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DIGITAL LEADERS 
OF TODAY AND TOMORROW
01.10.2024-30.09.2026

DISCLAIMER
Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do not necessarily reflect those of the European Union or the European Education and Culture Executive Agency (EACEA). Neither the European Union nor EACEA can be held responsible for them.


LESSON PLAN 1&2
Europe Day – History & Scratch Game
Grade Level: 5th–7th Grade
Duration: 2 class periods (50 minutes each)
 Learning Objectives
· Understand the historical significance of Europe Day (Schuman Declaration, 1950).
· Explore the values of peace, unity, and cooperation in Europe.
· Apply Scratch programming to design a simple educational game.
· Strengthen teamwork, creativity, and digital literacy.
Materials Needed
· Computers/tablets with Scratch access.
· Projector/whiteboard for teacher demo.
· Handouts with key facts about Europe Day.
Lesson Flow
Day 1: History & Brainstorming
1. Warm‑Up Discussion (10 min)
· Teacher asks: “What do you know about Europe Day?”
· Present short history: 
· May 9, 1950: Robert Schuman proposed cooperation in coal and steel → foundation of EU.
· Europe Day celebrates peace and unity.
2. Group Activity (15 min)
· Pupils brainstorm symbols of Europe (flag, anthem, countries, peace).
· Teacher records ideas on board.
3. Scratch Game Concept (20 min)
· Teacher introduces challenge: “You will design a Scratch game that teaches about Europe Day.”
· Examples: 
· Quiz game: answer questions about EU history.
· Maze game: guide a character through European landmarks.
· Collecting game: gather stars/flags representing EU countries.

4. Wrap‑Up (5 min)
· Teams decide on their game idea and assign roles (coder, designer, researcher).
Day 2: Coding & Showcase
1. Scratch Demo (10 min)
· Teacher shows basic blocks: movement, scoring, questions/answers.
· Example: 
	When green flag clicked → ask [What year was the Schuman Declaration?] → if answer = 1950 → say [Correct!]



2. Team Coding Session (25 min)
· Pupils build their game: 
· Add sprites (flags, landmarks, characters).
· Program scoring or quiz questions.
· Insert background (European flag, map).
3. Showcase (15 min)
· Each team presents their Scratch game.
· Classmates play and give feedback.
4. Reflection (5 min)
· Discussion prompts: 
· “What did you learn about Europe Day through coding?”
· “How can games help us remember history?”
Assessment
· History Knowledge: Accuracy of Europe Day facts in the game.
· Creativity: Originality of game design.
· Coding Skills: Functionality of Scratch project.
· Teamwork: Collaboration and participation.
Extensions
· Host a Europe Day Digital Fair where students showcase games to other classes.
· Add a quiz bank with questions about EU countries, symbols, and history.
· Connect with civic education: discuss how unity and cooperation apply in daily life.







LESSON PLAN NO. 3
English with Sphero Robots
Topic: Vocabulary & Storytelling
Grade Level: SEN pupils (adaptable for ages 11–12)
Duration: 45–50 minutes
Learning Objectives
· Build confidence in using basic English vocabulary (colors, directions, action words).
· Practice oral communication through storytelling and instructions.
· Develop teamwork and turn‑taking skills.
· Engage with technology (Sphero robots) to reinforce learning in a playful way.
Materials Needed
· Sphero robots (1 per small group).
· Tablets/phones with Sphero EDU app.
· Flashcards with vocabulary (colors, actions, simple nouns).
· Cones or tape to mark paths on the floor.
Lesson Flow
1. Warm‑Up (5–7 min)
· Teacher shows flashcards (e.g., “red,” “blue,” “run,” “stop”).
· Pupils repeat words aloud.
· Quick movement activity: pupils act out “run,” “stop,” “turn.”
2. Introduction to Sphero (5 min)
· Teacher demonstrates how to drive Sphero forward, turn, and change colors.
· Link to vocabulary: “Forward,” “Stop,” “Turn left,” “Turn right,” “Red,” “Blue.”
3. Vocabulary Path Game (15 min)
· Teacher sets up a simple path with cones.
· Pupils give verbal instructions to guide Sphero: 
· “Go forward.”
· “Turn left.”
· “Stop.”
· “Change to red.”
· Pupils take turns giving commands, reinforcing spoken English.
4. Storytelling with Sphero (15 min)
· Pupils create a short story using Sphero as a character.
· Example: “The blue robot goes to the castle. It stops. It turns right to find treasure.”
· Teacher supports with sentence starters and flashcards.
· Groups present their mini‑stories by driving Sphero while narrating.
5. Reflection & Wrap‑Up (5–8 min)
· Pupils share one new word they used today.
· Teacher praises effort and highlights teamwork.
· Optional: Pupils draw a picture of their Sphero story and label it with English words.
Assessment
· Vocabulary Use: Did pupils use target words (colors, directions, actions)?
· Communication: Did they attempt oral instructions or storytelling?
· Engagement: Participation in robot activity and group work.
· Teamwork: Turn‑taking and cooperation.
Adaptations for SEN
· Use visual supports (flashcards, pictograms).
· Provide sentence starters (“Go forward,” “Turn left”).
· Allow peer support in mixed‑ability groups.
· Keep instructions short and clear.
· Celebrate effort, not just accuracy.













Worksheet: “English with Sphero”
Name: _____________________
Date: ______________________
1. Colors: Match the word to the robot color.
· 🔴 Red → Sphero turns ________
· 🔵 Blue → Sphero turns ________
· 🟢 Green → Sphero turns ________
· 🟡 Yellow → Sphero turns ________
2. Directions: Circle the correct word and say it aloud.
· ⬆️ Sphero goes ________ (forward / backward)
· ⬅️ Sphero turns ________ (left / right)
· ⏹️ Sphero ________ (stop / go)
3. Actions: Fill in the blanks with action words.
· Sphero can ________ fast.
· Sphero can ________ slow.
· Sphero can ________ to the goal.
4. Story Starter: Use the sentence starters to tell a short story with your robot.
· “The ________ robot goes to the ________.”
· “It ________ and then ________.”
· “Finally, it ________.”
(Encourage pupils to act out the story by driving Sphero while speaking.)
5. Reflection: Draw your Sphero robot and write one word you learned today:
	



	


Teacher Tips
· Print with large fonts and pictograms for accessibility.
· Allow pupils to point, circle, or color answers if writing is difficult.
· Use the worksheet alongside the robot activity so pupils connect words → actions → visuals.
Storyboard Worksheet: “My Sphero Adventure”
Name: _____________ _______
Date: _____________________
Instructions for Pupils
1. Draw your Sphero robot in each box.
2. Add one English word or short sentence to tell the story.
3. Use the robot in class to act out your story.
Template (Comic‑Strip Style)
Box 1 – Beginning
· Picture: Sphero starts its journey.
· Sentence starter: “The robot is ________.”
Box 2 – Action
· Picture: Sphero moves (forward, left, right).
· Sentence starter: “It goes ________.”
Box 3 – Challenge
· Picture: Sphero meets an obstacle (cone, wall, another robot).
· Sentence starter: “It ________.”
Box 4 – Ending
· Picture: Sphero reaches the goal (castle, treasure, home).
· Sentence starter: “Finally, it ________.”

Teacher Tips
· Print with large empty boxes for drawing.
· Provide pictogram stickers or flashcards (arrows, colors, objects) for pupils who struggle with drawing.
· Encourage pupils to narrate aloud while showing their storyboard.
· Celebrate creativity — every story is valid, even if words are simple.





Example Storyboard: “Sphero’s Treasure Hunt”

Box 1 – Beginning
· Drawing: A blue Sphero robot at the start line.
· Sentence: “The robot is blue.”
Box 2 – Action
· Drawing: Sphero moving forward toward a cone.
· Sentence: “It goes forward.”
Box 3 – Challenge
· Drawing: Sphero turning right to avoid an obstacle (cone or wall).
· Sentence: “It turns right.”
Box 4 – Ending
· Drawing: Sphero reaching a treasure chest (goal).
· Sentence: “Finally, it stops at the treasure.”
Teacher Tips
· Show this example before pupils begin so they see how pictures + short sentences work together.
· Encourage pupils to change details (color, direction, goal) to make their own unique adventure.
· Remind them: “Draw first, then add one word or sentence.”











LESSON PLAN NO.4
Exploring Romanian Fairytales with Sphero
Grade Level: 5th Grade
Duration: 50–60 minutes
Learning Objectives
· Understand and retell a Romanian fairytale (e.g., Harap Alb, Făt‑Frumos, or Greuceanu).
· Develop storytelling and sequencing skills.
· Use Sphero robots to act out parts of the story.
· Strengthen teamwork, creativity, and digital literacy.
Materials Needed
· Text or summary of a Romanian fairytale.
· Sphero robots (1 per group).
· Tablets/phones with Sphero EDU app.
· Cones, tape, or classroom props to create a “story map” (castle, forest, river, dragon’s lair).
· Worksheets for story sequencing.
Lesson Flow
1. Warm‑Up (5–7 min)
· Teacher asks: “What Romanian fairytales do you know?”
· Briefly retell the chosen fairytale (e.g., Harap Alb’s journey).
· Highlight key scenes: starting point, challenges, helpers, final victory.
2. Story Sequencing (10 min)
· Pupils work in small groups to arrange story events in order using worksheets.
· Each group chooses 3–4 key scenes to represent with Sphero.
3. Introduction to Sphero (5 min)
· Teacher demonstrates basic controls: forward, turn, change colors.
· Link to story: “Green means forest, red means danger, blue means river.”
4. Robot Storytelling (20 min)
· Groups program Sphero to travel through a story map: 
· Start at the “village.”
· Move through the “forest” (cones).
· Cross the “river” (blue tape).
· Defeat the “dragon” (red zone).
· Reach the “castle” (goal).
· Pupils narrate the fairytale aloud while Sphero acts it out.
5. Showcase & Reflection (10–15 min)
· Each group presents their robot‑driven fairytale scene.
· Class discussion: 
· “How did the robot help us tell the story?”
· “What part of the fairytale was most fun to act out?”
· Pupils write one sentence: “Today I learned that stories can be told with…”
Assessment
· Literature Understanding: Correct sequencing and retelling of fairytale events.
· Creativity: Originality in linking robot actions to story elements.
· Coding Skills: Ability to program Sphero for movement and color changes.
· Teamwork: Collaboration in planning and presenting.
Extensions
· Pupils create their own short fairytale and act it out with Sphero.
· Add sound effects or background music to enhance storytelling.
· Compare Romanian fairytales with other cultures’ stories using robots as narrators.

















Story Map Template: Romanian Fairytale Adventure
Zones to Create in the Classroom
· Village (Start Point) 
· Mark with cones or tape.
· Pupils begin the story here: “Once upon a time, the hero lived in a small village…”
· Forest 
· Use green tape or paper leaves.
· Robot moves forward through the forest.
· Narration: “The hero travels through the dark forest.”
· River 
· Blue tape or fabric strip on the floor.
· Robot must cross carefully.
· Narration: “The hero crosses the river to continue the journey.”
· Dragon’s Lair / Challenge Zone 
· Red cones or paper flames.
· Robot changes color to red when entering.
· Narration: “The hero faces the dragon and must be brave.”
· Castle (Goal) 
· Mark with a large cone or cardboard castle cut‑out.
· Robot stops here.
· Narration: “Finally, the hero reaches the castle and wins the treasure.”

 Teacher Tips
· Print the map as a worksheet with icons so pupils can plan their robot’s path before driving.
· Encourage pupils to write one sentence per zone to connect robot actions with the fairytale.
· Allow flexibility: pupils can swap “dragon” for “giant,” “castle” for “palace,” depending on the chosen Romanian fairytale.










LESSON PLAN NO.5
“Keloğlan’s Adventure with Sphero”
Grade Level: 5th Grade
Duration: 50–60 minutes
Learning Objectives
· Learn about Keloğlan, a traditional Turkish folk character known for cleverness and humor.
· Retell and sequence events from a Keloğlan fairytale.
· Use Sphero robots to act out parts of the story.
· Develop teamwork, creativity, and basic coding skills.
Materials Needed
· Short summary of a Keloğlan tale (e.g., Keloğlan and the Magic Treasure).
· Sphero robots (1 per group).
· Tablets/phones with Sphero EDU app.
· Cones, tape, or classroom props to create a “story map” (village, forest, river, palace).
· Worksheets for sequencing story events.
Lesson Flow
1. Warm‑Up (5–7 min)
· Teacher introduces Keloğlan: a poor but clever boy who solves problems with wit.
· Pupils share what they know about folk heroes or trickster characters.
2. Storytelling & Sequencing (10 min)
· Teacher reads or summarizes a short Keloğlan story.
· Pupils identify key scenes (start, challenge, clever trick, happy ending).
· Groups arrange events in order using a worksheet.
3. Introduction to Sphero (5 min)
· Teacher demonstrates basic robot controls: forward, turn, change colors.
· Link robot actions to story: 
· Green = forest
· Blue = river
· Red = danger
· Yellow = treasure/palace
4. Robot Storytelling (20 min)
· Groups program Sphero to travel through the story map: 
· Start in the village.
· Move through the forest.
· Cross the river.
· Outsmart the giant/dragon/king’s guard (challenge zone).
· Reach the palace/treasure.
· Pupils narrate aloud while Sphero acts out the adventure.
5. Showcase & Reflection (10–15 min)
· Each group presents their robot‑driven Keloğlan story.
· Class discussion: 
· “How did Keloğlan use cleverness in the story?”
· “How did the robot help us tell the tale?”
· Pupils write one sentence: “Keloğlan teaches us that…”
Assessment
· Literature Understanding: Correct sequencing and retelling of Keloğlan’s story.
· Creativity: Originality in linking robot actions to story events.
· Coding Skills: Ability to program Sphero for movement and color changes.
· Teamwork: Collaboration in planning and presenting.
 Extensions
· Pupils invent their own Keloğlan adventure and act it out with Sphero.
· Compare Keloğlan with other folk heroes (e.g., Harap Alb in Romania).
· Add sound effects or background music to enhance storytelling.














LESSON PLAN NO. 6
“Sphero Meets a Maltese Fairytale”
Grade Level: 5th Grade
Duration: 50–60 minutes
Learning Objectives
· Learn about a Maltese fairytale (e.g., The Story of Calypso, The Enchanted Princess, or Il-Maqluba legend).
· Retell and sequence events from the story.
· Use Sphero robots to act out key scenes.
· Develop teamwork, creativity, and coding skills.
Materials Needed
· Short summary of a Maltese fairytale (teacher provides).
· Sphero robots (1 per group).
· Tablets/phones with Sphero EDU app.
· Cones, tape, or props to create a “story map” (village, cave, sea, palace).
· Worksheets for sequencing story events.
Lesson Flow
1. Warm‑Up (5–7 min)
· Teacher introduces Maltese folklore: “Fairytales in Malta often mix history, myth, and nature.”
· Pupils share what they know about legends or magical stories.
2. Storytelling & Sequencing (10 min)
· Teacher reads or summarizes the chosen Maltese fairytale (e.g., Il-Maqluba, where a village was swallowed by the earth after ignoring warnings).
· Pupils identify key scenes (beginning, challenge, magical event, resolution).
· Groups arrange events in order using a worksheet.
3. Introduction to Sphero (5 min)
· Teacher demonstrates basic robot controls: forward, turn, change colors.
· Link robot actions to story: 
· Green = forest/village
· Blue = sea or cave
· Red = danger/magic event
· Yellow = palace/ending

4. Robot Storytelling (20 min)
· Groups program Sphero to travel through the story map: 
· Start in the village.
· Move through the forest or cave.
· Cross the sea (blue tape).
· Face the magical challenge (red zone).
· Reach the palace or resolution.
· Pupils narrate aloud while Sphero acts out the adventure.
5. Showcase & Reflection (10–15 min)
· Each group presents their robot‑driven Maltese fairytale.
· Class discussion: 
· “What lesson does this fairytale teach?”
· “How did the robot help us tell the story?”
· Pupils write one sentence: “Today I learned that stories can be told with…”
Assessment
· Literature Understanding: Correct sequencing and retelling of the Maltese fairytale.
· Creativity: Originality in linking robot actions to story events.
· Coding Skills: Ability to program Sphero for movement and color changes.
· Teamwork: Collaboration in planning and presenting.
Extensions
· Pupils invent their own Maltese‑inspired fairytale and act it out with Sphero.
· Compare Maltese folklore with Romanian or Turkish tales already studied.
· Add sound effects or background music to enhance storytelling.










Story Map Worksheet: Il‑Maqluba Adventure with Sphero
Name: _____________________
Date: _____________________
Scene 1 – The Village 
· Robot Action: Sphero starts at the “village” zone, color = white.
· Narration: “The people live in the village near Il‑Maqluba.”
Scene 2 – Warning 
· Robot Action: Sphero changes to yellow, pauses.
· Narration: “A holy woman warns the villagers to change their ways.”
Scene 3 – Danger Approaches 
· Robot Action: Sphero moves forward, color = red, spins.
· Narration: “The villagers ignore the warning, and danger comes.”
Scene 4 – The Collapse 
· Robot Action: Sphero quickly rolls into a marked circle (the “sinkhole”), color = black.
· Narration: “The ground opens up and the village is swallowed.”
Scene 5 – Survival 
· Robot Action: Sphero stops at the edge, color = green.
· Narration: “Only the holy woman survives, protected by her faith.”
Scene 6 – Reflection 
· Robot Action: Sphero glows blue and stops at the “safe zone.”
· Narration: “Il‑Maqluba reminds us to listen and live wisely.”
Teacher Tips
· Print this worksheet with boxes for pupils to draw each scene and write their narration.
· Use cones, tape, or mats to mark zones (village, sinkhole, safe zone).
· Encourage pupils to connect robot actions (movement, color, speed) with the story’s emotions.
· Allow flexibility: pupils can add their own creative twists (e.g., storm sounds, treasure at the end).




LESSON PLAN NO.7
“Eglė the Queen of Serpents” with Sphero Robots
Grade Level: 5th Grade
Duration:50–60 minutes
Learning Objectives
· Understand the plot and themes of a Lithuanian fairytale (Eglė the Queen of Serpents).
· Practice story sequencing and retelling.
· Use Sphero robots to act out symbolic parts of the story.
· Develop teamwork, creativity, and basic coding skills.
Materials Needed
· Short summary of Eglė the Queen of Serpents.
· Sphero robots (1 per group).
· Tablets/phones with Sphero EDU app.
· Cones, tape, or props to create zones (forest, sea, serpent’s palace).
· Worksheets for sequencing story events.
Lesson Flow
1. Warm‑Up (5–7 min)
· Teacher introduces Lithuanian folklore: “Fairytales often connect people with nature and magical creatures.”
· Briefly retell Eglė the Queen of Serpents: Eglė marries a serpent king, lives under the sea, but tragedy strikes when her brothers kill him.
2. Story Sequencing (10 min)
· Pupils arrange the main events: 
· Meeting the serpent.
· Journey to the sea palace.
· Life under the sea.
· Brothers’ betrayal.
· Transformation ending.
3. Introduction to Sphero (5 min)
· Teacher demonstrates robot controls: forward, turn, change colors.
· Link robot actions to story: 
· Green = forest.
· Blue = sea.
· Red = danger/betrayal.
· White = transformation.
4. Robot Storytelling (20 min)
· Groups program Sphero to travel through the story map: 
· Start in the forest (green).
· Move to the sea palace (blue).
· Face the betrayal zone (red).
· End with transformation (white glow).
· Pupils narrate aloud while Sphero acts out the adventure.
5. Showcase & Reflection (10–15 min)
· Each group presents their robot‑driven fairytale.
· Class discussion: 
· “What lesson does Eglė’s story teach?”
· “How did the robot help us tell the tale?”
· Pupils write one sentence: “Today I learned that fairytales can be told with…”
 Assessment
· Literature Understanding: Correct sequencing and retelling of the fairytale.
· Creativity: Linking robot actions to symbolic story elements.
· Coding Skills: Programming Sphero for movement and color changes.
· Teamwork: Collaboration in planning and presenting.
Extensions
· Pupils invent their own Lithuanian‑inspired fairytale and act it out with Sphero.
· Compare Eglė the Queen of Serpents with other European fairytales (e.g., Il‑Maqluba from Malta).
· Add sound effects or background music to enhance storytelling.












LESSON PLAN 8
Exploring Triangles with Sphero Robots
Grade Level:6th Grade
Duration: 50 minutes
Learning Objectives
· Define and classify triangles (equilateral, isosceles, scalene; acute, right, obtuse).
· Understand that the sum of angles in a triangle = 180°.
· Apply geometry concepts by programming Sphero robots to trace triangle shapes.
· Strengthen teamwork, creativity, and coding skills.
 Materials Needed
· Whiteboard and markers.
· Rulers, protractors, compasses.
· Worksheets with triangle diagrams.
· Sphero robots (1 per group).
· Tablets/phones with Sphero EDU app.
· Tape or chalk to mark triangle outlines on the floor.
Lesson Flow
1. Warm‑Up (5 min)
· Teacher asks: “Where do we see triangles in real life?” (bridges, roofs, pyramids).
· Pupils brainstorm examples.
2. Introduction (10 min)
· Teacher defines triangle and shows types by sides and angles.
· Pupils practice identifying triangles on worksheets.
3. Guided Practice (10 min)
· Pupils draw one equilateral, one right, and one scalene triangle using rulers and protractors.
· Teacher demonstrates measuring angles and verifying the sum = 180°.
4. Sphero Activity: Triangle Tracing (20 min)
· Groups program Sphero to trace triangle paths: 
· Equilateral triangle: equal sides, equal turns (120° each).
· Right triangle: one 90° turn, others adjusted.
· Scalene triangle: varied side lengths and angles.
· Pupils test their code by driving Sphero along taped outlines.
· Challenge: Pupils try to program Sphero without outlines, using only angles and distances.
5. Wrap‑Up & Reflection (5–10 min)
· Groups present their triangle paths.
· Class discussion: 
· “What was easy or hard about programming triangles?”
· “How does coding help us understand geometry?”
· Exit ticket: Pupils draw a triangle and label its type.
Assessment
· Accuracy of triangle classification on worksheets.
· Success in programming Sphero to trace triangle shapes.
· Participation and teamwork during robot activity.
Extensions
· Explore the triangle inequality theorem by testing robot paths.
· Program Sphero to trace composite shapes (hexagon made of triangles).
· Connect to architecture: pupils design a “bridge” using triangle paths.


















LESSON PLAN NO. 9
Exploring Circles with Minecraft
Grade Level: 6th Grade
Duration: 50–60 minutes
Learning Objectives
· Define a circle and identify its parts (radius, diameter, circumference, center).
· Understand the relationship between radius and diameter (diameter = 2 × radius).
· Explore how circles can be represented in Minecraft’s block‑based world.
· Apply geometry concepts by building and measuring circles in Minecraft.
Materials Needed
· Whiteboard and markers.
· Graph paper for circle sketches.
· Computers/tablets with Minecraft Education Edition.
· Worksheets with circle diagrams.
Lesson Flow
1. Warm‑Up (5 min)
· Teacher asks: “Where do we see circles in real life?” (wheels, clocks, coins).
· Pupils brainstorm examples.
2. Introduction (10 min)
· Teacher defines circle: “A set of points equidistant from a center.”
· Show parts: center, radius, diameter, circumference.
· Quick calculation example: If radius = 4 cm, diameter = 8 cm.
3. Guided Practice (10 min)
· Pupils draw circles on graph paper using compasses.
· Label radius and diameter.
· Teacher demonstrates circumference formula: (C = 2 \pi r).
4. Minecraft Activity (20 min)
· Pupils open Minecraft Education Edition.
· Task: Build a circle using blocks. 
· Start with a center point.
· Place blocks outward to mark the radius.
· Use “pixel circle” technique (arranging blocks in a rounded shape).
· Pupils measure radius and diameter in blocks.
· Challenge: Build circles of different sizes and compare diameters and circumferences.
5. Wrap‑Up & Reflection (5–10 min)
· Groups showcase their Minecraft circles.
· Class discussion: 
· “What was easy or hard about building circles in Minecraft?”
· “How does Minecraft help us understand geometry?”
· Exit ticket: Pupils write one fact about circles and one thing they built.
 Assessment
· Accuracy of circle drawings on paper.
· Success in building circles in Minecraft.
· Participation and teamwork during activity.
Extensions
· Build cylinders or domes in Minecraft to explore 3D geometry.
· Compare circles with polygons (squares, hexagons) in Minecraft.
· Use Minecraft’s coordinate system to explore circle equations.
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