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PROJECT SUMMARY

Social inclusion is a priority for Europe so our Project is related to the 2017 European Pillar of Social

Rights https://ec.europa.eu/commission/priorities/deeper-and-fairer-economic-and-monetaryunion/

european-pillar-social-rights_en and to 2015 Paris Declaration

http://ec.europa.eu/education/news/20150316-paris-education_en It promotes inclusiveness,

diversity, equality, gender balance, non-discrimination, tolerance through education, as the strategic
framework in Education and Training 2020

http://ec.europa.eu/education/policy/strategicframework en

Regarding making lifelong learning and mobility a reality. Improving the quality and efficiency of
education and training. Promoting equity, active citizenship and enhancing creativity/innovation,
entrepreneurship, at all levels. Our children have a variety of social and educational backgrounds. They
face obstacles of communicating effectively in the language of the country they live in. Student
wellbeing is a priority for us. The need to be more inclusive is a concern and motivation to prevent
leaving school early so we decided that the best is an exchange of good practices, as all 6 schools face

the same problem: social inclusion.

Back then, in 2019, all 6 partner schools had a need for educational intervention to keep up to date
with the latest methods and best practice in European Education and social inclusion through
digitalization, gamebased learning, robotics, integrated science, arts and mathematics with digital
devices (STEAM).

The Project created a European dimension and promote global citizenship. Over 2 years, we
shared the good practice in order to improve the gquality, continuous training of teaching staff by
organizing 2 short term joint staff training events. The 2 short-term exchanges of groups of pupils
ensured a better language competence and ICT competencies. They gained socio-cultural
knowledge of the partner countries and become more confident, resilient global learners.

Our project was inclusive to all ages, ability, and gender including children with disadvantaged

backgrounds and/or special needs. We aimed to better language fluency, particularly in English


https://ec.europa.eu/commission/priorities/deeper-and-fairer-economic-and-monetaryunion/
http://ec.europa.eu/education/news/20150316-paris-education_en
http://ec.europa.eu/education/policy/strategicframework_en

Achieved Objectives:

1.Using non-formal education methods we improved language competences, ICT skills
and relationship skills in our pupils from 6 partner schools from Bulgaria, Croatia, Italy, UK,

Romania and Turkey during 2 short-term exchange of groups of pupils and Project’s activities.

2.Using structured courses during staff training mobilities, we taught 24 teachers from 6

partner schools from Bulgaria, Croatia, Italy, UK, Romania and Turkey with 15 effective methods of
interactive teaching and learning based on web tools 2.0 and robotics; phenomena based learning
and inquiry based learning, essential tools for delivering 21st century lifelong teaching and learning

strategies and aiming to develop skills of critical thinking, problem solving and research techniques.

3.Using non-formal education methods focused on social inclusion activities we developed
the international dimension of 6 partner schools from Bulgaria, Croatia, Italy, UK, Romania, and

Turkey by participating in this Project.

4.Using non-formal education methods we ensured an inclusive educational atmosphere in 6

partnership schools participating in this Project an communicating though a variety of media.

Methodology
Research, experiments, teamwork, kinaestetic learning approach, phenomenon and inquiry based

teaching and learning, discussions, cultural visits, design and making, acting, mobilities.

Results

- Increased motivation by 20% to learn English in 4000 students and 250 teachers from the 6 schools
- 4000 students and 250 teachers developed ICT competences by 20% (learning about robotics,
programming, web tools 2.0, PPT presentations, creating project materials, Scratch, web design,
survey monkey, making videos, training and sharing information and expertise with staff from other
schools, scientific investigations and other STEAM related tasks)

-Social integration and civic involvement: during 2 short term exchanges of pupils and Project
activities, 4000 pupils learnt how to respect, tolerate and integrate with each other

Entrepreneurial abilities: during 2 short-term exchanges of pupils, all 6 partner schools organised a
local fair and promote their country and its produce. PBL promotes skills required to be young

entrepreneurs.



The tangible results

Project website, TwinSpace, a Guide for Teachers, Padlets, lionoits, postcards, Project Logo, articles in
media, posters, leaflets, schools’ website, Erasmus+ boards, rollups, brochures, testimonials,
eTwinning Clubs “Prepared for Future. Prepared for Life” in all partnership schools, folders with best

practices/ learning scenarios learnt during this Project,surveys, greet- meet videos.



CHAPTER 1

TRAINING MATERIALS

STEM vs. STEAM

Technology is driving transformation and innovation in all aspects of our lives. It is our duty, as
educators, to keep up with it, so our students will benefit from it.

Computers, smartphones, and Al became part of our existence. The modern technology helped
improve our education, daily activities, and much more. However, there remain certain soft skills a
computer simply cannot replicate in the workplace: teamwork, cooperation, creativity and adaptation
to change, emotions, etc. For the jobs of the future, “Proficiency in the arts will be particularly
important to engineers and computer scientists in emerging industries, such as themed experiences,
gaming, and simulation and training,” explains Ali P. Gordon, Ph.D., an associate professor in
mechanical and aerospace engineering at the University of Central Florida. “Programmers and
engineers are increasingly teamed up with artists to co-develop software, products, renderings and

more.”

As a result, education professionals have developed the acronym STEAM (science, technology,
engineering, art and math), leading many to assess STEM vs. STEAM, their merits, and their

application in the professional sphere.

What Is STEM?

STEM-focused curricula aim to equip professionals with the skills and knowledge necessary to
compete in a global economy across the disciplines of science, technology, engineering and math,
as well as subspecialties such as statistics, biology, psychology, economics, agriculture and

aeronautics.

While STEM jobs contribute to advancing the economy through innovation, rapid technological
changes continually create demand for new jobs within the STEM field, making some previously
required skills and tasks obsolete. As such, STEM represents a dynamic set of fields, and it is
important for students to gain subject-matter knowledge while also developing the flexibility and well-

roundedness needed to adapt to changes as they occur.



What Is STEAM?

These changes, as well as the growing emphasis on soft skills across industries and roles, are creating
the need for curricula that integrate STEM with the arts. According to The Conversation, creative
skills and knowledge of the arts, such as design, writing and history, help STEM employees solve

problems in more innovative ways.

By integrating the arts into STEM, STEAM-focused curricula incorporate the study of the
humanities, language arts, dance, drama, music, visual arts, design, new media and more. The
2019 LinkedIn report notes that creativity, persuasion and collaboration are the top three skills

companies seek in prospective employees.

What Is the Difference Between STEM and STEAM?

When looking at STEM vs. STEAM, the difference lies in the way they approach scientific concepts.
STEM focuses explicitly on the hard scientific, technological, engineering or mathematical skills to
drive progress or create a new concept. In STEAM curricula, per The Conversation, students leverage

both hard and soft skills to solve problems.

For example, STEAM encourages collaboration to understand a STEM concept. By integrating
concepts and practices of the arts, STEAM uses tools such as data visualization or fine art imagery to
deepen one’s understanding of science, math and technology. It is a out-of-the-box thinking is that
leads to create new products using 3D printers or distill complicated data sets into easy-to-understand

formats, such as infographics.

Digital STEAM. Teaching integrated science, arts and mathematics with digital
devices focuses on pedagogical use of tablets in STEAM lessons, both in-class, science museum and

outdoors settings.

This LTTA for teachers covers: apps covering different content and activities to support learning,
communication and self-assessment, best practice approaches and practical examples for using
mobile devices, tablets, laptops, and PCs in lessons and education, responsible and safe use of digital
devices and new media, creating interactive materials for classroom use, designing, planning and

writing sample units of work or lesson plans that deploy the digital devices and more.
e web 2.0 tools: 3D Designing Tools. Printing 3D. Virtual tours, music/collaboration tools
e Communicate, Collaborate, Build Engaging Learning Experiences

e Geometric Art in nature/ human products



e Using Geometric Art in Industry (textile, furniture, publishing etc). Making Geometrical art
products

e Programming Geometric Art. Basic steps in programming language LOGO.

The added value of this training is that it offers app search/store possibilities, experience in the
tablet/apps use exchange, innovation in methods and approaches while using the m-devices, and

implementation of them into daily activities in teaching and learning.

The training event methodology - creating an output by working individually or in groups on a
concrete product to be used in your own school, such as creating lesson plans, learning scenarios, and

educational activities.

Responsible and safe use of digital devices and new media

- Brainstorming

ﬁ THINK u #THINK

www.preventingcrime.ca/THINK

9



Basic steps in programming language LOGO: from beginning to Geometrical Art

How to program geometrical art in programming language LOGO?
BASIC
FD — forward
BE — backward
RT —right
LT —left
C5 — clear screen

With each command must be number written, e_g. BT 50.

Example 1: Example 2: Example 3:
FD 50 RT 20 FD 50 RT 120 “H.H FD 50 RT &0
FD 50 RT 20 FD 50 RT 120 R\\\ FD 50 RT &0
FD 50 RT 20 FD 50 RT 120 ’f_f,a-"f* FD 50 RT &0
FD 50 RT 20 F,.f’f FD 50 RT 60

FD 50 RT 60
Turn left or right in regular shapes: 360/number of comers FD 50 RT 60

Easier programming regular shapes with loop REPEAT:
Example 4: REFPEAT 4[FD 50 RT 30]
— write it in Edall: TO SHAPE N :D
C5
REPEAT :MN[FD :D RT 360/:N]
EMD

- after File - Save and Exit run program with numbers -N (how many comer shape has) and D (how
long side of shape is) e.g. Shape 5 75

- try few times with different numbers

EASY GEOMETRICAL ART

Task 1: Make a program according to rules: ,rth
\ "y

- name of the program is ART1 h (’.f" A
e Fy

- the basic shape is a square with side long 50

- there are a total of & sguares properly arranged in a circle )-")‘
L

- the squares touch at one common point, the starting point of the drawing

10



Solution:

TO ART1

C5

REPEAT G[REPEAT 4[FD 50 RT 90] RT 360/6]

EMD

Task 2: Add some colour

- use command SETPC RANDOM number

- add this command in your ART1 program

TO ART1

C5

REPEAT G[SETPC RANDOM 10 REPEAT 4[FD S0 RT 90] BT 360/8]

EMD

Task 3: BE CREATIVE (3)
- implement what have you learmned and make beautiful creative geometrical art
Sugsestions:

- use Example 4

- use random colour

- use different number of shapes

- try to move shape before rotating it

- if you wizh to add some crcles, command is CIRCLE number

- upload best drawing you can into a Padlet

Try some examples from: http://www.mathcats.com/zallery 1 Swordcontest html

11



web 2.0 tools: 3D Designing Tools

http://www.sketchup.com/

@ Trimble Buy SketchUp Signin

a SketchUp Products ~  Plans &Pricing v Industries v Resources v

Try SketchUp

Where great ideas get to work

Design delightfully. Collaborate clearly. Build better buildings.

Try SketchUp

SketchUp is a 3D modeling computer program for a broad range of drawing and design applications-

including architectural, interior design, industrial and product design, landscape

architecture, civil and mechanical engineering, theater, film and video game development.

The program includes drawing layout functionality, surface rendering in different "styles", enables

placement of its models within Google Earth.

https://www.sketchup.com/products/sketchup-for-schools

What is SketchUp for Schools?

SketchUp for Schools is the core SketchUp modeler
now available in a web browser for any Primary or
Secondary School signed up with G Suite for
Education or Microsoft Education.

663 Integrated with Google Drive and Microsoft
OneDrive

Q Works on Chromebooks or any Internet-
connected computer

@ Available through the G Suite for Education
Apps Marketplace or the Microsoft Education

12


http://www.sketchup.com/
https://en.wikipedia.org/wiki/3D_modeling
https://en.wikipedia.org/wiki/Computer_program
https://en.wikipedia.org/wiki/Architecture
https://en.wikipedia.org/wiki/Civil_engineer
https://en.wikipedia.org/wiki/Mechanical_engineering
https://en.wikipedia.org/wiki/Video_game_developer
https://en.wikipedia.org/wiki/Google_Earth
https://www.sketchup.com/products/sketchup-for-schools

The platform offers 3D for printing from its sketches for different levels (beginner, intermediate
or advanced). Here are some videos:

Printing from SketchUp - Square One - YouTube

3D Modeling for Geometry Class (Beginner) - YouTube

=

3D Modeling for Math Clas: 3D Maps in Geography Clas ne Design in Language Arts

Model a Cell for Science Class Set Design for Theater Class Build a Birdhouse for Shop Class

To start modelling, you will need to install the program.

There are also communities https://blog.sketchup.com/ and

https://forums.sketchup.com/c/developers/12

to discuss your ideas.

Fripay
yoda nEw pla.gocode
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https://www.youtube.com/watch?v=RgQmNYBVrp8
https://www.youtube.com/watch?v=N3XMRgNXr2U
https://blog.sketchup.com/
https://forums.sketchup.com/c/developers/12
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glﬂlm AUTODESK
CIA|D) TINKERCAD

TINKERCARD

https://www.tinkercad.com/

Tinkercad is a free, easy-to-use web app that equips the next generation of designers and engineers

with the foundational skills for innovation: 3D design, electronics, and coding.

Gallery Blog Learn Texch C

@on .
AUTODESK
K[E ,
B TINKERCAD .

From mind to design in minutes ‘ F
ation of designers and
) !

O communt ity of 35 Fast, free, easy to Loved by educators
@\' miltion use worldwide
'
/

Safeguarding your privacy is fundamental to our mission. Learn how we protect student data in our

Privacy and Security Statement

Tinkercad is a free-of-charge, online 3D modeling program that runs in a web browser. Since it
became available in 2011 it has become a popular platform for creating models for 3D printing as well

as an entry-level introduction to constructive solid geometry in schools.

1[N}
AUTODESK
: TINKERCAD Gallery Blog Learn Te

Unleash your imagination with these easy steps

1. Place

2. Adjust

3. Combine

QB i
8
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https://www.tinkercad.com/

Tinkercad uses a simplified constructive solid geometry method of constructing models. A design is
made up of primitive shapes that are either "solid" or "hole". Combining solids and holes together, new
shapes can be created, which in turn can be assigned the property of solid or hole. In addition to the
standard library of primitive shapes, a user can create custom shape generators using a built-

in JavaScript editor.

é AUTODESK
AlD] TINKERCAD

Gallery Blog learn Teach (

Meet the building blocks of innovation

3D Design Electronics »ding

Get started with 30 Design

]
0 AUTODESK

: TINKERCAD Gallery Blog Learn  Teach

Meet the building blocks of innovation ‘
(ao)

sigr Electronics  Codinc AR %
its. From blinking your first LED to reinventing n 2
you the ropes ( €5 and buttc “
allllalllllallllla Il
7

Get started with Electront

Gallery Blog Learn Teach

E[R] &
AlD] TINKERCAD

Meet the building blocks of innovation

D Desigr Electronic Coding

for yo Ut based code to
Get started with Coding
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TINKERCAD

Meet the building blocks of innovation

3D Design Electronics Coding AR

Get the Tinkercad 1Pad App

G O hitps//wwwiinkercad.com/leamy/desian QB T @

1o
;E ::;‘T&%ES‘; Classes  Gallery Biog Learn  Teach
Learn how to Tinker

Sharpen your design and making skills

3D- Starters Lessons Projects
Starters define basic 30 desig ons, o relevant Lessons to develop your skills
Drem—nt B o o . o =
2 88 g L] L] ‘
. e o>
®« «
Y 4
Race T Viewn: o 1 Rotte
Next steps:
30 print your design Order your 3D prints online Laser cut it
=
-|mmeoeAa A - a e A

It offers free 3D Printing saples.

Shapes can be imported in three formats: STL and OBJ for 3D, and 2-dimensional SVG shapes for
extruding into 3D shapes. Tinkercad exports models in STL or OBJ formats, ready for 3D printing.

The Topaz Crown v w S

cesign by
C‘ The Tinker Dragon
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To download the 3D printing, you need to create an account.

https://www.tinkercad.com/things/38GPH8elL_3sP

Press the button Donload for 3D Printing. An archive will be downloaded, it a file obj.mtl (you need to
install .mtl previously ), and a 3D Obiject file tinker.obj opened by the help of 3D Viewer. You can edit

it, then use it.

Environment & Lighting

Themes

(v > -

a odn dm
qu .

Load settings

Light Rotation

: // 0: \>
\

-~

Tinkercad also includes a feature to export 3D models to Minecraft Java Edition, and also offers the

ability to design structures using Lego bricks.

' Fle Edt Tooks View Holp 6P 30 beary @) Mixed reslity @) OFf _
: ¢ B A AoBCcOd ‘
Stats & Shading
T
Mesh Data
Triangles 572.506
Vertices 77518
— UV Set 0 Ne
WV Set 1 Wl
= Vetex Colors Ne
B Matesini 05 ﬂ
Texture Data
Albedo 0
Normal 0
(==
Specular/Metallic 0
Gloss/Roughness.
@ Quick Animations

It offers free coding samples:
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https://www.tinkercad.com/things/38GPH8eL3sP

SNOWFLAKE https://www.tinkercad.com/codeblocks/qCyyP4FV36E-snowflake-da-barbie-poli-
pocket

https://www.tinkercad.com/codeblocks/edit?doc=11VVOC8KqlrZ

o Mew Otect oo +

ot [l @@ < von e e @ e osnce) QD W

!wu B0 <0 0 o @roron @
| T PR R S ——"—

| x
!

You can create your class

When needed, it offers support
https://blog.tinkercad.com/

c log tnkwreadcom v DG

B arooesk
| Gy W len e O o wor

From Mind to Design in Minutes
Inspiration  secoen

ECORATE |
A 4
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https://www.tinkercad.com/codeblocks/gCyyP4FV36E-snowflake-da-barbie-poli-pocket
https://www.tinkercad.com/codeblocks/gCyyP4FV36E-snowflake-da-barbie-poli-pocket
https://www.tinkercad.com/codeblocks/edit?doc=1IVOC8KglrZ
https://blog.tinkercad.com/

LESSON PLANS & LEARNING ACTIVITIES:

Start Simulating

Let's learn how to test a

circuit design with the

simulator!

Click the Start Simulation Button

Instructions

1.Click on the Start simulator button located at the right of
the toolbar.

2.Continue to the next step

1
P Start Simulation
Congratulations - you simulated your first circuit!
*Use the simulator to test your circuit design at any time.
*If you want to simulate other pre -made designs, check out the

Starter Circuits, which you can find by clicking the "+
Components" button and then selecting the "Starters" tab.
Continue onto the next lesson to learn how to edit component
properties in Circuits.

Tinkercad Learning example:

CREATE YOUR OWN AVATAR https://lessonplan.prd.tinkercad.com/assets/2021-04-
29T16/edc72c23.pdf

20


https://lessonplan.prd.tinkercad.com/assets/2021-04-29T16/edc72c23.pdf
https://lessonplan.prd.tinkercad.com/assets/2021-04-29T16/edc72c23.pdf

APPS TO CREATE ONLINE MUSIC

cdrumbit

online drum machine

https://drumbit.app/

A very easy to use drum machine

It is a web based drum machine, made with HTMLS5 and it is compatible with all modern browsers. It
aims to be a very easy to use drum machine, offering means to put together a drum beat very quickly

and in a very intuitive way.

With drumbit you can choose from various drum Kits, apply filters and room effects, change individual
volume and pitch of the samples in a track and control the left-right distribution trough panning. When
you're done creating your amazing drum pattern you can save it for later editing or record it as an
audio file.

You can share your patterns with other users on drumbit Club, join the drumbit Facebook Group or get

news about the latest developments of drumbit subscribing the Newsletter.

2y -

Irumbit.app

drumbit

21


https://drumbit.app/
https://drumbit.app/
https://drumbit.club/
https://www.facebook.com/groups/drumbit/
https://drumbit.app/about/

&) BandLab.

https://www.bandlab.com/

BandLab — a free online Cloud Digital Audio Workstation (DAW) tool for creating music and
collaborating with other musicians. It works in a browser or with a standalone app.[21] Bandlab
includes BandLab Albums, a digital distribution tool for musicians, allowing them to also create
exclusive content for listeners such as demo tracks and behind-the-scenes videos. The tool also
includes BandLab Live, a livestreaming feature.

Pt o ey e (R

v

The Future of Musiz_

Here Today. ‘ ¥ f\

)

> @ @

;| m A a o

Create an account. Follow the easy steps. Create your music.

Tell Us More About You
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https://www.bandlab.com/

Click the red button + Create

e bandiobucom
HBandlab % m @ txplore ¥ Ubeaty s o @

Trending All Gonves People to Follow

Fs Anisoara Nita
i‘ @ 9 m
4] o 4 0 Matt Cab ©

Latest Headlines
a VIISVSIAV. MICHASL

000 0

ows
[ e } e
out at Kim his beef with
Kardashian on Tekashi 6ix9ine

- Woyo1Dj drestound  grmy  pew song with on new Cordae
The Game, Eazy’ album

xid stylev's Shaw

- -

@ Bandlab ©

©

Choose New Track

New Track

Volce/Mic

Instruments ’

. Drum Mocine Guttr

§

mn T
ll" Sampler ‘

+J3 tmport Audio/MIDI

New Project

0 Bit  Fle Edit Tools s Holp
Lowt Savedt never

wiallc Snop e rd g T TS
Link Zoom
+ Add Track

dio/MIDI file

@ 1 Am Snow Angel

Quantize MIDI rex @ Deep Disco Vol. 2

MIDI Overdub

Good luck creating your music!
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Creating your virtual tour

http://www.vtility.net/

Vtility is an online virtual tour software for creating online virtual tours. You can design
your virtual tours online, for education without any special equipment or software
packages. This app offers virtual tours on mobile and tablet friendly and based on cloud.

In order to use the app, you need to have pictures of your school, and upload them to
create your virtual tour. Follow the steps given. Add the arrows.

X Building Division - Il floor stairc: X | 4

e | www.vtility.net/virtualtour/statybos-sektorius-clone#!s/8

The virtual tour of a school frame by frame:

o ’D Virtual Tour Software X | [ wwwtity.netvirtuattour/desic. X | 4

= t
C A Notsecure | wwwtility.net/virtualtour/designer/statybos-sektorius-clone s o @ 4

P2 | ot i B N

t & @

A Your changes won't take effect to this virtual tour. You can create your own virtual tours to be able to modify it

iI[DDg‘,g A ROU B )W



MAKEVT
http://www.makevt.com/

An easy way to create and publish virtual tours. Based on KRpano and free.

#p5://makevt.com

(%) MAKEVT RS CUSTOMDESGN  PATRORM  HELP

MAKEVT

Try for free!

Upload panoramas Create hotspots Publish & share

Upload spherical or cylindrical panoramas

+ Notsecure | hitpsi//makevt.com/tor

() MAKEVT

Assistant
TOUR EDITOR
Simple stps to creating awesome tour

1. Name Your tour: [F-ens e

2 Upload Your panoramas or images

< 2
Spherical Cylindrical ™~ Flat

The me Ushually mob

ture oyt

Ordnary photo
in high defintion
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STEPS
A. Recording Your Tour
1. You'll need a camera which can shoot 360° panoramic footage, and a tripod for the camera.

2. The camera must be able to work remotely, controlled via a remote or an app on your
smartphone so as to avoid capturing you in the shot.

3. Position your camera. Place the camera in the first room that you want to shoot, making sure to
position it in the best location to capture the largest part of the room.

4. Make sure your tripod is level.
5. Turn on and connect to the camera. (Bluetooth. Wi-Fi).

6. Take a panoramic shot. Step out of the room in which you're shooting, then use the remote
control or the app to record a 360° take of your selected room.

7. Shoot the rest of the scene, a maximum of 25 photos.

8. Move the photos from the camera to your computer.

B. Creating Your Tour

makevt.com

1. Open the MakeVT site. Go to https://makevt.com/ in your computer's web browser.

2. Click Try for freel. This blue button is in the middle of the page.
3. Create an account and sign in.
4. Click CREATE NEW TOUR. You'll find this option on the left side of the page.

5. Enter a name for your tour. In the "Name Your Tour" text box, type in whatever you want to

name your virtual tour, then click Rename to the right of the text box.

26


https://makevt.com/

6. Upload your photos. Do the following:
e Click Upload panoramas under either the "Spherical” or "Cylindrical" heading.

e Hold down Ctrl (Windows) or 38 Command (Mac) while clicking each photo you want

to upload.
e You can upload a maximum of 25 photos at 20 megabytes apiece.
e Click Open.
e Wait for the photos to finish uploading.

7. Scroll down and click Go to the Hotspot Editor. This blue button is near the middle of the page.

TOUR EDITOR HOtspot eaitor

4
LT,

-

8. Select the first scene's panorama. Click the panorama from the first room you shot on the left

side of the page. This will open it in the middle of the page.

New hotspot Click the @button @ Click on the panorama @ Click the & button

Polygon hotspot:  Click the  button @ Click on the panorama 3 times or more @ Click

9. Create a link to the next scene. In order to create a link to transition from the first room into the

next one, do the following:

Click +. Click once the panorama. Click v/
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Click an indicator shape (this is what a user will click to move to the next scene).

Click the "Select type of hotspot" text box, then click Transition in the drop-down menu.

Click the next scene's panorama in the "Select the destination panorama™ section.

Scroll down and click Save.

10. Link the rest of your scenes. You'll do this in the same way in which you built the link from the

first room to the second one. Once you've completed this process, you can proceed.

C. Publishing the Tour

1.

2.

Click View, Share, & Export. It's a link on the left side of the page.
Click Publish and view the tour. This blue button is in the middle of the page.

Open the virtual tour. When it appears, click the click on this link link in the text below

the button.
Run through your tour.

Add the virtual tour's link to other pages.
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Communicate, Collaborate, Build Engaging Learning Experiences

https://qraasp.eu/

Communicate,

Collaborate, Build
Engaging Learning
Experiences

Digital Education Platform

Spn | Sy

29

Graasp is well integrated with the app
framework of the Go-lab project, i.e. the user
can directly select an app. However some
apps require that teachers do something

beforehand.

It is a social learning platform. It supports
collaborative learning, inquiry learning,
using online labs, knowledge management,

creating personalized spaces. Graasp is also
part of the go-lab project


https://graasp.eu/
https://edutechwiki.unige.ch/en/Go-lab_project

SRS

aasp is well integrated with the app framework of the Go-lab project, i.e. the user

 — ‘ learning environment (PLE) or a structured
Investigation 3

Users can create either an empty personal

one enforcing inquiry learning scenarios and

New App from R referred as an Inquiry Learning Space (ILS).

Typically, an ILS is created by a teacher who

then can invite students.

Concept Mapper

1 Graasp has built-in templates to

Digital embroidery process

; support inquiry learning, e.g. the Pedaste et al.

Concept Mapper

7 = framework, in which inquiry learning is

& organized in phases: Orientation,

;@f Conceptualization, Investigation, Conclusion
4 - rEETTT and Discussion. Each of these items can be
. e filled with sub-items, i.e. "spaces” (aka

folders), documents with a page editing tool,
attach files, attach links, attach apps, create an

ILS, create discussion forum.

Source of image: Graasp - EduTech Wiki
(unige.ch)
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https://edutechwiki.unige.ch/en/Personal_learning_environment
https://edutechwiki.unige.ch/en/Personal_learning_environment
https://edutechwiki.unige.ch/en/Inquiry_learning
https://edutechwiki.unige.ch/en/Inquiry_learning

Geometric Art in nature/ human products

http://loki3.com/flex/index.html

Flexagons are fascinating origami-like puzzles. They can be created from a piece of paper by cutting,

folding and pasting.

Here is an example: When put on a 3-sided silver octaflexagon, all the rows, columns and major
diagonals in the following magic square sum to 222, even after flexing. A flex mirrors each of the four
smaller squares along its diagonal and rearranges them, so most magic squares wouldn't survive in this

environment.
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http://loki3.com/flex/index.html

To make a magic octaflexagon, click on the following image to get the full-sized version. Print and cut

out.

After cutting it out, also cut along the two dashed lines. Pre-crease along all the gray lines. Find the
two numbered squares connected by only a single edge and fold them backwards and paste in place.
You should see two pairs of adjacent triangles with three squares on them. Fold these adjacent
triangles face to face. Fold the two pairs of adjacent triangles with a single square in the corner back to
back. You should now have a large square, with all the numbers on one side. Tape the extra flaps down

to finish the flexagon.

To flex the flexagon and rearrange the numbers, start from the numbered side and perform a pinch
flex, similar to what you can do on a hexaflexagon. Fold the four diagonals into valley folds and the
four lines between the squares into mountain folds. Bring the four corners together in the back and
open up the center. This rearranges the numbers, but all rows, columns and major diagonals still sum
to 222.

==
O
N
w
W
®
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http://loki3.com/flex/hexa.html

Making geometric line art —

simple drawing using pencil and colour expression and tools

bomomo.com

l - - - -
- It is an online tool in which users can use
s their imagination and create pieces of
[5¢ ncrmse XA cound
[& 5o coie X5 ored

abstract art while moving the mouse

around as they please. This is not an art

program that you use when you already
e =S have an image in mind, everything
happens in the present moment and this

IS what it makes it unique and very fun.

This art program does not have an erase option, just a clear. Although correcting mistakes is possible,
as there is a permanently white brush. The user does not choose the colours. They are randomly

selected, and usually change. Drawings can be saved in jpg format.

http://www.happydaric.com/lite-brite/

Lite-Brite is a toy that was originally marketed in
1967. It consists of a light box with small colored
plastic pegs that fit into a panel and illuminate to
create a lit picture, by either using one of the included
templates or creating a "freeform™ image on a blank
sheet of black paper. There are eight peg colors: red,

blue, orange, white (clear/colorless), green, yellow,

pink, and violet (purple).
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http://www.happydaric.com/lite-brite/

https://thisissand.com/

http://weavesilk.com/

In the event that pegs were lost or damaged, Hasbro
provided refills and/or new colors. Color-by-letter
templates were sold with the set so that children could

create characters including Mickey Mouse, Scooby-

Doo, My Little Pony, and Transformers among others

Thisissand was created in
2008 as a website. It was a
school project of a few art
students from Finland, and to
a surprise for the creators it
attracted lots of visitors for

years to come.

P Sy Y  SRgeesw )|
In 2012 Thisissand was

developed into an app and is
still run by one of the original
creators. It offers different
kinds of tools for choosing

the sand color.
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https://en.wikipedia.org/wiki/Mickey_Mouse
https://en.wikipedia.org/wiki/Scooby-Doo_(character)
https://en.wikipedia.org/wiki/Scooby-Doo_(character)
https://en.wikipedia.org/wiki/My_Little_Pony
https://en.wikipedia.org/wiki/Transformers
https://thisissand.com/
http://weavesilk.com/

Weavesilk--Generative Art,
also known as Silk , is an
Amazing free online art
tool that allows you to

create colorful digital

drawings. Silk was made
by Yuri Vishnevsky, with
music and sound crafted by

Mat Jarvis.

3D PRINTING (training material)

-from file to Yoda-

Why FDM 3D printing?

FusedDepositionModeling,alsoknownasFDM3Dprinting,isanaffordable3Dprintingtechniqueandanexce

llentchoiceforquick,low-costprototyping.

FDM materials

Fused deposition modeling ( is also known as fused filament fabrication ( an additive
manufacturing process In FDM, an object is built by selectively depositing melted material in a

predetermined path, layer by layer The materials used are thermoplastic polymers, which come in a

filament form.
How does FDM work?

The FDM fabrication process works by first loading a spool of thermoplastic filament into the printer
Once the nozzle has reached the desired temperature, the filament is fed into the extrusion head and
nozzle, where it melts.
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The extrusion head is attached to a three axis system that allows it to move in the x y and z directions
Melted material is extruded in thin strands and deposited layer by layer in predetermined locations,
where it cools and solidifies Fans can be attached to the extrusion head to accelerate the cooling.

To fill an area, multiple passes are required, similar to coloring in a rectangle with a marker. When a
layer is finished, the build platform moves down (or in some machine setups, the extrusion head moves

up) and a new layer is deposited. This process is repeated until the part is complete.

Support filament

Main filament
Extrusion head

V

Filament spools

Build platform

Printed part

Support structure

1. The base STL file
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7. Infill settings

=
al
53
x

=
o

el

The internal geometry of FDM prints

To reduce print time and save on material,
FDM parts are usually not printed solid
Instead, the outer perimeter called the shell
is traced using several passes, and the
interior called the infill is filled with an

internal low-density structure.

8. Material settings

Ultimaker
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Work in progress

Finished product

speed
T Travel
% cooling
& Support
¥ Build Plate Adhesion

A Experimental
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What are the advantages of FDM 3D printing?

v" FDM is the most cost effective way to produce custom thermoplastic parts and prototypes.
v' Lead times are short (typically a few days) due to the ubiquity of the technology.

v A wide range of materials is available, suitable for both prototyping and some functional

applications.
What are the disadvantages of FDM 3D printing?

+«» FDM has the lowest resolution compared to other 3 D printing technologies, so it is not suitable

for parts with very small details.
% Parts are likely to have visible layer lines, so post processing is required for a smooth finish.

May
the
Force
be
with

you!
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LEARNING SCENARIOS

INFORMATION TECHNOLOGIES AND SOFTWARE COURSE DATLY
LESS0ON PLANS

GRADE 5th class

PROBLEM S0LVING AND PEOGEAMMING

TOPIC Geometrical shapes

Develops algorithms with decision structures.
TARGETS
Creates algorithms with leop structure.

TIME 40+40 minute

AMATERIALS TUSED: hitps://code. o1z , scratch

1. It will be announced that bleck coding practices will continue.

2. It is explained that this week, activities for decision cycles will be

made using the scratch program.

3. 3. The “repeat command™ required for loops 1s mentioned. It s
noticed that the codes placed in the repeat block are repeated as
nmich as the number of repetiions.

4. 4 For this, the square shape with 4 sides of equal length 13 used._ It is

shown that when this funetion 15 repeated 4 times with 20 degree

angles after drawing one side of the square. a square will be drawn in
the middle.

5. Ask the children what will happen if the number of repetitions is

mereased i the square drawing codes? With the feedback received,

it is evaluated whether they understand how the code works.

6. 6. Similarly, they are asked to find the codes required to draw
equilateral tnangles themselves, based on the square drawing codes.

7. 7. With this activity, besides the coding knowledge, the basic
knowledge that the students leamed in the mathematics lesson is

COURSE WORKING: reinforced

8. B Work is done with the students to determine the necessary codes

and repetition numbers for rectangle and circle drawing.

Ll

0

L I
N/
WV

ASSESMENT AND Parficipation of the students in the activity will be observed.
EVALUATION :




PLAN1

CLASS 5th class
FROBLEM S0OLVING AND PEOGEAMMING
TOPIC Eeep a number in mind
Develops an algonthm for solving the problem.
TARGETS Debugs by testing an algorithm.
Develops algorithms with decision structures
TIME 40+40 minute
MATERIALS USED: hitps://code org , scratch
1. 1. Inteday’s lesson, students are motivated by saying that they will
make a game using the scratch program.
2. 2. Ttis stated that the competition is about numbers and it is a game
that we play a lot in daily life.
3. 3. The person playing this game will play against the computer.
4. 4 Inthe Scratch program, students are asked to choose a character
for this game.
5. 3. The character we choose will keep a number between 1 and 50 n
mund and will ask us to find this number as soon as possible.
. 6. Before creating the necessary game for this, they will be asked to
write their algonithm.
1. first number = 1, last maumber = 100
2nd guess = guess randomly between first number and last number
Did I know number 37
COURSE WORKING: if yes write mumber known - finish

ifno

{

—-Is the number you hold greater than your guess?
—- 1f yes, first Num = guess

—- 1f ne, last mumber = guess

go to line 2

}

. 7. Students who write the algorithm create the appropriate code and

apply it. When it is wreng, it is asked to find out whether the error is
from the algorithm or the code. Comecting the error m the algonthm
1s requested to apply.
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Ee=al | kgl a number bebaean -5 in my mind, quess what™ JE g Ea T
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Participation of the students in the activity will be observed.
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LESSON PLAN

FARTI
LESS0ON Englizh Langnaze
GRADE 5
NAME OF THE UNIT / :
NUKIEER i
LANGUAGE SEILLS AND | ... e
LEARNING OUTCOMES sing pressnt tense in daily activities
DURATION 4020
FART IO
1. 5tz will be able to identify the strocture of *"Simple
- - Presenf Tensa™,
Language skills and learning ouicomes 1 5t will be able to make sentences with **Simpls
Present Tense™
E;Ht do you do every get up, wash, have breakfast,
CR . l=ave homes, geton, gt off
Functionsf Useful Langnages _‘i'.']m: do you have a by, study, amive, slesp,
preakiast? have hunch, have dinn
What time do vou zet Ve e Ve GLIREL
up? SOk waich TV, goio bed
Teachmg techmgues Cuestion answer, Brainstorm
Malernls 5is Book, Mobile compuiers
1. Give examples about daily activies swch as “Gret up.
wash, have breakfazt. leave home. gat on, get off.
Teaching and Learning Activites %@;Dﬁiﬁﬂp' have hmch, have dimmer, watch
¢ Wamup 2. Want 5t to use Wordart web 2.0 tool to create their
% Motivation OWL piciure using the werds they know aboat daily
4% Scapnimgz ronines.
% Activities in peer 3. Print their pictares and hang the on the netice board.
B 4. Want them to write some senfences nsing the words
4 Activifies in FToap they pichared.
% Summary 5. Ask sach other about their daily activities.
6. Write the most inferesting sentences they make on
the board.
PART I
Ak st3 some questions
Evaluation a2 What do you do every day?
b. What do you have at breakfast?
c.  What time do you get up”
Want sts to create their own imaginary chamciers in
FROJECT pixton/bitmei and make them speak about their daily
ronfing
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EMGLISH LESSON PLAM

4040 / 40 min. (3
GRADE 5" Grades TIME/DURATION es) / l:
UNIT 5
TOPIC HEALTH
Listening
LAMNGUAGE ES.5.L1. Students will be able to identify commaon illnesses and understand some of the
SKILLS AND suggestions made
LEARNING 58 '
OUTCOMES

E5.5.12. Students will be able to understand simple suggestions concerning illnesses.

Suggested Vocabulary
have a
Making simple suggestions backache/headache/toothache/ pain/ache
stomachache hurt
FUNCTIONS & —You should stay in bed. cold illfiliness
USEFUL
LANGUAGE: — Have a rest. cough medicine
—5Stay in bed. dentist pill
—Wisit 2 doctor. faint sneeze
—Take your pills. faver sore throat
flu syrup
vitamin
Contexts Tasks fActivities
Cartoons Drama (Role Play, Simulation, Pantomime)
Conversations Games
Suggzested
Contexts, Lists Information transfer
Tasks )
Posters Matching
Songs Questions and Answers
Videos True/False/No information
ASSIGNMENT | Assignments
&
EVALUATION

= Students keep expanding their dictionary by including new vocabulary items.

-
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e Anexample animated movie will be shown to the students.
Students will be asked to make an animation about this topic. Students will
come together and prepare their own story animations on the scratch program
and will be shared with the class.
. I'_!ttgs”:/_vlscratch.mit.edylproi_ects 651335270/fullscreen/
I RO SRR
m‘mwmmmm
Marpe 1 Engar St
s

Nargrs €78
Joocte | Agperpe SEN

Science Lesson Plan

Lesson Science
Class 5
Topic Changes of state of matter
Time 407 +40°
BoLUM I

Student Achievements [ | 3-1- Regarding the state change of matter, students;
Goals and Behaviors

3.1.1. He conducts experiments that show that substances can change state with the effect of heat, and
makes inferences based on the data he has obtained.

Pattern

Umit Concepts and | Melting, evaporation, defrosting, phase change, solid, liquid, gas...
Symbols/Behavioral

Teaching-Le

Methods and Techniques

aming- Question and Answer, Invention, Research, Demonstration, Analysis, Experiment

Educaticnal
Used-Tools,
Bibliography

Technologies | Textbook, poster, projection, helpful video resources, bone-related images, Canva
Materials and | (worksheets prepared with web 2.0 tool)

Summary

CHANGES OF STATE OF SUBSTANCES
Substances exist in three states as solid, liguid and gas.
= Melting solid into liquid state; The transformation of a liquid into a solid is called freezing.

= The transformation of a liquid substance into a gaseous state is called evaporation, and the
transformation of a gaseous substance into a liquid state is called condensation.

= The direct transition of a solid substance to the gas state without passing the liguid state is
called sublimation.

We can summarize the above situations as follows.

GAZ
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EATI

ERACILASMA | SUBLIMLESME ]

FAZ

In the abowve state change events:

B Materials receive heat during melting, evaporation and sublimation. 3o these 3 events take
place by taking heat.

@ During defrosting, freezing and condensation events, the substance gives off heat. In other
words, these 3 events ocour by giving heat to the outside.

The consequences of these events in daily life are as follows:

Bl Since melting, evaporation and sublimation takes place by taking heat, the substance takes the
heat of the envirenment and the environment gets cold. For example, when the sun comes out
after rain, the environment is cool although it is sunny. It also gives the same result. Cologne
takes the heat of cur hand in order to evaporate and owr hand gets cold.

[ 4% a result of defrosting, condensation and freezing, the environment warms up. Because
empty events take place by giving heat to the environment. This is why the air warms up before it
rains. This is why the water in the vapor state must give off heat in order to become liguid.
happens when it happens. The liquid in the vapor state turns into a solid by cooling and gives

heat to the envirenment while it passes into the solid state.

The differences between evaporation and boiling are as follows:
[ Evaporation coours at any temperature, while boiling cocurs at a constant temperature,
[ Evaporation takes place on the surface of the liquid, while boiling occurs all over the liquid.

E'wWhile the rate of evaparation changes depending on the temperature of the liquid, the
temperature of the liguid does not change while beiling ocours.

When the air gets cold, thousands of small water droplets in the atmesphere combine and
become heavier. The heavier water droplets cannot hang in the air amy longer. The falling of the
heavier water drops to the ground is called rain.

Water droplets in the douds turn into tiny ice particles when the temperature drops below
zeroc. When these particles reach a sufficient size, snow is formed.

The water vapor in the clouds is carried to the cold regions by the upward air flow. Meanwhile,
the water drops freeze. As they descend towards the ground, the air currents turn them into
larger pieces of ice.

Fog forms when water droplets in the air cool near the ground.
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Ezpecially in regions where it is hot during the day and cold or cool &t night or during the
seasons, the water vapor in the air condenses on solid materials such as stones, leaves and soil at
night and turns into water droplets. Empty water droplets are called dew.

The freezing of supercooled water vapor on objects such as soil, grass or leaves and
turning into ice crystals is called rime.

BOLUM M

Aszzesment and evaluation

. - ¥
« Measurement for MADDELEREN HAaL DEEISIMLERT

individual learning

activities
Evaluation KATI
= Assessment for group ‘._
leaming activites | . &l ...
Evaluation Vo "’
= Additional Assessment- STVI
Evaluation activities for ‘
students with leaming
disabilities and students
with advanced leaming | "7 """ """ "' """"" -
speed
GAZ

MADDELERIN HAL DEGiSiMLERE

KATI

GAZ
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DERS PLANI

Lesson Science
Grade L]
ESSENTIAL IN OUR LIFE: ELECTRICITY
Topic electrical circudt
Time 40" +40°

Stwudent Achievemenis | Goals and Behaviors

a simple electrical cirouit, students;

an electrical circuit and tests their predictions.

Unit Concepts and Symbols/Behavioral Pattern Electricity, circuit, switch, connection cable

Teaching-Leaming-Methods and Technigues Question and  Answer, Inwention, Resesarch,

Demonstration, Analysis, Experiment

Educational Technoloegies Used-Tools, Materials
and Bibliography

Summary

ESSEMTIAL IM QUR LIFE: ELECTRICITY
ﬁl.} CHAMESE THE ERIGHTHRESS OF THE BULES
1. What's in a Circuit?

A simple electrical circuit should contain a battery, light bulb, switch and
connecting wire.

Battery: It is the energy source of the circuit.

Bulb: It provides lighting by working with electricity.
Switch: Allows the circuit to be switched on and of f.
Connection cable: It carries electrical energy.

Inorder for the bulb in the circuit o light, the connections must be made
correctly.

* If the connection cable is broken, the bulb will not light.

A

=
= « If there is no battery or the battery is dead, the bulb will not light.

51

6.1. Regarding the variables affecting the lamp brightness in

6.1.1. Predicts the warables that affect lamp brightness in

Textbook, helpful video resources, mini arduino kit




=+ If the switch is open, the bulb will not light.

L
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i e

* The bulb will not light if the batteries or the cable are connected in
reverse.
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2. Which is Shiny
Effect: In Which Circuit The Bulb Iz Toe Bright

=l | & @8 || & o8

(™ "
o - -

& | §8& 886

i N )

ekl I Sekil 11 2tkil ITT

= =« The circuit element whose number is changed in Figures I, IT and IIT is
the light bulb.

* + The circuit element whose number is kept constant in Figures I, IT and
IIT is the battery.

* + The bulb in the circuit with fewer bulbs gave more light.

* Result: As the number of bulbs is increased while the number of
batteries is fixed. the brightness of the bulbs decreases.
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F
Three types of variables are used in scientific experiments.

Independent variable: It is the variable whose effect we investigated in the
experiment. It is the variable whose amount we change ourselves.

Dependent variable: As the name suggests, it is a variable that changes
depending on an effect. In scientific experiments, the dependent variable
changes depending on the independent variable.

Controlled variable: It is the variable whose effect we keep constant so that
it does not affect the outcome of the experiment.

For example; "Does the path taken by the car on a surface depend on the type
of surface? If we are going to do an experiment to answer the question;

Independent variable: It is the variable that we changed and investigated the
effect of, that is, the type of surface. (Sand surface - glass surface)

ependent wariable: The variable that changes depending on the type of

While the number of batteries iz fixed in an electrical circuit, if the
number of bulbs iz increased, the brightness of the bulbs decreases.

Kontrol edilen Badumli Badgimsiz
degigken _ dedisken | degisken
Pil zaysi Ampuwl parlashdr | Ampul saws)

Effect: Let's Increase the Batteries

(ol ||~ oeae ||~ o= o

@ L
& & | e

Sekil I Selil IT Sekil ITIT

* + The circuit element whose number is changed in Figures I, IT and ITT is
the battery.
= + The circuit element whose number is kept constant in Figures I, IT and
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IIT is the light bulb.
# * The bulb in the circuit with more batteries gave more light.

+ Result: When the number of batteries is increased while the number of
bulbs is fixed, the brightness of the bulbs increases.

* TInan electrical circuit. while the number of bulbs is fixed. the
brightness of the b_ulh increases if Th_e number of I:rﬂ']'l'f_.r‘ies is increased.

Kontrol edilen Badimli Bagimisiz
degigken _ dedisken | dedisken
Ampud sayis) Ampul pariakh i Pil sayisi

In an electrical circuit, the brightness of the bulb can be changed by
changing the number of batteries and the number of bulbs.

0 If the number of batteries increases, the brightness increases.

s W ™

o || A e e
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e S A

¥ If the number of bulbs increases, the brightness decreases.

=
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L
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B) LET'S SHOW WITH SYMEBECOLS

Circuit elements in electrical circuits are shown with symbols to form
a common language all over the world. Thus, the electrical circuit
diagram installed anywhere in the world can be easily understood by

the whole world.
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By setting up similar circuits on arduine sets and coding them with the
mblock program, the LEDs are lit with the students. Keyed and keyless
example bindings are shown. We can code the LEDs as we want so that they

light up in the order we want..
'
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Aszesment and evaluation

= Measurement for individual leaming activities
Evaluation

= Azsessment for group learning activities
Evaluation

= Additional Assessment-Evaluation activities for

students with leaming disabilities and students with

advanced learning speed

Students will use the tinkercad program at
home fo create the circuit first with a
single battery using arduine, and then with
2 batteries. Finally, he will build the
circuit using the arduino and code it
through simulation.

56




Lessom LESSON PLAM
Class Science
MEASURING THE SIZE OF FORCE

Topic Let's measure the magnitude of the force

Time 40"+ 40"

Student Achievements / Goals and Behaviors She explores the inhibiting affect of friction force in
various environments by experimenting and gives
examples of friction force from daily life.

Unit Concepts and SymbolsiBehavioral Pattemn force, mewton. dynamometer, elastic matenal,
fricticn

Teaching-Leaming-Methods and Technigues Cuestion and Answer, Invention, Research,
Demonstration, Analysis, Experment

Educational Technologies Used-Tools, Materials | Textbook, auxiliary video resources, MBot robot,

and Bibliography carpet piece, piece of cloth, glass, bone images.

Czet

FRICTIOMAL FORCE

Force has moving and accelerating effects. However, there are some forces that make it
difficult or even prevent the movement of obhjects.

Here, the force that makes it difficult or prevents the movement of the object between the
object and the surface in the opposite direction of the movements of the objects is called the
friction force.

* |t occwrs between the object and the surface.
* [t happens in the opposite directicon to the direction of movement.

|t has a slowing and stopping effect.

What does friction force depend on?

* The friction force depends on the type of surface. It is seen that the ball on the conorete and
earth ground travels more distance at equal speeds.

* Friction force depends on whether the surface is rough or slightly rough.

Effects of friction force;

1) positive effects: friction force does not always affect our life negatively.

If there wers no fricticnal force, we would not be able to stop when we run.
If there was no friction force, we would not be able to hold pen and paper.
If there was no friction force, cars would not be able to stop on slopes.

If there was no friction force, even if chains were attached in winter, the cars would not be
able to stop.
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2) Adverse effects:

Wear of shoes

Decreased teeth of car wheels over time
Detericration of door hinges.

Friction force im air

Just as the surface has a frictional force on the objects on any surface, the air also exerts a
frictional force on the objects. The larger the surface of the objects in contact with the air, the
greater the friction force exerted by the air. The smaller the surface, the lower the friction
force. This is the reason why parachutes are made larger.

Im order to better understand the friction force experienced by the cars on the road, the
students are provided to mowe 3 same mbot robots, which they have coded using the mblock
program, on 3 different surfaces. Robots coded to move at the same speed are moved on
carpet, cloth and glass surfaces. Although the same amount of power is given 1o the motors,
the robot moving on a smooth surface such as glass mowves faster, while the robots moving on
rough surfaces such as carpets and cloths are noticed to be left behind due to the friction
force. They are asked to rank the amount of friction force between the 3 surfaces from the
largest to the smallest.

Hote: The reason why the front of the planes is pointed is to reduce friction.

Ricticnal Force in Liguid Media

Just as the air has a frictional force, its liquids hawve a frictional force on the objacts. This
force, which has the effect of forcing and preventing the movement of the objects ecourring in
the liquid, is called the fluid friction force.
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BOLUM I DERS PLAMI
Dersin ads TURKGCE
Siruf 3

Onerilen Sdre

40+40+40 (3 ders saati)

BOLUM Il

Ogrenci Kazanimlan [Hedef ve

Cavranislar

OEUMA
Akin Okuma

T.E.3.4. Okuma stratejilerini kullanir.
S0z Varhg

T.23 5. Baglamdan yararlanarak bilmedigi kelime ve kelime gruplannin
anlamm tahmin eder.

T.83.7. Metindeki 50z sanatlarim tespit eder.

T.2.3.8. Metindeki anlatim bozukluklarnim belirler. (Karma)
Anlama

T.E.3.14. Metinle ilgili sorulan cevaplar.

T.E.3.16. Metnin konusunu belirler.

T.2.3.17. Metnin ana fikrini/ana duygusunu belirler.

KONUSMA
T.E.2.2. Hazirhksiz konusma yapar.

T.82.4. Konusmalarnda beden dilini etkili bir sekilde kullamir.

YAZMA

T.E.4.2. Bilgilendirici metin yazar.
T.2.4.13. Yazdiklarinin igerigine uygun baslk belirler.

nite Kavramlarn ve
SembollerifDavrams Oriintiisi

Yazamzak, insan olmak, deger vermek, dik durmak, onur, seref...

Giivenlik Onlemleri (Varsa):

Ogretme-Ogrenme-Ydntem ve
Teknikleri

Soru-cevap, anlatm, agiklamal ckuma ve dinleme, agiklayic anlatim,
inceleme, uygulama...

Kullzmilan Egitim Teknolojileri-
Arag, Gerecler ve Kaynakca

* Dgretmen * Ofrend

wwew tdk.gov.ar hitps://sozluk.gov.ir/

internet siteleri, sozlik, deyimler ve atasdzleri sdzIGgn, EBA, plikers
uygulamas, videolar...

= Dikkati Cekme

*  Hayat dolu dolu yasamak sézinden ne anliyorsunuz?
*  “En gok yasamiz olan, uzun yillar yagamis olan degildir; yasamanm
anlamimi en fazla anlamis olandir.” Soren Kierkegaard (S6nn Kirkigid)

&
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stzinden ne anladifimiz agiklayimiz.

= Giidileme Bu hafta “YASAMAYA DAIR" adl metni isleyecegiz. Sevgili pocuklar, hayat
bizlere sunulmus bir armagandir. Bu dinyada hayat bulmarmiz, varligmizi
devam ettirmemiz biz insanlara bahsedilmis biyik bir odidldir. Hepimiz bu
hayata geldik, yasiyoruz ve bir zaman sonra bu hayata veda edecegiz. Herkes
uzun yazamak ister ancak ne kadar uzun yasarsak yasayalim bu hayatin sonu
mutlaka bir giin gelecektir.

Hayat gergekten ok kisa ve zaman su gibi akip geciyor. Daha din gibi
aklimizda olan anilanimiza siyle bir giz ato@imieda lzerinden ne kadar uzun
zaman gegtigini fark edip hayiflaniyoruz. Bu kadar kisa olan bir &miirde
dnemli clan unutulmayacak anilara sahip clmaktir. Bize verilen dmri guzel ve
bazarh islere gecirirsek dmrimdzin sonu geldiginde bu dinyadan mutlu ve
huzurlu sekilde aynlinz. Hepiniz duymugsunuzdur genel bir kam vardr:
Onemli olan uzun yasamak degil, Gnemli olan giizel yasamaktor.

Bu hayatin masil gegtigi ok dmemlidir. Hayatimiz giizel ve mutlu bir hale
getirmek ise tamamen bizim elimizdedir. Biz miicadele eder, zevk aldi@mniz ve
bazarya ulastigimiez isler yaparsak hayatimizi da dolu dolu yasamis oluruz. Bu
nedenle yazamimizda her zaman bardagin delu tarafindan bakmal ve bu
diinyay kendimize verilmis bir armagan clarak goriip hakkim vererek
yasamalmiz.

= Gozden Gegirme Bu dersimizde hayatin degeri hakkinda konusacagiz.
= Derse Gegis

4 ™

*  Fazil Say-Genco Erkal [Yazamaya dair)

*  Yasamaya dair(Rstd Asyal)

*  jgerik videolanm asagidaki baglantidan indirebilirsiniz:
https:/idisk yandex.com.tr/d/Myv1N3ITEREQEVE

N J/

Yasam yerylzinde canhlann dogumlanndan, Smirlerinin sonuna kadar gegen zaman ifade eder.

insanlar da diinyaya geldikleri giin hayata baslarlar. Dogumlarinda itibaren yasamlanmin son ginlerine kadar
yasadiklan yasam siirecinde, cesitli durum ve olaylarla karsilasirlar. insanhgn ilk giinlerinden baslayarak bir arada
yasama istegi ve mecburiyeti devamb olarak siiregelmistir. Bilinmeyenleri arastirmak, yeni seyler SErenmek,
cluzabilecek zorluklan karsilayabilmek amaciyla birlikte yasama kuralim wygulamiglardir.

Her toplumun bir digerinden farkh yasam tarzi ve kurallan clmustur. Toplumu elusturan bireyler daha Snceden
belifenmis kural ve adetlere wyarlar. Bazi toplumlar daha dnceden belirlenmis gelenek ve kurallan zamanla
esneterek daha uygar ve modern bir sekle getirmizlerdir. Bazilan ise bu kural ve kaidelers ilk ginki sekliyle bagh
kalmaktadir.

insamin hayati, yasays amaci ona kendi istek ve sartlanna gére, uyum saglamasi ve onu kolaylastirmas: olmahdir.
Gereksiz sartlar ve kat kurallar gelistirmek insanin kendi yasamin zerlastinr ve onu cekilmez hale getinir.

Toplumlarin birlikte yasam nedeniyle olusturduklan kural ve sartlan yasadiklan zaman ve mekina gére daha
modern, daha ¢agdas ve esnek sekle getirmeleri kendilerinin ferah ve huzuru icin énem teskil etmektedir.

# Dikkati cekme sorusu sorulduktan sonra Sgrencilerden metnin icerifini tahmin etmeleri istenecsk.
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*  Metnin bashg: hakkinda 6grenciler konusturulacak.
Metnin igerigi dgrenciler tarafindan tahmin edilecek.(Metinde neler anlatiimis olabilir?)
Gudileme ve gozden gegirme bolimu soylenecek.
Parga 6gretmen tarafindan érnek olarak ckunacak.

® Ogrenciler tarafindan anlagilmayan, anlami bilinmeyen kelimeler metnin izerine isaretienecek
https://sozluk.gov.tr/

Ciddiyet Zerre Ajans
Laboratuvar Yiizikoyun Kahir
Kadife Hucum Mahzun

*  Anlasiimayan, anlami bilinmeyen sézcuklerin anlami ilk 8nce sézcigin gelisinden gikanimaya ¢aligilacak.
Sozciklerin anlami sézlikten bulunacak, sonra defterlere yazilacak.

®  Ogrencilere 5-8 kelimeden olusan cimleler kurdurularak bilinmeyen kelimeler anlamlandirilacak.

*  Yanhs telaffuz edilen kelimeler birlikte duzeltilecek.
Kelimelerin anlamlarinin pekistiriimesi icin 6grencilerle plikers uygulamas: Gizerinden yarigma yapilacak.

* 1.Etkinlik yapilacak.

* 2.Etkinlik yapilacak.

Yasamaya Dair” glirinden hareketle agagidaki sorulan yanitlayinz.
1. Sair, siirin birinc bolumiinde yasamanin nasil olmas: gerektigini dustniyor? Agiklaymniz

* Cevap: Yagamak gakaya gelmez denilerek, biyuk bir ciddiyetle yagamak gerektidi belirtilmigtir. Bir sincap qibi
mesela.
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2. "Bir sincap gibi messla,
Yani, yazamamn diginda ve dtesinde highir sey beklemeden,
Yani bltdn igin glclin vagamak olacak.” dizeleriyvle sairin anlatmak istedidi ne clakbilir?

* Cevap I3in gicin yasamak Oretmek her andan keyif almak ve bir amag ugruna bu dunyads yer almamin

geregn anlatilmazktadir.

3. Sirde gegen, fedalkarhikla ilgili dizeleri bulup yazinz.

* Cevapr Meselz, kellann bagh arkadan. sirhn duwvarda, Yahut kocaman géziiiklening Beyaz gémiledinle bir
laboratuvardz Insanlar igin Olebilecekzin denilersk bilim adamlznimin fedakariklanndan bahsedimektedin
Yetmiginde bile. meszla, zeviin dikecek Hem de oyle qocuklara falan kalr dive dedil, Olmekten korktudu

halde oldme inanmadige igin fedakarca davranmahdir.

4. Siirde yagama sevine ile flgili verilen drmekler tespit ediniz.

= Cevap: Duymamak mumkin dedilse de= biraz erken gitmenin kederini 81z yine de gilecadiz anlatilan Bektasi
fikrazna, Yani, duvann sreasindaki disanyla. Yani nasil ve nerede olursak olalim Hig Sldnmeyecekrmig giki

yaganacas Boylacine sovilecek bu dunya "agadim.” divebilmen igin.. dizelerinde gdresiliriz.
5. Siirde drneklere sikca yer verilmesinin anlatima katkisi haklonda ne dilsiiniiyorsunuz?

* Covap: Okurun hayal donyasing zenginlestirmesle berzber giirde per alan bir ¢ok coyut digGnoenin
somutlanmasini sadlamaktadir.

6. Okudugunuz siirde sizi en qok etkileyen dizeleri yanmiz.

* Cevap: Czellike “Boyiesine sevilecek bu dinya “Yazadim.” diyebilmen icin” dizelerini ¢zk sevdim, Conka bu
dizelerde bence insarin yagam amaciyla ilgili ok degeri bir yorum ve anlam vardr,

[ + 3.Etkinlik yapilacak. ]

Okudugunuz siirin konusunu ve ana duygusunu yaziniz.
Konu: Yagama sevinci
Ana duygu: inzanin bu diinyada insanin bir yasama amacimin olmas gerektigi ve bu amaglardan birinin de yazama

sevinci oldugu

[ + 4 Etkinlik yvapilacak. ]
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Diger metnin hazirlik galigmas: verilecek.

[ Cumhuriyet’in ilk yillarinda yapilan 1923 nifus miibadelesi ile ilgili aragtirma yapmiz.)

BOLUM 1l
Olgme-Degerlendirme
* Bireysel 6grenme etkinlikierine yonelik Hayatimiza anlam aktan seyler nelerdir?
bl;me-Deéeﬂendirme Hangi meslegi yapmak insanian daha ¢ok mutlu
« Grupla 6grenme etkinliklerine yanelik eder?
Olgme-Degeriendirme *  “Ay bir yandan sen bir yandan sar beni.”

o W

« Ogrenme giigliigi olan égrenciler ve ileri
diizeyde 8grenme hizinda olan égrenciler
igin ek Olgme-Degerlendirme etkinlikleri

Bu ciimledeki anlatim bozuklugunun nedeni
asagidakilerden hangisinde verilmigtir?

A) Mantik hatas:

B) Ozne eksikligi

C) Yiiklem eksikligi

D) Gereksiz sézciik kullammi

Dersin Diger Derslerle iligkisi

Okurken sesli okuma kurzllanna, yazarken imla ve
noktalamaya diger derslerde de dikkat etmeleri saglanir.
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STEAM

On the road to Knowledge
- integrated optional curricula —

Level: 7th grade
Topics: Mathematics and Sciences
Man and Society
Arts
Duration: 1 year
Number of classes per week:1 h/week

PRESENTATION NOTE

Integrated teaching represents a challenge for any teaching staff, because it is very dynamic, it requires
continuous adaptation and updating of both the teaching staff and the student. It is a strategy that
requires radical reconsideration not only in terms of content organization, but also in the "ambiance™ of

teaching and learning.

The four pillars of integrated learning are: learning to know, learning to do, learning to work together
with others, learning to be. Such knowledge of the world brings with it a deep understanding of the

surrounding reality, scientific benchmarks and adaptability to social conditions.

In order to meet the continuous need for knowledge of our students, to keep up with European trends
in terms of education and, above all, the effective teaching of mathematics and sciences, we thought of
this joint integrated optional curricula in order to capitalize on the offer of knowledge of three of the
curricular areas included in the education framework plans: Mathematics and Sciences, Arts, and Man
and Society. These three curricular areas ensure openings to other skills (such as those of
communication and artistic expression). Integrated teaching is a solution for a better correlation of

science with society, culture, technology, such as coding and robotics.

This integrated optional subject includes a training time budget of 34 hours per year (one hour per
week), and the structure allows flexible organization of learning time. It presupposes the creation of
meaningful connections between topics or skills that are, as a rule, formed disparately within different

disciplines. The curriculum is built from the perspective of ensuring the unity of knowledge,
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considering knowledge as an end in itself. The proposed activities develop learning and self-
assessment skills. Content elements are attractive, on topics of interest to students. The competencies
proposed by the program of this integrated optional curricula have in mind the training profile of the
primary school graduate and are correlated with the goals of education proposed in various national
and European documents, being a tangible intellectual result of the strategic partnership only between
schools, the KA229 ”Taking a Learning Journey on the STEAM Train”, implemented in our
partnership schools from UK, Bulgaria, Croatia, Italy, Romania and Turkiye by the help of the

European Erasmus+ program.

The contents are selected according to the proposed themes, respecting the age characteristics of the
students, the specifics of the class (level of performance, learning styles, types of intelligence), the
local specifics, the resources of the school unit and the expectations of the students. The flexible
approach to the contents helps the motivation for learning. The formative function of the evaluation
will be carried out systematically through the active participation of students in projects, learning
through play, coding, experiments, portfolio creations and by familiarizing students with the structure

and requirements of these methods and specific evaluation tools.

This integrated optional curricula will create added value by directly contributing to the development
of the existing curricular framework, by supporting the integrated approach, by promoting key skills
and, above all, by addressing two current topics that will have a great impact in the future: coding and

robotics.

. GENERAL COMPETENCIES

1. The identification of phenomena, processes and the processing of quantitative data from the fields of

mathematics, technologies, arts and sciences, their correlation and valorization in different contexts;

2. Solving problems and problem situations by using inductive and deductive reasoning, concepts and
methods specific to different fields of knowledge;

3. Investigating the connections between mathematics and various scientific, social, arts and

technologies fields;

4. Oral and written communication using the specific scientific language in formulating explanations,

conducting integrated investigations and reporting results;

5. The use of information and communication technology in the collection of data, in their processing,

systematization and communication;
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6. Personal development through the formation of integrated thinking and the management of one's

own learning.

VALUES AND ATTITUDES

» Development of interest in scientific documentation

* Developing curiosity about mathematics, technologies, robotics, sciences, coding, arts
* Development of independence in thinking and action

* Confidence in scientific truths and critical appreciation of their limits.

V. SPECIFIC COMPETENCES

AND EXAMPLES OF LEARNING ACTIVITIES

1. The identification of some phenomena, processes and the processing of quantitative data
from the fields of mathematics, technologies, arts and sciences, their correlation and

valorization in different contexts

Specific skills Examples of learning activities
At the end of the course the student

will be able:

1.1. to identify in everyday language | Creation of a vocabulary with specific scientific
notions specific to the domains notions
addressed Exercises to identify the notions encountered in the

optional in everyday language

1.2. to highlight characteristics of Knowledge and understanding of nature: the human
some phenomena and processes in ability to discriminate between living things (plants,
nature based on the measurements animals) as well as sensitivity to other features of the
made natural world, especially the environment

1.3. to use tools and standard Distance determination exercises

measurement units for length, Exercises to determine the geographical coordinates

of some localities
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capacity, mass, area, time in various

situations

Exercises for drawing maps to scale

Exercises for calculating the length of a tourist route
using the map

Exercises that make an analogy between geometric

figures and architecture

1.4. to collect data, organize it in
tables, sort and classify it based on
given criteria and provide elementary

interpretations of it

Data collection exercises
Measurement exercises. Interpretation of local and

county geographic data

Solving problems and problem situations by using inductive and deductive reasoning,

concepts and methods specific to different fields of knowledge

Specific skills

Examples of learning activities

2.1. Identifying problems and
problem situations in the surrounding

world

Activities to identify problem situations
Holding round tables, debates on topics from the

areas addressed

2.2. The use of mathematical models
to solve some problems and problem

situations in the surrounding world

Investigative activities, organization of information
Creation of geographical maps

Designing a brochure with tips to protect the Earth
Activities for making geometric mandalas

2.3. Justification of explanations and
solutions to problems and problem

situations

Mathematical reasoning of some meteorological
phenomena Argument through examples of finding
the Fibonacci sequence in nature, arts, architecture,

etc

Investigating the connections between mathematics and various scientific, social, arts and

technological fields

Specific skills

Examples of learning activities

3.1. Investigating the importance of
mathematics in the study of

astronomy, geography, biology

Research-documentation activities in the field of
robotics

* drawings of robots in the future

* making models from recyclable materials

* How we imagine robots in the future
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* Programming Ozobot: “Escape the
Labyrinth”
* programming mBot or other robots
(LEGO Mindstorms)
Thematic debates with supporting arguments
Making reports or thematic essays
The Legend of the Minotaur/Labyrinth
Study visit to the Technical Museum in Bucharest
Students will learn about science and technology
from qualified STEAM staff.
By participating in these activities / documentary
visits, they will discover the magic of science and
technology. The museum develops activities with
students based on the concept of learning-by-doing.
Interactive experiments are placed in specific
rooms, covering all STEAM disciplines — science,

technology, engineering, arts and mathematics

3.2. ldentifying and capitalizing on the
integrated link between mathematics,

sciences, technologies and arts

Documentation activities and making essays about
geometry

Investigating some documents, books, websites to
determine the mathematical elements in Romanian
folk art

Scratch Coding: Students will learn the basics of
Scratch, tolerance games, math games, etc.

Watching thematic documentaries

3.3. Knowing the data from the history
of the fields addressed related to
mathematics and the contribution of
great mathematicians in other

scientific fields/arts/technologies

Documentation activities from the history of music,
Romanian folk art and Romanian literature related
to mathematics Researching the activity of some
mathematicians: Leonardo da Vinci, Leonardo

Fibonacci, Solomon Marcus
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Oral and written communication using the specific scientific language in formulating

explanations, in conducting interdisciplinary investigations and in reporting the results

Specific skills

Examples of learning activities

4.1. Selecting information and
distinguishing between
relevant/irrelevant and

subjective/objective information

Exercises for selecting relevant information
Exercises to compare selected information from
several sources to establish their

subjectivity/objectivity

4.2. Decryption and interpretation of
scientific texts and translation into

common language

Activities of reading some scientific articles on
mathematics, ecology, biology, architecture,
geography and debating them for the understanding
of the students

Exercises of transposing the elements of sacred
geometry, symbols from popular art into everyday
life

4.3. The use of specific language in
the oral and written communication
of various observations on some

systems or phenomena

Oral presentation activities of some topics to acquire
the appropriate language for the respective field
Exercises on the use of specific language in writing

reports, thematic essays

The use of information and communication technology in the collection of data, in their

processing, systematization and communication

Specific skills

Examples of learning activities

5.1. The correct use of information
and communication technology in
accessing and collecting
mathematical information and data

from various fields

Documentation-research activities on the Internet
Creation of documentation sheets, using Google,

Yahoo, Ask, Internet Explorer, Opera search engines

5.2. The use of information and
communication technology in the

processing and presentation of

Creating PowerPoint presentations
Systematization of data and creation of diagrams in
Microsoft Office Excel The use of Microsoft Office

and other programs in the creation and presentation
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mathematical information and data of thematic materials Using web tools 2.0: padlet,
from various fields kahoot, Cromebook, Kizoa, Powtoon, Photopeach,
Emaze, Quiz makers, QR Code Generator

6. Personal development through the formation of integrated thinking and the management of

one’s own learning

Specific skills Examples of learning activities

6.1. The formulation of personal, Oral presentation of some logical reasoning used in
critical and pertinent opinions, using | solving practical problems Making and presenting
appropriate language, regarding a reports or thematic essays

problem or a concept

6.2. Efficient management of own Realization of individual and group projects
learning and study time Systematization of notions and materials created in

individual portfolios

6.3. Making various connections Completion of essays, projects that reflect the level
between acquired knowledge and of deepening and integration into the general culture
their application in personal of the knowledge accumulated by the students in the
development optional course

6.4. Cooperation with others in Teamwork activities to achieve complex tasks by
solving group or individual distributing tasks Brainstorming activities in order to
tasks/problems find the optimal solution to accomplish the

tasks/problems
Intercollegiate evaluation and self-evaluation

activities

[11. CONTENT

1. Mathematics and technology in human history — 6 hours
2. Web tools 2.0 — 8 hours

3. Mathematics in coding and robotics — 3 hours

4. Mathematical milestones in geography — 6 hours

5. Mathematical foray into the arts — 6 hours

6. The applicability of the Fibonacci series — 4 hours
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V. METHODOLOGICAL SUGGESTIONS

In relation to the program’s competencies, the learning and assessment activities are based on

inquiry-based learning, project-based learning, discovery and experiential learning.

IV.1 Suggestions on the design of teaching-learning activities
The didactic approaches, both on the teaching-learning sequence and on the assessment, are
appropriate to the specifics of the group of students and in accordance with the didactic and

human resources available to the school.

Will be tracked:

« integration of previous learning experiences in new scientific contexts or new approaches to
scientific contexts already studied;

* streamlining learning activities involves the use of media and computer resources in order to
identify information, as well as its processing;

« partnership of education, the teacher assuming the roles of observer, mediator and regulator of
the learning and knowledge process, the student being the generator of learning contents and
responsible for the development of learning activities;

« independent research and group research, in which students are responsible for identifying
and classifying information associated with the topics, integrating, ranking, using information
in the context of interdisciplinarity and obtaining conclusions on the influence and educational
gain. In this sense, project-based learning and evaluation will value documentation and
investigation skills, communication, assuming tasks within the team, facilitating the

development of correct attitudes and principles in collaboration and competition.

IV.2. Suggestions on evaluation activities

Related to the evaluation sequence of didactic approaches, both the evaluation of the
process and that of the final results (group projects, individual portfolios, layouts, boards, PPT
presentations, reports, essays), behavioral changes and the development of self-evaluation
capacities and , implicitly, of the competence to learn to learn. Evaluation will accompany the
training process at every moment or stage. The evaluation of the students will be carried out by
referring to the specific competences of the topics and will involve complementary methods,
which aim to integrate the essential in practical contexts, the acquisitions of the students
proving their usefulness in relation to their responsibility for the quality of their own lives and

the surrounding environment.
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Assessment will focus on the specific strategies that students use in solving problems. The
evaluation process will combine traditional forms with complementary ones (project, portfolio,
self-evaluation, evaluation in pairs, systematic observation of the student’s activity and
behavior) and will focus on:

» the direct correlation of the evaluated results with the specific competencies targeted by the
school curriculum;

» valorization of learning results by reporting on the school progress of each student;

* the use of various methods of communicating school results;

* recognition, at the evaluation level, of learning experiences and skills acquired in non-formal

or informal contexts.

V.3. The use of information and communication technology in teaching

The efficiency of didactic approaches can be ensured by the use of interactive, attractive
didactic means and materials, which presuppose the use of virtual libraries as a source of
information, the modeling of some phenomena and the presentation of some devices, the
realization of some virtual experiments, the processing of the obtained data, the creation of

reports, the media presentation of information and reports.

V. BIBLIOGRAPHICAL SUGGESTIONS

Big Bang — http://science.nasa.gov/astrophysics/focus-areas/what-powered-the-big-bang/
Big Bang- http://www.youtube.com/watch?v=B1AxbpYndGc&feature=fvw

http://ziarullumina.ro/sfatul-psihologului/geometria-naturii

https://limbaromana.org/

http://www.cimec.ro

http://www.wikipedia.ro

http:// www.scritub.com

http://www.anulmatematicii.ro

http://www.romlit.ro

http://www.matematicasiteologie.ro
http://www.matematicaiubirii.ro

http://www.ziarullumina.ro
http://www.rovart.com/news_view.php?akcia=view&id=228

http://goldennumber.net/body.htm

http://powerretouche.com/Divine_proportion_tutorial.htm

http://www.fabiovisentin.com/blog/45.ashx
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http://www/
http://www/
http://www/
http://goldennumber/
http://powerretouche/
http://www/

http://www.colorpilot.com/comp rules.html

Introduce online platforms — kahoot, plickers, mentimeter.

https://kahoot.it/

https://plickers.com/
https://www.mentimeter.com/

http://goqr.me/ https://www.unitag.io/qrcode

https://grinfopoint.com/

https://www.wmtday.org/

https://www.youtube.com/watch?v=GF6nCmcQ5es

https://www.wikihow.com/Multiply-With-Your-Hands
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https://kahoot/
https://plickers/
https://www.mentimeter.com/
http://goqr/
https://www/
https://qrinfopoint.com/
https://www.wmtday.org/
https://www.youtube.com/watch?v=GF6nCmcQ5es
https://www.wikihow.com/Multiply-With-Your-Hands

PUPILS’ CLUB

”Prepared for Future. Prepared for Life”
eTwinning CLUB

-activities for 1 year-

MONTH NAME OF DESCRIPTION
ACTIVITY
SEPTEMBER | World https://www.wmtday.org/basic-information-about-event
multiplication
table day
OCTOBER EU Coode https://codeweek.eu/
Week: Coding | e pTION:
without
computers: Basic concepts of programming will be learned on a two-color
Pacman grid like chess board. Some squares will be filled with objects.

One student will give ordres which move, code, must other
perform. Other student will act like Pacman. Goal of each pair of
students is to reach agreed target and end a game without steping
on full square on using minimum of commands. Plan is to learn
basic code (forward, backward, left, right) and developing of
understanding why is necessary to give commands in the correct

order.

ACTIVITY TYPE: open in-person activity
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https://www.wmtday.org/basic-information-about-event
https://codeweek.eu/

THEME: Bsic programing concepts, Unplugged activities,
Playful coding activities, VisualBlock programming, Promoting

diversity
NOVEMBER | EU Code Week: | https://codeweek.eu/
Codu Game
Lab
DECEMBER | EU Code Week: | https://codeweek.eu/
Scratch
JANUARY Robots in future | Drawings and models
ACTIVITY TYPE: Open in person activity
ACTIVITY TITLE: Design your own robot
DESCRIPTION: All participants will design robots. Youngest
students will draw and create robot from boxes, older will use
software for designing robots. Potentionaly gifted students will
build real educational STEM robot from parts and learn basic
coding instructions.
FEBRUARY | Labyrinth Making labyrinth, model of forest, put small trash inside
MARCH Pi day Students selected for mobilities will spread their hands and catch
each other. That way they will make a circle. Two opposing
students will measure their distance. The goal of the activity is to
measure the length of the circle they created. Students will find
their birthday in Pi number using simulation.
APRIL Labyrinth Robots (Ozobot, mBot, Lego...) must push trash out of forest to
dump
MAY microBit https://microbit.org/ basics
JUNE Scratch https://scratch.mit.edu/ basics
JULY Art and craft Creating birdhomes of recyclable materials

workshop:

birdhome
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AUGUST

Art and craft
workshop: cups
for penciles

Creating cups for pencils of recyclable materials
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BRANESTI
ILFOV

Our partnership aimed to keep up to date with the latest methods and best practice in
European Education and social inclusion through digitalization, gamebased learning,

robotics, integrated science, arts and mathematics with digital devices (STEAM).

To create a European dimension and promote global citizenship.
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