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Europeana DSI-3 

Future Classroom Scenario 

 

Title of the scenario: 

European Wonders of Nature with Europeana Collections 

  

Names of author(s) 

Katarzyna Kwiatek-Grabarska 

  

Relevant Trend/s  

Write the trend(s) or trends the Scenario is intended to respond to. 

e.g. http://www.allourideas.org/trendiez/results 

  

Mobile Learning: students get access to knowledge through smartphones and tablets. 

Project-Based Learning: students get fact-based tasks, problems to solve and they work in 
groups. 

Collaborative Learning: a strong focus on group work. 

Cloud Based Learning: data, tools, software is all online and can be reached and modified 
from different devices. 

Game Based Learning & Gamification: learning is mixed with games or with game 
mechanisms. 

Teacher’s role: the teacher acts as a mentor, supporting groups and individuals, in part 
thanks to technology increasingly saving time in lesson preparation. 

Open Educational Resources: the use of open educational resources increases, exploiting 
the interoperability of educational content and services whatever the device used. 

BYOD: Bring Your Own Device 

  

 

Learning Objectives, Skills and competencies 

What are the main objectives? 

What skills will the learner develop and demonstrate within the scenario? (e.g. 21st Century Skills). 

  

http://www.allourideas.org/trendiez/results
http://www.allourideas.org/trendiez/results
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MAIN LEARNING OBJECTIVE: An indication of the natural wonders of Europe using the 

scientific and cultural resources provided by Europeana Collections. 

 

Learning Skills and Competences: 

Second language communication: ability to use new English vocabulary related to 

Geographical terminology. 

Information, Media and Technology Skills: ICT literacy 

Social competences: ability to work and collaborate in a group, developing communication 

skills and creativity, cross-cultural understanding. 

Awakening of artistic sensitivity. 

Digital competences: usage of new tools for learning: Kahoot, Padlet, QR Reader, Google 

Maps  

 

  

 Learner’s Role        

What sort of activities will the learner be involved in? 

  

Learners will: 

● Search, select and analyse information. 

● Know how to use resources placed on the web. They learn about copyrights. 

● Be able to use modern information and communication technology. 

● Acquire an ability to work in a group. 

● Use a foreign language and acquire knowledge and skills in the use of geographic 

terminology in English. 

● Use different sources of geographic knowledge. 

● Use maps, photographs, drawings, source texts and ICT technology to collect, process 

and present geographic information. 

● Use the basic geographical vocabulary in their mother tongue as they describe and 

explain the phenomena and processes taking place in the geographical environment. 

● Explain the spatial diversity of the environment and human activities on Earth. 

● Develop the curiosity of the world through their interest in the continent they live in - 

Europe. 

● Develop a sense of values and sense of responsibility for the natural and cultural 

environment of their own region while respecting other nations and communities. 

● Read maps for information. 

● Identify the geographic location and characterize the geographic features found in 

the photographs or drawings that constitute the cultural resources of the Europeana 

Collections. 

● Define the main features of the natural environment of Europe. 
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● Use Kahoot application. 

● Use a smartphone or tablet and use a QR code reader application. 

● Make screenshots of the found materials. 

● Create a shared learning resource using the Padlet application. 

● Analyse descriptions of places identified in the Europeana Collections and compare 

them with their own contemporary knowledge about the natural beauty of Europe. 

● Participate in the examination of the knowledge gained during the lesson in the form 

of a gamification.  

  

Tools and Resources 

What resources, particularly technologies, will be required? 

   

Link to dataset 

 

4 Worksheets and Teacher Materials  - 

https://1drv.ms/f/s!AuIZpeOrgJ5EgakLPr_OIwFq_FIFXQ 

Electronic devices - Smartphones  or Tablets, Computer, Data Projector, Geographical Atlas 

or/and Google Maps 

Europeana Website: http://www.europeana.eu/portal/en 

Padlet - https://padlet.com/kwiatek_grabarska/l2l1opfm9vke 

Kahoot - https://play.kahoot.it/#/k/20758315-2a7c-42c4-9177-ed9334f20a75 

QR Reader App - e.g. 

https://play.google.com/store/apps/details?id=com.mobile.qrcodereader 

  

Learning space 

Where will the learning take place e.g. school classroom, local library, museum, outdoors, in an 

online space?   

  

Classroom or outdoors - in both cases students will use online space - Europeana Website by 

reading QR Codes, Padlet, Kahoot. 

 

Future Classroom Scenario Narrative 

Describe in max 10 sentences the main ideas of the scenario. 

  

LEARNING OBJECTIVE: An indication of the natural beauty of Europe using the scientific and 

cultural resources provided by Europeana Collections. 

 

https://docs.google.com/spreadsheets/d/1s8EJcYqhcaDrXtwc064dEl5uTipbZDLwxYAz5OSJblA/edit#gid=0
https://1drv.ms/f/s!AuIZpeOrgJ5EgakLPr_OIwFq_FIFXQ
http://www.europeana.eu/portal/en
https://padlet.com/kwiatek_grabarska/l2l1opfm9vke
https://play.kahoot.it/#/k/20758315-2a7c-42c4-9177-ed9334f20a75
https://play.google.com/store/apps/details?id=com.mobile.qrcodereader
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The Europeana Collections, a digital library, provides access to works of Art in digital form 

that are unknown to many students but are also impossible for many of them to enjoy in 

museums. This valuable content will undoubtedly enrich the lessons of Geography, Science, 

Art and a foreign language - English or Computer Science. 

 

Cultural heritage has a crucial role to play in education. 

The collections of the cultural and scientific heritage of Europe available on the Internet and 

used in this scenario will enable students to simultaneously interact with the arts in an 

innovative way and to acquire geographic and linguistic knowledge. 

 

The curriculum includes some cores of subjects such as Geography and Computer Science. 

The reference to Europeana's cultural heritage and elements of gamification, emphasis on 

teamwork, and the use of mobile applications will make the lesson unmistakably innovative 

and inspire students. 

 

In the first stage of the lesson, students will be divided into 4 groups. Each will receive a 

printed worksheet with tasks to do. Then the students from all groups will collect their 

materials in a common, interactive board - Padlet. A summary of the lessons will be included 

in the Quiz Kahoot with the option of group or individual assessment. Materials prepared by 

students will be available online on Padlet. Then, everyone will be able to admire the map of 

works of art located in Europe by artists who created them over several centuries. 

  

Learning Activities 

Add the link to the Learning Activities created with Learning Designer (http://learningdesigner.org) 

 

Link to lesson plan 

 

 

 

This Future Classroom Scenario has been developed as part of the Europeana DSI-3 project.  

  

 

  

 

http://learningdesigner.org/
https://www.ucl.ac.uk/learning-designer/viewer.php?uri=%2Fshared%2Ffid%2Fa16f9b2ee6757ea1f3ac2d7b76afe3dff23c787cda0eed59347edb349459b657

