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CCL ScenarizD13: Content Creation
What is the Content Creation scenario, and how to use it?

WHATISMEANT BYYCONTENT CREAT@N

Much of what can be seen online amebsites T such as YouTube, Facebook, Twitter, or
Wikipediat is based on activities where content is mixed together. Content is thus not fixed
and static, but rather moving from user to user and from context to context. This "content in
motion" is an interedhg process to study, along with how we conceptualize content production
as a cultural procesg¢Erstad, 2010, p. 58)

This idea from Erstad helps frarthe use of learning methodologies and strategies suppofigdhe creation

of materials by studentsin this perspective, students are no longer the usual consumers lmdugers or
creatorsof content The increase ircontent productionhas been exponential since the widening of internet
access and easy access to devicedlliffigal cameras, MP3 readers atablets especiallyafter the introduction

of social medigools and technologiesMuch ®ntent is reused existingcontent easily sharedn the internet

. 2dzy 3  LiifePebtlin $hid &reation processA Y i SNBaliAy3a (2 SELX 2NB® &5A3A
today, but at the same time it varies a lot how yoympple use these media for different purposes. Still, despite
variations in thenumberof young people that can be described as active content creators, the way some young
people have taken up these media as creative tools raises important questions sdmal practices among

youth and especially how these developments challenge basic conceptions about education, schooling, and

£ S NIRD,DIBL)

Our interestin this paper is narrower antbcuses onthe creation ofdearning object® because of their
educational nature and purposélherefore a goodunderstanding of what learning contents and learning
objectives are is crucial.

WHAT ARE LEARNING BBI8

The concepbflearning objects (LO) is not a completely stable concept, having matoneztthe last forty years.

The learning technology Standar@®@mmittee of the Institute of Electrical and Electronics Engineers (IEEE), has
defined the learning object through the standard IEEE LTSC 1484.12.1: "a learning object is defined as any entity
- digital or nondigital - that may be used for learning, edutd 2 y 2 NJEEENI0O) diffgr&htdefinition

evolved and wapublished in 200By the sameworking group(IEEE, 2005 [ S| N}y Ay 3 hoaS0oda
as anyentity, digital or nondigital, which can be used, 1esed or referenced during technology supported
learning."Otherdefinitionsof a learning object@:d Q' RAIAGAT SR SyidAaide sKAOK OF
RdzNAYy 3 GSOKy 2t 23&itfacdsed da tadi aftriduteis: ShiatN@sAmyis k@ digital and must be part

2F It S WRgEHak&@Ma$ @RI, p.£21)anda simple definition: & I NB & 2 dzZNDOS 6 KA OK
FOKASGS |+ LI NI A O@iftidioNd, 2083} pNa)A y3 20625 0GA 95¢

For our purposes, it importantto seethat the concept idighly related to the use of computers in education.
In the end of the 1960s, Ralph Gerard, considered by sesearchersas thefounder of the concept of LO,
NEFSNNBR (2 (GKS ySSR 2F (KS aoOs&geerard, (987)daNiBgRmdeéridls ¢ & K
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aided by computers (CAjLcomputeraided learning) in order to be used autonomously by students. Gerard
NBO2YYSYRSR (KI{d doABy 2NRSNJ (2 o06dAfR | O2dz2NBASZ 2N
SESNODA&S YdzaG 0S8 RA&AGAYOG:ET GKS NBlFazyay3d xKeampis
and drafted a concept of learning objead follows

& LINE R dzO G AtidgHoaks (kia/niickoibidi), sound records, movies, video materials, any
recorded form of man's collective experience and creations, into computdsilized resources.

Included also are: better understanding of the learning process and learning hbestaid

learningg KSy (2 AyaidNdzOG 2NJ RNAft 2N SEL2200yS 2NJ Iy

To sum up, the LO concept has developed from the idea of splitting the curricular coimtestnall reusable
components, oriented to specific objectivés,more complex concepts. The current concept of LO includes, for
example, the technologysed the possibilityfor reuse and its size and granularity, metadata or information
that describeghe LO, the differences between content and structure, its internal logic and the possibility of
information gathering.

In order betterto define the conceptChurchill (2007) proposes to consider a learning object as (a) an instruction
or presentation ofect, (b) a practice object, (c) a conceptual model, (d) anything digital and (e) anything digital
and nondigital. Based on these criteria, he creatadclassification system of the LO: presentation, practice,
simulation, conceptual models, informationoontextual representation

TABLEL TYPES OF LEARNINGEOB$SOURCECHURCHILI2007,P. 482)

LO type ‘ Explanation ‘ Simple example ‘
Presentation | Direct instruction and presentatio| An instructional sequence othe classification of
object resources designed witthe intention | triangles

to transmita specific subject matter
Practice Drill and practice with feedbach A quiz question requiring a learner to usthe
object educational gamgor representatiors | representation of a protractor to measure angl
that allowfor practice and learning g and answer ajuestion regardinghe ratio between
certain procedures base and height of the rigkingled triangle
Simulation Representation of some redife | A smulation of a compass allowing a learner to dr;
object system or process a geometric shape (e.g., equilateral triangle)
Conceptual | Representation of a key concept | A representation that allow$or the manipulation of
model related concepts ofhe subject matter| parameters of a triangle, which in turn chang
displayed modalities such as visual representatiol
atriangle, and numerical values of sizes of its an{
and sides, and displays a graph showing changi
relationship between sides or angles
Information | Display of information organized ar| A representation that allowdearners to change
object represented with modalities angles and sizes of a triangle and, based
configuration, to obtain information such as tH
type of triangle illustrated, a picture showing it
reaHife and a short description of its properties
Contextual | Data diplayed as it emerges frora | A representation that shows redife examples of
representati | represented authentic scenario triangles (e.g., roof of a building) and allows
on learner to use representation of a tool (e.g., ta
measure) to collect data about dimensionstioése
triangles

Creative Classrooms Lab projethttp://creative.eun.org

This project has been funded with support from the European Commission.

Lifelong
- Learning 4
Programme —


http://creative.eun.org/

CCL Scenar2013: Content Creation

lf 0 K2dAK aw¢tB8KS YIFIAY ARSI 0SKAYR fSIFENYyAy3a 262S0i0a
GKS € SIENYAYy3 G aq(Churghill& Kedii2ip009,/.3181)this e ajzdrééhdo the concept
of learning object we will adopt in this text.

THEGONTENTREATIONPROCESS

The content creation process that hbeth educational or commercial goals is a widely studied process and
dynamic both irterms of strategies igd execution methodologies. Nowadays, in educatidigital means as a
distribution vehicle are almost mandatory to the content creation process. Our approach to the content creation
process is based on this assumption.

THEADDIBVODR

For a long time content creation modehavecontairedthe same basié ! 5 5 L 9 Gnalyie KAR 8edign (D),
develop (D), implement (I) and evaluate (E), dSiguirel below.

Develop

Design Implement Evaluate

Identify the probable| Verify the desired| Generate and Prepare the Assess the quality
causes for a performanc( performances and validate the learning of the
gap appropriate learning resources | environment and | instructional
testing methods engage the products and
students processes, both

before and after
implementation
1. Validate the 7. Conduct a task| 11. Generate 17. Prepare the | 19. Determine
performance gap inventory content teacher evaluation

2. Determine 8. Compose 12. Select or 18. Prepare the | criteria

instructional goals performance develop supporting | student 20. Select

g 3. Confirm the intended | objectives media evaluation tools
3 audience 9. Generate 13. Develop 21. Conduct
ol 4 |dentify required testing strategies | guidance for the evaluations
el resources 10. Calculate student
g' 5. Determine potential return on 14. Develop
[l delivery systems investment guidance for the
E (including cost estimate) teacher
sl 6. Compose a Project 15. Conduct
© management plan formative revisions

16. Conduct a Pilot

Test

Analysis Learning Implementation Evaluation
Summary Resources Strategy Plan
HGUREL ADDIEAPPLIED TO THE SWBTEC DESIGN OF IRBTTIONSOURCEBRANCKH2009,P. 21)

ANALYZE Analysis comes fronanswers to a group of questions that identifies the targablic or audience,
establishes goals and defines objectives, evaluates the distribution options or product presentation, defines
functions and responsibilities of each one or ofleéeam, establishes a calendar, working methodologies and
other pedagogic considerations related, for instance, to learning styles, interests and students competences.

DESIGN Design concerns research, systematization, planning and development, evalaationanagement
of the process of content creation. Starting from a logic protocol of intervention, based on observation and
analysis, strategieare defined and redefinethat are the mossuitablefor a certain resulto be achieved.
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DEVELOPMENTIThe cevelopment stage focuses on toahd resourceselection and the content creation
process itself, the mostbviousstage of authorship. It is in this phase thia¢re should bea clear and complete
action planand whereresourcesare organisednd thenegessarymaterialshosted. Development also involves
the use of planning and encoding toslschas storyboards and concept maps.

IMPLEMENT, The implementation stage is the one thaalisesthe development plan, where the dreams of
the creators take placdt is a stage of continuous reorganization where mistakesfixedthat ariseduring the
process untib prototype iscreated

EVALUATE Lastly, evaluation consists of systematic repetition of analysis and comparison with the objectives
of each stage of the process. Evaluatisfiormative during the creation process but summative at the end,
allowing feedback about the transfer of thedmledge, successive levels of the objectives, the balance between
costs and results and students attitudes.

The ADIEmodel has been reformulated and redefined by sevesabarcherof the instructional design area,
though here we focuen two models that cover this subject.

THREEPHASHEDESIGN

The first proposatoncernsan ADDIE functional scheme, introduced by Sims and J&imas & Jones, 20Q2)
consisting of @hree phase design (3PD), as shown in Figure 4.

Pasel: Functionality Phase2: Enhancement Phase3: Maintenance

PREDELIVERY INITIADELIVERY ONGOING DELIVERY

/ /

/ D\ D / D\

ED ED ED
* Createfunctional * Collaborate with teacher to
delivery componentgor assess outcomes of functional| | \1o4if (add or remove)
teaching and learning components y i
; ) resources, activities and/g
environment *Where appropriate, enhance strategies based on
* Provide targeted delivery environment and/or .
professionalevelopment scaffold online teaching and evaluativefeedback
(scaffolding) learningbehaviours
/S /S

Evaluation
and
feedback

Peer
review and
feedback

HGURE THREEPHASEDESIGN: SCAFFOLDIN(RECONSTRUCTED FRBMS& JONES2002)
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These authoremphasise the facthat the creation processs a team process, integrating the notion of
interactive development or consecutive approaches. In a first interaction, the learning environment will offer
the requisitecomponents and conditions, able to include objectives and a preliminary analysis nédals to

obtain the desired results. In the following interactions, the development will be reinforced with generational
OKIFy3aSad a¢KS Y2RSt (i KS NBsE@ dhoadiBoiths HexiptiaBud prodigon &f § K S
resources as well as an isgive development process. One of the essential aspects of the model is the
specification of baselines in levels that correspond to these iteratioiin first relating to course functional

and essential components, the second to multimedia enhancemeitteractivity and the third to ongoing
maintenance. These iterations are identified within the strategy as three scheduled phases of development that
integrate both a methodological approach to unit development, scaffolding and quality controls andyass&&
(Sims & Jones, 200@% can be seen frigure2 above

KEMA3 INSTRUCTIONAL ERSMODEL

In 1985 Jerrold Kemgevelopeda model of instructional design, later reevaluat@dorrison, Ross, Kemp, &
Kalman, 2011yhichhighlights four nuclear elements: students objectives, methodology and evaluation, taking
into account content design as a continuous course in which redefingipresent atll stages.

Planning

Revision
Instructional
Problems
Evaluation Learner
Instruments Characteristics

g 3
N Developmen 3
g of Task 5
1% Instruction Analysis %
-

[ 2

o 2
E o §

n Designing the Instructional S

Message Objectives

Instructional Content
Strategies Sequencing

Formative Evaluatio®
Project Management

HGURE3 COMPONENTS OF THETRISCTIONAL DESIGAN{[SOURCEVIORRISONET AL, 2011,p. 12)

This model introduces nine componén (1) Instructional Problems, (2) Learner Characteristics, (3) Task
Analysis, (4) Instructional Objectives, (5) Content Sequencing, (6) Instructional Strategies, (7) Designing the
Message(8) Development of Instruction, (9) Evaluation Instruments, ad-igure3.

I 902 NRAY 3 (2 YSYLIQA) &Y YRS NIO G K S pidicdics A&RRIFGN6A of the

I RRNBaasSSaQsx | dzR iuSugli@de supaisdr 6f thé dhigfeice. (BY6S SR-aNg/ SNJ / K+ NI O
the analysimimsi2 A RSy GAFTeé GKS TSI GdNBa 2F GKS O2ydGiéhed |

)
collection, suchas for instanceabouta (1 dzZRSy (1 & Qs @)l @ | ANE dzgRefadia BB G2 GRS
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what knowledge and procedures you need to include in the instruction to help the learner master the

2 0 2 S OWaréhaetss., 2011, p. 15yhe stagéd)a L y & (i NHzO (i A 2 ofelarly iddniifies S/t reshilS & £

the studentshouldachieve and5) &/ 2y G Sy (i  {r&drsdnS WieDokdgraré which the informamn is
presented, in a logad way to the learner and in a way that it makes sucassevable The(6)a L y & (i NHzO (i A
Strategies I NB GKS RAFFSNBYy(d sl e&a (2 LINBaSyd AyF2NX¥IEGA
complex simulationOn the (7) & 5 S& A 3y A ¥ Jevehvéhithiis BEtimeseplacedd @ da Ly a i NHzO
wSa2dz2NOS&aé¢sx (GKS FdziK2NBR gFyd dza G2 dzyRSNRAGEFYR Al
communication with the students. This is the last analysis and design stalgayirigl the first stage of the
development phase8)a 5 S@St 2 LIYSy (i i2 fherefoye Athie NtHg® thaarihgs €verything together

to producethe finishededucationd content. It can for instancegombinethe videos and audios, the texts, the

images and web pages. The last stagmcerns(9)d 9 @ £ dz (i A 2 y usédyfcaetiaNiey T stuilents
achieved the proposed objectives. The evaluation tools are very important because efficiency and accuracy
depend on the perception of the whole proce3eolsthat are familiarto students suchas questionnaires and
checklistscan be usegor other more innovativeools, like portfolios.

The Kemp model presents a group of interaction domains concerned with evaluation, supervision, management,
formation, feedback, support and planning that gmesent throughouthe content creation process.

Having analysed theseo models ofthe content ceation process, we can conclude thathatever model best
answers to needdoth include stages adnalyss, design, development and evaluation.

CHALLENGES

The first challenge in content creation relat® copyright, something students do not easily urstand and

one thateven teachersnay struggle with. &thorship rightsapplyto anythingcreated by thirdpartieswhich we

might use as our own product. After all, whenever we give away online any paper, we hope that authorship is
respected.

Every countryhas its specific rules about authorship rights and there are also universal rules that all should
respect. In the meanwhile, there are currently different forms and levels of content licensing that is important
to be aware ofOneexampleis the Open Soge Initiative(OSI, 1998 mbracing a wide group of open licensing

for content and softwareanother isOpen Acces$punded by the Budapest Open Access Initiative, following a
meeting that took place in Budapest, designated to allow the open access to school and scientific literature
(BOAI, 2002) and the licensing given under the organization Creative Commons. Qesinens is a nonprofit
2NBIFYATFGA2Y aGKIFG SylofSa GKS AKFINAY3I Iy RredideS 27T
Commons, 2001 under licensing forms with different opening levels according to its ends.

Beyond the challengageatedby the licensing of elements thég¢achers and authors mightish to embody in
projects, there is a wider range of challenges.

[ SGQa adlF NI o0& O2yaARSNAy3I GKS RSOAaAA2Yy A prEserii (0 KS
information to students in such a way that learning is optimized? How to plan, develop, and evaluate activities
that allow students to use concepts and principles that help them to develop a deeper understanding of the
contents? How to enhance the development of skills antpetences of all students?
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In this, the teacher is also confronted with the challenge of understanding and evaluating the educational value
2F S OK SELISNASYOS>: a 9FNYaKl g |yR xzAy0S KAIKE AT
educatt Yy £ = | yR Sy3l 3Aay3aK 2 KEafnshaw & linte, 2061 SpF Tjzé saBeNauti®drd (7
focuson the technological challenge, dlse aim isthat technologycan integrateinformation into contexts.
G¢KS&S YIe 0SS fly3adza 3Sas ¥F2N¥YI (& ancikl ddRaxwtiNdictdrésRwitli A G A
text, and with surveys all in multimedia forms and content. Although much of this is happening today (with
GNI RAGAZ2Y LT YSRAIFIOX ¢6KSYy 2yS O2yaARSNAR (GKFG RAIAG!H
6)

According to Lippinco2007F aySé YSRALF € AGSNI OASas NBaSINOK &1 A
0KS RS@GSt2LIVYSYyld 2F oNARGGSYy aiAaftta F2N alidzRSyiaa az
' YSFYAYy3ITFdzZ ¢ | ndl, ElizabettyDaléfBafy, 2002r8aNdndthe definitia of digital literacy,
believing that the multimedia language of the screen has become vernacular in ouretayingcomplex
meaningsto be built, no matter the text, allowing ways of thought, means of communication, research,
publication and teachingn its essence, different from the text, considering that those who are in fact, 21st
century literates are those who learn reading and writing the multimedia language of the screens.

Georgy Cohe2012)offers some usefusuggestions for example, that one should activate the community in
NEFf GAYST (GKAa Aa G2 areée aLk e FdaSyadazy G2 6KIFG A
GAGK NBfSOIyOS (2 e2dzNJ 2NBFyYyAT REAT I KIRai] (93AI0BS 2F
also suggests that we leave the expertise of students to take the main stage in the projects they take part, that
we look for and take over the contributions of the community, allowing them to be the experts. Somgtimes
GISGGAYT @82dzNJ O2YYdzyAlGe Ay@2ft OSR Ay O2yiSyd ONBI GA
platforms, newsletters, and other touch points to solicit responses to queries. You want your audience members
to be interested inyou, so@a 2y f & FF AN (2 & KRoben2@LYTHe autyfon dedldbentibnsA y
the use of multimedia elements, suggesting the use of distribution services of music and online soundtrack to
R2 NB &SI NOK 2 y-théyNddd bs @latgtl o travel, hofidags, exercise, geography, current events,
younameitl YR dzaS @2dzNJ a20A € LI FGF2N¥a G2 | al LIS2Lx S
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HOW TO USE THE CONTEMREATION SCENARIO

In order to develop learning activities toeate content activities like Dream, Explore, Map, Make, Ask)&te
and Showcan be useful.

The goal is to createsefulinteractive content for tablets in STEM educat@rother subject®.g. an interactive
online textbook,a short learning sequencer a game. From the beginning, students should havgoad
understanding of the pedagogic purpose of the activity, of the objectives and the expected results and how the
produced contents will therefore be used. This way, they will understand well the migs@ad goals of the
activity. Students are expected to selfganisetheir working groups, supported by the teacher abdsed on
decisions arising fromreviousdiscussions.

Teacher§olesarevery different fromthe traditional role they area coach andheir role is mainly supportive,
but the teacher should have a clear ideatld pedagogical goal before starting to work./stee may need to
develop different educational approaches for different complexity levels, e.g. preliminary instructidime
topic will be necessary for students with little or no gmeowledge before the brainstorming is effective,
especially in subjects where contexts are new or of high complexity.

N

dream’”  Dream

The teacher should explain cléathe tasks to be assigned, taking into account the topic negotiated between
the teacher and the students.

Once the final produds agreeduponandhavingestablisted an action plan to reach that objective, the teacher
should be clear about expectations and ambitions bearing in mind the curricular orientatiandg time
restrictions Fewer and less time consuming learning resources, combined with phases of reflection and
discussion, will make the performance more predictable and motivatimgirttportant to beaware of the need

to define a target public, or audiendeser of the learning objective and its distribution chanrfel, example, by

the means of an app store, a web page, eAdterwards students can organize themselves into teamsning
groups based on their personal interests. The next step is to distribute roles to each member of the group.

Studentscouldchoose between the following roles:

1 Team Leadeg plans the activities and helps each team member to complete their work.

1 Tean Reporterg reports to the teams their progress and individual progress. The Team Reporter is in
charge of producing progress updates explaining what each of the other team members are doing.

1 Organiserg organises the online tools, meetings and webinar.

1 Lead Researcherleads most of the research. Each team selects a team name and creates a team blog
where they will report their progress.
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The teacher should provide students with a challenge to research a topic on a controversial issue which they are
interested in and which fits within the curriculum. Next, students should deaidieir research questions,
whichthey can dahrough a traditional brainstorming using peiss, or other, richer,environments favourable

to the development of creativity, & Ay 0 SN} OGA DS 6KAGSo2F NRaxz | OF-YSNI
its, mind mapping tools or other tools, including the online ones.

The teacher monitors the planned tasks and ensures that the necessary skills are in the group and keeps an eye
onthe rationale why pupils chose one approach rather than another. Considerations about the appropriate level
of required preknowledge should be critically debated as part of the learning setting.

Throughout the activity students arttle teacher shouldeflect upon the importance of formative assessment
and progress monitoring, using for example blogs apdrfolios. In addition, a collective-gortfolio can slow
evidence on accomplishments.

Online tools you might use:

TeamUp lfttp://teamup.aalto.fi is a tool that helps organizing group work online, following the criteria
established by the teacher. The rapid reorganization and interactive characterization of the grouped members
is one of themain advantages of TeamUp.

@ TeamUp

Form teams based on skills and interests, record teams' progress.

% :

+ Like Share Fernando Albuquerque Costa

Padlet http://padlet.com/) is a web application which allows the expression of ideas on a topic and how to
organize them easily. It may be useful to present a proposal for a work projedestgn a project or learning
scenario. Padlet allows embedding online documents (e.g. images, video, pdf, etc..), and documents that can be
uploaded from the computer.

~r Gallery BUILDWALL| B 33 O

Belgium - one of my favorite places Pixel People Bay Area fats
Danelle Vyoma

Pixel People
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Lino-it (http://en.linoit.com/) is a web application similar to a corkboard where you can post sticky notes,
creating a structure of information you collect. One can exptiesmselveswith text or graphics, video or files
existing online or uploaded from computers.

lino )

,:aﬁ E

1deas “Dlsoussions _ Sharing Photos

Colorful collaboration with

Reflex(http://reflex.aalto.fi/) can be used to register in audio the daily or weekly views of the students and build
a time line with those reflections. Its didactic use can focus on the systematic record of the progress (eJaluatio
or ideas about new projects, developments and creative suggestions that make learning easy.

New to ReFlex? Create a reflection spacel

FolioFor.me [fttp://foliofor.me/ ) is an online system for creatingpertfolios based on Mahara. It allows
documentsto be uploaded from the computer or online documents)

foliome

Dashboard Content Portfolio Groups.
Welcome to foliofor.me!
Choos# an option fom the menusar oft

My Profile Joumal Files

w = 5 «
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[ SENYAY3I | OGADAGASE ahdeh ledrnhdtBnire addthy cladskodnBor duifsileGéhook y
Students explore different types of resources and chibeim against a checklist provided by the teacher or
created by themselves with quality criteria.

Students work over an extended period in small groups where individuals are responsible for different parts of
the learning and content production. So they shobkl responsible for teaching other elements in the peer
INRdzLE GKS O2NB {y2¢fSR3IS IyR aiArattaed {(idRSyita Oz2d
with the information, images and videos collected, in order to demonstrate learningedhaith peers and
teacher, who is to provide expert feedback.

Expertse.g.librarians, can give advice and suggest other techniques or resources.

Online tools you might use:

Evernote [ittp://evernote.com/) is a multiphtform tool resource organizer whicttoresdocuments onlingn

one place Evernote Howsyou torecord internet markers while surfing, making it easier to return to important
sites, createannotations, web clips, files, scaand images and save all imetsame placeYou caraccess these
documents from a web navigator or a digital device like a personal compurtéPad or a smartphone. This
way, it is easy to organize clippings and documents to a presentation, a creative project, a pastime.tiihe fact
we can keep different resources in the same place makes the planning of projects and aetgisAs it is
suitable to different devices, if they have internet access, the synchronization between devices is automatic.

€ (< ttps://evemote.com =
g EVERNOTE FfRODUCTS BUSINESS MARKET  BLOGS
EImTED
.
Keep everything in sync Remember things you like Save favorite webpages

Diigo attps://www.diigo.com) is a multitool for personal knowledge management. With Diigo you can select,
highlight, annotate and save clips of information online.
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« C A B nips/www.diigo.com

diigo

Too Much To Read?
Information Overload

Get Diigo Now. Free!

Diigo is a multi-tool for
knowledge management

Google Calendghttps://www.google.com/calendaiyis an open source tool that can be used online to manage
shared activities. The calendar can be synchronized with desk software with similar features.

+Valente  H2 Share L 3
Google 2] s - @
Balcadar Todsy ¢ >  December2013 Day Week | Month 40sys Agends Morev LB~
Dect
+ December 2013
MTWTFSS
1 Event | Task x
g 2 3 8
2345678 > y
S el When. Wed, December 11, 2013
16 1718 19 20 21 22 What
2324 25 26 27 28 29
% 31 9 10 9. 7om Divner ot Pancho's 15
» My calendars - Create event  Edit event »
» Other calendars = (45 7 2
4 3 2
0 31

Asana [fttps://app.asana.conmy is a free and easy to use online Project manager which allows for
managing tasks given to different elements of the working grdlfhough it isaimed atprofessional
users it seems practicable witbchoolstudents.

2 All Tasks
Q Search ~
D son v
s v
va| Firsttask: how many years can a crocodie live?
My Tasks
— 2 w| First task: find pictures of crocodiles at differente ages.
Al Tasks [ Second task: How big can be a croca? Treining Pro.
Deicted esie 4 First task: search for information aboout crocodiles Treining Pro.
Show
Training Project
Videos  » Inwro to Asana > Use Cases
Valenis Teixsira > Get Your Team on Asana > Plan Your Day in Asana
Help | Biog | More
B m

TACKKh{tp://tackk.com/) is a very easy and fast blog system, which does not need a login. It glavis
customseand shae content one wishes to publish amdceivecommentson. One can upload photos, videos,
maps and soundracks.
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Type Your Title Here

You can add a sub headline here
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The goal ofthe Map activity is to identify the best resources for the agreed learning objective, applying
negotiated criteria. Students should makéurther selection of resources and explore them deeper by rejecting
some and identifygaps where there is a need for new resources. It may lmessarnto fine-tune the project
plan, developthe nextsteps in a more concrete way.

The activity should promote the correct use of referencing conventions when using digital content, e.g. Creative
Commonslicensed material where appropriate.

Activities can take place outside school, e.g. at home, library, café evtedse Students can use mind mapping
applications and other software to take notes, create a shared space, for example in the cloud or a closed
learning environment, in order to provide studentgth the opportunity to publish and showcase their
illustrations,demonstrations, digital stories, etc. Peer review can be useful if studeatgethe content and

give it to another group to get feedbadk SSNJ € S Ny Ay 3 FyR LISSNJ adzLJLi2 NG |
create valuable learning experiences. At the efdnapping, the Lead Researcher shares the findings with the
group, e.g. using tablets.

Online tools you might use:

MindMup (ttp://www.mindmup.com) is an Internet application to construct concept maps, which easily
integrates with Google Drivesroups carcollaboratively edit, share and export concept maps in different
formats (e.g. PNG, HTML, FreeMind).
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Popplet http://popplet.com/) is an Internet application thatanbe used torecord 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 opfions.

The application allow$or a collaborative use by different users, from any kind of device. Itrisuimedia

friendly tool, freeform or a reaiftime wiki.

Borrie I e
Super
What is Popplet? simple.
Popplet is a place for your ideas. A
- Super
Smart.
—_—
= N
Explore Ideas Super
Fun.
Vi \
{ Y [ 1
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It is important to keep the ide&n mindthat production and learningre strongly related to each other i.e.
learning takes place during this process. Students create a digital resource (learning object) like a movie or a
game, for example, using cressrricular competences. They create a storyboard, e.g. in a blog arirgar
journal, to demonstrate their understanding of the topic, and add content material that supports that story.
Peers provide feedback which will then again be considered in the improvement of the resources.

Learning environments will depend on choseskimand outcomes, but can be outside school depending on the
chosen outcome. The activity should be performed in groups. The use of tablets, and other digital tools for
registration, as well as cameras and video cameras, such as editing software foaaddimeo annotation,
becomes very relevarst that stage.

The eacher should encourage the use of digital tools. While monitoring progress and inquiring teams working
in class he/she can encourage discussions between groups. By supporting their leavailogting and
suggesting alternative strategies or todlse teacherhasan advisory, specialist and manager role, crucial to the
success of the project. Students demonstrate their learning by creating weekly summaries, possibly using an e
portfolio. ThetSF OKSNJ OlFy Y2y A (2N GKS LINRPINB&a o0& dzaAy3a |
assessment.

Online tools you might use:

WeVideo [ittps://www.wevideo.com)) is an online video editingpol enabling theuse of our own resources
(sources of video, images and audio). The interface is simple and intuitive. Once the video is rérdarde
publisheddirectly inavideo distributorchannellike YouTube or Vimeo or shared online through Google Drive
or DroBox for instance.

=m= Storyboard v &3 Upload " Themes 4 Publish Untitled video v

My media Project media Backgrounds

T 0 sk w0

R a  abelnase.an

0 selected | Unselect al

Drop videos or
images here

;Q VS?:‘;I: B)r\:p audio here
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Loopster fittp://www.loopster.com) is an online application for nonlinear videdliting, using a traditional
interface. Resources like audio, video and images can be transferred from the amsapsiter. 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

restrided.

0:00/10:00  page s (1 ter
T o

Prezi http://prezi.com/) is a virtual whiteboard to create presentations enabling people to see, understand,
remember and share ideas with other people.

To inspire change, change your pr ion tool

Snap! fttp://snap.berkeley.edu) is a visual, dragnddrop programming language. It is an extended
reimplementation of Scratch. It also features first class lists, first class procedures, and continuous added
capabilities that make it suitable for a seriousraatuction to computer science for high school or college
students. Snap! runs in your browser. It is implemented using Javascript.
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