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Preface 
This publication is part of the educational material created in the context of the Erasmus+ project GLAT 
- "Games for Learning Algorithmic Thinking". 

The general goal of the project is encouraging the integration of computational and algorithmic 
thinking, problem-solving skills, logic and creativity into the daily teaching through different subjects 
in studeƴǘǎΩ ȅƻǳƴƎŜǊ ŀƎŜǎ ƛƴ ŀ Ŧǳƴ ŀƴŘ ŀǘǘǊŀŎǘƛǾŜ ǿŀȅ using Game Based Learning (GBL).  One of the 
main activities of the project was the organization of education for primary junior grade teachers in 
the form of a blended learning e-course. 

This publication is a syllabus of education designed during the project GLAT. The emphasis is placed on 
the f2f (classroom-based) workshops, which are combined with online learning during which the 
teachers are mentored by the experts who conduct the education. 

The first part of the Workshop Syllabus provides general information on GLAT education, which 
includes the main goals of the education, expected learning outcomes, the target audience, and the 
required background knowledge. It is also stated that three two-day workshops with a total duration 
of 48 school hours (45 minutes each) and the use of the Moodle Learning Management System for the 
online part of the course are predicted during the training. 

The second part of the publication lists the schedules for all three workshops: Workshop 1: Game-
Based Learning (GBL) and Unplugged Activities, Workshop 2: Problem Learning (PBL), Online Quizzes 
and Logic Tasks, and Workshop 3: Games and Tools for Programming. The schedules provide for each 
of the sessions of the workshops: learning outcomes, topics (with handouts of presentations for 
lectures), evaluation methods, and tasks for the independent work of the learners after the workshops 
(during the online part of the education). 

Finally, in the third part of the publication, templates created for the purposes of GLAT education were 
added as annexes. 

The syllabus presents an introduction to other content created during the project GLAT: presentations 
for the sessions of the workshops, the GLAT Teacher's Guide, learning scenarios prepared by teachers 
that serve as examples of good practice, and the GLAT Moodle e-course available after logging into the 
MoD learning system. The course backup can also be restored to own empty Moodle course. 

It should be emphasized that GLAT education is not intended for independent learning, but it requires 
mentoring for the participants. Therefore, these materials will be useful to educational institutions and 
individual educators who wish to launch their own courses or subjects based on the syllabus and 
learning materials produced within the project. 

Considering that the results of the project GLAT are available not only in Croatian but also in English, 
and under a license that allows them to be freely shared, modified and transform, we believe that they 
will be a useful starting point that experienced educators will be able to use and appropriately adapt 
to future students in their own countries. 

In addition to the entire project team actively involved in the preparation of GLAT publications and all 
other results, the completion of the syllabus was also contributed by primary junior grade teachers 
from Croatia ς participants of GLAT education. We thank them for their irreplaceable help in the form 
of active participation, hard work and suggestions. 

 

Editors 
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Information About GLAT E-Course 
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1.  Overall goals for GLAT e-course 

¶ Participants will learn about innovative teaching methodologies in the ICT area such as Game 
Based Learning (GBL), Problem Based Learning (PBL), Inquiry Based Learning (IBL), teamwork. 

¶ Participants will learn how to use digital didactic games (serious games) in different school 
subjects for encouraging algorithmic thinking, problem-solving skills, logic and creativity with 
their students. 

¶ Participants will design and implement a learning scenario, a document in which the teacher 
develops innovative ideas to carry out educational activities by means of modern teaching 
methods with the use of appropriate digital content and tools, in order to carry out educational 
activities for encouraging algorithmic thinking. 

2.    Target group of participants 

¶ Focus group of about 15-20 primary grade school teachers 

 3.  Required background knowledge 

¶ Basics ICT skills 

¶ No prior knowledge of programming is required 

4.  Duration of the course 

¶ up to 8 months: 

Workshop 1 - 16 hours and up to 2 months for preparing the 1st assignment.  
Workshop 2 - 16 hours and up to 2 months for preparing the 2nd assignment. 
Workshop 3 - 16 hours and up to 4 months for preparing the 3rd, final assignment. 

5.  Main learning outcomes 

 Participants will be able to: 

¶ Describe the principles of Game Based Learning (GBL) 

¶ Apply digital educational games into different school subjects 

¶ ¦ǎŜ ²Ŝō нΦл ǘƻƻƭǎ ŦƻǊ ŎǊŜŀǘƛƴƎ ŎƻƴǘŜƴǘ ŦƻǊ ǳƴǇƭǳƎƎŜŘ ŀŎǘƛǾƛǘƛŜǎΣ ŜΦƎΦ ǇƻǎǘŜǊǎΣ ƭŜŀŦƭŜǘǎΧ 

¶ Create learning scenarios in order to develop innovative ideas for carrying out game based 
unplugged activities 

¶ Describe principles of Problem Based Learning (PBL) 

¶ Use digital tools within the process of problem solving 

¶ Recognize the methodology of role-playing in educational games  

¶ Choose and create logical tasks and quizzes suitable for algorithmic thinking development in 
different school subjects  

¶ Use Web 2.0 tools for creating logical tasks and online quizzes 

¶ Create learning scenarios in order to develop innovative ideas for carrying out logical tasks and 
online quizzes 

¶ Describe principles of Inquiry Based Learning (IBL) 

¶ Understand basic concepts of programming 

¶ Use simple game based tools for learning programming 

¶ Create learning scenarios in order to develop innovative ideas for applying programming 
concepts and developing algorithmic and computational thinking through game based tools 
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6.  Learning strategy 

¶ The blended model of e-learning that combines face-to-face (f2f) and online teaching methods 
(asynchronous content delivery methods, guided design, forums and discussion boards) 

¶ All f2f teaching methods at the workshops encourage individual activities, group activities, and 
whole-group discussions (in addition to teacher presentations and demonstrations). 

7.  Learning environment 

¶ For the purpose of the course, an e-course is established in LMS Moodle. 

¶ !ƭƭ ƭŜŀǊƴƛƴƎ ƳŀǘŜǊƛŀƭǎ ŦǊƻƳ ǘƘŜ ǿƻǊƪǎƘƻǇǎΩ ŦнŦ ǇŀǊǘǎ ǿƛƭƭ ōŜ ŀǾŀƛƭŀōƭŜ ƻƴ ǘƘŜ ƭŜŀǊƴƛƴƎ ǇƭŀǘŦƻǊƳ 
as well as other necessary information and materials needed for the realization of the course. 

8.  Evaluation 

¶ Completed versions of all the learning scenarios will be reviewed and implemented in the 
classrooms by the participants. 

¶ tŀǊǘƛŎƛǇŀƴǘǎΩ ǎŀǘƛǎŦŀŎǘƛƻƴ ǿƛǘƘ ǘƘŜ ŜŘǳŎŀǘƛƻƴ ǿƛƭƭ ōŜ ƳŜŀǎǳǊŜŘ ōȅ ǘƘŜ ǉǳŜǎǘƛƻƴƴŀƛǊŜ ƻǊ 
interviews. 
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Workshop 1 ς Game Based Learning (GBL) and Unplugged Activities 

Workshop schedule 

 

Day 1  
 
Introduction to Workshop 1 

Duration: 1 hour (45 minutes)  

Introductory presentation: Introducing and explaining the main goals of the workshop, defining 
algorithmic thinking.  

Introduction round: The participants introduce themselves  
Introduction and enrolling to the e-course in Moodle LMS 
 
Session 1: Game Based Learning (GBL) 

Duration: 3 hours (135 minutes) 

Lecture: Games in education  
DǊƻǳǇ ǿƻǊƪΥ 9ȄǇƭƻǊƛƴƎ ŜŘǳŎŀǘƛƻƴŀƭ ƎŀƳŜǎ ŀƴŘ ǇǊŜǇŀǊƛƴƎ ŀ α[ŜŀǊƴƛƴƎ ǇŀŎƪŀƎŜέ 
 
Lecture: Integration of games into the lecturing process  
Demonstration: Examples of simple games in different school subjects  
Group work: Exploring existing educational games 
 
Session 2: GBL with unplugged activities 

Duration: 1 hour (45 minutes) 

Lecture: What are unplugged activities and how to use them in the classroom?  
Demonstration: Examples of unplugged activities for different school subjects, providing propaedeutic 

for algorithms and programming (e.g Plant a seed, Find the hidden words, Guess the 
number, Walking in the maze, etc.) 

Group work: Discussing new examples of unplugged activities 
 
Session 3: Using Web 2.0 tools for creating content for unplugged activities 

Duration: 3 hours (135 minutes)  

Presentation: Advantages of using Web 2.0 tools for unplugged activities  

Group work: Exploring examples and resources 
Demonstration: Creating content for unplugged activities using Web 2.0 tools (Canva, Sketchpad)  
Individual work: Creating content for unplugged activities using Web 2.0 tools 
 
Group work: Creating examples of unplugged activities for different school subjects  
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Day 2  
 
Session 4: Designing learning scenarios 

Duration: 2 hours (90 minutes)  

Lecture: Definition of learning scenarios, how to design learning scenarios  
Demonstration: Examples of scenarios in written forms (with games and unplugged activities) 
Group work: Preparing learning scenarios using prepared template 
 
 
Session 5: Designing learning scenarios using a graphical tool 

Duration: 2 hours (90 minutes) 

Presentation: Visualising learning scenarios with LePlanner  
Demonstration: Examples of GBL scenarios in graphical forms 
Individual work: Exploring LePlanner tool 
Group work: Designing an unplugged game based learning scenario 
 

Session 6: Designing learning scenarios for unplugged activities 

Duration: 3 hours (135 minutes)  

Individual work: Developing learning scenarios for carrying out an unplugged activity in written form 
and in graphical form using LePlanner (developing the first version of the 1st learning 
scenario) 

Group work: Review and discussion about the developed scenarios 
 

Conclusion of Workshop 1 

Duration: 1 hour (45 minutes) 
 
Whole-group activity: Debriefing 
Closing talk: Introducing and explaining the follow-up activities (developing the 1st learning scenario 

for an unplugged activity) 
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Presentation: Introduction to Workshop 1 
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Workshop 1 ς Game Based Learning (GBL) and Unplugged Activities 

Session 1: Game based learning 

 

Expected Learning Outcomes 

ǒ Recognize psychological and cognitive aspects of Game Based Learning 
ǒ Identify the importance of using educational computer games in courses 
ǒ Find, evaluate and select suitable serious games and integrate them into the learning process 

 

Teaching Methods/Approaches       

ǒ Teacher presentation and demonstration  
ǒ Discussion 
ǒ Individual activity  
ǒ Group activity - collaboration   
ǒ Peer evaluation  

 

Sources of Training Materials 

ǒ tƻǊǘŀƭ ƛȊƻōǊŀȌŜǾŀƭƴƛƘ ƛƎŜǊΣ http://hrast.pef.uni-lj.si/igre (Accessed: 14.6.2019.) 
ǒ SEGAN portal, http://seriousgamesnet.eu (Accessed: 14.6.2019.) 

 

Duration: 3 hours (135 minutes) 

 

 

 

http://hrast.pef.uni-lj.si/igre
http://seriousgamesnet.eu/
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Topic/Sub-topics Learning Objectives Evaluation 

1. GAMES AND LEARNING 
Participants will understand the psychological and 
cognitive aspects of game based learning. 

Learners explore and analyse examples of 
games in order to point out typical 
characteristics of games (individual activity). 

Learners analyse examples of games 
considering corresponding learning theories 
in order to check the possibility of 
integration of the game into the learning 
process (group activity). 

 

1.1. Introduction to games  Identify the concepts of games 

1.2. Games in human development  
Understand the role of games in cognitive 
development 

1.3. Games and learning theories 

 

Explore the features on serious games from learning 
theories point of view 

2. INTEGRATION OF GAMES INTO LEARNING PROCESS 
Participants will be able to find, evaluate and select 
suitable serious games and integrate them into 
learning process. Learners choose a didactic game, suitable for 

achieving predefined learning goals, and 
create ŀ αƭŜŀǊƴƛƴƎ ǇŀŎƪŀƎŜέ which will be 
reviewed by the teacher and the colleagues 
(group activity). 

 

2.1. Identification and evaluation of suitable serious 
games 

Explore games available on recommended portals or 
on the web 

2.2. Integration of games into the learning process 

 
Create a game based αƭŜŀǊƴƛƴƎ ǇŀŎƪŀƎŜέ 
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Presentation: Games in education 
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Presentation: Integration of games into the lecturing process 
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Presentation: Serious games evaluation framework 

 

 

 

 

 

 

 

 

 

 



 
 

 
 

Project: 2017-1-HR01-KA201-035362 GLAT ς Workshop Syllabus and Materials Page 25 of 138 
 

 

 

 

 

 

 



 
 

 
 

Project: 2017-1-HR01-KA201-035362 GLAT ς Workshop Syllabus and Materials Page 26 of 138 
                                                                                                                                                                                               

 

 

Workshop 1 ς Game Based Learning (GBL) and Unplugged Activities 

Session 2: GBL with unplugged activities 

 

Expected Learning Outcomes 

¶ Find examples of unplugged activities for the development of algorithmic thinking in different school subjects 

¶ Analyze and compare existing examples 

¶ Modify existing examples of unplugged activities for different school subjects 
 

Teaching Methods/Approaches       

¶ Teacher presentation and demonstration 

¶ Discussion 

¶ Group activity - collaboration          
 

Sources of Training Materials  

¶ CS Unplugged: http://csunplugged.org/ (14.12.2017.) 

¶ Code Studio: https://studio.code.org/courses, https://code.org/curriculum/unplugged (14.12.2017.) 

 

Duration: 1 hour (45 minutes) 

 

 

 

http://csunplugged.org/
https://studio.code.org/courses
https://code.org/curriculum/unplugged
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Topic/Sub-topics Learning Objectives Evaluation 

1. UNPLUGGED ACTIVITIES 

Participants will be able to describe and explain the 
characteristics of unplugged activities for the 
development of algorithmic thinking, analyze and 
classify existing examples of unplugged activities. Learners explore, analyze and classify existing 

examples of unplugged activities in order to transfer 
given examples to another school subject (group 
activity). 

1.1. Introduction to unplugged activities for the 
development of algorithmic thinking 

Describe and explain the characteristics of 
unplugged activities for algorithmic thinking 
development 

1.2. Examples of unplugged activities in 
different school subjects  

Analyze and classify existing examples  

2. DESCRIPTION OF UNPLUGGED ACTIVITIES 
EXAMPLES 

Participants will be able to describe their own 
examples of unplugged activities appropriate for 
different school subjects. 

Learners describe new examples for unplugged 
activities (group activity  -  discussion). 

2.1. New examples of unplugged activities Propose examples of unplugged activities for 
algorithmic thinking from tales, everyday life, etc. 
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Presentation: GBL with unplugged activities 
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Workshop 1 ς Game Based Learning (GBL) and Unplugged Activities 

Session 3: Using Web 2.0 tools for creating content for unplugged activities 

Expected Learning Outcomes 

¶ Identify the advantages of Web 2.0 tools for unplugged activities 

¶ Create content for unplugged activity using Web 2.0 tools 

¶ Create new examples for unplugged activities 
 
Teaching Methods/Approaches       

¶ Teacher presentation and demonstration 

¶ Discussion 

¶ Individual activity 

¶ Group activity - collaboration 
 
Sources of Training Materials  

¶ [Ƨǳōƛŏ YƭŜƳǑŜΣ bΦ ά²Ŝō нΦл ŀƭŀǘƛ ƛ Ŝ-ǳőŜƴƧŜ ǳ ǇǊƛƳŀǊƴƻƳ ƻōǊŀȊƻǾŀƴƧǳέΣ tƻƎƭŜŘ ƪǊƻȊ ǇǊƻȊƻǊΣ нлмлΦΥ 
https://pogledkrozprozor.wordpress.com/2010/11/27/web-2-0-alati-i-e-ucenje-u-primarnom-obrazovanju/ (2.12.2017.) 

¶ [Ƨǳōƛŏ YƭŜƳǑŜΣ bΦ ά²Ŝō нΦл ŀƭŀǘƛ ƛ Ŝ-ǳőŜƴƧŜ ǳ ǇǊƛƳŀǊƴƻƳ ƻōǊŀȊƻǾŀƴƧǳ - LLΦ ŘƛƻέΣ tƻƎƭŜŘ ƪǊƻȊ ǇǊƻȊƻǊΣ нлмлΦΥ 
https://pogledkrozprozor.wordpress.com/2010/12/20/web-2-0-alati-i-e-ucenje-u-primarnom-obrazovanju-ii-dio/ (2.12.2017.) 

Portals with tools and resources for teachers: 

¶ Tools for Educators: http://www.toolsforeducators.com/ (11.12.2017.) 

¶ The Teacher's Corner: https://worksheets.theteacherscorner.net/ (11.12.2017.) 

¶ Education World: http://www.educationworld.com/tools_templates/index.shtml (11.12.2017.) 

Web 2.0 tools: 

¶ Canva: https://www.canva.com (1.12.2017.) 

¶ Sketchpad: https://sketch.io/sketchpad/ (1.12.2017.) 

https://pogledkrozprozor.wordpress.com/2010/11/27/web-2-0-alati-i-e-ucenje-u-primarnom-obrazovanju/
https://pogledkrozprozor.wordpress.com/2010/12/20/web-2-0-alati-i-e-ucenje-u-primarnom-obrazovanju-ii-dio/
http://www.toolsforeducators.com/
https://worksheets.theteacherscorner.net/
http://www.educationworld.com/tools_templates/index.shtml
https://www.canva.com/
https://sketch.io/sketchpad/
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Duration: 3 hours (135 minutes) 

 

Topic/Sub-topics Learning Objectives Evaluation 

1. WEB 2.0 TOOLS FOR CREATING CONTENT 
FOR UNPLUGGED ACTIVITIES 

Participants will be able to identify the advantages of 
using Web 2.0 tools for unplugged activities. 

Learners explore examples and resources in order to 
discuss the potentials of Web 2.0 tools for 
unplugged activities (group activity). 

1.1. Introduction to the Web 2.0   Identify the advantages of using Web 2.0 tools  

1.2. Investigate examples of Web 2.0 tools  
Use the preselected Web 2.0 tools to create 
drawings, posters, leaflets, etc.  

2. CREATING CONTENT FOR UNPLUGGED 
ACTIVITIES 

Participants will be able to create content for chosen 
unplugged activity. Learners create content for unplugged activities 

(individual activity) which will be evaluated by the 
teacher.  2.1. Presenting worksheet template  Create a worksheet (using the prepared template) 

and other content for the preselected task of 
unplugged activity 2.2. Creating content   

3. DEVELOPMENT OF EXAMPLES OF 
UNPLUGGED ACTIVITIES 

Participants will be able to create examples of 
unplugged activities appropriate for different school 
subjects.  

Learners discuss potentials of Web 2.0 tools and 
other resources and create new examples for 
unplugged activities (group activity). 

3.1. Modification and adaptation of examples 
for another school subject Create new examples of unplugged activities based 

on given examples 
Give new examples of unplugged activities for 
algorithmic thinking from tales, everyday life, etc. 

3.2. Development of examples of unplugged 
activities 



 
 

 
 

Project: 2017-1-HR01-KA201-035362 GLAT ς Workshop Syllabus and Materials Page 
35 of 138 
 

 

Presentation: Using Web 2.0 tools for creating content for unplugged activities 
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