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What will we do In the session?

1) Project Context
2) Montessori principles
3) Creative Technologies

4) Why would Maria Montessori embrace Creative
Technologies

5) Teacher Guide and Workshops Sequence
6) Teachers Testimonials
5) Discussion
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CREATIVE LEARNING, STEAM AND SOCIAL CHANGE
The UdiGitalEdu group designs learning experiences for children and young people to help them become

more creative, critical and develop positive values. The group develops projects at a local, national and
international level, and focuses on disadvantaged groups and children from vulnerable families and

communities.



Maria Antonia Canals
Mathematician, pedagogist, teacher and teacher of teachers

Active learning of mathematics. Manipulative, self-created materials.
GAMAR lab
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Dublin 2018: Learning about Montessori Principles
with Waterpark Montessori in SEDIN project







MNeNTECH

If Maria Montessori were alive today, how could
she incorporate technology in the classroom

while staying true to her educational approach?

We have tried to answer this question practically
through real activities, designed by experts in

both fields & participation of teachers.

c f nded by the
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MNeNTECH
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MNeNTECH

The MonTech learning proposal stands on two pillars:

1- Montessori learning principles

2- Creative Technologies: (Technologies for creating
and learning)

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




What will we do In the session?

1) Project Context
2) Montessori principles
3) Creative Technologies

4) Why would Maria Montessori embrace Creative
Technologies

5) Workshops Sequence
6) Teachers Testimonials
5) Discussion




MNeNTECH

1- Montessori learning principles
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NeNTECH

1- Montessori learning principles

Respect for tr

e Allow for Inc

e Child

ependence

e Freedom within limits
e Prepared environment to support

nsychological, social, and physical

development of the individual
e Control of error

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




MNeNTECH

1- Montessori learning principles

Intrinsic Motivation

Activate the imagination
Wonder and curiosity
Exploration

Real-life, relevant experiences
Collaborative project work
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MNeNTECH

2- Creative Technologies:

Co-funded by the
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MNeNTECH

2- Creative Technologies

Technology as a medium of creative expression and
learning.

Creative technologies relate to:

» Constructionism,

« Maker Education and Tinkering,
« Computational Thinking,

« Creative Computing,

« STEAM Education

o-funde the
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Constructionism

J. Piaget
1896-1980
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Constructivism

Knowledge acquisition is a process of
continuous self-construction. The child
builds his/her knowledge with what is
meaningful to him/her, making a process
of assimilation of what is new with
respect to what he/she already knows.

Learning occurs when a new experience
makes connections to existing knowledge

S. Papert
(1928-2016)

Constructionism

Learning is enhanced in contexts
where the learner is consciously
engaged in constructing a product
(artifact) that can be converted in
sharable things or public entities and
that is meaningful to him/her

(robot, poem, sandcastle, theory of
the Universe..)



Constructionism

S. Papert

All About LOGO-
How It Was Invented and How It Works

MINDSToRMS

Children, Computers,
and Powerful Ideas

WITH AN INTRODUCTION BY JOHN SCULLEY
AND A NEW PREFACE BY THE AUTHOR

SEYMOUR PAPERT

Computer as an object to
think with

imagine
program

ifelobg A
in ‘orga en .

MIT MEDIA LAB

All | Really Need to Know (About Creative Thinking) .
| Learned (By Studying How Children Learn) in Kindergarten

Mitchel Resnick
MIT Media Lab
mres@media.mit.edu

Presented at Creativity & Cognition conference, June 2007

Based on Robert Fulghum text



MNeNTECH

2- Creative Technologies

Technology as a medium of creative expression and
learning

Creative technologies relate to:

e Constructionism,

« Maker Education and Tinkering

« Computational Thinking,
« Creative Computing,
« STEAM Education
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Maker education:

Encourages children to take control of their own learning while
they make/build/create/invent within workshops and
makerspaces

Promotes informal, cooperative and networking learning
Promotes connections between disciplines traditionally disconnected.:

art & design, robotics, ..

Relates to the Maker Movement based on the human desire to make
things:

* DIY (Do it yourself)
* DIWO (Do it with others)

* + adding the power of digital and internet

621461-EPP-1-2020-1-ES-EPPKA3-IPI-SOC-IN Erasmus+ Programme
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Maker education:

Solving problems in school as they would have to be met out of school.
(Francis Parker School, Chicago.)

J. Dewey, Schools of tomorrow, 1915

Co-funded by the
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Maker Education principles:
(Sylvia Martinez & Gary Stager, based on S. Papert ideas)
Learning by Doing
Learning to Learn
You can'’t get it right without getting it wrong
Taking time
Obijects to think with
Hard fun

Do on ourselves what we do on our students

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



MNeNTECH

2- Creative Technologies

Technology as a medium of creative expression and
learning

Creative technologies relate to:
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« Maker Education and Tinkering,
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Computational Thinking:

Vi ewpo int ‘Jeannette M. Wing

Computational Thinking

It represents a universally applicable attitude and skill set everyone, not just
computer scientists, would be eager to learn and use.

ompurtational thinking

builds on the power and

limits of computing
processes, whether they are exe-
y cuted by a human or by a
machine. Computational
methods and models give us
the courage to solve prob-
lems and design systems that no one of us would
be capable of tackling alone. Computational think-
ing confronts the riddle of machine intelligence:
What can humans do better than computers? and
What can compurers do better than humans? Most
fundamentally it addresses the question: Whart is
computable? Today, we know only parts of the
answers to such questions.

Computational thinking is a fundamental skill for
everyone, not just for computer scientists. To read-
ing, writing, and arithmetic, we should add compu-
tational thinking to every child’s analytical ability.
Just as the printing press facilitated the spread of the
three Rs, what is appropriately incestuous abour this
vision is that computing and computers facilitate the
spread of compurational thinking.

Computational thinking involves solving prob-
lems, designing systems, and understanding human
behavior, by drawing on the concepts fundamental
to compurer science. Computational thinking
includes a range of mental tools that reflect the

cisely. Stating the difficulty of a problem accounts
tor the underlying power of the machine—the com-
puting device that will run the solution. We must
consider the machine’s instruction set, its resource
constraints, and its operating environment.

In solving a problem efficiently, we might further
ask whether an approximate solution is good
enough, whether we can use randomization to our
advantage, and whether false positives or false nega-
tives are allowed. Computational thinking is refor-
mulating a seemingly difficult problem into one we
know how to solve, perhaps by reduction, embed-
ding, transformation, or simulation.

Computational thinking is thinking recursively. It
is parallel processing. It is interpreting code as darta
and darta as code. It is type checking as the general-
ization of dimensional analysis. It is recognizing
both the virtues and the dangers of aliasing, or giv-
ing someone or something more than one name. It
is recognizing both the cost and power of indirect
addressing and procedure call. It is judging a pro-
gram not just for correctness and efficiency burt for
aesthetics, and a system’s design for simplicity and
elegance.

Computational thinking is using abstraction and
decomposition when attacking a large complex task
or designing a large complex system. It is separation
of concerns. It is choosing an appropriate representa-
tion for a problem or modeling the relevant aspects

COMMUNICATIONS OF THE ACM March 2006/Vol. 49, MNo. 3

Jeannette Wing, 2006




Computational Thinking:

“Computational thinking involves solving problems, designing systems
and understanding human behaviour by drawing on the concepts
fundamental to computer science.”

(Wing, 2006: p 33).

RELATES TO MONTESSORI APPROACH

« Divide complex problems into smaller size modules.

« Sequence long and complex processes in “steps”.

« QOrganize and analyze data recognizing logical patterns.

« Start from specific cases to arrive at abstract and generalizable
situations.

« Create elegant and ingenuos solutions

« Discover ways to automate solutions —algorithms-

« Evaluate the validity of solutions

Co-funded by the
Erasmus+ Programme

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




MNeNTECH

2- Creative Technologies

Technology as a medium of creative expression and
learning.

Creative technologies relate to:

» Constructionism,
« Maker Education and Tinkering,

« Computational Thinking,

« Creative Computing,
« STEAM Education
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Creative computing:

Using and learning with tools that allows to create construct physical
and digital artifacts.

Many examples in the MonTech guide

STEAM education:

Education methodologies that use interdisciplinary approaches to
blend the learning of Science, Engineering, Arts and Mathematics

and do so taking advantage of Technology.

Connects with project base learning, real world problems, and
transversal learning between disciplines

621461-EPP-1-2020-1-ES-EPPKA3-IPI-SOC-IN Erasmus+ Programme




What will we do In the session?

1) Project Context
2) Montessori principles
3) Creative Technologies

4) Why would Maria Montessori embrace Creative
Technologies

5) Workshops Sequence
6) Teachers Testimonials
5) Discussion




Learning with Creative
Technologies using a
Montessori Approach
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Why would Maria Montessor|
embrace Creative Technologies?

Using creative technologies for learning could promote the following

Montessori principles:

- Respect for the child

- Intrinsic motivation

- Prepared environment
— Auto-education

—  Control of error

—  Child independence

- Freedom within limits

— Educating the whole child
(intellectual, emotional and social growth) Generated with Midjourney 5.2

Co-funded b
621461-EPP-1-2020-1-ES-EPPKAS-IPI-SOC-IN Erasmus+ Progra
of the European Union




Why Would Maria Montessor|

be a Scratcher?
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Why Would Maria Montessor|
be a Scratcher?

Maria Montessori believed that music literacy
was an element of culture that children ought

to learn. She wanted us to teach all children to

read music. Music performance should not be
just for talented people and artists. Music

belongs to us all and should be used as a

creative medium.

Co-funded by the ot
Healy Walls (2008). At the Heart of Montessori Il: Core Principles in Action ofine European Union IS




Why Would Maria Montessor|
be a Scratcher?

Mitch Resnick believes that coding Is an element
of culture that children ought to learn. He
wants us to teach coding to all children. Coding

should not be just for talented people anc

engineers. Coding belongs to us all and should

be used as a creative medium.




MNeNTECH

Just as the Montessori methodology was originally designed to help

poor children from disadvantaged backgrounds, the MonTech project

and its guide are designed to help especially multicultural schools.

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




MonTech Timeline

2021

1) Theoretical framework
2) Listen to the multicultural school teachers

3) 1stversion of the MonTech Guide (not public)

Jan 2022 to Sept 2022

4) Training the Trainers (Girona + time to test + Athens)
5) 2nd version of the MonTech Guide (public)

Sept 2022 to Dec 2023

5) Teacher Training (350/500 from Romania, Spain, Greece, Italy, Bulgaria, Norway)
6) Implementation in multicultural schools

7) Quality Assurance & Evaluation, Dissemination, Sustainability

621461-EPP-1-2020-1-ES-EPPKA3-IPI-SOC-IN Erasmus+ Programme
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ABOUT METHODS MONTECH GUIDE TEACHERS' TRAININGS >< ENGLISH

ided Montessori-Creative Technologies

apprdach forsuccesstul on in

-

tultugal Schools

What is MONTECH project?

Montech project will foster social inclusion and equity in multicultural schools
across Furoone throueh highlv innovate and eneageine activities based on a new
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ABOUT METHODS MONTECH GUIDE TEACHERS' TRAININGS

Primary school teacher guidance book Search

Posted on September 21, 2022 by admmontech Search ...

Primary school teacher

guidance book

16
Download Recent Posts
o MonTech Guide

File Size 7MB Teaching Creative Technologies using

» Montessorl Approach #" End of the Training of Trainers in Athens
File Count 1 s anescise

ﬁ #" TRAINING OF TRAINERS WORKSHOP
Create Date September 21, 2022 CELEBRATED IN GIRONA WITHIN THE

FRAMEWORK OF THE MONTECH ERASMUS+

Last Updated September 21, 2022

PROJECT

#" First steps: situation analysis and

development of the new approach
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MonTech Guide
Teaching Creative Technologies using

a Montessori Approach
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MonTech Kilavuzu
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Guia MonTech

Aprendre i ensenyar tecnologies
creatives amb un enfocament

hitps://montessoritech.eu/

https://montessoritech.eu,
Septiembre 2022

MonTech Guide

Undervisning i kreative teknologier

etter en Montessori-tilnaerming

https://montessoritech.eu,
Sept 2022
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Guia MonTech

Aprender y ensefar tecnologias
creativas con un enfoque Montessori
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https://montessoritech.ey,
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MonTechGuide
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o abordare Montessori

n itech
Septembrie 2022
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NeNTECH

MonTech Guide

MonTech Guide :
Teaching Creative Technologies using IntrOdUCtlon to the methOd()lOgy

a Montessori Approach

Chapter 1.
The Great Story of Technology

Chapter 2.
Fundamentals of Creative Computing

Chapter 3.
Incorporating Technology
Across the Curriculum

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




Structure of the workshops

The teacher presents three instructions to the children, drawing arrows on the beard. Each
arfow is an instruction, The up arrow is the instruction that tells the robot to take a step
forward, The right arrow tells the robot to turn right {you can explzin that it turns 90
degrees,depending on the children's knowledge - it is simply a matter of showing the
teacher that if this arrow reaches the robot, it turns right 90 degrees). The same with the left
arrow.

Then the teacher explains that one child will play the role of the robot and between the two
of them they will program it. This is done by writing one instruction after the other, This is
writing a sequence of instructions.

The teacher gives a demonstration. He writes the sequence |drawing on the blackboard):
“up arrow”, “up arrew”, *right arrow”, “up arrow”, It is 3 program of 4 instructions.

Then she asks for a volunteer to act 2s a robet, a “kidbot". She loads the program inte the
robot’s hands and touches (as If pressing a button] its head gently, The kidbot moves ene
step forward (executes the first instruction: “up arrow™), one step forward |{second
instruction), turns right {third instruction), and one step forward |fourth instruction).

After this demonstration, the teacher divides the children into teams and asks them, to
program the kidbot to make a square, The teacher can use a chair for the kidbot to complete
a lap of the chalr (see Image below).

Spiral of Creative Thinking, M. Resnick (2007)

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

After this first challenge, children can da multiple things, like sat up a circuit setting a sacond
challenge, invent instructions {jump, grab with hands, talk, repeat, etc...), dress the kidbot
with cardboard, orfand build a helmet. This activity can also be very interesting to introduce
conditionals: if this condition happens then do this action. Suggest to 2 group of children to
program their kidbot in a way that uses conditions.,

Yau can also extend this activity to work on some important practicss. For instance, children
can also swap programs, and have the different kidbots in the class run programs that their
classmates have made.

All these activities can be done in the classroom or in the playground (or in any other space).

Before finishing this wnrkshnp, gru'e children time to reﬂe:l: oh wh at l:hel,- have heen dnlng
You can ask question -

have learned in 4
about whethe

A good way
invent rews
robot. Using
around the g
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MonTech Guide Is inspired In:

Getting Unstuck

ﬂ

CREATIVE COMPUTING

Harvard Graduate School of Education An intermediate Scratch curriculum to support
design studio culture in the classroom

Creative Computing Lab
Harvard Graduate School of Education
July 2021

%’

https://scratch.mit.edu/ einguntuck e haard s

[

Makey

the . gMakey@)
tinkering

studio N
Experiments with science, art, EdIS@n

. : c ded by h
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Special focus:
structure of the sessions

Whole class spark (story, anecdote, unplugged activity or
presenting a project)

Free choice follow-up activities in groups or individual

Small groups demonstrations (introduce a key concept,
ask questions, present a challenge and encourage them
to work independently in a follow-up activity)

Feedback between pupils

Individual journal reflections

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



Special focus: Journal

In the guide you will find activities that will make reference to the
design journal. For example, students can write down what they liked
about a project, draw characters before going to the Scratch graphic

editor, or give feedback to a peer about their project.

— To plan and document

— To give feedback and reflect
— To sketch and draw

— To brainstorm

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



Special focus: Feedback

3 helpful
-

Austin’s Butterfly: Building Excellence in g it
Student Work ————

https://vimeo.com/38247060

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


https://vimeo.com/38247060

What will we do In the session?

1) Project Context
2) Montessori principles
3) Creative Technologies

4) Why would Maria Montessori embrace Creative
Technologies

5) Workshops Sequence

6) Teachers Testimonials
5) Discussion




Discovering Scratch:
Different ways of learning

> 10 BLOCKS

P‘ubils create a script, combining the instructions blocks of the envelopes. Then, the idea is
that one of the children does what the program says (like the kidbot).

£

Y.

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



W2: Discovering Scratch with Tutorials
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W2: Discovering Scratch with a Demo

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




W2: Missions with Scratch Cards

Mission X:
Hello team Il (invent a team name)
Welcome to the learning experience with Scratch!

You have in your hands a collection of Scratch cards. Your mission is to explore them. You
will see that they are diverse, and there will be opportunities for each of you to take
control of the keyboard. You must cooperate and learn from the cards. But we also
recommend that you explore things. Let your curiosity guide you. There is no danger of
breaking anything in the program. We encourage you to drag an instruction to the script
area, click and see what happens. We encourage you to link two, three and more
instructions and click on the group to see what happens.

Get the Entire Collection of
Coding Cards

With the Scratch Coding Cards, you can learn to create
interactive games, stories, music, animations, and more!

& Download PDF

https://scratch.mit.edu/ideas



W2: Missions with Scratch Cards

Pair programming, children teach children

l '
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W2: 10 Blocks Challenge

=
=
- 10 BLOCKS
5 15-30 MNUTES
=
3
ACTIVITY DESCRIPTION

OBJECTIVES

By completing this activity, students will:

+ create a project with the constraint of only being
able to use 10 blocks

RESOURCES

i Help students sign in to their Scratch accounts and
click on the Create button at the top of the Scratch
website to start a new project. Optionally, have the 10
Blocks handout available to guide students during the
activity.

EEI Give students time to create a project with only these
{10 Scratch blocks: go to, glide, say, show, hide, set size
i to, play sound until done, when this sprite clicked, wait,
i and repeat. Remind students to use each block at least
\ once in their project and encourage them to

: experiment with different sprites, costumes, or
i backdrops.

i Invite students to share their projects in their critique
i groups (see the Unit 0 Critique Group activity).

i Optionally, have students add their projects to the 10
i Blocks studio or a class studio.

U Ask students to think back on the design process by
responding to the reflection prompts in their design
journals or in a group discussion.

NOTES

{310 Blocks handout
10 10 Blocks studio !
i http://scratch.mit.edu/studios/475480

E + What was difficult about being able to use only 10 :
i blocks? :
i+ What was easy about being able to use only 10
i blocks?
¢+ How did it make you think of things differently?

+ Do projects include all 10 blocks?

+ How do different students react to the idea of
creating with constraints? What might this tell you
about how this student learns?

i

NOTES TO SELF

+ It's surprising how much one can do with just 10
blocks! Take this opportunity to encourage different
ideas and celebrate creativity by inviting a few
students to present their projects in front of the class
or by exploring other projects online in the 10 Blocks
studio.

U000

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

10 BLOCKS

WHAT CAN YOU CREATE WITH ONLY
10 SCRATCH BLOCKS?

Create a project using only these 10
blocks. Use them once, twice, or
multiple times, but use each block at
least once.

START HERE

Q Test ideas by experimenting with each block.

1 Mix and match blocks in various ways.
O Repeat!

\:E\'-_\.\NG
STUCK?
B

O Test ideas by trying out different block combinations.
Mix and match blocks until you find something that
interests you! i
' Try brainstorming ideas with a neighbor!
QO Explore other projects to see what others are doing in
Scratch. This can be a great way to find inspiration!

Co-funded by the
Erasmus+ Programme
of the European Union
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+ Add your project to the 10 Blocks Studio:
http://scratch.mit.edu/studios/475480

Play with different sprites, costumes, or backdrops.
Challenge yourself to do more! See how many different
projects you can create with these 10 blocks.

Swap projects with a partner and remix each others’
creations.

HE | ol

+ o+

+



WORKSHOP 1: Kidbot
First Contact with Coding

In this activity, children are going to
discover what a program is and the
concept of a sequence of instructions,
writing programs, and executing
programs. A child will play the role of
the robot.

Engage the children to think

Aim about robots, intelligence, and
what is the language of robots
Digital blackboard to project a
Materials YouTube video

Paper and pencils

imagine (unplugged)

The teacher creates an atmosphere in the classroom (dimming the lights) and projects the
following music video (Kraftwerk - The robots). The teacher asks the children to dance freel
as if they were robots (move like robots). The teacher dances like one of them.

O b Krafwark - The Asbots HO .

https://youtu.be/D_8PmalvHmw

Krsftwerk - The Robots MO Aecio

Co-funded by the
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W3: Discovering Scratch with a Kidbot

play
Pupils create a script, combining the instructions blocks of the envelopes. Then, the idea is

M o [ ei-- that one of the children does what the program says (like the kidbot).
~ P A X

« " e I T
=
2 |
‘o pxEm
s uxﬁ
o o
-
— S
s gt e % Lt
4) Code area - — -
The section for programming the sprite.

\

!

1
You can watch your sprites performing the programmed ‘_
instructions when clicking the blocks.

¥ AreECH Discovering Scratch ===l
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W2: Discovering Scratch with a Tale

https://voutu.be/eXimQO7wX-IE
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https://youtu.be/eXimO7wX-iE
http://drive.google.com/file/d/1Tpozg50TrAvTpwsAN6dd4VD1fI48c6Ut/view

W2: Discovering Scratch with a Tale

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




W4: Discovering Scratch by Playing
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WA4: Discovering Scratch by Playing

3
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W5: Making Faces

Remixing: proposes shift, children jump from one screen to the other to continue their
classmates projects

. .

the ® »Makmg’ Fes'

& - ;;,. & W Make meaningful portraits by arranging everyday and
tll’lkel‘ll‘lg - 1 symbolic objects into faces! By incorporating objects as
st udio metaphors (like a bar of soap for your most bubbly

friend), you can capture and communicate meaningful
Experiments with science, art,

technology, and delightful idess. characteristics in a playful and visual way.

Dreamed up by artist Hanoch Piven, this project supports

looking at everyday objects in new ways, expressive visual
storytelling, and iterating on ideas.

Share what you create and try out with us by using the
hashtags #TinkeringAtHome #FacesInThings.

This is an activity designed by the Tinkering Studio:
https://www.exploratorium.edu/tinkering/projects/making-faces
(© 2017 Tinkering Studio. Exploratorium).

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



W8: Loops - Create a Dance
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W8: Loops - Dance Party

g: L[')\aﬂgbe‘"Party ™9 Uuntitled-8

https://scratch.mit.edu/projects/10128067/ https://scratch.mit.edu/projects/588135512

Dance, Dance, Dance
™9 PERSONATGE 1 CARLA Studio

https://scratch.mit.edu/projects/340824565 Or you can also explore the studio:
https://scratch.mit.edu/studios/1065372
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W13: Monsters with Variables
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W13: Monsters with Variables

Debugging: review and fix exercise

Ea
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¥
switch costume to -2
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What will we do In the session?

1) Project Context
2) Montessori principles
3) Creative Technologies

4) Why would Maria Montessori embrace Creative
Technologies

5) Workshops Sequence

6) Teachers Testimonials

5) Discussion




Schools In Romania

|




Needs That Need to Be
Addressed

Lack of school faclilities

Too many students in one class
The study subjects are too difficult
Teacher-students interaction
insufficient

No methods of active participation
Too much time spent on teaching




Teachers’ Testimonials

o™

‘| also learned something
from my students: they
reminded me how
Important teamwork is
and they made me realise
how creative they are and
that teacher talking time
should be reduced In
favour of student thinking
time.”

Cristina, Plenita Schooal,
Romania




Teachers’ Testimonials

“I could see them

being more friendly

to each other, they

were having fun, all
of them.”

Alexandra, Romania
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Teachers’ Testimonials

“Children created
an imaginary
world with the help
of MonTech.”

Simona, Romania




Teachers’ Testimonials

“They worked together,
helped each other, asked
a lot of questions. They

were curious.”

Ana, Inclusive Education
Centre, Romania

Co-funded by the
rasmus+ Programme
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Students’ Testimonials

‘| realized that all my
colleagues are like

7

me.

Ema, Romania




Students’ Testimonials

‘| found out that you
need to try again and
again in order to
succeed.”

Mihai, Romania




Students’ Testimonials

Co-funded by the
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Students’ Testimonials

‘| worked better within teams.’
‘We helped each other.’
‘I had more freedom.’

"Time passed by faster while working with
technology.’




Strong Points

% Cross-curricular activities increase attractiveness

% Strongly connected to the curricula used in Romanian
schools

% Elicits collaboration in class

% Immediate creativity

% Enables them to solve problems they encounter

% Trains teachers to adopt new methods or update their own
% Trains teachers to use technology during classes

% Within mixed groups older children help smaller ones




Weak Points

Students find working in a team challenging when working
In Scratch

1st grader’s low level of reading skills made them
dependent to the teacher

Refugee/Minority/Migrant students have a low school
presence which weakened MonTech impact

Teachers level of adaptability to a different approach when
teaching




NeNTECH

Athens “homework”

e Bring a notebook that you like and
think Is practical to use as a journal

e \Watch “Austin Butterfly” video

e Explore the "MonTech guide”

e Try to create a small Scratch project
based on the guide and upload it to
the “Acadimia-Scratch studio”

Co-funded by the e,
Erasmus+ Programme X
of the European Union okl



https://vimeo.com/38247060
https://montessoritech.eu/montech-guide/
https://scratch.mit.edu/studios/33887864/

Acadimia internal training B Co-funded by
21 Sept. 2023 LNSCEN the European Union

MNeNTECH

Blended Montessori-Creative Technologies approach
for successful inclusion in Multicultural Schools

Sarah Kennedy-Berge — Waterpark Montessori International (Norway)
Maria Berrocal, Eduard Muntaner, Jordi Freixenet, Marta Peracaula — University of Girona (Spain)

e
WATERPARK oNTesson] & _& Universitat
¢ deGirona
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