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CREATIVE CLASSROOM PROJECT
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THE MAIN TASKS OF THE PROJECT

23.8.2016

Gathering and interpreting evidence of readiness of
the shift to innovative education from the aspect of
teachers, students and schools in Estonia

Designing and delivering up-skilling workshops for
Estonian teachers with the combined knowledge from
Estonia, Croatia, Slovenia and Finland

Developing an electronic guidebook of innovative ICT
learning and teaching methodologies and tools for an
open use in schools Europe-wide

Organizing dissemination events to showcase and
propagate the developed guidebook
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"CREATIVE CLASSROOM” WORKSHOPS



"CREATIVE CLASSROOM"” WORKSHOPS

23.8.2016

Workshops for the focus group of 20 Estonian
teachers selected from schools all over Estonia

The focus group meets four times on two-day
workshops to learn and collaborate on the topic of
innovative ICT methods and tools in education

In every workshop two methodologies are introduced
with the related ICT tools, methods, and examples of
best practice

Teachers start preparing the lesson guide and
continue working on it as homework
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WORKSHOPS' METHODOLOGIES

1. WORKSHOP 2. WORKSHOP
Innovative learning Project-based
scenarios learning
Flipped classroom Game-based
sCenarios learning

Creative classroom

3. WORKSHOP 4. WORKSHOP
Problem-based Learning analytics
learning Knowledge
Inquiry-based evaluation and

learning assessment
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"DIGIDIDAKTIKA™ COURSE
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THE 3" WORKSHOP AND IBL



THE 39 WORKSHOP

Problem-based learning (PBL) = experts from the
Helsinki Metropolia University of Applied Sciences

Inquiry-based learning approach and e-tivities =2
experts from the University of Rijeka, Department of
Informatics

Lesson scenario building tool LePlanner = experts
from Unversity of Tallinn
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WHAT IS INQUIRY BASED LEARNING?

23.8.2016

IBL is question- or problem-driven approach to
learning based on seeking new knowledge and
understanding

Involves students’ performing investigations of
some sort to address questions or solve
problems

student-centred and student-directed
approach with teachers acting as facilitators
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5 PHASES OF INQUIRY-BASED LEARNING CYCLE

| ask questions. | notice...

| reflet, revise, rethink, \ o

and evaluate.
ﬁ Imlulry'BaSEd I'ea"““g | investigate, plan, read, and
research on the internet.
Q i ' /

| discuss, share, report,
and think.

| create, try, experiment,
draw, and explain.

| L] ] |
s = Pilctochort
.-'—=_= rmake information beautiful

Available from:
http://marsscott.com/teachinglearningandassessments/iste-1-teacher-standard-facilitate-and-inspire-learning-and-creativity/
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E-TIVITIES



E-TIVITY - E-LEARNING ACTIVITY

a term used to describe a framework for facilitating active
learning in an online environment

involves learners interacting with one another and with the
teacher (e-moderator) in an online environment in order to
complete a particular task

'spark’ - small piece of information, stimulus or challenge
provided by teacher at the beginning of e-tivity

students take part in the e-tivity by responding to the 'spark’

E-tivities use Web 2.0 tools (e. g. Wikispace, Diigo,
MindMeister)

E-tivities can be designed in line with the IBL approach
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E-TIVITY IBL EXAMPLE

Webguest: a group of students would explore Web
resources to find out ,what is X” and write a summary
with definitions and examples

X = “inquiry based learning”
X = ,fruit decomposition”

X = ,World War II”

X = ,,Estonian history”

X = ,Croatia”
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WEBQUEST: Learning about Croatia

Group activity: an IBL example e-tivity
Choose collaborators (groups of 3-4 participants)
Look the ,,spark” — video
Formulate up to 3 inquiry questions
Investigate web resources, use mindmap tool and
Diigo
Create wiki
Create blog (folow-up activity)
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Mame of IBL e-tivity | WebQuest — Learning about Croatia

Subject and grade Geography, history, (or general knowledge) ...
Could be adapted to different learners

I - I I V I I Y Purpose/Learning WebQuest activity engages learners in the use of the WWW in order to complete

autcomes a task related to the course or some topics. As a collaborative learning activity,

WebQuests can be used to focus groups of learners on task while providing a
D E S < R I P I I O N variety of online resources necessary for completing their assignments.
Goals:
o  Learners will utilize Web resources to complete a task
o Learners will work with their peers to complete a course-related task

o Learners will build skills for interacting with other learners in course

o Learners will get familiar with several Web 2.0 tools.

During this specific WebQuest, learners will try to found out some facts about
Croatia having in mind Croatia as a popular touristic destination.

Collaborative Groups of 3-5 students

Learning

Time required 3 to 5 days (simple version: 1 day)

Tools - Access to the World Wide Web
- Web 2.0 tools:

*  MindMaster or similar tool for brainstorming
®  Diigo for collecting and organizing bookmarks and other resources
®  Wikispace for creating wikis as summary

¢ Blog for keeping learning diary with reflections to the learning process

Spark Popular short video about Croatia
https:/f'www. dropbox.com/s/dkirdn6xd53yvitBw/croatia.mpd ?d|=0
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IBL LEARNING SCENARIO IN LePlanner

% LePIanner Search scenarios Q ﬁg
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EVALUATION OF THE WORKSHOP

an anonymous survey at the end of the workshop
with a goal to establish in which measure participants
were satisfied with the workshop content and
instructors

completed by 14 participants (70% teachers who
were enrolled in the project)

teachers were mostly rather happy or very happy with
relevance of the workshop topics, learning materials,
e-learning environment Eliademy, competence of
lecturers, and training facilities
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LEARNING SCENARIOS

® LePIanner Search scenarios Q B

#CreativeClassroomCollection (o Electronic lesson guide
book in Estonian and

in English, developed
in the LePlanner

Countable/uncountable nouns (a problem-based scenario)
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Students try to solve the following problem: why is it that in all

the food recipes, some ingredients are specified by their T h e CO I | e Ct i O n CO nta i n S

number (e.g. "1 egg") and others are specified by mass or
capacity (e.g. a teaspoon of salt, 100g of butter). Course of the

task: students put together a 3-4 member research ... 50 SeleCtEd Iea rning
—_— scenarios prepared by

Inquiry-based learning with elements of a project — Indrek
Hargla's historical crime fiction series about Melchior the

Apothecary

A Creative Classroom

http://beta.leplanner.net/#/tags/CreativeClassroomCollection
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METHODICAL MATERIALS

CREATING INNOVATIVE LEARNING SCENARIOS

= - Erasmus+

Creative Class

Project Creative Classroom

Creative Classroom collection

al learning design

Classrooim

« Project-based learning

= Problem-based learning

« Mathematics learning game Smart consumer

« Developing and sharing learning scenarios with LePlanner.net

« Creative Classroom scenarios in LePlanner.net

Creative Classroom collection, https://creativeclassroomproject.wordpress.com/

Trialogical Learning Design
Sami Paavola

The purpose of the trialogical learning design (Paavola & Hakkarainen, 2009;
Paavola, 2015) is to focus the learning process on different aspects of how
knowledge (known information, skills, attitudes, practices) is born. In the course
of learning, joint knowledge is built up and shared among a group or community
(organisation). This kind of learning design enables to experience a constant
process of development together with concurrent feelings of creativity and
success, thereby inspiring one to learn.

Combining digital technologies with traditional learning technologies supports
the goals of trialogical learning design: digital tools and resources help to conduct
certain knowledge-based activities better, e.g. by assisting with the transmission
of knowledge and its maturing from individual learner’s knowledge to
communal knowledge, all the while enabling it to pass from certain forms of
representation and digital vehicles to others.

Design principles for the trialogical pedagogy

(Paavola & Hakkarainen, 2009; Paavola et al., 2011; Paavola 2015)

2. Supporting 4. Emphasizing

About Creative Classroom project

In Estonian
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CONSLUSION

23.8.2016

The main result of the project is the developed
electronic lesson guide book in the LePlanner
environment

The project has provided teachers with a community
to exchange ideas and experiences on innovative
usage of ICT in teaching practices

The project’s consortium is hoping that the project
will be an encouragement for the shift to the 21t
century education both in Estonia and Europe-wide
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