue Haute 72, 1000 Brussd€lrom Office: Metro 5 Malbeek
Direction Erasme, exit Parc, tram 92, exit Sablon)

Friday 7" June

8.45 a.m. Reception and coffee

9:00 a.m. Overview of the Creativ€lassrooms Lab project (Anja Balanskat)
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9:20 a.m. Scenarios: the backbone of the project. Building on the Policy Makers workshop (Anja Balanskat,
CCL partners)

10:00 a.m.  What is a Creative Classroom: sharing views and ideas (Diana Bannister)

10:30 a.m.  The innovation maturity model and your school (Roger Blamire, European Schoolnet)

11.00 a.m. Coffee

11.15am. [ SFENYAy3 {{i2NAS&a YR [SINYyAy3a ' QGABAGASaAY )
Dulce Pinto (Ministry of Education, Portugal)gBoBlamire)

12:15 a.m. Lunch and networking

13:00 p.m.  Developing Learning Stories and adding Learning Activities: a practical approach [working in
groups]¢ part 1 (José Moura Carvalho, DuRiato, Roger Blamire)

14:15 p.m.  Developing Learning Stori@sd adding Learning Activities: a practical approach [working in
groups]g part 2 (Josdoura Carvalho, Dulce Pinto, Roger Blamire)

15:00 p.m.  Sharing Learning Stories + Learning Activities [Plenary Session] (Roger Blamire, José Moura
Carvalho)

15.45 p.m.  Closing session:
Next steps in scenario development process (Roger Blamire, José Moura Carvalho)
Webinars and National workshops (Diana Bannister, Anja Balanskat,)
CCL website (Elina Jokisalo)

16.15p.m.  End of workshop
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ANNEX5: UNIVERSITY AAINHO AALYSIS OALIGNMENTPOLICY
MAKERSCENARIOS AND LEARBISTORIES

Analysisof the alignment between Policy Make&cenarios(PMScyand Lead Teachekearning
Stories+ Activities (LS)

Flipped Classroom

i Parents aranentioned in the PMSc amibt in thelLS;
i Tablets as such are never mentioned in the LS and therefore its potential for educatiorigpluoed
T LG AayQi dotivites aidcagiedDiit KoB didside the classroom

Collaborative

The role of students is less well defined thafPMSc;

The e of tabletds not sufficiently explored,;

The role othe differentstakeholdergactorsis not well defined
Thedescription $n't asdetailed as in thé’MSc;

=A =4 =4 =4

Personalization

In the descriptiorstudents with SEldre nottaken into account;

Interaction between experts and studenis not specified;

The use of tabletss not mentioned at all;

The PMSc is quite clear about the need to take into account the potential of each student and this is
not reflected in the LS.

=A =4 =4 =

Content creation

9 ICT in general an@blets in particular are hardly mention in the;LS

1 PMSc is quite clear about the need to relate to other STEM subjects and this connection is lacking in
the LS;

1 InteractiveWhiteboards are never mentioned as devices to be used for showing results, as

recommended in the PMSc.

Wikipediais the onlyinformationresourcementioned in the LS

Peer assessment is little addressed;

Not enough focusn the on the development 21st centuskills namely collaboration

There is no clear evidence of hewvincreasecooperationamongteachers

Learning outside school should be mentioned and detail given;

No mention of learning outside school, which is mentioned in PMSC;

PMSC mentions the creation of afbeok, which is missing in the LS;

=A =4 =4 =4 -8 A -4
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1 The LS should specify topiofitent to be taughtas the PMSmdicatesthe creation ofresourcedor
Biology year 10;

f  No reference to the specificrole K & S OK & dzRSy G &didtdz R LX I & Ay

1 The role of the Biology teacher is not clearly defined, namely who sharesghensibility, together
with their peers, of selecting and later on sharing best resources.

f a! a1¢ ABERN2BI OLRY3I Ay RSGF A ® intefaction&vithdhe LISOG SR G f
community;

1 Assessment and reflection should be addressed separately;

1 LSmentionsthe need for stakeholders (parents, experts) to give feedbachtlolates notspecify how.

Creative Classrooms Lab projechttp:/creative.eun.org - tgglrcr’]?r?g 26
This project has been funded witsupport from the European Commission. Programme —


http://creative.eun.org/

D2.2 Report on Phase | Scenario Development

European
rgf:’}'noo!net
M

ANNEXG6: UNIVERSITY OMINHO ANALYSIS OF BBECKOF
PEDAGOGICAL EXPERTS

Dear all,

So far, we have received feedback from Roger Blamire, Erich Herber and Alvida Lozdiéateerthwo being
Advisory Boat members.

All are rather useful in the insights they bring into the process of aligning the Learning Stories and Learning
Activitiesthat have been developed by lead teachers and National Coordinators to the Policy Maker Scenarios,
as well as in shedding light on issues and challenges that should be tackled in this phase of the editing process.
In some cases, it would be redundant tdesffurther recommendations. When this is the case, we have opted

for quoting directly from the analysis they have undertaken. When this is the case, we have opted for having
their text in inverted commas.

In all other instances, we have offered recommetinlas when we felt that the scenario was not sufficiently

aligned or when we thought detail was missing.

General recommendations

All scenarios should include number of lessons and country names.

As CCL is all about the use of tablets, the scenarios skounldin elements of this use, including activities
outside the classroom.

The scenarios should be more focus in concepts of one to one learning, including the changing and rearranging
seats in the classroom.

All scenarios need a text edited review.
ThetdJA O daw2f Saé¢ ySSRA Y2NB AYTF2NXIGA2yE | o0SUGGSNI RS

We leave some advices wrote by the Pedagogical Board, (Erich Herber, Alvida Lozdiene and Roger Blamire it

guotes and the Creative Classroom Lab team of DGE/ER T learning and activities scenarios.
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Specificrecommendations

1 ¢ Flipped Classroom

Clearer parental involvement

GThe scenario should discuss more clearly how the teaching
tSFNYyAy3d LINRPOS&aa OlFy o0SySTa

Sharing learning
experiences/Getting feedback from
outside school ¢ with peers,
teachers, parents [and also externg
experts, whenever fit]

6Students must share opinions on lessons learned and partici
in peer discussions (online) to develop and clarify underding
of concepts or to receive constructive feedback, e.g. using &
ePortfolio or a chat. They contribute to an online debate, &
involving the teacher as a coach and expert in the field, or €
LI NByG&aé o

Formative assessment through poll

@The eacher can facilitate this debate in a simple way: by crea
a poll to collect opinions or understanding of a topic or to suppg
a position or argument that is discussed online and/or in
Of  AaNR2YdE

Roles¢ not enough detail

aThe role of the teachre(as a coach) is not sufficiently describ
in thisLearningSory (although precisely defined in the scenar
FyYR aKz2dzZ R 6S Stl 02Nl GSR Ydz

dit is importantto complete the roles of students, teachers a

LI NByG&aé o

2 ¢ Personalization

Future development needed

GThe proposed scenario anidearning Sory provide a starting
LR2AYyd> odzi AG ySSRa G2 oS R

Better evidence of the added valug
of using tablets

dThelLearningSory does not sufficiently describe the real bene
ofi 6t SGa F2NJ GKS LldzNLI2&asS 27

Teaching and learning based g
d0dzRSyiaQ LINBGA?2
learning styles/preferences

GThe Learning Sory must demonstrate that personalizatio
recognizes the value of prior experiences and learn
biographies, and makes use of individual learning preferemce

KCKS a0SYINA2 aKz2dZ R YI{1S oX
teaching & learning concepts that builds on the interests, ne
and biographies of students and that used tablets for t
purp2 4 S ¢ @

Teaching and learning as negotiatio

GAn individual learning plan or individual learning activities m
be negotiated between the teacher and the student in the eng
I G§SI OKAYy3 tSaazyéod

Reflection can include the creatior
of blogs, portfolios or learning
journals on the part of students.
[TeamUp may have an interestini
role to play here]

@The teacher must specify appropriate learning outcomes aga
which the student must collect evidence of achievement ove
period of time, using ePortfoliodNd 6t 2 3a € @

Teachers as creators of Personaliz(
Learning Environments

a dedctrer must works together with the student to facilitate
differentiated learning experience, supported by personalis
learning services e.g. tutoring, mentoring, or also personal
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apps and learning spaces. Teachers can facilitate this proces
G§KNRdzZIK LISNE2YLFEAT SR £ S NYA

Digital learning resources should b
widely available (apps, online DLH
etc.)

GThere must be an individual collection of resources i
personalised learning environment on the tablet, includ
persort f AASR LIJASEZ O2y Syl | yRK

oStudents could demonstrate their knowledge and skills
reflecting on their learning and adding artefacts to a dig
LR2NIF2fA2¢ 0

Sharing learning
experiences/Getting feedback from
outside school ¢ with peers,
teachers, parents [and also externg
experts, whenever fit]

a{GdzRSyida SEGSYyd GKSANI £SIN
angl parents as part of personalised learning conversations
SELX AOAG FTSSRol O1¢o

oStudents develop a learning journal an ePortfolio as well a
use personalized online services or apps to plan individual lear
GFrNBSGaAsS tSFNYyAy3a FOGABAGAS

6Students could use expert peer tutors or mentors to scaff
their completion and persg - t A al GA2y 27F (O

GThere must be a debated about the appropriate level
LISNBE2YFEATIFGA2Y Fa LI NI 27

Formative assessmergtexamples of

instruments should be provided

dt is important to define and provide examples of instruments

make the formative assessmeirat.

3 ¢ Collaborative work

Rolesc not enough detail

G¢KS NREtS 2F GKS GSI OKSNJ O i
this Learning Sory (althoughprecisely defined in the scenariq
FyR aK2dzZ R 6S Stlo0o2NlG§SR Ydz

Learning Activities

Remake, Explore, Map, Make, -Riake, Show - there is not
enough detail

Formative assessment ¢ not
sufficiently addressed

a! a)SO0ha 27F T2 NXdssman@fbr lekhraing)Sai
LINPINB&Ad Y2YAG2NAYy3 KI @S y?2

Added value of the use of tablets no
clear enough

G¢CKSNBFT2NBZ GNB G2 065 Y2NB
GKS GFroftShG Ay GKIG aOSyl N&2

Reflection can include the creatior
of blogs, portfolios or learning
journals on the part of students,
[TeamUp may have an interestini

role to play here]

GSt2NIF2fA2a 2N of23a F2NJ S
develop learning journals, to monitor dfor evaluate their own
collaboration practice and achievements(learning outcomes)
to reflect on their collaboration strengths and weaknesses in
G§SIYéo
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Group/Team workg¢ more detail

& ( Ke§organised character of the work group should beco
Ot SFNJ FNRY {(KS o6S3AyyAay3ay

GAGKAY GKS 3INRdzZLJA X k ¢KSe@
GAGKAY GKS ANRdzZL) Kk b ¢KS

Collaboration and peefeedback
not sufficiently detailed

G! aSoita 2F O2ttlo0o2NrGAz2yYy |
INRdzLJA aK2dzZ R 0SS | OOSyidzZ 4GS

Pedagogical ideas for use ¢
digital technologies and not jus]
examples of tools

G452 y2ithetaats & tedhiobbgies that will be used, b
provide also ideas for which educational purposes they are U
F2NYP 93dd W{iGdzRSyia oNIAyadi
whiteboards, they demonstrate their learning by creating wee
summariesint8 ANJ St 2NI F2f A23 SOU ¢

Clearer link between learning
processes and outcomes

G2 KFG KFa y2G 0SSy adzFFfiaoOA
production and learning are two strongly related activities th
KIS G2 6S fAYy1SR (G23S0HKSNW

Negotiation with ss. iscrucial.
Not clear in Activities LA

G¢KS O21 OKAy3a NRtS YSIya G¢z2
directed targets in different ways. It already starts with t
suggestion of topics in the beginning of the scenario, which sh
be negotiated between théeacher and the learning rather tha
defined by the teacher. Learning and/or content creation sho
become a bottorrdzL) LINR OSa & ®¢

Peer feedback throughou
learning and teaching process

G, 2dz Oy GNB (G2 AYyGS3aINIGS |
content creation process. Students e.g. should share intg
NBadz 6a gAGK LISSNE FT2NJ AYYS
FaasSaavySyiaQ Ay (KS SyRo zlIr
that purpose, such as blogs, ePortfolios, Wikis demonstrati
¢CKSNBEQa a2 YdzOK (2 €SI Ny TNJ

Competition vs. collaborationg
fuzzy distinction

! RAFTFSNByld OFrasS g2dzZ R 6S |
groups wak isolated and the best outcomes will be assessed
awarded in the end (e.g. by including it in thé&@ok). However,
do not understand your scenario as trying to develop t
OKI ftSyaSow¢

Explaining prior to brainstorming
may be needed

d ¢ S OK $éedto delebp different educational approach
for different complexity levels. E.g. preliminary instruction on

topic (e.g. discussions, presentations etc) will be necessary
students with little or no preknowledge before the brainstormin
is effective, especially in subjects where contexts are new o

KAIK O2YLM SEA(&¢ o
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ANNEXY7: EXAMPLE ORJNIVERSITY OMINHO (GUIDELINES FOR
TEACHERSFLIPPED CLASSROOM

What is the Flipped Classroom model, and how to use it?

ORIGINS OF THE CONCEP

¢CKS WCfALILISR /flFaaNr2YQ>s |faz2z 1yz2eéy +a GKS |
organization associated with the work of J. Wesley Baker presented in the 11th International
Conference on College Teaching and Learning, in Florida in 2000. Timeic@ation introduced the

O2y OSLJi 2F aGaFEALIAY3I GKS OfFaaNR2Yé dzaAay3a Sk
year, Maureen Lage and colleagieage, Platt, & Treglia, 2000)dzo0 f A A KSR Ay G¢KS W2
9RdzOF GA2Y ¢ 'y T NIGAOES 46KSNB GKSe& KA IJKéexstdk i SR
GSFOKAY3 YR aGdzRSydaQ fSIENYyAy3a aitetsSaz GF 1Ay
colleagues noticed that the development of technologies and multimedia resources, their easy access
YR dzaSI Iy R &idzRSYy teddd a fyoriatHedzavitonrient tokr2iNhtagrigtidnvie O
teaching and learning processes. The teaching methodology the authors (eagal et al., 2000, p.
)Aazr Ay GKSAN 26y ¢2NRasx 2yS GKFG aOlFy | LILISIH f
teaching styles, although multimedia (inthBl®  RSa i 2F RSTAYAGA2Yy a0 A&

Although the concept is more than a decade old, Jonathan Bergmann and Aaron Sams, both North
American chemistry teachers, are frequently quoted as the pioneers of the application of the concept
of Flipping Leathy 3 ® ! & (KSe& aidldS Ay GKSANI 0221 dacCf ALl
[ £ aa 9 @&dgidannBiSams, 201 2006 these teachers started teaching in Woodland Park
High School, in Colorado, whetbey have faced a school community from different cultural
backgrounds and diverse school perspectives. They observed that students skipped classes because ¢
the different activities that allow them travelling to take part in competitions, games aner@bents.
Bergmann and Sams decided to minimize these losses by recording in video live classes, using for this
effect screencasting software, employed to record lectures, demonstrations and presentations with
annotated slides. The success was such tha2(d12 they decided to create the nonprofit Flipped
Learning Network (FLN) organization, whose webitip(/flippedlearning.org/) is a good archive of
literature and resources for those who wish to learn makm®ut Flipped Classroom.

The relation of the concept Flipped Classroom to online availability of resources and educational
contents, defines it commonly as a model of blended learnirge@rning).
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WHAT DOES THE FLIPBEBRSSROOM AIM TO PO

The Flipped Classroom model tries to make a good use of the technological infrastructures, multimedia
resources and digital technologies in order to promote learning and school activities organized in such
a way that their focus is the everyday life andivdties of the students. Both teachers and investigators
have found that most students develop skills in information searching, content production and online
publication. They are reachable 24 hours a day online, participate in social networks, hawgetacces
content that interests them and learn online. The Flipped Classroom aims to direct these practices of
daily access and use of digital networks to study activities and self learning, supported by multimedia
resources (above all short videos, screensastpodcasts) created by the teachers, by other students

or already existing in the web. In this way, using classroom time for more interactive activities, e.g.
projects, themed discussions, practical exercises or lab work.

WHAT DOES THEIPPEM] ASSRO® MOVEMENT REALLWATO DQ

It aims to engage teachers in the preparation and selection of learning support materials, structured in
such a way that they can be used by students whenever and wherever they want. It also aims to support
differentrhythmsg R € SI Ny Ay 3 adeftsSa +ryR Fff2g GKS (S| OK

WHAT DOES IT CHANGE

The traditional classroom is frequently organized as a place where the teacher presents and explains
content whilst students listen to and note dm all the information provided. The class is usually
teacher centered, though one can have a more dialogic approach with the students, depending on
2ySQa 26y LISNELISOUGAODS® w2dziAyStes Ay GKS Of | &z
on the resources available in the classroom and following the same pace and the one established by
the teacher. Sometimes, the teacher provides some homework tasks, or asks for exercises to be
completed outside the classroom, to reinforce knowledge or elicther questions.

In the Flipped Classroom model, the teacher provides in advance materials created or selected by
him/herself (short videos, screencasts or podcasts), for the students self learning activities, out of the
classroom. These activities che performed when and where the student feels most comfortable,
taking into account his/her own learning rhythm. In this model, the student studies the materials and
the resources pointed out by the teacher, he/she also identifies his/her difficultiesaids he/she
wishes to be cleared. Students also look for extra information and follow their own learning rhythm
and can review the learning materials whenever they need to. Classroom time is used for questioning
and to deepen the knowledge, in a more penalized learning environment where students can learn
side-by-side, in small groups, and the teacher helps them to clear misunderstanding.
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In this model the teacher provides resources and plans learning opportunities for the students,
proposes specifiquestions that can direct the learning process. The teacher can anticipate where
students need the most help and as a consequence offer activities and experiences in the classroom
that adapt to their difficulties and doubts, establishing a logic of quastp and learning valued by
several researchers e.g. Rupert Weg@hegerif, 2013; Wegerif& Yang, 2011)

Instead of using classroom time to present information, the teacher has timktidy doubts, provide

extra resources, create activities in the classroom that might be felt as necessary and evaluate
AYYSRALFGSt @ (GKS adGdzZRSYydaQ LISNF2NXYIFYOS gAGKAY
of the quality of learning. This @sroom organization model inverts the traditional lecturing classroom
concept, creating classes where students are highly engaged in an active and participatory learning.

WHAT IS SIGNIFICANT

The Flipped Classroom model does not have a true script, howbeeFLN networkHamdan,
McKnight, McKnight, & Arfstrom, 201Bas defined four main pillars associated to treganym FLIP
(Flexible Environment, Learning Culture, Intentional Content, and Professional Educator).

Flexible EnvironmeniTeachers often need to reorganize physically the learning space in order to make

it easier for group work, independent study, search, and student evaluation. They may even need to
fall back on other physical spaces that are different from the usualrolass the playground, the
canteen, the library or even outside school places (museums, botanic gardens, etc.). Teachers also neec
to accept that the classroom might be noisier and have more student movement opposed to simple
lecturing classes. On the othkand, the flexibility of the classroom should include learning times and
evaluation methods. Therefore, teachers are expected to build suitable evaluation methods,
establishing objective criteria that are clear, and can be well understood by both thieeesaand the
students.

Learning Cultureln the traditional model the teacher is the main source of information, the possessor
2T OUKS gAaR2Y YR NBalLRyaiaotsS F2Nl alyz2e6ft SR3IS |
the inverted classroom modghe teacher consciously frees him/herself to the student. The classroom

is taken to explore themes in a deeper way, giving rise to richer learning opportunities, more diverse
YR FR2dzZAGSR (2 (GKS &addzRSyidaQ RNMHoN dzipiocesSiag | y |
the information, shaping the knowledge through participation opportunities and self evaluation in a
significant way. Students can take part or develop pair or larger groups learning activities, like for
instance, taking part in leaing activities out of the classroom. This learning culture is highly studied
and highlighted by Eric Mazur (1996).

¢tKS AYOSNISR OftlFraaNRB2yY Y2RSt LINA2NAGAT S& €SI N
development zone, challenging studertts leave their comfort zone, without discouragement or
criticism. In the classroom students will be supported by the teacher, who will orient and support them

Creative Classrooms Lab projechitp://creative.eun.org m I[ggL?]?r?g 33
This project has been funded witsupport from the European Commission. Programme —


http://creative.eun.org/

D2.2 Report on Phase | Scenario Development

in the conceptual understanding and orientation, favoring 1:1 interaction, and will assure the
legitimacy of the learning.

Intentional Content The teacher has to evaluate carefully which content he/she needs to explore in
direct teaching and which contents he/she needs to hand out or suggest to students for the self or
group study. The teacher pds to know or identify the main competences and difficulties of the
students in the subject the contents belong to. He/She also needs to know and identify the access and
use conditions of resources and digital technologies by all the students.

The goal ig0 undertake active strategies, draw activities based on problems, done in pairs, for
example, and clearly associated with the content to be learnt. It is not meaningless the deep knowledge
of what students are able to understand and how they can integregw concepts with preexisting
knowledge.

Professional Educatoim order to use successfully the inverted classroom model, teachers have to be
highly professional and qualified, as this model is likely more demanding than the traditional. It is
imperative that the teacher understands the optimal moment to use directive teaching or self learning
resources. This way the teacher has more time in the classroom to take an individual teaching process
and amplifies facgo-face interactions (1:1) between teachand student and interactions among
students.

On the other hand, the teacher has to be able to anticipate difficulties the students might face,
encouraging questions, motivating and generating learning dynamics both in group or individual and
produce orsé SOG OF NEFdzf f & ljdzr ft Ade NBaz2dzNOSa dGKFdG €8S
has to follow up constantly their students and offer them any immediate and relevant feedback,
SOIfdz2 GAYy3a O2yiGAydz2dzaft & (KSA NXve prdfdssionalt i SislhérCt A
practices, a teacher who can manage his/her lesson plan in a flexible way, and is able to deal with any
unforeseeable dynamics in the classroom, taking into account different learning rhythms,
contributions, interests and probims the students might arise with.

Before adopting the Flipped Classroom model the teacher has to make sure that the students with
whom he/she is going to work have the necessary access conditions and adequate knowledge in what
technologies are concernedhd the necessary digital services to develop the activities. The teacher
also needs to check if there are any special needs students in such a way that he/she can promote
adequate access conditions and digital access of the educational resources as thellneed of
supportive devices to the use of technology (hardware and software).
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WHY CHANGE

The model encourages students with lower learning rhythms, higher concentration difficulty or
difficulty in following lectures, but also those students wearn fast and get impatient when teachers

are constantly repeating explanations and demonstrations. It is also useful for students who have little
time to study, because they are enrolled in other activities or because they lack in time to attend
classesThis way, the Flipped Classroom model creates conditions for the range of students in classes.

WSOSNEAY3I (GKS 2320 2F GKS OflFaaNR2Y>X (NI yafF?
increases the involvement of students in group activitiesllaboration and cooperation in solving
problems, makes learning easier and offers good opportunities to practice communication skills and
team work.

Once the teachers are closer to students and interact with them more frequently, they naturally know
them better and this can reinforce the relationship between them. Being closer to students and
knowing them better allows the teacher to build the most accurate, fair and correct idea about the
a0dzRSyiaQ alAffaz LINROT Sertdal beiggRbutiscras socatipkeitgs. § éaa Y
also contribute to adequate the quantity of work given to some students or groups matching it to their
performances and capacities. In short, the flipped classroom model can improve socialization and
reduce he unfairness and inequity that arise from differences between learning rhythms, allowing the
students to receive more individual help in the classroom.

HOW TO USE THHEIPPEJ.ASSROOM MODEL

Flipped Classroom (FC) learning stories are intended to beass#dhe classroom was inverted. The
Flipped Classroom aims to engage students in the preparation of a prototype class or workshop on a
topic related to the curriculum, rather than the teacher being responsible for organizing all the
resources for studets to work on. Students organize themselves in teams in order to present the
content, according to their own technical, aesthetic, and organizational preferences. Therefore, most
study will occur outside the classroom, at home, at their own pace and aogoitheir preferences.

In order for this to happen, teachers need to prepare resources that can be used as initiators of the
study, contextualizing the new learning activities intended to promote new knowledge regarding
a0dzRSYy a4 Q LINB Gohcandb@ ustdStd pMdsentytt dew+HopiR Sudents must study and
explore, as it can be easily distributed online and is accessible from anywhere. In addition, video can
be reviewed as often as necessary, at different speeds or in excerpts. The key idsmzaisléostudents

to engage with the new content in a natural way, appealing and motivating their interest.

At school, the teacher needs to develop strategies of inquiry and explanation to clarify the most
important aspects of the whole process. Given thsl, videos prepared should include questions
which make students reflect upon and question themselves as well as bring out topics and ideas for
further discussion. Among the learning objectives of the FC model, the key ones are the development
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of individual skills, collaboration and sedfudy, sellearning organization, research, development of
critical thinking and learning how to learn.

When planning Learning Activities (LA), teachers must take into account the physical and virtual
environments wherdearning activities take place, what technologies required are available, and what
their own roles are and those performed by students and family members/parents or others, e.g.
experts, students' friends, classmates, etc., allowing students the pogssifildeveloping teamwork
outside school. Even so, the teacher needs to allow students some time to perform individual and
collaborative tasks in teams, in the classroom or in the laboratory, depending on students' needs and
styles. The teacher also needsplan and design moments of reflection and building assessment tools
for students and for the teacher him/herself

X B
. Dream

Preparing a Dream activity in the inverted classroom (Flipped Classroom) should begin with the teacher
summarizing the topic tstudy and briefly presents the design of the activity, by giving examples,
illustrating the working model he/she proposes. The teacher proposes the tasks and negotiates with
students the evaluation criteria, using an inquisitive approach, by questiomiregger to provide the

best possible understanding of the objectives, strategies and expected outcomes, always leaving room
for students' suggestions and for change. Students should be committed in the discussion of the task
project, team organization and K2 dzt R € SI' R (0KS LINRPOS&aa dzyRSNJ (¢
should start by brainstorming about the Flipped Classroom activities, deciding which functions for each
element in the group, reflecting and recording decisions. The classroom is revecsgdgarison with
traditional organization, as it focuses on learning activities that students develop. On the one hand, the
teacher takes the role of an advisor, and on the other hand as time manager, organizational strategy
and learning spaces manager.

Online tools you might use:

Padlet (http://padlet.com/) is a web application which enables ideas to be expressed on a topic and to
be easily organized. It could be useful to present a proposal for a work project, to design a project or
learning scenario. Ret allows embedding online documents (e.g. images, video, pdf, etc.), and
documents that can be uploaded from a computer.
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Danelle

Popplet (http://popplet.com/) is an internet application that can be used to record a brainstorming
session, allowing people to press their thoughts about a certain topic in an easy and visual way,
organizing ideas and concepts and their relations by linking them, creating a mapped structure of
concepts, ideas or flow options. The application allows collaborative use by difiggserd, from any

kind of device. It is a kind of multimedia friendly tool, fifteem or a reaitime wiki.

] ﬁ m sign up for free!

popp

What is Popplet? Simple.

Popplet is a place for your ideas. A

Super
Smart.

Explore Ideas Super
Fun.

/A \ 4

4 A ) |

Linoit (http://en.linoit.com/) is a web application similar to a corkboard where you can post sticky
notes, create a structure of information thgou collect. One can express him/herself by the means of
text or graphics, video or files existing online or uploaded from computers.
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Signup | Login | Help EE o HH
lino sticky and Photo Sharing for you

3

S E———— 0 5 T
ldeas Discussions Sharing Photos

Colorful Collaboration with Lino.

lino is a free sticky & canvas service that requires nothing but a Web browser.

FolioFor.me (http://foliofor.me/) is an online system to creatpertfolios based on Mahara. It allows
uploadingdocuments from a computer or an already published online.
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