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History in my community 

Narrative 

In the area of History (Natural and Social Knowledge in Primary Education), a group of teachers will work 

together on a period in history, in this case will be the Middle Ages. 

Students will work in teams of about 5 or 6 members. Firstly the teacher asks them to brainstorm (using 

collaboration software to share their ideas on an IWB) so all know their initial knowledge about the 

Middle Ages.  

Then the teacher asks the students to use their devices to play games related to this period such as 

LOOM, online games as MEDIEVOL or board games like the Settlers of Catan. By playing them students 

learn more about the Middle Ages.  

Then students form teams and start creating their blogs where they will reflect on their research using 

the following questions: 

• What are medieval towns like? (Architecture, castles and churches) 

• How is medieval society organized? (Social Estates) 

• How is the economy organized? (Artisans, farmers, ranchers, blacksmiths ...) 

• How do the inhabitants of the Middle Ages express themselves? (Art and Culture) 

Then, each team is responsible for developing one of these aspects and must create an instructive 

presentation (possibly using video or geolocated on Google Maps) based on the research, if possible 

contextualized by considering the town or city where they live (they can ask families for relevant 

information). 

Each presentation will be evaluated by teachers, students in the group, and the remaining groups. 

If there are medieval buildings in their area, the students need to locate them, if not, how would those 

buildings they find appear in medieval times, for example: office or computer stores would be 

comparable with artisans or scribes or modern church - medieval church, etc... 

Each group will contribute to the creation of a model of the town where the school is located (flat or 

triptych), and using QR codes they will link the previously developed presentations and videos. 

Students will design a game creating a path that leads between all these presentations, making a 

‘discovery quiz trail’ through the town that can be played directly from the model, the previously 

designed plan or triptych. 

We will use Augmented Reality to give life to this project, linking through QR codes on the facade of the 

buildings chosen, or applications such as Layer, Aurasma, Google Goggles ..., the presentations made by 

the students, so they can be seen by anyone with a mobile device with Internet access. To all this we will 

need to inform and obtain permisson from local government, office of tourism, building owners, etc. 
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Key concepts 

 21st century skills: communication skills, social, collaborative and critical thinking and creative 

ability of students and the use of ICTs as tools for working and learning 

 Delocalized learning 

 Bring your own devices (BYOD) 

 Augmented reality and Quick Response (QR) codes 

 Learning environment 

 Cloud based learning 

 Collaboration 

 Personal and social students identity, real and virtual 

 A group of teachers in the school intend to design a learning scenario that helps students to 

build their own knowledge instead of being just knowledge consumers. This group of teachers 

has found that their students need to enhance communication, social, collaborative and critical 

thinking skills and their creative ability as well as the use of ICTs as tools for working and learning.  

Environment 

The learning will take place in the classroom, but also outside the classroom (delocalized learning) in 

both the physical and virtual world. The project will also develop both in the school and outside, using 

ICT tools to facilitate collaborative work and will evaluate students attitudes, processes, skills and results. 

People & roles 

Students, teachers, school, local government and all buildings and other community institutions will be 

involved. 

Resources & technologies 

 Hardware: IWB, Students laptops or tablets and students devices 

 Software: IWB, Collaboration software (eg Extreme Collaboration (XC)) and widgets, SMART 

Response, Team Up, Blogger, Prezzi, Stopmotion video editor, applications to create comics, 

Google maps, Google Goggles, Layer, Aurasma, QR Generator ... 

 Games such as Loom, Medievol online and board games like the Settlers of Catan 

The Future Classroom Scenarios have been developed as part of the EC-funded iTEC project (FP7; 2010-2014). The  

Find more Future Classroom Scenarios in the Future Classroom Lab website (http://fcl.eun.org/directory) and learn 

how to create your own scenarios by using the Future Classroom Toolkit (http://fcl.eun.org/toolkit) 

  

http://fcl.eun.org/directory
http://fcl.eun.org/toolkit
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