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Main data of the lesson

Contents

Common or different traditions and customs of
cultures 

Social Education 

Characteristics of contemporary society

Grade 2 (lower secondary school) 

90 min (45 min inside + 45 min outside) 

Inside the classroom & Outside the classroom 

Grigore Gabriela-Amalia, Romanian-Finnish high 
school



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

Key Competences:

Digital Competences:

Technical Competences:

According to 8 Eu Life long learning Competences*:

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 

Students learn how to use their smartphones as well as
some other learning apps and tools.

DIGITAL TOOLS/APPS

APPs and other IT tools:

Kahoot
Skills/competences:

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

Developing communication skills and teamwork.
Engaging in digital content creation, learning to
structure

information and questions in an interactive format that
engages their peers.



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:

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. 
Google 

Teaching students how to effectively find information
online. 

Developing their research skills by teaching them how
to use keywords, understand search algorithms, and
refine their search queries for better results. 

Learning to critically evaluate the relevance,
accuracy, and reliability of sources. 

Collaborative learning and group projects. Teaching
them to communicate their findings effectively and
contribute to collective knowledge building. 

Finding resources, images (with appropriate usage
rights), facts, and data to include in their digital projects,
such as presentations, blogs, or videos, making their
content richer and more engaging. 

Inspiring students to create their own digital content,
from writing articles to developing multimedia projects.
recognizing safe websites, avoiding phishing scams, and
understanding privacy settings. 



Understanding of digital footprints, privacy issues,
and the implications of sharing personal information
online. Challenging students to think critically about how
to solve information problems. 

Analyzing search results, comparing information from
different sources, and synthesizing data to answer
research questions or solve project challenges enhance
students' analytical thinking and decision-making skills.
Google docs 

Enhancing research skills and data literacy. 
Evaluating and synthesizing information, discussing

the relevance and accuracy of data, which sharpens
their critical thinking and analytical skills. 

Fosters collaboration and communication among
students, as they must share ideas, discuss edits, and
make decisions together, thereby improving their
teamwork and negotiation skills. 

Facilitating peer review and feedback, teaching
students how to communicate constructive criticism and
engage in the revision process effectively. 

Use digital tools for content creation, from essays and
reports to presentations and collaborative projects. 

Developing their technical skills in document
formatting, layout design, and multimedia integration.

Providing students with the opportunity to engage
with a broader audience. 

Respecting intellectual property, understanding user
permissions, and practicing online safety and privacy. 

Practicing ethical behavior online, including honesty
in contributions and respecting the work and ideas of
others. 

Developing resilience and adaptability, essential skills
for problem-solving. 



DESIGN OF FHE SMART LESSON IN 4 STEPS

Step 1 – eTASK
Introduction to the digital
task

(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)
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. Critical reporting on facts, events, ideas, processes of
personal life and of different groups and communities, by
using acquisitions specific to the social field. 
2. Cooperation for carrying out activities and for
investigating specific problems of different groups and
communities, by assuming social and civic values and
norms. 
3. Responsible participation in decision-making by
exercising the spirit of initiative and entrepreneurship,
respectively by demonstrating an active social, civic and
economic behavior. 
Specific skills: 
1.1. Correct use of terms specific to intercultural education
with reference to facts/events/processes in contemporary
society. 
2.1 Solving in pairs/teams some tasks related to life in an
intercultural society. 
3.1. Manifesting a positive attitude towards oneself and
towards others, towards one's own cultural identity and
towards the identity of those who belong to different
cultures. 



Fundamental objective: Acquiring knowledge about
the traditions and customs specific to one's own culture. 

Cognitive operational objectives: 
At the end of the lesson, all students will be able to: 
O1: To identify the main customs and traditions specific to
their own culture. 
O2: To apply the concepts studied in solving some
problems. 

Step 2 – eEXECUTION
Digital execution of the task

(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. Capturing attention Using mobile phones, students are
asked to search for and identify certain information and
data, in pairs, they discuss with a classmate. At the end, the
teacher asks questions to the students using Menti. 



2. Refreshing knowledge using Menti 
- How can we define culture? 
- What are the more visible elements of culture? 
- What are the less visible elements of culture? 

3. Announcing the title and objectives of the lesson 
The teacher announces the title of the day's lesson:
Common or different traditions and customs of cultures.
The teacher announces the objectives of the lesson. 

4. Conducting learning using Canva Tradition, a word that
comes from the Latin language (traditio = to hand over, to
pass on), refers to the transmission of cultural elements
from one generation to another.
Basically, traditions represent a set of ideas, values or
behaviors that a certain group of people (a community)
has regarding a specific event. 
The tradition has 3 components: 
- the idea. 
- habit. 
- the ritual. 
Customs are cultural facts that aim to organize people's
lives. 
There are two categories: 
- customs that mark different moments throughout the
year (eg religious customs). 
- customs related to important moments in a person's life
(eg wedding). 

5. Obtaining the performance The teacher proposes the
following application for obtaining the performance:
https://create.kahoot.it/share/traditii-si
obiceiuri/cfafc805-6eb0-4782-a23d-aa7325843466 

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 proposes as a homework
assignment the uploading in a collaborative document
(using Google Docs) of images of traditions and customs
specific to various cultures. 



Step 3 – eCORRECTION
Digital correction of the
task

(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. 

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

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 



Step 4 – eASSESSMENT
Evaluation of the digital
task

(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. 
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=lprLink 
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