
Skills of the XXI 
century

ERASMUS+ KA2  PROJECT

Innovative methodology book

European Union fundings

 



      BECOMING A DIGITAL CITIZEN WORKSHOP. SUPPORTING HANDOUTS
                                                 Scoil Mhuire - Ireland
 
 
What is E-Safety?
 
E-Safety is fundamentally about educating children and young people to enjoy use 
technology safely.
 
E-Safety is about learning to understand and use new technologies in a positive way.
 
E-Safety is less about restriction and more about education about the risks as well as 
the benefits so we can feel confident online.
 
E-Safety is concerned with supporting children and young people to develop safer 
online behaviours both in and out of school.
 
Principles of E-Safety at Scoil Mhuire
 
E-safety is about educating and empowering children to use and enjoy the internet 
safely.
 
E-Safety is about raising awareness of the risks with parents, teachers and adults 
whose job it is to educate children.
E-Safety is not about computers or technology – it is about SAFEGUARDING.
Why don’t children tell?
Fear adults will restrict digital access.
If adults do take away their access to computers or phones because they were bullied, 
this sends two messages.
 
First, it’s not worth telling an adult, and second, the victim is to blame because s/he is 
the one being punished.
 
Video
 
To stop the adverts on youtube….
 
Go to http://quietube.com/
 
Drag the tab in to your toolbar.
 
When you go on to the website click on the tab and watch without the ads.
 
 
 
 
 
 
 



Child friendly ‘youtube’ called http://gubeapp.com/
Thousands of fun, educational videos for children.
What is Cyberbullying?
http://www.youtube.com/watch?
v=dkG00Czb4ho&list=UUSfCFQvV7annlf60sjxGGTQ&feature=c4-
overview&safe=active
New Computing Curriculum –apart from programming –emphasis on digital 
literacy
 
Junior Cycle
 
- use technology safely and respectfully, keeping personal information 
private; identify where to go for help and support when they have concerns 
about content or contact on the internet or other online technologies.
 
Senior Cycle
 
- understand computer networks including the internet; how they can provide 
multiple services, such as the world wide web; and the opportunities they 
offer for communication and collaboration
 
- use search technologies effectively, appreciate how results are selected 
and ranked, and be discerning in evaluating digital content
 
- use technology safely, respectfully and responsibly; recognise 
acceptable/unacceptable behaviour; identify a range of ways to report
 
The following websites contain lots of useful information to keep your family 
safe online and when using mobile technologies:
 
www.theparentzone.co.uk/ - so many great resources and advice on how to 
approach digital safety with your child.
 
www.childnet-int.org - a non-profit organisation working directly with children, 
parents and teachers to ensure that the issues of online child protection and 
children's safe and positive use of the internet are addressed. Childnet 
International produce and online CD guide specifically for parents called 
Know IT All - www.childnet-int.org/kia/ 
 
www.thinkuknow.co.uk - The Child Exploitation and Online Protection 
(CEOP) Centre has set up its own edcational website which has been 
designed and written specifically for children, young people, teachers, 
parents and carers.



www.getsafeonline.org  A beginners guide to using the Internet safely, including 
a quiz and some video tutorials about how to ‘stay safe’ on-line.
 
www.kidsmart.org.uk  - Kidsmart is an award winning internet safety website for 
parents and those working with children. It has been developed by the children's 
internet charity Childnet International and has excellent information on many of 
the technologies used by children, with guidance on how to ‘stay safe’ online.

                              HOW TO TEACH WITH THE E-A-R METHOD?
Zakladni skola Varnsdorf, Edisonova 2821, okres Decin, prispevkova organizace
 
� One of the best way how to teach it is to use the three stages model of learning 
(it is the E-A-R model of learning - see annex and video for more information) 
 
� E (evocation)- the goal is to help pupils to call something about this problem to 
mind (what do they know about this topic; what do they think about it; what they 
want to know etc.). Thanks the evocation the teacher can continue in the topic.
 
� A (awereness)- in this stage of this learning proces – pupils have to work with 
new information they have and they put them among the information they have 
already had.
 
� R (reflection)- in this part pupils reflect what they know. In this part pupils 
should become conscious of what are environmental problems.
 
                     PROJECT WORK IN THE 21st CENTURY SCHOOL
                                           Ceip es Puig Lloseta - Spain
 
Education in the 21st century has little to do with the traditional education that we 
experimented when we were young. The world and society have undergone major 
changes at all levels, and education can not be left out. Schools are not the only 
childhood learning centers, moreover, they are  not even the first source of 
information and training. Our students are bombarded by information that they aren't  
even look for, in a much more attractive format and outside the classrooms. In view 
of this fact, the school must provide an answer and the necessary tools to deal with 
this avalanche of information in a critical and structured way.
 
There are very few absolute know-how, current science loses a large part of its 
certainty.
Therefore, education does not have to provide knowledge as an accomplished truth, 
but rather it has to help build our own point of view, a real truth from other partial 
truths.
 
We have to learn to live together with the relativity of the theories, the multiple 
interpretations of information and, from there, build our own personal opinion. Some 
authors talk about a liquid reality, where knowledge is constantly moving, and where 
to obtain information is relatively easy and fast. 



The pace of technological and scientific changes does not allow us to predict what we 
need, in terms of knowledge, in a relative period of time. New professional profiles 
appear and open up extensive and diverse professional mobility. The educational 
system can not handle all these needs that we do not even know what they are. What 
we have to do is train future citizens to become more flexible, effective and 
autonomous learners, providing them with learning skills, not just knowledge and facts.
 
If we look back, we can see that our educational system has been based on 
transferring to students what we know and how to do things from master classes. The 
exams are evaluated whereby the students answer or not the correct one. This 
method is no longer useful. We do not know what jobs will exist in a few years and we 
do not know what young people will have to solve. In today's world, everything 
changes and we have to train our minds to know how to react to what we do not know. 
Students with a slate should be left. You can not learn by listening to a teacher, but by 
doing real projects. Going out on the street, detecting problems, designing solutions to 
try out. Real cases accelerate the learning process much more than hypothetical 
based class exercises.
 
WHAT IS  PROJECT WORK?
 
LISTEN-FORGET SEE-REMEMBER DO-LEARN
 
Project work is not just about working without books. We can work without books and 
repeat the mistakes and dynamics of the traditional school. Working in  projects 
implies a new vision of education, where students become the main agents of their 
learning process, based on their interests and taking advantage of their motivations. 
We will give great importance to the students being able to transmit what they know 
and what they learn, paying attention to the way they have to deal with the information. 
We will pay special attention to the procedures they use to find and acquire new 
knowledge.
 
This teaching strategy is an authentic instruction model in which students plan, 
implement and evaluate projects that apply to  real life situations beyond the 
classroom (Blank,1997; Dickinson, et al., 1998; Harwell, 1997). Interdisciplinary long-
term, student-focused activities are carried out, instead of short and isolated lessons 
(Challenge 2000 Multimedia Project, 1999). Project-based instructional strategies are 
rooted in the constructivist approach that evolved from the work of psychologists and 
educators such as Lev Vygotsky, Jerome Bruner, Jean Piaget and John Dewey.
 
Constructivism looks at learning as the result of mental constructions; That is, children 
learn to build new ideas or concepts, based on their current and previous knowledge 
(Karlin & Vianni, 2001).



In general, we could say that a project already has these characteristics:
 
- They must be focused on the students.
- They must start from their own knowledge and experience.
- They must allow the active participation of all the students.
- A beginning, a development and an end must be well defined.
- The content must be significant for students.
- They have to deal with problems of  real life situations.
- First-hand investigations must be carried out.
- They have to work different types of activities and groupings.
- They must incorporate  new technologies.
- They must work on the objectives and contents of the students' curriculum.
- They must produce tangible products that can be exposed and explained.
- They have to carry out activities close to the real social and proffessional world.
- They must be able to evaluate their own work and that of their colleagues.
- They must foster the debate and the analysis of their actions.
 
Some of the most noticeble benefits of project learning is the motivation of students to 
learn, because it allows them to select subjects that interest them and that are relevant 
to their lives (Katz & Chard, 1989). It is increasingly common for teachers to work with 
children who have a wide range of skills, which come from diverse cultural and ethnic 
strata. The projects offer the possibility of introducing in the classroom a wide range of 
learning opportunities. It can motivate students from different socio-cultural 
backgrounds, as children can choose subjects that are related to their own 
experiences, as well as allowing them to use learning styles related to their culture or 
their personal style of learning ( Katz & Chard, 1989). 
The projects help to: 
 
· Prepare students for future jobs.
· Increase motivation.
· Make the connection between learning in school and reality.
· Offer opportunities for cooperation to build knowledge.
· Increase social and communication skills.
· Increase the problem-solving skills.
· Allow students to do as well as see the connections between different disciplines.
· Offer opportunities to make contributions to the school or the community.
· Question self-esteem.
· Make possible a practical way in the real world, to learn how to use new technologies.
 
The projects have had a special impact on four main axis:
 
- Learn to make decisions: to propose, to argue, to debate, to choose, to agree, ...
- Deal with the information: search, analyze, treat it, assimilate it, judge it, ...
- Transmit the information: communicate it, make it understandable, elaborate it, 
present it, ...
- Evaluate the learning: know the starting point, what we want to know, how will we 
evaluate it, ...
 



A possible script for the development of a project could be:
 
1. Choice of the topic to work on. By the students and the teacher. Whenever possible 
we must try to reach a consensus, voting should be avoided, where there are always 
winners. The ability to reach a consensus is a fundamental tool in this  methodology.
2. Clarification of what we know and what we want to learn. Establish with students 
three, four or five questions or questions that they want to know.
3. Preparation of a script by the teacher based on the previous points.
4. Temporalization of work, clearly establishing how long we will each section.
5. Research and work of information.
6. Creation of final products by students.
7. Exhibitions or presentations of these products.
8. Review or compilation of what we have worked on and learned.
9. Evaluation of the project. We have answered the questions raised, we have acquired 
new knowledge, ...
 
THE PROJECTS STEP BY STEP
 
1. Choosing  the subject.
 
This first step is essential. The group must choose a consensual topic, avoiding voting, 
so that there are no winners or losers, and all of them will do the project. The keyword is 
consensus.
 
The first thing we do is tell students to think, individually, what they would like to study or 
what topic they would like to know more about. We will make a list of subjects on the 
board. They all say the topic of their liking or choice. Once the listing is completed we all 
put  in order to reduce it. There are topics that are repeated, that are related or can be 
put together, ...
 
Once the list is reduced, 4, 5 or 6 topics can be combined, group the students according 
to the subjects they like the most. As groups they will have to prepare the  justification of 
the  subject. That is, they should try to convince,  the rest of their colleagues, that their 
subject is the most appropriate to work on. When they have discussed,  in turns, each 
group presents its arguments to the rest of the group. The other groups may ask 
questions and object, which they must refute and defend.
The goal is that the topic of the class project must be agreed by all the students.
 
2 . What do we want to know?
 
Now that we have the topic of the project, we want each student to tell us what  he wants 
to know about the chosen subject. (questions, concepts, doubts, experiments, tests, 
exits, ...). We will list them all and as before, we will have to reduce it by joining or 
rejecting questions, depending on whether they can work on them or not.



The idea is to stay with a minimum of three and a maximum and five questions or 
concepts to work on. Depending on the number of issues the project will last for a 
longer or shorter period of time. We think that very long projects can get the students 
tired, or not,it  will always depend on their interest and our ability to stimulate them. It is 
very important to clearly define what we will work on during the project because if not it 
could be endless.
 
3 . What do we know and  making hypotheses.
 
We will always build from the knowledge of the students and therefore we will ask them 
what they know. We want to gather everything they know and that will give us a 
starting point to work from. It may happen that nobody knows anything about the topic, 
and in this case we will have to search for starting point.
 
It is very common for them to know something, even if it is not true, of the subject and 
this will help us to formulate different hypotheses about the issues and ideas that we 
have come up. This is a very important step, as the hypothesis formulation is a 
fundamental point from a scientific point of view. Each student can formulate their own 
hypothesis or we can do it in  small groups, debating and agreeing. We can ask  the 
question or formulate the hypotheses of the different questions at the same time.
4 . We search for information.
 
This step usually takes longer, so it is necessary to have a timing as accurate as 
possible to control the length of the project. It is very important for students to do the 
research. This process is as important as the results. We can reach the information in 
many ways, and the richness of the project will also be linked to many tasks: research 
using ICT, visits and field trips, interviews, film or documentary viewing, library 
research, readings and understanding what has been read, surveys and forms, ...
 
Not all the information is valid and clear. To make it clear we must explain  to the 
students how to find the information and help them throughout the process. It's not 
about copying information, but reading, listening, observing and, above all, 
understanding it. No information is valid if it is not understood.
 
STEPS TO DESIGN A PROJECT
 
From our point of view, the starting point to plan any educational project, should be  to 
know how our students must  carry out the tasks. We share to a large extent the idea 
expressed by Fernando Trujillo in his article, Around the TIC: how to design an 
integrated task, in which part of the assessment criteria when designing their tasks. I 
think it's essential to begin planning, have very a very clear idea of what we want them 
to do, what will we evaluate, and that students have it as clear as us. 
 From this starting point we will find a topic, a question, a title, which encompasses the 
contents that we are going to work on and with to achieve our final goal. It is evident 
that we will always start from the previous knowledge of our students, as well as their 
own reality and close social environment, when scheduling the activities or sessions 
that we will carry out. 



Not forgetting to take into account the resources we have, the time we will use and the 
help we can get. Another key point is the evaluation. We must keep in mind how it will be 
carried out, what instruments will we use and when it will be done?
 
To summarize the process we would end up with the following:
 
1. What do we want to achieve?
2. What am I going to work on ?
3. What do my students already know? Where do we start from?
4. What resources do we have?
5. How do we do it?
6. How do we evaluate the project and the process?
 
                                       SCHOOL PROJECT: MIND LAB
                                           Scuola Paola Di Rosa - Italy
 
Mind Lab is an innovative teaching method, that aims to develop cognitive, social, 
emotional and ethical skills in children through game strategies.
 
Mind Lab helps children to apply efficient through processes to their School work and 
lives. It encourages then to reason and reflect and to “Learn how to learn” and enables 
then to grow into satisfied, altruistic, happy people.
 
Theoretical inspiration:
 
Feuerstein
Piaget
Maria Montessori
Gardner
Vygotsky
Freire
 
The Foundations
 
The Mind Lab method is based on three fundamental elements:
 
Strategy Games which are based on an ability to confront problems, make decisions and 
foresee developments in situations.
 
Models of cognitive thinking which are based on greater self-awareness-physical and 
mental Teacher intervention to help the students become more autonomous, to reflect 
and build their knowledge
 
 



How it works
 

To develop and improve the ability to think the Mind Lab method adapts three steps:
 

1. Students take part in a game that simulates real life situation and together with the 
teacher/mediator, they discover and experiment with various strategies in order to 
improve their playing skills
 
2. After the game the students think about the strategies they used with the help of the 
Mind Lab thinking modes. This cognitive process enables them to develop greater 
self- awareness, of their emotions and their attitude towards others
 
3. Students acquire skills and thinking modes that they have learnt while playing real 
life games, games that include family and social situations, feelings and emotions. In 
this way they will have developed the so-called life skills
 
Methodology
 
Thinking modes are resources that create , and organize our way of thinking setting it 
in motion and guiding us in the face of difficult situation
 
THE TRAFFIC LIGHT METHOD  
 
RED: Allert, Analyse the environnement and the situation.
YELLOW: Introspection, make an analysis and plan the action.
GREEN: Actions, decide and act.
 
Out of all the thinking modes in the Mind Lab curriculum, the TRAFFIC LIGHT 
METHOD is without doubt the most important. Children can learn it at nursery school 
and use it for the rest of their life.
 
THE TRIAL AND ERROR METHOD
 
All children use this method right from their very first experiences in life. Sometimes it 
is the only method a child can adapt since there are no certainties.
 
You try
You fail
You correct the error
You try again



THE DETECTIVE METHOD
 
This method helps us to turn our attention to the way we think rather than what we think 
when we have to face a difficult situation or problem.
 
 
 
 
 
 
 
 
THE MIGRATING BIRD METHOD
 
The metaphor of migrating birds is an excellent example when explaining to children the 
importance of collaboration.
 
This method is a cognitive thinking model and helps us to understand how to work 
efficiently together in a group in order to reach a common goal.
 
 
 
 
 
 
 
 
THE TREE OF THOUGHT METHOD
 
This method helps us to analyze and evaluate the possibility of various actions taking 
the consequences of each one into consideration.
 
This analysis will enable us to find and choose the best strategy.
 
 
 
 



THE MIRROR METHOD
 
This method helps us to look inside ourselves and accept our mistakes as well as 
our successes. It helps us to break our habits in the way we think amd overcome 
certain emotional barriers , so than we can make a conscious effort to change.
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
THE STAIRS METHOD
 
This method enables us to advance step by step towards our goal. It refers to a 
thinking mode that helps us to resolve a problem by applying a series of strategic 
moves, one after the other, following the order of the actions.



Acquired Skills
 
The Mind Lab method enables students to improve:
 
 
 
 
 
 
 
 
 
 
 
 
 
In that last year of Primary School students take part in the National Mind Lab 
Olympics. First, however, there is a selection process in each school.
 
The student who gets through each round of a game that takes place during the year, 
wins and represents his school in the Olympics. There is one student for each game. 
 
CHILDREN AT WORK
 



TEACHERS AT WORK – ERASMUS+ MEETING



MIND LAB – OLYMPICS AT SCHOOL
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
NATIONAL MIND LAB OLYMPICS 2017
 
 
 
 
 
 



NATIONAL MIND LAB OLYMPICS 2018



       Theatricalization to Develop Creativity in the Pre-School and School
                               Rigas 234.pirmsskolas izglitibas iestade - Latvia
 
As a result of globalization and transformations in the labour market, creativity is put 
forward as one of the most crucial competences for the 21st century person.
 
The broad concept of creativity is essential at both the individual and society level to 
achieve objectives in different areas. At the individual level, creativity is crucial, for 
instance, when fulfilling one’s potential. At the society level, creativity can impact and 
promote scientific discoveries, inventions, artistic styles as well as social programmes. 
Nowadays, employers generally give preference to the employees having creative 
imagination and using creative approaches to the problem resolution within organization, 
but not to ones who are just nice people and can learn and recall information (Sternberg, 
Lubart , 1999).
 
Creativity research in education finds its basis in the science of psychology, therefore 
also in the context of pedagogy, such creativity components as abilities, attitudes, 
interests, skills, motivation, knowledge, intellect, personality, opinions and values are 
mentioned. Characterizing the essence of creativity in pedagogy, there is a tendency to 
assume that the key function of creativity is a person’s self-actualization which requires:
 
openness towards experience, including self-awareness, feelings, emotions;
 
trust in the bodily sensation;
 
existential experience in the present reality (Rogers, 1967, Urban, 2004).
 
Therefore, the conclusion can be drawn that theatricalization in the pre-school and school 
plays a significant role in the creativity development. Theatricalization in the preschool 
and school allows children to express themselves freely and creatively through various 
objects, gestures and mimics, changing the voice intonation, adjusting attributes and 
masks, giving children the opportunity to visualize and transform into different images, 
roleplay different situations and experience adventures. Theatricalization in the preschool 
is one of the most important ways of developing various skills and abilities. Through 
acting, we create the speaking environment for children, developing language, dialectic 
speech, expanding vocabulary, developing communicative skills and creativity. 
 
Theatricalization can be used to develop creativity in the pre-school integrated classes 
comprising different study fields. At the school level, theatricalization can be integrated 
into virtually any school subject, for example, literature, history, visual arts, foreign 
languages, physical education and even mathematics.
 
Concerning the form of theatricalization: Theatricalized activities can be implemented:
- theatricalized activities can be implemented based on the pre-developed scenarios (for 
example, in the framework of a History lesson, it is possible to perform a historical 
staging);
 

 



 
- the activities can be developed in different parallel forms ( what if );
- moreover, the form is open to endless and unpredictable opportunities (Alksnis,2012).
 
                                                       Drama Games
 
Drama games for breaking the ice, physical warm-ups, group dynamics and fostering 
creativity.
 
Changing Character
 
Get the students to walk around the space.
 
If you have a class theme, choose some character appropriate to that theme and get the 
students to walk in that manner. For example, walk like a King, Queen, Clown.
 
You can also do this exercise with animals - getting the students to gradually image 
different animals.
 
You can then get the students to interact as their characters or animals, however 
sometimes this can result in chaos.
 
Play until students start getting disinterested. It is just a simple way to get students in the 
mood for acting.
 
1, 2, 3
 
Get your group into a circle.
 
Walk around the circle and number off the students 1,2 or 3
 
Then simply come up with fun things for the students to act. For example: 1’s are wild 
animals etc. Continue until each number has had a few goes.
 
Guess the Word
 
Split the group in half. If you have an uneven number you may have to take part. 
 
Once everyone has lined up get them to pick a partner.
 
Gather one half in and give them a word. It is best to use emotions for example, passion, 
love, anxiety.
 
The goal is for the students to express that word to their partners simply using their bodies 
for expression.
 
 
 



 
 
Freeze Circle
 
Get your group into a circle.
 
A student enters the circle and begins a solo improvisation. Get the group to help come 
up with a scenario. Then say freeze at an appropriate moment.
 
Some else from the group gets into the circle and starts a new improvisation, inspired by 
the other persons frozen pose.
 
Let the improvisation run for around 30 seconds then say freeze when the students are 
in an interesting position.
 
A new person from the group then goes into the circle and tags out the one who has 
been in the longest.
 
They then take up the exact position of the frozen person and start a new scene, inspired 
by the combined frozen image.
Keep going until everyone has had a go or the group starts to become disinterested.
 
DVD Game
 
Split your group up into three. It doesn’t matter the size of each group.
 
Instruct each group to come up with three poses or “statues” which portray a story.
 
The three poses should represent a beginning, middle and end of a story.
 
Give each group around 5 minutes to prepare.
 
Get the class to reform and let each group perform.
 
Then get the rest of the class to explain what the story (DVD) was about. One Word At A 
Time.
 
In a circle, the story is started, with each person in turn adding one word. It usually starts 
with ‘Once – upon – a – time’. The idea is to keep your thoughts free flowing, so that you 
don’t try to guess what is coming or force the story in a particular direction. It is not 
always easy to maintain a logical flow for the story, although it is always amusing. If the 
group is too large, break into smaller groups.
 
Another variation is to throw or roll a ball around the circle in any order.
 
Add your word as you pass the ball to the next person.
 



 
This ensures that people are more attentive; although you should make sure 
everyone is included.
 
Try playing the game in pairs, where both participants act the story out as it is told. In 
this case, tell the story in the present tense and as ‘we’. For example, ‘We – are – 
climbing – a – mountain. – Look – a – giant -spider – coming – towards – us. Quick – 
run!’ You can soon create an adventure story in this way. You can also use the one 
word at a time technique to create characters made up of two or more people – great 
fun for interview scenes!
 
Good practice examples
 
Creativity works “Masks”
 
(Work together- kids, teachers and parents)
 



 
                                                     What is the IPC?
                                           IKC De Appelhof - Holland
 
The International Primary Curriculum (IPC) is a contemporary curriculum for primary 
education (groups 1 to 8) in which learning is central. We are convinced that children 
learn at their best through engaging, active and meaningful lessons. The IPC helps 
the school and the teacher. Our children are constantly in contact with enormous 
amounts of information in different forms. In addition, they are faced with all sorts of 
differences between people and between (sub) cultures. This requires different 
education. Education where, in addition to knowledge, attention is also paid to skills 
and insight. IPC offers a combination of relevant knowledge, skills and insight, 
allowing children to better deal with the complexity of the 21st century. Value (s) full 
of learning With IPC students work on their self-confidence and they discover their 
own talents. It is indispensable that children also have understanding for each other. 
They learn to move in the experiences of their classmates and in those of other 
people, close and far away. Learning about norms and values   - value (s) full of 
learning - is indispensable.
 
The IPC curriculum
 
What does the IPC curriculum look like in the classroom? What can the teacher 
expect? And the most important question: how do children learn with IPC?
 
IPC Units
 
The IPC curriculum is a digital curriculum that works with clearly defined learning 
goals and themes that we call units. From Mission to Mars to Circus and from 
Rainforest to Pioneers of change. They are all topics to make children enthusiastic 
and involved.
 
 



Each unit connects to the emotional and spiritual development of the child and is 
structured in such a way that the focus is on the learning process. The IPC curriculum 
is regularly updated with an eye for current events and the latest state of affairs in 
science. There are no additional costs for IPC member schools to these updates.
 
IPC curriculum in practice
 
How does an IPC unit work in practice? For example, we take the 'Chocolate' unit. In 
the subject art, students design a package. In history chocolate is put in a historical 
perspective and we make the connections with the present. In the subject of nature, 
food is the focus of fuel and in geography children are invited to investigate where 
cacao trees grow on earth.
 
An IPC unit is an overarching theme that covers all business and creative subjects. 
The courses do not stand alone at IPC, but are connected to each other. Students 
learn to see connections between the courses, participate more actively in education 
and learn to think from different angles.
 
Solid structure
 
The units have a fixed structure. Learning is central to the IPC curriculum. Each unit is 
opened in an inspiring way. The opening is meant to make children involved and 
enthusiastic. Then follows the 'knowledge harvest'. What knowledge is already present 
in the children? They work with mind maps (visual diagrams) that help children 
understand what they already know about a subject.
 
Then follows an explanation by the teacher with an eye for 'the big picture'. Once 
finished, the children are sufficiently equipped to start research and to process their 
findings. The teacher is the coach and in the neighborhood to help where needed. In 
the end we close the theme where the learning outcomes are celebrated.
 
For the little ones: IEYC
 
We developed the International Early Years Curriculum (IEYC) for children aged 2.5 to 
6 years. Just like the IPC, the IEYC has been developed with an eye for the latest 
state of affairs in science. Consider, for example, research into the learning toddler 
brain.
 
The IEYC helps the young child's brain learn in a playful way. In this way we optimally 
stimulate the personal, emotional and social development of the young child. An 
additional advantage of the IEYC is that children become familiar with the IPC method 
before they go to group 3.
 

 
 
 
 
 



Assessment for Learning
 
In order to learn effectively and to improve learning, you need relevant feedback. 
The Assessment for Learning program helps with this. This digital program uses a 
simple philosophy: letting children learn well is inextricably linked to proper 
evaluation. Thanks to a good evaluation, you know which follow-up steps are 
required in the learning process.
 
The IPC units provide the student with the opportunity to practice, evaluate and 
improve knowledge, skills and understanding. This is done on the basis of IPC 
learning tasks and an effective feedback that fits the different age phases of the 
child. With the Assessment for Learning, children become owners of their learning. 
This means that students provide input themselves and that you monitor progress 
together with them. The portfolio program MijnRapportfolio helps with a digital 
teacher and student environment.
 
                                                     COMMENTS
 
Please visit the website of our project to complement the information given in this 
book: http://http://erasmusplusproject2.wixsite.com/skills
 
You can also download the materials on the european website:  
https://ec.europa.eu/programmes/erasmus-plus/projects/
 
For any enquiries or more information about the project, please contact the 
coordinator of the project at the following e-mail: ceipespuig.lloseta@educaib.eu
 
 
 
 
 
 
 
 
 


