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Status quo

Curricula 

and school subjects

Teachersó knowledge and

self-efficacy

Only 1,5 years of time for

development

IT is everywhere

IT is constantly

changing its face
Lupo  / pixelio.de RaineSturm / pixelio.de 

Challenges
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Wanted: Teaching Material and Teacher Trainings

Big variety of
topics

Flexible for many 
age groups 

Suitable to work 
with external 
partners in 

schools

motivating and up 
to date

Easy to use for 
teachers and 

students

Suitable for 
teachers with few 
IT / CS knowledge



Methodology: Design Thinking

ÅCreative method to generate ideas 

that are emotionally meaningful

ÅFocusing on different kinds of users

ÅFocusing on the motivation and 

needs of the user

Å why

ÅRapid prototyping

ÅQuick feedback
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Points of View and Personas

ÅSabrina: wants to save the world, 

likes reading her name in the 

newspapersand meet interesting people 

ÅSusan: well educated and reflected, 

introverted, wants to enlightstudent

ÅRobert: single- dad, teaching sports, 

needs something that works out of

the box, has other problemsthan CS

ÅIrene (experienced) and Bert (beginner): both a bit afraid of failing with 

new content, will try something only if it is written down in detail

ÅTim: a self- concioustinkerer, likes hardwaremost, opento newideas

ÅHerbert: very traditional, will not changehis curriculum, keepscontrol
14.10.2016



Excursion
exploring
Codes at 
company

QR and
barcodes
in super-
markets

3-D-Print, 
e.g. at the
company
nearby

CAD with
external
experts

Design  
own game
controller

Try makey
makey / 
moco
moco

Under-
stand 
inputs and
sensors

Easy start
into pro-
gramming

Exploring
Scratch
and App-
Inventor

Develop
own apps
and games

Communi-
cation, 
(blinking, 
pixels)

Way of
websites
trough the
Internet

QR-Code-
ralley, 

encryption

Cans 
phone, 
Morse 
machine

Process
mobile 
phone data

experi-
ments with
smart-
phones

Show & Tell on school fests, to parents, 
relatives, friends online and in real life, apps, 
game controller

Create 
ideas with
,Design 
Thinkingó

Show 
and
share

create

explore

understand

analogous / 

unplugged
digital / with software

with

hardware
With external

partners

Leading to matrix of possible modules / topics



Playfully discover IT
Module 7
AppInventor ï
My App

Explore Communication Make and Share

Explore Data

Module 2 

Comprehend the

Internet

Module 3

Codes in supermarkets and

companies

Module 5

Easy start to Coding

Modules: IT2School ïdiscover IT together
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Module 1 

From Blinking to

encryption

Module 4 

Design Thinking

Module 6

MocoMoco ïmy

Connection
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IT2School in the classroom



B1: From blinking to enryption

¤Discover the analog roots of IT

¤Build a Morse Telegraph

¤And learn more about different 
ways of data transfer



B2: Comprehending The Internet

¤Get an overview of the functional
principles of the World Wide Web 
based on a cardboard model

¤Build the model during the lessons
and put it into the limelight with a 
roleplay performed by the hole 
class.



B3: Codes

¤ This module focuses on the 
functionality and usage options of 
optical codes

¤Get to know barcodes and QR-Codes 
and create your own codes to store
chosen data

¤ Learn more about their application on 
a field trip to a company or your local
supermarket



B4: Design Thinking

¤ Try out the state of the art problem solving
methodology Design Thinking.

¤Create new product ideas and innovative 
cases for IT

¤Preview: This module will be shifted to the
series of method modules and replaced by
a new module focussing on 3D printing
and modelling



B5: Coding

¤Become familiar with Scratch, a graphic
programming enviroment especially
designed for young people exploring
first coding projects

¤Young pupils can be motivated to learn 
programming and create simple 
interactions of various objects (eg. 
conversation between two figures using 
speech bubbles)



¤Communication with a computer using
input devices like bananas or
classmates?

¤Students learn how to design and use 
their own input device as well as coding 
their own program which is required for 
the communication between the 
computer and the input device

B6: My Connection


