The Collaborative
Classroom

Teachers as coaches and
classrooms as teams

Course Notes and activities
23-25 November 2022







Classrooms as teams ...
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Activities
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Primer dia

-Actividad verdadero/falso:

Escribimos individualmente 3 frases verdaderas y una falsa. Las leimos y teniamos que adivinar cual era la
falsa de cada persona.

Fue un rato muy agradable y divertido para romper el hielo.

-Esta actividad dio la posibilidad de que cada docente se presentara.

-Los docentes expusimos un breve resumen de nuestros colegios (proyectos, programas, carmenta, etc)
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LAST SAVE THE LAST WORR»*"
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-MENTIMETER:

¢, Qué tres palabras asocias a creatividad?
A traves de la aplicacion salieron las palabras de cada uno. Con la palabra que salio mas veces
teniamos que adivinar quién la habia escrito. Tras dialogar qué persona podria ser, la persona A

argumento el por qué habia elegido dicha palabra para definir creatividad = TRABAJO COLABORATIVO
EN GRUPO.

Los maestros pueden ser guias para ayudar a los alumn@s a desarrollar la creatividad.

-Teacher Toolkit: Save the Last Word for Me (Elementary) - YouTube
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https://www.youtube.com/watch?v=-Ba3J2hLu7s&t=15s

SAVE THE LAST WORD
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SEGUNDO DIA:COLLABORATIVE AND COOPERATIVE STRATEGIES

THE LEARNING PYRAMID
KNIJWLEDE RETENTION RATES

Lecture

' 5o

Passive k
Teaching Audio/Visual
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Teaching
Meth Od Practice by Doing

Teach Others

Adapted from National Training Laboratories, Maine (O




FISHBOWL DEBATE: ,_i_,, = Coeeie o Observers check whether speakers
Cooperative learning: e - ,’ ) participate equally, respect turns, involve
APRENDIZAJE COOPERATIVO o - others, use evidence to support their

W’ Eon Rubrics can be useful for observers to

assess the discussion
\

O

<+Dialogue strategy, suitable for large groups, too;

-Estrategia de dialogo, adecuada a grupos numerosos, o dos O
grupos: un grupo que HABLA y un grupo que observa.

n el centro, sentados los alumnos debaten sobre un tema, una #2 groups: DISCUSSION group +OB
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THE FISHBOWL DEBATE: Is school killing creativity?
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THINK-PAIR-SHARE (+PADLET) ‘
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We have to test topic, not to
detsils,

They are worried about marks
Use differet evaluation how
they work in class, if they add
smth new, use words, senteces,
and emotikons

Some students s

1
Only for written tests

o

Test papers

Tests are later shown to
students to understand what
they did wrong and explain how
IT should have Been Sone.

Co

Marks

Without any Marks people might
get a bit lady.

o Co
& A

Matti and Isabel

The importance of having a
method to identify the level of
ability of a particular skill

The importance of recognising
students’ skills and strengths

The way how you explain a
given mark

It's an employer’s tool

Yes, but maybe not with
younger students.

o

How can motivation students
better If They can't know their
“level™?

Go Do

Stress

Marks shouldnt impose stress
on students too much,

21 Do

Marks are ok

Marks are ok, nyt they should
be explained. The student is
different than The Mark.
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Save the last word

The fishbowl debate

Think-pair-share

-collect (not obvious) words about

EDUCATION

- music, youth culture, eg.: toxic
cultures in gaming

- “OLD PEOPLE SEXUALITY”

- the seasons

-shall we buy software
licences or shall we opt for the
“cracked” ones?

-dilemma: if you were a
soldier, would you Kkill
teachers or famous writers?
-fish: the ones in favour + the
ones against/ listeners: the
undecided ones

- eg.: how to prevent toxic
cultures in gaming

- are schools killing creativity?
(teacher discussion)

- eg.: how to prevent toxic
cultures in gaming

- dilemma: can you live with
less technological devices?

- Is project work more
effective than “academic”
teaching?




DILEMMA-BASED LEARNING : APRENDIZAJE BASADO EN DILEMAS:

-Los dilemas pueden ser parte de nuestro contenido para apoyar a nuestros estudiantes para desarrollar las habilidades comunicativas.

- Ademas se puede usar en valores, en lengua, en historia, etc. Por ejemplo: ¢Por qué los jévenes no beben en Finlandia? , El uso de los
moviles todo el dia, el tabaco, etc.

-Permite tener una mente abierta.

-Flexibilidad.

--Permite la reflexion.

--NO HAY ERROR

NOSOTROS TRABAJAMOS CON LA FRASE : TO BE OR NOT TO BE BY HAMLET.

“ To be, oy not to be: that is the question:
Whether ‘iz nobler-in the mind to suffer
The siings and orrows of outrogeows fortune,
O to toke grms against o 5e0 of troubles

And by oppasing end themn? To dig; to sleeg




THE VISUAL THINKING STRATEGY and TASK-BASED LEARNING:
1° ACTIVIDAD INDIVIDUAL TODOS: FOTO
-¢,Qué vemos?

-¢,Qué podemos sentir?
-¢,Qué puede pasar?

-2° ACTIVIDAD: EN GRUPOS CON SOCRATIVE CREAR UN POEMA




0 Theater (Chairs) Round Tables e
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Mira la distribucion de la clase que te ha tocado. Tanto los
qgue tienen el rol de Romeo y Julieta debaten sobre:

- Las ventajas.
- Las desventajas.

- Actividades adecuadas a la distribucion.

- Posibilidades de colaboraciéon entre alumnos.

- Cuando el profe dice cambio, Julieta se cambia a otro
grupo.

- Julieta escucha las ideas del grupo al que va y explica
sus ideas del grupo del que viene.
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Brainstorming : app ICT
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Examples of Assessment:

Formative

* Rubrics

¢ Classdiscussions

¢ Checklists

* (Juestionnaires

¢ Journals/progress notes
+ Self evaluations

¢ Observations

+ Conferences /interviews
o Peer/self evaluations

Summative

¢ Rubrics

¢ Written tests

* (reative assignments
* Presentations

+ Portfolios

* Written reports

* Projects/products

¢ Practical examinations
+ Peer/Self evaluation
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Reglas
Trabajo en equipo.
Solo tienes de material pasta'y nubes.
Tienes 10 minutos.

El objetivo es construir la torre mas alta que aguante 1 minuto.

¥ 7



Aprendizaje basado en problemas:

Los estudiantes estan animados a resolver una situacion en la que hay un problema, que puede ser parte de su mundo, por lo tanto, SE
SIENTEN AUTENCICOS.
Tienen que describir una posible solucién y es colaborativo.

PROBLEM-BASED LEARNING
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