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CREATIVE LEARNING, STEAM AND SOCIAL CHANGE
El grup UdiGitalEdu dissenya experiencies d'aprenentatge per a infants i joves per ajudar-los a

ser més creatius, critics i desenvolupar valors positius. El grup desenvolupa projectes a nivell
local, nacional i internacional, i se centra en col-lectius desfavorits i infants de families de

comunitats vulnerables.



e Estudiem com es pot utilitzar la tecnologia com a eina
creativa d'aprenentatge i dissenyem experiencies
d'aprenentatge per a nens i joves combinant Tecnologia,
Ciencia i Art, amb l'objectiu de fomentar la creativitat, el
pensament critic i el treball en equip.

e El grup es focalitza especialment en infants de families
nouvingudes i en comunitats desafavorides.
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JOINT CREATIVE CURRICULUM through the valorisation of creative methods that

have been developed in the framework of previous 10 projects

Name of Brief Description Website
Method Creative A method on how a teacher can create a https://creativityle
_ Learning theatre scenario in order to teach any arning.eu/

SEDIN Elements of the Montessori method https://sedin- subject/ content s/he wants
implemented in non-Montessori schools project.eu/

;:ornblned with Athlejatrle t?Chn:cq”te; mtor?rer Creative A method on how theatre methods and https://www.stemp
Slslierge e i LRSI IRLE ot o UL STEAM techniques can be used in order to teach ject.eu/
disadvantaged backgrounds STEquubjects el

I, o - 1 v .

MONTECH Elements of f1e Montesson methad hitps./montessort T entmaker A method which described how a teacher https://talent-
(iImplementedin non-Morisssonieciiocls) | Sehgi can valorise his/her own talents in order to
combined with digital technology and make his/her course more engaging and maker.eu/
elements of maker education in order to attractive in the framework of maker e
increase the attainment of basic skills in education
schools with students from disadvantaged y

| baesgroards. } EAR A method which combines Socratic www.ear-

Drama in A method of participatory drama which is http://diverse Dislectics and [heatye In order to discuss gitizen.eu

Education based on collective, situation/context- education.eu/dra lss‘:jes rglaltgd WIth_CItlzensh:p education
based thinking, where the fictional context ma/ (and social issues in general)
allows a safe space for practical group =
exploration of problems. The method is Etrength Based | A metho: of classrloom managerrpent. and https.//«vvxw.tc;ach
transferred as implemented in the earning approach, especia ly when teaching in mi.eu/strength-
framework of the DIVERSE project. diverse multicultural classrooms, focused based

on students talents and strengths and not
¥ Digital Creating stories using digital tools in order | htto://diverse- Y on the students’ weakness.

Storytelling to explore in participatory ways various education.eu/digit _ i i
subjects. The method is transferred as al-storytelling/ Game Based A method on the use of digital games in hitp://www.smileur
implemented in the framework of the Learning order to increase critical thinking and bo.com/en/
DIVERSE project. problem-solving in schools.

. W, |

Academia de Professors centrada en I'is de meétodes creatius d'ensenyament, especialment
dissenyats per a aules amb diversitat, partint dels resultats d'iniciatives europees previes



Formacions:

UdiGitalEdu @udigitaledu - 7 de marg

Aprenent plegats amb professores d’instituts #creativeSTEAM
@INS VALLVERA @inssunyer @CatedraTEKHNE @univgirona
@UdGEducacioPsic @UdGPolitecnica @EUErasmusPlus

10


https://twitter.com/udigitaledu/status/1500883757716455426
https://twitter.com/udigitaledu/status/1500883757716455426




S /1B g w w— ?‘,-‘!- =y
ok LN ST RT

| H.‘u\.'l‘ \




Formacions (futur proper):

Escola d’estiu, juliol 2025, Universitat de
Girona

ACASIMIA

European Teacher Academy For Cra; clustve Learning @
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Aprendre | ensenyar tecnologies
creatives amb un enfocament Montessori



. * % Co-funded by the

I ‘I\l ECH RIS e Euopean Union
T . of the European Union

Si Maria Montessori estigués viva avui en dia, com faria
servir les tecnologies a I'aula sense ftrair els principis de la

seva pedagogia?

Hem intentat respondre a aquesta pregunta de manera practica a

partir de tallers dissenyats per experts en ambdos camps i la

participacio de mestres d’arreu d’Europa.

621461-EPP-1-2020-1-ES-EPPKAS-IPI-SOC-IN




Co-funded by the
Erasmus+ Programme
of the European Union

MNeNTECH

El projecte Montech fomenta la inclusio social i I'equitat a les escoles
multiculturals d'Europa mitjancant activitats innovadores i atractives
basades en un nou enfocament que combina el metode Montessori amb

experiencies d'aprenentatge Maker.

Co-funded by the
621461-EPP-1-2020-1-ES-EPPKA3-IPI-SOC-IN Erasmus+ Programme ’
of the European Union




MNeNTECH

EQUIP:

Dissenyadors i implementadors

U""_ it COORDINATOR
niversitat

de Girona  CREATIVE TECHNOLOGY
— EXPERTS

MONTESSORI EXPERTS

MONTESSORI
WATERPARK MONTESSORI PALAU
GIRONA

Co-funded by the
Erasmus+ Programme
of the European Union
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CRAIOVA (ROMANIA)

Escola Veinat
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https://montessoritech.eu/

ABOUT METHODS MONTECH GUIDE TEACHERS' TRAININGS >< ENGLISH

B

)rdach fo; successfu ITCWSION in
cultural Schools |

What is MONTECH project?

Montech project will foster social inclusion and equity in multicultural schools

mrrnce Ernirone fthroiniablh hichhvy imnavate anAd anoasocino activitiae hacad Arn n nows



https://montessoritech.eu

FORMACIO BLOG

ABOUT METODES GUIA MONTECH

Guia de mestres de primaria Search

Posted on gener 30, 2023 by admmontech Cerca ...

(e Guia de mestres de primaria

Baixa 67 Guia MonTech

- v ges

Recent Posts

amt n enfocament

Mida del fitxer 7 MB

es30r

#" Cultural Week at “Gegant del Rec” School

Recompte de fitxers 1 E2 doing MONTECH Workshops

Data de creacié gener 30, 2023 # Blended Montessori — Creative

Technologies approach for Successful
Ultima actualitzacié  febrer 1,2023
# End of the Training of Trainers in Athens

L & TRAINING OF TRAINERS WORKSHOP
NehtecH Il - CELEBRATED IN GIRONA WITHIN THE
FRAMEWORK OF THE MONTECH ERASMUS+
PROJECT


https://montessoritech.eu/ca/
https://montessoritech.eu/

https://montessoritech.eu/

Sept 2022

20


https://montessoritech.eu/ca/guia-montech/
https://montessoritech.eu/ca/guia-montech/

La guia MonTech

Introduccio
Capitol 1. La gran historia de la tecnologia
Capitol 2. Fonaments de la computacio creativa

Capitol 3. Incorporar les tecnologies a traves

del curriculum




https://montessoritech.eu

Guia MonTech

Aprendre i ensenyar tecnologies
creatives amb un enfocament
Montessori

index
De qué tracta aquesta guia? 6 TALLER 11: Juguem amb condicionals i Scratch 94
Qui ha creat aquesta guia? 8 TALLER 12: Introduccié a les variables 100
Preliminar: qué han dit els professors? 9 TALLER 13: Construim monstres utilitzant variables 106
Com esta organitzada aquesta guia? 11 TALLER 14: Juguem amb Scratch | Variables 109
Quin tipus d'activitats d'aprenentatge trobareu a la guia? 12 4 dales toalexa wivasdel 119
15 seasions 4o TALLER 15: Variables gramaticals 120
:::z::: :z:z :: :::::::k :: Activitat de seguiment: crear una frase - joc 122
: 3 § TALLER 16: Art amb Scratch - Aleatorietat i bucles 124
Missatges importants per als mestres 0 Activitat de seguiment: colors, bucles, aleatorietat | aquarel-les 128
Conslderacions pedagogiques 2 Activitat de seguiment: Moviment en Art 131
Per qué és tan important I'Scratch en aquesta guia? 23 TALLER 17: Maquines gargotaires 133
La Gran Histdria de la Tecnologia 27 TALLER 18: Cicles de vida a la natura - Bucles 138
Atrapar els teus alumnes a través de la narracié de contes i histories 28 Activitat de seguiment: Cicles de vida a la natura amb Scratch 139
Introduccié a la Historia 29 TALLER 19:
L3 historia de la tecnologia 32 Musica i conductivitat - Instruments musicals amb micro:bit i Scratch 142
Bibliografia relacionada 36 TALLER 20: Geografia i conductivitat amb Makey Makey i Scratch 147
La histdria de la informatica 37 TALLER 21: Mesurar el temps 152
TALLER 22: Experimentacié amb la llum | els sensors 163
Els Fonaments de la Informatica Creativa 39 TALLER 23: Maquines simples 170
TALLER 1: €l nenbot - el primer contacta amb la programacio 40 Activitat de seguiment: Els autdmats de cartré (Tinkering) 178
TALLER 2: Descobrint Scratch 44
Activitat de seguiment: Missions amb Scratch Cards 48 ANNEX 1; Caixes de Gramatica Montessori (Analisi). 181
Activitat de seguiment: Scratch Tutorials 50 ANNEX 2: Plantilla de daus per a Scratch com a Liengua 184
Activitat de seguiment: el repte dels 10 Blocs 51 ANNEX 3: Plantilla de daus per a frases gramaticals 185
TALLER 3: Descobrim Scratch amb el Nenbot 53 ANNEX 4: Repte dels 10 blocs amb Scratch 186
TALLER 4: Descobreix Scratch amb un “comecocos” 56
TALLER 5: Crear cares amb Scratch 59
TALLER 6: Scratch com a llengua 64
Activitat de seguiment: Scratch com a Llengua | 67
Activitat de seguiment: Scratch com a Liengua Il 70
TALLER 7: Bucles - Descobrint micro:bit 73

TALLER 8: Bucles - Creem una rutina de dansa
Activitat de seguiment: |a festa del ball

81
84
TALLER 9: Sincronisme i paral-lelisme - Percussio corporal 88 Co-funded by the
TALLER 10: Introduccié als condicionals o1 Erasmus+ Programme -
of the European Union



https://montessoritech.eu/ca/guia-montech/

La guia MonTech s’inspira en:

CREATIVE COMPUTING
ARG

https://scratch.mit.edu/

e

8 akey
the ﬁ
: . WP  micro: blt

tinkering
studio
Experiments with science, art, EdIS@n

technology, and delightful ideas. 621461-EPP-1-2020-1-ES-EPPKA3-IPI-SOC-IN




Quin tipus d’activitats
d’aprenentatge?

Espiral de pensament creatiu refle —. | .
M. Resnick (2007) / imagine
share imagine
create

play




Les sessions

- Guspira: conte/historia, anecdota, activitat

desendollada, mostra un projecte, etc.
— Lliure eleccio d’activitats de seguiment
— Demostracions en petit grup
— Feedback entre alumnes

— Reflexions individuals al quadern




El quadern

A la guia trobareu activitats que fan referéncia al quadern. Per exemple,
els infants poden escriure el qué els ha agradat d’'un projecte, dibuixar
els personatges que faran servir a l'animacid de Scratch, donar
feedback a un company, etc.

 Planificar

* Donar feedback

» Reflexionar

» Dibuixar

« Escriure esborranys

* Pluja d'idees

Co-funded by the
Erasmus+ Programme
of the European Union )




Austin’s Butterfly: Building Excellence in e
Student Work

https://vimeo.com/3824 7060

Co-funded by the
621461-EPP-1-2020-1-ES-EPPKAS3-IPI-SOC-IN ~ Erasmus+ Programme
Hh European Uni



https://vimeo.com/38247060

Why Would Maria Montessori

be a Scratcher?
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Picture generated with
Midjourney + Dall-e + Photoshop




Per que Maria Montessori
seria una Scratcher?

Scratch pot promoure els seguents principis Montessori:

® Motivacio intrinseca

®* Auto-educacioé / Independencia
* Control d’error

®* Ambient preparat

® Llibertat dins d’'uns limits

Educacio global dels nens i nenes

(Desenvolupamentiintel fsctazl shiotional | sociaty: Hl  IN@I\




W2: Discovering Scratch with a Tale

A

-

https://yvoutu.be/eXimO7wX-iE

621461-EPP-1-2020-1-ES-EPPKAS-IPI-SOC-IN



https://youtu.be/eXimO7wX-iE
http://drive.google.com/file/d/1Tpozg50TrAvTpwsAN6dd4VD1fI48c6Ut/view

Guia MonTech

|
Aprendre i ensenyar tecnologies
creatives amb un enfocament u

Montessori

hites://montessoritech.eul
Gener 2023

Les variables:

TALLER 12: Introduccid a les variables =~ DESENDOLLAT 100
TALLER 13: Construim monstres utilitzant variables DESENDOLLAT 106
TALLER 14: Juguem amb Scratch i Variables ENDOLLAT 109

COLOR DE LA TEULADA = VERMELL

COLOR DE LA PORTA = VERD

Dibuixa el terra amb una linia horitzontal

Representa les parets amb dues linies verticals al damunt del terra

Iustra la porta amb un rectangle a sobre del terra entre les dues parets

Dibuixa la teulada amb un triangle alcat en les dues parets

Pinta la porta amb un llapis de COLOR DE LA PORTA
Acoloreix la teulada amb un llapis de COLOR DE LA TEULADA

"

Co-funded by the
621461-EPP-1-2020-1-ES-EPPKA3-IPI-SOC-IN Erasmus+ Programme
of the European Union




Guia MonTech

|
Aprendre i ensenyar tecnologies
creatives amb un enfocament [
Montessori

hitps://montessoritech.eu/
Gener 2023

Les variables:

NehTEcH Bl

TALLER 14: Juguem amb Scratch i Variables =~ ENDOLLAT 109

https://scratch.mit.edu/projects/710159905 https://scratch.mit.edu/projects/710159905
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Co-funded by the
Erasmus+ Programme
of the European Union

621461-EPP-1-2020-1-ES-EPPKAS-IPI-SOC-IN




Guia MonTech

Aprendre i ensenyar tecnologies u
creatives amb un enfocament
Montessori u

hites://montessoritech.eu/
Gener 2023

Les variables:

Neh\TECcH B 5ne

TALLER 14: Juguem amb Scratch i Variables =~ ENDOLLAT 109

https://scratch.mit.edu/projects/636011398

https://scratch.mit.edu/projects/636028655

Co-funded by the
Erasmus+ Programme
of the European Union

621461-EPP-1-2020-1-ES-EPPKAS-IPI-SOC-IN
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Aprenentatge basat en la promocid de talents i 'educacio Maker

en el context de I’educacid hibrida després de la Covid-19




Co-funded by the
Erasmus+ Programme
of the European Union

TALBNT
‘ALAFER

35



Co-funded by the
Erasmus+ Programme
of the European Union
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La finalitat del projecte Talent Maker és reduir la bretxa educativa provocada per
I’escletxa digital incrementada durant els confinaments a les escoles de maxima

complexitat (multiculturals europees).

4 x

Per aconseguir-ho, es proposa ajudar a les escoles multicultural d’Educacio Primaria a
millorar I'’educacio presencial i a distancia servint-se d’'una basada en la

promocio de talents i I'educacio maker.

e /

36
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Previous
knowldedge Col-laboracié
Creativitat
Pensament critic
New knowldege Competéncia digital
adquisition
Objectiu d’aprenentatge 1 Objectiu d’aprenentatge 2
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Talent Maker Methodology

Theoretical Framework

. Theoretical

Em fFramework
» =

1. Tolent-based learning

2- Maker Education

Les 28 pagines del
document inclouen els
fonaments teorics de
I'aprenentatge basat en

talents i 'educacié maker, a
més, d’una descripcié
detallada del metode

provat i refinat pel consorci.

38
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Co-funded by the
Erasmus+ Programme
of the European Union
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Ap dizaj d n .
la educacion Maker e
hibrida después de la Covld 19

ontexto de laed cacnén

Ten e
Co-funded by the & ‘ !

Erasmus+ Programme ° )

of the European Union A ‘ E ..

Llibre que conté
I'essencial del projecte
Talent Maker: marc
teoric, metodologia,
casos practics,
proposta d'avaluacio,

etc.

41



TALBNT
‘ALAFER

Co-funded by the
Erasmus+ Programme
of the European Union

TALBNT
‘ALE BR

Talent v
Language v
Age Group v
Intelligence v

Recommended Space:

Video

Plugged / Unplugged: j
Author
Affiliation:

Featured Image

Seleccionar archivo  Ninguno archivo selec.

PDF file

Seleccionar archivo ~ Ninguno archivo selec.

Validation Code (Captcha)

£330} 8

Formulari senzill que
permet pujar al cataleg
noves capsules
educatives digitals i
seleccionar les etiquetes
amb les quals es

trobaran.

42
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of the European Union

TALEST Talenl Makgr EU
AL ER (Grak okeren39ts

HOME VIDEOS PLAYLISTS CHANNELS ABOUT

Talent Maker project B Play all

Talent Maker In el Pla School, Tatent Maker in & Pia School,
Sah Sait

Talont Manor U Tatent Mot EL
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Digital Storytelling
With Scratch
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Project DIVERSE (Erasmus+) 2019-2021

"*\ /'
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http://diverse-education.eu/

Methods:

- Folk Tales

- Drama in Education
- Digital Storytelling



http://diverse-education.eu/

Project DIVERSE (Erasmus+) 2019-2021

Guidance book
for Teachers

http://diverse-education.eu/guidance-book/

[m] ;A [m]
|
|

24 ‘
ﬂﬁf;' : 2 S

PROJECTE DIVERSE

Guia per a fomentar la inclusié a les aules

a través de la narrativa, el teatre i la
creacio d’histories digitals
® 00

Co-funded by the ¥

Erasmus+ Programme %
of the European Union o
Proyse



http://diverse-education.eu/guidance-book/

Why Digital Storytelling?



Since the dawn of civilization, humans
have needed to share and connect
through stories.

Stories transcends mere entertainment;
they are a profound expression of our
desire to understand and be understood.
Stories serve as bridges, linking us across
generations, cultures, and experiences.
They give voice to our joys, sorrows,
dreams, and fears...




Why storytelling in Education?

Storytelling in education fosters engagement and deepens

understanding by connecting lessons to relatable human
experiences.

It harnesses the power of narrative to make abstract concepts
memorable and to cultivate critical thinking and creativity in
students.



What makes storytelling digital?

 Use of digital tools and platforms to tell stories.
e Combines various forms of media — text, audio, video, and images.



Benefits of Digital Storytelling in Education

Engagement (Multisensory Experience, Interactivity, Dynamic
Content...)

Creativity: Digital tools provide a plethora of ways to express
oneself.

Critical Thinking: Planning a narrative requires organized
thought.

Technical Skills: Familiarity with modern digital tools.



Digital storytelling goes beyond just educators using digital stories as a
tool for creating engaging content in the classroom.

It also provides a unique opportunity for children to express themselves
through digital media.

By encouraging students to create their own digital narratives, we
empower them to unleash their creativity and develop essential skills in
communication, technology, and storytelling.



Digital storytelling does not mean the abandonment of traditional
methods; in fact, it thrives when it embraces a harmonious blend of both
digital and conventional approaches.

By integrating digital tools with traditional storytelling techniques, we can
create a richer and more versatile learning environment.

This hybrid approach allows educators to harness the benefits of
technology while preserving the timeless art of storytelling through
books, oral traditions, and other analog methods.



Why Scratch?



scratch.mit.edu

forever

imagine




WHY SCRATCH?

* It's online and free, you don't need to install any special software to start
creating.

* It is multiplatform, and works on computers as well as tablets and mobile
phones.

* |tis translated into many languages.

* |t is designed with a very powerful pedagogical approach, and allows
learning in a very intuitive way, facilitating self-learning and learning by
discovery and exploration.

|t allows us to create digital stories, but also games, artistic projects,
simulations, etc.

* It allows to share our creations on the Internet, in a very easy way, and
also allows to remix the creations of others, which is a very powerful
feature.

* |Itis not only a tool and an environment but also a huge community.

e Scratch has a low floor, high ceiling and wide walls.

* It has extensions that allow us to play with music, give voice to our
characters (recording or text-to-speech), connect the story on our screen
with the outside world (sensors, robots, etc.).
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https://youtu.be/cDIUNUE8QZ8?si=uHtzQcTsqoMTrwPu



https://youtu.be/cDIUNUE8QZ8?si=uHtzQcTsqoMTrwPu

Structure of the workshop

 Introduction (review and powerful ideas) (done)

e Hands-on tutorial (individual or in pairs): How to create a story with
Scratch + Fantastic Binomial by Gianni Rodari

e Team activity: Tell a memory of your childhood (1) - Collaborative
creation & Story Board on paper

e Team activity: Tell a memory of your childhood (2) - Scratch & Sharing in
a studio

e Sharing and conclusions



http://scratch.mit.edu


http://scratch.mit.edu/

Acadimia Scratch Studio




