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About In Medias ReStart project
The In Medias ReStart project is co-financed by the European Union from the European
Social Fund, within the scope of Improvement of Literacy – the Foundation of Lifelong
Learning. The value of the project was HRK 1.442.364,79. The project is implemented by
three educational institutions. The holder (user) of the project is Matija Gubec Primary
School from Zagreb, and its partners are Mario Martinolić Primary School from Mali
Lošinj and Marko Marulić High School, Slatina. It was initiated on 30 November 2017
and it is expected to last until 30 November 2019.
The objective of the project is to develop 5 curricula for extracurricular activities (for
students of 3rd and 4th, 5th and 6th, 7th and 8th grades of primary school and curricula
for 1st and 2nd grades of high school), as well as an integrative one for primary school
students in the English language.
Within their scope, through an integrative approach to teaching, students' competences
and skills would be developed in the area of media, digital, reading, science, multilingual
and multicultural literacy.
Extracurricular activity manuals arising from the Project include:
1.

In Medias ReStart 1 (3rd - 4th grades of primary school)

2.

In Medias ReStart 2 (5th - 6th grades of primary school)

3.

In Medias ReStart 3 (7th - 8th grades of primary school)

4.

Being literate - is my choice I (1st grade of high school)

5.

Being literate - is my choice II (2nd grade of high school)

6.

Media Lab - teacher's guide for extracurricular activities in primary schools 		
(manual in the English language)

A special emphasis of the project „In Medias ReStart– integrative approach to teaching
media, digital, reading, science, multilingual and multicultural literacy“ is on the critical
use of media content and the use of new digital technologies, where the development
of precisely these types of literacies is required in order to supplement the teaching
process with materials that are very relatable to students in contemporary, everyday life,
and there is often no space for them in regular educational programme.
Also, by procuring the equipment for the purposes of the project, the capacities of
educational institutions to implement activities within the scope of school curriculum
aimed at developing several
types of literacy have
increased. The project's
target groups are primary
and high school students and
teaching staff.
Within the scope of the
project, professional training
of teaching staff has also
been implemented. This
staff participated in creating
curricula, project contents
and designed activities to
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educate students within the extracurricular activity. The teaching staff was additionally
trained in the workshops related to media, digital, reading, science, multilingual and
multicultural literacy, preparation of teaching materials and digital repositories. They
also acquired experience by visiting the International School in Stockholm, where they
were introduced to new learning and teaching methods with the aim of developing
these types of literacy.
Finally, teachers and students expressed great pleasure in participating in this project
and stressed the need for more frequent integration of similar content in the classes.
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Introduction
What is literacy?
Nowadays, to be literate does not mean just to be able to read and write. Modern
literacy implies understanding concepts and contents, critical thinking, analysis and
validation of the information we are exposed to daily.
Without the basic competencies of literacy, today we are no longer qualified to
participate in social and political events and civic activities nor to cope with the wealth
of information which we are offered and which we have difficulties to analyse and from
which to choose properly. To be active participants in today's society of knowledge, we
have to be able to find, critically validate, analyse, use, choose, utilize, even produce a
piece of information and that’s why we need skills and tools which we have to learn and
use.
Types of literacy
Literacy is divided according to different areas of knowledge and skills which have to
be acquired in order to master the competencies required for using them. In Medias
ReStart will be dealing with six basic types of literacy:
1. Media literacy
Media literacy is usually defined as the ability to access, analyse, evaluate and send
messages by using the media. Furthermore, we have to add critical evaluation of media
content, recognition of human values and ideas in them and developing our own attitudes.
Media literacy is important for critical understanding of the media, evaluating media
messages, recognizing false and hidden messages, defence against manipulation, but
also for creating our own media message.
2. Digital literacy
The Croatian National Curriculum Framework refers to digital literacy as digital
competency and defines it as „qualification to safely and critically use informational and
communicational technology for work, personal and social life and in communication.
Its key elements are basic informational and communicational skills and abilities: using
computers to find, evaluate, store, create, show and exchange information and develop
affiliate networks by using the Internet“
3. Reading literacy
PISA defines it as „understanding and using written texts, reflecting on them and the
ability to engage with the text while reading it to achieve personal goals, develop
knowledge and potential and to actively participate in society.“ It is considered that
reading literacy is the foundation of success in all other subjects and a precondition
for successful lifelong learning and active participation in social and political events.
Moreover, research shows that the level of reading literacy in a country is a better
indicator of economic growth than academic achievement.
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4. Scientific literacy
Under the term scientific literacy PISA cites scientific knowledge and science itself,
as well as understanding scientific processes – the ability to find, interpret and
apply conclusions based on evidence: describing, explaining and predicting natural
phenomena, understanding scientific research and interpreting scientific data and
conclusions and, finally, applying scientific knowledge in one of the three main contexts:
life and health, the Earth and environment and science and technology.
Today, it is almost impossible to understand the world around us without knowing the
basics of natural sciences and the methods of learning and discovering them
5. Multilingual literacy
In today's global world, to be able to successfully communicate, it is important to know
and understand several languages. That knowledge becomes equally important as the
knowledge of your mother tongue because at every step we meet different language
matrices. Multilingual literacy is therefore the ability to purposefully use language for
understanding spoken/written texts or expressing yourself in written form.
6. Multicultural literacy
Multicultural literacy refers to understanding others and those who are different from
us, so we could establish dialogue between cultures. This kind of literacy helps us fight
against prejudice and stereotypes, better understand other cultures, customs, beliefs,
symbols and form positive attitudes towards differences.
Integrative approach
With the In Medias ReStart project, within extracurricular activities and with modern and
interactive approach to topics, students will have an opportunity to learn how to analyse
and critically evaluate the information they are given by learning the basics of these six
kinds of literacy.
Lesson plans are conceived in such a way that one type of content could be considered
and evolved through acquiring and improving a few types of literacy, and students will,
under the guidance of their teachers, actively participate in creating materials, they
will be associates and partners in creating and forming the curriculum in this field of
education , they will learn to critically and proactively think, act, find their way and
express themselves in informationally extremely demanding surroundings.
Along with the improvement of literacy skills, the project contributes to achieving
equal possibilities, gender equality, non-discrimination, sustainable development and
environmental protection. The goal of the project is to educate students about their
social responsibility towards the society and nature and to enable them to become
actively involved in informing the public about the up-to-date topics by producing media
contents and within educational campaigns. The project will also encourage promoting
the principle of good governance, including the cooperation with civil society.
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1. Curriculum
1.1. The purpose and description of Media Lab extracurricular activity
Media Lab extracurricular activity is intended for senior grades of primary school students.
It would familiarize the students with topics and introduce them to terms they frequently
come across in everyday life through four different domains, primarily having in mind the
fast development of technology and the influence of the media. The competencies with
regard to knowing and understanding different types of contemporary society, which
are often not included in national curriculum, would be developed, and research (such
as PISA 2012, ICILS 2013 and EU Kids online 2014, major Croatian research regarding
media habits of children and adults) shows that students are in dire need of it. Therefore,
this curriculum is not limited to media and digital literacy, which are most frequently
mentioned in that context, but we associated them with areas that are related to their
understanding, through various concepts divided into domains, using media and digital
literacy as the basis.
Reading literacy is narrowly connected with other literacy domains, it is almost
a prerequisite for understanding the rest, because, without it, there is no critical
understanding of content, which is almost always based on a text, reading, reading with
understanding and critical reading.
Scientific literacy is an important component here, with a view of contemporary trends
of understanding ecology and the processes of relatedness between the man and
nature, as well as methods such as research and survey, without which it is difficult to
understand and analyse contemporary social processes.
The domain which includes topics relating to the area of multilingual and multicultural
literacy is a logical continuation and upgrading of previously acquired knowledge and
competencies, where we wish to familiarize students with the concept of omnipresent
globalization and develop their competencies for what is increasingly becoming
indispensable and inevitable – to be a citizen of the world.
The curriculum and all work materials are developmental and may be supplemented,
corrected and modified.
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1.2. Educational objectives of Media Lab extracurricular activity
The general objective of Media Lab extracurricular activity is to develop students'
knowledge, skills, values and attitudes in the areas of media, digital, reading, scientific,
multilingual and multicultural literacy and to acquire new competencies for understanding,
thinking and analysing contemporary social processes and the connection between
their causes and effects. This will ensure the adoption of new foundations for further
education and lifelong learning. It is expected from students to acquire elementary
knowledge and familiarity with the contents as a basis for further development of
competencies of critical thinking and purposeful analysis, proper use of existing but
also creative and socially acceptable creation of own contents.
Specific objectives of the implementation of Media Lab extracurricular activity refer to
the students of the 5th through 8th grades of elementary school, where the students,
based on the acquisition of new knowledge, skills attitudes and values, will be able to:
- by virtue of developing digital and media literacy competencies, get introduced to
the concepts of media, media literacy, the role of the media, good and bad sides of
the media and the basics of responsible and independent use of available and ageappropriate digital tools in studying and creating contents;
- by virtue of developing reading literacy competencies, understand and critically think
about the concepts of text, information and data, distinguish various types of texts,
understand the basics of critical reading and analysing texts;
- by virtue of developing scientific literacy competencies, expand and supplement
knowledge about the methods of natural sciences and particular methods of scientific
extrapolation of conclusions that contribute to better understanding natural and social
processes around us.
- by virtue of developing multilingual and multicultural literacy competencies, develop
positive attitudes and values with regard to that which is different, adopt and better
understand the concepts of tolerance and intercultural differences, stereotypes and
prejudices. In the multilingual domain, students will acquire competencies needed to
understand purposeful use of language in written and oral communication, as well as
to understand the significance and value of multilingual variety in contemporary social
culture.
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1.3. Organization of Media Lab extracurricular activity
In the preparation of the curriculum for Media Lab extracurricular activity, a conceptual
approach was applied and the contents were divided into four domains:
Domain 1: Media and digital literacy
Domain 2: Reading literacy
Domain 3: Scientific literacy
Domain 4: Multilingual and multicultural literacy
The domains were divided and conceived according to the topics related to various
types of literacy and based on planned outcomes that the students should achieve,
and depending on what type of literacy is particularly developed in the domain. But,
all domains are unified by integrative approach to topics and aimed at connecting and
understanding knowledge from several areas of literacy on different cognitive levels,
along with the development of skills and attitudes that are important in life and lifelong
learning in general. Students actively participate in the learning and teaching process
and help in connecting concepts and integrating contents.
Domain

Outcomes

Domain 1:
Media and digital
literacy

Students will be able to:
• Understand the basic terms about the media
• Understand the importance of media and digital literacy
• Critically think about the contents
• Create own contents

Domain 2:
Reading literacy

Students will be able to:
• Understand the correlation between reading and
understanding the world around them
• Develop critical thinking capacity
• Get to know different types of texts
• Create own contents

Domain 3:
Scientific literacy

Make conclusions about the importance of scientific methods
in everyday life
• Notice important and new problems in the world that
surround them
• Ask questions and research
• Guess problem solutions

Domain 4:
Multilingual and
multicultural
literacy

Understand the concepts of multilingual and multicultural
literacy and their importance
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•
•
•

Learn to recognize stereotypes and prejudices
Become aware of their own stereotypes
Develop their own attitudes and values

The context of domains is adapted to students’ age, their interests, local specificities
and current events in their surroundings and society. Domains are interwoven together,
and contents are supplemented and upgraded, while the common basis for all of them
is rooted in the first domain, Media and digital literacy. Also, we can consider certain
contents from several domains.
1.3.1. Domain 1: Media and digital literacy
This domain includes basic concepts of two closely related areas of media and media
and digital literacy. In everyday modern life, it is difficult to separate the terms information
and informatics, we live in an information society where the majority of the media is
inseparable from the digital, but, in order to present to the students the concept and
the purpose of the media, we need to introduce them to different types of media, from
traditional to contemporary ones, and their role, thus creating the basis of media literacy.
Only with the adoption of basic knowledge about the media and their role can we
understand their current role. Understanding contemporary media and the foundations
of media literacy inevitably involves developing digital literacy competencies, so the
students could find their way in the sea of information that are available or created via
information technology and computer programmes. That is why this domain also covers
studying digital tools that create media contents, as well as the basics of their creation.
1.3.2. Domain 2: Reading literacy
We can consider reading literacy as the foundation for the development of all other
types of literacy. By developing reading literacy competencies, we create a precondition
for understanding and actively participating in modern society, as well as develop the
inclination towards lifelong learning, critical evaluation of information, but also, at the top
of the cognitive processes hierarchy, synthesizing and creating quality new contents.
Thus, reading literacy develops the skills of finding, analysing and evaluating information
that we are exposed to in real life, via different media and in different content forms.
Within this domain, students will learn to differentiate types of texts and evaluate the
content of the information they come across.
1.3.3. Domain 3: Scientific literacy
The domain of scientific literacy in the curriculum of this extracurricular activity covers
the areas of scientific methods, especially the research approach to the world around
us: relationships and changes between the individual and society are observed, and the
detection of cause-and-effect relations between the man and the world that surrounds
him is also encouraged. With that approach students develop the skills of observation,
comparison, classification, analysis, generalization and collection and evaluation of
information.
Students have the opportunity to observe how natural sciences contribute to society
and to adopt basic scientific concepts based on examples from everyday life, which
are connected in content and method with other domains. Special emphasis is placed
on the concept of sustainable development, which became the norm for ethical and
ecological way of behaving and living (production and management).
1.3.4. Domain 4: Multilingual and multicultural literacy
In light of contemporary globalization processes, where, through the development of
13

information technology, but also due to various social events, other cultures, customs
and foreign languages are becoming omnipresent in the life of every individual from the
earliest age, developing the competencies of multilingual and multicultural literacy is
becoming essential for understanding the world around us. With the increasing influence
of the media, we are in ever greater need of attitudes that reflect encouraging tolerance,
respecting the differences and understanding and knowing the multicultural context. In
addition, languages and meanings of words are getting more and more entangled, so
it is necessary to familiarize the students with the notions of purposeful use of foreign
languages, the significance and importance of mother tongue, universal and individual
communication patterns and, consequently, to strengthen the development of tolerance.

1.4. Educational outcomes by domains
Extracurricular activity for the 3rd and 4th grades, 35 classes
Learning outcomes are the chief component of the curriculum (expected students’
achievements, educational outcomes) formulated as clear and precise statements about
what is expected from the student to know, understand and be able to do (demonstrate,
show) as a result of the learning process. They are defined as envisaged desired „levels
of knowledge that are compounded through advancement in the educational system
and lead to greater competences in the area of curriculum and greater integration with
other learning areas.“ (Metodološki priručnik za izradu kurikuluma, B. Jokić – Z. Ristić
Dedić, Institute for Social Research in Zagreb; Zagreb, 2018)
By elaborating the outcomes according to the levels of adoption, more precise
descriptions of the outcome reach in the curriculum are communicated, as well as
more precise definition of activities and contents within the framework of outcomes by
domains, and possible correlations with other subjects and topics that involve various
subjects.
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1.5. Learning and teaching Media Lab extracurricular activity
1.5.1. Organization of learning and teaching – project lessons
The selection of teaching methods and class organization are extremely important
for quality learning and teaching execution and they need to be adapted to the
psychophysical development of the child.
Students can be additionally motivated through conversation, by including assignment
examples with real context and by independent selection of contents and materials and
the manner of presentation.
In Media Lab extracurricular programme, students will learn how to use the computer
in a variety of practical procedures needed for modelling occurrences from social and
natural science areas. By applying various digital tools, they will perform the analysis,
processing and presentation of data. Students will be able to communicate online and
present their works via online platforms.
The curriculum is designed as a series of extracurricular project activities, which
are conducted with students in concrete workshops at school. Students will explore
different types of literacy, develop ideas and adopt solutions for creating different media
and digital contents, actively adopt newly acquired knowledge, discover and evaluate
the results of their work. Analytically and empirically, they will evaluate the correlation
between the media and society, i.e. the media and the individual. The implementation
of extracurricular activities is planned for a group of minimum 15 students of senior
elementary school grades. In terms of programme, the activities are structured in 70
classes.
In the planned 70 classes (2 classes a week in the course of the school year), eight
project units have been designed, as well as an introductory one, and they include
elaborated lesson plans.
The classes are organized in the form of workshops, with the stress on teamwork and
group work. Students work on projects independently and/or in co-working setting.
The selection of topics is related to particular subjects, domains within subjects, life in
school and outside it.
Students come to conclusions by themselves, while the teacher guides them through
conversation, instructions and questions.
Students are active participants in the learning process, they analyse, interpret, practice
creating their own knowledge, attitudes and values in interaction with the teacher, other
students and the world around them.
1.5.2. Learning experience
Since a lot of contents are closely related to with everyday life, students already possess
certain prior knowledge, acquired through experience or practical use, e.g. in the use of
information technology). Teacher’s task is to upgrade this knowledge, train the students
to question their previous knowledge, values and attitudes.
The aim is to provide students with a stimulating learning experience and to include
them in as many activities as possible that will lead them to evaluate, conclude, explore
and create. Special emphasis is placed on developing various skills, especially creative
thinking, which is becoming imperative in STEAM area/professions.
Consequently, students are going to develop new competencies for critical thinking
through things and occurrences in their environment, practice problem solving,
cooperation, independence, presenting their opinions and develop a positive attitude
15

towards own abilities.
1.5.3. Teacher’s role
The teacher has the role of a guide and partner, mentor who, primarily, helps students
to learn independently, under his/her guidance, he/she encourages them to progress,
motivates them by designing activities that will awaken their interest and draw attention.
In choosing teaching materials, contents or technology, it is important that you carefully
choose those that are interesting, useful, but also age-appropriate.
Additionally, when using contents or applications from the Internet, attention should be
paid to copyright and licences.
1.5.4. Place and time of learning, materials and resources
Learning and teaching this extracurricular activity often involves the use of computers,
projector, tablets and Internet, so it would be preferable to organize such classes in a
classroom that includes computer equipment. Also, there is work with special materials
and tools that will sometimes need to be prepared before the workshop.
Participation of a guest lecturer (architect or similar profile) is planned and possible. They
would expand students’ and teachers’ knowledge with a lecture on a given subject.
In addition, enough space should be provided for student group work. Most of the
outcomes and domains in the curriculum of this extracurricular activity do not depend on
the chronological sequence, so the teacher can plan the teaching process depending
on the preferences (material from other subjects, anniversaries, marking theme dates).
It is desirable to use as many different teaching materials, contents and sources as
possible. The teacher chooses materials in order to achieve outcomes, but students can
make suggestions, depending on their preferences, which the teacher may consider
and take into account.
Contents and programme tools should be related to students’ interests, motivating and
creative.
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1.7. Assessment in extracurricular activity
Assessment in extracurricular activity is formative. That means that quality and dynamics
of student’s progress throughout the period of student’s participation in extracurricular
activity are monitored.
For the assessment of student’s progress in Media Lab extracurricular activity the
following approaches shall be appropriate:
•
Assessment for learning, as an approach to evaluation that is an integral part
of continuous learning and teaching process, it takes place in the course of learning
and teaching and, as such, it primarily serves to improve and plan future learning and
teaching. It results in quality feedback and exchange of experiences on the processes
of learning and acquiring knowledge and skills in relation to set expectations. In the
evaluation for learning we use: columns, evaluation scale, asking students questions,
anecdotal notes, student maps, observations, etc.
•
Assessment as learning is an approach based on the idea that students learn
through assessment, therefore it necessarily involves active participation of students
in the assessment process with continuous teacher support in order to encourage
the development of students’ autonomous and self-regulated approach to learning as
much as possible. In assessment as learning methods are based on the methods of
self-evaluation, i.e. self-reflection and peer evaluation (e.g. self-evaluation with the use
of columns, evaluation scale, learning logs, teacher consultations, etc.).
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2. Example of Media Lab extracurricular activity curriculum (70 classes)
PROJECT
WORKSHOP NAME

DURATION
(70)

LESSON PLAN

3.1.
Introductory project.
Media literacy

2 classes

•
•

Lesson 1 – MEDIA AND TYPES OF MEDIA
Lesson 2 – ONLINE SAFETY

3.2.
Project 1. Toys don’t
have gender

9 classes

•

Lesson 1 – INTRODUCTION – WHAT ARE
STEREOTYPES, STEREOTYPES IN THE MEDIA
Lesson 2 – ASSIGNING ROLES
Lesson 3 – CREATING A COMMERCIAL FOR A TOY
Lesson 4 – PRESENTATION OF ADVERTISEMENT
Lesson 5 – EXAMPLES OF TOY DESIGN
Lesson 6 – TOY SKETCH - DESIGN
Lesson 7 – CREATING ANIMATION
Lesson 8 – PRESENTATION IN CLASS
Lesson 9 – PRESENTATION TO WIDER
COMMUNITY AND ON SOCIAL NETWORKS

3.3.
Project 2. Media
campaign for teenage
health

10 classes

•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•

3.4.
Project 3. Ideal of
beauty

5 classes

•
•
•
•
•

3.5.
Project 4. Cultural
stereotypes and
fashion design

5 classes

•
•
•
•
•
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Lesson 1 – INTRODUCTION TO THE PROJECT –
INFLUENCE OF THE MEDIA ON YOUNG PEOPLE
Lesson 2 – INFLUENCERS
Lesson 3 – PRESENTATION OF PROJECT THEME –
TEENAGE HEALTH AND NEGATIVE INFLUENCES
Lesson 4 – RESEARCH WORK AND DEFINING
PROBLEMS
Lesson 5 –PROBLEM TREATMENT
Lesson 6 – DEVELOPING A SCRIPT FOR
COMMERCIAL
Lesson 7 – PREPARATION OF AD CAMPAIGN
PRESENTATION
Lesson 8 – CAMPAIGN PRESENTATION IN CLASS
Lesson 9 - CAMPAIGN PRESENTATION IN SCHOOL
Lesson 10 – CAMPAIGN PRESENTATION ON
SOCIAL MEDIA AND PUBLIC CHANNELS
Lesson 1 - INTRODUCTION TO THE PROJECT
Lesson 2 – OVERVIEW OF THE NOTION OF
FEMALE BEAUTY THROUGHOUT HISTORY
Lesson 3 –PROBLEM ANALYSIS AND CRITICAL
THINKING
Lesson 4 – IDEA OF BEAUTY TODAY AND THE
INFLUENCE OF THE MEDIA
Lesson 5 – PRACTICAL APPLICATION: MY BEAUTY
Lesson 1.– INTRODUCTION: ETHNIC DESIGNS,
NATIONALITY AND STEREOTYPES
Lesson 2 – FASHION DESIGN AND STEREOTYPES
Lesson 3 – DESIGNING A MULTICULTURAL
ETHNIC PATTERN
Lesson 4 – APPLYING MULTICULTURAL ETHNIC
PATTERN
Lesson 5 – PRESENTATION OF WORKS AND
BREAKING STEREOTYPES

3.6.
Project 5. Preparation
of animated film
„Peter Pan“

9 classes

•
•
•
•
•
•
•
•
•

3.7.
Project 6. Creation of
logo and preparation
of packaging (graphic
and product design)

10 classes

•
•
•
•
•
•
•
•
•
•

3.8.
Project 7. Energyefficient house

10 classes

•
•
•
•
•
•
•
•
•
•

3.9.
Project 8.
Multiculturalism and
multilingualism making of „paprenjak“
gingerbread

8 classes

•
•
•
•
•
•
•
•

Lesson 1. - INTRODUCTION TO ANIMATED FILM,
HISTORY OF ANIMATED FILM AND BASICS OF
ANIMATION
Lesson 2 – TOOLS AND VISUAL ART TECHNIQUES
IN ANIMATED FILM, TYPES OF ANIMATION
Lesson 3 – ELEMENTS OF ANIMATION AND
ILLUSTRATION EXERCISES
Lesson 4 – SYNOPSIS
Lesson 5 – PREPARATION OF SCENE AND PHOTO
– COLLAGE
Lesson 6 –ANIMATION SOFTWARE
Lesson 7 –FILM EDITING
Lesson 8 – USE OF COMPUTER ANIMATION
SOFTWARE
Lesson 9 – PLAYING FILMS
Lesson 1 – INTRODUCTION TO GRAPHIC DESIGN
Lesson 2 – EXERCISE
Lesson 3 – ANALYSIS OF EXAMPLES
Lesson 4 – DEFINING THE PROJECT
Lesson 5 – LOGO SELECTION AND CREATION
Lesson 6 – PRODUCT RESEARCH AND MAKING A
QR CODE
Lesson 7 – SKETCHING A CONCEPTUAL DESIGN
AND CREATING A BLUEPRINT
Lesson 8 – MAKING A PACKAGING TEMPLATE
Lesson 9 – MAKING A LOGO AND SCANNING THE
QR CODE
Lesson 10 – PRESENTATION OF WORKS
Lesson 1 – INTRODUCTION TO THE THEME OF
THE PROJECT
Lesson 2 – RESEARCHING THE PROJECT THEME
Lesson 3 –GUEST ARCHITECT’S LECTURE
Lesson 4 – LECTURE SYNTHESIS, CONSIDERING
PROJECT ISSUES
Lesson 5 – SKETCHING A SUSTAINABLE HOUSE
Lesson 6 – SELECTION AND ELABORATION OF
THE DESIGN
Lesson 7 – BLUEPRINT AND PLAN OF THE HOUSE
Lesson 8 – PROCESSING IN COMPUTER
PROGRAMME
Lesson 9 – PRESENTATION OF WORKS IN CLASS
Lesson 10 – PRESENTATION OF WORKS TO WIDER
COMMUNITY
Lesson 1 – RESEARCHING RECIPES IN GERMAN
AND CROATIAN
Lesson 2 – TRANSLATING RECIPES FROM
GERMAN INTO CROATIAN
Lesson 3 – PREPARATION OF GINGERBREAD IN
TWO GROUPS
Lesson 4 –LABEL MAKING
Lesson 5 – MAKING THE QUESTIONNAIRE,
EVALUATING THE GINGERBREAD
Lesson 6 – MAKING THE PACKAGING
Lesson 7 – PRESENTATION OF PRODUCTS AT A
SALES STAND
Lesson 8 – PRESENTATION OF THE WEALTH OF
NATIONAL HERITAGE OF DIFFERENT CULTURES
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3. Teacher manual for „Media Lab“ extracurricular activity
3.1. Introductory project. Media literacy
Duration:
2 classes
Keywords:
Media, media history, media literacy, digital literacy, online safety, digital footprint
Educational objectives of the lesson:
Introduce students to basic notions of media literacy, as well as its purpose.
Students’ achievements:
Getting acquainted with types of media
Getting acquainted with the history of media
Understanding the notion and purpose of media literacy
Considering the role of media in society
considering the good and the bad side of the media
creating digital content (online questionnaires)
critical thinking
Teaching materials and aids:
PowerPoint presentation „Introduction to media“
https://repo.os-mgubec.eu/article/hr/14/introduction-to-media-presentation

Author of the presentation: Ivana Devernay Cimić, 2019, computer, projector
List of attachments:
PowerPoint presentation „Introduction to media“
https://repo.os-mgubec.eu/article/hr/14/introduction-to-media-presentation

Knowledge sources:
Introduction to Media Literacy: Crash Course Media Literacy #1
https://www.youtube.com/watch?v=AD7N-1Mj-DU

Tip 1: Think Before You Share
https://www.youtube.com/watch?time_continue=88&v=BcdZm3WAF4A

Tip 2: Protect Your Stuff
https://www.youtube.com/watch?v=ue1r_63GkIw

Tip 3: Know & Use Your Settings
https://www.youtube.com/watch?v=ALJk5416mNM

Tips 4: Avoid Scams
https://www.youtube.com/watch?v=BX3y_an89PQ

Tips 5: Be Positive
https://www.youtube.com/watch?v=5XXlDS7TtwY

Course of activities
Lesson 1 - INTRODUCTION TO MEDIA
a conversation with students about what media means: What Is Mass Media? Definition, Types, Influence & Examples, after which a video titled Introduction to
Media Literacy is played to them students list the types of internet access they have
at home groups and types of social media that students use most frequently are
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shown, as well as their similarities and differences
through video clips, students analyse family communication via media (historically, in
the 1950 and today); TV vs. Smartphone
students express their opinions and discuss the issues of "addiction" to mobile
phones, i.e. smartphones
students are shown photographs and illustrations depicting the problem of
interpersonal communication and disrupted interpersonal relations, but also the
quality of own life
students are introduced to the positive role of the media that inform, educate,
entertain and enable personal growth and development
students are introduced to different types of media and their characteristics and
values: books, radio TV, internet
students are invited to use the possibility of attending online educational
programmes such as Coursere and LYNDA by LinkedIn, to follow entertaining
educational videos with quality content via YouTube channels, such as, Bih Think;
use e-Books; online dictionaries and spellchecks
students are given the assignment to create an online questionnaire using the link
https://docs.google.com/forms/u/0/ about the activity of others (respondents) with
regard to the type of media and social networks they use
students are asked to comment whether they would like to communicate via
different media in school and why (Would you like to have a way of communicating
via different media in your school?)
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Lesson 2– ONLINE SAFETY
after getting acquainted with the positive sides of the media, a conversation is had with
students about the negative sides of the media, accompanied by an explanation about
those: Virtual violence on TV, pornography, identity theft, paedophilia, manipulation
in advertising/commercials, lack of internet censorship, incorrect information, false
quotes, false accusations, sensationalism, disrespect of children's rights, addiction
students fill in the questionnaire "Internet Safety Glossary" using which they test
their knowledge and acquire new knowledge through the recognition of certain
terms such as Spam, Trolling, Sexting, Grooming, Phishing, Happy slapping, Malware,
Cyberbullying, Predator, etc.
students are advised on how to avoid negative sides of the media, i.e. how to protect
themselves online: think critically about the message and the content of the media,
comment on the media with trustworthy adults and professionals, verify the accuracy
of information, think before making a decision and protect personal data
students watch short educational videos on online protection: Tip 1: Think Before You
Share, Tip 2: Protect Your Stuff; Tip 3: Know & Use Your Settings; Tips 4: Avoid Scams,
Tips 5: Be Positive
students fill in the My Digital Footprint questionnaire about their activity on social
networks, they write about and "draw" their digital profile
at the end of the workshop, students evaluate their results and draw conclusions
about their digital footprints
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3.2. Project 1. Toys don’t have gender
Duration: 9 classes
Keywords:
Gender equality, stereotypes, prejudice, media, advertising, children
Educational objectives of the lesson:
Make students aware of the presence of stereotypes in media advertising and their
influence on young people, after which students create a commercial for a particular
toy that breaks prejudices and sends the message that "toys don’t have gender"
Students’ achievements:
•
•

•
•

•

•
•
•
•

understanding the meaning of stereotypes and their influence on forming
attitudes among young people
understanding gender stereotypes in media advertising, but not always in
negative context (e.g., girls are sensitive, gentle, vulnerable and like pink, and
boys are rough, strong, forceful and like colour blue)
creating a mind map as a blueprint for an advertisement that promotes a certain
children’s toy
write a script/storyboard for the commercial: present a toy that is mostly played
with by the children of the opposite sex. For instance, girls should design a
commercial for a toy car or water gun, and boys should create an advertisement
for a doll or a set of cooking pots.
Role play, i.e. present the commercial "Toys don’t have gender" lasting
approximately 1 minute, with the option of using a mobile phone or tablet with a
video camera
Creating a mobile collage with the toy motif – of a spring "Magic spring rainbow"
Knowing how to photograph animation phases of a mobile collage
Knowing how to edit a short animation that presents " Magic spring rainbow
"using GIF Maker - GIF Editor digital apps on mobile phone
additionally, creating a 1-minute video- commercial that promotes the same toy –
colourful plastic spring, using Viva Video app (for Android mobile phone)
Teaching materials and aids:

Various toys and, additionally, a colourful plastic spring as a toy, paper A4, pencils,
scissors, pins, mobile phone or tablet, computer, projector, felt-tip pens in colour,
plastic caps of different sizes, triangles, rulers and similar geometrically shaped
items
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List of attachments:
PowerPoint Presentation „Marketing to teens - Toys do not have a gender –
Stereotypes in the mass media“
https://repo.os-mgubec.eu/article/hr/13/igracke-nemaju-spol;

Author of the presentation: Ivana Devernay Cimić, 2019
Links to commercials talking about stereotypes in advertising toys for boys and girls:
Gender Roles and Stereotypes
https://www.youtube.com/watch?v=Ulh0DnFUGsk

Gender Marking in Moonsand
https://www.youtube.com/watch?v=Zgdj5FXOOp8

PPT "Marketing to Teens" – created by the teacher
Sources of knowledge:
a) For students (textbooks, manuals and other sources of knowledge):
Gender Roles and Stereotypes
https://www.youtube.com/watch?v=Ulh0DnFUGsk

Gender Marking in Moonsand
https://www.youtube.com/watch?v=Zgdj5FXOOp8

PPT "Marketing to Teens"
https://repo.os-mgubec.eu/article/hr/13/igracke-nemaju-spol ;

Author of the presentation: Ivana Devernay Cimić, 2019
GIF Maker - GIF Editor digital app for mobile phones
Viva Video app (for Android mobile phone)
Social network (Instagram)
YouTube (online video sharing network)
b) For the teacher (professional and scholarly, methodological, pedagogical,
psychological literature):
YouTube links to commercials advertising the sale of toys for boys and girls optional
Gender Roles and Stereotypes
https://www.youtube.com/watch?v=Ulh0DnFUGsk

Gender Marking in Moonsand
https://www.youtube.com/watch?v=Zgdj5FXOOp8

GIF Maker - GIF Editor digital app for mobile phones
Viva Video app (for Android mobile phone)

24

Course of activities
1st part of the workshop
Lesson 1 – INTRODUCTION – WHAT ARE STEREOTYPES, STEREOTYPES IN THE
MEDIA
conversation with students on the meaning of the term stereotype and stereotypes
in the media: which stereotypes we can recognize in advertising, in children’s toys
commercials, how they affect children (for instance, boys are rough and aggressive,
girls are gentle and passive)
students watch a video about gender stereotypes in the media, which is followed
by a discussion: what students think about how such stereotypes were created
(whether it is due to gender differences), what message the media sends to children
through commercials, how commercials for boys differ from commercials for girls,
what types of commercials refer to both genders
students watch commercials for artificial substance/modelling clay (the same
product is advertised in two different ways), and after that they analyse and
compare these two commercials (which colours prevail, what kind of music, the
volume of sound, female and male characters, speaker, etc.); who are they aimed at
and based on what they made that conclusion
students analyse promotional brochures in which boys and girls advertise toys
for the opposite sex (a girl is playing with a water gun, and a boy takes doll’s
temperature using a "thermometer", boy and girl play together with dolls and a doll
house); students conclude that "toys don’t have gender"
Lesson 2 – ASSIGNING ROLES
students are divided into four groups of three students and they are given an
assignment: each group will get a toy from the teacher but so that the boys get a
"feminine" toy, and girls get a "masculine" one. They need to make a commercial for
that toy that will promote ways in which children can play with that toy.
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Lesson 3 – CREATING A COMMERCIAL FOR A TOY
Students create a mind map for their commercial and then a script/storyboard for
the commercial which will last about 60 seconds.
They get 10 minutes to practice a short role play for the commercial

Lesson 4 – PRESENTATION OF COMMERCIAL
Each student group role plays the commercial in turns, presenting it to each other
Then they evaluate each commercial together: which persuasion strategies they
used on buyers through the commercial and which emotions they tried to elicit (the
emphasis is on empathy)
2nd part of the workshop
Lesson 5 – EXAMPLES OF TOY DESIGN
students are presented with a colourful plastic toy spring and they demonstrate the
ways it can be played with (stretch it in different directions, bend it...)
as a prompt for artwork which will be a part of the final animation, students watch
mobile graphic art of Miroslav Šutej
students choose several geometric shapes using which they will draw/trace their
shapes (plastic caps and cups of different sizes, triangles, rulers) with a felt-tip pen
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Lesson 6 – TOY SKETCH - DESIGN
using felt-tip pens in colour they trace shapes of different objects, with a small
movement in random direction, thus making forms resembling a spring or pipes
then students cut out these springs and stack them into different shapes, which will
be rotated around their axis. These shapes need to be fastened with a pin at the
axis of rotation.
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Lesson 7 – CREATING ANIMATION
students photograph each movement in the rotation of these shapes around
the axis several times. That way they create a series of images /phot collages
from which they will edit a short animation of "mobile collages" as a part of the
advertisement for the toy spring.
Students download a free digital app GIF Maker - GIF Editor on their mobile phones
or tablets and, using it, they edit a short animation that presents a "Magic spring
rainbow"
In addition, students can create a one-minute video commercial that promotes
the same toy - a colourful plastic spring, using Viva Video app (for Android mobile
phone)

Lesson 8 – PRESENTATION IN CLASS
In the end, they watch their short animations to promote the toy "Magic spring
rainbow" which the children play with regardless of gender/sex
Lesson 9 – PRESENTATION TO WIDER COMMUNITY AND ON SOCIAL
NETWORKS
subsequently, students can share their digital works on a social network (Instagram)
or publish them on YouTube, online video-sharing channel

28

3.3. Project 2. Media campaign for teenage health
Duration: 10 classes
Keywords:
Media, media campaign, media literacy, health education, young people
Educational objectives of the lesson:
•

make students aware of the negative effects of the media on their overall health,
after which they create a media campaign for teenage health.
Students’ accomplishments:

•
•
•

•

•
•
•
•
•

understanding the powerful impact of the media on the overall teenage health
differentiating negative and positive impact of the media on young people
implementing research / survey about the relationship of the young people and
media knowing how to create a script/storyboard for an advertising campaign:
specifying the definition, causes, symptoms, consequences, statistical data
and the ways to cure a particular health issue knowing how to create a media
campaign for teenage health based on a certain issue/topic using digital tools,
apps and software (Power Point, Prezi, Video, Kahoot online quiz)
promoting/spreading a campaign among young people in a wider school
community orally or online (Prezi on line, Kahoot online quiz, YouTube video,
social networks/Instagram)
Power Point presentations and Prezi presentations – students’ media campaigns
Student’s videos and media campaigns
Kahoot online quiz
Students’ Instagram profile
YouTube as a link to created health media campaign
Teaching materials and aids:

tablet, smartphone, computer, projector
List of attachments:
•

Power Point presentation Media campaign for teenage health

https://repo.os-mgubec.eu/article/hr/6/digital-media-health-awareness-media-campaign

Sources of knowledge:
a) For students (textbooks, manuals and other sources of knowledge):
DRUGS
https://www.youtube.com/watch?v=reLUx5auh_I

ALCOHOL
https://www.youtube.com/watch?v=iKUEMGdN3JU

SMOKING
https://www.youtube.com/watch?v=E8f0GiFXGMo
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EATING DISORDERS: ANOREXIA AND OBESITY
https://www.youtube.com/watch?v=cVi7U53rItA
https://www.youtube.com/watch?v=CRkJFa9W9S8

GAMING ADDICTION
https://www.youtube.com/watch?v=VQMqpvR2ns8
https://create.kahoot.it/login?next=%2F
https://prezi.com/kd5tlxznexpq/prezi-create-online-presentations-for-free/

b) For the teacher (professional and scholarly, methodological, pedagogical,
psychological literature):
https://create.kahoot.it/login?next=%2F
https://prezi.com/kd5tlxznexpq/prezi-create-online-presentations-for-free/

YouTube links to advertising trailers promoting health (anti- smoking, alcohol, drugs,
eating disorders, Internet addiction commercials, etc.)
Course of activities
Lesson 1 – INTRODUCTION TO THE PROJECT – INFLUENCE OF MEDIA ON
YOUNG PEOPLE
A conversation with students about what they think about the media and media
influence on their health
A group of students gets an assignment to research, collect data and create a
presentation about the impact of influencers on young people

Lesson 2. - INFLUENCERS
The same group of students presents to other students who the influencers are,
they present famous historic personalities as influencers in society
All students discuss the impact influencers have on young people
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Lesson 3 – PRESENTATION OF PROJECT THEME – TEENAGE HEALTH AND
NEGATIVE INFLUENCES
Students are shown commercials related to a certain issue: addiction to smoking,
alcohol, drugs, eating disorders (obesity, anorexia, bulimia), addiction to computer
games and Internet in general
After watching commercial examples, students convey their impressions about what
they saw, they analyse the ad campaigns and express their opinions
Lesson 4 – RESEARCH WORK AND DEFINING PROBLEMS
Students are given an assignment to address one health issue among young people
which is a consequence of media impact; the health issue needs to be defined,
causes need to be examined, symptoms need to be defined, consequences and
certain statistical data needs to be specified and a method of treatment determined
Students are divided into groups or pairs and they use tablets, computers, mobile
phones, i.e. the Internet
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Lesson 5 –PROBLEM TREATMENT
As a form of research work, they also create a digital Kahot quiz for their peers,
which they answer online, they carry out an oral quiz/interview and they enter all
the answers they obtained, as well as edit them in an Excel table in the form of a
graphic presentation.
Lesson 6 – DEVELOPING A SCRIPT FOR COMMERCIAL
Then they present and take note of ideas for the script/storyboard for their
promotional video, i.e. health media campaign (regarding a certain issue)
Lesson 7 – PREPARATION OF AD CAMPAIGN PRESENTATION
after elaborating a storyboard, they collect all the data into a Power Point or Prezi
presentation or in the form of a short video trailer/work.

Lesson 8 – CAMPAIGN PRESENTATION IN CLASS
after preparing their health advertising media campaigns, students present them to
each other, they answer questionnaires, quizzes and draw conclusions and lessons
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Lesson 9 – CAMPAIGN PRESENTATION IN SCHOOL
also, they give their presentations to other students in the wider school community,
with the aim of promoting a healthy approach to media in order to decrease the
negative impact of the media on young people and, consequently, certain health
issues
Lesson 10 – CAMPAIGN PRESENTATION ON SOCIAL MEDIA AND PUBLIC
CHANNELS
students can share their presentations, quizzes or questionnaires on their social
media as well, i.e. on their YouTube channel, so they can spread the health media
campaign
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3.4. Project 3. Ideal of beauty
Duration: 5 classes
Lesson plan:
1. Gender roles - woman in society, Beauty mark through history – presentation
and conversation;
2. Beauty mark through history and selfie culture - questionnaire
3. Digital app use - Selfie photo editing in Snapseed
4. Use of online digital tools - Pinkmirror photo editor - Golden me, editing portrait
photo according to golden ratio
5. Make-up beauty revival self-portrait in one of the historical style periods
Keywords:
beauty, ideal of female beauty, Beauty Mark, historical periods, culture, fashion,
media (mass media), digital media (app tools) culture
Educational objectives of the lesson:
•
•

•
•

•
•

•

learn the concepts of beauty, ideal of female beauty, historical period /time
period, culture, fashion, Beauty Mark, identity, media (mass media), digital media
spotting the characteristics/notion of female beauty in a certain cultural time
period; detecting similarities and differences with regard to the position/role of
women throughout history; similarities and differences and positive and negative
sides in understanding female beauty through centuries/decades.
recognizing the characteristics/notion of female beauty in a certain historical
time period (fashion); position/role of women throughout history
understanding the notion of beauty in general according to the golden ration
principles (portrait and body proportions); positive and negative sides (and
consequences) of blindly following the ideal (striving to perfection); role/position
of a woman in society
complete a worksheet in which a certain time period (century/decade) needs to
be linked with the characteristics describing the notion of ideal female beauty
forming own perception of the concept of beauty on their own portrait using
digital tools such as photoshop and/or transform own portrait by applying
makeup in a certain historical style (Make Up Revival).
noticing how the media may influence the formation of a woman’s identity.
Students’ accomplishments:

•
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Students will be introduced to the ideal of female beauty of a certain cultural
time period/style, mass media, multiculturalism and digital tools. They will
independently recognize the characteristics of the notion of beauty throughout
history/time period, critically think about ideal female beauty in relation to social
life and creation of self-image. Students will recognize deviant, manipulative and
negative influences of particular media contents on building personal identity.

Teaching materials and aids:
•
•
•
•

presentation on the subject of ideal female beauty since prehistoric times to
today https://repo.os-mgubec.eu/article/hr/9/beauty-mark-prikaz-ljepotevideo on the concept of female beauty throughout history and today (mass
media)
use of projector or whiteboard to project teaching materials
use of tablets (camera, digital apps and tools) and/or use of computer (digital
apps and tools)
Sources of knowledge:

Video:
1. How Women's Perfect Body Types Changed Throughout History
https://www.youtube.com/watch?v=y4ipUdS8Td4

2. Women's Ideal Body Types Throughout History
https://www.youtube.com/watch?v=obRWSuowYJg

3. Women's Ideal Body Types Throughout History
https://www.youtube.com/watch?v=Xrp0zJZu0a4

4. Beauty Mark, Body Image & the Race for Perfection
https://shop.mediaed.org/beauty-mark-p64.aspx

5. Body Image Documentary: THE ILLUSIONISTS – on the globalization of beauty
https://www.youtube.com/watch?v=Ak22UNcDa1k

6. Beauty | Documentary on Societal Beauty Standards
https://www.youtube.com/watch?v=8eAL4JNQQU8

7. Advertising's Image of Women
https://shop.mediaed.org/killing-us-softly-4-p47.aspx

Course of activities
Lesson 1 – INTRODUCTION TO THE PROJECT
Announcing the topic of ideal female beauty and the position/role of women in
society throughout history. Students respond to the question of what the notion of
beauty means to them.
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Lesson 2. – OVERVIEW OF THE NOTION OF FEMALE BEAUTY THROUGHOUT
HISTORY
• Using Powerpoint presentation, through a demonstration and conversation with
students, examples illustrating the notion of female beauty from prehistoric times
until today are overviewed:
• Venus of Willendorf as the notion of goddess of fertility and beauty in prehistory
• Queen Nefertiti and Egyptian obsession with beauty
• Bodily proportions according to the cannon in Greek art
• Aesthetic preferences in Chinese culture of the Ming dynasty
• Renaissance "divine" system of proportions according to the golden ration
principles (Mona Lisa symbolism in a different context)
• Opulent Baroque curves and sensuality
• Victorian feminism and waist cinching, fight for women’s rights
• women's activism in the 1940s (right to vote and gender equality)
• golden age of Hollywood (1930 - 1950) – sex appeal, heavy makeup (hourglass
figure)
• 1960s- adolescent physique
• 1980s – supermodel period (athletic build)
• 1990s - heroin chic, androgynous look
• 21st century to this day - drastic changes – Barbie doll body, skinny beauty with
large breasts, aesthetic surgery, Photoshop, obsession with perfect looks, selfie
culture
• Students are shown a video about how the notion of perfect female body
changed throughout history (1st, 2nd and/or 3rd video)
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Lesson 3 – PROBLEM ANALYSIS AND CRITICAL THINKING
• conversation with students about the similarities and differences related to the
notion of female beauty throughout history
• after the presentation and watching the video students fill out a questionnaire
(worksheet) where they have to link the time period (century/decade) with the
characteristics describing the notion of female beauty

Lesson 4 – IDEA OF BEAUTY TODAY AND THE INFLUENCE OF THE MEDIA
• Playing a video on contemporary idea of beauty (face and body) and striving
towards perfection (Photoshop) (video 4 and/or 5)
• Discussion:
• Students observe and make conclusions based on the presented materials
about the new understanding of the ideal of beauty and own perception of
beauty
• Critical thinking and drawing conclusions on how the media affects the shaping
of a woman’s, i.e. individual’s identity
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Lesson 5 – PRACTICAL APPLICATION: MY BEAUTY
Students can choose which of the assignments they will do:
1. editing a profile photo using digital apps - Snapseed and online digital tools,
Pinkmirror photo editor - editing profile photo according to golden ratio principles
2. Make-up in the chosen style/ideal of female beauty of a certain period in history
(e.g. Egyptian period, Renaissance, Baroque, 1960s, etc.)
Students present their work to the rest of the students in class
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3.5. Project 4. Cultural stereotypes and fashion design
Duration: 5 classes
Keywords:
Stereotypes, cultural identity, ethnology, fashion, design
Educational objectives of the lesson:
To make students aware of the presence of stereotypes in perceiving racial, national
and cultural identity through ethnic fashion; the issue of plagiarism in fashion
industry, after which the students are introduced to rich ethnic folk costumes around
the world, creating a scarf with traditional, multicultural pattern.
Students’ achievements:
•
•

•

•
•

•

•

•
•

Evaluating the patterns/details of folk costumes of different European and world
cultural heritages according to aesthetic sensibility
Evaluating the degree of popularity according to national, ethnic, racial and
cultural belonging (on a scale ranging from “I like it” to “I don’t like it”), as
responses to the questions: Who do you want as your neighbour? and Who do
you want for a friend?
Based on the designs of various fabrics, notice what they have in common and
what differentiates them (shape, colour, rhythm) and what we as humans/nations
have in common and what is different about us
Understanding the meaning of terms such as stereotype and prejudice and
becoming aware of them through personal experience in given exercises
Understanding the meaning of plagiarism and traditional value (in the world
of fashion) and recognizing their similarities and differences (traditional folk
costumes of Romanian region Bihor vs. Dior’s fashion collection).
Recognizing traditional values of Romanian folk costumes and the importance
of their promotion, branding and sale as a form of direct help to the local
community
Knowing how to draw, in colour, a unique, simplified, multicultural pattern for
textile design, combining three different samples from various cultures and
nationalities
Designing a cloth, i.e. scarf by drawing a multicultural pattern with a felt-tip pen
for fabrics
Wearing a multicultural scarf as a fashion accessory (around the head, waist or
neck) symbolically accepting other national identities and cultures, breaking
stereotypes and spreading tolerance
Teaching materials and aids:

worksheets (evaluation based on aesthetic sensibility, according to national and
ethnic or racial identity) or cards with the patterns of copied detail of the fabric of
folk costumes of different cultures and nations, A4 paper, crayons, textile felt-tip
pens in colour, ruler, unbleached linen in the shape of a scarf, mobile phone or tablet
with a camera, projector, computer
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List of attachments:
PPT "Multiculture and Stereotypes"
https://repo.os-mgubec.eu/article/hr/11/kulturni-stereotipi-i-modni-dizajn

Bihor Couture. The story.
https://www.youtube.com/watch?v=Q-i7-ZC-0Hs

Sources of knowledge:
a) For students (textbooks, manuals and other sources of knowledge):
PPT "Multiculture and Stereotypes"
https://repo.os-mgubec.eu/article/hr/11/kulturni-stereotipi-i-modni-dizajn

Bihor Couture. The story.
https://www.youtube.com/watch?v=Q-i7-ZC-0Hs

b) For the teacher (professional and scholarly, methodological, pedagogical and
psychological literature):
various monographs demonstrating folk costumes from different cultures - optional
PPT "Multiculture and Stereotypes"
https://repo.os-mgubec.eu/article/hr/11/kulturni-stereotipi-i-modni-dizajn

worksheets (evaluation according to aesthetic sensibility, national and ethnic or
racial identity) – created by the teacher
Bihor Couture. The story.
https://www.youtube.com/watch?v=Q-i7-ZC-0Hs

Course of activities
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Lesson 1 – INTRODUCTION: ETHNIC DESIGNS, NATIONALITY AND
STEREOTYPES
• Students are given worksheets that illustrate magnified details (patterns)
of textile design from different folk costumes and they are given their first
assignment: five patterns of folk costumes marked by letters a, b, c, d and e
should be rated on a scale from “I like it” to “I don’t like it”
• They are given the information about the origin of these folk costumes (Croatia,
Slovenia, Bulgaria, Slovakia, Hungary) and they are asked whether they would
give the same answers if they had that information before and why
• Then students are given worksheets presenting another five magnified details of
folk costumes from various European cultures
• After they mark them with letters, students rate them on a scale from “I like it” to
“I don’t like it”, they are given a new sheet on which the names of five different
nationalities are written, marked by letters a, b, c and d, and students need to
arrange them on a scale from “I like it” to “I don’t like it”, as a response to the
question “Who do you want for a neighbour?” (a Romanian, French, Italian,
Czech and Austrian)
• The answers provided in these two worksheets are compared and they are once
more asked whether they would respond in the same way if they had known this
information before and why
• In the third assignment students are given a set of five new patterns of folk
costumes from various world heritage cultures, which they again need to arrange
according to their popularity on a scale from one to five.
• furthermore, as the answer to the question “Who do you want for a friend?”
on the last worksheet, on a scale from “I like it” to “I don’t like it”, they need to
arrange various racial groups or nationalities (Moroccan, Indian, Croat, Tibetan
and Mexican; Croat, Slovene, Bosnian, Serbian and Macedonian)
• the answers in these two worksheets are compared and they are once more
asked whether they would respond in the same way if they had known this
information before and why
• students observe the patterns on textile in the last assignment, comparing
them, what they have in common and what makes them different (shape,
colour, rhythm), and what we as humans/nations have in common and what
distinguishes us
• students are engaged in a conversation about the meaning of the term
stereotype where they become aware of stereotypes and prejudices based on
their own experiences
Lesson 2 – FASHION DESIGN AND STEREOTYPES
Students watch a video about plagiarism in fashion industry, i.e. a video promoting
traditional values of the folk costumes of Romania, and unmasking Dior’s plagiarism
and these costumes at Paris Fashion Week (traditional folk costume of Bihor region
vs. Dior’s fashion collection). Additionally, the video also invites its viewers to buy
traditional Bihor clothing, which sales directly financially benefit the local community.
This is followed by a discussion about what was just watched: the purpose of
fashion industry, stereotypes, plagiarism, financial worth, etc.
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Lesson 3 – DESIGNING A MULTICULTURAL ETHNIC PATTERN
• this is followed by a visual arts assignment: students choose three different
patterns of traditional costumes (from previous work sheets) and they unite them
into a unique, simplified multicultural pattern for textile design
• first, they sketch the pattern on paper, they take something from each one:
colour, shape, rhythm...

Lesson 4 – APPLYING MULTICULTURAL ETHNIC PATTERN
students get triangular pieces of fabric (unbleached linen), which they decorate with
their multicultural pattern, using felt-tip pens for textiles
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Lesson 5 – PRESENTATION OF WORKS AND BREAKING STEREOTYPES
in the end, each student puts on a scarf as a fashion accessory (worn around the
head, waist or neck), symbolically accepting other national identities and cultures,
breaking stereotypes and spreading tolerance
Students are photographed with scarves and they can also organize a fashion show
that promotes multicultural scarf design
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3.6. Project 5. Preparation of animated film „Peter Pan“
Duration: 9 classes
Keywords:
Animation, stop – animation, computer animation, digital literacy, media literacy, film
Educational objectives of the lesson:
•

Understanding the process of animation and knowing how to create own film in
stop- animation technique
Students’ achievements:

•
•
•
•
•
•
•

Understanding the process of animation (moving images); frames per second,
timing (shot duration)
Understanding how classic animation is made (in a pen) and who creates
animated film (chief animator, assistant, junior animator, director of animation)
Recognizing the difference between the classical and contemporary animated
film (computer animation)
Understanding how animated film developed throughout history
Getting acquainted with different types of animation and their techniques
Knowing how to apply the technique of pixilation (photographing live actors in a
frame-by-frame animation) in digital photography
Creating a short stop-motion animation
Teaching materials and aids:

PPT presentation, pencil, eraser, small block of paper, A4 white drawing paper,
digital camera, smartphone, computer, tablet (Internet, computer programmes)
List of attachments:
Power Point presentation "Animation"
https://repo.os-mgubec.eu/article/hr/8/digital-animation-practice

Sources of knowledge:
animated films of choice:
• "Fantasmagorie", Emile Cohl, 1908
• Winsor McCay, "Dinosaur Gertie", traditional animated film, 1914
• Dušan Vukotić, "Surogat", 1962
• Boris Kolar, "Vau, vau", 1964, Zagreb film
• Borivoj Dovinković, "Škola hodanja", 1966
• "Baltazar, Zagreb School of Animated Films, 1967- 1971, Zlatko Grgić
• Eadweard Muybridge, The Horse in Motion (simultaneous shots using several
cameras), 19th century
• Shrek, (dreamworks) 2001
• Lotte Reiniger, "Pustolovine princa Ahmeda", 1926. – cut out silhouettes,
animated feature film P. Lord and D Sproxton, “morph”, 1977, (clay model
animation)
• N. Park and S. Box, “Wallace i Gromit” u velikoj povrtnoj zavjeri”, 2006, clay
model animation, special effects and stop-animation)
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•
•
•
•
•
•
•

J. Serrone, S. Rose, “Angela Anaconda”, 1999. (TV series recorded based on
animated digitally cut out photographs)
Aleksandr Petrov, “Starac i more”, 1999., paint-on-glass-animation
Len Lye, “Kutija za boje”, 1936., (drawn-on-film animation; patterns and textures)
C. Butler and S. Fell. “ParaNorman”, 2012., (set in stop animation , 3D printer for
puppet faces)
photo editing software (Snapseed, MS Paint, MS Power Point, Photoshop)
animation editing software (Gif maker, Movie Maker, Animation maker)
Eva Cvijanović, “HEDGEHOG’S HOME”, adaptation of Ježeva kućica by B. Čopić
https://www.facebook.com/OttawaAnimationFestival/videos/604197803343506/

•
•
•

Borivoj Dovinković-Bordo, “Škola crtnog filma”, Prosvjeta, Zagreb, 1996
Dragomir Dančević, Moj prvi animirani film”, Profil, 2012
internet links for the abovementioned animated films

Course of activities
PROCESS OF MAKING AN ANIMATED FILM "Peter Pan Flying"
Lesson 1 - INTRODUCTION TO ANIMATED FILM, HISTORY OF ANIMATED FILM
AND BASICS OF ANIMATION
•

•

Students are explained the meaning of the term animation, what animation
is, how it is created, who creates it (chief animator, assistant, junior animator,
director)
They are given a short history of animated film (see the list of animated films
below: Sources of knowledge)
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Lesson 2 - TOOLS AND VISUAL ART TECHNIQUES IN ANIMATED FILM, TYPES
OF ANIMATION
•

•
•

Students are introduced to materials and conditions of working in traditional
animation (art supplies, materials, resources and tools; animator’s desk, pens,
animation paper, camera, video camera…)
The difference between traditional, (hand) drawn animation and contemporary
(computer) animation is explained
Students are introduced to and they are presented with different types of
animation, visual art, traditional, contemporary and combined animation
techniques: hand-drawn animation, cutout animation, clay model animation,
object animation, toy animation and Lego animation, blackboard animation,
experimental techniques, pixilation (recording live actors in frame-by-frame
animation), photorealistic animation (digital), stop-motion (stop-frame) animation,
computer 3D animation

Lesson 3. - ELEMENTS OF ANIMATION AND ILLUSTRATION EXERCISES
•

•
•
•
•

•
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To teach them how to activate, i.e. animate a character in motion (create the
illusion of movement) students are explained the terms extremes and poses (inbetweens) using illustrations
Students can do an exercise – optical game (flip book) with a simple drawing of
a bouncing ball
They are presented with the expressiveness of extremes and lines of action in
animated film
using illustrations students are shown how to animate simple walking
students do an exercise: they put in order mixed up cutouts/drawings of
animated walking according to their proper sequence so they could learn how to
animate movement
students are introduced to set design rules (scenes and schedules, models and
props, background)

Lesson 4 - SYNOPSIS
•
•
•
•

students are introduced to terms: synopsis, script and storyboard
students need to be introduced to the synopsis of the story about Peter Pan (J.
Matthews Barrie – Petar Pan – correlation with language and literature class).
students need to make a photo collage script for the scene of Peter Pan flying
after they have learned about the concept of shot and scene in animated film,
students elaborate the script - storyboard, with a detailed description of shots
(duration, music) in the form of photo collage (the character of Peter Pan in
different poses from a certain viewing point)

Lesson 5 – PREPARATION OF SCENE AND PHOTO – COLLAGE
•
•
•
•

students model extremes and poses for a certain motion of Peter Pan’s character
in the form of a photo collage
students are introduced to different ways of making a scene, different types of
set design and the use of props
students prepare the background with teacher’s help against which they will
record/photograph every image (transition) - Peter Pan character flying
students photograph shots with the assistance of the teacher and head of photo
group (Peter Pan flying), based on the storyboard
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Lesson 6 – ANIMATION SOFTWARE
•
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students are introduced to basic computer graphics (image/photo editing), they
are shown an example of cropping in an appropriate software (Paint, Power
Point, Photoshop)

Lesson 7 – FILM EDITING
•

•
•

students choose the best photographs/images that show movements (extremes
and poses) of Peter Pan flying; they crop the chosen images in Power Point by
isolating the character from the background (a mat, as the case may be)
students choose the photo background of a starry night sky on websites that
offer free downloads
with teacher’s help students connect isolated movements of Peter Pan’s
character and the chosen starry night background in Power Point or Photoshop.

Lesson 8 – USE OF COMPUTER ANIMATION SOFTWARE
• students are introduced to technical application of some of the animation
software (e.g. Movie maker, Gif maker, Anation maker)
• students practice motion and transformation in stop-frame animation using a
simple editing software (Gif maker or Movie maker)
• students import images (edited photographs) into the software, they set timing
(they determine
• the length of duration of a certain image) and the way images transition
• they choose and enter sound/music based on edited image in order to be able
to start the animation software
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Lesson 9 – PLAYING FILMS
•
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students present their half-minute animated film "Peter Pan flying" to other
students. They are actively involved in the discussion about the quality and the
making of the film.

3.7. Project 6. Creation of logo and preparation of packaging (graphic and
product design)
Duration: 10 classes
Keywords:
Graphic design, product design, logo, marketing
Educational objectives of the lesson:
•

Recognizing quality graphic design and packaging design, understanding
and changing design specifications and applying the design specifications in
creating a logo and making product packaging (healthy burger).
Students’ achievements:

•
•
•
•

•
•

•
•
•

•
•
•
•

Understanding the meaning of logo/trademark
Differentiating between well and badly designed logos
Defining the specifications of packaging design for a burger (aesthetics, colour,
shape, material, durability, functionality, size, workmanship, ecological principles)
After conceptual sketches, creating the best conceptual design of the logo
in a logo making software that can be download for free online (Canva,
Freelogomaker, BrandCrowd) or drawing it in MS Paint
Knowing nutritional and calorie values of a healthy burger (of their choice), and
explaining the choice
Knowing how to create data (nutritional and calorie values) in the form of QR
Code using an online app (QR Code Generator) and knowing how to download
the code
After conceptual sketches, drawing the best conceptual design for a cardboard/
paper packaging design of a healthy burger,
Knowing how to create a sketch of a packaging in 1:1 scale and drawing the
template of cardboard burger packaging
Knowing how to precisely and neatly cut out the template of the cardboard/
paper packaging and fold it into a three-dimensional form, with the
corresponding logo and QR code.
Knowing how to install QR Code Skanner on a smartphone,
Knowing how to scan QR code from the packaging in order to find out about the
nutritional value of the burger
Presenting their packaging and evaluating it based on the principles of good
design
Becoming aware of ecological principles in making the packaging and the
importance of the recipe for a healthy burger
Teaching materials and aids:

tablet, mobile phone, computer, projector, graph paper, ruler, triangle, pencil, eraser,
compass, scissors, glue, colour printer, A4 printing paper
List of attachments:
PPT " Packages and logo design"
https://repo.os-mgubec.eu/article/hr/7/graphic-design-practice
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Sources of knowledge:
a) For students:
MS Power Point
MS Paint
Logo-making software that can be downloaded online for free (Canva,
Freelogomaker, BrandCrowd),
online digital tools and apps (QR Code Creator, QR Code Skanner)
b) For the teacher:
Free online logo-making software (Canva, Freelogomaker, BrandCrowd)
online digital tools and apps (QR Code Creator, QR Code Skanner)
Course of activities
Lesson 1 – INTRODUCTION TO GRAPHIC DESIGN
•

Students are introduced to the meaning of the term logo/trademark, they are
presented with the basic characteristics of good logo design (it has to be simple,
readable, convey the message clearly, recognizable)

Lesson 2 – EXERCISE
•
•

Students perform an exercise where they need to differentiate between well and
badly designed logos (shown in the presentation)
They analyse the existing cardboard packaging for burgers (size, colour,
material, structure of cardboard/paper packaging) presented to them by their
teacher

Lesson 3 – ANALYSIS OF EXAMPLES
•
•

Students are given an assignment to collect a few different cardboard packages
for burgers
Students analyse the open structure of collected cardboard packages that they
brought with them

Lesson 4 – DEFINING THE PROJECT
•

•

Defining the specifications of packaging design for a healthy burger (aesthetics,
colour, shape, material, durability, functionality, size, workmanship, ecological
principles) under the teacher’s guidance
Students manually sketch ideas for a healthy burger logo

Lesson 5 – LOGO SELECTION AND CREATION
•
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They choose the best conceptual design for the logo and they create it in a logo
maker software that can be download online for free (Canva, Freelogomaker,
BrandCrowd) or they can draw it in MS Paint

Lesson 6 – PRODUCT RESEARCH AND MAKING A QR CODE
•

students research nutritional and calorie values of a healthy burger (of their
choice), and they create this data in the form of a QR code using an online app
(QR Code Generator) and they download the code

Lesson 7 – SKETCHING A CONCEPTUAL DESIGN AND CREATING A BLUEPRINT
•
•

manually sketching conceptual designs for cardboard/paper packaging design
of a healthy burger
creating a detailed drawing of the conceptual packaging design, i.e. creating a
blueprint for the packaging in 1:1 scale, defining the dimensions and drawing a
structure of cardboard burger packaging

Lesson 8 – MAKING A PACKAGING TEMPLATE
•

students cut out the packaging template out of cardboard/paper precisely and
neatly, they fold it at folding lines and, if necessary, glue, fold over and create a
three-dimensional form of the packaging
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Lesson 9 – MAKING A LOGO AND SCANNING THE QR CODE
•
•

using a colour printer students print out the designed logo and QR code for the
healthy burger, cut them out and glue them onto the cardboard packaging
students install QR code scanner app on a mobile phone (QR Code Skanner),
and then they scan the QR code from the packaging in order to find out about
the nutritional values of the burger

Lesson 10 – PRESENTATION OF WORKS
•
•
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students finally present their product/packaging in front of other students and
evaluate it according to the principles of ecological design
they scan each other’s QR codes from burger packaging and analyse the recipe
for a healthy burger

3.8. Project 7. Energy-efficient house
Duration: 10 classes
Keywords:
Renewable energy sources, architecture, ecology, digital literacy
Educational objectives of the lesson:
•

Make students aware of the importance of sustainable architecture, renewable
energy sources and lifestyle (recycling and separating waste, composting)
after which they need to create an energy-efficient house in a chosen software
(Minecraft Builder, 3D Builder or Google SketchUp).
Students’ achievements:

•
•
•
•
•
•

•

•
•
•
•

Understanding the meaning of sustainable architecture and lifestyle
Researching and understanding the importance of sorting waste, biowaste,
composting and recycling and applying them in their own household
Realizing the types of pollution that exist on our planet and the issue of great
emissions of greenhouse gases
Understanding the meaning and the importance of green building, energyefficient building, smart (intelligent) building and passive houses
Getting acquainted with ecological and recycled materials in construction,
traditional, but also improved, materials, architecture of the future in general
Solving an online quiz, after which they calculate the ecological footprint (WWF
Footprint Calculator) and becoming aware of what they should change in their
lifestyle to make it sustainable
creating/drawing a design of an energy-efficient house and writing down its
specifications (house type considering the climatic conditions, roof type, type of
building material, heating system and lighting, conservation of energy system,
number of rooms/doors/windows, balconies, yard, garden, etc.)
drawing a blueprint and plan of the house with dimensions, in scale
creating an energy-efficient house in a software of choice (Minecraft Builder, 3D
Builder or Google SketchUp)
documenting the entire workflow (audio-video recording) and/or taking
screenshots
evaluating and presenting their energy-efficient house to a wider school
community and online (You Tube channel) with the aim of promoting sustainable
lifestyle and architecture

Examples of examination and evaluation:
•
•
•

Power Point presentation "Biowaste and composting" – student work
online quiz: environmental footprint (WWF Footprint Calculator) – as a
screenshot
Energy-efficient house - student work as a screenshot and/or audio-video
recording (Minecraft Builder, 3D Builder or Google SketchUp)
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Teaching materials and aids:
tablet, mobile phone, computer, projector, paper and A4 graph paper, pencil,
crayons, ruler
List of attachments:
„Green Living“ Presentation – https://repo.os-mgubec.eu/article/hr/12/zelena-kucaprojekt
Other links:
• https://footprint.wwf.org.uk/#/ - quiz calculating the ecological footprint
• https://www.un.org/sustainabledevelopment/sustainable-development-goals/
• http://www.bbc.com/future/story/20130524-creating-our-cities-from-waste
• http://www.bbc.com/future/story/20171026-the-rise-of-skyscrapers-made-ofwood
• https://thetowerinfo.com/cities-list/dubai/
• http://www.energyefficiencycentre.org/nyheder/2017/08/5-ways-to-attractprivate-investment-to-energy-efficient-buildings?id=b702d1d6-6257-4569-a9188a2915ca299e
• https://www.theverge.com/2018/6/6/17433060/alexa-echo-france-price-datespecs
• https://www.timetravelturtle.com/horyuji-japan-oldest-wooden-building/
• https://www.architectmagazine.com/project-gallery/vertical-village_o
• http://www.designcurial.com/news/are-vertical-villages-the-answer-to-an-ecofuture-4830252
• https://theday.co.uk/stories/floating-cities-to-solve-global-warming-woes
• http://dbt.arch.ethz.ch/project/3d-printed-reinforced-beam/#jp-carousel-24567
• http://www.bbc.com/future/story/20170605-the-psychology-behind-your-citysdesign
• https://steemit.com/green/@kemalmustafa/green-village-in-china2017910t16146366z
• https://gizmodo.com/new-yorks-first-passive-house-would-have-no-problemhid-5995234
Sources of knowledge:
a) for students (textbooks, manuals and other sources of knowledge):
„Green Living“ Presentation – https://repo.os-mgubec.eu/article/hr/12/zelena-kucaprojekt
ppt "Biowaste and composting" – created by a group of students
ppt "Architecture of the future"- created by architect Mrs. Ivana Đorđević
https://footprint.wwf.org.uk/#/ - environmental footprint calculator.
•
•
•
•
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https://www.un.org/sustainabledevelopment/sustainable-development-goals/
http://www.bbc.com/future/story/20130524-creating-our-cities-from-waste
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•

•
•
•
•
•
•
•
•
•

http://www.energyefficiencycentre.org/nyheder/2017/08/5-ways-to-attractprivate-investment-to-energy-efficient-buildings?id=b702d1d6-6257-4569-a9188a2915ca299e
https://www.theverge.com/2018/6/6/17433060/alexa-echo-france-price-datespecs
https://www.timetravelturtle.com/horyuji-japan-oldest-wooden-building/
https://www.architectmagazine.com/project-gallery/vertical-village_o
http://www.designcurial.com/news/are-vertical-villages-the-answer-to-an-ecofuture-4830252
https://theday.co.uk/stories/floating-cities-to-solve-global-warming-woes
http://dbt.arch.ethz.ch/project/3d-printed-reinforced-beam/#jp-carousel-24567
http://www.bbc.com/future/story/20170605-the-psychology-behind-your-citysdesign
https://steemit.com/green/@kemalmustafa/green-village-in-china2017910t16146366z
https://gizmodo.com/new-yorks-first-passive-house-would-have-no-problemhid-5995234

Word documents: Green living - energy efficient house design, Houses around the
world, Recycling, Sustainable living (created by the teacher)
b) For the teacher (professional and scholarly, methodological, pedagogical and
psychological literature):
Word documents: Green living – energy-efficient house design, Houses around the
world, Recycling, Sustainable living (created by the teacher)
Course of activities
Lesson 1 – INTRODUCTION TO THE THEME OF THE PROJECT
•
•

a short conversation with the students about the meaning of sustainable
architecture and lifestyle
a particular group of students gets the assignment to research, collect data and
make a presentation about the importance of recycling, waste disposal, biowaste
and composting
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Lesson 2 – RESEARCHING THE PROJECT THEME
•

•

subsequently, the same group of students presents to other students why and
how waste should be sorted and what should be recycled in a household and
introduces them to various types of composting
students exchange experiences about how much and what they recycle in their
households, what type of waste they sort, compost, etc.

Lesson 3 – GUEST ARCHITECT’S LECTURE
•

•

•
•
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guest lecturer, architect by profession, gives a lecture to students about
sustainable architecture, architecture of the future: she presents sustainable
goals for the preservation of planet Earth, explains the types of pollution of our
planet and the issue of large emissions of greenhouse gases
guest architect presents and explains some solutions for saving the planet to
students, such as: green building, energy-efficient building, smart (intelligent)
building and passive houses.
The lecturer introduces students to ecological and recycled materials in building,
traditional, but also improved materials, architecture of the future in general
The architect presents her work to students, a smart house in the form of a video
presentation

Lesson 4 – LECTURE SYNTHESIS, CONSIDERING PROJECT ISSUES
•
•

After the lecture, students ask the lecturer questions and talk about what they
saw and heard
Using a tablet or computer students take an online quiz that calculates
their environmental footprint (WWF Footprint Calculator) and they are given
guidelines about what they should change in their lifestyle to make it sustainable

Lesson 5 – SKETCHING A SUSTAINABLE HOUSE
•

After that students get the task of sketching three different sustainable houses
from which they will choose the best conceptual design
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Lesson 6 – SELECTION AND ELABORATION OF THE DESIGN
•

Students elaborate their best design /energy-efficient house, under the guidance
of their teacher, they set the main specifications for the house (house type
considering the climatic conditions, roof type, type of building material, heating
system and lighting, system of energy conservation, number of rooms/doors/
windows, balconies, yard, garden, etc.,);

Lesson 7 – BLUEPRINT AND PLAN OF THE HOUSE
•

With the help of the teacher students draw a blueprint and plan of house on
graph paper, including dimensions, in scale (they can work individually or in
pairs)

Lesson 8 – PROCESSING IN COMPUTER PROGRAMME
after that students create that house in a software of their choice (Minecraft Builder,
3D Builder or Google SketchUp)
students work individually or in pairs using tablets, computers and mobile phones
it is desirable to record the entire process (audio-video recording) and/or take
screenshots
in order to document the entire process
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Lesson 9 – PRESENTATION OF WORKS IN CLASS
after creating their 3D presentations of an energy-efficient house in a particular
software, students present the house to each other in front of the class, they talk
and make conclusions
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Lesson 10 – PRESENTATION OF WORKS TO WIDER COMMUNITY
also, they have their presentations in front of other students in a wider school
community with the aim of promoting sustainable lifestyle and architecture
students can share their presentations and videos on their social networks and
YouTube channel in order to promote sustainable architecture and lifestyle
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3.9. Project 8. Multiculturalism and multilingualism - making of „paprenjak“
gingerbread
Duration: 8 classes
Keywords:
Multiculturalism, multilingualism, tradition, reading literacy, „paprenjak“
Educational objectives of the lesson:
•

Knowing how to translate a recipe for traditional "Paprenjak" gingerbread from
German into Croatian, to bake gingerbread according to traditional Croatian
and German recipes, knowing how to create labels for each product and
questionnaire evaluating which gingerbread is the most delicious.
Students’ achievements:

•
•
•
•
•
•
•
•
•

Knowing how to research and obtain recipes for the traditional Croatian and
German "Paprenjak" gingerbread (Paprenjak, Croatian, vs. Lebkuchen, German.)
Knowing how to translate a recipe from German
Understanding that recipes for the same-name cookie differ from one country to
the next (culture)
Knowing how to knead, shape and bake gingerbread.
Understanding and knowing how to make a label for cookies in Word or MS
Publisher
Knowing how to make a questionnaire (in Word or MS Publisher) evaluating how
tasty the cookie is
Tasting and evaluating Croatian and German gingerbread, comparing them and
knowing how to define their similarities and differences
Knowing how to orally and visually present the product, "Paprenjak"
Becoming aware of how the richness of various traditional recipes for the samename product affects the conservation of multicultural heritage
Teaching materials and aids:

School’s kitchen space (household), computer, colour printer, A4 printing paper
(for the questionnaire), self-adhesive A4 printing paper (labels), scissors, glue,
cellophane, pencil, display stand, mobile phone/tablet with a camera
List of attachments:
•
•
•
•
•
•
•
•
•
•

PPT presentation „Multiculture and multilanguage – practice“ - https://repo.osmgubec.eu/dokumenti/multiculture-and-multilanguage-practice-1567025718.pdf
Author of the presentation: Ivana Devernay Cimić, 2019.
recipe for traditional Croatian "Paprenjak" gingerbread
recipe for traditional German "Lebkuchen" gingerbread
traditional “Paprenjak” gingerbread – based on Croatian recipe, students’ work
traditional “Paprenjak” gingerbread – based on German recipe, students’ work
a photo record of the making of “Paprenjak” gingerbread
gingerbread labels in digital form
questionnaires filled in by tasters
students’ oral and visual presentation at the stand - photographs
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Sources of knowledge:
a) For students (textbooks, manuals and other sources of knowledge):
•

•
•
•
•

PPT presentation „Multiculture and multilanguage – practice“ - https://repo.osmgubec.eu/dokumenti/multiculture-and-multilanguage-practice-1567025718.pdf
Author of the presentation: Ivana Devernay Cimić, 2019.
Computer programme for creating the questionnaire - MS Word
Label-making software (MS Publisher)
Old traditional Croatian and German cookbooks containing recipes for
"Paprenjak" gingerbread (Croatian and German)
Internet access (tablet, computer)

b) For the teacher (professional and scholarly, methodological, pedagogical,
psychological literature):
•
•
•
•

Computer programme for creating the questionnaire - MS Word
Label-making software (MS Publisher)
Old traditional Croatian and German cookbooks containing recipes for
"Paprenjak" gingerbread (Croatian and German)
Internet access (tablet, computer)
Course of activities

Lesson 1 – RESEARCHING RECIPES IN GERMAN AND CROATIAN
•

students get the assignment to research and obtain recipes for traditional
Croatian and German "Paprenjak" gingerbread (Paprenjak, Croatian, vs.
Lebkuchen, German) in old Croatian and German cookbooks and/or online

Lesson 2 – TRANSLATING RECIPES FROM GERMAN INTO CROATIAN
•
•

under the guidance of foreign language teacher, students need to translate the
recipe from German into Croatian
students compare the Croatian and German recipe for "Paprenjak: what are their
similarities and what are the differences

Lesson 3 – PREPARATION OF GINGERBREAD IN TWO GROUPS
•

•
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under the guidance of the teacher, students get divided into two groups and
they start making gingerbread; one group makes it based on the Croatian recipe
and the other one based on the German recipe
students prepare ingredients, knead cookie dough, form the dough using
traditional moulds for gingerbread (Croatian and German design) and they bake
them in the oven
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Lesson 4 – LABEL MAKING
•

students create a label for each of the gingerbreads in MS Publisher

Lesson 5 – MAKING THE QUESTIONNAIRE, EVALUATING THE GINGERBREAD
•

•
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then, they make a questionnaire in Word to evaluate how tasty the cookie is
(questions: Do you like the taste of the cookie? Is this cookie hot and spicy?;
answers: to be circled around, ranging from one to three, illustrated by a smiley
emoticon, average and sad smiley)
students and other tasters taste gingerbreads and evaluate and compare them
(similarities and differences) using the questionnaire

Lesson 6 – MAKING THE PACKAGING
•

students package gingerbread into cellophane and apply labels on the
packaging

Lesson 7 – PRESENTATION OF PRODUCTS AT A SALES STAND
•

they present their products to tasters orally and publicly at a nicely decorated
display stand (fair)

Lesson 8 – PRESENTATION OF THE WEALTH OF NATIONAL HERITAGE OF
DIFFERENT CULTURES
students promote the wealth of different traditional recipes for the same-name
product which has an impact on preserving multicultural heritage
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