9:00-10:30

Welcome

Introduction to the
course and the external
activities

Warm up games

10.30-10:45 Break

10:45-12:15

Introduction to
Game-Based learning

12:15-12:30 Break

12:30-13:30
GBL: Activity

Presentations of the
participants’ schools.

Berlin - 25.04.2022-30.04.2022
Digital Game based learning and Augmented reality for schools

9:00-10:30
Bring motivation and

Partecipatio in class
with GBL

GBL vs. Gamification

10.30-10:45 Break

10:45-12:15
The best web apps for
quizzes

12:15-12:30 Break

12:30-13:30
Discussing difficulties

and advantages of
playing in class

9:00-10:30

The digital envinronment

Deck Toys

10.30-10:45 Break

10:45-12:15
Introduction to minecraft

12:15-12:30 Break

12:30-13:30
Introduction to minecraft

9:00-10:30
Introduction to the
extended reality

metaverse

10.30-10:45 Break

10:45-12:15

Metaverse

12:15-12:30 Break

12:30-13:30

The best AR and VR
application for yout
students

Further information about the cultural activities are available on each location webpage.

Teacher Trainer: Sabrina Muratore

9:00-10:30

Writing and building the
ideal role play game for
your classroom

10.30-10:45 Break

10:45-12:15

Course evaluatloh: Cultural

round-up of acquired R
activities

competencies,
feedback, and
discussion;

12:15-12:30 Break

12:30-13:30
Certificates

teacheracademy.eu

info@teacheracademy.eu
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