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SmartLesson Structure

Main data of the lesson

Title:

Subject:
Specific topic:
Main target:

Duration:

Context:

School/Author:

Introduction to cognitive-sensory mental processes
Psychology

Mental processes

€ Grade 3 (upper secondary school)

90 min (45 min inside + 45 min outside)

€ Inside the classroom € Outside the classroom

Bdrbulescu loana Irina, Romanian-Finnish high school

Contents
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2. Digital tools/apps

3. Design of the Smart lesson in 4 steps



LEARNING OUTCOMES

Specificy the technical competences, digital and life long learning competences whichwill be developed

According_ to 8 Eu Life long learning Competences*:

Key Competences: e Personal, social and learning to learn

*The digital competence is not listed below as it is already included in the previous point

According_to the DigiComp:
Information & data literacy
Communication & collaboration
Digital content creation

Safety o Problem Solving

Digital Competences:

Students learn how to use their smartphones as well as

Technical Competences: .
some other learning apps and tools.

DIGITAL TOOLS/APPS

Brief description of the apps and of the skills/competences
that are developed through each specific app

Canva

Skills/competences:

e Learning to search, select, and use visual elements
effectively, interpreting and integrating information into
their designs.

e Enhancing their ability to collaborate on digital
platforms, share feedback, and communicate ideas
visually and textually, fostering teamwork and
digitalcommunication skills.




e Learning to createvarious digital outputs, such as
presentations, posters, and social media posts, developing
skills in visual communication and digital contentcreation.
learning about copyright and digitalrights, fostering an
understanding of online safety and the ethicaluse of
digital resources.

e Thinking critically about how to conveymessages and
solve communication challenges through visual design,
enhancing their problem
solving skills.

Kahoot
Skills/competences:

e Processing information quickly and applyknowledge,
improving their ability to understand and retain
information and enhancing data literacy through the
interpretation of quiz results.

e Developing communication skills and teamwork.

e Engaging in digital content creation, learning to structure
information and questions in an interactive format that
engages their peers.

e Introducing students to the conceptof digital safety
through the responsible use of online platforms for
learning, emphasizing the importance of creating
respectful content and engaging positively with others
online.

» Applying knowledge and logic to solveproblems under
time constraints, fostering quick thinking and problem-
solving skills.

Mentimeter
Skills/competences:

e Learning how to interpret real-time data and feedback,
enhancing their data literacy skills and understanding of
information analysis.

» Expressing opinions and responding to presentations.
collaboration skills.
developing skills in digital content creation.
introduces concepts of online privacyand safety, teaching
students the valueof maintaining anonymity and respect
in digital interactions.




Enhancing their problem-solving skills by applying
knowledge in real-time and adjusting to new information.
Scholar.google.com

Skills/competences:

e Develop strong research skills by enabling them to find
scholarly articles, theses, books, and conference papers on
a variety of subjects. This fosters an ability to locate,
evaluate, and synthesize academic information.

¢ Learning to critically evaluate the credibility, relevance,
and quality of information, an essential aspect of
information literacy.

e Teaching students how to properly cite scholarly work,
which is crucialfor academic communication and avoiding
plagiarism.

¢ Sharing sources and references they find with peers,
promoting collaborativelearning and discussion about
scholarly content.

¢ Inspiring students to conduct their own investigations
and contribute to scholarly conversations, potentially
leading to the creation of new knowledge and content.

e Teaching students aboutthe ethical use of information,
emphasizing the importance of academicintegrity,
copyright laws, and the appropriate use of scholarly work.

e Learning to navigate through a vast array of information
safely involves distinguishing between credible academic
sources and less reliable content.

¢ Refining research questions and using advanced search
techniques to find specific information, improving their
problem-solving skills as they navigate through complex
information.




e Enabling students to develop solutions to academic or
real-world problems based on evidence and research.

DESIGN OF FHE SMART LESSON IN 4 STEPS

(Introduction to the topic, explanation of the different
learning outcomes, general introduction to the activities to
be carried out: this is a brief introduction to present the
topic and the activities to the students)

e Topic Introduction: A brief introduction to the subject
matter, emphasizing theimportance of digital skills.

» Learning Outcomes Explanation: Explain how using
these apps will contribute to achieving the specified
learning outcomes.

¢ Activity Overview: Outline the main activities, including

research, organization, and assessment tasks.

General skills

1. Knowledge and appropriate use of the basic conceptsof
psychological disciplines; their valorization in the
identification of subjective phenomena in the overall
psychic and social life.

2. Interpretation and explanation of the various
manifestations of the dynamics of psychiclife.

3. Evaluation and self-evaluation of the manifestation of
psychic

life.

4. Critical and constructive reporting on the theoretical
and practical contents of the psychological disciplines.




Specific skills:

1.1 Identification of mental processes and characterization
of their role in personality evolution.

1.2 Identifying the links between mental processes.

2.1 Analysis of some mentalprocesses starting
fromconcrete examples.

2.2 Evaluation of the characteristics of some mental
processes, by comparison and by using appropriate
measurement tools.

3.1 Effective communication/cooperation with others in
collecting, interpreting, and evaluating information about
mental processes and manifestations.

4.1 The use of psychological knowledge to adapt one's
behavior to concrete life situations.

» Fundamental objective: Understanding the
functionality of cognitive-sensory psychic processes.
» Operational objectives:
At the end of thelesson, all students will be able to:
Ol: To definethe specificity of cognitive-sensory psychic
processes as the first informational link of the individual
with the surrounding environment.
0O2: To understand the importance of the functionality of
cognitive-sensory mental processes in everyday life, using
analogies.
O3: To identify characteristics of cognitive-sensory
process dysfunction starting from functional patterns.




(Execution of the task, description of the tasks/subtasks
that will be carried out with the help of the apps/digital
technology)

« Individual Research and Learning: Students use the
educational resource app to learn about a specific topic
and take notes.

» Task Organization: Using the project management
tool, students plan and organize their learning activities
and timelines.

» At-Home Execution: Encourage students to engage in
these tasks at home, promoting a comfortable and self
paced learning environment.

1. Attention-grabbing
The teacher asks students to answer and express their
views on the following questions using the Menti.com
application:
e What is the role of the senses in social adaptation?
e What is the role of the senses in relation to our
emotional state?

2. Refreshing knowledge
e What are the characteristics of a functional
personality?
e What are the sides of personality?
» Give three examples of personality disorders.

3. Announcing the title and objectives of the lesson
The teacher announces the title of the day's lesson:
Introduction to cognitive-sensory mental processes.
The teacher announces the objectives of the lesson.

4. Directing learning using Canva

Psychic processes include the totality of psychic
phenomena that contribute to the provision of information
necessary for the development and adaptation of the
individual. Their essential characteristic is aimed at the
subjective mirroring of the objective reality.

Psychic processes answer three questions in their
functionality:



1. What does it reflect?
2. In what form does it reflect?
3. How is it reflected?
Cognitive-sensory psychic processes are part of the
category of informational-operational psychic
mechanisms, representing the area of primary
processing of information from the environment.
Cognitive-sensory processes are sensations, perceptions,
representations.
The specific characteristics of cognitive-sensory mental
processes:
e represents the first and simplest information link with
the environment.
e they are closely related to the physiological analyzers.
* it develops with age, but in the case of a mental illness
or the alteration of the analyzers, they lose their
functionality.
e manifests interdependence in relation to the rest of
the mental processes.
 their dysfunctionality is the basis for the installation of
clinch disorders.

Interdependence of mental processes:

All mental processes have a mediated character, being
interdependent, more precisely the functionality of one
depending on the quality of the functionality of another
process.

The psychosocial impact in the case of cognitive-sensory
mental process dysfunction: loss of identity; anxiety;
social isolation; social stigmatization.

5. Obtaining the performance

The teacher proposes to obtain the performance the use
of digital means, through which the students will answer a
series of questions related to the conducted lesson.

https://create kahoot.it/share/introducere-in-procesele-
psihice cognitiv—sensoricle/ a3270d77-2386-486¢c-a4ef-
a88b89b9702f



6. Providing feedback The teacher discusses the concepts
taught with the students, asks them questions and reviews
the concepts. The teacher gives verbal assessments of how
the students did.

7. Homework The teacher asks the students to find one
scientific article, using Scholar.google.com, that refers to
sensory disorders. Afterwards, the students must make a
presentation based on that article, using Canva.

(Describe the different options: self-correction, digital
correction with the teacher and with the classroom)

« Self-Correction: Students use digital tools (like
grammar checkers or fact-checking websites) to
review their work.

e Teacher Feedback: Teachers provide feedback
digitally, focusing on content comprehension and
digital skill application.

e Classroom Interaction: Incorporate opportunities for
students to share their work with peers digitally,
encouraging collaborative learning and peer
assessment)

-Organize group discussions or presentations where
students can showcase their work to their peers.
Implement online platforms or discussion boards for
students to post their work and receive feedback from
classmates.

-Encourage collaborative projects where students can
work together to solve problems or complete tasks.
-Facilitate peer review sessions where students provide
constructive feedback on each other's work.

-Utilize online polling or voting tools to allow students to
anonymously vote on the quality of their peers’ work.
-Upload students findings on google drive/common
drive

-Encourage students to compare their findings and
engage in discussion




(describe how to measure the achievement of the
learning outcomes, evaluate the lesson with regard to
the 3 different learning outcomes, optimize the lesson -
Please, propose some examples of questions for each
of the 3 levels)

* Measuring Learning Outcomes: assess if the 3
different types of competences (technical, digital,
life-long learning have been achieved)

» Evaluating Lesson Effectiveness: assess how
effectively the lesson facilitated and improved the
learning experience of students.

» Optimization for Future Lessons: Gather student
feedback to refine and enhance future digital
lessons.

e How confident the students feel in using mobile
devices/apps in the classroom and in self-study?

verification conversation (through questions and
answers), systematic observation of students' activity
and behaviors, self evaluation.
https:/[forms.office.com/e/rNME4tLnmR?origin=IprLink
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