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EXECUTIVE SUMMARY
This report is Deliverable D2.2 of the Creative Classrooms Lab project as described in the Description of Work
(DoW):
“A summary report on the Phase I scenario development process that includes details of all developed
scenarios (also available on the project website) matched to the policy issues related to 1:1 computing
identified by Ministries of Education at this stage of the project”
The report therefore summarises the scenario development process in the first six months of the project (from
April to September 2013) at M6 (September 2013). It also contains the main outcomes of the Pedagogical
Sceanario Development workshop, a set of 4 Learning Stories developed by policy makers and lead teachers 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. This work was undertaken by the Ministry of Education in Portugal-DGE (work
package leader), Ministries of Education and other CCL partner organisations, lead teachers of the CCL project,
and with the assistance and support from the EUN coordinating team. The first set of four Policy Maker Scenarios
and associated Learning Stories were completed and made available to teachers in September 2013.
The first round of classroom pilots using these 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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INTRODUCTION
This report is Deliverable D2.2 of the Creative Classrooms Lab project as described in the Description of Work
(DoW):
“A summary report on the Phase I scenario development process that includes details of all
developed scenarios (also posted on the project website) matched to the policy issues related to
1:1 computing identified by Ministries of Education at this stage of the project”
The report therefore summarises the scenarios and scenario development process in the first six months of the
project at M6 (September 2013).

THE PROJECT
The project – running from April 2013 to March 2015 – is a pan-European, 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 1:1 pedagogical approaches (i.e. 1
tablet per student). By combining resources and sharing expertise, as well as co-designing action research pilots
with suppliers (Associate Partners), the project enables Ministries of Education (MoE) 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 integration of tablets with classroom technologies
already in mainstream use (e.g. interactive whiteboards, VLEs, pupil response devices…).
The project outlines two main objectives relating to the development of teaching and learning scenarios:




Develop innovative teaching/learning 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.
Develop a number of ‘leading-edge’ scenarios that can be validated in a smaller number of
classrooms as a ‘proof of concept’ of how tablets can be integrated with emerging technologies that
may be a number of years away from widespread adoption in Europe’s classrooms.

In year one, the project focused on the first objective related to the development of scenarios that tackle the
more immediate concerns regarding tablet integration and have the potential to be mainstreamed in a short
term perspective after the project.
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SCENARIO DEVELOPMENT CYCLE
The Creative Classrooms Lab project is divided into two piloting cycles, each including the development of Policy
Maker Scenarios and Learning Stories (= pedagogical scenarios) the latter being implemented during the school
pilots.
The project aims to develop two 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 implemented from 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 a First Mainstreaming workshop in May 2013 and by lead teachers and policy makers during a Pedagogical
Scenario Development workshop in June 2013.
The cycle of scenario development and pilot implementation is illustrated below:

CCL PROJECT LIFECYCLE
1st
Mainstreaming
workshop
May 2013

Development of
the first set of
Policy Scenarios
and
Learning
Stories
Jun – Sep 2013

Final observation results
and 3rd Mainstreaming
workshop Mar 2015

First
round
of
classroom
pilots
using the developed
Scenarios
and
Learning
Stories
Nov 2013 – Apr
2014
Second round of school
pilots with the new set
of
scenarios
Oct 2014 – Jan 2015

Initial observation results
and 2nd Mainstreaming
workshop
Jun 2014

Development of the 2nd
set of scenarios and
Learning Stories based on
the
initial
results
May- Sep 2014

Image 1 – Project Cycle

For the scenario development, the project builds on the experiences, processes and materials of the iTEC
project.1 This flagship project on the design of the future classroom, which is also coordinated by European
Schoolnet, is providing a Future Classroom Scenarios Toolkit, that served as the reference tool for participating
Ministries of Education in the CCL project.
Definitions relating to the scenario development process are outlined in D.3.1 Protocol for Policy
Experimentations. They refer to:

1

The structure of learning scenarios and activities were developed under the iTEC project (http://iTEC.eun.org).
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POLICY MAKER SCENARIOS: are 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 order to describe 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 developed by the lead teachers
and the policy makers of the project.

LEARNING

STORIES: are developed by lead teachers and CCL partners (policy makers) to inform teaching
practices during the pilot. They are example narratives that present how a collection of learning activities could
be performed with students. Learning Stories reflect key ideas of the Policy Maker Scenarios.

LEARNING ACTIVITIES: are the detailed descriptions of novel teaching and learning in classrooms within the
Learning Story. They suggest ways of expanding 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 each Learning Story are: dream, explore, map, make, ask, remake and show.

LESSON PLANS: are 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 the general topic to the specific context of the country/school/ own class.
There are a number of actors involved in the scenario development with policy makers, project partners and
lead teachers2 being the core actors in the design of the scenarios. Associate Partners (ICT vendors supporting
CCL) and pedagogical experts also contribute to the scenario development process.

OVERVIEW OF SCENARIO DEVLEOPMENT PROCESS
Supports

Pedagogical
Board (Quality
control)

Associated
Partners

Designs
Policy Maker
Scenarios

Learning Stories +
Learning Activities,
Lead teachers and
policy makers

–
Detail /
Context

+

Teachers’ lesson plans
The involvement of each actor in the scenario development process is outlined in the following chapter.

2

Each country/region appointed one lead teacher, who are part of a practitioner focus group and help coordinating the
pilots in their countries and providing support the other four CCL teachers at national level. Lead teachers take part in the
pedagogical scenario development workshop and design learning stories/and activities.
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DEVELOPMENT OF POLICY MAKER SCENARIOS
It is intended that the pilot experimentations should target concrete common policy concerns that MoEs are
already facing on how tablets can be integrated in schools. To achieve this goal, project partners from ministries
designed policy maker scenarios during a first Mainstreaming workshop 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 Schoolnet systematically gathered and analysed information from partner organisations
(ministries and related agencies) via an online questionnaire and template.
First, in March 2013, CCL partners filled in an online questionnaire providing information on:



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

Outcomes of this exercise were presented to partners in the first Mainstreaming workshop. An overview of the
answers is presented in Annex 1.
Secondly, a template (see Annex 2) was provided so that project partners could outline their current priorities
regarding ICT and draft a policy scenario for their country.
The main purpose was to gather information on the following issues:




What are the current challenges and issues teachers in your country are facing in implementing 1:1
computing initiatives including tablets (e.g. infrastructure, training)?
How could this scenario contribute to addressing existing problems challenges in the education
system/schools (e.g. engaging disengaged learners)?
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 a
scenario?

This resulted in 7 national policy scenarios.
A mapping exercise of the answers to the questionnaire and the template highlights the most common
challenges with a number of countries facing the same challenges and priorities with tablets. The exercise
revealed an interest in 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

As well as finalising the selection of schools and collecting basic information about them, the objective of the
workshop was to agree on common priorities and to co-develop common scenarios around core themes for the
first round of pilots. Scenarios are short narrative descriptions of preferable learning contexts which aim to
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engage students and inspire teachers. The scenarios take account of different elements within the learning
environment.
It was agreed by partners that each scenario should focus on a distinct pedagogical approach rather than on a
specific subject or age group to allow for flexible implementation of the scenario. 3
During the workshop policy makers were also introduced to the innovation matrix developed in the iTEC project.
The innovation matrix (see ANNEX 3) allows stakeholders to identify stages of innovation in a school, from stage
one “exchange” indicating localized use of ICT to stage five “empower” where teaching and learning processes
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 they would like to move by implementing the tablet scenario. The
stages of improvement aimed for is outlined in the beginning of each Policy Maker Scenario.
The scenario was developed in the following stages by the group of countries identified for each scenario theme
according to a scenario template provided to participants. The main challenge of this process was to integrate
and combine the essential ideas of several national scenarios and challenges provided by policy makers prior to
the workshop into a group scenario, which reflects the ideas of several (2 to 3) countries. The template required:




A description of the key challenges the scenario will respond to
The scenario narrative planning (who is involved, what type of technology will be used/other resources
needed, the core purpose of the scenario, when it takes place, and what happens when)
The scenario narrative

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

Image 2 - Policy Maker Scenarios

The finalized Policy Maker Scenarios can be found on the CCL website: http://creative.eun.org/scenarios.

3

However, the scenario narrative can include a concrete example of implementation and referring to a subject for
practical illustration.
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The Policy Maker Scenarios serve as 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 the use of tablets in the classroom. The aim is that these scenarios engage teachers, learners and stakeholders
both inside and outside the school.

DEVELOPMENT OF LEARNING STORIES
Learning Stories (originally also refered to as pedagogical scenarios) were created in a first Pedagogical Scenario
Development workshop in June 2013. They were developed by lead teachers and Ministries of Education or
other partner organisations of each country involved. Lead teachers were selected on the basis of criteria (see
Protocol for policy experimentation D.3.1) and are part of a Practitioner Focus Group for scenario development
contributing to developing sets of pedagogical scenarios. The lead teachers are:

COUNTRY

NAME

Austria

Dr. Petra Traxler

Belgium Flanders

Kurt Klynen

Belgium Wallonia

Sandrine Geuquet

Czech Republic

Petra Bohácková

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 the iTEC project.
This project provides a methodology and a Scenario Development Toolkit that elements of which are being used
by participating Ministries of Education in the CCL project.
During the Pedagogical Scenario Development workshop (agenda Annex 4) participants (policy makers and lead
teachers) were introduced to:
 The working definitions of the project (creativity, innovation)
 The concept of policy experimentation and the Policy Maker Scenarios
 The innovation maturity model (new to the lead teachers in the project)
 The scenario methodology and the toolkit
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The Learning Stories include Learning Activities as defined in iTEC:


DREAM: Teachers present a design brief of their class 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 task. Present the 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 relation to whom they are designing for, initial design challenges and possible design results.
Students record reflections and document their work online.



EXPLORE:

Student 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 examples similar to 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 record a reflection.
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 which a pedagogically meaningful conversation may arise, and may
provide students with a first-hand experience about the appearance of an invalid source. Some students,
for example younger ones, may need more guidance in performing this activity.


MAP: Teams analyse their findings using mind-mapping 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, especially 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 inspiring ideas.



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 challenges. They 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 reflection after this activity and
ensure that everyone focuses on addressing the needs of an audience. To avoid free-riders or unequal
workload division, carefully divide tasks and roles within teams.



ASK: Teams meet with 2–4 people, who could be future users of the prototypes, and communicate their
prototypes and design ideas using texts, drawings or models. These people are considered to have an expert
understanding of the domain the student designs are framed within. Expertise 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 post-it notes to modify
and comment on the prototype. After the workshop, the students analyze the comments and decide how
to interpret them for their re-design. 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 their documentation. 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.


RE-MAKE: Students and the teacher record, post and share audio-visual 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 to transfer their learning, to communicate the
background of their project, to let others know about the possibility to remix their work, and to receive
feedback for improvement
For each of these Activities it was necessary to define:










Time, duration
Goal
Description of each learning activity
Learning environment
Digital Technologies and tools used
Roles of each of the stakeholders – students, teachers, parents, business partners, experts
Type of work, whether individual or collaborative
Reflection
Assessment

Image 3 - Example of a Learning Story
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The outcome of this process guides the CCL teachers using tablets during the first round of pilots from
November 2013 to March 2014. All the CCL teachers will derive their lesson plans from these 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 stories (Annex 9) including the description of learning activities and a summary of each
scenario can be accessed at:
http://creative.eun.org/scenarios
In a follow up meeting and to prepare for the national training workshops where the finalized learning stories
were presented to teachers, the decision was taken that teachers working on the scenarios drafted by their
ministries of education should follow a coherent methodology. However, it was also outlined to teachers during
webinars given at European level that the scenarios are overlapping and allow for a variety of approaches to be
followed. For example, if a teacher in Italy is assigned to work on the Flipped Classroom scenario, this will not
exclude them experimenting on approaches related to collaboration or personalization. The following picture
shows the interconnection of the different scenarios.
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THE PEDAGOGICAL BOARD
Once the Policy Maker Scenarios and Learning Stories/Activities were finalised, they were analysed over 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 Board

COUNTRY

PROPOSED EXPERTS

Austria

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

Belgium/
Flanders

Fernand Mesdom
 Lecturer at HUB teacher Training College in Brussels
Pedagogue and Education technologist

Czech
Republic

Martina Baseggio
 Head of a language school in Ostrava
Experienced teacher trainer, educational expert and teacher

Lithuania

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

UK

Chris Foreman
 Consultant at Ellington & Hereson School, Ramsgate
 Consultant at Skinners Kent Academy, Tunbridge Wells
Advising Kent Local Authority on wider implementation of tablets across the county.
 In February 2014, Chris Foreman was replaced by Jan Harrison, professional officer at
Naace

The first task of the Pedagogical Board was to provide feedback on the four draft learning stories to ensure that
they are well aligned with the requirements from Education Ministries as outlined in the Policy Maker Scenarios.
Feedback was gathered via a template with an introduction into the scenario development process and its key
development stages, definitions, description of the tasks/processes and 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 points of the Policy Maker Scenario in a meaningful
way? If not, what else should it contain?

3

What changes would you have to make (if any) so that the Policy Maker Scenario/ Learning Story
adequately responds to particular aspects of your national, local education landscape?

4

Are there any barriers for implementing this Policy Maker Scenario/ Learning Story in your
country?

5

Do you consider that the Learning Story is giving sufficient guidance for teachers on how to use
tablets in the learning context and to develop their individual lesson plans?
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6

If you answered “no” under question 5, please suggest the main points the Learning Story should
cover to be meaningful for teachers.

7

Would this Policy Maker Scenario/Learning Story, when adapted to fit your local context, move
your system of education on in terms of innovation?

8

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

9

Can you give examples of existing ICT/Tablet based scenarios that have been successfully
implemented by teachers?

10

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

This feedback was delivered via email during August and early September 2013. Prior to this feedback exercise,
at the start of the project, the Pedagogical Board received terms of reference outlining their tasks and
involvement, as well as information about the project methodology. Five experts sent contributions (UK was not
able to comply), and a total of 13 completed forms were sent.
A summary overview of the feedback was provided by the University of Minho and is outlined in Annex 6.
The EUN pedagogical expert analysed the feedback given, took 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 content, consistency and follow-through
from policy to practice in the scenarios and all four scenarios were well received. However, 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 for recording scenarios, some of which were
adopted, e.g. on assessment. Overall, 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 to take these comments into account.
The task though was difficult in some respects and, careful judgment was needed in order to balance the
different perspectives. It was particularly important that the priorities and vision of the policy makers in the
project were maintained. For example, one Pedagogical Board member criticized how a scenario had been
developed in the Pedagogical Scenario Development workshop (on personalization) but it was not possible to
go back to the authors of the learning story and ask them to reconsider it. Instead, the EUN pedagogical expert
integrated key points made by the Board members, so that their views were taken on board as much as possible
without disturbing / disrupting excessively the previous work.
On 4th October the revised documents (learning stories) were presented and adopted as the basis for the first
piloting in schools and published on the project website: http://creative.eun.org/scenarios.
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INVOLVEMENT OF ASSOCIATED PARTNERS IN THE PROJECT AND SCENARIO
DEVELOPMENT PROCESS
In 2013, both Samsung and NEC joined the project as unfunded Associate Partners and each company made an
offer to provide additional hardware and software to CCL schools. Schools in the project 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 policy experimentations to
Ministries of Education that could also include ‘proof of concept’ tablet scenarios to be validated with a small
number of schools. In the first phase of the project, NEC reviewed the draft scenarios in July 2013 and provided
suggestions on 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 I scenarios, partly 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 II scenario development
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 SMART is already a partner in the iTEC project, it is familiar with the scenario development
process being used in CCL. It has provided some initial draft scenarios to EUN and these are in the process of
being finalised so that they can be proposed to CCL partners and discussed during the second project
Pedagogical Scenario Development workshop that is scheduled for the 16th and 17th June 2014.

SUPPORT MATERIALS
On the basis of its coordination tasks of WP 2 - Pedagogical Development Scenarios – the work package leader
DGE Portugal had the task of delivering a set of documents that will serve as support for teachers to integrate
the scenarios. Part of these support materials were referenced by experts of the Pedagogical Board in their
respective feedback and others were discovered by DGE as part of a wider search activity. These support
materials are documents in PDF format, PowerPoint presentations, Videos and Web Pages, all related to the
four major themes of the Learning Stories: Personalization, Content Creation, Flipped Classroom and
Collaborative Work. An interactive PowerPoint presentation was created, and each of the slides has links to
support materials for these four themes. These materials can be accessed in the resource section of the CCL
website. 4

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 resources - Hardware and Software - that should/can be
used to apply the Learning Stories are presented.

Image 4 - Example Slide of Support Material

Moreover, DGE sub-contracted the University of Minho to provide support material for the scenarios. First, they
analysed the alignment between each Policy Maker Scenario and the corresponding Learning Story, listing any
differences and omissions (Annex 5). This was useful, mainly to confirm that the alignment was indeed good,
and to enable EUN to make some changes to strengthen the connection. Then they were asked to analyse the
feedback on the draft scenarios (Annex 6); 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 documents and guidance 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 is given in Annex 7). 5 The EUN pedagogical expert edited the documents and
improved in general the clarity of the material before they were published online. The first part of the documents
provided useful professional development for teachers by introducing them to the topic in terms of the research
and evidence. The second part was practical, but the relationships between the two sections was not always
evident, and there was considerable repetition of the tools across the four guidance documents, partly because
of the open nature of the applications (i.e. not just supporting personalization but also the flipped classroom for
example). Finally, the university produced two checklists with some 50 items for teachers to check that what
they were doing in the classroom conformed to the aims and activities in the learning story (ANNEX 8, example
checklist for the Flipped Classroom). Again, EUN edited and improved the materials for clarity and usefulness.
These support materials, available 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 documents for teachers:
http://creative.eun.org/scenarios;jsessionid=9594FA41E156C6A4302F69F62AE20770

Creative Classrooms Lab project | http://creative.eun.org
This project has been funded with support from the European Commission.

16

D2.2 Report on Phase I Scenario Development

NEXT STEPS
After the conclusion of this first cycle of Learning Stories, the next steps are:







Collection of lesson plans of the teachers involved, based on the Learning Stories
November 2013 until April 2014 - First round of classroom pilots using developed Scenarios and Learning
Stories
May 2014 and June 2014 - Initial observation results and 2nd Mainstreaming workshop
May 2014 until September 2014 - Development of the 2nd set of scenarios and Learning Stories based on the
initial results
October 2014 to January 2015 - Second round of school pilots with the new set of scenarios
March 2015 - Final observation results and 3rd Mainstreaming workshop

MEETING

DATE

Webinar dates

8th January 2014, 13 May

Dissemination

3/4/5 December Online Educa,
Berlin

1st Pedagogical Board meeting

25 February 2014

st

1 Peer Exchange Workshop

6/7 March 2014

Link Observation visits

Starting in March 2014

3rd project partner meeting &
2nd Mainstreaming workshop

22/23 May 2014

2nd Pedagogical Scenario
Development Workshop

16/17 June 2014

The scenario development process will be fine- tuned over the course of the project for cycle 2 to take account
of:
 the monitoring of the process (feedback from ministries, other partner organisations and lead
teachers
 monitoring of the usefulness and impact of the scenarios adopted (evidence from the observation
visits, Peer Exchange workshop)
 a deepening understanding of the work and its context;
 and the recommendations of the pedagogical experts (face to-face meeting foreseen in February
2014
The second set of scenarios will also aim to develop a number of ‘leading-edge’ scenarios that can be validated
in a smaller number of classrooms as a ‘proof of concept’ of how tablets can be integrated with emerging
technologies that may be a number of years away from widespread adoption in Europe’s classrooms.
A report on the second phase of the project (D2.3) will be completed by September 2014.
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ANNEX 1: PILOT/SCENARIO

THEMES PRIORITIZED

6

BY

CCL

PARTNERS

FOR A FIRST ROUND OF PILOTS
Please note: Each theme can cater for a number of subthemes, e.g. flipped classroom could investigate
aspects of classroom management and lesson organization, formal –informal leaning, home use, school
use of tablets, personalization… to be detailed in your scenario description!

Theme

Countries interested

Personalisation

Lithuania, Czech Republic, UK

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

Austria, Portugal

Content
Creation
(including
digital Italy, Portugal, Slovenia, Lithuania
textbooks games, links to curriculum)
Exploring Access Models/BYOD
Italy, Lithuania, Slovenia, Belgium (Flanders),
Austria
Assessment
Addressing the attainment gap and
disadvantaged students
Other topics mentioned
 Exploring pedagogical use of the
tablet
 Exploring the mobile use of tablets
 Developing media literacy




6

Italy, Slovenia
Slovenia, UK
Comments
Broad themes that could be part of other
themes, or to be further developed as a more
specific scenario

Integration with other devices (e.g. Specific theme that could be part of a wider
scenario, not only
VLE´s, IWB)
technology centred

Specific theme that could be part of a wider
Use of social media
scenario, e.g. collaboration, content creation

Summary table based on input to the online questionnaire and follow up discussions in April 2013.
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ANNEX 2: TEMPLATE FOR POLICY MAKERS TO DRAFT SCENARIOS
TEMPLATE FOR POLICY MAKERS TO DRAFT SCENARIOS FOR THE FIRST ROUND OF
PILOTS TO RUN IN OCTOBER 2013
> 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 descriptions by 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 below. Duplicate the template for
another scenario.
1: THEME of the CCL POLICY SCENARIO:
Please mention 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
(e.g. “Investigating the use of tablets for formative assessment and creating
eportfolios with students in a science class”)

2: AIM OF THE SCENARIO - WHAT DOES IT ASPIRE TO DO OR CHANGE?
 What are the current challenges and issues teachers in your country are facing
in implementing 1:1 computing initiatives including tablets (e.g. infrastructure,
training).
 How could this scenario contribute to addressing existing problems
challenges in the education system/schools (e.g. engaging disengaged
learners)?
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 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 a scenario?

3: BRIEF DESCRIPTION OF THE SCENARIO
 What is the main objective of the scenario?
 Age level of students and subjects involved?
 Number of classrooms/ schools involved in this scenario from your country?

4: FEATURES OF THE SCENARIO
Please outline first ideas of the scenario in practice.
ACTIVITIES

PHYSICAL ENVIRONMENT

What are the learning and teaching activities you envisage?

Where does it happen?

PEOPLE & ROLES

RESOURCES (INCLUDING TECHNOLOGIES)

Who is involved? What do they do during the scenario
implementation?

What resources are required, both at school and out of school?

5: Please select if this pilot is part of an industry pilot:
Yes
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 know.

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 the pedagogical learning
activities/scenarios on the 6th and 7th June during the pedagogical scenario
development workshop.
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ANNEX 3: INNOVATION MATURITY MODEL
The iTEC Innovation Maturity Model has been developed in the framework of the iTEC project
(http://itec.eun.org).The model shows a number of progressive stages of innovation maturity of an institution,
e.g. school. As educational institutions move from one stage to the next in the direction of the arrow, the
innovation maturity of the institution progresses, e.g. the implementation of a scenario that moves an institution
from the ‘Exchange’ stage of the model to the ‘Enrich’ stage would be defined as innovative in that institution’s
context. In this self-assessment activity an organisation’s/institution’s stakeholders and/or workshop
participants identify the organisation’s current position on the maturity model. The aim of the self-assessment
(which was part of the CCL Policy Maker workshop in May this year) is to reflect on the aim of introducing new
technologies in school and to ensure through this process the quality of produced scenarios.

5 Empower
Redefinition &
innovative use

4 Extend
Network redesign &
embedding

3 Enhance
Process redesign

2 Enrich
Internal Coordination

1 Exchange
Localised use

o Technology supports new learning services that go beyond institutional
boundaries.
o Mobile and locative technologies support ‘agile’ teaching and learning .
o Learner as co-designer of the learning journey, supported by intelligent
content and analytics.
o Ubiquitous, integrated, seamlessly connected technologies support learner
choice and personalisation beyond the classroom.
o Teaching and learning distributed, connected and organised around the
learner.
o Learners take control of learning using technology to manage own learning.
o Teaching and learning ‘redesigned ‘ to incorporate technology, building on
research in learning and cognition.
o Institutionally -embedded technology supports the flow of content and data,
providing an integrated approach to teaching, learning and assessment.
o Learner as ‘producer ‘ using networked technologies to model and make.
o Technology used interactively to make differentiated provision within the
classroom.
o Technology supports a variety of routes to learning.
o Learner as ‘user’ of technology tools and resources.
o Technology used within current teaching approaches.
o Learning is teacher-directed and classroom-located.
o Learner as ‘consumer’ of learning content and resources
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ANNEX 4: AGENDA PEDAGOGICAL SCENARIO DEVELOPMENT
WORKSHOP

PEDAGOGICAL SCENARIO DEVELOPMENT WORKSHOP
FINAL AGENDA
Thursday 6th June 2013, 18.00-19.30
Friday 7th June 2013, 8.45-16.15
European Schoolnet office
Rue de Trèves, 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
to discuss contextual issues 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 6th June
6:00 p.m.

Welcome and 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

Leaving together for dinner

8:00 p.m.

Dinner at: Appuntamento, Rue Haute 72, 1000 Brussels (From Office: Metro 5 Malbeek
Direction Erasme, exit Parc, tram 92, exit Sablon)

Friday 7th June
8.45 a.m.

Reception and coffee

9:00 a.m.

Overview of the Creative Classrooms 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

11.15 a.m.

Learning Stories and Learning Activities: informing teachers’ practice (José Moura Carvalho,
Dulce Pinto (Ministry of Education, Portugal), Roger Blamire)

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, Dulce Pinto, Roger Blamire)

14:15 p.m.

Developing Learning Stories and adding Learning Activities: a practical approach [working in
groups] – part 2 (José Moura 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)

16.15 p.m.

End of workshop
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ANNEX 5: UNIVERSITY OF MINHO ANALYSIS
MAKER SCENARIOS AND LEARNING STORIES

OF

ALIGNMENT POLICY

Analysis of the alignment between Policy Maker Scenarios (PMSc) and Lead Teacher Learning
Stories + Activities (LS)

Flipped Classroom




Parents are mentioned in the PMSc and not in the LS;
Tablets as such are never mentioned in the LS and therefore its potential for education is not explored;
It isn’t clear whether activities are carried out in or outside the classroom;

Collaborative





The role of students is less well defined than in PMSc;
The use of tablets is not sufficiently explored;
The role of the different stakeholders/actors is not well defined;
The description isn't as detailed as in the PMSc;

Personalization





In the description students with SEN are not taken into account;
Interaction between experts and students is not specified;
The use of tablets is 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.

Content creation











ICT in general and tablets in particular are hardly mention in the LS;
PMSc is quite clear about the need to relate to other STEM subjects and this connection is lacking in
the LS;
Interactive Whiteboards are never mentioned as devices to be used for showing results, as
recommended in the PMSc.
Wikipedia is the only information resource mentioned in the LS.
Peer assessment is little addressed;
Not enough focus on the on the development 21st century skills, namely collaboration.
There is no clear evidence of how to increase cooperation among teachers
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 an e-book, which is missing in the LS;
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The LS should specify topic/content to be taught, as the PMSc indicates the creation of resources for
Biology, year 10;
No reference to the specific role that each student should play in the “Make” Activity.
The role of the Biology teacher is not clearly defined, namely who shares the responsibility, together
with their peers, of selecting and later on sharing best resources.
“Ask” is too “poor”, lacking in detail. It is expected that this is a time for interaction with the
community;
Assessment and reflection should be addressed separately;
LS mentions the need for stakeholders (parents, experts) to give feedback but it does not specify how.
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ANNEX 6: UNIVERSITY
PEDAGOGICAL EXPERTS

OF

MINHO

ANALYSIS OF FEEDBACK OF

Dear all,
So far, we have received feedback from Roger Blamire, Erich Herber and Alvida Lozdiene, the latter two being
Advisory Board members.
All are rather useful in the insights they bring into the process of aligning the Learning Stories and Learning
Activities that 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 to offer further 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 recommendations 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 should contain 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.
The topic “Roles” needs more information, a better definition of the role of teachers and students.
We leave some advices wrote by the Pedagogical Board, (Erich Herber, Alvida Lozdiene and Roger Blamire in
quotes and the Creative Classroom Lab team of DGE/ERTE, for the learning and activities scenarios.
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Specific recommendations
1 – Flipped Classroom
Clearer parental involvement

“The scenario should discuss more clearly how the teaching and
learning process can benefit from parental involvement”.

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

“Students must share opinions on lessons learned and participate
in peer discussions (online) to develop and clarify understanding
of concepts or to receive constructive feedback, e.g. using blog,
ePortfolio or a chat. They contribute to an online debate, also
involving the teacher as a coach and expert in the field, or even
parents”.

Formative assessment through polls

“The teacher can facilitate this debate in a simple way: by creating
a poll to collect opinions or understanding of a topic or to support
a position or argument that is discussed online and/or in the
classroom.”
“The role of the teacher (as a coach) is not sufficiently described
in this Learning Story (although precisely defined in the scenario)
and should be elaborated much further”.

Roles – not enough detail

“It is important to complete the roles of students, teachers and
parents”.

2 – Personalization
Future development needed
Better evidence of the added value
of using tablets

“The proposed scenario and Learning Story provide a starting
point, but it needs to be developed further”.
“The Learning Story does not sufficiently describe the real benefit
of tablets for the purpose of personalization”.

Teaching and learning based on
students’ previous experiences and
learning styles/preferences

“The Learning Story must demonstrate that personalization
recognizes the value of prior experiences and learning
biographies, and makes use of individual learning preferences”.

Teaching and learning as negotiation

Reflection can include the creation
of blogs, portfolios or learning
journals on the part of students.
[TeamUp may have an interesting
role to play here]
Teachers as creators of Personalized
Learning Environments

“The scenario should make […] clear and demonstrate innovative
teaching & learning concepts that builds on the interests, needs
and biographies of students and that used tablets for that
purpose”.
“An individual learning plan or individual learning activities must
be negotiated between the teacher and the student in the end of
a teaching lesson”.
“The teacher must specify appropriate learning outcomes against
which the student must collect evidence of achievement over a
period of time, using ePortfolios or blogs”.

“...teacher must works together with the student to facilitate a
differentiated learning experience, supported by personalised
learning services e.g. tutoring, mentoring, or also personalised
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apps and learning spaces. Teachers can facilitate this process, e.g.
through personalized learning environments (PLE)”.
Digital learning resources should be
widely available (apps, online DLR,
etc.)

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

“There must be an individual collection of resources in a
personalised learning environment on the tablet, including
personalised apps, content and/or learning activities”.
“Students could demonstrate their knowledge and skills by
reflecting on their learning and adding artefacts to a digital
portfolio”.
“Students extent their learning by sharing with peers, teachers
and parents as part of personalised learning conversations with
explicit feedback”.
“Students develop a learning journal or an ePortfolio as well as
use personalized online services or apps to plan individual learning
targets, learning activities and set their individual learning goals”.
“Students could use expert peer tutors or mentors to scaffold
their completion and personalisation of tasks”.

Formative assessment – examples of
instruments should be provided

“There must be a debated about the appropriate level of
personalization as part of the scenario”.
“It is important to define and provide examples of instruments to
make the formative assessment. “

3 – Collaborative work
Roles – not enough detail

Learning Activities
Formative assessment – not
sufficiently addressed
Added value of the use of tablets not
clear enough
Reflection can include the creation
of blogs, portfolios or learning
journals on the part of students.
[TeamUp may have an interesting
role to play here]

“The role of the teacher (as a coach) is no sufficiently described in
this Learning Story (although precisely defined in the scenario)
and should be elaborated much further.”
Remake, Explore, Map, Make, Re-Make, Show - there is not
enough detail
“Aspects of formative assessment(assessment for learning) and
progress monitoring have not been addressed sufficiently”
“Therefore, try to be more concrete about the didactic benefit of
the tablet in that scenario, its purpose and use”.
“ePortfolios or blogs for example could be used by students to
develop learning journals, to monitor and/or evaluate their own
collaboration practice and achievements(learning outcomes), or
to reflect on their collaboration strengths and weaknesses in the
team”.
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4 – Content Creation
Group/Team work – more detail

“the self-organised character of the work group should become
clear from the beginning: e.g. “Students organize themselves
within the groups … / They decide on the roles and workflows
within the group / .. The teacher supports them .. /”

Collaboration and peer feedback “Aspects of collaboration and peer feedback between the work
not sufficiently detailed
groups should be accentuated and expressed more clearly”.
Pedagogical ideas for use of “Do not just list the tools & technologies that will be used, but
digital technologies and not just provide also ideas for which educational purposes they are used
examples of tools
for. E.g. ‘Students brainstorm and organize ideas in interactive
whiteboards, they demonstrate their learning by creating weekly
summaries in their ePortfolio, ect.”

Clearer link between learning “What has not been sufficiently considered is the fact that
production and learning are two strongly related activities that
processes and outcomes
have to be linked together.”

Negotiation with ss. is crucial. “The coaching role means to support students to reach the selfdirected targets in different ways. It already starts with the
Not clear in Activities LA

Peer
feedback
throughout
learning and teaching process

Competition vs. collaboration –
fuzzy distinction

Explaining prior to brainstorming
may be needed

suggestion of topics in the beginning of the scenario, which should
be negotiated between the teacher and the learning rather than
defined by the teacher. Learning and/or content creation should
become a bottom-up process.”
“You can try to integrate aspects of peer feedback already in the
content creation process. Students e.g. should share interim
results with peers for immediate feedback rather than have ‘final
assessments’ in the end. Various tools & methods can be used for
that purpose, such as blogs, ePortfolios, Wikis demonstrations.
There’s so much to learn from each other, this should be used.”
“A different case would be a ‘competition’ type of scenario where
groups work isolated and the best outcomes will be assessed and
awarded in the end (e.g. by including it in the e-book). However, I
do not understand your scenario as trying to develop that
challenge.”
“Teachers may need to develop different educational approaches
for different complexity levels. E.g. preliminary instruction on the
topic (e.g. discussions, presentations etc) will be necessary for
students with little or no pre-knowledge before the brainstorming
is effective, especially in subjects where contexts are new or of
high complexity”.
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ANNEX 7: EXAMPLE OF UNIVERSITY
TEACHERS – FLIPPED CLASSROOM

OF

MINHO GUIDELINES

FOR

What is the Flipped Classroom model, and how to use it?
ORIGINS OF THE CONCEPT
The ‘Flipped Classroom’, also known as the Inverted Classroom, is a concept of school work
organization associated with the work of J. Wesley Baker presented in the 11th International
Conference on College Teaching and Learning, in Florida in 2000. The communication introduced the
concept of “flipping the classroom” using learning management tools based on the web. In the same
year, Maureen Lage and colleagues (Lage, Platt, & Treglia, 2000) published in “The Journal of Economic
Education” an article where they highlighted the negative effects of the likely gap between existing
teaching and students’ learning styles, taking into account the diversity of the students. Lage and
colleagues noticed that the development of technologies and multimedia resources, their easy access
and use, and students’ enthusiasm for them, created a favorable environment to their integration in
teaching and learning processes. The teaching methodology the authors reveal (Lage, et al., 2000, p.
32) is, in their own words, one that “can appeal to all types of learners. This method uses a variety of
teaching styles, although multimedia (in the broadest of definitions) is the cornerstone.”
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 Learning. As they state in their book “Flip Your Classroom: Reach Every Student in Every
Class Every Day” (Bergmann & Sams, 2012), in 2006 these teachers started teaching in Woodland Park
High School, in Colorado, where they have faced a school community from different cultural
backgrounds and diverse school perspectives. They observed that students skipped classes because of
the different activities that allow them travelling to take part in competitions, games and other events.
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 that in 2012 they decided to create the nonprofit Flipped
Learning Network (FLN) organization, whose website (http://flippedlearning.org/) is a good archive of
literature and resources for those who wish to learn more about 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 learning (b-Learning).
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WHAT DOES THE FLIPPED CLASSROOM AIM TO DO?
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 and activities 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, have access to
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, screencasts or podcasts) 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 THE FLIPPED CLASSROOM MOVEMENT REALLY AIM TO DO?
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
different rhythms and learning styles and allow the teacher to be a ‘guide on the side’ in the classroom.

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 down all the information provided. The class is usually
teacher centered, though one can have a more dialogic approach with the students, depending on
one’s own perspective. Routinely, in the classroom, all students have to do the same activities, based
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 elicit further 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 can be 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 difficulties and topics 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 personalized 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 specific questions 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 questioning and learning valued by
several researchers e.g. Rupert Wegerif (Wegerif, 2013; Wegerif& Yang, 2011).
Instead of using classroom time to present information, the teacher has time to clarify doubts, provide
extra resources, create activities in the classroom that might be felt as necessary and evaluate
immediately the students’ performance within the classroom. This way, it promotes the improvement
of the quality of learning. This classroom 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, however the FLN network (Hamdan,
McKnight, McKnight, & Arfstrom, 2013) has defined four main pillars associated to the acronym FLIP
(Flexible Environment, Learning Culture, Intentional Content, and Professional Educator).
Flexible Environment: Teachers 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 usual classroom: the playground, the
canteen, the library or even outside school places (museums, botanic gardens, etc.). Teachers also need
to accept that the classroom might be noisier and have more student movement opposed to simple
lecturing classes. On the other hand, 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 the teachers and the
students.
Learning Culture: In the traditional model the teacher is the main source of information, the possessor
of the wisdom and responsible for “knowledge transfer” to students often using a directive model. In
the inverted classroom model, the 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
and adjusted to the students’ difficulties and needs. The students are actively involved in processing
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 learning activities out of the classroom. This learning culture is highly studied
and highlighted by Eric Mazur (1996).
The inverted classroom model prioritizes learning activities inspired in Vygotsky’s (1978) proximal
development zone, challenging students to leave their comfort zone, without discouragement or
criticism. In the classroom students will be supported by the teacher, who will orient and support them
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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 needs 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 is to 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 integrate new concepts with preexisting
knowledge.
Professional Educator: In 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 face-to-face interactions (1:1) between teacher and 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 or select carefully quality resources that lead to the students’ self learning. Also, the teacher
has to follow up constantly their students and offer them any immediate and relevant feedback,
evaluating continuously their work. The “Flipped” teacher is a reflexive professional in his/her
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 problems 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 concerned and 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 well as the need 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 who learn 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
classes. This way, the Flipped Classroom model creates conditions for the range of students in classes.
Reversing the logic of the classroom, transforming it in a space centered in the students’ activities,
increases the involvement of students in group activities, collaboration 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
students’ skills, problems and difficulties, not only as intellectual beings but also as social beings. It can
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 the unfairness and inequity that arise from differences between learning rhythms, allowing the
students to receive more individual help in the classroom.

HOW TO USE THE FLIPPED CLASSROOM MODEL?
Flipped Classroom (FC) learning stories are intended to be used as if the 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 students 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 according to their 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
students’ previous learning. Video can be used to present the new topic students 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 idea is to enable students
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 this goal, 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 self-study, self-learning 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 where learning 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 possibility of developing 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 needs to plan and design moments of reflection and building assessment tools
for students and for the teacher him/herself.

Dream

Preparing a Dream activity in the inverted classroom (Flipped Classroom) should begin with the teacher
summarizing the topic to study 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 questioning, in order 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 should lead the process under the teacher’s supervision. Students
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 reversed in comparison 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. Padlet allows embedding online documents (e.g. images, video, pdf, etc.), and
documents that can be uploaded from a computer.

Creative Classrooms Lab project | http://creative.eun.org
This project has been funded with support from the European Commission.

36

D2.2 Report on Phase I Scenario Development

Popplet (http://popplet.com/) is an internet application that can be used to record a brainstorming
session, allowing people to express 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 different users, from any
kind of device. It is a kind of multimedia friendly tool, free-form or a real-time wiki.

Lino-it (http://en.linoit.com/) is a web application similar to a corkboard where you can post sticky
notes, create a structure of information that you 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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FolioFor.me (http://foliofor.me/) is an online system to create e-portfolios based on Mahara. It allows
uploading documents from a computer or an already published online.
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Explore
The “Explore” learning activities, are intended for students to do research on topics of their choice.
These tasks should be achieved in groups and individually and monitored by the teacher, who plans
online activities in order to guide exploratory learning. Students should investigate, find and collect
resources that the teacher suggests. The range of tools teachers have available is of the WebQuest and
blog type.
Online tools you might use: WebQuest (http://createwebquest.com/) is a system that allows creating
and sharing online learning-oriented activities following the model developed by Bernie Dodge at the
San Diego State University. Usually a WebQuest has 6 sections: Introduction, Task, Process, Evaluation,
Conclusion and References or Credits. You can learn more about the different WebQuest sections or
components
(in
Portuguese:
http://webs.ie.uminho.pt/aac/webquest/,
in
English:
http://webquest.org/).

See examples in QuestGarden http://questgarden.com/
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Map

This activity aims to help students organize their learning tasks in a logical way, and share them later
with peers. Working in small groups, students can use existing tools in Virtual Learning Environments
like Edmodo or Moodle or can take advantage of tools like Padlet, Popplet and Lino-it, as shown above,
or make use of other tools to build concept maps as MindMup.
Online tools you might use:
MindMup (http://www.mindmup.com) is an Internet application that helps to construct concept maps,
which easily integrates with Google Drive. Concept maps can be collaboratively edited, shared and
exported in different formats (e.g. PNG, HTML, FreeMind).

Make

Once students have understood the objectives of their work they will be able to organize and record
their investigations and share their conclusions in the discussions. Students need to take notes and
record facts and information that will help them to deepen the knowledge on the topics under study
and in order to prepare its prototype classroom or workshop. Teacher should encourage the use of
digital tools to record data and activities. The use of tablets, photo and video cameras, as well as editing
software for audio and video annotation, becomes very relevant now. In class, while monitoring
progress and inquiring teams, the teacher can encourage discussions between groups. By supporting
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their learning, evaluating and suggesting alternative strategies or tools, teacher reaches an advisory,
specialist and manager role, crucial to the success of the project.
Online tools you might use:
WeVideo (https://www.wevideo.com/) is an online video editing enabling the use of our own resources
(sources of video, images and audio). The interface is simple and intuitive. Once the video is rendered
the publication can be made directly in some video distributors like YouTube or Vimeo or shared online
through Google Drive or DropBox for instance.

Loopster (http://www.loopster.com) is an online application for nonlinear video editing, using a
traditional interface. Resources like audio, video and images can be transferred from the user's
computer. The storage capacity is 2.5 GB and the lifetime of the resources is 1 month only. After
editing, the system renders the video and sends an email message with a link to the video. Users can
decide if the publication is public, personal, or restricted.
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Ask

The Ask activity is intended to analyze the work of the Flipped Classroom model students are planning.
They need to ask experts’ or teachers’ or even their parents’ opinion about the project they are
preparing. Tasks involve online discussion, where students' families can take part as well as external
experts. Students must lead the process, while teacher and/or family members or experts should
support, monitor and evaluate their tasks. This activity is intended for teams to present their project
lecture or workshop on the topic they had been proposed, in order to validate their ideas and proposals
and to improve it. Virtual Learning Environments such as Moodle can be used to enable distance
collaboration between the different stakeholders. Other tools for online voting and organizing ideas,
comments and reflections can also be useful. In the classroom or in a small lab, interactive devices can
be used to facilitate students the presentation of their project.
Online tools you might use:
EasyPolls (http://www.easypolls.net/) is a very effective and comprehensive system to conduct online
polls. Students can use this feature to decide on various options or to choose the subjects of their
discussions.

ClassDojo (http://www.classdojo.com/) is a fully online class manager that can track students’
progress. Teachers can use it to record student learning and share it with them and with their families,
while maintaining a level of assessment and information updated and accessible. Students can access
a set of reviews and information about their performance which contributes to self-regulation of their
attitudes and behaviors. Family members can also track the progress of students, accessing
information and records that the teacher registers on the platform.
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Re-make

In the Re-make learning activity, students redesign the project outputs, taking into account the
validation results collected in previous activities. The teacher should monitor the activities, ensuring
that all students are involved in the redesign of tasks, assessing their redesign suggestions and
motivating them to improve their proposals.

Show

This activity corresponds to project completion, and is set out to present the process and the results
to the class and eventually to classmates, family and community. The use of multimedia materials,
video and other documents constitutes an appealing strategy that works well. In addition, it improves
students’ self-esteem as they are the authors of the project. Moreover, public performance might
inspire other students, by creating opportunities to enfold others and contributes to find out different
and valuable uses of the product. The publication of the resulting products and projects can be carried
through blogs, delivery video channels and learning platforms such as Moodle, Edmodo, etc. We
should not forget the need to reflect upon the process and outcomes and seek future developments.
The teacher has a prominent role in the dissemination, evaluation of student work and encouragement
to improve future projects. The feedback he/she gives is also very important for other elements of the
school community and family or experts who have been involved, because it shows the institutional
recognition of the importance of the learning model.
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ANNEX 8: EXAMPLE OF CHECKLIST
CLASSROOM, UNIVERSITY OF MINHO

FOR TEACHERS

–

FLIPPED

Checklist to validate Lesson Plans for the Flipped Classroom
This checklist is to be used to analyse lesson plans for a Learning Story based on the Flipped Classroom
model, covering all activities to be developed (i.e. Dream, Explore, Map, Make, Ask, Remake, Show).
Please tick those items on the list that feature in your lesson plans, and save a copy of the document
of reference. In bold are items that can be considered essential for the personalisation model. A high
number of ticked items indicate that the plan meets the goals for the Learning Story and takes into
account the principles of the Flipped Classroom in the document “What is the Flipped Classroom model
and how to use it”?

Goals and Objectives of Flipped Classroom Learning Stories
The learning objectives develop:
⃝ Independent study
⃝ Self-organized learning
⃝ Collaborative skills
⃝ Research and critical thinking skills
⃝ Learn to learn skills

Activities planned :
⃝ Engage disengaged learners
⃝ Address the home-school divide
⃝ Meet students’ needs
⃝ Fully exploit the potential of ICT

Resources
Lesson plans include resources to be used:
⃝ At Home
⃝ Inside the classroom
⃝ At different school spaces (library, labs,...)
⃝ Outside the school

Assessment

The resources list includes:
⃝ Tablets
⃝ Apps
⃝ Virtual Learning Environment
⃝ Software for special needs
accessibility and support
The assessment described in lesson
plans is

Diagnostic,
(i.e. to
identify
gaps and
needs
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Summative
(i.e. a test
or check on
learning
outcomes
at the end
of
activities)

45

D2.2 Report on Phase I Scenario Development
⃝ Teacher assesses the work of individual students
⃝ Teacher assesses the work of teams
⃝ Students self-assess their own work
⃝ Students assess the work of peers
⃝ Parents assess the work of individual students
⃝ Parents assess the work of teams
⃝ Experts assess the work of teams

⃝
⃝

⃝
⃝

⃝
⃝

⃝
⃝

⃝
⃝

⃝
⃝

⃝

⃝
⃝

⃝
⃝

⃝

⃝

Starting Activities
The teacher:
⃝ Presents the topic to be ‘flipped’ and the design
brief
⃝ Introduces the task and negotiates assessment
criteria
⃝ Monitors team formation
⃝ Monitors brainstorming
⃝ Organizes differently the physical space in classroom

Students:
⃝ Listen then discuss
⃝ Organize themselves in teams
⃝ Start brainstorming
⃝ Record discussions, reflections and
decisions

Main Activities
⃝ Oral discussion in class is stimulated and supported by work using ICT tools
⃝ Online tools are provided to establish dialogue and idea exchange between students outside
the classroom
The teacher:

Students:

⃝ Plans a guide to resource exploration (e.g.
a webquest)

⃝ Work individually at home

⃝ Supports students (giving feedback) and
discusses their ideas

⃝ Explore resources the teacher suggests

⃝ Monitors and guides activities

⃝ Work in teams at home
⃝ Research, locate and collect resources

⃝ Records reflections from students

⃝ Share resources and observations with
classmates

⃝ Collects feedback

⃝ Analyze and record comments on the findings

⃝ Organizes validation of working model

⃝ Record observations individually or in teams

⃝ Analyses comments and uses them for any
re-design of the model

⃝ Take notes to discuss in the classroom
⃝ Contribute to online debates involving other
people (e.g. parents, experts)
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Experts or parents:
⃝ Can access online tools and resources
⃝ Are involved in finding out about online
tools and resources
⃝ Comment on the prototype model

⃝ Conduct online polls to collect opinions or
understanding of a topic under discussion
⃝ Create mind maps in small groups or with all
the class
⃝ Present their design results and process
through video and documentation
⃝ Analyze issues through direct collaborative
experience
⃝ Share ideas about what they learned with the
others
⃝ Share the video/documents with other
students
⃝ Share the video/documents with their families
⃝ Promote their work in other classes
⃝ Re-design the prototype model
⃝ Discuss future steps
⃝ Know the work is used by other teachers and
classes
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ANNEX 9: FINALISED LEARNING STORIES
http://creative.eun.org/scenarios
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