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ABSTRACT
CAnVASS+ research is a research on best practices for the integration of technology into
traditional didactics. With this objective, this e-book identifies a series of successful
experiences in the countries of the partnership (Italy, Romania, Greece and Spain), analyzing
them and trying to understand which contribution they could bring to the development of
digital innovation in schools. The partnership has identified 34 good cases, interviewed their
implementing operators and tried to build up a pathway for the exportation of their most
interesting and fascinating features.
The interviews have been realized through a phenomenographic methodology, a qualitative
research approach used to map the different ways in which people perceive, conceptualize
and understand a specific experience (in our case digital/alternative classes). The practices
have been divided and classified according to their impact on the four following thematic
areas:
a) the digital classes and how to use technology in the personalization of learning;
b) the approach of Challenge Based Learning in Upper Secondary Schools and its impact on
curricula and on the involvement of students and parents;
c) experiences of personalization of learning through visual learning;
d) the construction of new digital competencies related to the work place and its impact on
curricula.
The final purpose of CANVASS+ Research is not just to provide a solid basis for the
realization of the project outputs, but also to foster the creation of a transnational network,
composed both by those who are more active in innovating education through technology
and those who are interested in understanding more on how digital devices, software and
platforms could shape the school of the future.
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INTRODUCTION
Since many years, the debate concerning the need to maximize the benefit that digital
innovation could bring to every stage of school education remains central. Many discussions
have tried to understand which strategies could lead to exploit the potentialities that still
haven’t fully expressed themselves. In a certain sense, there is the need to conciliate
between the willingness of maintaining a line of continuity with tradition, preserving it from
the risks of an uncontrolled transformation, and the desire of exploring the opportunities
that digital devices could bring to life, as a mean for extending the outreach of the
relationship between students and teachers, turning classrooms into a new and wider
space.
Despite this dialectic relation between progressivism and traditionalism, today a number of
facts seem to outline how new strategies and ways of thinking need to be developed, in
order to respond to challenges that modern scholastic systems are already facing and
cannot be denied or overlooked. Over the course of the past decades, it has been possible
to note a continuous expansion and transformation of educational systems, due to a
growing economic investment of developing countries that see education as “indispensable
ingredient of modernization and progress”1. However, a positive and effective technological
change aimed to produce changes in the educational system requires the mobilization of
many different actors and factors (Heppell, 2016)2
The existing tension between tradition and innovation should not turn the debate on the
future of learning into a contentious subject, diverting attention from the positive impact
that could be guaranteed by an integration of digital opportunities into traditional didactics.
Canvass+ has exactly this objective: indicating a series of good practices and positive
examples that could represent an inspiration for other teachers and students for including
digital technologies in their classes, enhancing their ICT competences for didactic purposes,
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increasing their ability to use visual learning while customizing the learning process. Having
this objective, we will design a pathway and a series of instruments that will allow us to
guide, train and support teachers and trainers in creating a link between technology and
learning activities.
The challenge is to select the best scenarios, in which teachers and trainers have been able
to design a positive learning process with the support of digital technologies, identifying and
exporting the most interesting ideas and practices and trying to use them in other settings.
The purpose of this operation is to create a document that could act as a compass,
orientating interested teachers in this complex landscape and giving readers essential
information for the definition of the general action plan of the CAnVASS+ project. With this
objective, we have conducted a comparative research on the best practices for the
integration of technology into ordinary didactics. With this objective, the present research
aims to set a valuable basis for the identification of a pathway to increase the relevancy of
digital and technological progress for the improvement of teaching methodologies.
In order to understand which could be the best direction, our partnership conducted a
survey in Spain, Romania, Italy and Greece, collecting 32 good practices (8 per country) that
could provide inspiration for the diffusion of successful experiences. The study, that will
have both a cognitive and an educational function, have contributed to the realization of
this e-book, that will include both the results of the phenomenographic analysis and the
description of the 32 analyzed practices, as reported directly by the implementing operator.
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THE ANALYSIS
The ways in which teachers and trainers interact with students in classrooms has
increasingly changed over the past decades, with a pace that has known an exponential
growth over the last ten years. The transformation brought by digital media to each social
process has involved also educational institutions, creating new dynamics that have
modified both traditional didactics and the relationship between teacher and student. The
difficulty showed by many scholastic institutions in developing a comprehensive strategy for
the integration and valorization of digital tools and technologies in their learning programs
is mostly connected by the absence of a general confidence in the new possibilities opened
by this evolution.
Frequently hampered by “retrogressive reform measures that cleave towards the basics and
marginalize media” 3, the school sector has responded slowly to changes in the social and
media landscape, failing to exploit fully the positive effect of this transformation 4. Despite
these shortcomings, over time a number of good practices have shown how many
professors and schools have engaged in developing a creative thinking over the application
of new technologies to traditional didactics, spreading the kinds of grassroots stimulus that
are needed to gradually ignite widespread transformations.
The objective of our analysis is to identify these aforementioned stimulus, trying to
understand the points of contact that unify them in nations characterized by different
educational systems and levels of digital literacy, both amid students and teachers. We are
confident that in this way it will be possible to identify a line of contact between different
understanding and conceptions. Phenomenographic methods of research have the positive
feature of allowing us the possibility to do a qualitative analysis on these different
conceptions, allowing us to identify the key elements of approaches to learning, approaches
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to teaching, understanding of what is discovered in classroom and, more in general, about
every general issue learned in society about educational systems5.
Phenomenographic approaches to research have the ambition of describing how groups of
individuals understand and give sense to phenomena. As stated by Ference Marton, one of
the founders and most important developers of this research paradigm, phenomenography
aims to represent the “variation of peoples’ conceptions of a given phenomenon in the
surrounding world”, studied not in a static sense but in their dynamic evolution.
Within this theoretical framework, data collection represents one of the most important
passages: the conceptions and worldviews of the individual are central to the investigation.
It is hence fundamental that the interviewees expose their experiences, speaking freely and
providing information that come from their direct experience. The interviewer will have the
task of providing a general framework for the conversation: hopefully, after having
established an atmosphere of trust with the interviewer, the interviewee will in fact provide
personal information and opinions concerning the enrolled activities. Giving him the
possibility to talk freely will allow us to obtain a better general insight: for this reason, it may
be more useful to ask open questions instead of specific details.
Within the context of Canvass+, the professors have been contacted after a work of
selection over a consistent number of good practices in each of the four nations involved in
the research. The initial search has led to the identification of 8 more interesting practices
per country, divided into a series of macro-areas that were already outlined.
In each of the four countries, partner organizations representing schools and educational
institutes (Colegio Las Chapas in Spain; IIS Sarandì in Italy, 4th Vocational School Esperino of
Heraklion in Greece; Liceul Tehnologic de Transporturi de Ploiesti in Romania) have carried
out the interviews on the representatives of the selected good practices, consisting in semistructured video-interviews aimed at inviting the teachers in providing general information
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on their practices, expressing freely their perceptions, ideas and views concerning the
activities they were carrying out with the students. Contents have been ordered according
to a number of common features: description of the implementing professor’s profile;
description of the institute where the practices took place; description of the students who
took place to the activities; general description on the project, on its implementation and
planning; innovative features; potential exportability. It is important mentioning that these
information have not been collected in a schematic way, but have been elaborated in the
reporting phase in order to define a criteria of collection of the information presented in the
interviews.
Thanks to this informal approach, it was possible to obtain a series of important information
concerning not only specific or technical details of practices carried out in each country, but
also concerning the expectations and ideas that were behind each of the practices. At the
end of the interview phase, interviews were transcribed and collected by ERIFO in this
document, which took care of organizing all materials in a wide grill containing an
abundance of important ideas and inspirations.
In the grills proposed in the following pages, we will provide a brief synthesis of the work
realized by the partnership, that could be found in its entire form in the English version and
that will be translated in all partnership languages before the end of the project. The
summary shows a list of the most interesting findings of the research, concerning the core
of the innovation and a series of categories that will be used to channel innovative contents
and practices gained from the analysis into the outputs that will be elaborated as part of
the CAnVASS+ proj
ect.

A) THE DIGITAL CLASSES AND HOW TO USE TECHNOLOGY IN THE PERSONALIZATION OF LEARNING
COUNTRY

PRACTICE NAME

PROFESSOR

SCHOOL

AGE OF STUDENTS

CORE

RELEVANT CATEGORIES

GREECE

Teaching Blood Groups using Information
Computer Technology (ICT)

E. Geourgoulakis

Gouves High School,
Crete

15-18 yo students

Use of internet resources in
classes for learning the
importance of knowing more on
blood types and importance of
transfusion

GREECE

Interactive Exercises through Hot Potatoes

G. Astrinaki

2nd Voc School of
Rethymno, Crete

15-18 yo students

Providing students opportunities
for exercising language through
software

ROMANIA

Using the educational platform
Tictransporturi

V. Lungescu

J. Monnet NC, Ploiesti

6-18 yo students

Modernizing classes through use
of digital technologies, sharing
information through a web
platform

ROMANIA

Applying digital methods during math
classes, within performance activities
and school projects

M. Stegaroiu

NC M. Viteazul,
Ploiesti

12-18 yo students

Use of digital platforms in math
classes, in particular during
exercises

SPAIN

I-Pad Art – Comic Yourself

S. Lopez Diaz

Col. Tierrallana Huelva

Max 5 yo students

SPAIN

Professor Utonio helps us travel to the past

S. Carratalà Rios

Col. Penyagolosa Borriana

5 yo students

Using I-Pads in classes for
reproducing facial expressions in
art classes, showing how to draw
emotions and feelings
Use of virtual and augmented
reality to create experiments in
class

ITALY

Learning Mathematics at the Time of
Internet

C. Marchesano
E. Perucca

IIS F. Caffè - Roma

14-19 yo students

A) Wider access to data and
information
B) Importance of nonconventional approaches to
teaching activities
c) Gaming activities
A) More opportunities for
fostering self-awareness/selfesteem
B) More strategies for fostering
creativity
C) Gaming activities
A) More opportunities for
fostering self-awareness/selfesteem
B) Better ways to foster team
work/team spirit/collaboration
C) Importance for increasing
participation and openness
A) Better ways to foster team
work/team spirit/collaboration
B) Digital technologies give more
possibilities to get in contact
with students
C) Improve skills in data filtering
and evaluation
A) Digital technologies give more
possibilities to get in contact
with students
B) To learn project-based work
A) More opportunities for
fostering self-awareness/selfesteem
B) To learn project-based work
A) Improve problem-solving and
critical thinking
B) Importance of nonconventional approaches to
teaching activities
C) More opportunities for
fostering self-awareness/selfesteem

Use of web resources and video
lessons for students having
difficulties to take part to classes
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ITALY

A Day in the City

M. Di Seri

IC A. Rosmini- Roma

6-13 yo students

Using digital devices to foster
peer-education practices

ITALY

Ali di Carta – Paper Wings

S. Zaccagnini
M. Gianiorio
M. Biasion

IIS Sarandì - Roma

15-16 yo students

Research through digital devices
over the main theme of the
project: human flight

A) Improve skills in data filtering
and evaluation
B) Interdisciplinary approach to
innovation and education
A) Better ways to foster team
work/team spirit/collaboration
B) More opportunities for
fostering self-awareness/selfesteem
C) Importance of nonconventional approaches to
teaching activities

B) THE APPROACH OF CHALLENGE BASED LEARNING IN UPPER SECONDARY SCHOOLS AND ITS IMPACT ON CURRICULA AND ON THE INVOLVEMENT OF
STUDENTS AND PARENTS
COUNTRY

PRACTICE NAME

PROFESSOR

SCHOOL

AGE OF STUDENTS

CORE

RELEVANT CATEGORIES

GREECE

Pixton Emotion Stories

S. Vasilakis

2nd HS of Agios
Nikolaos, Crete

12-15 yo students

Creation of animated video
stories for expressing emotions in
class, pushing students to create
a scenario from scratch under
pressure

GREECE

Web application and collaborative writing in
the Modern Greek language

O. Karadaki

Lyceum of Vamos,
Crete

16-18 yo students

Web application and
collaborative writing in teams,
with the objective of producing a
collective text

ROMANIA

Applying digital teaching methods and tools
during social sciences

R. Grancea

NC N. Stanescu Ploiesti

10-18 yo students

ROMANIA

Webquest

A. Tanase

Spiru Haret Coll. –
Ploiesti

15-18 yo students

Students are involved in creating
their own training, development
and learning, approaching
information in the way they
prefer
Webquest as a way to motivate
students to do challenging
internet researches

A) Improve possibilities of
expressing feelings and emotions
B) More strategies for fostering
creativity
C) Interdisciplinary approach to
innovation and education
A) Better ways to foster team
work/team spirit/collaboration
B) Digital technologies give more
possibilities to get in contact with
students
A) Wider access to data and
information
B) Importance for increasing
participation and openness
A) Wider access to data and
information
B) Improve skills in data filtering
and evaluation
c)Improving
possibilities
of
creating tailor-made forms of

11

learning

ROMANIA

The use of digital methods during math
lessons for grades IX-XII, as well as
in educational school projects

F. Tuinete

Coll T. Socolescu Ploiesti

14+ yo students

SPAIN

Understanding the Electric Bill

J. Rodriguez Morillo

Col. ECOS Resuelto

13-14 yo students

SPAIN

A Robot in the Classroom

M. Del Mar

Col. Monaita Granada

11 yo students

ITALY

The Pierre Auger Observatory

I. Veronesi

L.S.S. Mancini Avellino

17-18 yo students

ITALY

AURAT – Add a Robot to the Table

L. Pagani

ISIS C. Facchinetti Castellanza

15-19 yo students

Using digital resources in math
classes, to personalize tasks in a
competitive way

A) Importance for increasing
participation and openness
B) Improving possibilities of
creating tailor-made forms of
learning
C) To learn project-based work
Teaching students how electricity A) Improve skills in data filtering
bills work, through calculation in and evaluation
class on digital devices
B) Better ways to foster team
work/team spirit/collaboration
Using the programming of
A) Better ways to foster team
drones to solve problems and
work/team spirit/collaboration
develop critical thinking
B) Improve problem-solving and
critical thinking
C) Importance for increasing
participation and openness
Participating to a competition
A) Improve skills in data filtering
between schools on collecting
and evaluation
data on the origins of the
B) Better ways to foster team
universe
work/team spirit/collaboration
Using robotics to increase group- A) Better ways to foster team
working and problem solving
work/team spirit/collaboration
abilities
B) Importance of nonconventional approaches to
teaching activities
c) To learn project-based work

C) EXPERIENCES OF PERSONALIZATION OF LEARNING THROUGH VISUAL LEARNING
COUNTRY

PRACTICE NAME

PROFESSOR

SCHOOL

AGE OF STUDENTS

GREECE

Video creation of Cretan edible greens

I. Fragkiadakis
K. Abatzi

HS Agioi Deka, Crete

14-16 yo students

CORE

RELEVANT CATEGORIES

Development of students’ skills in A) More strategies for fostering
collecting information through
creativity
audio and video sources
B) Improving possibilities of
creating tailor-made forms of
learning
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C) Better ways to foster team
work/team spirit/collaboration

GREECE

Teaching English language using short films
– Interactive cinema

N. Bekiaris

1st Voc. School Agios
Nikolaos, Crete

15-19 yo students

ROMANIA

Flipped Classroom Method

A. Miu

Agr. Tech HS Barcanesti

12-16 yo students

ROMANIA

Using computer and internet to present
various chemical tutorials, virtual
experiments, microscopic images

L. Nedelcu

LTT de Transporturi Ploiesti

14+ yo students

SPAIN

Implementation of Technology to
Challenge-Based Learning

C. Iriarte

CB Adharaz Espartinas

15-17 yo students

SPAIN

Touching Minecraft

G. Garcia
Fernandez
M. Portela Iglesias

C.I. Sek Atlantico Poyo

12 yo students

ITALY

From 1 to 1000 stories to tell

A. Aniceto
L. Bredice

IPS M. Pantaleoni Frascati

15-17 yo students

ITALY

MATHISIS - Managing Affective-learning
through Intelligent Atoms and Smart
Interactions

C. Mancini

IC R.Levi Montalcini Roma

12-16 yo students

Motivating students in making
their own short films to talk
about global issues

A) Importance for increasing
participation and openness
B) More strategies for fostering
creativity
C) Better ways to foster team
work/team spirit/collaboration
Providing the students the
A) Importance of nonpossibility of attending lessons
conventional approaches to
with Flipped method
teaching activities
B) Importance for increasing
participation and openness
Turning traditional classes into A) More strategies for fostering
new interactive spaces
creativity
B) Improve skills in data filtering
and evaluation
Learning nutritive functions
A) Improving possibilities of
through Flipped classroom
creating tailor-made forms of
approach
learning
B) Interdisciplinary approach to
innovation and education
Using virtual environments to
A) Improving possibilities of
foster new ways of expression
creating tailor-made forms of
and soft skills
learning
B) Importance for increasing
participation and openness
C) Importance of nonconventional approaches to
teaching activities
Involving students in writing and A) Digital technologies give more
realizing a web-series, curing all possibilities to get in contact with
phases of its realization
students
B) More opportunities for
fostering self-awareness/selfesteem
C) Importance for increasing
participation and openness
Using advanced technologies to A) More opportunities for
foster the involvement of
fostering self-awareness/selfstudents with learning difficulties esteem
B) Importance of nonconventional approaches to
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teaching activities
C) Improving possibilities of
creating tailor-made forms of
learning

ITALY

Didactics and scenarios: learning story e ASL

M. Mascheretti

IIS E. Torricelli Roma

17-18 yo students

Promote historical knowledge
and a culture of research through
the analysis of data collected
online, films and literary texts
relating to a territory, to shape
the process of requalification

A) Improve skills in data filtering
and evaluation
B) Importance of nonconventional approaches to
teaching activities
C) To learn project-based work

D) THE CONSTRUCTION OF NEW DIGITAL COMPETENCIES RELATED TO THE WORK PLACE AND ITS IMPACT ON CURRICULA
COUNTRY

PRACTICE NAME

PROFESSOR

SCHOOL

AGE OF STUDENTS

CORE

RELEVANT CATEGORIES

GREECE

The Advantages of using Wikipedia as a
teaching tool

A. Droubogianni

1st Gen. Lyc of
Rethymno, Crete

15-17 yo students

Promoting a more critical use of
web sources to develop a
community of practice and new
educational assignments

GREECE

The combined use of Lego Mindstorms NXT
and App Inventor for teaching novice
programmers the basic programming
concepts

S. Papadakis

5th Gen. Lyc of
Heraklion, Crete

16-18 yo students

Creating new strategies for
introducing students to
programming courses

ROMANIA

New motivation for learning through ICT

A. Albu

Tech HS V. Slavescu Ploiesti

12-16 yo students

Developing ICT tools for
supporting students and teachers
in classroom

ROMANIA

Monitoring Driver’s Activity through TIS
Office

M. Tuinete

LTT de Transporturi Ploiesti

14+ yo students

Using Technologies to monitor
the training of transportation
school students

A) Wider access to data and
information
B) Improve skills in data filtering
and evaluation
C) Better ways to foster team
work/team spirit/collaboration
A) Importance of nonconventional approaches to
teaching activities
B) Digital technologies give
more possibilities to get in
contact with students
C) Importance for increasing
participation and openness
A) Digital technologies give
more possibilities to get in
contact with students
B) Importance for increasing
participation and openness
C) Improve problem-solving and
critical thinking
A) Improve problem-solving and
critical thinking
B) Importance of nonconventional approaches to
teaching activities
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SPAIN

Piña 3.0: Press, Radio and Tv for the
Linguistic Competence Work

J. Rey Diez

Col. Pub. Tierra de
Pinares

6-12 yo students

Allowing children to publish news
on their experiences in classroom,
in order to obtain linguistic
competencies

SPAIN

Multiply with BEEBOT: BEEBOT Race

M.F. Vela Checa

C. Jesus Nazareno Getafe

2nd grade students

Allowing students to develop
computational abilities through a
software

ITALY

Coding and Creativity

G. Cecchetti

IS L. Lombardo
Radice - Roma

14-18 yo students

Using a learning environment to
discover coding activities and
create interactive stories and
games

ITALY

PON Course – Storytelling between Passion
and Business

A. D’Oria

IC G. Marconi –
Castelfranco Emilia

12 yo students

Teaching students to perform
surveys and interviews in
companies, doing data analysis
through digital devices

A) Improving possibilities of
creating tailor-made forms of
learning
B) Importance of nonconventional approaches to
teaching activities
A) Importance of nonconventional approaches to
teaching activities
B) Gaming activities
A) Gaming activities
B) Importance of nonconventional approaches to
teaching activities
C) Importance for increasing
participation and openness
A) Improve skills in data filtering
and evaluation
B) More opportunities for
fostering self-awareness/selfesteem
C) Improve possibilities of
expressing feelings and
emotions

