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Future Classroom Scenario - Gothenburg 

Authors: Jacob Mollstam, teacher, Jonsereds Skola, Jenny Bolander, teacher, Furulund Skola  

Relevant Trend/s and school vision  

Write the trend or trends the Scenario is intended to respond to, and whether they need to adapt 
to the future or embrace the future indicated by the trend. 1 or 2 trends is normally enough. 
What is your school vision towards these trends? 

The trends, which will be highlighted by the school under this project are the following: Project-
Based Learning, Collaborative Learning, Open Source Learning, Peer Learning. 

What level of maturity is the scenario intended to achieve? This should be one level above the 
current level of maturity on the Future Classroom Maturity Model. 

FROM: Current Future Classroom Maturity 
level 

TO: Desired Future Classroom Maturity level 

1st Primary school 

3rd Secondary school 

2nd Primary school 

4th Secondary school 

 

Learning Objectives and Assessment   

What skills will the learner develop and demonstrate within the scenario? (e.g. 21st Century 
Skills).  How will the progress in achievement be assessed, ensuring the learner has access to 
information on their progress so they can improve? Further detail on 21st Century Skills is 
provided in Tool 3.2 of the Future Classroom Toolkit (Version 1). 

Within the scenario, the students should develop a number of skills: 

 For students year 4 and 5: 

Collect information (Access, organize and use information), Collaboration (apply 

strategies, Keep an open mind), Creativity (Learn from mistakes), Critical thinking (ask 

clarifying questions, draw conclusions), Character (Respect others, show concern for 

others) 

 

http://fcl.eun.org/toolset2
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 For students year 7 

Communication (Select appropriate media, express ideas, etc), Collaboration (assist 

others in their roles, contribute ideas), Creativity (generate ideas), Critical thinking (ask 

clarifying questions, draw conclusions), Character (Respect others, show concern for 

others) 

 

Assessment of progress will be made through: oral feedback to the students as the project goes 
along and after the project there will be an evaluation on how the students have been able to 
meet the request made (create instruction manuals), being able to tell a story through digital 
story telling (in Scratch) and also in what level they were able to collaborate with each other 
(student-student) (students-outside actors/receiver). 

Learner’s Role   

What sort of activities will the learner be involved in? How will they progress in achieving their 
objectives? 

Depending on the age of the students, they will be involved in different activities, which should 
allow them to learn from each other and to enhance collaboration skills:  

 Student’s year 4 and 5 

Programming, following instructions, transforming creative ideas to tangible results, 

Discussing and cooperating in a team.  

 Student’s year 7 

Programming, giving instructions, creating digital learning resources, assist in 

transforming creative ideas to tangible results, discussing and cooperating in a team.  

 

Teacher’s Role 

What will the teacher need to do to guide and support the learning, and ensure the learner 
meets their objectives? 

The teacher will initially collect the knowledge of coding in the beginning of the project, in order 
to find out on what level the students may deliver instructions for the younger students to 
receive. This is an important step so that both younger students and older can find an area of 
understanding.  It will also give the students a possibility to develop further skills in coding. The 
teacher will then monitor each group during progress in making and exchanging instructions 
between the students identifying the need of the receiver and make sure that the older 
students respond correctly to that need. 
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Schools Capacity to Support Innovation   

What training and support will a teacher need to deliver the scenario, and how can it be 
enhanced by collaboration with other teachers and other schools. 

Since this project is based on collaboration with other schools and students, collaboration skills 
will take part naturally in this project. The teachers also need to improve their skills in coding 
on a basic level, for example in Scratch, and also need to improve their skills in using online chat 
programs such as Skype or appear.in. Often the students are ahead of what knowledge is 
necessary in projects like these, so using them as support in the learning situation is beneficial 
for both students and teachers. 

Tools and Resources 

What resources, particularly technologies, will be required?  How will they be used? Remember 
to refer back to the Future Classroom Maturity Model and the level of maturity you want to 
achieve. 

The following resources will be required in order to implement the activity: 

 Technical tools 

Computers, in pairs.  

 

 Software 

- Programming - Scratch. Maybe code.org.  

- Screencasting - Screencastify, Screencast-o-matic 

- Feedback - Skype, Hang out, appear.in 

- Presentation - Google Presentation 

- Sharing - Google Sites, Youtube 

People and places 

Who else will be involved in the scenario (e.g. parents, community members, employers, outside 
experts etc.) and what role will each of them play? Do you put in place peer review and 
mentoring schemes? Consider non-traditional roles. 

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

The learning will take place in the classroom and in online spaces allowing collaboration 
between the different groups of students. 
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Future Classroom Scenario Narrative 
Title: Collaborative project of coding between two schools in Sweden 

The idea of this learning experience was originally based in the mutual interest of two teachers 

in working with code in school. Based on the 21th century skills, digital literacy is an important 

skill for students to develop and the ability to encode and understand code can be compared 

to civil rights in the digital society we live in. 

The two teachers also had an ambition to open up the classroom to the world and create 

meaningful receivers to the work students perform in the classroom. Both of these parts 

(worldview and receiver) create more willingness, determination and motivation for students 

to get involved in their school work. The aim was also to find a project that can span over 

multiple "maturity levels", that would allow a teacher or a class itself which don’t have a good 

knowledge of how to code, to work with another class that has more knowledge. Teachers and 

students with little experience raise their own level while the class with more knowledge can 

increase its "maturity level" by teaching someone else. 

At the level of the school, preparatory work for the co-operative phase has to be implemented.  

Students also have to rehearse the basics of coding and rehearse how to create various simple 

commands such as a game or an interactive story. They also have to learn how to make a verbal 

instruction and drew parallels to the student’s visual world and how they learn things on the 

internet. 

After an initial on-line class meeting, the students will get an idea of what kind of instructions 

needs to be filmed. They will sit in pairs and record themselves on their computers when they 

show and explain how to create code for a particular event. All films will subsequently be 

published on a site online where younger students could go in, look at the films, and get 

feedback. 

On the other hand, younger students will work to manufacture coded reports based on the 

movies they watched. 

 Following these steps, students should be able to give feedback on each other's work.  

 

 



  

    

 
"The European Commission support for the production of this publication does not 
constitute an endorsement of the contents which reflects the views only of the 
authors, and the Commission cannot be held responsible for any use which may be 
made of the information contained therein." 

View the video produced based on the scenario 

Collaborative project of coding between two schools in Sweden 

 

https://www.youtube.com/watch?time_continue=2&v=xp8rz-ZTFkQ

