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AGRUPAMENTO DE ESCOLAS DE BARCELOS  

BARCELOS, PORTUGAL 

1Ο ΕΣΠΕΡΙΝΟ ΕΠΑΛ ΤΡΙΚΑΛΩΝ  

TRIKALA, GRÉCIA 

YAVUZ SULTAN SELIM MESLEKI VE TEKNIK 

ANADOLU LISESI  

OSMANIYE, TURQUIA 

MÓRICZ ZS. REF. KOLLÉGIUM   

KISÚJSZÁLLÁS, HUNGRIA 

ISIS MARIE CURIE  

TRADATE, ITÁLIA 

IES CASTILLO DE LUNA  

LA PUEBLA DE CAZALLA, ESPANHA 
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Arrival of partners 

Hungria - 17:50  13 May 

 

Greece - 18:50  

Espanha - 13:00 

Turquia - 20:00 

Itália - 12:20 

 

 

 

9:00 - Reception at the Escola Secundária de Barcelos 

* Jorge Saleiro - Director of the AEB 

* Fernando Carvalho - Coordinator of the European Project 

09:00 - Visity School 

10:30 - Reception in City Hall - Vice President  

12:00 - Lunch  

12:30 - Trip to Lisbon 

19:00 - Dinner 

21:30 - RTP Programme “Prós e Contras”  

                        30 years Erasmus + 
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PROGRAMME FOR TEACHERS 

Project Summary 

 
 - Context/background: 
 
Smartphones and tablets are considered sophisticated forms of communication technology. Undoubtedly their 
use in an educational environment can change the landscape since these powerful portable devices can enrich 
the learning process and breakdown barriers in a multitude of ways. Students make ample use of technology in 
their daily life. The additional option of using it to increase their learning capacity and pursue their interests 
can be extremely beneficial. Engaging them into realizing the potentials of these means and being creative with 
them is a challenge which takes careful planning, organization and the use of the correct tools. There is a vari-
ety of platforms available for educational use, that can enhance classroom creativity. In a market full of means 
and facilities the educational organisations need to be more orientated towards the integration of innovative 
technology in their curriculum and promote non-formal teaching or learning approaches.  
 
 - Objectives: 
 
The P@ls project is a partnership of six secondary education schools that will be involved with the creation of 
school apps with the use of the App Inventor tool. Motivated by the current challenges of education, our aim is 
to spread the need for more creativity and digital competence in the classroom through the use of innovative 
technology and non-formal educational approaches that will promote open-mindedness, critical thinking, per-
sonalized knowledge, participatory work, improvement of linguistic and social skills and the exchange of good 
practice.  
 
 - Number and profile of participants: 
 
Groups of 30 students including 3 teachers in each of the six partner organisations, that is a total of approxima-
tely 200 people, will be the direct participants with active involvement. Both the teaching staff and their stu-
dents come from secondary education bodies. The students will be in their mid or late teens and in some cases 
older than this range due to the variable structure of the partner schools. The teaching staff will consist of 
people with expertise in the field of IT and people who are experimenting with the use of new technologies 
and their integration into their teaching methods.  
Indirect external participants with their professional identity will offer technical support and guidance. These 
collaborators will be people or institutions and bodies with experience in the use of ICT in education.    
 
 - Description of activities:  
 
The partnership will develop outcomes relevant to the creation of educational content applications for use on 
the Android platform. The project outputs will be products of a series of learning activities organised by each 
school in relation to specific educational topics. Every learning activity will take a period of two months for its 
preparation by each of the partner schools followed by a short term instruction of approximately one week to 
the rest of the partners and a final two-month-period for implementation, trial and evaluation in the clas-
srooms of the partner organisations before it is finally integrated in their curriculum. The collection of these 
activities will produce a resource teaching material both in paper and software form.  
 
 - Methodology : 
 
Teachers and learners will follow an organized structure of developing, instructing, implementing and testing, 
evaluating, reporting and disseminating the project outcomes. The learning activities will be in the form of 
elaborate teaching/learning scenarios with step by step descriptions and lesson plans. They will be used and 
tested by all the participants in turn. Evaluation and feedback will come from all sides and there will be ground 
for improvements.  The external partners with their professional expertise will contribute to further deve-
loping them. The results will be uploaded on the project website and an open network source platform for 
availability in educational context.  Multiplier activities and events will disseminate them.   
 
 - Results, impact and potential long term benefits: 
 
The anticipated results are:  
• practical learning and teaching scenarios concerning tablet applications  
• teaching resource material  
• the final outputs in the form of Android applications 
• an online community and resource platform for schools and educational stakeholders;  
The participants are expected to achieve personal development through peer work and collaborative methods. 
They will increase their digital literacy and experience social interaction and intercultural dialogue with the 
exchange of good educational practice. The schools will open up to the use of new technologies and digital 
means aiming at more attractive and motivated learner-centered education. In the long term the integration of 
the results and their methodology into the school curriculum will be the motive for developing educational 
practices in pace with the modern needs and demands.  
 



 

 

 

                                                                       Description of the Project 

 

Background 
In the light of the rapid and continual development of digital technology, the citizens of the Age of Information are 
required to use a growing variety of technical and cognitive skills in order to perform tasks and solve problems in 
digital environments.  The combination of these skills is what we are referring to as ‘digital literacy’. People are facing 
a number of challenges such as following instructions from graphical displays, constructing skills and knowledge from 
hypertextual navigation, creating digital reproductions, adhering to behavioral protocols and most importantly being 
able to interact with the world around them by utilizing the new communication channels.  Contemporary em-
ployability chances depend on the demand of employers for validation of the IT skills of their employees. The younger 
generations, who will be the workers of the year 2020, must be highly skilled in information literacy, media literacy, 
computational thinking and the exploitation of ICT. Education needs to comply with the new demands and prepare 
the new and fully competent world citizens of tomorrow. The new curricula are oriented to introducing the teaching 
of programming at very early stages but it takes a lot more to be done in order to facilitate the shifting from general 
ICT skills towards computer science, that is being able to understand how the code and mechanics behind it work. 
 
Rationale 
The P@ls project will focus on the need for incorporating digital literacy into the school curriculum. We will set the 
basis of our cooperation on the experimentation with innovative technology and the integration of our outcomes into 
our school teaching and learning processes.  
Smart mobile devices have a great appeal to younger generations and can be the ideal basis for learning basic program-
ming concepts through the development of applications for the new favorite devices, whether they are smart phones 
or tablets. 
We will focus on the popular Android platform due to its large share in the global market and use it as a learning tool 
to create applications connected to certain educational fields. For this purpose, we will make use of the App Inventor 
which is a free and open environment of visual programming, initially developed by Google and now maintained by 
the MIT (one of the largest and most distinguished Institutes of Technology in America in the field of IT), ideal for 
users with little or no relevant experience. The platform of the App Inventor has been optimized for educational use, 
motivates students, and allows them to easily create applications directly usable by themselves and their peers, for 
devices they love and use on a daily basis. 
In this context, we will try through carefully selected and original activities to introduce students to basic program-
ming concepts so that they will be gradually able to convert their ideas into practice, by designing and developing 
applications which make sense to them. In this way, they will change from passive users and ordinary "consumers" of 
technology into creators and "inventors". 
This project will consist of a number of lessons with specific learning objectives. Each lesson will include detailed 
steps for designing and developing various applications for school exploitation and will be supported by teaching re-
source material for proper use in the classroom. The final collection of outputs will be combined in tutorial software 
and will be available for educational use.   
We intend to create a network of educational organizations across Europe with which we have working ties and share 
our outputs with them. It will be an open source platform with shared resource material that will provide access to 
student creativity and possibilities for further development.  
 
The objectives of the project are derived from the current challenges of education. The project aims at: 
- spreading the need for innovative technology in classroom 
- engaging educators and learners in non-formal educational approaches 
- developing open-mindedness in educational practice 
- increasing the students’ digital competence 
- fostering creativity among learners 
- providing exposure to new technological environments 
- fostering critical thinking in problem solving situations 
- promoting personalized knowledge awareness 
- opening up knowledge through participatory research 
- sharing good practice among peers 
- improving the linguistic and social skills of the participants 
Competition and globalization require quality and acceptance of the importance of national and international compa-
rability of educational practices. Participation in a project that combines creativity with cutting-edge technology and 
fosters collaboration among peers across Europe strengthens the opportunities for acquiring better knowledge and on 
the other hand promotes young people’s work across the borders. It also paves the way for social interaction, commu-
nication, intercultural dialogue and acceptance of diversity. 
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08:30 - Bus departure to the city of Porto 

10:00 - Boat trip on the Douro River 

11:45 - Visit to the Port Wine Cellars 

13:00 - Lunch 

14:00 - Visit to the city of Porto 

16:00 - Visit Ocean Atlantic 

17:30 - End of Works 

20:00 - Dinner 

 

 

 

            Free Morning for students 

14:30 - Project Working - Workshop @pp design 

17:30 - End of Works 

20:00 - Dinner 

 



 

09:00 - Project Working - Workshop @pp design 

10:30 - Meeting for Group teachers  

13:00 - Lunch - School 

14:30 - Workshop - IPCA 

             University of Barcelos 

17:30 - End of Works 

20:00 Final Dinner (offert for teachers) 
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08:20 - Students attend partner classes 

10:30 - Meeting for Group teachers and Students  

13:00 - Lunch 

15:00 - Delivery of Certificates 

20:00 - Dinner  
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Partners departure  

 

Greece - 08:35  

Hungria - 18:25 

Espanha - 06:30 

Turquia - 11:45 

Itália - 20:10 


