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CONTEXT:

As a result of society’s digital transformation, educational institutions should
cope with these changes to help people become more ICT-skilled and equipped
with suitable instruments. The learners are expected to identify innovative
solutions to support the end-user in this challenge.

DRIVING QUESTION:

How can help our educational institution to respond this challenge?






Starting — Team building




How to add info with post-it
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Empathy







Communication during the activities







Prototype/Test




The platform for teachers and students

https://ictinov.e-ce.uth.qr/#/

Workshop Code: dQQSMsftYP


https://ictinov.e-ce.uth.gr/#/

Introducing DT into the classroom

Project-based learning can play a key role.

It provides teachers with a method to develop projects

designed around a real-world context.

D

These projects provide students with the learning scenarios
and real-world context needed to use the effective design-

thinking process.



Design-thinking project development template
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Developing a driving question

“Driving Question Tubric 2.0”
(Tool prepared by Buck Institute for Education)

https://www.tubric.com/



https://www.tubric.com/

ICT INOV Platform from teacher’s point view
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Teacher code: ICTINOVTE4CHER




Thank you for your attention!

Dr Michela Tramonti, EU-Track
m.tramonti@eu-track.eu
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