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MYCLASSROOM

Devices
- 25 Convertible Tablets
- ф t/Ωǎ ǿƛǘƘ ²ƛƴŘƻǿǎ aǳƭǘƛǇƻƛƴǘ {ŜǊǾŜǊ
- 2 IWB
- 1 Interactive Table
- 1 PS4 and 1 Xbox with Kinect
- 3 Lego MindstormsEV3

Learning Spaces

Everywhere
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MYPUPILS

25 students

7 yearsold

Year2

100% participatingin the
project for the 2nd Year

24 with internet accessat
home

Pupilstakingtabletshome
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THESCENARIO
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VARK QUESTIONNAIRE

Kinesthetic
36%

Aural
4%

Visual
8%

Aural + Kinesthetic
16%

Reading + Kinesthetic
8%

Aural + Reading
4%

Visual + Aural
4%

Undefined
20%

How I Learn?

Video(FullScreen)
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HOWWEUSEDTHETABLETS

- To share ideasandknowledge;

- To explore different learningresources;

- To createproducts(presentations, videos, mindmaps, games, etc.)

- To reflect;

- To assess;

- To communicatewith others;
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OBSTACLES

Sometimestechnologycan bea problem
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OBSTACLES

The school system and the society

ά¢Ƙƛǎ ƛǎ ŜǾŜǊȅǘƘƛƴƎ ǾŜǊȅ ƛƴǘŜǊŜǎǘƛƴƎ ōǳǘ ǿƘŀǘ L ǿŀƴǘ ƛǎ ǘƘŀǘ Ƴȅ ǎƻƴ ƘŀǾŜ ƎƻƻŘ 
ǊŜǎǳƭǘǎ ƻƴ ŜȄŀƳǎΦέ

Parent

άtƭŀȅƛƴƎgamesand exploringOneNoteis excitingfor her, but when it comesto
exams,I demandthat shestudiesby the text book.έ

Parent

άaȅdadsaysIŎŀƴΩǘusethe tablet in the weekof tests.έ

Pupil
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OBSTACLES

²ŜΩǊŜnot surethe resultson exams
will bebetter after usingthe tablets!
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CHALLENGES

ÅWorking with such young pupils it was a challenge:
ÅTo give autonomy to 6 years old pupils;

ÅTo promote reflection about learning styles and learning process;

ÅTo let students in charge of their learning;

Å¢ƻ ƳŀƴŀƎŜ ǿƘŀǘ L ǳǎŜ ǘƻ Ŏŀƭƭ άhǊƎŀƴƛǎŜŘ /ƘŀƻǎέΦ
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Å¢ƘŜ ǘŀōƭŜǘǎ ŜƴǊƛŎƘ ŜǾŜǊȅƻƴŜΩǎ ƭŜŀǊƴƛƴƎ ŜȄǇŜǊƛŜƴŎŜΤ

ÅThe students take more decisions about how they learn;

ÅThe process of creating a final product helps students structuring the way 

they think and the learning process is more meaningful

ÅThe students feel more confident in the use of the devices and that allows 

them to explore even better the resources and the apps, improving their 

final products every time they have a new project.

Å1:1 approach was mostly use at home. In the classroom we focus our work 

on collaboration.

RESULTSECONCLUSIONS
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THANKYOU!

The ǿƻǊƪ ǇǊŜǎŜƴǘŜŘ ƻƴ ǘƘƛǎ ŘƻŎǳƳŜƴǘ ƛǎ ǎǳǇǇƻǊǘŜŘ ōȅ ǘƘŜ 9ǳǊƻǇŜŀƴ /ƻƳƳƛǎǎƛƻƴΩǎ [ƛŦŜƭƻƴƎ 
Learning Programme ςproject Creative Classrooms Lab (Grant agreement 2012ς5124/005-001). 
The content of this document is the sole responsibility of the consortium members and it does 
not represent the opinion of the European Commission and the Commission is not responsible 

for any use that might be made of information contained herein.

Read more: http://creative.eun.org
Contact us: creativeclassroom@eun.org

http://creative.eun.org/
mailto:creativeclassroom@eun.org

