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The Talent Maker Guide is addressed to teachers, particularly pursuing to help
multicultu ral school teachers. Nonetheless, considering that the activities might also take

place at home, it includes some hints and indicators for families.

It is arranged in five chapters preceded by an introduction that gathers the prelude of
this book, the explanation of the project and its context ; and concluded with the proje ct

conclusions and the bibliography.

The first section includes the Theoretical Revision that establishes the bases of the
project, a justification of the election of the Creative Thinking Spiral approach for the
Digital Educative Capsules and a comparison of Talentased learning and Maker

Education.

The second one, is a description of the essential ideas of the Talent Maker Methodology:
school organisation, learning environments, learning objectives, teachers and pupils'
roles, (Digital) Educative Capsules, activity development, connections with the
curriculum and evaluation. Not only the Learning Environments pages contain space
and equipment considerations, but also the unwritten values promoted during the

activities such as recycling, l earning

without getting it wrong, among others.

In the Case Studychapter there are the capsule, the lesson plans and three teachers

experienceto illustr ate the project implementation.

The Digital Educative Capsules section displays some [@ital Educative Capsule
examples and specifications about their templates, visual supporting materials, and how
to upload new Capsules to the participatory exchange sysem. The Assessment and
Feedback pages detail the evaluation and communication during the learning process,

as wel |l as the assessment templates and

Finally, the conclusions chapterreflects on the project experience and evaluates the

quality of the intellectual outputs and their impact.

TALE
NAKER

by doin

f eedbac



Talent Maker Teacher’s Guide

1.2-Talent Maker Project

The Talent Maker project is an Erasmus + call for Cooperation for innovation and the
exchange of good practices response. Concretely, a KA226 Partnership for Digital
Education Readiness. The good practice that it evolves from and upscales is thélalents
project of El Pla School. In this section, you will find about the original idea, the aim, the
goals, the outputs and the target groups of the project, as well as the consortium behind

it.

. 1.2.1- The Inspiration: Talents

El Pla is a public primary school located in Salt (Spain) with 98% of pupils with Catalan,

Spanish or both as second languages.

The necessities of its pupils and the sixth hour made the management board reorganise
the school schedule from structured lessons such as languages, maths or science in the
morning to gradually hands -on activities in the afternoon. For that reason, one afternoon
per week each cycle (lower primary, middle primary and upper primary) conducts the

Talentsproject.

This project offers a wide variety of workshop
and the Multiple Intelligences, that children choose concerning their strengths, passions

and interests. For example, cooking, seving, gardening, arts and craft, etc.

i e

b BRI :
Figure 1-El Pla School, Salt (Giron:
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Talentscontri bute to overcome the | anguage barrier,
children to express and nourish their intelligences and discover new abilities and

motivations.

0Tal ent- TkatkBased Learning and Maker Education in the context of Hybrid
Education after Covid-1 9 ams to reduce the unfair gap generated during lockdown
between schools with resources and most local  pupils and multicultural schools
with fewer resources and wider class diversity . Its primary goal is to help elementary

schools to improve their face -to-face, distance or hybrid education

The target groups of the project are multicultural schools, theirteachers  and children

from migrant , Roma minorities and refugee families .

Talent Maker has developed four outcomes to contribute to its objectives: a new
Met hodol ogy, a Teacherds Guide, an online Cat al
a Participatory Exchange System, all available on th project website under the Creative

Commons licence.

The innovative Methodology blends Talent Promotion learning and cutting -edge
Maker Education approaches. It is based on Howard Gardner's Theory of Multiple
I ntelligences and S eignismo.unrsumeary, i prdmotes stadentss t r u c t
to make an artefact or product they are passionate about or in a field they are skilful in,

to build and mobilise their knowledge.

The Educative Capsules gathered in the Catalogue are hands-on and cross-curricular
activities that reproduce the methodol ogy follo
Spiral. Although they have step-by-step instructions, pictures and some videos to
overcome the language barrier, they ensure a space for children to imagine and be
original with their creations. Overall, they promote active and creative learning, bringing
together the talents of the teachers and children in a wide range of areas, such as

robotics, science, musi¢ photography, DIY, and so on.

TALE
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The Methodology and the Educative Capsules are thought to be implemented as
collaborative workshops at school and independent Digital Educative Capsules at home
by pupils. Moreover, the fact that both have been tested in different contexts and

communities (migrants in Spain, refugeesin Greece and minorities in Romania)allow us

to ensure its transferability.

TheT e ac h er Oisas@Guoartdlazument that describes the Theoretical Framework,
the Methodology, and t he Ca pandihcudesa Chse Stpdy anteramples

of Digital Educative Capsulesamong other content s.

The Participatory Exchange System allows teachers from around the world to share
their talents through a Capsule, inspiring other teachers, awakening the passions of
pupils that they do not know and creating a ¢ ommunity that makes the most of learning

through their interests and strengths.

TALBNT
A&

"You learn at your best when you have something
you care about and can get pleasure in being
engaged in."

Figure 2-Talent Maker website headin

After all, Talent Maker motivates children independently from their background to
feel they are capable pupil s and can learn in consonance with who they are and want
to become.

Click on the link or scan the code to v isit our website!

https://talent -maker.eu/

TALENT™
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The consortium members of the Talent Maker project form a balanced partnership. Two
Universities (Universitat de Girona and Universitatea din Craiova) with proficiency in
educational initiatives in computers, engineering and creative technologies, an
organisation (Action Synergy) with an extended network and record about social
inclusion Erasmus + projects, and three schools (El Pla, Constantin lanculescu, Nea
Alikarnassou) representatives of the target groups of the project and professionalism
facing the educative challenges of their contexts. Notably, the location of two partners
per country guaranteed teamwork and support between them and ensured

dissemination and impact at the national level.

——
Universitat UdiGitalEdu-Universitat de Girona (Spain) E ﬁE
de Girona

https://udigital.udg.edu/

{

Escola El PIgSpain)

https://agora.xtec.cat/escolaelpla/

Universitatea din Craiova(Romania) E

https://www.ucv.ro/

Liceul Tehnologic Constantin lanculescu(Romania, [m]g=%[u]

https://gsacarcea.ro/

Action Synergy (Greece)

https://action.gr/

1st Dominiko Scholeio Alikarnassou(Greece)

http://protoalikarnassou.weebly.com/
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The Covid19 pandemic succeeded in halting or suspending most of the assumed
services of modern society temporarily. When lockdowns and associated movement
restrictions were imposed on the population, children and their educ ation were

particularly afflicted.

It is estimated that in 2020 more than 1.2 billion children in 186 countries were affected
by school closure due to COVID - 19 (UNESCO, 2021)As a result, schools had to rethink
their delivery methods, and online lessons replaced traditional face-to-face teaching
and learning. However, as the UNICEHTU report on Connectivity in Education (2021)
states,two-t hi rds of t h e-ageachildred dicsnothavéirteonket access at

home.

In Europe, March was the hardest mont since the second half of the academic year had
just started which caught schools and teachers almost totally unprepared for this new
reality. In the online approach, unreadiness and the digital divide , which is the gap that
concerns the accessibility oftechnology, became a challenge for the educational systems.
That was especially true forschools and families from vulnerable communities , where
. p u p idropouis increased during lockdowns and skills lost and falling behind

are still unfinished learning consequences.

Explicitly, children from migrant families, minorities and refugees, who were
already at risk due to their intrinsic realities, had to struggle with another critical
problem: the access to education in their host populations perpetuatingcoun t r i es d and

communitiesd.inequalities

As the UNICEF Executive Director, Henrietta Fore clamedd L ac k o f connectivit
j ust i mit children and young peopleds abilit)
competing in the modern economy. It isolaes them from the world. And in the event of

school closures, such as those currently experienced by millions due to COVID, it causes

them to lose out on education. Put bluntly: Lack of internet access is costing the next

generation their futures.

TALE
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So, faced with this context, governments, communities, and schools had to adapt and

provide educational services at varying levels. Concretely, in our consortium:

The 1st Dimotiko Scholeio

Alikarnassou  (Alikarnassou, Greece)
operated with smartphones, tablets and
laptops. But rather than a small
percentage of pupils (around 8%),
mainly refugee children, who did not
have an Internet connection or any
di gital device and
online lessons, most families had

Internet access.

The Greek government offered several
tablets to needy pupils but failed to
cover all requests. Similarly, the schools
cooperated in this effort by borrowing
digital devices which were returned to

them later.

A specific issue for the Greek educational
online system was the simultaneous
access to online resources. There were
frequent problems with the connection
to online services, with sound or video

streaming coordination.

Family support was also crucial. Half of
the parents aided children with online
homework, and some lower-primary
parents participated in the live sessions

with them.

Nonetheless, pupils at home were easily
distracted by siblings, pets, or noises in
the house. Therefore, the quality of their

performance decreased.

The Liceul Tehnologic Constantin
lancule scu (Carcea, Romania)
oul dnodt follow the
collaborated with pupils in online
education through smartphones using
different applications (e.g., WhatsApp,
Zoom). Although most of them had
mobile phones, not all engaged actively
from March to June. Some families also

owned a laptop or a PC, but children had

to share it with brothers and sisters.

The city councils donated tablets with
Internet access to affected pupils.
Meanwhile, the government
recommended and financed the use of
Google Suite for Education by creating
accounts for educators and learners. In
this aspect, there was an initial overhead
with pupils and teachers
accommodating the Google platform.
Teachers observed that some of the
children experienced a lack of interest in

online lessons despite having the



necessary IT connectivity and
infrastructure. Around 20% refused to
participate. The older the pupils, the
distance

lower the concern for

education. On the other hand, during

Talent Maker Teacher's Guide

Conversely, Escola El Pla (Salt, Spain)
experienced that 98% of their students
lacked internet access and computers
and tablets. Consequently, initially,

children had to work with their parents'

the first week of the pandemic, the mobile phones using their limited

school sd teacher s s pemernet pdtag whiclty hadbtb betshaned

hanging on the phone wi t h p amprig kevadal siblings.

families. Parents' support was usually

_ Furthermore, teachers had to bring
poor since adults were not

_ stationary materials and worksheets
technologically aware. Nonetheless, they

_ _ door by door at every children's domicile
got involved and tried to help.

: _ to allow pupils to work offline.
Occasionally, they were as curious as the
children about the new e-learning However, they ¢ o u | cbunb on their
platforms, but after a while, they lost parents' support during the remote
enthusiasm. education tasks, and the learning
environment at home wasn't

appropriate for learning to thrive.

Gradually, as the government put in action guideline plans and actions such as facilitating
a digital device per student or guaranteeing internet access; educators, families and
learners started discovering the use of technological educational applications and

resources that support remote learning.

. Once back to regular school, consortium teachers noticed an increase in learning
difficulties, a dramatic fall-off in learning contents and abilities and an attention

span reduction, among other consequences.

In the last stages of the pandemic situation, 0 b1 ende d lordahrynbirnigdb | ear ni ng
became the adopted models. Although both concepts denote a combination between

face-to-face and online education, 0 bl ended | uses ronlinenrgséurces to

TALE
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supplement face -to-face education , whereaso hy br i d | repiaces someyio-

person educational materials.

Yet, despite being undeniable that in-person education not only provides several
benefits academically but also in the social and emotional well-being of children, online
delivery has some good points to consider too. For example, online learning develops

21st century abilities like:

1 Media literacy skills , defined by the National Association of Media Literacy
Education as o0a series of communication com
access, analyse, evaluate and communicate information in a variety of forms,
including printand non-pr i nt messagesé, can be boosted t
students to be multimodal content producers . For instance, creating blogs
motivated by an (active) real -world audience awareness allows sharing about
a topic of interest, integrating written text, images, animations, sounds and
colours. In turn, this contributes to increasing writing skills and critical
thinking as pupils need to adjust the purpose of their entries to their targeted
readers.

1 Communication and collaboration skills: creating | eaitieser s com
solving problems together (putting children in contact with students from
another part of the globe), reflecting and building on each other's ideas,
submitting constructive comments or considered responses on learning
platforms, blogs or social media; while giving students a sense of pride in their

work .

Another distance education asset is that it can facilitate authentic learning designated
by Collins (1998) as o0the notion of | earning Kkt
the way theywilbe wused in real |l ifed by working on col

experts in the field that is being investigated, actual links to audiences, etc.

In the future, blended and hybrid learning models will likely continue being utilized.
However, there may be potential long-term effects of online delivery on academic

performance and social-emotional well-being that need to be balanced. Investment in

TALE
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technology and internet infrastructure and ongoing evaluation of distance education
strategies will be determinative for providing a high -quality and equitable learning

experience for all learners.
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The following theoretical framework provides a rigorous foundation for our project.
Reading chapters 2 aad 3 consecutively, you will find the pedagogical and didactic

proposal developed from theory to practice.

The latest discoveries inCognitive Science and Neuroscience revealed that we have
physically and genetically different brains. Moreover, they disclosed that our life
experiences and how we record our memories influence brain development and
operation. Both findings, neurodiversity and neuroplasticity , proved that we do not

learn in the same way.

However, throughout hi story, we have assessed
perspective. The Intellectual Coefficient test (IQ) of the psychologist Alfred Binet

became a wiad mteidf iocs6 quantitative tool of pupi
success in 1905. Since then, similar tests such as th&cholastic Aptitude Test (SAT)

punctuate verbal and mathematics skills to classify people on an intellectual scale. This

method has worked well for some students and elite academic institutions. Nevertheless,

it does not consider the wide range of cognitive styles (neurodiversity), excluding equally

apt students outstanding in other areas.

That is because, traditionally, the occidental cu lture has valued mathematical logic

and language above other subjects . Besides, it held the IQ test in high regard.
Consequently, intelligence was considered the ability to solve problems , like those
presented in IQ tests, find an answer to specific questi ons and learn new content

quickly and efficiently . Furthermore, it was treated as an innate attribute, practically
invariable with age, training or experience (the opposite that neuroplasticity has
determined). As a result, schools have offered a closed cwiculum, fact-focus, and

periodical standard exams.

TALE
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In 1983, despite the extended uniform school vision, the evolution psychologist Howard
Gardner and his Project Zero Harvard research group put on the table the Multiple
Intelligences Theory (M 1) with the publication of Frames of Mind. This pluralist mind
perspective identifies a set of intelligence that everyone possesses in different amounts.

When one or two prevail, we call them talents.

Therefore, it considers that we are the compound of our bits of intelligence, which
are understood like our abilities to solve problems or mobilise knowledge to

construct a valuable cultural product for our society . As well as, ameans of

expression .

Figure 3-Talents Maker Workshops and Categories Stickers
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f Visual-Spatial: People strong in this intelligence are more aware of images and
objects properties in our environment: shapes, colours, patterns, designs and
textures. They usially enjoy jigsaw puzzles, reading maps and finding their way
around new places. They also fancy drawing, painting, working with clay,
constructions or fabric. They think forming mental pictures. Consequently, it is
easy for them to imagine, visualise and pretend.

1 Naturalistic: A naturalistic inclined person interprets the events in our natural
world skilfully: discern and classify different spices, read the weather, have an
affinity with animals, and admire and respect all living beings. They have fun
spending time outdoors and collecting natural objects, among others.

1 Musical: Those keen on musical intelligence are sensitive to sounds of our daily
life and are likely to recognize the tones and the musical instruments of a
composition, identify and reprodu ce rhythmic patterns and musical sentences,
etc. They love listening to different music styles, singing, playing instruments, etc.
Moreover, music may affect their emotions, facial expressions and movements
more than others.

1 Logical-Mathematical: This intelligence facilitates the understanding of
numbers, maths, logic, patterns and relationships. It goes from concrete to
increasingly abstract concepts. Individuals with a developed logical mathematical
intelligence like working with mathematical formulas and operations, solving
complex problems or puzzles, conducting experiments, analysing information
and asking cosmic questions. They are syste
and actionsd arguments are rational es.

1 Body-Kinaesthetic: People with this intelligence as strength have a sharp sense
of body awareness and exceptional body language. Generally, they learn better
after seeing someone modelling the task and when actively involved in it. They
adore physical movement: dancing, role playing, inventing things with their
hands, etc.

1 Verbal-Linguistic: A verbal-linguistic minded person is marvellous at language

comprehension through reading, writing and speaking. They relish literature,
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creative writing, debating with people, learning new words and linguisti cally
based humour. They think in words, thus expressing themselves precisely.

1 Intrapersonal: This intelligence involves seltreflective skills that allow managing
our emotions, values, beliefs and spirituality. For intrapersonal people, it is
important to know the significance, meaning and purpose of things. Also, to be
in tune with their inner world. They are creative, and although they are good at
advising others, they appreciate some solo time.

1 Interpersonal: Those who have acute interpersonal intelligence have excellent
social abilities: efficient communication, empathy, mediation, deal closing,
conflict resolution, etc. Habitually, they have a lot of friends, enjoy teamwork and

are great group members. They learn through personal interactions.

As pointed before, every human show independently of their education or cultural
support, nuclear skills related to each intelligence at a basic level. For that reason, they
are considered universal. Yet, theintellectual potential that  people reach is tightly
linked with their training and cultural environment . But, which is the natural growth

of an intelligence?

The natural evolution of each intelligence begins with a row modelling ability , a
universal skill manifested during the firsty ear of a personds | i
different sounds of a language. In the next stage, children develop, and posteriorly will
show their intelligence through the acquisition of a symbolic system , for instance, oral
communication and storytelli ng (linguistic intelligence). Then, through formal education,
they learn the notational system linked to its symbolic . Carrying on with the previous
illustration, literacy and literature. Finally, teenagers and adults can express their
intelligence through their vocational careers or hobbies . In due course, ideally, the
imaginary person of the example would end up performing as a writer, librarian,

journalist, TV or radio announcer, speech pathologist, politician or lawyer, among others.
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The combination of our intelligences makesus unique. If we value this diversity, bringing
into play all the human abilities, not only individuals would feel better themselves and
more qualified , but they would also feel more compromised a nd capable of

collaborating with others  to achieve the common good.

. In other words, when people reach their vocational goals, adjusted to their
strengths and constraints, they feel supported and more engaged, therefore more

likely to assist society condructively. To sum up, we need people doing what

they do best: being themselves

Figure 4-Urban Garden Workshop

https://youtu.be/Vd1N4xOg5eo0
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The Maker Education awakens everyone's inner motivation to create, design,
modify, build or make things. It does it in an informal, playful, collaborative and
sometimes functional way. In the process, people use a learning network,their
knowledge of different disciplines, to build up what they have imagined as a

result of their interests or desires.

Influenced by the culture DIY (Do It Yourself) or recently DIWO (Do it with others)
the main benefits of the Maker Education, other th an the fostering of the STEAM, are
the development of an empowering sense of self and community that inspires all to

shape our world .

However, to fully understand the relevance of the Maker Education in educational

contexts, its implications and origins,we have t o go back to Jean Piag

Jean Piaget was a renowned Swiss psychologist well known for hisTheory of cognitive
development and other valuable contributions to his field in childhood. He was
considered the father of Constructivism , a learning theory that supports that children
put their knowledge up making a process of assimilation of what is new concerning what
they already know. In other words, Jean Piaget stated that children acquire

comprehension with what is meaningful for them in a self-construction cycle.

Seymour Papert , professor at the MIT Media Lab, had the opportunity to work with Jean
Piaget and, as his disciple, developed his ideas over the years from which emerged a new

learning theory: Constructionism .

With this theory, Papert put forward that humans build their knowledge better when they

participate inthe construction of shareabl e suohdas meani ng
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poems, robots, crafts, etc. On the whole, he considered that we put together knowledge

in our minds while making something with our hands.

Like Piaget, he affirmed that children gain understanding from their interaction with the
learning object. Conversely, and that became the main difference with Constructivian,
he remarked that the effectiveness of the learning process would increase if they

constructed significant shareable products after their interactions with the object.

Figure 5- Robotics Workshop with Lego Construction

Mindstorms: Children, Computers and Powerfulideaé 1 9 8 0) , P a-leaguetbdols, maj or
lay the basis of what nowadays we know as Computational Thinking, Creative Computing

and Maker Education. It also presents the first programming language for children:

LOGO. But, foremost, the book contemplates computers as a medium of selfexpression

and a tool for knowledge construction instead of a device for consumer users.

Although both concepts were introduced in Mindstorms, Jeannette M. Wing
popularised Computational Thinking in education and psychology research in 2006 in
an article where she defined it as solving problems, designing systems and

understanding human behaviour relying on the fundamental concepts of computer
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science. Furthermore, she suggested that this reasoning style is an essental skill as it
applies to problem resolution in different fields, not only in computer science. Therefore,

she thinks that it should be integrated into other disciplines.

After her publication, other authors have proposed their definitions agreeing on
Computational Thinking as the ability to identify problems that can be solved similarly
to what a programmer would do when giving instructions using a programming
language (Berry and Selby & Woollard, 2014). Besides, among its benefits, it is generally
thought that its practice boosts skills like creative resolution, ambiguity tolerance and

complexity management.

On the other hand, with digital technologies , Creative Computing has grown into an
educational trend. Engineers, educators and researchers have crated accessible
technology tools for children to express themselves, initiate projects and share them with
others. These tools, with little previous knowledge required, cover the interdisciplinary
area enclosed by creativity and computing. What is more, they spur children to program

and make tangible things while participating in an online community.

/ZJJ,# "

Figure 6- Robotics Workshop with the BeeBot Apg
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STEAM Education is a learning approach that blurs the boundaries of Science,
Technology, Engineering, Arts and Mathematics  to promote project -based learning.
The acronym STEM, the same without A, became popular because its subjects were
considered key to future jobs and the knowledge economy. A few years later, the A was
added representing the Arts and, widely, the Humanities and Social sciences . The
intention was to broaden the benefits of hands -on education: collaboration, dialogue,
creativity, inquiry and critical thinking. Also, to take advantage of the properties of art:

personal expression, empathy, meaningmaking, purpose.

Many schools, non-profit organisations and education researchers are currently
exploring ways to motivate children to take control of their own learning while they

make/build/create/invent  within workshops, tinkering activities, makerspaces,
hackerspaces, etc. Accordingly, as you will see in the following section, our
implementation of the project has been inspired by initiatives like Kriti Activities and
Paper Crane Lab, accessible, affordable and handson STEM and Maker education

pastimes.

In a conventional dictionary tinker is defined as a verb that means: to make small changes
to something, especially in an attempt to repair or improve it (Cambridge Dictionary,

tinker. In the Cambridge Dictionary. Retrieved April 21, 2022).

However, the word tinkering in an educational context refers to the innovative pedagogy
introduced by the Tinkering Studio at Exploratorium of San FranciscoKaren Wilkinson
and Mike Petrich , members of the studio and authors of the book "The Art of Tinkering",

describe it as:
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[...] itdscmove o6haa pevopgation. | tds fooling a
tools, and materials. 1tds thinking with your h
down and getting curious about the mechanics and mysteries of the everyday stuff around

you. tb s  whi ms i c affaught with jead/emds,| frastrating, and ultimately about

inqguiry. 1tdéds also about making something, but
go. Because when you t i niesepsetyobduetionsthahleatls f ol | owi r
to a tidy end result. Instead, youdre questioni:H
wor ks, and youdre investigating it on your own

fiddle with this and dabble with that. And chancesare,ya dr e al so bl owing your

Therefore, tinkering is powerful not only because it helps people understand how things
are made or they work after having enabled them unstructured time to focus, explore
and test their ideas and projects. But also, because it promotes feelings of
empowerment , for instance, when the participants feel proud of their result and share

it with their family and friends.

The Talent Maker methodology is built upon the previous learning theor ies. Yet, when
brought into action, its most evident approach is the Creative Thinking Spiral . After
all, the activity development proposal and the Educative Digital Capsules clearly follow

its scheme. But what is this spiral about?

The Creative ThinkingSpiral is a process that promotes natural learning simulating

the characteristic educational experiences of kindergarten.

Mitchel Resnick , a Seymour Paperd disciple, is the LEGO Papert Professor of Learning
Research at the MIT Media Lab Massachusetts Institute of Technology) and leads the
Lifelong Kindergarten research group  founded by himself. The explicit goal of his team
is to help people, especially children, become creative thinkers through the development

of technology activities and learning eng agement.
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When learners participate in these activities that support Figure 7- Creative Thinking Spiral
illustrated by Clara Puig
the spiral process, theyimagine what they want to do,

ARSIV

create a project based on their ideas, play with their /,@
creations, share them with others and reflect on their .
experiences to imagine and start the whole cycle all over %, P )
> @
againnResnickds team consider r A@P e the | ¢
. . . . Ny @cuml
approach during our entire life. Hence, the name of their cﬁ

L |/
research group. @
LAY

As just revealed, the Creative Thinking Spiral has had a strong influence on the Tant
Maker Project. The main reason is that it is an example of awell-balanced structure -
freedom support . It recognises the curious nature of children and the experimental
potential of playing and, on that account, focuses on creating a fertile and playful
environment for scholars to develop their full creative potential. All this focused on the

process rather than the product.

As you could notice in the Methodology description, despite Talent Promotion and

Maker Education being different education approaches, they have enough in common

to be a coherent combination and sufficient distinctions to work with

complementarity. Both perspectives draw their activities fromst udent sé& strengt h
interests which most of the time are associated. In particular, Talentbased learning

departs from childrends Multiple I npealpliigénces
passions.Additionally, they comprehend learning as a hands -on activity . Talent

promotion mobilises knowledge to construct valuable cultural products for our society.

While Maker Education constructs sharable and meaningful artefacts to build

understanding. In like manner, they help us put together ideas in our minds when making

something with our hands with diff erent but interrelated intentions. Moreover, the two

of them have a social dimension . Talentbased learning pursues obliging and culturally

relevant products. Similarly, Maker Education aims for significant artefacts to share with

others.
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This chapter sets the grounds to apply the main ideas and principles of the literature
review in a formal education setting and, especially in elementary European multicultural

schools.

When applied as a school project, Talent Maker requires some logistical reorganisation.
Below are the main steps to implement it before and during Covid -19, with a common

outset explained hereafter.

The first stage for a school to launch the project is to ide ntify and determine the
t e a c hakemtsgh@at will be offered to the students. The selection process criteria
should appraise if they are feasible, ageappropriate and motivating for the
children. Also, if the elected ones represent the eight multiple int elligences. The
second phase consists of teachers introducing their talents to pupils with a class-

to-class visual support presentation.

The third step before Covid-19 involved students listing the talents in
their preference order. Then, teachers would organise scholars in reduced (1013 kids)
lower-primary, middle-primary and upper-primary mixed groups ensuring they enrol, at
least one term, in one of their first options. Finally, children would enjoy a talent workshop
one afternoon per week during the term. By the end of the year, pupils would get to

engage three talents from their list.

Conversely, the third step during Covid-19 is dividing students into
half groups of the same class. Next, they spend from three to four sessions on eachtalent,
allowing them to try all the workshops during the academic year and, maybe, to discover

a new passion.

Subsequently, to these experiences, teachers discussed different
possibilities of combining both organisatio ns, taking advantage of the potential offered
by each one. In the end, they agreed to let lower-primary children pass by all

the talents supplied by their teachers to discover their likes and strengths. Meanwhile,
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middle and upper primary pupils spend each term in one of the talent workshops of their

choice, as they did before the pandemic.

Talent Maker is thought to be carried out in multicultural schools and in case of a
lockdown at their familiesd homes. Thus, the Capsules include:i
possibility of incorporating or replacing materials with available ones. Likewise, they are
not expected to be implemented in an ideal space. They pursue to be adapted easily to
the location and equipment at disposal.

However, the schools sometimes prepare workshops ortalents where they work with
specific materials and equipment that children might not get the chance to work with
otherwise. In this case, when homelearning, they can borrow them after signing a
compromise contract or perform the part that does not require them at home and
continue it at school. For this reason, you will find some capsules divided into two parts.
Because there can be as many talents and talents activities as techers imagine, and the
project intends to be applied in as many schools as desired, here are some space and

equipment recommendations to follow the Talent Maker methodology accurately:

Promote the reuse of materials or the employment of recycled products.
Encourage childrends responsibility for the
Try to stick to school/household appliances.

When this is not possible, suggest easy to find andaffordable materials.

= =4 =4 =4 =2

Provide variety (different colours, shapes, textues, flavours) and a wide range of
options (alternatives).

1 Remember, safety first

1 Make the most of your space: make it pleasant, cosy and magical
1 Together with children, keep the working area safe and tidy during and once

the activity has been finalised.
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1 Ensure children know where to find the materials during the activity and
guarantee equipment is accessible for pupils during the workshop to promote
their autonomy.

1 Prioritise natural light rooms and outside spaces.

1 A disposition of the space that allows children to interact with each other: help,

share, play, etc.

endangered surfaces

1 When likely to stain or damage, protect with newspaper or tablecloths the 9

Figure 8 Bricolage Workshop with protection and security magrials

Furthermore, a rich learning environment with the foll owing Lifelong Kindergarten
principles as a base is essential for the adequate Talent Maker projectd s per f or mance

through the workshops at school and the Digital Educative Capsules at home.

1 Projects, Passion, PeersandPlay:t he f our P3s rengexperiencese at i ve |
because when scholars are committed to a project based on their passions, they
put all their dedication. Moreover, as creativity is considered a social process,
sharing, collaborating and buil di thgmon peer :

to experiment, take risks and improve by taking advantage of their interaction.
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1 Learning by Doing: In order to achieve deep learning and authentic and relevant
insights, learner must interact with the content directly. By making things, children
become creators and designers of their knowledge meaningfully.

1 Low floors, h igh ceilings and wide walls: It is beneficial to provide pupils with
a lot of opportunities. Scaffolding their beginnings but letting them space to grow
and go further as they get expertise. Simultaneously, offering choices along the
way that bow to their personality is expected to increase their inner motivation,
engagement and responsibility.

1 You <canot get it ri ght Rvis trdcialuotundgrstand i n g
mistakes as partof the learning process in creativity and innovation. Therefore, in
trial-and-error methodologies providing the confidence to err to students is an
empowerment.

1 Hard fun: An activity that requires effort can be equally amusing if motivating for
the learner. Seymour Papert defined the hardfun concept as something

enjoyable precisely because challenging.

At the heart of the project is another underlying idea: promoting a circular
economy . In other words, looking after keeping resources in use as long as
possible, extracting the maximum value from them while operative, and
recovering and regenerating products and materials until the end of their

usefulness (Fundacié Bofill, 2022).

In order to accomplish circularity, Talent Maker activities foster reuse , understood as
finding novel uses for objects that have reached the end of their lifecycle without
transforming them; and upcycling , which aims to repurpose them into items that serve
a different purpose(s) through an alteration of their form, colour or shape (Evers, 2018;

McCollough, 2018; Scott and Weaver, 2018; Wilson, 2016).

Also, sustainability which can be a topic to explore from all talents . For instance, when

grocery shopping in Cooking, it is easy to introduce a discussion about the importance
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of consuming seasonal products. Additionally, in Sports, pupils could run a campaign
about walking or cycling to school. Even in Music, the song theme can be about a topic
related to the well-being of our planet, and the message can be reinforced by playing

musical instruments created from upcycled materials.

Therefore, it is part of the teachers' job to evidence problems of our century like climate
change, global warming, deforestation, carbon footprint and linear economy, among
others. Just like introducing positive concepts to think about and inspire children's

ideas and products such aslocavore, eco-friendly, zero-waste, preservation, upcycle,

reuse and reduce.

Upcycling turns the equipment and the ma terial limitations targeted schools and
families may encounter into an opportunity to contribute to a sustainable
environment while reusing or giving a new life to daily life and household objects. Not
to mention the multiple benefits regards creativity . For example, improving children's
divergent thinking skills , a crucial for problem -solving (Martin, 2015) and pupils'
mindset growth , an essential factor in fostering creativity and innovation (Martinez &
Stager, 2014). Besides providing opportunities for learners to engage in open -ended

exploratory activities that can help them thrive a sense of curiosity and wonder about

the world around them.

Figure 9 Upcycling cloth pegs and shoe boxes to build a football table at the DIY Games Edition Workshop
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This type of learning can lead to the development of new ideas, insights, and

perspectives, all essential for crativity (Resnick, 2014).

Despite the wide variety of workshops that the project allows and, as a consequence, the
freedom for teachers to choose on which conceptual knowledge to focus; following

the Talent Maker methodology proper ly intends to thrive two learning goals:

Previous
knowldedge

New knowldege
adquisition

Figure 10- Talent Maker Learning Objectives Diagram

Learning objective 1: Mobilise previous academic knowledge through its workshops
while acquiring new ones as pupils build products/artefacts (conceptual and procedural

knowledge) .

Learning objective 2 : Shape up these soft skills: creativity, collaboration and critical
thinking; whilst improving their digital abilities and learning to express themselves using
Creative Technologies (procedural and attitudinal knowledge ).It is suggested to
introduce one 0c6é skill per stage accumulatively , from less to more abstract:
collaboration (lower primary), collaboration and creativity (middle primary) and
collaboration, creativity and critical thinking (upper primary). Besides, for the Digital
competencies, it is recommended to follow the DigCompEdu framework.

1 Creativity: The capacity to imagine, conceive, express or make something that

was not there before. (Durham Comission, 2019.
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1 Collaboration: Collaboration builds on the skills of effective communication by
placing it in an interpersonal setting. But collaboration is more than cooperation.
It is about learning to plan and work together, to consider diverse perspectives,
and to participate in discourses by contributing, listening, and supporting others
(Laura Geenstein, 2012).

1 Critical thinking: Mode of thinking about any subject, content, or problem in
which the thinker improves the quality of his or her thinking by skilfully taking
charge of the structures inherent in thinking and imposing intellectual stand ards
upon them (Linda Elder, 2007).

71 Digital competence: Digital competence involves the confident, critical and
responsible use of, and engagement with, digital technologies for learning, at
work, and for participation in society. It includes information a nd data literacy,
communication and collaboration, media literacy, digital content creation
(including programming), safety (including digital well -being and competences
related to cybersecurity), intellectual property related questions, problem solving
and critical thinkin g (Council Recommendation on Key Competences for Lifelong

Learning, 2018).

o]
L iy

https://join t-research centre.ec.europa.eu/digcompedu en

The teachers have a fundamental role in Talent Maker. They are more than mirrors or
inspiration. They are the bridge between children and their passions acting like carers of

the time -space where kids can make the most of themselves.

Accordingly, within the project, teachers act as guides. They are responsible for planning
the sessions and structuring the Capsules. That would be until the pupils are ready to
design their own. Additionall y, they provide a variety of materials and tools while assuring

order and safety during the workshop performance.
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However, the learning environment is not only about the equipment. It also has to do
with the atmosphere during the activity development. Students should experience hard
fun, not be afraid to make mistakes feel actively involved in their learning, collaborate
with their peers, etc. So, it is the teacher's task to build up these previously detailed

underlying ideas.

Indeed, teachers need to identify the concepts and skills mobilised in the workshops. And

their connections with their curriculum too . Then, set realistic goals for students.

Throughout the sessions, it is relevant that teachersformulate good questions pursuing
pupi |l sd wectiordand understanidihg. They also should give feedback when

asked or needed for the objectivesd achievement

Yet it is undeniable the paper of teachers as behaviour and performance models. In the
Talent Maker workshops, sometimes they awaken admiration becoming someone to look
up to by children. I n this rol e opremmobtdeachasppar k and

gave them faith, recognizing their potential and the person that they can turn into.

On the other hand, pupils play the main character in the project. The blended
methodology nourishes their multiple intelligences and gives them a hands -on approach

in their learning while mobilising cross -curricular competencies.

Besides, in Talent maker, students imagine, hypothesise, gt inspired, play, explore, share,

exchange help and feedback and reflect, to start all over again imagining.

The small groups promote a closer relationship with the teacher and a tight
collaboration between peers. Taking advantage of this situation, when working on
collaborative teams, assigning rotative group roles is recommended. So, every child
has the chance to experience different responsibilities within a social group,

avoiding stereotyped behaviours. Here are some of the possible labels:

Manager: the student that leads the group: distributes the tasks, oversees the quality of

the group performance and guarantees progress.
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Material Manager: the person in charge to gather the materials, ensure the proper use
of the equipment, keep the work -space sde and tidy and check everything is clean and

returned to its place once the workshop is finished.

Scribe or Recorder: the pupil that documents the process or writes down, takes photos

and records voice or video when required by the activity.

Helper or Encourager: the child that takes care of the emotional wellbeing of the group
members and the relationships within the group and checks if someone needs help. 6

Time keeper: the student that makes sure the group is focused during the workshop

and manages the time for each task.

In their active role, they have choices and, making their own decisions, boost their inner
motivation and self-discipline. Because as Howard Gardner stateddyou learn at your best

when you have something you care about and can get pleasure in being engaged in6 .

Figure 11- Arts & Crafts Workshop

Click on the link or scan the code to listento  pupil s &
testimonials on our YouTube Channel!

https://www.youtube.com/watch?v=gbJKsfswfAA
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3.6- (Digital) Educa tive Capsules

Not only the Digital Educative Capsules aim to allow the transfer of the school Talent
Maker workshops to home in a lockdown situation. But also, to be visual support during
the school implementations. Correspondingly, they split the activiti es into easy step-to-
step instructions, accompanied by a picture to overcome the language barrier, and
require affordable and attainable materials given the needs of multicultural families.

@ Additionally, most of the Capsules have QR codes with links to ilustrative videos of the

activity, related content that may be required by pupils to follow the workshop or extra

information.

Furthermore, they always follow the Creative Thinking Spiral structure: Imagine, Create,

Play, Share and Reflect. At the same time, promote an activity development that captures

the project Methodology. Despite this stable layout, which has two purposes: boosting

the scholarsd confidence and teachersdo fidel

Capsules template licences creativy since they accept multiple answers and results.

Seechapter 4-Digital Educative Capsuleson page 47 to learn more about them.

. TALBNT
= ALEER

O To create an Urban Garden reusing materials.

O To apply our Natural Science and Numeracy knowledge
for our project.

O Actions to increase sustainability, the 3 Rs of waste:

Scam the QR code to fallow the step-by-step vidso.

recydle, reduce and reuse.

O ..while working hands-on and training our creativity in

solving problems during the creation process.

sttt e et
l_ PR —

[ ——— B —

Figure 12 Digital Educative Capsule of a GardeningNorkshog

Click on the link or scan the code to visit our (Digital)
Educative Capsules Catalogue !

https://talent -maker.eu/cataloqgue-of-digital -capsules/
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According to its methodology and its theoretical foundations, Talent Maker proposes the

following activity development:

1. For a start, remind children of the aspects performed and learned in the previous
sessions or make them recall an event or experience linked to the content of your
workshop (knowledge harvest).

2. Next, invite them to hypothesise about the project they are abo ut to begin from
the materials and the space where they find themselves.

3. Once they have shared their ideas, only if necessary, show examples of the

possible activity results to spark pupil sbd

4. Then, let students commence the handas phase where they can count on the
Sl OKS NI daselj dpdiricé and the Educative Capsules visual support.
Encourage them to play in order to experiment the Creative Thinking Spiral natural
learning as well as helgireach other during the making process.

5. When ready, and if considered adequate by the teacher, suggest kids record their steps
(writing down, drawing, taking pictures, etc.), to elaborate their itinerary demonstrating
another way to get the same, a similar an alternative result; or both in a blank

Educative Capsules worksheet.

6. Provide students time to enjoy their creation: taste it, wear it, perform it, play with it,

etc. In addition to displaying or sharing it with others while feelirmugrof their work.

7. At last, it is vital to finish the activity with a reflection of the process: identifying and
putting a name to their difficulties, the parts they liked, learned, surprised them or

developing further the experienced conceptsideas, among others.

TALE
AAKER



Talent Maker Teacher's Guide

TALENT

Activity Development

IMAGINE

PLAY & SHARE

6 - Enjoying and sharing

Figure 13 Talent Maker Activity Development Diagram

On this page, following the activity development, are the evaluation activities suggested
for a Talent Maker workshop. To find in detail about these evaluation resources, go to
Chapter 6-Assessment and Feedbaclkn page 83. Please, notice this is a nonmandatory

complete assessment proposal for each teacher or school to adapt to their convenience.

3.8- Evaluation

When starting and during the Talent Maker workshops, teachers explore | ear ner s 0
previous knowledge and, optionall y, can evidence them in a harvest of knowledge . This

will help create connections with concepts or models that children are already familiar

with and reveal things they might still not know and may need to create their products.

Moreover, teachers and fellow pupils provide real-time feedback .

. By the end of the session,one or more of the pupils' attitudes related to the
Learning Objective 2 (creativity, collaboration and critical thinking) is recorded
on a self-assessment star rating (Digital Educative CGapsule) and at the end of
each term on co-evaluation grids in addition to Digital Skills. If a teacher is
interested in doing an extensive follow-up of one of these soft skills, they can use
its grid in a systemized way at the end of each session by sing Plickers (see on

page 87).
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Besides, teachers obtain information linked with other school subjects (Learning
Objective 1) from their observations written in a Reflective Journal . Ergo, the
evaluation of academic knowledge and abilities acquired is flexible to the teachers'
focus on the activity and assessed according to each country's curriculum and

school programme.

Furthermore, the compilation of the completed Educative Digital Capsules by children on
individual Pupil 8 kearning Portfolios serves as @idence of their progress (assessment
of learning) and supports the co-evaluation of the soft skills and as guidance for the end-

of-term progress interview and work contract (assessment for learning).

On the other hand, at the end of the project implement ation, teachers reflect on their
talent workshops and Educative Digital Capsules experiences using asuccess plan
checklist. Then, discuss with colleagues of the same cycle (lower, middle or upper
primary) the way to perform better: update, improve, overco me difficulties, adapt to

childrends needs, et c.

This sectionoffers and overview of the three study programmes of the countries involved
in the project and a final space where the links with the Talent Maker Methodology are

highlighted.

In Spain, concretely in Catalonia, the Government recently determined a new curriculum
(Decree 175/2022, of 27 September, on the organization of basic education courses) in
the terms set by current legislation. The document, which is structured in 4 Chapters and
7 Annex, includes the key competencies and their indicators, the specific competencies
of each subject, the corresponding assessment criteria, knowledge or content and
learning situations, without prejudice to the pedagogical autonomy that law grants to

schools. Specifically:
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1 Chapter 1. General Provisions: Object and scope of application, Hements of
basic education, Pedagogical principles, General objectives and Language
regime.

1 Chapter 2. Curriculum: Structure, Elements, Areas of primary education (children
6-12 years old), etc.

1 Chapter 3. Pedagogical Management: Autonomy of canters, Schedule
Teaching equipment, Educational guidance, Tutorial action, Course transition
(transitions between stages and educational cortinuity ), Educational care within
the framework of an inclusive education system, Curricular diversification
programs, Individualized support plan and Teaching resources and materials

1 Chapter 4. Evaluation : The evaluation of learning, Assessment sessions,
Qualification and passing the course, Assessment and grading of student learning
with an individualized support plan, Diagnostic and end-of-stage evaluations,
Official evaluation documents, Assessment acts Academic record, Report at the
end of the primar y education stage, Guidance Council,Personal report for transfer
and Authenticity, security and confidentiality .

1 Annex 1 lists the key competencies, which are mandatory and come from those

established in the Recommendation of Council of the European Union of 22

May 2018 on key competences for learning permanent This annex describes the

operational indicators, which define the competence profile of departure of

students at the end of basic education.

Annex 2 contains the description of the knowledge areas of primary education.

Annex 4 lists and describes the transversal competences.

Annex 5 contains an explanation of situation-based learning.

= =4 =4 =

Annex 7 presents the time distribution of the different areas and subjects

throughout each of the stage s.

The Govenment makes clear the importance of the elementary education teachings for
the educational continuity of the students, to guarantee their comprehensive

training, as well as the development of their personality and the preparation for
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the complete exercise of human rights and active and democratic citizenship in

today's society .

For this reason, comprehensive training must focus on key skills development
and different learnings acquisition to make  possible personal and collective
prosperity , moving towards a more equitable and sustainable society with

more social cohesion .

https://dogc.gencat.cat/ ca/document-del-

dogc/?documentld=938401

In Romania, a new School Curriculum for Primary Education, Preparatory Class and
Grades Hll (no. 3418/2013) and lIHIV (no. 5003/2014) were established by order of the
Minister of National Edu cation in 2013 and 2014, respectively The newSudy Programme
for Elementary Education (children 6-10 years old) replaced the one developed in 2003-

2005.

From the premise that it is the document that regulates in-school performance, it is a

must for teachers, regardless of their subject, to know and comprehend its implications.

The current programme, whichf ocuses on training and devel opi
answers several questionsabout the learning goals and the content proposed by the
different fields of study in a genuine didactic approach. For instance,

1  What concretely should | aim for in learning activities with my students?

1 Why do | need to pursue these targets?

1 Howdo | effectively reach them?

TALE
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1 How do I ensure that each of my students can suaceed?

T How do | know if what | set out to achieve has been attained?

Furthermore, its underlying idea is that each discipline contribut es to structuring
thestudent sd t r aeentred am ey pompeteincies and that all these
inputs must be convergent because they do not develop in isolation and are not
the prerogative of a particular subject. Despite the school curriculum does not
have a rigid epistemological and knowledge cut fi out, it was developed under
the status that each discipline has in the ed ucation framework plan : number
of hours allocated, lessonsstudied, level of schooling studied, curricular area to
which it belongs, knowledge, skills and attitudes ; besides their responsibility

due the key competencies.

https://programe.ise.ro/

In Greece, the Interdisciplinary Single Framework of Study Programs and Detailed Study

Programs for compulsory education for Nursery, Primary and High School children (515

years of age) is determined by the Ministerial Decision No. 21072a/C2 of the Minister of

Education and Religious Affairs and described/published in Government Gazette No. 303

& 304/13-03-2003.

According to the Curriculum, the school contributes to the formation of the
student's personality with moral principles and a strong self -concept and
emphasizes the satisfaction of his emotional and mental needs and interests

The cultivation of the conscience of the European citizen , the development of
a spirit of cooperation and collectivity , the safeguarding of the democracy of
political life, freedom, secularism, solidarity, justice, culture, intellectual cultivation

and social cohesion in open pluralistic sodeties, are supported as values by the
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educational system of Greece and frame the common purpose of the European

Education.

The Study Programme refer to the basic principles of education in Greece, the general
purposes of teaching the lessons (courses), he axes of the cognitive content, the general
cognitive goals, the values, attitudes and skillsthat are cultivated with the teaching of

lessons, as well as the specific aims and objectives of each course.

On the grounds of methodology, the goals are divided into:

1 Cognitive : refers to the acquisition of basic knowledge and the cultivation
of mental abilities necessary for processing information.

9 Emotional: refers to the development of the student's emotional world
and the cultivation of his interest in s cientific knowledge, while they are
related to the adoption of values, attitudes and behavior.

1 Psychomotor : refers to the student's development of skills such as
making measurements, performing experiments based on specific
instructions, using instruments, building and operating devices, drawing

maps, and applying the motor skills acquired.

In addition, the teaching methodology mentions different approaches, activities and

teaching strategies for all subjects are proposed to the teacher.

Finally, the objectives of the student's assessment, theforms of assessment , the basic
principles of assessment , assessment techniques and means of expressing the

assessment result are defined.

http://www.pi -schools.qgr/programs/depps/index_eng.php
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On the whol e, in addition to compiling
elementary education, the three Study Programmes pay special attention to the key
competencies t o | i ve i n t Dhid dagtdperfectly onratcheés Talent Maker
Learning Objective 2 as it contributes to enhancing soft skills such as Creativity,

Collaboration and Critical thinking , as well asDigital Competence .

Moreover, the Greek and Spanish curriculums look after pupilsd personality
development and emotional well -being in addition to social cohesion, cooperation
and collectively spirit. In the same way, the Talent Makerd Falent-Based Learning
model offers children the opportunity to discover their vocations while not only
learning and mobilizing academic content  (Learning Objective 1) but also learning
about themselves. Indeed, when patrticipating in the project, students are immersed in
situations where they figure out their strengths and constraints . More importantly, how
to work them out and make the most of them within a team at the service of a
common goal: creating a product. Overall, this reinforces pupils' recognition as capable

and, consequently, good self -esteem; while making them feel part of a group .
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Talent Maker Project aims to reduce the learning gap generated during lockdowns due
to the digital divide, improving fac e-to-face and online education in primary

multicultural schools around Europe.

To complete that work, it created exciting step -by-step Educative Digital Capsules with
videos to allow children to carry out the good practice that evolved into the Talent

Maker project independently at home. The Capsules consider the language barrier

constraints, attainable and affordabl e mzeia
interests.

However, teachers involved in the pryoject di d
implementing Talent Maker workshops at school, as it meant an opportunity to
introduce | earning experiences and material s
otherwise. Consequently, they designed Educative Digital Capsules to make the most of

their performance in the classroom setting too.

As a result, the consortium produced two Digital Capsules templates per talent
(gathered in one document supported by PowerPoint) becoming a powerful and

motivating resource for home, in-class learning or hybrid education.

4.1- Templates

. 4.1.1-Home Learning

Learning goals and other subject connections

We will learn: Teachers expose the contents, skills or values that they will focus on during
the activity with child -friendly vocabulary to share with students concrete learning

goals of the workshop, making them aware of what is expected of their activity execution.

ConnectionsTeachers provide some f act Bidyowknoswpar k chi
Format is suggested). They describe the context and the reasos that motivated the

activity and linked ideas of other areas providing the Capsule with meaning.
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Pyl L] TALENT | ~ .
=l AT ER s Bl AL B
Get ready! _
Materials
O Knowledge I
(. O Material
O Knowledge s
Ay the
. i
D Skj" T havt
O Material
- O  Material
O Understanding
O  Understanding
Are you missing 3 material?
9
For which one coukd you repiac® (<

\Wite them down

consections [ ;

2
Will you use others t© decorate’ g

Context and/or description of the resukt of the product (due).

Text with other ideas that will be worked during the process.

Figure 14 Learning goals and other subjects connections & Get ready-Materials and Imagine

Get ready! Materials and Imagine

Materials: The teacher lists the materials required for the activity and, optionally, adds
others randomly to provoke pu pi | s & c¢ r iwheh sekedting which anksitheygwill

use or encourage final product personalisation.

A photo with the materials with the same number as in the list is strongly
recommended to contribute to overcoming the language barrier and introd ucing specific

vocabulary.

Other material: This note is reserved for children to think about if they were able to gather
all the materials needed, and if missing some, to find a replacement, as well as to

incorporate others of their own choice.
Imagine

I n this space, childrenf6s i magination i
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1. Pupils candraw what they wonder they are going to design from the previous
materials and introduction (learning goals and connections).
2. If they already know what it will be, they can sketch what they expect will be
their final result . The teacher can ask older children to label the product parts or
include other specifications such as colour or material.
3. They can draft the plan they think they will have to follow to make it.
4. Students can create a mind map with the ideas that come to their minds when
thinking about a given keyword, for instance, the workshop title. e
5. They can write inquiries or hypotheses related to the topic and try to find out

about them during the creation process.
Create

Attending the age group, | anguage acquisition

Let 6 s admite aatiegy'of adaptations:

1. The teacher can give children this section with step-by-step instructions
supported by pictures or videos (the QR code to the videos can be included as
one of them) chronologically organised.

2. Reflective questions to orientate progression can be written in bold by the
teacher.

3. On the other hand, the teacher prints the pages with only the images and asks
pupils to glue the instructions with the picture that matches them or the other
way around.

4. Alternatively, the teacher can print the instructions and the images unorderly, and
ask pupils to gluethemonthe L e t & s inthe riglat breer.

5. As a choice, images are given and pupils write the steps that follow.

6. Increasing the complexity, students write the steps and take photos or represent

their sequence of actions.
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Play and Share

The teacher encourages children to experiment through play and to share their output
inordertoreceivef ami | i es' and fellow pupilPeyingdndedback
sharing lead to reflection which provokes the Creative Thinking Spiral to start again. In

this space, children draw or attach a photo of them interacting with their final product

and complete the sentence by writing the name of the person with whom they shared it.

It is recommended that, whenever possible, teachers arrange students' works in a

display.
- - -
Lot o [ —————— Play andt shar. | RN
o iy
’ e [

Figure 15 Creating process | and Il, Play & Share and Reflect

Reflection

The teachers formulate three questions to upswing students' awareness of their

learning process . They can be addressed to identify enjoyable parts or difficulties found
and how they were overcome, something that they have learned during the process or
teach/learned to/from a colleague, etc. They can also refer to the initial learning

objectives understanding and it is indifferent if they are about contents, skills or values.

Children choose one of the requests and develop its answer in the space provided
underneath. Finally, they rate their performance by colouring the number of stars
The teacher promotes pupils to reflect on their performance in terms of values such as

resilience and collaboration.
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. 4.1.2-School Workshop

Portfolio Evidence

At school, pupils have the guidance of the

teacher who, through questions and feedback,

encourages progression and learning in the

elaboration of the product.

Therefore, templates are kept simple to

accentuate the hands-on and collaboration

essence.

1. Question?
2. Question?
3. Question 7

They only have a spacefor children to write the T A R NGNS

e periuct?
Colir tham!

name of the Workshop, express what they

imagine and reflect on what they have learned,

just as has been detailed in the Imagine and

071 TALENT MAVER pecocs. musralent.makar

. . Figure 16 Portfolio evidence: Imagine and Reflec
Reflect of the previous section. 9 9

When completed and put together after a period of time, independently of the Digital
Educative Capsules template used, they serve a2 vi dence of the pupil ds

progress.

4.2- Editing Digital Educative Capsules Templates

Teachers can create their own Digital Educative Capsules by downloading the templates
from the Talent Maker official project website. The template for each talent can be found

in its section of the online Catalogue.

Click on the link or scan the code to download our
Digital Educativ e Capsules Templates!

https://talent-maker.eu/cataloquef-digital
capsules/downloademplates/

TALE!
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Adding text

Editable grey text boxesare for filling them with i nformation related to a specific capsule.
These are the learning goals, the activity context or spark, the materials, the stepby-step
instructions of the creating process and the reflective questions. Once they have been

completed, the teacher can changeto black their typography colour.

Editable black text boxesexplain how to advance in the Digital Educative Capsules. They
provide information on what pupils are expected to do in each section of the Creative

Thinking Spiral. Teachers can modify them slighly to be coherent with the activity.

Adding images

Pictures can be easily uploaded from your computer by clicking on the image boxes.

Editing the Slide Master

When working on the Templates with PowerPoint, the slides can be modified by going
to view, specifically to the master slide The master slide provides multiple options which

teachers can adapt or edit to their needs.

4.3- Schools Workshops vs Home Learning

As pointed out in various moments through this guide, Talent Maker activities have been
designed to be implemented at home , school or partly in both settings. The three options
provide a different scope for learning, strengthening divergent skills on each occasion.
This space analyses the opportunities of each implementation model based on the

participating t eandfeflestiond experiences

Materials and equipment availability at home vs school

At home, although maost children had the required materials when they did not, they
could easily replace them for others. Moreover, some of them eagerly incorporated more

to decorate their final product.
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On the other hand, teachers place specific workshop materials and tools at pupils
disposal at school. Furthermore, they may include extra stuff and options variety when

possible to guarantee learners' freedom within the activity proposal.

Therefore, if education systems were to combine both learning situations, the material
and equipment at home could provide the time and context to thriv e in creativity and
resourcefulness While at school, they will set a more structured and guided learning
experience. In addition to offering the possibility of discovering tools and materials, they e

may not get to know otherwise.
Autonomy and collaboration at home vs school

Most pupils were able to complete the Dig ital Educative Capsule at home.The majority
could even do it by themselves. However, childrenwho regularly need help also required
support with this home -learning task. A few also struggled to read the instructions
carefully, making it difficult to follo w the sequence an issue aimed to be solved by

offering a video tutorial of the Digital Educative Capsule (see page57).

Conversely, workingin half groups with a teacher and in pairs or group s in the classroom
guarantees ¢ h i | d actvityO6falfilment but leaves space for different grades of

implication. That is what role label rotation intends to compensate (see page 36).

Consequently, hybrid education has both benefits and challenges. Athome learning can
provide a level of independence and self-direction beneficial for some students but, at
first, not be suitable for those who need extra assistance. To balance that, manyeducators
have suggested that incorporating technology and multimedia resources can support
pupi | s d Ohtheaother hamdy collaborative work and a close relationship with the
teacher in the school context may leave space for a more interactive learning experience

while encouraging socialization.
Benefits and drawback at home vs school

At home, children had more time and the possibility to work at their pace . Also, they

were forced to figure out things by themselves, boosting their autonom y, what teachers

have associated with more creativity b as e d on pupil so resul ts.
AAKER
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communicated once back at school, they had the chance to share the activity with their

family, what brought them joy.

Nonetheless, teachers pointed out that in some cases parents got too involved, not
allowing children to act on their own. On the contrary, other pupils missed an adult or
t e a ¢ e, énsouragement and inspiration, as well as the option to ask questions.
However, the lack of teamwork between peers was identified as the main drawback.
Finally, teachers highlighted how low self -esteem children feared not being able to
achieve the expected result of the Capsule and tended to compare they outputs with the

ones of their classmates.

Overall, hybrid education could provide pupils with the best of both worlds : the flexibility
and autonomy of remote learning combined with the guidance and su pport of in -person
instruction. Additionally, it could potentially allow for more personalized learning
experiences, ahildren could work at their own pace and receive individualized attention
from their teachers. Finally, it could help to address some of the limitations of remote
learning, such as the lack of teamwork and social interaction, by providing opportunities
for pupils to interact with their peers in person, as well as involving families in their

children learning.

Hybrid education

Materials and More resourcefulness. Materials that will not use in

equipment another context.

Autonomy and More autonomy. Peers collaboration.

collaboration

Figure 17 Summary Table
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4.4- Capsules Video Tutorials

Teachers are encouraged to create mute video tutorials and add their QR code to the
Capsules in orderto embrace home learning and facilitate overcoming the language
barrier. They @n use clips from this video that illustrate the workshops' main steps as

images to support the instruction text of the Capsules.

When it comes to the video content, the recordings must guide the process without
being excessively specific about how, as ti is crucial to leave space for pupils'

collaboration, problem -solving, creativity and critical thinking.

On the next page, some recommendations for recording and editing the videos.

Appearance: Sound:

1 Work on a light -filled space 1 Mute the sound unless indispensabl
1 Avoid shadows and backlighting for your workshop
1 Wear a plain T-Shirt 1 Incorporate an instrumental
copyright free music

Recording: Editing:

i Use a tripod I Edit with a free online video editor.
1 Go for landscape orientation The Talent Maker Team worked with
1 Play with two camera framings: Canva as it is one of the simplest.
medium and close-up shots (focus I Add a front and a final cover
on the actions) including the name of the workshop
I Keep it brief, between 2 and 4
minutes.

Figure 18 Video recording and edition tips

Click on the lin k or scan the code to watch the Digital

Educative Capsules available on our YouTube Channel!

https://www.youtube.com/@talentmakereu3905/playlists?view=50&sort=dd &shelf id=3
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5.1- The Capsule

TALBNT
‘AL BR

TO CHOOSE (1 (1 THAT PORTRAY NATURE.

O TO REDISCOVER THE WORDS AND THEIR
TEXTURE: COLOURS, SHAPES, CHARACTER, ETC.

U TO REPRESENT NATURAL ELEMENTS THROUGH

ART: FTEEOCEH R

TO PLAN OUR WORK AND WORK INDEPENDENTLY.

https://www.youtube.com/watch

2v=wpDv1rYFqTQ&ab channel=

<l — JoyfulLearningforYoungMinds

DID YOU KNOW?

OCEANS ( £ ) ARE ENOURMOUS AREAS OF SALTY WATER.

AROUND 70% OF EARTHS SURFACE IS COVERED BY (.

HENCE THE EARTH IS ALSO NAMED THE BLUE PLANET.

2021 TALENT MAKER project. www.talent-maker.eu

TALE!
AAKER



Talent Maker Teacher's Guide

Co-fund
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. ~
Erasmuse Programme pd
of the European Urion A“ E ..

1. SHOEBOX
2. PAPER OF DIFFERENT
TEXTURES AND COLOURS
3. SEA SAND AND SHELLS
4. PAINT/MARKERS/GLUE
5. DIGITAL DEVICE WITH
SCRATCH ACESS

E;

OU MISSING MATERIAL?

ARE Y

FOR WHICH ONE COULD YOU REPLACE
m? WILL YOU USE OTHER MATER]ALS
TO DECORATE?
lmagine [ ram woros ThaT weassocwrewrn TE G |
% OCEAN MINDMAP
SHAPE COLOURS
V\
(ocean (@) )
TEXIURE MOVEMENT
e e e e

2021 TALENT MAKER project. www.talent-maker.eu
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Co-funded by the
Erasmus+ Programme
of the European Urion

TALBNT
‘AL BR

1- SCAN THE QR CODE TO FOLLOW THE STEP-
BY-STEP VIDEO.

COLOURS SHAPE
X p 2- THINK ABOUT THE WORDS OF YOUR (& MINDMAP. HOW
'g‘\\ COULD YOU REPRESENT THEM WITH THESE MATERIALS?
B0 ok HAVE A LOOK AT OTHER (1 L RELATED TO THE (& OR DO A
TEXTURE Fo ki ML LITTLE RESEARCH ON ™ FOR INSPIRATION.

3- WRAP THE SHOEBOX WITH COLOUR PAPER
AND # ITS INSIDE COMBINING THE COLOURS OF
YOUR MIDND MAP.

DO YOU KNOW ALL THEIR
NAMES? SCAN THE QR CODE TO

LEARN SOME.

2021 TALENT MAKER project. www.talent-maker.eu
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Co-funded by the m& . " !"-

Erasmus+ Programme

of the European Union .A‘. E ..

4- ADD SAND AND OTHER (& ELEMENTS LKKE 3.
INCORPORATE PAPER OR FABRIC OF DIFFERENT COLOURS
AND TEXTURES.

5- YOU CAN INCLUDE SOME (& LIFE LIKE SEAWEED OR
ANIMALS:

o} XolReY+As

6. YOUR FISHBOWL IS DONE!

TURN ON YOUR ™ AND OPEN fZ1JR

A 7- () ON THE ga IMAGE.

2021 TALENT MAKER project. www.talent-maker.eu
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Co-funded by the m& ° “ !“‘

Erasmus+ Programme

of the European Urson .A& I. .l

8- SELECT THE .

ol el B iy 3
=l N el

Q
LY
S ° 9- CHOOSE THE g , [ THE CHECKED PAPER AND TAKE A
e .; PHOTO OF YOUR FISHBOWL.
\ / SN
2= ( @
\_®

10- ADD CHARACTERS BY (] + ,OR
DELATE THEM BY KEEPING THEM () & =C

UNTIL THE X APPEARS.

> -0 @M
s e = 11- () A CHARACTER AND START CODING
! = )
Ao X f WITH A YELLOW BLOCK.
_BUos0 B YOU CAN RECORD YOURSELF EXPAINING A
Ll MEMORY BY THE (& WITH THE 2 BLOCK.

2021 TALENT MAKER project. www.talent-maker.eu
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= aan
Co-funded by e - 'i 1
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Play snct shove [ )

SHARE YOUR| I2] PROJECT I OUR CLASSROOM STUDIO. E

| SHARED MY G WITH %

O T —

SHARE A WORD OR EXPRESSION THAT YOU HAVE LEARMED WITH THE ACTIVITY.

EXPLAIN TO SOMEONE HOW YOU FOUND REPRESENTING WORDS WITH COLOURS ,
TEXTURE AND CODING.

: Lt o
Herar ity W?Mgwg
;“m,.,.r creatiity? Calour thav!

E;

2021 TALENT MAKER project. www . talent-maker.eu

Figure 19 Sea in a Fishbowld Home Learning Capsule
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5.2- The Lesson Plan

Lesson planning is a critical process where teachers define the concretization, distribution

and timing of the learning objectives, contents and evaluation criteria and their

contribution to achieving targeted competencies. Besides, Lesson Plans usually include a

summary of the activities, pupils' groupings during them, the materials required and the

methodology to carry them out. All this, considering their ¢l ass group and eac

necessities.

LessonPlanstemplates not only aim to facilitate thist e a cshaskitodhink ahead of their
work to guarantee effective learning by plotting and arranging an action line for the
sessian with relevant details on different aspects of the intervention. But also allow them

to reflect on the means to improve the ir teaching.

In what follows, an empty segmented Lesson Plan Template forthe Talent Maker

Methodology described and a filled one with a workshop as an example.

Click on the link or scan the code to preview and download an

empty Lesson Plan template !

https://docs.google.com/document/d/1Z8MGQZ2f5XsKy -L TZ

D5Nc8_r4HZ58D3/edit?usp=sharing&ouid=117055531288592708448&rtpof=true&sd=true

The first row sets out the basic information about the Talent Maker workshop:

9 Talent: the type of activity or talent provided by the teachers (based on their
strengths and passions) at the pupilsd dis
Cycling, Robotics, Knitting, Theatre, Robotics, etc.

1 MI: the Multiple Intelligence(s) that the workshop focuses on Logic-

Mathematical, Musical, Body-Kinestetic, VisualSpatial, Naturalistic, Linguistic,
Intrapersonal, or Interpersonal. See the eight categories of intelligence detailed
in section The eight intelligences of Figure % Sea in a Fishbowid Workshop Capsule
2.13-The Multiple Intelligences.
TALE
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Age: the c h i | dageghatGssaddressed inthe workshop: kindergarten, lower primary,

middle primary, upper primary, lower-secondary, etc

Talent Maker Lesson plan

Talent: [M: Age:

[Activity type: cooking, | [Multiple Intelligence or potential | [Target group age]
gardening, robotics, capacity to train]

etc.]

Figure 20 Talent Heading

As teachers may develop several workshops of the same Talent, the following section it
is expected to be added (copied and pasted) for as many lessonsas the teacher carries

out focused on the same Multiple Intelligences and age group.

In the first part, which corresponds to the top four rows, there is a layout for
the workshop title and the date it is programmed to be conducted. Also, there are the
entry fields for the schedule, the time frame when happening, and the location , the
spacewhere it's taking place. Besides, it lists theequipment and materials required, as

well as the bibliography and web references that were utilised to design the lesson or

will be applied during the sessbn.

Location : in the class / in the gym / at home / in park / [Schedule]
online, etc.]

Equipment and [The list of materials and equipment]

materials

Bibliography and [The list of web and bibliographical references]
web references

Fiaure 21-Workshop Practical Information
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In the second part, as designated by its label, there are the specific learning goals
(Learning Objective 1) of each workshop, and the teacher has space toanswer the
following questions:
1 What are we goingto do?
Summary of the learning activity.
1 Why are we going to do it?
Enumeration of the learning goals pursued with the workshop
performance: knowledge and skills linked to the academic subjects and
the particular ones of the workshop or talent, in addition to some values
shared with the pupils in the o0We wil.l
Cepsules.
1 How are we going to organize ourselves to do it?
Break down the activity into steps or tasks following the Creative Thinking
Spiral (Imagine, Create, Play, Share and Reflegtpupi | sd organi zat
(individual, pairs or groups) and pedagogical and didactics strategy or
method selected.
1 What is the outcome , and why?

Statement of the envisioned outcome and its relevance

Specific learning goals:

What are we going to  do? [Brief description of the workshop].

[Correlate the lesson with the specific and general learning

Why are we going to do it? objectives and the purpose in its context].

[Break down into steps or tasks keeping on mind the Creative
Thinking Spiral: Imagine, Create, Play, Share and Reflect].

[Chil dr ends groups,ars, ndividiaky,retc.]
How are we going to organize
ourselves to do it?

[The pedagogic and didactic strategies and methods used for
each phase: demonstration, conversation, inquiring, reflection,
observation, role-play, problematization, reading, interpretation,
mimics, mixed, etc.]

What is the outcome , and why? [Detail the expected result(s) and its motivation or purpose]

Figure 22-Workshop Learning Objective 1 and Description
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In the third and last part, there are the general learning goals (Learning Objective 2):

Collaboration, Creativity , Critical Thinki ng and Digital Skills .

As pointed out in 3.3-Learning objectives the three first are thought to be launched and
assessed accumulatively per agestage, from younger to older children in the previous
order. Therefore, although the lesson plan integrates the assessment indicators of the

three Csarranged in three columns, teachers might adapt it to show only the ones they

will be evaluating.

On the other hand, teachers might highlight the Digital Competenciest ai | or ed t o pupi
age and learning necessities covered in the lesson.At national level, each country has a
specific classification of the Digital Skills. The Talent Maker Lesson Plan Proposal has

adopted the ones set for the European Reference Framework DigComp 2.1

General learning goals:

Collaboration Creativity Critical Thinking
Works productively Curiosity Critical insights development
1 Everyone participated 1 Intrigued by new 1  Understands the meaning
1  Worked well together elements and of the data
(helped each other, shared ideas 1 Explains the data to others
and distributed tasks) 1 Seek new  Draws a conclusionfrom
1 Were focused on the task elements the data
all the time  Uses the data to make
1 Finished well the task 1 Explore new connections to his/her work
ideas and
Demonstrates respect elements Analysing information
1 Everyone listened o others 9 Identifies and understands
ideas respectfully Flexibility the main issue
1 Everyone discussed others 1 Adaptwell to 1 Establishes priorities
ideas politely new situation among details
) 1 See many 1 Sees unstated implications
Compro.rn!s'e and shared possibilities . . .
responsibility Different viewpoints
1  Everyone was flexible 1 Able to find at least three
(negotiation, agreements, Originality main viewpoints and
conflict resolution) 1 Come up with explain them to others
1  Everyone did their best many ideas

TALE
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Digital Skills

Competence area 1: information and

data literacy

1.1- Browsing, searching and filtering data,
information and digital content

1.2- Evaluating data, information and
digital content

1.3- Managing data, information and
digital content

Competence area 2: communication and
collaboration

2.1- Interacting through digital
technologies

2.2- Sharing through digital technologies
2.3- Engaging citizenship through digital
technologies

2.4- Collaboration through digital
technologies

2.5 Netiquette

2.6- Managing digital identity

Competence area 3: digital content creation

3.1- Developing digital content

3.2- Integrating and re -elaborating digital content
3.3- Copyright and licences

3.4- Programming

Competence area 4: s afety

4.1- Protecting devices

4.2- Protecting personal data and privacy

4.3 Protecting health and well-being

4.4- Protecting the environment

Competence area 5: problem solving

5.1- Solving technical problems

5.2- Identifying needs and technological responses
5.3 Creatively using digital technology

5.4- Identifying digital competence gaps

Figure 23-Workshop Learning Objective .

Finally, find as an example, the Talent Maker Lesson Plan completed for the Library

Workshop. Concretely,the two sessions dedicatedto 6The sea in a Fishbow Gapsue, one

unplugged and another plugged , which its implementation is developed in the next

section as a Case Studyby the three schools participating in the project from Greece,

Romania and Spain.
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Figure 24-The Sea in a Fishbowl Diorama Workshog
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Talent: Library

\ The sea in a fish bowl (unplugged)

Location: School Library

Talent Maker Teacher's Guide

Talent Maker lesson plan

IM: Linguistic Age: 6-7 years old
20/02/2023

15:00 to 16:30

Equipment and
materials

Ambience: different types of blue fabric and papers (variety of colours and textures),
magnifying glass,seaword in light letters, blanket, sand, seashells, etc.

Books about the sea: Wave (Suzi Lee), The Rainbow Fish (Marcus Pfiskéfg,in a
Coral Reef (Wendy Pfeffestc).

Product: Shoeboxes, paint, sand, shells, cardboard, colour paper, fabric, etc.

Biblio graphy and
web references

1- Wave (SuziLee)
2- Diorama examples

Specific lear ning goals:

going to do it?

What are we We are going to read and listen to books(and image books)about the ocean and

going to do? create our sea diorama in a shoebox (fishbowl) in pairs or groupswhile increasing
our vocabulary of shapes, textures, colours, movemeand sea life.

Why are we Toforge literature enjoyment, gain vocabulary and its understanding by representing

designation (nouns)and describingwords (adjective and adverbsyhysically.

How are we
going to
organise
ourselves to do
it?

Imagine

1. Surprise: Children enter the library and find an ocean ambience.

2. Big-group discussion: The teacher asks for the names of the elemen
displayed: seashells, sandish toys, paper, etc.

3. Big-group discussion: What colour are they? What texture do #y have?
What shape? How do they move?

4. Individually, guided by the teacher, pupilscomplete the mind map of the
dmaginedpart of the Capsule.

5. Modelling: The teacher reads aloudsomebooks and plays the video ofWWave

(Suzi Lee)

Create (hands-on part in pairs)
6. Modelling: The teacher shows seadioramat o i nspi r e
addition to other internet images as examples (see bibliography).
7. Pupils work on designing and creating their 0 & inside a fishbowb using
diversematerials. Theystablish connections between the books they have re
and themselves (previous experiences), the world and other texts (books a
stories.

c Hn

Play and Share
8. Children move freely in the library to share and play with each otherSea in
a Fishbowl(sea diorama)

Reflection
9.  Big-group discussion: Which materials have you used to represent X shap
texture/colour/movement?

TALE
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https://webdelmaestro.com/como-hacer-un-diorama-para-primaria/
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What is the A physical representation of the words they havelearned and have beenworking on
outcome and to promote their understanding and the new language acquisition througha making
why? and sharing process

General learning goals:

Collaboration

Works productively
1 Everyone participated
1  Worked well together (helped each other, shared and distributed tasks)
1 Were focused on the task all the time
1 Finished well the task

Demonstrates respect
1 Everyone listened to others ideas respectfully
1 Everyone discussed others ideas politely

Compromise and s hared responsibility
1 Everyone was flexible (negotiation, agreements, conflict resolution)

9 Everyone did their best

\ The sea in a fish bowl (plugged) 27/02/2023
Location: 1% grade classroom 15:00 to 16:30
Equipment and - 8 tablets with ScratchJr. downloadedand photo cameras integrated
materials -Pupil sd Seas in a fishbowl

How to Code an Underwater Scene in Scratchr [7 Minute Tutorial]
Bibliography and

web references

Specific learning goals:

What are we We are goingto animate our sea diorama or createan underwater scene vith Scratch
going to do? Jr, focusing on literacy elements like characters (sprites), setting (background) and t
events sequence of a stgr(sprites code programs).

Why are we To get started with coding as a potential storytelling tool and a means of creative
going to do it? expression

How are we Imagine

going to 1. Classgroup conversation: Last session vocabulgy review by pointing
organise different elements in their diorama and previous learning experiences
ourselves to do 2. Classgroup brainstorming and discussion How can we bring to life our
it?

diorams?[coding]
3. Teacher modelling and classgroup conversation: Scratch Jr. interface
presentation

Create (hands-on part in pairs)
4. Pupils edit (paintbrush icon) a white canvas background (landscape photo
by taking a picture (photo camera and clickng on the drawing area) of their
diorama.

TALE
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5. Theychoose sprites from the Scratch Jr. gallerdraw their own in the image
editor or take a pic of the characters of their diorama and ease their photo
background.

6. Children code the sprites to swim, spin, chase others, talk, etc.

Play and Share (in pairs with the classgroup)

7. Children present to the whole class their Scratch Jr. project.

Reflection
8. Individually, children c¢hoo slanswenie
orally, by drawing or writing.

What is the A ScratchJr. animation to st ar t buil di ng egpeiplly ¢irs,do used
outcome and coding as a means of expression, giving thera voice in a digital era.
why?

General learning goals:

Collaboration

Works productively
1 Everyone participated
1  Worked well together (helped each other, shared and distributed tasks)
1  Were focused on the task all the time
1 Finished well the task

Demonstrates respect
1  Everyone listened to others ideas respectfully
1 Everyone discussed others ideas politely

Compromise and shared responsibility

1 Everyone was flexible (negotiation, agreements, confli¢ resolution)
9 Everyone did their best

T

Digital Skills

Competence area 3: digital content creation
3.1- Developing digital content
3.4- Programming

Competence area 5: problem solving
5.1- Solving technical problems

5.3 Creatively using digital technology
5.4- ldentifying digital competence gaps

Figure 25- Library Lesson Plan
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5.3- Case Study

As previously anticipated, this last section gathers the experience of three teachers from
different nations and multicultural schools who do not know each other but somehow

have been connected through Talent Maker.

They all are participating in the project and, to prove its transferability agreed on

implementing the same Digital Educative Capsule in their classroom setting and recorded e

the two session episodes with pictures, videos and awritten reflection of the teaching

and learning events under their watch.P |1 e a s e, note that the childr el

changed to respect their anonymity.

The picked Capsule to implement was the Sea in a Fishbowlsee first Digital Educative
Capsule d the Annex) addressed to lower primary children. The teachers slightly adapted
the Digital Educative Capsule and its Lesson Plan, shown before, to their pupils, teaching

style, school context and country curriculum.

Mireia Costa Gay is the library acher at the El Pla school(Girona, Spain) She leads the
Reading Lab (lower primary) and the Zen Library (middle primary)talents, sharing her
passion for children's literature and promoting reading taste. She designed the original

proposal for the chosen Digital Educational Capsule.

pupils should find it prepared when they

| always introduce the proposals of the .
arrive.

Reading Laboratoryds Capsul es i n a

singular setup to surprise and motivate For example, | represented the sea with

the children from the beginning. The fabrics of different colours and textures.

ambience is essential. Above all, the On top, | exhibit a variety of books about
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the ocean among related objects

(treasure chest,
toys) that | found at the school. Therefoe,
pupils knew and had previously handled
them on other occasions. | also added
natural elements like shells, stones and
sand that they could easily find in their
immediate environment. All this is for

bringing the activity closer to children so

they can feel identified and safe.

By presenting the activity this way, |
already observed learners behaving
differently. Just entering, an expression of
fascination arose them. Even with
reserved childen, who usually do not
communicate much with their facial
gestures; | could discover admiration in

their eyes, heard the emission of surprise

sounds and noticed more participation.

A good example isFatumata, who often
looks indifferent and dull, did not stop
smiling and actively intervened during

the session.

First,we sat in a circle around the marine
display, where | presented thebooks by
mentioning the title, reading the synopses
or showing the covers. Then, we analysed
the genre of all of them: nonfiction,
graphic novel, poetry, comic, etc.
TALE

NAKER
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Thus, I immersed then in the atmosphere

L E G Ol haul oreated by Igldireg the gparkmathey 6

would crave to explore the book that had

most attracted them.

Later, they worked on making the
diorama in pairs. The aim was to collect
what they liked most about the books in
a shoe box, trarsforming it into an ocean
with a hand of paint and various textures
material. In addition, | explained to them
that | had done this activity during the
lockdown with my daughter using home
stuff and stationery and going to look for
sand and stones in the iver that we took
when walking the dog. Sharing the task
as a personal experience and reinforcing
the message that it was unnecessary to
buy the materials or go to sea;made the

task seem more accessibl¢o pupils.

| remember conducting this activity with
a middle primary group that usually
generates disruptive dynamics. However,
since it was a handson activity, it was
less demanding and more comfortable for
me to lead the session. They really wanted
to read the books because they had to
build a diorama based on them. This
process helped thenmot only achieve the
establish

lessortlearning goals and

connections between the books and the
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tangible sea they were creatingbut also

with their personal experiences

As for the relationship between peers, it
was super good. There were no
arguments or bad words. The workshop
took place in a pleasant atmosphere,
creating interesting collaboration
dynamics and synergies like how they
supported each other and started literary
conversations:"This title is similar to that
of my book", and "Look at my back
cover’, or "These are watercolour

illustrations", etc.

It was the same during thesecondsession
when they discovered Scratch Jr.,
although some children preferred to work
individually. For instance, Mohamed, a
boy who faces learning difficulties,
evidenced his autonomy, effort and
devotion during the creation process and
volunteered to be the first one topresent
his project feeling comfortable and

confident sharing his work.

Overall, | was amazed by their curiosity
and how intuitively they got Scratch Jr.
going, as it was their first contact with this
coding language for children.
Nonetheless, not only pupils are
captivated by Scratch and the tablets, but

also by books.

Figure 26- Sharing time: Sea dioramas
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Madalina Popescu, who is an ESL Englishas a Second Language)}eacher at Constantin

lanculescu High School (Céarcea),adapted the workshop to implement it during her

lessors. Here her experience and reflections after implementing the activity:

| provided for them an environment to
learn in their own way. When you walk
into their classroom, you see that it's very
open; it's inviting, and extremely
interactive. There were 3 working centres
and the students chose by themselves

which activity to start with.

The students used very good manners
and knew that "please" and "thank you"
have to come with every request when
working in teams or when they moved

from one centre to another.

| started by asking learners to guess some
sea animals as |

Iltdéds grey and
and big teeth. It can swim very fast. (a

shark)

| asked where do these animals live? |
wrote ocean/sea on the board and askd
learners to tell me the names of any

animals they know that live in the sea.

TALE
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| noticed that some of them preferred to
draw the animals and the others to write
the name of a real sea animal.

They cut them out and added a
description underneath. Others preferred
to manufacture the fish tank, to glue or
paint, to get their hands dirty with sand

and shells.

Finally, they glued the sea creatures on

t he wall of the box
sead displ ay.
| noticed

d e s cexpardedd tramenelously, Ithtey sshotwi g .

intetest for agull tonvarsatiom ig English
and they understand me better.

To review the newly intraduced
vocabulary, we watched a very funny

video book called Waves.

t hat | earner so
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The children were all happy and enjoying students who felt great about themselves
themselves, engaging in different and also had a lot of fun.

activities and exercises, often at their pace There were moments when they needed
and direction. guidance, direction but | encouraged

them to practice in order to improve

In Scratch they used as a background the themselves.

6Unceer stead di splay they have created.

Coding the animals to move or adding In conclusionther e i sndét jus 61 e
the sound of the waves was a lot of fun, of teaching and a good teacher will

too. always adjust the lesson plan, the topics,

the method, the synergies in order to get
While coding students attending the class the results, the students are looking for.
felt a bubbly excitement of success and
improvement and had clarity on what
was expected of tlem or areas of

improvement needed. | witnessed

L) scratch 1281

m @ Fie Eor @ Tutors Undes the Sea GABI

i0:0 (0 u

e Ta § {a & z
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Figure27- Underthe seadGa bi 6 s Scr
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Mrs Marianna Paschalidi, the teacher of 5th grade at the Primary School of Nea

Alikarnassos (Crete, Greece) carried out the Capsule with her pupils. Here are her

observations and comments on the project, as well as her feelings on the outcome.

In my view, the implementation of the
capsule callel The Sea in aFishbowl was
a perfect example of what the whole
project is all about. The various
observations | made were riveting and
complied with the meaning and aims of

Talent Maker.

Firstly, 1 noticed that all students were
actively involved in the activity, no matter
how much motivation they usually
manifest at school. Evendveakdstudents
who rarely participate in any academic
subject showed great interest in the
workshop, performing even better than
6strongod student s.
something they had never done before
was astonishing. It was like, they
discovered a new skill and interest they
had never considered. And they enjoyed

it. The example of Nicholas, a rather

unmotivated student who excelled at the

TALE
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activity, clearly reflects the aims ad

results of the project.

In addition, it was amazing how much
pupils interacted with their peers and
collaborated to create a product together.
As | see it, we live in a digital world where
everybody works individually.
Cooperation is a term which meansvery
little to modern people. However, the case
study reversed the trend proving that
cooperation is an innate quality of
people. For instance, three of my students,
who are always trying to do things alone
and rarely accept the help of others,
FHowed r a i dgnohge r massion  fon
collaboration. That came as a surprise to
me since | had never managed to involve
them actively in teamwork. Furthermore,
they encouraged others to get involved

and tried to leave nobody out of the

process.
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But above all, what offered methe most
satisfaction was that they all enjoyed
what they were doing. It was like
watching your pupils having genuine
pleasure in what was going on.
Sometimes they took the initiative to
improve or correct something or even
solve practical problems. | canot forget
when | had no answer to one of their
guestions, but Atticus offered me some
helpful advice which solved the problem.
Then, he was in his world, where the

impossible became possible.

Only after these observations | realized
the whole project's essence and numerous

benefits to our children.

FHOT ON REDMI 9
Al QUAD CAMERA

Figure 28- Primary School of Nea AlikarnassosSeadiorama
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6.1- The Assessment Grounds

What we teach depends on what we assess, and how we assess depends on what is
taught and how (Bill Lucas, 2022). Due to the two learning objectives ard the project's
educative purposes, Talent Makerassessment proposalfocuses on assessment as and
for learning (formative learning).  Nonetheless,assessment of learning is also present.
However, within the project, it intends to measure students' progress by comparing their
current results (learning goals achievement) with previous ones.This section isstrongly
inspired by the lessons learned from Neus Sanmarti and rer work in Assessment for

Learning, 2010.

Assessment for learning

Through pupesl stbo rtehsepoancst i vi ty devel depameasnt and t
get information not only to modify their Talent Maker  Capsules but also the lessons

of the curricularsubjects , adapting the pat hwaysThereforegui de st |
it contributes to the previous academic knowledge identification and mobilisation

while ensuring class-group and individual progress in the new content and skills

acquisition (Learning objective 1).

An observation log/journal/diary is recommended to support this task, allowing
teachers to remember and consider their notes when planning future sessions, transfer
information to other teachers and subjects and offer a global learner view when writing

evaluation reports. Having alist of the assessment indicators (the ones included in the

co-evaluation rubrics) might also be of help.

Similarly, aknowledge harvest (initial assessment questionnaires, mind maps posters to
display in the classroom or quoting children's ideas in the teacher journal) is suggested
to evidence the | earning process when later enabling reflective conversations between

teachers and pupils or completing other assessment activities.

At the same time, children obtain information about their performance and work on

TALE
AAKER



Talent Maker Teacher's Guide

refining it by attending to the real-tme t eacher sd and dyriegehres d f eedb

workshops.

Assessment as learning

When it gets to the Share and Reflect part of the Educative Capsules , pupils take a
photo of or draw their output , answer one question of their choice  out of the three
proposed, and colour the number of stars  they consider to represent their performance
in one of the Learning objectives 2. These tasks encouragemetacognition of their

making process and generate learning evidence gat her ed i n Digitad

Educative Capsule s Portfolio .

Furthermore, at the end of the term, learners complete co-evaluation rubrics to assess
their acquisition of higher order skills like creativity and critical thinking , as well as
collaboration and digital competenc ies (Learning objective 2) based on the workshop
experiences and the evidence generated during the process (Learning Portfolio ). This
task contributes to creating a shared understanding of what is being assessed as it
simplifies, translates and constructs a social representation ofhow these abilities look

like and are expected in a teaching and learning process (VicentLacrin, 2019).

Assessment of learning

Teachers fill out the rubrics before the progress interview. Together with the student,

discuss the grade of achievement of the learning goals and compare the pupil's
current results with previous ones, emphasising what went well and how he/she could
improve by looking at the evidence (journal notes, Learning Portfolio and previous

Rubrics).

Optionally, they can agree on aworking contract where the student, supported by the
teacher, writes guidelines to overcome the difficulties that has found and compromises

to put effort into them during the next period.

student

0Students perceive what is importantaltucesl.&ar n

(Neus Sanmarti, 2010)
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6.2- Assessment and Feedback Tools

Not only t his section provides assessmehtools for the targeted skills and competencies
related to the project Learning objective 2, but also strategies to ensure the goals
previously set for the school teachers (Learning objective 1) in their lesson plan (see

chapter 4, page X).

Nonetheless, as mentioned in the last paragraph of 3.8- Evaluation, it is not e
indispensable to use all the instruments described below. Rather than this, it is

suggested that teachers select the abilities they are more interested in training

and assessing. Then, design theirlesson plan integrating assessment activities

and tools in different stages and adapting them to pupils' needs and age.

Suggested assessment activities and tools

When? During the lessons At the end of the term

Figure 29- Assessment activities and tool:

Click on the link or scan the code to access Plickers and

systematized your assessment rubrics!

https://get.plickers.com/
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. 6.2.1- Knowledge Harvest

As referred to in the Theoretical Framework, acording to Piaget, children learn from
interpreting new information within their knowledge framework (assimilation), which

they modify to addresswhat does not fit from the latest (accommodation).

In the Talent Maker Project, the Knowledge Harvest is about evidencing the pupilsd
previous knowledge of the capsule® topic and identifying misinterpreted ideas; to
facilitate the acquisition of the concepts introduced for setting a context, being helpful

or required in the making process.

It can be conducted as an oral discussion previous to the activity, guided by good
questions like the ones proposed by the STEAMcat programme (2021) of the Catalan
Department of Education: What do | know about the topic? Are right all these ideas? Is

there among them a myth?

Alternatively, answers can be written and talked through afterwards. This format would
allow collecting and keeping them as a display or a document which can be consulted or
compared at the end of the workshop or the term to observe new learning and progress.
Post-it, paper labels, drawings and traditional mind maps are alright. Nonetheless, this
could be a perfect opportunity to work th e Digital Competence by incorporating digital
resources, which might be convenient for online learning too, at your convenience, such

as the following:



https://edu.google.com/jamboard/
https://padlet.com/
https://bubbl.us/
https://www.popplet.com/
https://www.canva.com/online-whiteboard/templates/
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. 6.2.2- Real-time feedback and Good Questions

Immediate feedback increases motivation (Skinner, 1958) and facilitates understanding
of the relationship between actions and their results (Hernstein Loewsnstein, Prelec &
Vaughan, 1993).According to a study by Hattie and Timperley (2007), it is most effective
when it is specific, timely, and directed towards the intended learning outcomes as it
allows students to correct their mistakes and adjust their learning strategies.
Furthermore, questions can be a valuable toolto provide real-time feedback by assessing @

understanding, encouraging reflection or identifying misconceptions among others.

But what do we consider a good question? A good question is a stimulating inquiry that
encourages us to improve our observation, test or experiment. It involves forming the
answer rather than saying it. These interrogations belong to the @roductive questionsg
which are meaningful inquiries because of our knowledge but push us to activate it to

give an unprecedented response.

These are some considerations to
succeed in generating good questions
by Neus Sanmarti,2003:

- Indirect and contextualized
interrogations .

- Clues on the question wording (useful
information to elaborate the answer).

- Proper verb selection in order to
inquire what the question intends
(define, describe, explain,justify, etc.).

- Other interesting inquiries are the
ones that begin wit
pupilds activity or

y o u t foripupis deasoning.

Figure 30- Reflective quesibns
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. 6.2.3- T e a ¢ hRefledtise Journal

Reflective thinkingd e f i ned by D e pessigtentaand carafal tonsideration of
any belief or supposed form of knowledge in light of the grounds that support it and the
further consequences to which it leadsd (Dewey, 1933, p. 9)is an essential practice of

teachers to guarantee quality teaching.

Accordingly, not only a Reflective Journal helps put down ideas, personal thoughts and

experiences but also for reflections and insights. In the Talent Maker project, the purpose

of the teachersd Reflective Journal is twofol d:
- Recording the inform ation obtained by observing children regarding the learning

objectvesand chil drends gl obal devel opment

- Helping teachers identify their weaknesses, seek improvements, and connect their

existing knowledge with new information (Dalouglu, 2001; Lee, 2007 Richards & Ho,

1998; Yost et al., 2000, as cited in Abednia et al., 2013, p. 504)

In other words, collecting facts to establish connections betweenp u p krowl&ilge, skills
and values put into practice during the Talent Maker workshops and the rest of the
school events and providing a critical self-assessment toolfor teachers, paying attention

to the consequences of the course of action.

To improve their effectiveness, teachers can share theirmain findings or concerns from
their Reflective Journal€during the discussion at the end of the project implementation ,
for example at the end of the term with their colleagues, as suggested in the second-last

paragraph of the 3.8- Evaluation.

.6.2.4-Pupi | 6 s Roefalioni ng

Storing the Digital Educative Capsules in a Portfolio, as proposed in the 3.8-Evaluation
section is just the first step for pupils to elaborate their Learning Portfolio. Because of a
Portfolio is a purposeful collection of children& works that exhibits their efforts, progress

and achievement in one or more areas and more, a child selection of contents and the
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criteria for choosing and judging its merit. Foremost, evidence of p u p isdlf-sefiection

(Paulson, Paulson and Mayer, 1991).

In the Talent Maker Project, this tool for show casing a representative breadth of acquired
skills (National Council for Accreditation of Teacher Education cited by Zubizarreta, 2004)

sets the basis to perform a comprehensive assessment of apupild s g rdoring oh at

the end of the Talent Programme by both the teacher and the own child when
completing the co-evaluation rubrics and filing in the working contract during the e

progress interview (Zubizarreta, 2004).

Here eight guidelines for realizing powerful Learning Portfolios by Paulson, Paulson and
Mayer, 1991

1) Self-reflection proof: the final product, in the Talent Maker framework, should
include Digital Educative Capsules refiget questions and other pupils
evidence (notes, images, videos, Scratch projects, refafed to learning about
learning

2) Children ownership portfolios are done by the pupil, so they are the oies
charge to discard and pick the Digital Educative Capsules they want to keep.

3) Portfolio vs cumulative folder although children first gather all their work, by
the end of theterm, they need to removéehe Digital Educative Capsules, notes
or other evidence they consideneaningless oredundantto exhibit their
learning progress.

4) Portfolio activities: portfolio purpose, goak, contents (Digital Educative
Capsulesreflectionsand learning evidence) standards (performancguality
indicatorg and judgmentsgonclusions).

5) Variable purposes. during the Talent Programmepupils may save Digital
Educative Capsules and evidence for different reasdimstructional,
inspirational, unihished, etc.). Nevertheless, by the end of the Programme, it
should only contain the material that the child is willing to share.

6) Coexistence of mltiple purposesLJdzLJA £ 4 Q LISNER2Yy |t 3I2Ffa | yR
conflict with the teachers or parents.

7) Growth illustration: It should illustratechildrens progress over time using

Digital Educative Capsules, reflections, and other evidence.
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8) Portfolio models: provide a varietyof portfolios as examples to support the

learning portfolio creation.

Figure 31- Juggling learning evidence

. 6.2.5- Co-evaluation rubrics

Co-evaluation rubrics can help pupils and teachers appraise the children's work together,

with the learner taking an active role in the assessment process (Clark, 2012).

They typically imply setting clear performance criteria and breaking abstract ideas into
observable indicators to encourage pupils' comprehension of the expected performance
and how they can improve the involved skills. For instance, a rubric about collaboration

might include benchmarks such as respect, work, compranise, and responsibility.

Using co-evaluation rubrics in elementary education can help children become more self-
aware and reflective learners (Hattie & Timperley, 2007). By working with their teacher to
evaluate their competencies, pupils can identify their strengths and weaknesses and
develop strategies for refinement. In turn, they can help build their confidence,

motivation, and engagement in their learning.
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Lower Primary

Collaboration rubric adaptation of Greenstein (2017)

COLLABORATION

LN

WORK

RESPECT

COMPROMISE &

RESPONSABILITY

Figure 32- Lower Primary Collaboration (see Annex 1)
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Middle Primary

Creativity rubric adaptation of Greenstein (2017)
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CREATIVITY

Intrigued by
new
elements
and ideas

Seek new
elements

CURIOSITY

Explore new
ideas and
elements

Adapt well
to new
situations

FLEXIBILITY

See many
possibilities

Come up
with many
ideas

ORIGINALITY

TALE!
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Upper Primary

Critical Thinking rubric adaptation of Greenstein (2017)

CRITICAL
THINKING

Understands the
meaning of the
data

Explains the
data to others

Draws a
conclusion from
the data

Uses the data to
make connections
to my work

Critical insights development

Identifies and

S| understands the
k= main issue

£

= .

Re) Establishes
£ priorities among
8’ details

‘D

>

©

c Sees unstated
< implications
Q| Able tofind at
'g least three main
£ | viewpoints and
S| explain them to
99}

others

Figure 34- Upper Primary Critical Thinking
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Digital Skills rubric based on DigCompEdu Framework, (Punie, 2017).

DIGITAL
SKILLS
Browsing, searching and
< | filtering data, information and
% digital content.
£
o
£ |Evaluating and managing data,
information and digital content.
S Sharing through digital
© technologies.
2
I
8 Collaborating through digital
technologies.
S Developing digital content.
=
o
O Remixing digital content.
o)
c
3
Programming.
.g’ Solving problems (debugging)
>
Q
N
£
Q
S
& Using Digital Technologies
creatively

Figure 35- Upper Primary Digital Skills
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. 6.2.6- Progress Interviews and Working Contract

Progress interviews, also known as progress reviews or chechns, are commonly used to
monitor childrends academic advancement and
additio nal support or resources. These meetings are regularly scheduled throughout the
academic year (e.g., at the end of each term or talent session block) and conducted by

the teacher.

During these meetings, pupils may be asked to reflect on their learning and identify
competencies where they feel they are making headway or struggling by examining their
learning portfolio and co -evaluation rubrics. Teachers can then make suggestions to
provide feedback and guidance on how to improve, and together with the learn er, set

goals for the next academic term and a plan to help them achieve their objectives.

Working or learning contracts (see on page 114) are another assessment tool popularly
used in education. These contracts are agreements between the children and theteacher
that outline specific learning objectives, tasks, assessment criteria, etc. In the Talent
Maker context, the soft skills developed during the workshops. The purpose of a learning
contract is to provide learners with a shared and clear understanding of what will be

expected of them as well as the performance criteria by which to be evaluated.

Working contracts can be beneficial to guarantee DUA, allowing education
individualization and facilitating attending to those with unique learning needs or g oals.
By working collaboratively with their teacher to create a customized learning contract,
children can take ownership of their education and develop competencies such as goal

setting, self-reflection, and self-evaluation.

In summary, these assessmentresources promote a positive and constructive learning
environment, helping learners achieve their full potential by supporting them to monitor
their personal and academic growth, receive feedback, and refine the skills needed to

succeed in their educative pursuits.
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. 6.2.7- Teachers Success Plan Checklist

A success checklist is a list of criteria or milestones required to achieve a particular
objective, which can respond to diverse purposes: personal development, project

management, performance evaluation, etc.

One of the benefits of using them is that they provide a clear and concise roadmap for
accomplishing a goal (Gollwitzer & Sheeran, 2006), helping individuals or teams stay
focused and motivated (Klein, 2015), as they can see what needs to be doneto be
successful. Additionally, they can track progress and identify areas where improvement
is entailed and, as a consequence, contribute to performance enhancement and the

likelihood of achieving desired outcomes.

At the end of the project implementation , teachers can use asuccess plan checklistto
reflect on their performance. Then,exchange experiences anddiscuss with colleagues of
the same cycle (lower, middle or upper-primary) the criteria they should include and

strategies to better their implement ation.
. 6.2.8- Teachers Assessment by Pupils

Learners assessing teachers provide valuable feedback and enable educators to improve
their teaching methods. When pupils are allowed to evaluate their teachers, it not only
empowers them but also encourages a culture of transparency and accountability.
Indeed, it reinforces the message that everyone has things to learn and room for

refinement.

Through assessments, learners can provide constructive criticism, which helps educators
to identify areas of enhancement and make necessary adjustments to their teaching
strategies. It also facilitates teachers to understand the needs of their children better and
adapt their teaching styles accordingly. Ultimately, pupils assessing teachers aim to

improve the quality of education and create an environment where children can thrive.
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COLABORATION

SUPPORT
| received help from the
teacher or a colleague when |
needed it.

RESPECT
My teacher listens to me when
| have a question and talks to
me respectfully.

RESPONSIBILITY
My teacher trusts me and
gives me responsibility in the
workshop.

CREATIVITY

INQUIRY
My teacher awakens my
curiosity about this talent by
asking me questions

ORIGINALITY
The workshop inspires me and
awaken me new ideas.

CRITICAL THINKING

CONNECTIONS
My teacher helps me to make
connections between the
events of the Talentand my
daily life.

CONCLUSIONS
| had the opportunity to
express or share my thoughts
about what we have learned.

Figure 36- Teachers Assessment byupils Rubric Proposal
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This last chapter includes the evaluation of the intellectual outputs produced by the
Talent Maker consortium and the project's goals achievement, highlighting its impact on
promoting teaching Creative Technologies practices through the curriculum, and
fostering greater multicultural understanding and cooperation among European
educators. Moreover, it finishes by reflecting on the overall Talent Maker experience: the

challenges encountered and the lessons learned during the two-year project.

7.1- Project evaluation

. 7.1.1- Intellectual Outputs

Methodology

The Methodology has been the backbone of the project. It set the basis for classroom
implementation, the Teacher's Training, the Digital Educative Capsules and the Teacher's
Guide. We have designed this method with the intention of helping teachers to design
and implement maker experiences in the classroom. From the original idea of El P&
School, the different schools and project participants have discussed and adapted it,
trying to generate materials that are valid for all types of teachers and multicultural

schools in Europe.

It has progressively impacted most partnership teachers and pupils since November
2021. Concretely, 45 educators and 437 learners within the consortium . Moreover,
around 300 teachers have been reached and i is expected to reach at least 200 more
through training, workshops, project social networks, dissemination and multiplier

events. Consequently, 75 schools and about 8000 children.

The 28 pages of the document formalize and portray the evolution result of the Talents
project from El Pla School. They gather the Talentbased learning and Maker approaches
theoretical foundations and a detailed description of the method tested and refined by

the consortium.
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Therefore, we can say that this pedagogical and didactical proposal meets the

transferability standards and successfully integrates Creative Technologies.

Digital Educative Capsul es® Catal ogue
The Digital Educative C a p s uQatalsgbe collects handson activities designed to be
carried out at school, at home or both settings (hybrid education), considering the needs

of multicultural schools: language barrier and the accessibility and affordability of the

material.

They are organised by Talent (12 categories: Gardening, Robotics, Cooking, Arts & Cratfts,
Sports, DIY Game Edition, Zen, Circus, Radio, Library, Science and Music) and are
browsable by language, age group, Multiple Intelligence focus, recommended space
(indoor/outdoor), video (yes/no), materials (plugged/unplugged) and affiliation

(consortium/external).

Currently, there are 72 Digital Educative Capsules with a clear Maker philosophy and
almost half with a Creative Technology Digital extension: 7 in Romanian, 10 in Greek, 20
in Catalan and Spanish, and a selection of 15 in English. However, its online format and
the Participatory Exchange System, which we will detail later,can be transformed into a

living resource where trained teachers or educators interested in Talent Maker can

upload their own Capsules.

To support this and to guarantee the transferability to other educative contexts and
coherence with the methodology, the Digital Educative Capsules Templates were created
for the previously mentioned categories, plus an additional neutral one. Before agreeing
on a final template, consortium teachers tested and had pedagogical discussions about
the different versions. Furthermore, mute video tutorials were recorded to support the

activity's progress and language struggles.
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For that reason and t he t e dsedCase Stddynpagel/®, ment at i C
we are confident of the quality of these results as they have demonstrated their suitability
for the target group , their delivery versatility (seeHome Learning vs School Workshopn

page 54) and their cross-curricular potential integrating digital technologies.

Figure 37- Digital Educative Capsule Catalogue Categories

Teac hGurd® s

The book you have in your hands is a guide elaborated by all partners that contain the

essentials of the Talent Maker project: theoretical framework, methodology, case studies,
assessment proposal, etc. It intends to allow educators focusing on multicultural school
teachers, both replicate the project in their schools or integrate Talent Maker workshops

in their teaching practice.

The guide is also available on the project website in all the partnership languages
(English, Spanish, Catalan, Romanian and Greek), so we foresee many downloads from

the trained teachers and all those who have already shown interest in Talent Maker.
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