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THE EDUCATIONAL QUESTION

e

How can students move from learning about art
to creating knowledge through art?
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TRADITIONAL LANGUAGE LEARNING OUR GOAL
~ ': Textbooks & information SPECTATOR cO>  Students as active
— delivered by the teacher . N participants
? Exercises & drills ﬁ “\O" Create, interpret
% for practice &1 | T &expressideas
CURATOR
O'Z] Reproduce knowledge CQ: Use English for authentic
() & correct answers communication
/|  Focus on language @ Focus on language
as an object as a tool for meaning
_ ) y
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¢¢ Ouraim is not only for students (50)) ART — | LANGUAGE | TecHnotogy | €92 COLLABORATION
to understand art, o MM
but to use it to understand the world Meaning Expression Creation Dialogue |
and their place in it. 99 & Emotion & Communication & Connection & Co-construction




DIGITAL MUSEUM PEDAGOGY

A STUDENT-CENTERED FRAMEWORK
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CLIL
(Content & Language

Integrated Learning)
« Art

» Culture
* Language

PROJECT BASED
LEARNING

* Inquiry
* Creation
» Authentic Produt

AR
?“w\"-‘_ : ‘ =
b S UDL STUDENT GAME-BASED
r!‘. Gl _ (Universal Design LEARNING
}I ' .l,,;‘} \\ for Learning) C' | R ATOR 2
Chy b + Multiple Means * Missions
RS cl Al of Engagement * Challenges
r ’ | ; 4 f « Expression
' r;‘-};::“:j:i:

REFLECTION

+ Self-assessment
» Feedback
* Metacognition

COLLABORATION

» Peer Interaction
« Co-construction
« Communication

- Technology as a pedagogical enabler,
not as an end in itself.




THE LEARNING JOURNEYj

FROM SPECTATOR TO CURATOR

= = =%

The observed lesson: a student-centered learning path
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§& ENGAGE > | CONNECT illl EXPLORE &= CURATE () REFLECT
. Activate prior knowledge From previous work Discover the Share opinions Think about our learning

LM T 8 to new learning - L. digital museum 23 - as curators and our role -
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Doctor Who clip
9 about Van Gogh

\ ";V:OG@WW o e :g. ‘*M ‘ Google Forms

Van Gogh Digal Museum - Gallery Comments Reflection -« Our role as Curators

Mentimeter
Word Cloud

Describe Van Gogh
in one word

> —\ - ‘ .
5 @ «®, Watch student-created q Explore the museum
4

s \ideo (in Greek) in groups /
) ® Post comments
Discuss, compare Observe artworks
Q ; p 0 L f_ on Padlet Self-assessment
and make initial and exhibits

Re
be

comments in English @ Navigate, take notes

and interpret Evaluate and give

constructive feedback

X

Reflect and plan
next steps

Respond to peers Q Peer feedback
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~ ENTERING THE

STUDENTS’ DIGITAL MUSEUM ‘3a;;,‘>“
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Students as Curators
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Ideas into
Creations

.‘l

@ English as a
Creative Tool

Collaboration
in Action
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SPECTATOR

CURATOR

& Observes

@ Receives information

@ Answers questions

Elj Consumes content

Q' ’ Follows instructions

@@ Interprets and makes meaning
@ Creates and produces
Q Evaluates and gives feedback

:.; Collaborates and co-creates

Q Communicates and inspires

66 Students did not simply learn about Van Gogh.

They created meaning through art. 99
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MULTIMODALITY

I
&)
02l
S

.

Music

Video

Images

Avatars

@

COLLABORATION

s 4

:‘{ Group work

Q Peer feedback

E] Padlet interaction

Inclusion was not an adaptation.

It was part of the design.

@

ACCESSIBILITY

s 2

Dyslexic learners

Audio support

Visual scaffolding

Multiple ways
of expression



COMMUNICATION

Expressing ideas clearly
and listening actively

CREATIVITY COLLABORATION
3 ' Working together,

sharing ideas,
achieving common goals

Generating original ideas
and creating new content

A 21st CENTURY
LEARNER

b
LY o

DIGITAL LITERACY

CRITICAL THINKING

Analyzing, evaluating and Y I R poc Using digital tools

responsibly and effectively

making thoughtful decisions




THE 1

STUDENT VOICES

¢

"“ [ felt like I was
inside a real museum.

66 | liked evaluating
my classmates’ work.
It helped me see things
differently. .,

%% For the first time,
I could express myself
in English naturally. .
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OBSERVED OUITCOMES

AUTHENTIC COMMUNICATION
Students used English in meaningful,
real-life contexts.

STUDENT AGENCY

They took initiative, made decisions and
led the creation of their projects.

OWNERSHIP OF LEARNING

Students felt responsible for their work
and proud of their creations.

INCREASED ENGAGEMENT
Active participation and enthusiasm
were visible throughout the project.

CONFIDENCE IN ENGLISH

Students communicated with more
confidence and expressed their ideas
with ease.

Learning was not delivered.

It was experienced.

MPACT

What remained with the students? -

e
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SUPERVISOR’S FEEDBACK

S

© % Students actively assumed

the role of art curators,
using digital tools to create
their own multimodal works
in an authentic
communicative context.

=l

The instructional material was
multimodal, providing alternative
ways of expression and assessment
in line with the principles of
Universal Design for Learning (UDL).
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Great things are done by a series of small things brought together.  *
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