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CREATIVE LEARNING, STEAM AND SOCIAL CHANGE
El grup UdiGitalEdu dissenya experiències d'aprenentatge per a infants i joves per ajudar-los a 
ser més creatius, crítics i desenvolupar valors positius. El grup desenvolupa projectes a nivell 
local, nacional i internacional, i se centra en col·lectius desfavorits i infants de famílies de  
comunitats vulnerables.



STEAM Education

UdiGitalEdu: 2010-Present

Creative Learning, STEAM and Social Change 
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• Estudiem com es pot utilitzar la tecnologia com a eina 
creativa d'aprenentatge i dissenyem experiències 
d'aprenentatge per a nens i joves combinant Tecnologia, 
Ciència i Art, amb l'objectiu de fomentar la creativitat, el 
pensament crític i el treball en equip. 

• El grup es focalitza especialment en infants de famílies 
nouvingudes i en comunitats desafavorides. 





Projectes 2014-23
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Projectes actuals 



 projectes
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Alguns materials i guies https://udigital.udg.edu/
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European Teacher Academy 
For Creative & Inclusive Learning

Grècia
Islàndia
Bèlgica
Itàlia
Romania
Hongria
Noruega
Catalunya
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JOINT CREATIVE CURRICULUM through the valorisation of creative methods that 
have been developed in the framework of previous 10 projects

Acadèmia de Professors centrada en l'ús de mètodes creatius d'ensenyament, especialment 
dissenyats per a aules amb diversitat, partint dels resultats d'iniciatives europees prèvies
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Formacions: 

https://twitter.com/udigitaledu/status/1500883757716455426
https://twitter.com/udigitaledu/status/1500883757716455426
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Formacions (futur proper): 

Escola d’estiu, juliol 2025, Universitat de 
Girona



Aprendre i ensenyar tecnologies 
creatives amb un enfocament Montessori



621461-EPP-1-2020-1-ES-EPPKA3-IPI-SOC-IN

Si Maria Montessori estigués viva avui en dia, com faria 

servir les tecnologies a l’aula sense trair els principis de la 

seva pedagogia?

Hem intentat respondre a aquesta pregunta de manera pràctica a 

partir de tallers dissenyats per experts en ambdós camps i la 

participació de mestres d’arreu d’Europa.



621461-EPP-1-2020-1-ES-EPPKA3-IPI-SOC-IN

El projecte Montech fomenta la inclusió social i l'equitat a les escoles 

multiculturals d'Europa mitjançant activitats innovadores i atractives 

basades en un nou enfocament que combina el mètode Montessori amb 

experiències d'aprenentatge Maker.
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EQUIP: 
Dissenyadors i implementadors  

COORDINATOR
CREATIVE TECHNOLOGY 
EXPERTS 

MONTESSORI EXPERTS 

ATHENS (GREECE)

LESVOS (GREECE)

CRAIOVA (ROMANIA)

SOFIA (BULGARIA)

IZMIR (TURKEY)

BOLOGNA (ITALY)
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https://montessoritech.eu/
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https://montessoritech.eu/ 

https://montessoritech.eu/ca/
https://montessoritech.eu/
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https://montessoritech.eu/ca/guia-montech/
https://montessoritech.eu/ca/guia-montech/
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La guia MonTech
− Introducció

− Capítol 1. La gran història de la tecnologia

− Capítol 2. Fonaments de la computació creativa

− Capítol 3. Incorporar les tecnologies a través 

del currículum
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https://montessoritech.eu/ca/guia-montech/
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La guia MonTech s’inspira en:

https://scratch.mit.edu/
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Quin tipus d’activitats 
d’aprenentatge?

Espiral de pensament creatiu
M. Resnick (2007) 
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Les sessions
- Guspira: conte/història, anècdota, activitat 

_desendollada, mostra un projecte, etc.

− Lliure elecció d’activitats de seguiment  

− Demostracions en petit grup 

− Feedback entre alumnes

− Reflexions individuals al quadern 
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El quadern
A la guia trobareu activitats que fan referència al quadern. Per exemple, 

els infants poden escriure el què els ha agradat d’un projecte, dibuixar 

els personatges que faran servir a l’animació de Scratch, donar 

feedback a un company, etc.  

• Planificar

• Donar feedback

• Reflexionar

• Dibuixar 

• Escriure esborranys

• Pluja d’idees
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El feedback

https://vimeo.com/38247060 

https://vimeo.com/38247060
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Why Would Maria Montessori 
be a Scratcher?

Picture generated with 
Midjourney + Dall·e + Photoshop
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Per què Maria Montessori 
seria una Scratcher?

Scratch pot promoure els següents principis Montessori:

• Motivació intrínseca 

• Auto-educació / Independència

• Control d’error

• Ambient preparat

• Llibertat dins d’uns límits

• Educació global dels nens i nenes

 (Desenvolupament intel·lectual, emocional i social)

Generada amb Midjourney 5.2
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W2: Discovering Scratch with a Tale

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

6

Les variables:

DESENDOLLAT

DESENDOLLAT

ENDOLLAT
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Exemple MonTech:

Les variables:

ENDOLLAT

https://scratch.mit.edu/projects/710159905 https://scratch.mit.edu/projects/710159905
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Exemple MonTech:

Les variables:

ENDOLLAT

https://scratch.mit.edu/projects/636011398 https://scratch.mit.edu/projects/636028655
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Aprenentatge basat en la promoció de talents i l’educació Maker 

en el context de l’educació híbrida després de la Covid-19
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Digital Storytelling
With Scratch



Project DIVERSE (Erasmus+) 2019-2021

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/ 

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.
• 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



• 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.

• It is translated into many languages. 
• It 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.

• It 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.

• It is not only a tool and an environment but also a huge community.
• 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.).

WHY SCRATCH?





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

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


• Introduction (review and powerful ideas) (done)
• Hands-on tutorial (individual or in pairs): How to create a story with 

Scratch + Fantastic Binomial by Gianni Rodari
• Team activity: Tell a memory of your childhood (1) - Collaborative 

creation & Story Board on paper  
• Team activity: Tell a memory of your childhood (2) - Scratch & Sharing in 

a studio
• Sharing and conclusions

Structure of the workshop



http://scratch.mit.edu/ 

http://scratch.mit.edu/


Acadimia Scratch Studio 


