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: My objectives:
Innovative

Education 1.Educational
course 2. Practical

1 O 1 3. Enjoyable
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Monday September
271, 2021




Innovative
Education
course

101

4 Tools:

p Cooperative learning
Design thinking

Project-based learning

Educative coaching
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Innovative
Education
course

101

Outcomes:

p Develop new resources
for your students

Understand student
needs

Motivate students
differently

Acquire tools to address
classroom challenges
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lnnovative
Education
Ccourse

101

Skills Strengthened:

p Educational innovation
abilities
Team working and team
learning

Public speaking

Soclieemotional

Creativity and
lateral thinking

Conflict resolution




Crappy/Happy




Gratitude
Jar!
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Write your name on the back!




P

coffee break

30 minutes-whatever time
IS heeded!
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AGENDA

MONDAY
Cooperative
learning

BOU
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The Jigsaw Technique /
Bspotpo!t! Qv { { mf

Developed by American
psychologist Aronson In the
1970s as a method of
addressing racial conflict in the
classroom

0 Active methodology
0 Students are the protagonists
0 Group collaboration



Puzzle Method
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2. Everyone Is given the complete subject that must be studied.

3. Each member of the group Is given responsibility for a sub-topic of which they will
become an "expert". Experts start studying their sub-topic quietly in their home group.

4. Then the students responsible for the same sub-topic meet in groups of "experts" to
discuss the topic, analyze it and co-learn.

5. They then return to their home group to teach the group members what they have
worked on with their co-experts.

6. Finally, an evaluation of what has been learned Is done through a conceptual map, a
group presentation, or individual tests contributing to the team's score.






All About Valencia!

Expert Group 1:History. How and when was Valencia founded? Any
Interesting facts?

Expert Group 2:Food and drink. Which are local to Valencia? How are they
made?

Expert Group 3:Activities. Which attractions and monuments must tourists
VISIt?

Expert Group 4:Las Fallas Festival. What Is it? How Is It celebrated?



Mfu!t! gsbdujd

Phase 1- 15 minutes of quiet research in your home group
Phase 2 - 20 minutes sharing and discussing with your expert group
Phase 3-25 minutes of teaching within home groups

Phase 4 - Testing and/or group presentation



Benefits

0 Students are actively engaged with the material, instead of having It
presented to them

0 Students develop accountability, self-teaching, and peerteaching skills

0 Each student develops expertise and has something to contribute

OFbdi ! hspvg!' nfncfs!t!ldpousj cvuj po

0 Develops critical thinking - deciding what questions to ask peers to
learn from them

0 Studies show students who learn by this method outperform other
groups



THINK-PAIR-SHARE

Round 1 - Think Round 2 - Pair Round 3 - Share
Have students think or write Allow students to turn to a partner Start a group discussion by having each pair
about a discussion question. and discuss their responses. share their responses with the class.
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Collaborative Exam

O At the end of each class, students choose a possible question for the
final exam

oUlr fltlufbdifs!dipptft!Dbldfsubjol! &
them on the exam (the % can be between 25 and 50%, never 100%).



Problem-based
Learning

0 A problem is introduced for learning to solve

ouUlr flufbdi fs!dipptft!b!dfsubjo! &!
them on the exam (the % can be between 25 and 50%, never 100%).



Feedback

1 - What was good
2 - What to change




my
contact

emaill phone

polly0788@gmail.com mobile +34 643 593 761




Tuesday September
28t 2021
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Gratitude
Jar!

FJo! x1 Jdi ! xbz
dsf buj] wif @!

Write your name on the back!




What IS It?
AGENDA
TUESDAY

Your definition

DESIGN
THINKING
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Design Thinking - Creative,
collaborative decision making

A creative processthat helps design meaningful solutions
In the classroom, at school and in your community.

IMPLEMENT EMPATHIZE
ﬁ} Put the vision into effect. Conduct research
Q to develop an

understanding of
your users.

oSt DESIGN ...
K e
Z07  Return to your users T H I N KI N G Combine all your researchQ

for feedback. and observe where your

1 O 1 users’ problems exist.

Build real, tactile Generate a range of
representations for a crazy, creative ideas.
range of your ideas.
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Prototype

Design T hinking | -
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Design Thinking in Education

1 - Human-centred thinking - empathy

2 - Sharing perspectives - different backgrounds and
experiences

3 - Discovering values and strengths

4 - Considering all options, even those which seem
Irrelevant

5 - Encouraging curiosity

6 - Discovering the potential and possibilities of the
world

/ - Being creative with no judgement B o U
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Three types of
empatny

Cognitive - understand
Emotional - feel
Compassionate - support

Goleman and Eckman 2018



Empathy In Design Thinking

| BUYER PERSONA S

PERSONAL INFO CHALLENGES

- Age - What problems are they

- Gender trying to solve?

- Hobbies - What's stopping them

- Location from achieving their goal?
- Interests - What specific pain points
- Income do they have?

PROFESSIONAL GOALS HOW YOU CAN HELP

- What are their career goals? - How does your product
- What does success look like meet their needs?
for them? - What questions
- What is their “endgame”? might they ask?
- Does your language,
match theirs?
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coffee break

30 minutes-whatever time
IS heeded!
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1. Write your academic challenges on post-its

2. Share your problems with the group and choose one each
3. Brainstorming together: ideating solutions

4. Differentiate real and practical solutions

5. Action Plan: short, medium and long term.



|+

DECISION MAKING MATRIX FOR DECISION MAKING WITH DEXTERITY
CHOOSE

OPTIONS: What can | do? OPTIONS: What can | do?

PROS What' will happ.en? CONS CONSEQUENCES JUSTIFICATION VALUE
Think about it What will happen if you Why do you think every How important are the
I choose this option? consequence will occur? consequences? Why?

ELECTION/CHOICE
Is it good to do it?

Why?




Action Plan Template

Objectives

Actions

Deadline

Involved

Evaluation of the
objecti veos
state.
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Negative/reverse brain
storming

1. Analyzing a short list of existing ideas or solutions

2. Examining potential failures

3. How could this go wrong? How could | cause this

problem? How could | make it worse?

4 Womvbcecmf! xi folju!t!e]jgg] dv

solutions



SCAMPER

SCAMPER is a check list that promotes ways to think about an existing
product/issue/problem to create a new way to think about it. The
method uses action verbs to stimulate ideas and creative thinking.

O«

Substitute: What can you substitute?

Combine: What can you combine or bring together somehow?
Adapt: What can you adapt for use as a solution?
Modify/minify/magnify: Can you change the item in some way? What
can you remove? What can you add?

Put to other uses: How can you put the thing to different or other
uses?

Eliminate: What can you eliminate?

Rearrange: What can be rearranged in some way?

O« O« O«

O«

O« O«



UNDERSTANDING
HUMANS
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achieving one’s
N e e d S full potential,
including creative
activities

Esteem needs:

prestige and feeling of accomplishment Psychological
needs

Belongingness and love needs:
inimate relationships, friends

Safety needs:

security, safety

Physiological needs:
food, water, warmth, rest




Emotional selfawareness
Non-verbal communication
Autoconsapevolezza emotiva

Comunicazione non verbale
OY20AYT &l OAY
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Emotion Wheel

O« O¢ O«

O« O¢ O«
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Choose 8 emotions

Assign a colour to each one

Colour your wheel with the
proportion of each emotion you feel

Pasirinkite 8 emocijas
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Scegli 8 emozioni

Assegna un colore a ciascuno
Colora la tua ruota con la
proporzione di ogni emozione che
provi

>0 O W




O«

Introduce the idea of personality
strengths (e.g. empathy, honesty,
humour)

Ask students to write their top 5 strengths
Discuss the value of the diversity of
strengths in the class
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0 Chiecdll agh studenti di sizrivere 1 loro 5
principali punti di forza
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Feedback

1 - What was good
2 - What to change




Wednesday
September 29t,
2021

Course Outline
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01pPROJECT BASED
LEARNING

AG E N DA 02-ACTIVE LISTENING
WEDN ESDAY 3-POSITIVE PSYCHOLOGY

TOOLS FOR
INTERCULTURALITY AND
SELFAWARENESS
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What Is PBL?

Methodology that allows students to acquire the key knowledge
and skills of the 21st century by developing projects that
respond to real -life problems.

Students become protagonists of their own learning.
Develop their autonomy and responsibility.

Teacher 's job Is to guide and support them.



O«

How does It work?

With projects, students work with content

through the project.

A classic project may take one lesson. PBL can take several lessons/weeks.

PBL addresses a real world problem. Questi ons that canot
single correct answer. e.g. how can we prepare for changing weather?

Student voice and choice. The teacher becomes a luxury companion in this learning
process.

Reflect on learning through discussions and peer reviews with other groups. Make
revisions and changes accordingly.

Final project is presented outside of classroom, e.g. professionals in a related field.

b



O« O«

O«

Outcomes

Collaboration: Forming relationships with peers, listening to others, better
relationships with teachers and community

Problem solving: Community issues, and also learning from failure in the
process

Creativity: Innovating new product designs and possibilities for projects
In-depth Understanding: Beyond facts and memorization

Self-confidence: Students find their voice, take pride in work



O« O« O« O«

O«

Outcomes

Perseverance.:Managi ng obstacles and maki ng adj] u:
Project management: A start, beginning and end. Skills for time-management

Curiosity: Exploring their curiosities, asking questions, a different approach to learning

Empowerment: Taking ownership, reflecting on process, celebrating success

Not unidirectional (teacher-student).

¥S] hpspvt! QCM! dbo! sftvmu!jo!ijJhitfs!fohbHh
Strobel & van Barneveld, 2009; Walker & Leary, 2009



PBL Methodology.

b Topic selection and the guide question
b Teams allocation

b Explanation of project or final challenge
b Planning

b Investigation

b Analysis and synthesis

b Project development

b Project presentation

b Evaluation and self -evaluation



Examples for infants/kindergarden

Where does water go?
Essential concepts related to the water cycle. Designed for 3- and 4-year-old students,
but all kindergarten students can participate.

The silkworm. Metamorphosis.

Investigate the morphology, feeding, movement, reproduction ... of silkworms,
discovering the constant changes that living beings experience, through the observation
of the metamorphosis process that these worms go through: egg, worm, cocoon and
butterfly. The project is aimed at students of the 2nd stage of infantile (5 years)

This is my body.
It Is based on the knowledge of our own body and healthy habits. . Made for 4-year-olds.

Animals and the sea.
Project for the knowledge of marine animals and their habitat. Made for 3-year-olds.
https://procomun .educalab.es/es/articulos/metamorfosis-el-gusano-de-seda



https://procomun.educalab.es/es/articulos/metamorfosis-el-gusano-de-seda

Examples for infants/kindergarden

Little Farm Project: a garden in my school.
Bring children closer to the natural world by understanding the origin of food and the
care and growth process of trees, plants and vegetables.

A trip to the past: PREHISTORY

The purpose of this project Is to bring students closer to history, specifically to
Prehistory. We think that it can be a very motivating topic for children since it Is an
attractive topic in which they show a lot of interest. Caves appear, hunting, fire, cave
paintings

Music in your hands.

The purpose of the project Is to bring, enjoy and live music. Starting from the creation
of Instruments with recycled materials until reaching a concert Iin the school's
auditorium.




Examples for Primary

Where are we going_on vacation?
A project where students must decide where in the world they would go on
vacation. To decide this, they must study different ecosystems.

British _Meals . What _do _you know about British _food?
Students will cooperatively to collect information and discover more about British
foods.

We know our_city_
Students will have the opportunity to become familiar with their culture and history
while learning useful information for daily life.

Building _an_ecoloqgical garden
The center Is located Iin an urban, inland area, dominated by industry as a source
of economic income, but without losing the agricultural and livestock tradition.




Examples for Seconaary

On_a business route through Europe .
The objective Is to analyse the socio-economic characteristics of a European country,

to organise a business trip to it, and to be able to develop the sale of a product.

Where does the energy we consume at home come from .
The students should indicate the uses of said energy and, if possible, indicate solutions

to reduce energy consumption .

| like to Iinvent
The students divided into teams develop an APP using the Applnventor software from a

study on the needs of the people in their environment. Once the application Is created,
they create murals to present their project to the community .

Recovering Roots, Building the Future .
Interdisciplinary project based on recovering, creating and recreating the knowledge of

this locality (folklore, traditional handicraft recipes, popular legends, relevant
characters)




ctive Listening

Changing the focus from | sodi W8 -
e R T e W

heads to the words
coming from the outside

O Build connections
O Build trust
0 ldentify and solve problems
0 Increase knowledge




Active Listening

How do you know If
someone Is listening?
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Istening

Active L

Broken Telephone




Urious
cats




A conversation
Find out 3 new

things




