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Abstract 
STEAMOnEdu project delivers a wide range of STE(A)M related outputs such as a MOOC for 

educators, an education framework, a competence framework, a collection of good practices 

and policies, and a set of learning activity templates.  

This document presents the set of learning activity templates developed by the STEAMOnEdu 

consortium with the scope to guide educators and to serve as blueprints for the creation of 

new STE(A)M lessons / projects that can be implemented in the classroom and outside of it. 

In addition to this abstract that also serves as an introduction, there are another 3 chapters 

described shortly below:  

• Positioning the learning templates  

The learning activity templates are part of a larger resource developed by the project – 

STE(A)M education framework. The framework includes competences, policies, 

methodologies, a body of knowledge, educational objects and learning activity templates. The 

latter contribute to support the professional development of educators and promote the 

adoption of STE(A)M approaches in the classroom.   

The consortium uses LAMS to create and manage the learning activity templates. LAMS is a 

web application for designing, managing and delivering online learning using collaborative 

learning activities1 (LAMS International). The project consortium identified LAMS as being a 

perfect match for supporting the development of STE(A)M learning activity templates and for 

using these in order to empower educators.  

• Methodology to create learning activity templates 

The process of developing learning activity templates has been using a methodology proposed 

by EOS and RDWEG as technical and pedagogical partner.  

The methodology includes five steps, from research on STE(A)M education good practices and 

LAMS templates, to analysis of best lesson methods for STE(A)M lessons and the creation of 

templates based on the findings of research and analysis. This will be followed by further 

development of learning activity templates by the STEAMOnEdu community of educators, as 

part of the blended learning sessions.  

• Learning templates created by the STEAMOnEdu partners 

STEAMOnEdu partners have developed 7 STE(A)M specific learning activity templates that are 

hosted on a LAMS platform belonging to RDEWG project partner: https://pekesde.lams.sg/ 

These are built on eLearning strategies such as INQYIRED-based learning, PROBLEM-based 

learning and PROJECT-based learning. STEAMOnEdu partners have proactively participated in 

this task, by creating each, at least one learning activity template. The templates will support 

the community of STEAMOnEdu educators to adapt new educational strategies and methods 

 
1 LAMS International website https://www.lamsinternational.com/  

https://www.lamsinternational.com/
https://pekesde.lams.sg/
https://www.lamsinternational.com/
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in order to create new effective STE(A)M lessons for their classes. This chapter is aimed at 

providing guidelines on how, when, why and where these templates can be used.  
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1 The role of learning activity templates in effective teaching  
 

The teacher's fundamental task is to get students to engage in learning activities that are likely 

to result in achieving [the intended learning] outcomes. It is helpful to remember that what 

the student does is actually more important that what the teacher does. 2 

D9 – “STE(A)M learning activity templates” is part of the STEAMOnEdu project, which aims at 

supporting teachers and educators as pillars of the implementation of STE(A)M education 

policies and support their professional development either by blended training or by their 

participation in a community of stakeholders. This report summarises the work performed 

under Work Package 3 Design of STE(A)M education framework - task T3.6 Development of 

STE(A)M learning activity templates and the achieved results.  

Every learning activity should be intentional, meaningful and useful. Each learning activity 

should be aligned to learning outcomes of each lesson that you teach. The intent of the activity 

is then clear to both the teacher and the students. It is equally important that each activity is 

meaningful and ensures student development and advancement through the unit. Activities 

should build on previous activities and avoid being repetitive, they should enable students to 

engage with and develop their skills, knowledge, and understandings in different ways. 

Meaningful activities engage students in active, constructive, intentional, authentic, and 

cooperative ways. 

Useful learning activities are ones where the student is able to take what they have learnt 

from engaging with the activity and use it in another context, or for another purpose. For 

example, students are able to directly apply the skills or knowledge they acquired to an 

assessment task, or to the next activity. 

These general principles guided the STEAMOnEdu project partners in creating the STE(A)M 

specific learning activity templates, as part of a larger resource – the STE(A)M education 

framework. Besides learning activity templates, the framework includes competences, 

policies, methodologies, a body of knowledge, and educational objects.  

1.1 What is LAMS? 
LAMS is a new generation of e-learning system for authoring and running sequences of 

learning activities. It is a revolutionary new tool for designing, managing and delivering online 

collaborative learning activities. It provides educators with a highly intuitive visual authoring 

environment for creating sequences of learning activities. These activities can include a range 

of individual tasks, small group work and whole class activities based on both content and 

collaboration.  LAMS can be used as a standalone system or in combination with other learning 

management systems (LMS) such as Moodle, Sakai, LRN, WebCT and BlackBoard. 

 

 
2 Schuell, T. J. (1986). Cognitive conceptions of learning. Review of Educational Research, 56, 411-436 
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1.2 Why using LAMS? 
Key benefits of using LAMS 

1. LAMS provides a highly intuitive visual authoring environment for creating sequences 

of learning activities.  

2. LAMS incorporates single learner content (such as Learning Objects) as well as 

collaborative tasks such as discussion, voting and debate. 

3. LAMS allows educators to capture, share and adapt digital lesson plans based on "best 

practice processes". 

4. Evaluation reports on the use of LAMS report that educators find LAMS easy to use 

and that LAMS also helps them reflect more deeply on their teaching practice. 

5. Students find LAMS and ICT very motivating and fosters greater student engagement 

6. LAMS is open-source software licensed under the General Public License v2. So, no 

license fees, ever. 

7. LAMS supports educational specifications such as IMS Content Packaging, IMS 

Metadata, IMS Learning Design. 

8. LAMS has a large community of teachers, educators and technical developers that 

share LAMS best-practices and designs 

1.3 How is LAMS used in this project? 
The consortium uses LAMS to create and manage the learning activity templates. LAMS is a 

web application for designing, managing and delivering online learning using collaborative 

learning activities. The project consortium identified LAMS as being a perfect match for 

supporting the development of STE(A)M learning activity templates and for using these in 

order to empower educators.  

This will be done within the Blended course – in which the learning activity templates 

developed by the consortium will be used by educators with assistance of tutors in order to 

create new STEAM lesson plans to be implemented within their classes.   

  

http://www.imsglobal.org/content/packaging/
http://www.imsglobal.org/metadata/index.html
http://www.imsglobal.org/metadata/index.html
http://www.imsglobal.org/learningdesign/index.html
http://lamscommunity.org/
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2 Methodology to create learning activity templates 
The process of developing learning activity templates has been using a methodology proposed 

by EOS and RDEWG.  

The methodology included research on STE(A)M education good practices and LAMS 

templates, analysis of best lesson methods for STE(A)M lessons, and the creation of templates 

based on the findings of research and analysis.  

 

Figure 1. Methodological steps – learning activity templates 
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2.1 Methodological step 1 – research & analysis 
First of all, EOS analysed the good practices on STE(A)M education that are available on the 

SteamOnEdu platform (https://steamonedu.eu/platform/practices) to identify STE(A)M areas 

and topics that are successfully addressed by the community of educators. Moreover, 

research also covered the LAMS international community (https://lamscommunity.org/) and 

the SCIENTIX platform (http://www.scientix.eu/). 

 

 

Figure 2. Screenshot from STEAMOnEdu platform – collection of educational practices 

 

2.2 Methodological step 2 – learning how to use LAMS 
The project working group went through a process of accommodation with the LAMS platform 

that has been used to develop and host the learning activity templates 

(https://pekesde.lams.sg/). Also, training sessions have been organised by EOS in which the 

expert partner (RDEWG) provided partners with both examples and instructions on how to 

create the templates from scratch.  

https://steamonedu.eu/platform/practices
https://lamscommunity.org/
http://www.scientix.eu/
https://pekesde.lams.sg/
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Figure 3. Training session – using LAMS in STEAMOnEdu project 

2.3 Methodological step 3 – selecting the teaching methods 
The consortium, with support of the expert partner RDEWG – analysed and selected the most 

relevant STE(A)M related teaching methods from a comprehensive list of general teaching 

methods within LAMS. Based on criteria such as relevance, usage and/or impact, the following 

main methods have been selected, based on which the first templates have been developed: 

1. INQYIRED-based learning 

2. PROBLEM-based learning  

3. PROJECT-based learning 

Here is the list of general teaching methods and strategies that have been analysed: 

• Planning Collaboration using the "Brainstorming" method within LAMS 

https://lamscommunity.org/lamscentral/sequence?seq%5fid=820522  

• Planning collaboration using the "Think Pair Share" method within LAMS  

https://lamscommunity.org/lamscentral/sequence?seq%5fid=820767 

• Planning collaboration using the "Focused Listing" method within LAMS 

https://lamscommunity.org/lamscentral/sequence?seq%5fid=820775 

• Planning collaboration using the "STAD" method within LAMS 

https://lamscommunity.org/lamscentral/sequence?seq%5fid=820529 

• Planning collaboration using the "Jigsaw" method within LAMS 

https://lamscommunity.org/lamscentral/sequence?seq%5fid=820536 

• Planning collaboration using the "Jigsaw II" method within LAMS 

https://lamscommunity.org/lamscentral/sequence?seq%5fid=820784 

https://lamscommunity.org/lamscentral/dl?seq_id=820522
https://lamscommunity.org/lamscentral/sequence?seq%5fid=820522
https://lamscommunity.org/lamscentral/sequence?seq%5fid=820522
https://lamscommunity.org/lamscentral/dl?seq_id=820767
https://lamscommunity.org/lamscentral/sequence?seq%5fid=820767
https://lamscommunity.org/lamscentral/dl?seq_id=820775
https://lamscommunity.org/lamscentral/sequence?seq%5fid=820775
https://lamscommunity.org/lamscentral/dl?seq_id=820529
https://lamscommunity.org/lamscentral/sequence?seq%5fid=820529
https://lamscommunity.org/lamscentral/dl?seq_id=820536
https://lamscommunity.org/lamscentral/sequence?seq%5fid=820536
https://lamscommunity.org/lamscentral/dl?seq_id=820784
https://lamscommunity.org/lamscentral/sequence?seq%5fid=820784
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• Planning collaboration using the "Team Expectations" method within LAMS 

https://lamscommunity.org/lamscentral/sequence?seq%5fid=820805 

• Planning collaboration using the "One minute papers" method within LAMS 

https://lamscommunity.org/lamscentral/sequence?seq%5fid=820990 

• Planning collaboration using the "Double Entry Journal" method within LAMS 

https://lamscommunity.org/lamscentral/sequence?seq%5fid=820578 

• Planning collaboration using the "Paired Annotations" method within LAMS 

https://lamscommunity.org/lamscentral/sequence?seq%5fid=820571 

• Planning collaboration using the "Three Step Interview" method within LAMS 

https://lamscommunity.org/lamscentral/sequence?seq%5fid=820564 

• Planning collaboration using the "Group Investigation" method within 

LAMS  https://lamscommunity.org/lamscentral/sequence?seq%5fid=820543 

• Open Questions 

Template https://www.lamscommunity.org/lamscentral/sequence?seq_id=924466 

• PBL Template 

https://www.lamscommunity.org/lamscentral/sequence?seq%5Fid=1125655 

• Role Play Template - Two roles  

https://www.lamscommunity.org/lamscentral/sequence?seq%5Fid=924470 

• Developing Scenario Learning templates - 2x2 Branching  

https://www.lamscommunity.org/lamscentral/dl?seq_id=1874100 

• Predict-Observe-Explain (POE) - Template 

https://www.lamscommunity.org/lamscentral/dl?seq_id=1125648 

• Flipped Classroom Lesson Plan Template & Example  - Geography | Countries - 

members of European Union  

https://lamscommunity.org/lamscentral/sequence?seq%5Fid=2352905 

vs 

Traditional Lesson Plan Template  &  Example  - The countries of European Union  

https://www.lamscommunity.org/lamscentral/sequence?seq%5Fid=2352902 

2.4 Methodological step 4 – creating learning templates 
STEAMOnEdu partners have developed 7 STE(A)M specific learning activity templates that are 

hosted on the LAMS platform belonging to RDEWG: https://pekesde.lams.sg/ STEAMOnEdu 

partners have proactively participated in this task, by creating each, at least one learning 

activity template. 

The learning activity templates include communicative and collaborative tools as well as tools 

designed for delivering and sharing resources, and also tools for assessing and evaluating 

student contributions. 

 

https://lamscommunity.org/lamscentral/dl?seq_id=820805
https://lamscommunity.org/lamscentral/sequence?seq%5fid=820805
https://lamscommunity.org/lamscentral/dl?seq_id=820990
https://lamscommunity.org/lamscentral/sequence?seq%5fid=820990
https://lamscommunity.org/lamscentral/dl?seq_id=820578
https://lamscommunity.org/lamscentral/sequence?seq%5fid=820578
https://lamscommunity.org/lamscentral/dl?seq_id=820571
https://lamscommunity.org/lamscentral/sequence?seq%5fid=820571
https://lamscommunity.org/lamscentral/dl?seq_id=820564
https://lamscommunity.org/lamscentral/sequence?seq%5fid=820564
https://lamscommunity.org/lamscentral/dl?seq_id=820543
https://lamscommunity.org/lamscentral/dl?seq_id=820543
https://lamscommunity.org/lamscentral/sequence?seq%5fid=820543
https://www.lamscommunity.org/lamscentral/dl?seq_id=924466
https://www.lamscommunity.org/lamscentral/dl?seq_id=924466
https://www.lamscommunity.org/lamscentral/sequence?seq_id=924466
https://www.lamscommunity.org/lamscentral/dl?seq_id=1125655
https://www.lamscommunity.org/lamscentral/sequence?seq%5Fid=1125655
https://www.lamscommunity.org/lamscentral/dl?seq_id=924470
https://www.lamscommunity.org/lamscentral/sequence?seq%5Fid=924470
https://www.lamscommunity.org/lamscentral/dl?seq_id=1874100
https://www.lamscommunity.org/lamscentral/dl?seq_id=1874100
https://www.lamscommunity.org/lamscentral/dl?seq_id=1125648
https://www.lamscommunity.org/lamscentral/dl?seq_id=1125648
https://lamscommunity.org/lamscentral/dl?seq_id=2352905
https://lamscommunity.org/lamscentral/dl?seq_id=2352905
https://lamscommunity.org/lamscentral/sequence?seq%5Fid=2352905
https://www.lamscommunity.org/lamscentral/dl?seq_id=2352902
https://www.lamscommunity.org/lamscentral/sequence?seq%5Fid=2352902
https://pekesde.lams.sg/
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Figure 4. Example of LAMS visual overview of a lesson 

2.5 Methodological step 5 – defining a STE(A)M education scenario 
Building upon the previous steps, a STE(A)M education scenario has been created by RDEWG. 

The scope of this document is to support the STEAMOnEdu community of educators to design 

their learning activities and then to implement them in the LAMS platform. The structure 

proposed by RDEWG and agreed by the project consortium is presented in the following 

pages: 

STEAM Educational Scenario (template) 

Title 

Topic:   

Disciplines: 

[Interdisciplinary connects numerous subjects from Science, Technology, Engineering, (Arts) 

and Mathematics] 

Big Idea: 

Prior knowledge / Prerequisites: 

Context 

Class / Target age of students 

Duration / Designed teaching-studying time (hours):     
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Size of class:   

Educational model / Teaching Strategy *:  

• INQYIRED-based learning 

• PROBLEM-BASED LEARNING  

• PROJECT-BASED LEARNING 

 

Mode of delivery *:  

A. AOF Asynchronous Offline Activities 

B. AON Asynchronous Online Activities 

C. F2F Synchronous Face to Face Activities 

D. SON Synchronous Online Activities 

Aim 

To support students in developing converging and divergent skills (critical thinking) 

Outcomes 

[-Underlines common principles and approaches?  Is not simply the sum of many components, 

but holistic for its various interrelations? Supports a complex growth of the learner: 

intellectual, emotional, and social development? Emphasizes the ethical component of 

STEAM? Contributes to the learners' personal development?]  

Short Description/ Summary:   

Connection with the real life. The practice is linked to the students' experiences and / or real 

life 

Promote self-regulated learning in STE(A)M related activities  
 
** Category of Activities: 

Focus - Acquisition (Read, Watch, Listen)   

Investigation -Discovery– Detail (surrounding the lesson idea) 

Collaboration- Discussion – Application 

Practice – Production   

Presentation - Assessment – Reflection (produce an even better final solution) 

 
* To facilitate learners in order to incorporate learning activities, assignments and 
assessments which require learners to acquire.  
-cognitive skills 
- Information Processing - Data Interpretation and Data Analysis skills 
- Problem Solving and Engineering Thinking skills 
- Scientific Investigation skills 
- Computational Thinking and ICT skills 
- Design Thinking, Creativity and Innovation skills 
- Manipulative and Technological Skills 
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- Collaboration and Communication Skills 
 

Schedule Activities ** Description Resources 
Phase 1.     

Phase 2.     

Phase 3.     

Phase 4. 
 
 

   

Phase 5.     
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3 Learning templates created by the STEAMOnEdu partners 

3.1 Learning activity template 1 

• Produced by: Fundația EOS – Educating for an Open Society  

• Title: STE(A)M education template 1 

• URL: https://pekesde.lams.sg/lams/r/bndnw   

• Guidelines (when and how it can be used): 

With this template, educators have the possibility to create learning activities that are 

addressed to secondary school students (5th-8th grades) on how to create digital stories using 

Scratch. Students will also get the opportunity to use some Javascript to draw patterns and 

basic 2D shapes.   

o What STE(A)M learning activities can be developed by using this template? 

Basic coding, digital storytelling, graphic design. 

o What audience can be targeted by the learning activities developed by using this 

template?  

Secondary school students (5th-8th grades) 

o What is normally the average run time for learning activities developed by using this 

template? 

60 mins - if needed, it can be completed out of class.  

o What is the delivery mode for learning activities developed by using this template? 

In class activity, but it can be organised online as well, if needed. 

• Learning activity template’s sequence: 

 

 

 

 

 

 

 

 

 

 

https://pekesde.lams.sg/lams/r/bndnw
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3.2 Learning activity template 2 
• Produced by: Fundația EOS – Educating for an Open Society 

• Title: STE(A)M education template 2 

• URL: https://pekesde.lams.sg/lams/r/bnddj  

• Guidelines (when and how it can be used): 

Beat the flood is an exciting hands-on challenge for 8-14 years. It enables pupils to consider 

the global impact of flooding caused by climate change, then design and build a model of a 

home on the fictitious island of Watu. The challenge can be used to deliver parts of the 

science, design and technology and maths curriculum in regular lessons, as an enrichment 

day, in a STE(A)M /science club or part of a primarysecondary transition activity. 

o What STE(A)M learning activities can be developed by using this template?  

STE(A)M combined lessons including parts of the science, design and technology and 

maths curriculum. 

o What audience can be targeted by the learning activities developed by using this 

template?  

Primary and secondary school students (8-14 years) 

o What is normally the average run time for learning activities developed by using this 

template? 

150 mins – can be organised as a workshop, outside of class hours. 

o What is the delivery mode for learning activities developed by using this template? 

In class, face-to-face activity. 

• Learning activity template’s sequence: 

 

 

 

 

 

 

 

 

 

 

https://pekesde.lams.sg/lams/r/bnddj
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3.3 Learning activity template 3 
• Produced by: Regional Directorate of Education of Western Greece – RDEWG, Greece   

• Title: Why is the sky blue?  

• URL: https://pekesde.lams.sg/lams/r/bnduj 

• Guidelines (when and how it can be used): 

This template introduces educators to the STE(A)M approach and how to apply it based on 

Team-Based Learning (TBL) teaching method and the use or Perkin’s "Aesthetic experience" 

technique on the systematic observation of works of art. This session achieves a high level of 

student engagement in classroom activities and with the course in general. It provides the 

structural steps of the strategy throughout an example. The activities and the tools may be 

changed by the trainer according to the class synthesis and background as well as to the 

studied subject. 

o What STE(A)M learning activities can be developed by using this template? 

This template helps applying and activities, in which you will working with a group of 

students to explore an essential question to answer or problem to solve. It allows to 

create different kind of learning activities, depending on the focus of the trainer, such 

as observing physical phenomena, predicting their impact in real life activities and 

explaining their reasoning.  

o What audience can be targeted by the learning activities developed by using this 

template?  

Secondary school students (14-17 years old). 

o What is normally the average run time for learning activities developed by using this 

template? 

4-8 hours 

o What is the delivery mode for learning activities developed by using this template? 

In class activity. 

• Learning activity template’s sequence: 

 

https://pekesde.lams.sg/lams/r/bnduj
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3.4 Learning activity template 4 
• Produced by: Computer Technology Institute and Press (CTI), Greece 

• Title: Environmental footprint - STE(A)M Predict - Observe - Explain (POE) 

• URL: https://pekesde.lams.sg/lams/r/bnduj 

• Guidelines (when and how it can be used): 

This is a template using the eTeaching strategy "Predict-Observe-Explain". It provides the 

structural steps of the strategy throughout an example. The activities and the tools may be 

changed by the trainer according to the class synthesis and background as well as to the 

studied subject. 

o What STE(A)M learning activities can be developed by using this template? 

This template helps applying and exploiting the "Predict-Observe-Explain" eTeaching 

strategy. It allows to create different kind of learning activities, depending on the 

focus of the trainer, such as observing physical phenomena, predicting their impact in 

real life activities and explaining their reasoning.        

o What audience can be targeted by the learning activities developed by using this 

template?  

Secondary schools students (14-16 years old). 

o What is normally the average run time for learning activities developed by using this 

template? 

4-6 hours 

o What is the delivery mode for learning activities developed by using this template? 

In class activity. 

• Learning activity template’s sequence: 

 

https://pekesde.lams.sg/lams/r/bnduj
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3.5 Learning activity template 5   
• Produced by: Colectic, Spain 

• Title: STE(A)M Project Based Learning 

• URL: https://pekesde.lams.sg/lams/r/bndnk  

• Guidelines (when and how it can be used): 

This is a Project Based Learning Template, aimed to create sequences using the strategy 

"Project-Based Learning" in secondary school STEAM education. The main idea of this 

methodological template is to help educators generate classroom projects that allow students 

to develop, as a group, a real project that will benefit their community. Through this proposal, 

students are encouraged to investigate their own territory, to observe the deficits that may 

exist, to value their own potential to contribute elements of value to their community, their 

critical spirit, their social qualities and aptitudes (generosity, effort, teamwork). It is 

interdisciplinary. It connects numerous subjects from Science, Technology, Engineering, Arts 

and Mathematics. 

o What STE(A)M learning activities can be developed by using this template?    

This template helps define the framework of Project Based Learning on STEAM, and 

allows to create different kind of learning activities, depending on the focus that the 

trainer or the students choose. Some examples: to design and create toys for 

kindergarten children, using 3D design and 3D printing techniques; to design and 

create an automatically irrigated garden; programming of a video game presenting 

the new popular science books. 

o What audience can be targeted by the learning activities developed by using this 

template?  

Secondary schools students. 

o What is normally the average run time for learning activities developed by using this 

template? 

40 hours 

o What is the delivery mode for learning activities developed by using this template? 

In class activity. 

  

https://pekesde.lams.sg/lams/r/bndnk
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• Learning activity template’s sequence: 
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3.6 Learning activity template 6 
• Produced by: Stati Generali dell’Innovazione – SGI 

• Title: Metodologia STE(A)M   

• URL: https://pekesde.lams.sg/lams/r/bndny  

• Guidelines (when and how it can be used): 

This template structures the training activity in the form of a board game. By using 4 different 

packs of cards questions are created which include steam activities, professions, objects and 

the SDGs of the 2030 agenda. The required activity is to work in groups trying to give plausible 

solutions. This innovative approach to the use of cards that develop both teamwork and 

problem-solving skills and emotional and social discourse but also the creative thinking and 

proposal of solutions with respect to carrier steam / stems that are accessible to all. 

o What STE(A)M learning activities can be developed by using this template?    

This model helps to apply and exploit the students' problem-solving strategy and 

allows the creation of different types of learning activities, depending on the 

teacher's focus. The main purpose is to use it to introduce students to the steam 

careers and goals of the 2030 agenda, but by changing the packs of cards to other 

themes this template can be used for any subject area. 

o What audience can be targeted by the learning activities developed by using this 

template?  

Secondary school students (14-18 years old). 

o What is normally the average run time for learning activities developed by using this 

template? 

The time for carrying out the activity can range from 1.30 hours up to 6 hours if, in 

addition to giving solutions to the questions created by the random ordering of the 

cards, students intend to create prototypes, applications or other solutions. 

o What is the delivery mode for learning activities developed by using this template? 

In class activity, but also online 

  

https://pekesde.lams.sg/lams/r/bndny
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• Learning activity template’s sequence 
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3.7 Learning activity template 7 
• Produced by: Helliwood, 21st Century Competence Centre 

• Title: Start Coding with the Turtle* 

• URL: https://pekesde.lams.sg/lams/r/bnbwd  

• Guidelines (when and how it can be used): 

This learning activity is the perfect starting point to dive into a first coding activity with the 

TurtleCoder. The TurtleCoder is an inclusive programming environment specifically designed 

to introduce all children from up from 8 years to programming. The programming language 

Logo serves as a basis. The development environment "TurtleCoder" offers the possibility to 

program own small scripts in Logo on the computer or the Tablet-PC. The purpose of 

TurtleCoder is to define the way the turtle must walk. While walking it draws a line and designs 

pictures. Completely without previous knowledge and self-explanatory. The tool is very easy 

to use. This learning activity provides the very first steps of using the tool and get involved in 

the world of coding. 

 

o What STE(A)M learning activities can be developed by using this template?    

The use of this template allows the learner to combine coding with drawing. By 

drawing a line, the movement of the turtle can be followed easily by the learner. The 

learner has the opportunity to create colorful pictures, sign or symbols. The only 

step to do is to feed the turtle with codes. 

o What audience can be targeted by the learning activities developed by using this 

template?  

The template serves to pedagogues who want to dive into the world of coding. They 

do not need any coding knowledge to use this template as everything is explained 

from the introduction to the first steps up to writing the own code. The tool is 

already useable for 8 years old students.  

o What is normally the average run time for learning activities developed by using this 

template? 

A school lesson from 45 to 90 minutes 

o What is the delivery mode for learning activities developed by using this template? 

Online lesson, group activity, class activity.  

  



 D9: STE(A)M learning activity templates 

 

25 

• Learning activity template’s sequence: 
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