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1. DAN %ativity and Soft Skills
upoznavanje, igre za zagrijavanje \guages and CLIL
predstavljanje skola A

uvod u ,,Game Based Learning”

Learning Outcomes- Ishodi ucenja...
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Kulturni obilazak grada:
* Rotes Rathaus

* Muzejski otok

* Aleksanderplatz
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’ Create fandom Legq
characters

. Iﬂr:‘.te a fantasy story
about the character

. Place your character in
‘ the game. What your game

is teaching students
about?

2. Dan
10.10.2023.

LEGO i
Storyteling,
Minecraft

Kreiraj svoj karakter u igri.
NapiSi pricu o svom karakteru.
Kreiraj lik.

Sto poudava tvoja pri¢a?
Sto ¢ini privlaénu igru?



Ainecraft Education
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Sto je to Minecraft?

* Minecraft je ,,sandbox igra” koju je 2009. godine razvio Svedski
programer Markus "Notch" Persson. Izvorno zamisljena kao igra na
pregledniku koja je realizirana u programskom jeziku ,, Java script”,
uspjeh igre doveo je do posljedicne ekspanzije na drugim sustavima i
platformama za igranje, stvarajuci koegzistenciju razlicitih verzija, od
kojih je svaka bila namijenjena specificnoj ciljnoj platformi. Minecraft
je danas jedna od najigranijih igara ikada s pikom od 738 milijuna
globalnih korisnika.
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- i specific platiorm target. Minecral

1% nowadays one of the most

played games over, with 3 past
of 738 million global users

Minecraft?

U Minecraftu, igraci istrazuju svijet
izgraden od kockica, proceduralno
generirani trodimenzionalni svijet s
gotovo beskonacnim terenom.
lgraCi mogu otkrivati i izvlaciti
sirovine, izradivati alate i predmete
te graditi strukture, zemljane
radove i strojeve.
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,Covjek molekula”
Predstavlja tri gradske
1 ECRRE AV IR Cetvrti i simbolizira
(SR ), AR TR ujedinjenje istocnog i
s o R RRCT A LS zapadnog Berlina.
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3. Dan

11.10.2023.

e ,Digitalni gradanin” -EU
smatra vaznim razvoj
mladh i tehnologije
odnosno mladi moraju
biti uvodeni u digitalni

Digital Citizenship A ¥ ¢ A\
e Sustainability and Climate change Kia P SV|J€t!
e Protection of cultural heritage s = EAVI AN YA e Ka kO motivirati dJecu Zd

e [nclusion

I, | VA skolu, kako ih uvesti u
17| S 8 | TR RSB BaA iy digitalno

= ucenje i da budu svjesni
opasnosti?

X — | e
i S
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However, it all st

arted from sparse roots. one of which
IS represented by gamebooks
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U skladu s tlm razvoj Citanja I pisanja Iin eatlvne IKClje
_ili GameBooks
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Sto je to Interaktivna fikcija?

To je knjizevni oblik, sa svojim stilom i pravilima, kao poezija ili kazalisne
predstave. Zapravo, interaktivna fikcija je krovni pojam (umbrella term)
za razne formate, ukljucujuci:

» odaberi- svoju- vlastitu -avanturu, knjige igrica, grafiCcku avanturu,
tekstualnu avanturu i govorne drustvene igre

* No, sve je krenulo od posebnih korijena, a jedan od njih je knjiga
igrica ili "Gamebook"



} THe g1y, OF
“

HOOSE‘YOUR-
EVERYTHING STA

OWN‘ADVENTURE"
RTS WiTH o Packard Wrote his firg novel
STORY. <. EVERTTHING stages WITH & .(SUgarCane Island) based on his
STORY... I INNovative idea in 1969
® Inthe 60", Edwarg L / :
Packard tolq stories every /

He then invested a fey years to
: ; Packard gotthe ideaofa

' ' A novel where the read,

Night to his two daughters ' .

advertise the novel but book
AL could choose how to
One night, he didn't know e

Publishers did not show much
: M7 make the story end. interest.
how to end his story. .. -§" & i * He later realized that the
... and each of his two % ;

Finally, Vermont Crossroads Press
reader’s choices need
not be limited to the

decided to publish Sugarcane
conclusion, Island.

daughter clamored for a
different ending to his
stories.

It was 1976... a new literature
genre was born!

Interaktivna fikcija i Gamebooks " o

* Edward Packard- autor prve knjige koja ima
vise razvoja dogadaja

* Choos-your-own-adventure



* 0d 1970. do 2010. razvoj
interaktivne fikcije

e Ukljucuje se igrifikacija
(kockice, pitalice..), strip,
multimedija, grafika,
digitalna tehnologija

* Hybrid Gameboooks-
Kombinira elemente i
drugih medija | tehnologija
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Cetvrta generacija interaktivne fikcije, 2010. -danas:

These gamebooks are often available as mobile

apps, interactive websites, and e-books, and

often feature social networking and other
online features.

They often have complex branching
narratives, intricate puzzles, and multimedia
elements to enhance the reader's experience
They may also include elements of
gamification, such as achievement systems
and leaderboards.




Kako
upotrijebiti
interaktivnu
fikciju u
ucéenju?

WHAT ARE IN‘ERACTWE FIGIONS?

® ltisa forma

! t of Ii\eralure, With
bit like poet

its own Style and rufes, 5
Ty or theater plays are )
Actually‘ ‘interactive fictions' is an umbrella
variety of formats, including
choose-your-own-adv
adventures, graphic

term for a

entures, gamebooks text-based
adventures, and narrative boarg
games among the others.

However, it all started from sparse roots, one of which
IS represented by gamebooks. .

Whiy yg)y
S INTE
EDUCATION  NACTIVE Fictions iy

In its most straightforward a|
teach
COmpetences:

® Dbasic literacy as referring to both

reading and comprehension skills
and writing skills:
foreign language competency;

digital skills as learners can write
their fiction with digital apps.

How 10
USE |
EDUcAT|gy NTERACTIVE FICTIONS 1y

Teachers and educators can use
Interactive fictions in two kinds of
activities:

° having learners read and play;

engage students in designing and
writing their adventures.

Both kinds of activities can be:

¢ designed for individual students
and group work:

implemented in the classroom or
with flipped education;

based on analogical or digital
format of the fictions.




Zasto koristiti interaktivnu fikciju u
obrazovanju?

U najjednostavnijim oblicima primjene, poucavanje s interaktivnhom
fikcijom moze se usmjeriti na poboljsanje triju kljucnih kompetencija:

e osnhovna pismenost koja se odnosi na vjestine Citanja i razumijevanja
te vjestine pisanja

* poznhavanje stranog jezika

 digitalne vjestine da bi ucenici mogu napisati svoj fikciju pomocu
digitalnih aplikacija



Zastanite | Pause and
- and reflect. v
razmislite! stories could you ask ;:utr

learners to write to
Koje biste price zamolili svoje

ucenike da napisu kako bi se fam|||ar|ze with your
upoznali s vasim predmetom? subject



Kakav izbor moze
biti?

o WHAT KiNp o CHOICE?
Moral and ethical These choices force
the reader tg take a moral stance
towards a situation.

* Ove recCenice tjeraju Citatelja da zauzme
moralni stav prema situaciji:

* npr. : Bijela princeza je izgubila sve svoje
stvari i gladna je. Ona moze odluciti hoce
li pokusati ukrasti hranu.

E.g:: The White Princess lost all of
her belongings and is hungry. She

can decide whether trying to steal
some food.

Pazle, zagonetke i enigme. :
& & Puzzles, Riddles, and Enigmas They

require the reader to solve a puzzle, or
\dentify the solution of a mystery,

E.g.: Awizard offer his help to the
White Princess at the condition sh
solves a mathematical puzzle.

e Od Citatelja zahtijevaju da rijesi zagonetku
ili da identificira kako bi rijesSio misterij.

* npr. : Carobnjak nudi svoju pomo¢ bijeloj
princezi pod uvjetom da ona rijesi
matematicke zagonetke.
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#¢ Robotika - Izradi!
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twinery.org/2/#/stories/7b87eda0-cd5e-42d7-a782-6b689810e3c8/test/84d24050-a9f6-4c33-bbal-6a76ca9bIefe

@ @ Tehnickakultura 8.

Aktivnost:

Build  Twi :
e vt hitp://twinery.org/
@ GoTo {} Select Al
v Uvod M Gmail
Uvod +Tag b
B 0% = =
SIPUREIRRESIR TR ) svaki dan Cisti svoju malu kolibu. U kolibi Zivi sa svoja tri prijate
i prase. Jednog dana je pronasla zrno ) v . . v v e
btenicu ali neanam kako? to su patka, macka i prase. Jednog dana je pronasla zrno psenice.
S Podiu ledeny o Ddjednom je povikala: Zelim posaditi pSenicu ali neznam kako?
dolinu [[Podi u polje]]
[[ Podi u ledenu dolinu]]
Odi kod mudre Pronadi jato
sove vrabaca
Qdgovori na
zagonetku 1
Close room

Mushroom


http://twinery.org/
http://twinery.org/
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4. DAN- 12.10.2023.
TREASURE HUNT-
Gemify the Classroom

 HUNT- Gemify the Classroom-
Inspirirana lovom na Cistace,
,Goosechase” je online platforma
koja vam pomaze stvoriti
interaktivna iskustva.




TRESURE HUNT- Gemify
the Classroom

10:33 © &= @ (N |

Shape Search in
Berlin

11 LIS, 11:31PM — 14 LIS,

8 11:31PM

© Berlin, Germany

Take pictures of things that match
the 3D shape
Tell a different story in Berlin

See it live

Cone

600 PTS 3 submissions 600 PTS
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DEUTS¢H
LAND
MUSE/IM

Deutsch
Land

Museum
Interaktivna ‘. “ 4.7:.
fikcija kroz &
povijest...










Auter: Silvana Pesut Vitasovic

GEMIFYING

MINECRAFT AND

b/ﬂ!
<

S GAMEBOOK
N Naziv nastavne jedinice: Q

IGRAMO SE U MINECRAFTU ‘L
STVARAMO PRICU
VJEZBE RELAKSACIIE

OPIS NASTAVNE JEDINICE:

Opis nastavne jedinice
Ovih dana se u nasoj zemlji obiljezavaju "Dani
kruha". Uéenici ¢e biti uvedeni na kreativan
nacin u ovu problematiku. Biti ce im ponudeni
softveri koje ce proucavati, te ¢e biti poticani
da na kreativan nacin izrade svoje digitalne

uratke. Prilikom rada ¢e u€enici voditi brigu o
zdravlju kao digitalni gradani EU.
DOMENE:
IB Ra¢unalno razmisljanje i programiranje
C Tehnologija i komunikacije L4
D e-Drustvo

n

-Racunalo sa pristupom internetu
- Materijali s primjerima razli¢itih alata i njihove upotrebe u
komunikaciji
- Tehnologija poput pametnog telefona ili tableta
(opcionalno)

MATERITAL::

ZAGRITAVANTE:

Citamo klasiénu postojecu priéu, postavljam pitanja

jeli postoji neka druga opcija razvoja fabule u priéi...
uéenici kreiraju moguce grananje price

LEGO i story teling- odabir lika i pozornice

Aktivnosti i
zadaci:

4
a\

1. Ugenici stvaraju interaktivnu pricu i koriste
softver twinery.org
2_ Ucenik kombinira pronadens ili samostalno napisane
informacije,
tekst i slike, animaciju, zvuk, video. Uporaba moderni
multimedijskih programa

3. Prema prici napidi algoritam i nacrtaj Dijagram toka

4. 1zgradi pozornicu u Minecraft, napravi SCRATCH
program
5. Modeliraj digitalnu bord game s Hyperlinkovirma

Tijek sata:
Uvodni dio:
- citamo pricu izradujemo pozarnicu i biramo lika, stvaramo
LInteraktivau pricu™
- stariji u€enici u softveru Twinary
- mladi modeliraju u 30 Paint .bord game” sa
hiperlinkovima”

Glavni dio
- Prilagodi pri€u. napisi algoritam i nacrtaj Dijagram toka
- |zgradi pozornicu u Minecraft, napravi SCRATCH praogram
Zavrini dio
Prezentacije i refleksija = uéenici daju svoje misljienje o
svom radu, uéenici jedni druge vrednuju, ucitelj na kraju

A » ¥
ﬁ &Jt
Brojcanao vrednovanje:
JRazina postignuéa  Grafidéke komuniciranje Digitalni dizajn Demanstracija,

(digitalno modeliranje, (estetski izgled, prezentacija)
primjenjivast i

funkcionalnost)

crtanje shema i simbala,
vizualno predocavanje...)

Planiranje, refleksija,
evaluacija, zahvalnice...
5.dan

13.10.2023.

https://www.canva.com/design/DAFYTvH

Hs1c/OAJCgbcEvZouwugwuDZEgQ /edit?u
tm content=DAFYTvHHs1c&utm campai
gn=designshare&utm medium=link2&ut
m_souce=sharebutton -
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Sudjelovale:
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Vitasovic
OS Borovje, Zagreb, Croatia
Erasmus+, 2023./2024.
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Obogacuje zivote, Siri vidike.
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