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SmartlLesson Structure

Main data of the lesson

Title:

Subject:
Specific topic:
Main target:
Duration:
Context:

School/Author:

“Equations? No problem!”

Maths

Equations and their solution

Grade 3 — Upper Secondary School

3 or 4 lessons of 50 minutes each (approx.)

Both inside and outside the classroom

Professional Institute for Industry and the Arts
“Vallauri” (IT) — Teachers: Ms. Savi and Ms. Dondi

Contents

1. Learning outcomes
2. Digital tools/apps
3. Design of the Smart lessonin 4 steps




LEARNING OUTCOMES

Key Competences: According to 8 EU Lifelong learning

Competences:
o Literacy
« Mathematical, science, technology and engineering
o Personal, social and learning to learn

Il el =i (o< According to the DigiComp:

« Information & data literacy

o Communication & collaboration
o Problem Solving

Technical Knowing how to perform calculations effectively; acquire
autonomy in self-learning; become aware of its own level;

Competences: acquire problem solving digital competence.

DIGITAL TOOLS/APPS

APPs and other IT 1. IT tools:
tools « Smartphones or Tablets

2. Apps:
o Photomat




DESIGN OF THE SMART LESSON IN 4 STEP

Step 1 - eTASK 1. Topic Introduction: after explaining equations, possibly in

Introduction to a previous lesson, the teacher proposes some exercises of

thedigital task increasing difficulty to be carried out in class. The exercises
can be, for example, problems that can be modelled with the
equations.

2. Learning Outcomes Explanation: The teacher explains
how Photomath can be used to improve one's equation-
solving skills, as this tool shows the correct way to solve an
equation.

3. Activity Overview: The teacher explains the role of the
Photomath application in the execution of the assigned task:
the student will try to solve the equations using his or her
own strengths and, in the event of difficulty or as a check on
his or her work, he or she must use Photomath.

Step p 1. Individual research and learning: Students should

eEXECUTION focus on modelling the problem in mathematical terms,

Digital execution of then try to solve the resulting equations with their own

the task efforts in the notebook: in case of difficulty or as a
verification of their work, students should use Photomath.
The student can/should focus on the plausibility of the
result obtained.

2. Organisation of the task: Using the project management
tool, students plan and organise their learning activities and
tunes.

3. Execution at home: As it is a self-learning tool, the
activity can also be carried out at home independently,
fostering a comfortable and autonomous learning
environment.




el e e pie] ' 1. Self-correction: the student uses Photomath to revise his

Digital correction of work and then rewrites the corrected work in the exercise

the task book. The student starts again with a new consolidation
without making the same mistakes already corrected by the
application. Aware and confident of being able to perform
the basic exercises, the student can increase the level of
difficulty.

2. Teacher feedback: Teachers provide digital feedback,
focusing on understanding the content and applying digital
skills.

3. Classroom interaction: Incorporate opportunities for
students to share their work with classmates digitally,
encouraging collaborative learning and peer assessment).

S 2550550 1. Measuring learning outcomes: assessing whether the 3

Evaluation of the different types of competences (technical, digital, lifelong

digital task learning) have been achieved (the student knows his/her
difficulties and how to overcome them; the learner knows
how to train independently to improve his/her skills; the
student increases his/her self-esteem and sense of self-
efficacy; the student is able to perform basic level
equations correctly and has started to tackle more difficult
level equations).

2. Evaluation of lesson effectiveness: evaluating how
effectively the lesson facilitated and improved the student's
learning experience.

3. Optimisation for future lessons: collect feedback from
students to refine and improve future digital lessons (How
confident do students feel in using mobile devices/apps in
the classroom and in self-learning?).
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LEARNING PATHS BASED ON
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STUDENTS' KEY SKILLS
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