Developing 21st century

skills by using discussion-,
storytelling and communicative
board and card games in lessons

GENERAL INFORMATION

Trainer: Laszl6 Veress

Number of participants: 5-25 people
Language: English

Highlights:

Participants are introduced to and try learner-centered,
innovative, cooperative, and playful tasks. They discuss the
possibilities and limitations of using games in education,
explore how knowledge and competencies are connected
during classroom games, and how games contribute to
deepening and solidifying students’ knowledge. Card games
are primarily at the center of the training. The training is
based on personal experience and builds on the participants’
creativity, ideas, and experiences. Taking their needs into
account, it supports them in designing or creating their own
instructional games using practical methods.

COURSE CONTENT
Description:

Participants interactively explore the components of
21st-century skills and digital citizenship competencies.
Emphasis is placed on, among other things, knowledge
related to preventing online harassment. Participants
become acquainted with and try out various debate,
storytelling, and communicative games. They discuss the
possibilities of educational use for the presented games,
possible didactic functions, and share their own experiences
and ideas related to this. The training generally relies

on experiential and reflective methods, focusing on the
development of critical and problem-solving thinking, as
well as communication skills. Participants get to know and
experiment with online tools that support, complement, and
expand the execution of playful tasks, and then evaluate
their usability, usage methods, possibilities, and limitations.
At the end of the training, based on their creativity and
ideas, participants create, rethink, or adapt a freely chosen
game to a curriculum topic they define or optionally develop

aproject idea. They can take with them a folder containing
the necessary materials for using some of the tested games
in the classroom, such as game descriptions, props, cards,
game design templates, and so on.

Aims and objectives:

Participants will:

« Familiarize themselves with 21st-century competencies
and the domains of digital citizenship.

« Get to know various communicative, storytelling, and
debate games.

« Learn the procedures for implementing playful classroom
tasks.

- Understand and discuss the characteristics of changing
teaching roles, and dealing with different situations
accordingly.

Learning outcomes:

Participants:

« Are familiar with 21st-century skills and the domains of
digital citizenship.

« Are able to assess the possibilities of using individual
games, adapting them from the perspective of their subject
and the age group they teach.

« Are capable of selecting educational games that align with
curriculum requirements and adapting selected board
games for educational purposes.

« Are able to carry out projects aimed at designing simpler
instructional games for student groups.

Target group:

Foreign language, history, geography, and literature
specialized elementary and secondary school teachers,
class tutors, and after-school educators.

Required language level of the participants: English, B2

Duration: 35 lessons, 7 days



Schedule*

SUNDAY

« Theoretical Introduction - Interactive
Presentation with Practical Examples.

« 21st Century Skills: Communication,
Collaboration, Creativity, Critical Thinking.

« Domains of Digital Citizenship:

1. Communication and Device Usage,
2. Activity and Behavior,
3. Value Creation and Productivity.

- The Pedagogical Role of Games, Their
Possibilities, Limitations, and the
Methodology of Adapting Them for Schools
and Subjects.

« Expanding Board Games with Digital
Pedagogical Tools.

« Board Game Projects: Aligning Digital
Pedagogy, Curriculum Requirements, and
Arts Education through Projects.

- The Pedagogical Role of Collaborative
Storytelling in Emotional Education,
Resilience, and Motivation.

« Changing Teacher Roles - The Teacher as

Facilitator, Moderator, Leader, Instructor,

etc.

MONDAY

Readings, materials,
learning resources S
and useful links:

« Apps: AhaSlides, Equity, Nearpod, Peardeck, Canva,
Animoto, Miro etc.

« https://ahaslides.com/hu/blog/13-online-debate-games-
all- ages-30-topics/

« https://solveintime.com/

« https://www.kialo-edu.com/

« https://ahaslides.com/

« https://yoteachapp.com/
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TUESDAY

« Storytelling games: HexaTales, Logistory,
WEDNESDAY Logical, Mystery - trying them out,
reflection, possibilities for adaptation.
THURSDAY

« Project planning with digital tools;

assessment tools, group formation,
FRIDAY assessment, scoring with digital tools,

collaboration, creativity, and digital tools for
creation, digital tools for presentations.

SATURDAY

* Notes:

« the schedule describes likely activities but may be
modified in accordance with the requests and needs of the
participants;

« presentations of the participants’ schools may be divided up
and take place after the breaks on each day of the course.

ADDITIONAL INFORMATION

Certificates awarded:
Certificate of Attendance, Europass certificate and/or
Learning agreement complement

Price: EUR including course, Erasmus+
documentation and a cultural activity

Location:
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