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About 
the 

guide 
    

Why? SparkSEEDs project envisioned a strong dissemination dimension, considered at 
the time as one its main pillars. The goals and issues addressed throughout its 
development, besides being strictly aligned with EU and global trends and 
recommendations on youth and education policies, are strongly representative of 
the needs and challenges from many other educational ecosystems and 
communities all over Europe, facts that justify the usefulness and pertinence of 
project dissemination.  

Throughout the project it was intended to record and monitor the most relevant 
phases, critical points, successes, obstacles and learnings, feeding the assembly 
of relevant dissemination guides. These guides, where the present one is 
included, should help now any interested parties to replicate, adapt or 
implement the SparkSEED model in other geographies, communities or 
institutional contexts. 

    

The present guide is oriented first of all to youth workers. They are the primary 
target of dissemination for the present guidelines. 

Nevertheless, the guide intends to serve the purposes of any kind of institutions 
working for youth (schools, municipalities, learning communities, vocational 
training entities, parents’ associations, families, youth associations, among any 
other that may seek the same type of goals pursued by the SparkSEEDs project. 

For 
Whom? 
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About 
SparkSEEDs 
Understanding the context. A brief summary on 
SparkSEEDs project, its objectives and best practices 

CHAPTER I 
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Rationale 
The importance of education is unquestioned in today's world, being considered one 
of the biggest challenges of the actual society. Indeed, high-quality and inclusive 
education for all is effectively considered by EU, and by many other important 
international organisations, one of the most effective defences against the risks of 
social marginalisation, poverty and exclusion, especially at times of crisis.  

Throughout the last centuries, a considerable investment has been made in 
education, namely focusing and strongly based in formal education processes. 
Although, in the last years, worldwide, a new trend on education practices, more 
informal, has been proving higher, solid and more sustainable results when it comes 
to the learning outcomes and youth personal development. By means of the 
opportunities made available through the non-formal and informal sector and 
through youth work, children and young people had now the chance to develop their 
personal potential, acquire basic skills and qualifications, and become integrated into 
own communities and in society at large.  

According the recommendations extracted from the Youth Report 2015, from the 
Agenda 2030 for Sustainable Development, from UNICEF’s key recommendations for 
youth, and lately as discussed on May 2018 in the EU Youth Conference (Youth 
Strategy for 2019-2027), the actual education approach must be updated and aligned 
with the fast-changing society and with today’s youth needs and interests. It should: 

 prioritize social inclusion, participation and engagement of adolescents in their 
communities and society – especially the most vulnerable young people; 

 prepare all adolescents with quality inclusive education and the skills they need 
to prosper in the 21st century; 

 renew the education methods and contents (which are still too much knowledge 
based – teachings from the past, and few updated to the present and to the 
future – which are, nowadays, mainly assured by “machines” and by the digital 
era tools). 

 

According to World Economic Forum, robots will replace 800 million jobs by 2030, 
pointing that education agents should not teach youth to compete with “machines”, 
once they are “smarter” in terms of knowledge-based learnings. To prepare youth for 
the jobs of the future, we have to teach them to master skills that machines will 
never master. To this extent, new investments on education should be made as way 
to teach something unique, human based, such as soft skills: social and personal 
values, independent thinking, teamwork, care for others, sports, music, painting, 
arts, and creative thinking.  
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The objectives 
Having in mind the challenges underlined in the rationale section, the SparkSEEDs 
project followed one main objective:  

“Building and developing a community based non-formal educational ecosystem with 
the aim to promote and support the regular offer of extra-school high quality and 
enriching activities, dedicated to and participated by youth, by capitalizing important 
endogenous resources (human, intergenerational, cultural, natural, material, 
traditional, among other) in a crossed approach between youth main interests & 
needs and actual societal challenges. A concrete “learning community” is created, 
powered by a local network of public, private and civil society representatives, 
capacitated and oriented by the main actual and future needs of youth.” 

To address the needs of the target groups, a set of specific objectives were defined:  

 Young people (8-16) soft skills, abilities, ingenuity, genius, creativity, interests 
and vision are coherently supported, promoted and developed, through a set 
of activities held under a community based educational ecosystem. 

 Generation of a solid and proactive “Learning Community”. Community (and 
its main agents) is involved and promotes youth educational contexts and 
development, and youth is enrolled and empowered to participate in 
community development. 

 Youth Citizenship, participation, community awareness, initiative, 
collaboration, solidarity and social entrepreneurial attitudes are promoted 
and supported. 

 Youth workers skills and methodologies are increased and developed, as way 
to assist regular & consistent non-formal learnings and to transfer society 
fundamental values to young people, preventing the main phenomena 
actually affecting young people. 

It is precisely on the first and last specific objectives and respective target groups that 
the present Book tries to focus, sharing the relevant learnings and giving clues on the 
role of the youth workers in the whole ecosystem. 

 

 
 

“Building and developing a 
community based non-formal 

educational ecosystem” 
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The main results 
The project predicted the concretization and achievement of several results, 
subsidiary and complementary, which would be contributing jointly for the general 
and specific goals of the project. The main results, considered here as structuring 
pillars of the project, were: 

 SparkCOMMUNITY: Building and developing a “Community Based 
Educational Ecosystem” with the aim to promote school and extra school 
high quality and enriching activities, dedicated to and participated by youth. 
This educational ecosystem capitalizes important endogenous resources 
(human, cultural, natural, material, traditional, intergenerational, among 
other) as tools for learning and education, always focusing a crossed 
approach between youth main interests and societal challenges. 

 SparkYWORKERS: The skills of Youth Workers (trainers, facilitators, 
volunteers and NEETs) from the community and from its agents were 
increased and developed, as way to gain capacity to develop and assist 
regular and consistent non-formal learnings and activities for youth, but also 
to transfer societal fundamental values, thus preventing the main 
phenomena actually affecting young people. Youth work was purposefully 
adjusted towards young people's needs through the development of 
comprehensive training programme and adequate job shadowing actions.  

 

Youth work is purposefully adjusted  
towards young people's needs 

 

 SparkCLUBS: Constituting the practical activities addressed to youth, these 
“clubs” recreate different “spaces”, entirely participatory (by all, community 
agents, youth workers, schools and youth), providing regular extra-school 
and free time activities for the integrated education and learnings of young 
people. The SparkCLUBs followed different thematic approaches (prepared 
and developed under a set of activities called SparkLABs), being generally 
dedicated to: Arts & Culture; Nature & Sports; Science & Technology; 
Citizenship & Entrepreneurship. The tools, methods and contents produced 
and applied in the frame of the SparkCLUBS can be compiled envisaging the 
creation of vacation camps (programs of enriching activities for occupation of 
free time during school vacation times), facilitating an additional important 
result: safe and quality alternative/solution for families and educators for the 
"positive" occupation of the free time of their youngsters. 

 



 

 

 

   

 

The SparkLABs 
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 Objective & expected impact 

The main goal of the SparkLABs, as a practice, was to create different 
“spaces” and moments, entirely open and participatory, gathering a pool 
of relevant stakeholders, sectors and education layers active in a specific 
community context (local stakeholders – as identified in the target group 
section, youth workers, and youth). These “spaces” and “moments” 
envisage the analysis, identification, brainstorming, exchange, discussion 
and design of models, tools and practices for a more proficient 
education of youngsters. Ideally, the SparkLABs are initiated and 
developed in the frame of the learning community developed through 
another component of the SparkSEEDs model (the SparkCOMMUNITY) 
and thus supported by the local network there constituted. 

Each lab constituted a kind of think-tank and it was the mechanism used 
by the SparkCommunity to generate one of its main working outputs, 
which would be later applied to compose a programme of activities to 
be implemented for the youth. The Labs can be understood as the tools 
for the development of a long-term non-formal learning/teaching 
programme for youth (in the mentioned thematic, dedicated to the 
development of key competencies in young people), respective tools, 
and in the development of adequate youth worker skills, which, 
altogether, are applied in the practical context of the local community. 

The SparkLABs may follow many different thematic approaches (in fact, 
as many as you want), but always dedicated to the skills that you want to 
develop or improve in your youngsters. Following the major 
recommendations extracted from the European Commission, World 
Economic Forum and United Nations reports, as mentioned in project 
Rationale section, the pilot practice was framed in 4 thematic labs:  

 Arts & Culture 
 Nature & Sports 
 Science & Technology 
 Citizenship & Entrepreneurship 

Although this component of the SparkSEED model may depend greatly 
on a precedent one (the network), it gives it coherence and content. We 
shouldn’t forget that to achieve the major goal (building a “Community 
Based Educational Ecosystem” with the aim to support school activities 
and as well the regular offer of extra-school high quality and enriching 
youth activities), is not enough just to have a good network sharing 
resources. What to do with those resources is then the moto of the 
SparkLABs (defining the type of activities to offer, its pedagogy, 
methodology and approach, for the success of the model).  

 For more, please check the SparkSEED model Guide published 
jointly with this guide. 

What are the 
SparkLABs? 
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SparkLABs outputs 
The main outputs predicted to be built by the different SparkLABs 
implemented in the frame do the project could be outlined as a 
comprehensive list of ideas for activities, which would be later 
implemented by the trained youth workers under the SparkCLUBs and 
SparkCAMPs. That were indeed the intentions and plans of both the 
project partnership, and later the local network constituted at the pilot 
territory (Cuba, Alentejo, Portugal).  

After its constitution, and at the time the SparkLABs have initiated the 
planned working sessions, starting the discussion and production of the 
lists of activities for the upcoming SparkCLUBs, a new and unprecedent 
challenge was about to burst in all sectors of society, affecting decisively 
youth and education. 

The SparkSEEDs project partners, seeking at all time to give concrete 
response the most challenging needs of the local educational ecosystem 
could not ignore such challenges. To this extent, the outputs predicted 
from the development of the SparkLABs suffered relevant improvements 
on the focus and on the type of resources that were initially imagined to 
be resulting from its works.  

The COVID-19 pandemic brought a sense of urgency and a strong need for 
adaptation in the conventional education processes and tools. Facing new 
challenges, educators (teachers, youth workers, families) all over the 
world were confronted with a reality for which they were not prepared or 
even ready to tackle. Under this context, and particularly in the geography 
of the pilot territory of the whole action, SparkLABs were there to give an 
important help. 

Although governments (local, regional and national) were giving to the 
new situation a very relevant attention, local educational systems were 
nevertheless struggling to adopt the new tools and recommendations to 
their own operational settings, implying radical measures for the teaching 
and learning plans.  

Having all of the above in consideration, the works of the SparkLABs were 
adapted in a way that it could give direct and practical support to the local 
educational ecosystem. In the next pages you’ll find those results, 
organised in two different kinds of tools: 

 Open Educational Resources (supporting the use of online and digital 
learning resources, inspired by the Education at Distance - EAD); 

 Activities for youth (a modality inspired in the thematic chosen for 
the SparkLABs and SparkCLUBs, this time a bit more “unplugged”). 

 

COVID19 brought 
important new & 
unpredictable 
challenges to 
education and 
educators... 
SparkLABs were 
there to help! 
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Open 
Educational 
Resources 
Online based tools for youth workers and educators CHAPTER II 
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 Online Resources 
The World Wide Web is an incredible repertoire of information in many 
subjects and for many targets. Nevertheless, most of the times the 
problem is finding the perfect page where the theme and the approach 
is exactly what youth workers (teachers and educators) need for their 
work. So, we have questioned: What if SparkSEEDs could make that 
search for you (teacher, trainer, educator, youth worker, you name it)? 

In that sense, and considering the situation previously described, we 
gathered information to encourage and support educational agents in 
the use of different teaching/learning practices and tools (accessible, 
open source, validated and widely spread solutions), such as the ones 
presented, which could fit their goals and facilitate a lot the learning and 
teaching processes.  

The list of resources is growing and is open for any suggestions or 
recommendations made by third party users, multipliers and potential 
adopters of the SparkSEEDs model. All listed "Open Educational 
Resources" are here considered exclusively as external resources 
(technological and online "open resource tools") and SparkSEEDs- 
Empowering Youth Learning Communities is not supported, sponsored, 
affiliated or endorsed by any of the resources referred.  

The compiled resources are organized by type, where the following 
categories were considered: 

 ANIMATION TOOL – Compilation of tools to create animations 
 E-LEARNING – A group of interesting on-line learning platform with 

courses that could promote continued learning 
 EBOOK PUBLISHING – Tools to support the creation of electronic 

books and promote writing 
 EDUCATIONAL RESOURCES – A series of tools to support teaching 

activity and promote the integration of TIC in learning process  
 LEARNING PLATFORM – Platforms to support transmission of 

contents in classrooms 
 MEDIA EDITOR – A valuable set of tools to support edition of video 

and photographs  
 OPEN-SOURCE TOOLS – Specific Open-Source Tools for school 

management, publishing and office  
 SCHOOL MANAGEMENT RESOURCES- Tools for Integration on 

school environment, orientated to support the student & teacher 
 OTHER WEB AND INTERNET RESOURCES – A long set of tools and 

links that could help the teaching process. 

The World Wide 
Web is an 
incredible 
repertoire of 
information in 
many subjects and 
for many targets. 
Education is not 
an exception! 
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Animation Tools 

DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

BLENDER 

Blender is a free and open-source 3D 
creation suite. It supports the entirety of 

the 3D pipeline—modelling, rigging, 
animation, simulation, rendering, 

compositing and motion tracking, even 
video editing and game creation. 

TRAINERS, 
EDUCATORS AND 

STUDENTS 
FREE VARIOUS BLENDER 

FOUNDATION http://www.blender.org/ 

MOOVLY 
Easily create animated videos and other 

multimedia content 

TEACHERS, 
STUDENTS AND 

SCHOOLS 

THERE IS A FREE 
SOLUTION THAT 

ENABLES TO USE THE 
APPLICATION WITH 
SOME LIMITATIONS. 
FOR BIGGER POWER 

IT REQUIRES A 
MONTHLY PAYMENT 

ENGLISH MOOVLY https://www.moovly.com/ 

POWTOON 

Powtoon is a video animation software and 
a presentation animation software.  You can 

easily create a simple animated video and 
then convert it into an animated 

presentation! 

ALL INTERESTED 

THERE IS A FREE 
SOLUTION THAT 

ENABLES TO USE THE 
APPLICATION WITH 
SOME LIMITATIONS. 
FOR BIGGER POWER 

IT REQUIRES A 
MONTHLY PAYMENT 

VARIOUS POWTOON LIMITED www.powtoon.com 

PENCIL2D 

Pencil2D is a free and open-source 2D 
animation software released under the GNU 
General Public License. It is used for making 

cartoons using traditional techniques 
(tracing drawings, onion skinning etc), 
managing vector and bitmap drawings. 

ALL INTERESTED NO LIMIT ENGLISH INDEPENDENT 
DEVELOPERS 

https://www.pencil2d.org/ 
 

KRITA 
Krita is a free and open-source raster 

graphics editor designed primarily for digital 
painting and 2D animation. 

ALL INTERESTED FREE ENGLISH 
KRITA 

FOUNDATION, KDE 
 

https://krita.org/en/ 
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DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

SYNFIG 

The goal of the developers is to create a 
program that is capable of producing 

"feature-film quality animation with fewer 
people and resources."[5] The program 

offers an alternative to manual tweening so 
that the animator does not have to draw 

each and every frame. 

ALL INTERESTED NO LIMIT ENGLISH INDEPENDENT 
DEVELOPERS https://www.synfig.org/ 

OPENTOONZ 

 

OpenToonz has unique features, including 
the scanning tool "GTS" Includes too, the 
effect of automatically changing picture 

styles by applying the deep learning 
technology and the effect of producing 

affected incident light like those in classic 
works before the digitization of the 

production environment. 

ALL INTERESTED FREE VARIOUS 
Digital Video S.p.A. 

 

https://opentoonz.github.io/f
a/index.html 

 

SEAMLESS3D 

The 3d models you see here were made 
using Seamless3d, which is very powerful 
and practical 3d modelling software for 
anyone who wants to make quality 3d 

animated content for the web. 

ALL INTERESTED FREE ENGLISH MIT Licence 
http://www.seamless3d.com 
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e-learning courses & trainings 

DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

COURSERA 
Various thematic courses associated with 

different study disciplines 

ADULTS, STUDENTS 
AND INTERESTED 

PUBLIC 

FREE TO ENROLL 
COURSES 

VARIOUS 
ENGLISH IS BASE 
LANGUAGE FOR 

COURSE 
PARTICIPATION 

COURSERA INC. https://www.coursera.org/ 

EDX 
Various thematic courses associated with 

different study disciplines 

ADULTS, STUDENTS 
AND INTERESTED 

PUBLIC 

FREE TO ENROLL 
COURSES 

VARIOUS 
ENGLISH IS BASE 
LANGUAGE FOR 

COURSE 
PARTICIPATION 

EDX INC https://www.edx.org/ 

MIT OPEN 

COURSEWARE 

MIT OpenCourseWare (OCW) is a web-based 
publication of virtually all MIT course 

content. OCW is open and available to the 
world and is a permanent MIT activity. 

ADULTS, STUDENTS 
AND INTERESTED 

PUBLIC 
FREE 

VARIOUS 
ENGLISH IS BASE 
LANGUAGE FOR 

COURSE 
PARTICIPATION 

MASSACHUSETTS 
INSTITUTE OF 
TECHNOLOGY 

http://ocw.mit.edu/index.htm 

CODE.ORG 

Code.org® is a nonprofit dedicated to 
expanding access to computer science in 
schools and increasing participation by 
young women and students from other 

underrepresented groups. Our vision is that 
every student in every school has the 

opportunity to learn computer science as 
part of their core education. 

ALL INTERESTED FREE 

VARIOUS 
ENGLISH IS BASE 
LANGUAGE FOR 

COURSE 
PARTICIPATION 

INDEPENDENT 
TEACHERS https://code.org/ 

UDEMY 

Udemy is a technology platform that enables 
anyone anywhere to create and share 

educational courses. 
Various thematic courses associated with 

different study disciplines 

ALL INTERESTED FREE TO ENROLL 
COURSES 

VARIOUS 
ENGLISH IS BASE 
LANGUAGE FOR 

COURSE 
PARTICIPATION 

INDEPENDENT 
TEACHERS https://www.udemy.com/ 
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e-Book publishing 

DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

ACTIVE 

TEXTBOOK 

With this intuitive interface and your 
content, you can enhance your PDF and 
EPUB documents into interactive eBooks 

enriched with useful engaging tools, 
running on all devices and platforms. Give 
your text a dynamic touch: jot down notes, 

add video/audio clips, and discuss ideas 
with your readers from within your own 
content. Use Active Textbook to learn, 

teach, or simply share documents online 

TEACHERS, 
STUDENTS 

A FREE PLAN 
AVAILABLE. ENGLISH EVIDENTPOINT https://activetextbook.com/ 

SIGIL 

Sigil is a cross-platform suite for authoring e-
books in the standard and widely-supported 
ePub format. Free and open source software 

under GPLv3 

ALL INTERESTED FREE ENGLISH 

JOHN SCHEMBER 
(MANAGER) AND 

STRAHINJA 
MARKOVIĆ 
(CREATOR) 

https://sigil-ebook.com 

STORYBIRD 

It’s a creative global community of readers, 
writers, artists, and educators. Publish your 
stories, sell your art, and connect with fans. 

Storybird is a platform built just for you. 

CHILDREN, 
STUDENTS, 

PARENTS, TEACHERS 
AND ALL 

INTERESTED 

NONE. FREE 
SUBSCRIPTION 

AVAILABLE. SOME 
SERVICES OR 

PRODUCTS HAVE A 
PRICE 

ENGLISH STORYBIRD INC. https://storybird.com/ 

DRAFT2DIGITAL 

We are Self-Publishing with Support. Your 
book is your priority. Our priority is you. We 
build tools and services that let you focus on 

writing while we take care of layout, 
publishing, distribution, print-on-demand 

paperbacks, and more. Keep writing. We’re 
here for the rest. 

ALL INTERESTED 10% of the retail price 
of that book ENGLISH Draft2Digital  

https://www.draft2digital.com/ 

 

LULU 
Lulu offers books with over 3,000 possible 

format, color, and size combinations. ALL INTERESTED On demend 

ENGLISH, 
DEUTSCH, 
FRANÇAIS, 

ITALIAN, SPANISH 
B CORPORATION 

https://www.lulu.com/ 
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Educational Resources 

DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

GOOGLE FOR 

EDUCATION 
A suite of free productivity tools for 

classroom collaboration 
TEACHERS AND 

STUDENTS 

BASIC APPS ARE FREE. 
TRAINING RESOURCES 

AND HARDWARE 
REQUIRES 

ACQUISITION BUT 
AREN’T REQUIRED. 

VARIOUS GOOGLE https://www.google.com/edu 

JING 
Jing is a computer service that lets you 
capture basic video, animation, and still 

images, and share them on the web. 

TEACHERS, 
STUDENTS FREE ENGLISH TECHSMITH 

CORPORATION 
https://www.techsmith.com/jing.

html 

SEESAW 

Seesaw empowers students to 
independently document what they are 

learning at school. Students capture learning 
with photos and videos of their work, or by 

adding digital creations. Everything gets 
organized in one place and is accessible to 

teachers from any device. Student work can 
be shared with classmates, parents, or 
published to a class blog. Seesaw gives 

students a real audience for their work and 
offers parents a personalized window into 

their child's learning. 

STUDENTS OF ANY 
AGE, TEACHERS 

FREE FOR TEACHERS, 
PARENTS AND 

STUDENTS 
ENGLISH SEESAW http://web.seesaw.me/ 

ENGVID.COM 
FREE VIDEO ENGLISH Classes covering 

English grammar, vocabulary, pronunciation, 
IELTS, TOEFL, and more 

STUDENTS, 
TEACHERS AND ALL 

INTERESTED 
FREE ENGLISH ENGVID http://www.engvid.com/ 
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DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

ESCOLA VIRTUAL 

Escola Virtual it’s a platform for digital 
resources with specifics solutions for public, 

private and technical schools, libraries, 
Municipalities and study centers. 

STUDENTS, 
TEACHERS 

BASIC LEVEL FREE. 
YAER FEE TO ACCESS 

CONTENTS, MANUALS 
AND OTHER 
RESOURCES 

PORTUGUESE PORTO EDITORA, 
S.A. http://www.escolavirtual.pt/ 

ESPAZO ABALAR 

Resources and services for ICT classroom 
integration. Based on Galician curriculum 

(spain) 
“Abalar” it is a project seeking the 

integration of ICT in the educational model. 
It makes part of a larger strategy aiming to 

maximize resources utility and the 
improvement of skills. 

TEACHERS, 
STUDENTS AND 

FAMILIES 
FREE GALEGO 

XUNTA DE GALICIA. 
CONSELLERÍA DE 

EDUCACIÓN. 

https://www.edu.xunta.es/espazo
Abalar 

BLENDSPACE Tools to create digital lessons TRAINERS AND 
EDUCATORS FREE ENGLISH BLENDSPACE https://www.tes.com/lessons 
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e-Learning & Class Platforms 

DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

CLASSDOJO 

ClassDojo’s mission is to reinvent 
classrooms by bringing teachers, students 
and parents closer together. Teachers use 
ClassDojo as a communication platform to 

encourage students, and get parents 
engaged too. 

TEACHERS, 
STUDENTS AND 

PARENTS 
FREE FOR TEACHERS 

ENGLISH, 
FRENCH 

PORTUGUESE, 
CHINESE, 
SPANISH, 
TURKISH 

CLASSTWIST, INC. https://www.classdojo.com/ 

MOODLE 

Moodle is a learning platform designed to 
provide educators, administrators and 

learners with a single robust, secure and 
integrated system to create personalised 

learning environments. 

TEACHERS, 
STUDENTS AND 

SCHOOLS 
FREE VARIOUS MOODLE HQ https://moodle.org/ 

ZOOM 

Zoom helps businesses and organizations 
bring their teams together in a frictionless 
environment to get more done. Our easy, 
reliable cloud platform for video, voice, 

content sharing, and chat. 

TEACHERS, 
STUDENTS AND 

SCHOOLS 
FREE / PAID VARIOUS 

ZOOM VIDEO 
COMMUNICATIONS, 

INC 

https://zoom.us/ 

 

MICROSOFT 

TEAMS 

Instantly go from group chat to video call 
with the touch of a button. 

Securely connect, access, share, and 
coauthor files in real time. 

Stay organized by keeping notes, 
documents, and your calendar together. 

TEACHERS, 
STUDENTS AND 

SCHOOLS 
FREE / PAID VARIOUS MICROSOFT 

https://www.microsoft.com/en-
us/microsoft-teams/group-chat-

software 

 

DISCORD 

It’s where your world talks. Discord is a 
voice, video and text communication service 

used by over a hundred million people to 
hang out and talk with their friends and 

communities. 

TEACHERS, 
STUDENTS AND 

SCHOOLS 
FREE VARIOUS DISCORD 

https://discord.com/ 
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Media edition 

DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

GIMP 

GIMP is an acronym for GNU Image 
Manipulation Program. It is a freely 

distributed program for such tasks as photo 
retouching, image composition and image 
authoring. GIMP is a cross-platform image 

editor available for GNU/Linux, OS X, 
Windows and more operating systems. It is 

free software, you can change its source 
code and distribute your changes. 

TEACHERS, 
STUDENTS, 

GENERAL PUBLIC 
FREE VARIOUS THE GIMP TEAM https://www.gimp.org/ 

KDENLIVE 

KDEnlive is a fully featured multi-track non-
linear video editor. Based on open source 
media libraries, a wide range of video and 
audio formats are supported from a large 

number of devices. 

STUDENTS, 
TEACHERS AND 

GENERAL PUBLIC 
FREE VARIOUS KDE E.V. https://kdenlive.org/ 

OPENCAST 

Free and open-source solution for 
automated video capture and distribution at 

scale. Includes a suite of tools to support 
integration from video capture to 

deployment of lessons 

EDUCATION 
ORGANIZATION 

SOME OF THIRD 
PARTY APPLICATIONS 

ARE PAYED 
ENGLISH APEREO http://www.opencast.org/tools 

LOSSLESSCUT 

LosslessCut is a free, platform 
independent Video editing software, which 

supports numerous áudio, vídeo and 
container formats  

ALL INTERESTD FREE ENGLISH MIT Licence https://www.mifi.no/losslesscut/ 
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DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

SHOTCUT 

Shotcut is a free and open-source cross-
platform video editing application. Shotcut 
supports video, audio, and image formats 

via FFmpeg. It uses a timeline for non-linear 
video editing of multiple tracks that may be 

composed of various file formats. 

ALL INTERESTD FREE ENGLISH GNU General Public 
License 

https://shotcut.org 

DIVX 

DivX is a video codec created by DivX, Inc. It 
is designed to be used for digital video 

compression, leaving videos with quality 
despite the high compression used to take 

up less space on the hard drive. 

ALL INTERESTED FREE VARIOUS FREEMIUM www.divx.com 
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Open-source tools 

DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

CALLIGRA SUITE 
Open-source project with multiple 

applications for office, graphic and project 
management, 

STUDENTS, 
TEACHERS AND 

GENERAL PUBLIC 
FREE ENGLISH CALLIGRA.ORG https://www.calligra.org/ 

GUN/LINUX 

Linux it’s an Open-Source Operating system 
that can be downloaded in different 

products. Linux.Org it’s a base platform 
where you can find links to the most 

common Linux platforms 

STUDENTS, 
TEACHERS AND 

GENERAL PUBLIC 
FREE ENGLISH LINUX.ORG http://www.linux.org/ 

MEDIAGOBLIN 

MediaGoblin is a free software media 
publishing platform that anyone can run. 

You can think of it as a decentralized 
alternative to Flickr, YouTube, SoundCloud, 

etc 

STUDENTS, 
TEACHERS AND 

GENERAL PUBLIC 
FREE ENGLISH MEDIAGOBLIN.ORG http://mediagoblin.org/ 

OPENOFFICE 

An office application set (for word 
processing, spreadsheet manipulation, 
picture drawing and data base access) 
compatible with all other major office 

application sets such as Office and available 
for Windows and Mac as well as Linux and 

other UNIX systems 

STUDENTS, 
PARENTS AND 

TEACHERS 
FREE VARIOUS 

THE APACHE 
SOFTWARE 

FOUNDATION 
http://www.openoffice.org/ 

FREEOFFICE 

FreeOffice is a complete Office suite with a 
word processor, a spreadsheet application 

and a presentation program 
 

GENERAL PUBLIC FREE VARIOUS 
SoftMaker Software 

GmbH. 
 

https://www.freeoffice.com/pt/ 
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School management resources 

DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

GIBBON 

Gibbon aims to meet the needs of 
teachers, reducing workload and helping 

students learn. Gibbon is free, open source 
software: its flexible design gives schools 

complete control and freedom. 

SCHOOLS FREE ENGLISH ROSS PARKER http://gibbonedu.org/ 

ROGŌ 
Rogō aims to provide an online assessment 
system with a focus on consistent quality, 

usability and security. 

TEACHERS AND 
SCHOOLS FREE ENGLISH UNIVERSITY OF 

NOTTINGHAM http://rogo-oss.nottingham.ac.uk/ 

PRINCIPAL 

MANUAL 

This website aspires to provide most of what 
school leaders needs to lead a successful 

school. It is all about ensuring that 
provisions for student learning are of the 

highest quality and that teacher efficacy and 
high morale for all pervade life at school. 

 

TEACHERS AND 
SCHOOLS FREE VARIOUS WIX.COM https://www.principalmanual.com 

TEACHERVISION 

With thousands of printables and resources 
available for Math, English, Science, 

Languages, and everything in between so 
that all of your lessons are covered, this site 
makes available these tools to drive student 

outcomes and further the success of your 
classroom across all subjects! 

TEACHERS AND 
PARENTS 

PAYMENT 

(FREE TRIAL) 
ENGLISH FEN Learning https://www.teachervision.com/ 
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Other online resources 

DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

CANVA 

Canva makes design simple for everyone. 
Choose from hundreds of professional 

templates to create social media graphics, 
presentations, flyers, posters, invitations 

and so much more. 

GENERAL 

BASIC MATERIAL AND 
USE ARE FREE. FOR 

MORE SOME 
RESOURCES HAVE A 

FEE TO BE USED 

VARIOUS © 2016 COPYRIGHT 
CANVA http://www.canva.com/ 

EDUCALAB 

Educalab it’s a place for the discussion of 
education. Its goal is to support teachers and 

all the educational Spanish system. It’s 
based in the Spanish Education curriculum. 

EDUCATIONAL 
COMMUNITY AND 

SPECIALLY 
TEACHERS 

FREE SPANISH 

GOBIERNO DE 
ESPAÑA. 

MINISTERIO DE 
EDUCACIÓN, 
CULTURA Y 
DEPORTE. 

http://educalab.es/que-es-
educalab 

EDUCATUBE 
Educational and didactical video Library. 
Based in Spanish Education curriculum. 

MAINLY FOR 
TEACHERS, PRIEST 

AND STUDENTS 
FROM PRIMARY, 
SECONDARY OR 

BACHAREL LEVELS 

FREE SPANISH IPROJECT.CAT www.educatube.es, 

ETHERPAD 

Etherpad it’s an open-source project that 
allows you to edit documents collaboratively 

in real-time, much like a live multi-player 
editor that runs in your browser 

TEACHERS AND 
STUDENTS FREE ENGLISH THE ETHERPAD FOU

NDATION http://etherpad.org/ 

FACILITAMOS 
Sharing educational resources for the 

classroom. Based on Aragon curriculum 
EDUCATIONAL 
COMMUNITY FREE SPANISH GOBIERNO DE 

ARAGÓN 
http://facilitamos.catedu.es/ 

FACILYTIC 
Developed to support and supply tutorials 

and tools of TIC to work in classrooms. 
Based on Aragon curriculum 

EDUCATIONAL 
COMMUNITY FREE SPANISH GOBIERNO DE 

ARAGÓN 
http://facilytic.catedu.es/ 
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DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

INNOVACIÓN 

EDUCATIVA 

Services and materials to support teachers. 
Based on Galician (Spain) curriculum TEACHERS FREE GALICIAN 

XUNTA DE GALICIA. 
CONSELLERÍA DE 

EDUCACIÓN. 

http://www.edu.xunta.es/portal/
innovacion/63 

MUNDO PRIMARIA 
Mundo Primaria it’s a source of free 

educating games and other educational 
resources design to kids of 3 to 12 years old 

STUDENTS, 
PARENTS AND 

TEACHERS 
FREE SPANISH GRUPO 

GESFOMEDIA S.L 
www.mundoprimaria.com, 

MY STORY BOOK Create digital books TRAINERS AND 
EDUCATORS FREE ENGLISH MYSTORYBOOK https://www.mystorybook.com/ 

NAVEGA CON 

RUMBO 

Includes various guides oriented to the 
teaching, parents and student communities 
in order to inform and educate proper ways 

to surf safely the internet 

STUDENTS, 
TEACHERS AND 

PARENTS 
FREE GALICIAN XUNTA DE GALICIA. 

http://www.edu.xunta.es/navega
conrumbo/index.html 

PEXELS 

Free stock photos licensed under the 
Creative Commons Zero (CCO) licence 

meaning that they can be used for for free 
for any personal and commercial purpose. 

Attribution is not required 

EVERYONE 
INTERESTED FREE ENGLISH PEXELS https://www.pexels.com/ 

PEXELS VIDEOS 

Free stock videos licensed under the 
Creative Commons Zero (CCO) licence 

meaning that they can be used for for free 
for any personal and commercial purpose. 

Attribution is not required 

EVERYONE 
INTERESTED FREE ENGLISH PEXELS https://videos.pexels.com/ 

PREZI 
A presentation and collaboration 

environment that allows to create effusive 
and surprising ideas and concepts 

ALL INTERESTED 

FREE SOLUTION THAT 
ENABLES USE WITH 
SOME LIMITATIONS. 
ADDITIONAL TOOLS 
REQUIRE MONTHLY 

FEE 

VARIOUS PREZI INC. https://prezi.com/ 
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DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

TED ED LESSONS Education of youngsters and teachers 
SECONDARY 

SCHOOL STUDENTS 
AND  TEACHERS 

FREE 
ENGLISH AND 

OTHER 
LANGUAGES 

TED http://ed.ted.com/lessons 

TED TALKS Education of youngsters and teachers 
SECONDARY 

SCHOOL STUDENTS 
AND AND TEACHERS 

FREE 
ENGLISH AND 

OTHER 
LANGUAGES 

TED http://www.ted.com/topics 

TOONY TOOLS Create and share cartoons online TRAINERS  AND 
EDUCATORS FREE ENGLISH; 

GERMAN ZYGOMATIC http://www.toonytool.com/ 

UMAIGRA 

Umaigra (UI) is a web-project of e-learning 
that comes from the multi-year experience 
in the development of educational software 
for school and proposes a new online system 
to create, publish, and perform the exercises 
and practice tests in the form of interactive 

games. 

TRAINERS  AND 
EDUCATORS FREE ITALIAN; ENGLISH; 

RUSSIAN UMAIGRA 
http://www.umapalata.com/ui_it

/home.asp 

UTUBERSIDAD Organized collection of educational videos 
TEACHERS, 

STUDENTS AND 
PARENTS 

NO SPANISH; 
ENGLISH 

COPYRIGHT © 2016 
UTUBERSIDAD.COM 

www.utubersidad.com, 

VIDEOS 

EDUCATIVOS 
Educational videos for children 

TEACHERS, 
STUDENTS AND 

PARENTS 
KIDS SPANISH © 2016 VIDEOS 

EDUCATIVOS 
www.videoseducativos.es, 
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DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

VISME 

Visme is a simple “no tech or design skills 
required” content creation tools to translate 
your ideas into engaging content in the form 
of Presentations; infographics; Reports; web 
content; product presentations; wireframes 

TRAINERS AND 
EDUCATORS 

3 TYPES OF ACCOUNT, 
ONE IS FREE. YOU 
DON’T GET MUCH 

WITH A FREE 
ACCOUNT, BUT YOU 

GET MORE THAN 
ENOUGH TO START 

CREATING CONTENT. 

ENGLISH EASY WEBCONTENT, 
INC. 

http://www.visme.co/ 

WEB TV LOESCHER 

All subjects educational videos with 
exercises and lesson plans, subtitles and 

transcriptions. Loescher Editore has 
designed an educational WebTV which 

broadcasts in streaming different kinds of 
videos that can be used at school or at 

home. It is intended to be used by students 
to practice and revise one or several 

subjects taking advantages of the video 
lessons with exercises, and to be used by 

teachers to download and employ the lesson 
plans related to the videos into the 

classroom. Interviews, movies and WebTV 
programs help teacher to make learning 

enjoyable to the students. 

TRAINERS  AND 
EDUCATORS 

NEED FOR 
REGISTRATION ITALIAN; ENGLISH LOESCHER EDITORE http://webtv.loescher.it/ 

WORDPRESS 
WordPress is web software you can use to 

create a website, blog, or app ALL INTERESTED FREE ENGLISH WORDPRESS.ORG https://wordpress.org/ 
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DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

XERTE 

Xerte is a fully-featured e-learning 
development environment for creating rich 
interactivity. Xerte is aimed at developers of 

interactive content who will create 
sophisticated content with some scripting, 

and Xerte can be used to extend the 
capabilities of Xerte Online Toolkits with 

new tools for content authors. 

DEVELOPERS, 
TRAINERS AND 

TEACHERS 
FREE 

ENGLISH; 
GERMAN; 
SWEDEN; 
SPANISH 

APEREO 
http://www.xerte.org.uk/index.p

hp?lang=en 

ZANICHELLI 

EDITORE 

An YouTube channel created by ZaniChelli 
Editore to support Education of youngsters 

TRAINERS AND 
EDUCATORS FREE ITALIAN ZANICHELLI EDITORE 

S.P.A. 
http://bit.ly/1XW9ybF 

BICHINHO DO 

SABER 

Bichinho do Saber intends to be an essential 
tool for the entire educational community. 
The main mission is to contribute to school 

success. On this site you will find summaries 
of school subjects, exercises, worksheets, 
articles, reading suggestions, challenges, 

games and much more 

STUDENTS, 
TEACHERS, TUTORS, 
PARENTS AND THE 
GENERAL PUBLIC 

FREE PORTUGUESE WORLDPRESS 

https://www.obichinhodosaber.c
om 

 

TECNOLOGIAS DE 

INFORMAÇÃO E 

COMUNICAÇÃO 

Compilation of various video resources to 
support information and communication 

technologies 

TEACHERS 

STUDENTS 
FREE PORTUGESE WIX.COM 

https://germanobagao.wixsite.co
m/formacaoaecuba 

 

ESCOLA MÁGICA 

Escola Mágica is a platform that enhances 
learning in the 1st, 2nd and 3rd cycles. For 

each subject, students and teachers can 
learn and teach with hundreds of short 

videos that explain in detail all the subject 
matter. They can also exercise their learning 

with thousands of interactive exercises, 
developed as if they were challenges/games 

TEACHERS 

STUDENTS 
PAYMENT PORTUGUESE 

CYBER DIGITAL 
BUSINESS (CDB) 

 

https://www.escolamagica.pt 
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DESIGNATION DESCRIPTION TARGET LIMITATIONS LANGUAGES PROMOTER WEB LINK 

CCTIC 

E.S.E SANTARÉM 

The ICT Competence Centre of the ESE of 
Santarém hosts on its servers free Moodle 

instances and web pages of about 35 
Schools/Groupings, Teacher Training Centres 

and other organisms. Maintains and 
provides technical support to all these 

instances 

TEACHERS and 
STUDENTS FREE PORTUGUESE ESSE SANTARÉM 

http://cctic.ese.ipsantarem.pt/cc
tic/cctic-reds/ 

ESPAÇO DE 

APRENDIZAGEM 

União Europeia 

Space for teaching resources, news and 
support for teachers and students 

TEACHERS and 
STUDENTS FREE VARIOUS UE 

https://europa.eu/learning-
corner/home_pt 

 

GCOMPRIS 
GCompris is a high-quality educational 

software suite, including a large number of 
activities for children aged 2 to 10 

YOUNG STUDENTS FREE VARIOUS KDE 
https://gcompris.net/index-

en.html 

FÁBRICA CENTRO 

DE CIÊNCIA VIVA 

The Live Science Center of Aveiro main 
mission is to promote scientific and 

technological culture, using different forms 
of communication for this, examples of 

which are interactive exhibitions, laboratory 
spaces, makerspace and science shows, 

which are part of the permanent offer of the 
Center 

ALL INTERESTED FREE PORTUGUESE Centro de Ciência 
viva 

https://www.ua.pt/pt/fabrica/pa
ge/22057 

Academia Ciência 

Viva  

The Live Science Academy supports 
educators and teachers from pre-school to 
secondary school by providing resources, 

working tools, training, knowledge and good 
practices to promote their personal and 

professional enrichment as well as to 
facilitate educational decision-making 

Teachers FREE 

Portuguese 

English 

spanish 

Centro de Ciência 
viva 

https://www.cienciaviva.pt/cienc
ia-viva-em-

casa/academia.php#scroll 
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Activities 
for Youth 
Ideas for activities inspired in the thematic chosen for the 
SparkLABs and SparkCLUBs CHAPTER III 
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Activities for youth 
In the next pages you’ll find a set of ideas that can support the 
development of different types of activities for you. These ideas can be 
used by any youth worker, teacher, educator, or even by families in 
home context. 

The list intends to be just a starting point for gathering many more 
activities, being open for any suggestions made by third party users, 
multipliers and potential adopters of the SparkSEEDs model.  

The ideas presented are organised in the four categories selected by the 
SparkSEEDs partners for the development of the SparkLABs:  

 Arts & Culture 
 Nature & Sports 
 Science & Technology 
 Citizenship & Entrepreneurship 
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Arts & Culture 

 ID 
ACTIVITY 

NAME 
DESCRIPTION OF THE ACTIVITY (what it consists of, methodology, 

objectives, suitable spaces, target learning, etc.) 
TECHNICAL TEAM 
(number & type) 

DURATION 
(hours) 

RESOURCES (material, 
equipment, logistic) 

1 PRETEND WE'RE 
GOING TO DO 
THEATRE I 

Title - Drama and Dramatic Expression Workshop.  
Objectives - Explore communication and dramatic and corporal expression; develop 
gesture/movement/speech; deepen the relationship with others; experience 
dramatic play.  
Space - Large, without chairs or tables and with the possibility of working on the floor. 
For example, school auditorium.  

3 Monitors  
 

1h30 - Sheets of A4 and A3 paper  
- Painters tape 
- Charcoal pencil 
- Scenery paper  
- Colored pencils 
-Crayons 
- Markers 

2 PRETEND WE'RE 
GOING TO DO 
THEATRE II  
 

Title - Drama and Dramatic Expression Workshop.  
Objectives - Explore communication and dramatic and corporal expression; develop 
gesture/movement/speech; deepen the relationship with others; experience 
dramatic play.  
Space - Large, without chairs or tables and with the possibility of working on the floor. 
For example, school auditorium. 
 

3 Monitors 1h30 - Sheets of A4 & A3 paper  
- Painters tape 
- Charcoal pencil 
- Scenery paper  
- Crayons and wax crayons,  
-Markers 
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 ID 
ACTIVITY 

NAME 
DESCRIPTION OF THE ACTIVITY (what it consists of, methodology, 

objectives, suitable spaces, target learning, etc.) 
TECHNICAL TEAM 
(number & type) 

DURATION 
(hours) 

RESOURCES (material, 
equipment, logistic) 

3 IMAGINARY 
POETS 

Let's exercise our imagination, playing a game of inventing poems that we can then 
put away in a hiding place, read quietly or share with the world. 
From a set of images we let the words appear, loose as stones on the ground, which 
we then put together, building sentences, as if it were a path. 
Between light and shade, we walk like poets conjugating the senses, emotions and 
ideas, putting down on paper that which inhabits our heads and hearts. 
We read aloud, and together we compose poems with words and images, because 
together our ideas will gain strength and life in the memory of each one. 
This proposal presupposes the availability of a video for deferred broadcasting online. 
Audience_ for all, from 8 years old and up, family or school audiences. Younger 
children can enjoy it with accompaniment. 
Preparation - it will be possible to launch online challenges, about 15 days before the 
broadcast. The intention is to collect contributions that will then be integrated, 
favouring the interaction and involvement of the public. 
- A list of materials may be released so that those who wish to be more active during 
the broadcast can try out one or another thing or even be able to pass the action on 
immediately afterwards. 

1 Monitor 40 min 
approximately 

-Sheets of A4 and A3 paper 
-Glue 
- Scissors 
-Charcoal pencils 
-coloured pencils and –
crayons 
- markers 
 
-They will also need a 
computer with an internet 
connection. 

4 
 

STORYTELLING 
SESSION 

Everywhere and since ancient times, we know that people gather around stories to 
listen and tell, sharing visions of the world, learning about themselves and the other. 
In the most varied cultures we find folktales that tell us about essential matters for 
the life and happiness of people and societies, such as citizenship, freedom, human 
rights and solidarity. 
These storytelling sessions are intended to provoke our ideas, inviting us to actively 
participate in the community. 
Following the thread of stories that weaves the world we live in, we discover how 
what sometimes seems far away can be very close to us. 
Online and live storytelling session, with the participation of the public. 
Preparation - before the session we will send a list of materials and things for each 
one to prepare at home for the session. 

1 Monitor 
 

40 min 
approximately 
 

Computer with internet 
connection. 
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 ID 
ACTIVITY 

NAME 
DESCRIPTION OF THE ACTIVITY (what it consists of, methodology, 

objectives, suitable spaces, target learning, etc.) 
TECHNICAL TEAM 
(number & type) 

DURATION 
(hours) 

RESOURCES (material, 
equipment, logistic) 

5 CREATIVE AND 
PARTICIPATORY 
PHOTOGRAPHY 
WALK-THROUGH 

Creativity applied to knowledge of the world expands the possibilities and dimension 
of the act of knowing. Looking around in a creative way can lead to finding and 
building different meanings for life, our own and the communities we inhabit. Taking 
a walk implies putting the body in movement, encourages action and promotes 
interaction with the environment and between people.  
Taking up the challenge to produce images from proposals that imply the 
development of an aesthetic gaze means thinking about what we see and, in this way, 
discovering previously hidden secrets. A photograph may tell a story that was waiting 
for those who looked at it, just as a new story may emerge - when images are 
invented.  
The walk-workshop takes place in the streets, parks or other places you wish to 
explore.  
Structure: 
1 - KNOWING - about 20min 
Brief introduction to the project in a previously recorded video and presentation of 
the photographic challenges to be undertaken. 
2- LOOK - about 1 week 
Participants, alone or with their families, have about a week to complete the 
missions. A contact will be given for those who have questions. 
3 - SHARE - 1h30m 
Meeting between all participants online and live to share the experience and see the 
various images for each of the challenges. 
Note: At the end participants will receive a digital presentation with all the images, 
treated and organized. 
Information 
Target audience - groups of people of any age 

1 Monitor 
 

Look 
description 

One camera or 
photographic device per 
person or household. 
Computer with internet 
connection. 
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 ID 
ACTIVITY 

NAME 
DESCRIPTION OF THE ACTIVITY (what it consists of, methodology, 

objectives, suitable spaces, target learning, etc.) 
TECHNICAL TEAM 
(number & type) 

DURATION 
(hours) 

RESOURCES (material, 
equipment, logistic) 

6 DRAMA/THEATR
E WORKSHOP 

-Work the body language through an approach to body availability; the awareness of 
the body and the gesture/movement; the relationship with others; the dramatic play; 
the real and the fictional. 
-Knowledge of self and relationship with others and space: acting, being, seeing and 
being seen, moving, touching, transforming, creating spaces, interpreting and acting. 
-Develop the expressive, gestural, corporal and vocal capacities within the space-time 
components. 
- Dramatic games: exploration of sensibility/imagination. 
- Enhance the exploration of the senses (sight, hearing ...): its refinement and 
particularization. 
- Analogy - Signs (Signo): free improvisations and intentional and structured 
improvisations. 
- Integrating the word/sense of the text in the body game of movement/relationship. 
- Creating characters/types, using different intentions; 
- Dramatic improvisational games (spontaneous or guided) emphasizing contrasts and 
opposite intentions. 
- Articulate the relationship between body and scenic space.  
- Games of movement: the relationship body/space; 
- Relationship of the body in the space of representation: with itself and with the 
other elements - "actors", objects and audience; 
- Experiment with staged readings as "paratheatrical" processes which may start from 
a narrative, dramatic or even lyrical text.  
- To raise awareness of the pleasure of reading and appropriation of the sounds and 
meanings of words, starting from their "physicality" and the "embodiment" of images. 
- Physical-affective apprehension of texts. 
- Acquiring awareness of voice/spoken expression. 
- Techniques for reading aloud: rhythm exercises, diction, breathing, voice placement, 
articulation, volume. 
- Practical experimentation with different texts. 
- Listening and response skills. 
- Memorisation. 

Teacher or 
Monitor  

3 Hours -A4 sheets 
-Markers 
-Various texts (photocopies 
sufficient for the 
participants 
-Coloured Post-its  
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 ID 
ACTIVITY 

NAME 
DESCRIPTION OF THE ACTIVITY (what it consists of, methodology, 

objectives, suitable spaces, target learning, etc.) 
TECHNICAL TEAM 
(number & type) 

DURATION 
(hours) 

RESOURCES (material, 
equipment, logistic) 

7 LIX’ARTE - Reuse of materials to produce artistic works 
- Promote creativity using plastics, tyres, bottles, cans, paper and newspapers 
- To create bags, baskets, pencil holders and wallets 

Teacher or 
Monitor or Auxiliary 

3h Spacious room with tables 
and chairs 
Scissors, glue, paints 
 

8 MUSIC FACTORY 
TAKES TO THE 
ROAD 

The activity MUSIC FACTORY TAKES TO THE ROAD, aims to make available to the 
community of SparkSEEDs subscribers, a music teaching methodology already well 
tested and approved by the students who attend the classes of this school.  
This methodology basically consists in, through well-known songs, teaching all the 
musical aspects that are usually worked through outdated and distant repertoire of 
today's students. 
The appropriate space for this activity will be a large space with the necessary 
technical conditions for the teaching of music, namely, sound system, blackboard, 
armless chairs, etc. 
It is intended with this activity and since the students enrolled may not play any 
instrument, to deconstruct the selected songs and put all the students to intervene, 
using for that various musical resources, which may range from singing, through 
percussion instruments, to the practice of a more conventional instrument such as 
guitar or piano. 

2 Monitors 2 hours 
/session 

Sound system; 
Board; 
Musical instruments; 
Percussion instruments. 

9 FABRIKÊTA 
MUSICAL WALK 
TO THE STREETS 

The activity FABRIKÊTA MUSICAL SAI À RUA, aims to stimulate a taste for music in 
enrolled students, through musical games, which apparently have no connection to 
the musical practice of an instrument, awaken a taste for this activity and develop 
skills that will be of great value to those who may one day want to learn a musical 
instrument or practice an activity that has a direct connection with music. 
These games, in addition to musical skills, develop in children a number of social and 
intellectual skills, which are undoubtedly very important in the integrated and 
coherent development of the human being.  
The appropriate space for this activity will be any large space, which may or may not 
be indoors. 

2 Monitors 1h30/ Session -Sound equipment; 
-Percussion instruments 
-Sheets; 
-Pencils; 
etc. 
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 ID 
ACTIVITY 

NAME 
DESCRIPTION OF THE ACTIVITY (what it consists of, methodology, 

objectives, suitable spaces, target learning, etc.) 
TECHNICAL TEAM 
(number & type) 

DURATION 
(hours) 

RESOURCES (material, 
equipment, logistic) 

10 DANCE THAT IS 
IN US 

Music affects the body of every human being in various ways, but it is undeniable that 
to the sound of a song we like, even if it's not our feet immediately start to move. 
Therefore, the activity the DANCE THAT IS IN US, intends to explore this innate 
capacity of the human being and develop it a little further, through the teaching of 
simple choreographies, but that in group, will create a very interesting scenario. 
The goal of this activity is to explore our body, to create a greater awareness of it and 
to uninhibit our body, by having students perform simple movements in groups, 
which will produce in them a greater freedom to express themselves to others. 
The appropriate space for this activity will be any large space, which may or may not 
be indoors, where we can have a sound system. 

2 Monitors 1h30 / 
Session 

Sound Equipment 
 

11 FLASHMOB 
RECICLED 

The RECYCLED FLASHMOB activity aims to combine music, in its most percussive form 
and within everyone's reach, with nature preservation through the recycling of 
everyday objects. 
This activity is divided into two sub-activities, one related to plastic arts and the other 
related to music. 
The first challenges students to bring from home an object that can be transformed 
into a percussion instrument (cans, pots, cutlery, packages, bottles, etc.). 
With these materials, we will make and decorate percussion instruments. 
The second sub-activity is related to the creation of a percussive musical piece, which, 
after being created and rehearsed, and using the instruments created, will be used to 
perform a flashmob in one or several places in Cuba. 
For this, the students will concentrate on the chosen location, in turn, according to an 
initial rhythm, and present the rehearsed piece in an unexpected way, for all the 
people who work and pass by that location to see. 
The ideal space to carry out this activity will be a large space that allows for plastic 
expression work, equipped with running water, tables and painting material. 
With this activity, we intend to show the students other lives for the objects we use 
every day and easily discard, and at the same time, work the musical rhythm in group. 
Besides these objectives, we also intend to create a surprise event, which will 
certainly create in those who watch, a lot of satisfaction, musical enjoyment and even 
some discomfort, due to the intrusive factor that these performances have. 

2 Monitors 1st sub-
activity - 2 
sessions of 2 
hours; 
2nd sub-
activity - 2 
sessions of 
1h30; 
Flashmob 
Presentation - 
0h30 

-Recycled materials; 
-Tables; 
-Running water; 
-Paints; 
-Brushes 
-Scissors; 
-Glue tape; 
-Ribbons of various colours; 
-Scraps of paper; 
-White glue for wood; 
-Drumsticks. 
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TECHNICAL TEAM 
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12 CANTE 
ALENTEJANO 
FULL-BODIED 

The activity CANTE ALENTEJANO ENCORPADO, intends to look at the Cante 
Alentejano, heritage of humanity, and give it a new outfit. 
Despite the inherent and raw beauty that the Cante Alentejano, in its purest form 
has, we know well that unlike other identity music, such as Brazilian or African music, 
it has suffered few changes or mutations, presenting itself most of the time, and 
regardless of the age of its interpreters, in the same way. With this in mind, this 
activity aims to combine Cante Alentejano, as it is, with percussion, using for this, an 
instrument that everyone has and that sometimes they don't even notice, the body. 
This activity will have as a goal, to take a standard of Cante Alentejo and add body 
percussion to it, thus creating a new song, with another scope and another flavor. 
For the realization of this activity, we will create two groups, the first will sing the 
chosen song and the second will produce a rhythm with his body, which when added 
to the voice, will transform that standard into another sound, but without ever losing 
the identity and simplicity that characterizes this type of music. 
The ideal space for this activity will be a large space with good acoustics to enhance 
choral singing and body percussion. 

1 Monitor of Cante 
Alentejano; 
1 Monitor of body 
percussion 

1h30 session, 
for each 
group to 
prepare their 
part (vocal 
and 
percussive) 

N.A. 

13 ORIGAMI 
 
 
 
 
 
 

Origami is an oriental art that consists of folding paper, forming small sculptures. 
There are many simple origamis for children!!! 
This technique helps develop hand-eye coordination and fine motor skills; Stimulates 
concentration; Activates / trains memory; Develops patience; Helps with emotional 
satisfaction; Encourages imagination and creativity; It is a relaxing activity; - 
Stimulates effort and work. 
After carrying out the activity, make a virtual or physical exhibition of all the work 
done and collect the students' testimonies on the origami making process. 

1 Monitor  2 Hours - Explanation videos (web 
search) 
- Various coloured pieces of 
paper 
- scissors 
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ID 
ACTIVITY 

NAME 
DESCRIPTION OF THE ACTIVITY (what it consists of, methodology, 

objectives, suitable spaces, target learning, etc.) 
TECHNICAL TEAM 
(number & type) 

DURATION 
(hours) 

RESOURCES (material, 
equipment, logistic) 

1 CRAZY 
DENSITY 

Have you heard of density? It can be great fun!  
Density is defined as the amount of mass in a unit volume of a given substance. Each 
pure substance has ist own density, which identifies it and differentiates it from other 
substances.  
The main objective of this experience is  see how liquids don't mix. 
Students will observe the layers of diferent substances, discussing this fact, making a 
hypothesis survey and recording them. 
The teacher/ monitor should then clarify any doubts and explain the question of 
density, providing the necessary information. 
Website: 
https://www.youtube.com/watch?v=8x2FP0Gz3aA 
https://educacao.uol.com.br/planos-de-aula/fundamental/ciencias-experimento-
sobre-densidade.htm 

Monitor 30 min  - Water 
- Transparent bottle  
- Goblet or graduated cup  
- Food colouring (2 colours) 
- Oil 
- Salt 
- Dropper 
- Spoon 

 

2 SOAP BALLS Soap bubble is a very thin film of soap and water in the shape of a sphere and 
iridescent surface. Usually soap bubbles last only a few seconds and then explode by 
themselves or by contact with another object. They are often used as a play object for 
children, but their use in artistic performances shows that they can also be fascinating 
for adults 
Do you like playing with bubbles? Who doesn't? Surely you have blown bubbles many 
times. 
With this activity, the main objetive is discover how are they made? How do they stay 
stable in the air? 
Website: 
https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=853 

1 to 2 Monitors 20 min (build 
and explore) 

- Table 
- Graduated cup 
- 1 L of water 
- Liquid glycerin 
- Dish soap  
- Scissors  
- 2 straws 
- String 
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3 FINGERPRINTS A fingerprint is the design formed by the papillae (skin elevations), present in the pulp 
of the fingers of the hands, left on a smooth surface. The fingerprints are unique in 
each individual, being distinct even between univitelin twins (they have the same 
DNA, but the fingerprints are different). 
The papillae are formed during gestation and accompany the person until death, 
without presenting significant changes.  This property is known as immutability. 
Making art with fingerprints is an excellent activity to promote moments of pleasure 
in the midst of play, stimulate the child's creativity, aid motor development, and 
increase knowledge about science. 
Have you seen your fingerprints? Find out how you can see them and be a real 
detective! 
Website: 
https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=862 

1 Monitor 30 min  - White sheet of paper, 
stamp pad; 
- White sheet of paper, 
pencil and glue tape; 
- Paintbrush and flour; 

4 
 

CHROMATOGR
APHY 

This is a quick and interesting technique to do in the classroom with students. This 
will enable them to interact and reason about how the Chromatography method can 
be used to separate and identify chemicals, even in complex mixtures containing 
hundreds of compounds. 
Separate the colours of your favourite marker pens using a scientific technique. 
Website:  
https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=874 

1 Monitor 20 min - Napkins 
- Scissors 
- Glue tape 
- Markers 
- Glass 
- Water  
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5 BREAKFAST 
CEREALS 

Although no one ever thinks of eating iron pieces to improve their diet, the truth is 
that many people do it without knowing it, and right at breakfast! In fact, 
manufacturers produce the iron-rich cereal flakes by adding tiny bits of metallic iron 
to them. Cereals with a hint of iron filings, a treat! 
How to do: 
Simply crush a portion of cereal flakes in a little water and pass a magnet through the 
paste thus formed. After a while, the magnet will be covered with the small particles 
of iron that have been added to the cereal. 
But don't be alarmed, because chemists have long known that the little bits of metal 
are literally broken down in the acidic environment of the stomach by oxidation, 
which converts them into a form of iron usable by the body - those iron ions... 
And so, we have chemistry looking after our health, right from the early hours of the 
morning! Let's try it out and check it out! 
Website: 
http://www.aquimicadascoisas.org/?episodio=a-química-dos-cereais-do-pequeno-
almoço 

1 Monitor  min -Cereals rich in iron; 
-Iman  
-Shredder; 

6 SCHOOL 
PLASTIC FREE 
MOVEMENT 
  

Free circulation of school plastics 
Small research centres/clubs at school (children as small scientists) for the 
development of plastic substitute materials 
The main Objectives are, attract children to scientific careers, making them 
protagonists of the future in saving the planet - reduce pollution - reduce plastic and 
use alternative materials. 
The main Methodology is with Research groups - scientific experiment with 
teachers/educators - kids - parents 
Website: 
http://schoolplasticfreemovement.org/pt/ 

1 Monitor (family 
support) 
 

1 H30 min  
- Continuous 
over time 
 

- Science experiments 
- Internet  
- Laboratory and scientific 
materials 
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7 BALANCING 
STRUCTURE 

Will it stay in balance?! Let your imagination run wild and explore the centre of 
gravity of different structures. They may wobble, but they can't fall! 
Website: 
https://www.youtube.com/watch?v=3aG_ku1Fdww 

1 Monitor  30 min  - Glass jar 
- 2 large batteries 
- 2 small batteries 
- Adhesive tape 
- 6 kebab sticks 
- 3 toothpicks 
-3 cork stoppers 
- 2 clothes pegs 

8 THE ASHAMED 
PANDA 

With this resource, students will train a Machine Learning model to recognise 
photographs. Using a webcam, they will take pictures of their face, covered and 
uncovered, and create a model in which the computer will be able to distinguish 
"when you are looking" and "when you are not looking". 
From this model, and using Scratch, the students will make a dancing panda. But the 
panda is shy, and will get embarrassed and stop dancing if it sees someone peeping 
through the window. Therefore, the panda will be trained so that when we cover his 
eyes, he will recognise that no one is looking and keep on dancing! 
Website: 
 https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=793 

1 to 2 Monitors 90 min - Pc or Tablet with webcam 

9 LIGHTBOT LightBot is a game whose objective is to solve puzzles. The character is a robot ("Bot") 
that follows the user's commands to turn on lights ("Light"). It's a simple and fun 
game that is an introduction to learning programming with blocks. 
Objectives: 
To develop problem-solving skills and recognise scientific processes;  
Use simple processes to understand reality;  
Develop logical-mathematical reasoning. 
Website: 
https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=796 

1 to 2 Guides min - Mobile or tablet;  
- Lightbot application; 
 

10 SPRITE BOX 
 

SpriteBox is a logic game whose objective is to solve puzzles. It combines the concept 
of a platform game (like Minecraft or Super Mario Bros), with learning basic 
programming concepts. 
Website: 
https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=794 

1 Guide  30/ 45 min - Mobile, Tablet or PC 
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11 SCRATCH 
DOODLE 
MACHINE 

The doodle machine is a motorised contraption that moves in an unusual way and 
leaves a mark as it travels along its path.  
It can be constructed from simple, everyday materials and demonstrates the erratic 
movement created by a motor. The erratic motion, of a virtual 'doodle machine', can 
be created and recorded using Scratch. 
Website: 
https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=578 

1 Guide 30/ 45 min  - PC 
- Scratch (Versão 3)  
 

12 ROBOTICS 
VERSUS 
BULLYING 

Educational robotics to prevent bullying 
In teams of 5, everyone has a role, with 2 levels: 
- Game preparation (may take different time according to the game chosen)  
- Playing (10-15 min) 
- Comments/discussion 
The main Objective is prevent bullying 
The main methodology is with peer education - proximal learning environment - 
cooperative learning - role simulation - educational robotics for pro-social values 
Support website: 
https://www.roboticavsbullismo.net/en/category/activities/ 

1 Orientador   1 Hour - Doc. Clementoni robots  
- Paper  
- Marker  
- Scissors  
- Other materials according 
to the game chosen 
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13 Science in the 
kitchen- Acid 
or basic? 

pH experiment using food 
Main Objectives 
- Understand the pH scale and the role of an acid-base indicator; 
- Make science fun and appealing by using products that children are familiar with. 
Main Methodology 
Prepare an acid-base indicator with red cabbage that will change colour according to 
the pH of the foods 
Support website: 
https://www.uc.pt/iii/romuloccv/emcasa/INDICADOR_DE_COUVE_ROXA.pdf 

 

1 Monitor 45min -1 Hour - Glass cups 
- Dropper 
- Funnel 
- Red cabbage  
- Water  
- Other foods/substances 
(lemon; coke, soap, salt 
etc.) 
- Stove 
- Knife / kitchen scissors 
- Container for heating 
water 
- Ammoniacal detergent 
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14 DEVELOP A 
VIDEOGAME 

Plan the idea, plan the mechanism, find the programs that allow you to create it (e.g. 
scratch), create the video game 
Key Goals 
- Programming skills, computational thinking / logical thinking, interdisciplinarity, the 
specific theme on which the video game will be based, communication skills, 
independence in the learning process, metacognitive skills / learning how to learn 
Main methodology 
The activity can last several months, from idea to study to practical realisation. The 
students lead in deciding the topics and the ways in which the video game should 
work.  
Students work in groups: - researching the theme of the video game - programming 
the game structure - programming the video game itself - developing the graphical 
aspects 
Students are divided into groups, the teacher/educator is a facilitator. There is no 
need to be great experts: the process of finding out together how "things work" is 
important in order to make the students protagonists of the learning process. 

1 Guide  2 Hours - Computers,  
- Software or programs for 
making video games (e.g. 
Scratch)  
- Tablet, software or 
programs for developing 
mobile game applications 
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ID 
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NAME 
DESCRIPTION OF THE ACTIVITY (what it consists of, methodology, 
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TECHNICAL TEAM 
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DURATION 
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RESOURCES (material, 
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1 BUILD A  
TERRARIUM 

Terrariums are a great way of studying Nature, as they allow us to observe the 
functioning of small ecosystems for several years, including observing plant growth 
and understanding the hydrological cycle. 
The following objectives can be considered when building a terrarium: Understanding 
how an ecosystem works; Understanding how an ecosystem is kept in balance; 
Understanding the water cycle; Understanding how a terrarium can simulate an 
ecosystem in balance. 
Website: 
https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=646  

1 Monitor 1 Hour - Scissors, tablespoon, 
cocktail stick, tweezers and 
water spray  
- Glass jar (preferably large)  
- Tulle or fine netting (as 
large as the base of the jar)  
- Earth, gravel, activated 
carbon (partially ground) 
and decorative stones, 
Moss  

- Tray, Cleaning cloth, 
Disinfectant 

2 BIRDS AT THE 
WINDOW 

What birds can be observed from the window or balcony of our homes? At first 
glance, the answer may be none or very few, but some birds have adapted to living in 
urban environments and live amongst us.  
With this activity, let's be ornithologists for a day and try to discover which ones we 
can find! Then do some research and discover the species and their characteristics, 
then make a written and illustrative survey.  
The main methodology can be observations in the early morning or late afternoon, 
when many of the urban birds are most active; Repeat the activity several days, with 
several groups; Present the various records of the various groups; 
Website: 
https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=619 

1 monitor  30 min -
observations 
 
 
1h/2h 
research and 
surveys 

1 st Part :  
- Binoculars,  
- Camera / mobile phone 
 
2nd part: 
- Internet access / library 
- Logbook 
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3 MAKING A 
WINDMILL 

Building something is very challenging for children and being able to experience the 
potential of something built makes children more secure and motivated towards 
learning and developing autonomy and responsibility 
Let's build a windmill! Blow the Wind! Where does it come from and where does it 
go?  
The main objectives are discover the cardinal points in physical space; Discover the 
wind direction, where it comes from and where it goes; developing autonomy and 
responsibility. 
Website: 
https://www.youtube.com/watch?v=6m1B5bjWti8 

1 to 2 Monitors 30 min   - Bottle,  
- Treasure,  
- Skewer stick,  
- 2 cardboard straws,  
- Plasticine,  
-Ball,  
-Pieces of paper;    

4 
 

LET'S BUILD 
AN 
HERBARIUM 

A herbarium is a collection of plants, or parts of plants, pressed and dried. They are 
arranged in a certain order, with the aim of knowing and learning more about their 
characteristics and diversity. 
Plants are collected, identified and prepared in such a way as to keep them preserved 
and when properly stored, they can last for hundreds of years. 
The role played by herbaria in biodiversity studies is increasingly recognised and 
recommended by researchers. Plants are present in our daily life and their 
observation and study help in the evolution of botany, as well as encouraging greater 
contact and respect for nature. 
A herbarium, apart from being simple, is something very useful and fun to make.  It is 
a good activity to teach youngsters a little more about plants and, at the same time, 
try to make them aware of the problems facing the environment, showing the 
importance of flora on our planet. 
Come and discover what a herbarium is and how you can preserve the plants you 
have at home. 
Website: 
https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=883 

1 monitor 30 min - Books 
- Herbarium press 
- Journals 
- Various specimens of 
different plants 
- Pencil and paper 
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5 POLLINATOR 
GARDEN 

Contribute to increasing the biodiversity of the school or a backyard or garden by 
conserving green areas and building beds of plants that attract pollinating insects. 
More than 40% of pollinating insects are threatened with extinction worldwide, for 
reasons as diverse as habitat fragmentation, intensive agriculture or climate change. 
But we, we can contribute to the conservation of the diversity of these small animals, 
through the conservation of green areas and the construction of plant beds that 
attract pollinating insects. 
Website: 
https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=347 

1 Monitor  5 Days  - Flowerbeds (made of 
wood or reused materials)  
- Expanded clay  
- Plant substrate  
- Plants  
- Seeds  
- Water 

6 TRADITIONAL 
GAMES 
 

Bag game 
Minimum 2 players and maximum no limit 
The course is set out on the ground with a start line and a finish line. All competitors 
place themselves behind the starting line. At the starting signal, each competitor goes 
into the bag, holding it with both hands and moves towards the finish line. Whoever 
gets there first wins. 
If you fall you can get up and continue the game. 
Blind Goat 
A player is chosen at random to be the blind goat. The eyes are blindfolded with a 
handkerchief and then this player will try to catch one of the elements on the playing 
field. The blindfolded player has to find out the name of the player he has caught. 
Chair Game 
Make a circle with the chairs and put the radio on. The children start dancing around 
the chairs, but there must be a person to turn the radio down. When the radio is 
turned down, people have to sit on the chairs. Whoever remains standing, loses and 
is out of the game. 
Translated with www.DeepL.com/Translator (free version) 

1 Monitor  20 min (each 
game) 

-Burlap or thick plastic bags 
in a number equal to the 
number of participants 
 
 
 
 
- Handkerchief to blindfold 
the eyes 
 
 
-Chairs, radio 
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7 AGILITY 
CIRCUIT 
ASTRO 

Complete an agility course as quickly and accurately as possible and record your times 
in the mission diary. 
The Mission X programme - as part of ESERO Portugal, supported by the European 
Space Agency - ESA - proposes an intensive training, composed of a series of 
exercises, to get fit as an astronaut. Accept the challenge and discover how to 
perform a physical activity that will improve your agility, coordination and speed. 
Translated with www.DeepL.com/Translator (free version) 
Website: 
https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=464 

1 Monitor 30 min -Course marking pins 

8 DEVELOPING 
THE CORE 
MUSCLES OF 
AN 
ASTRONAUT 

Doing "commander-style sit-ups", "pilot-style planks", leg extensions... the time is 
ticking to get fit like a real astronaut! 
The Mission X programme - as part of ESERO Portugal, supported by the European 
Space Agency - ESA - proposes an intensive training, composed of a series of 
exercises, to get fit like an astronaut. The challenge is to develop the necessary 
strength for astronaut movement. How many sit-ups can you do? 
Website: 
https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=462 

1 Monitor 30 min N.A. 

9 LET'S CLIMB A 
MOUNTAIN 

Climbing a bar on the wall, hanging rope or climbing wall, to get as high as possible... 
there are many ways to exercise coordination, balance and muscle strength.  
Website: 
https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=461 

1 Monitor  15 min - Bars on the wall 
- Rope hanging on the wall 
- Ladders 

10 JUMPING TO 
THE MOON 

A jump rope workout, either stationary or moving, to increase bone strength and 
improve cardiac and muscular endurance. 
Website: 
https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=469 

1 monitor 20/30 min -Strings 

11 MIND, BODY 
AND 
MOVEMENT 

Mind, body and movement: using physical activities to improve learning skills. 
Main objectives 
To combine physical exercise with learning skills, to give the possibility to use sport in 
a non-competitive way 
Main methodology 
Is a game, step by step, group activities depend on the number of children  
Large spaces depending on the games 

1 Teacher 1 Hour  - Balls,  
- Ropes,  
- Cones, 
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1 GO GOALS  Board game that aims to raise children's awareness of the new UN Global Goals, how 
they impact our lives and what we can do, in our daily lives, to help achieve the 17 
goals by 2030.  
Website:  
https://go-goals.org 

1 / 2 Monitors  Aproximately 
1 hour 

- Sheets A3 and A4 
- Scissors, glue, felt pens 
- Room with tables or 
large space where the 
floor can be used 

2 STOP 
CONTÁGIO 
 
(Stop 
Contagion) 

STOP Contagion is an online game, created by Ideias com História for the Directorate 
General of Health, jointly developed and based on questions asked by children and young 
people themselves. 
Knowing more about viruses and how to defend ourselves, we are protecting ourselves 
and others. In a game for the whole family, where you learn more about viruses, the new 
coronavirus and how to protect yourself, the player is challenged to stop a virus from 
spreading across the planet. 
Website: 
 https://academia.cienciaviva.pt/recursos/recurso.php?id_recurso=452 

1 a 2 Monitors 45 min - Link resource 
- A3 and A4 sheets 
- Scissors, glue, felt pens 

3 ROLL CALL This activity uses roll call to give young people an opportunity to mention one or two 
things about themselves that might not otherwise be shared. It also ensures that 
everyone has the opportunity to express themselves at least once during the meeting. 
Website: 
https://fyi.extension.wisc.edu/wi4hpublications/files/2015/10/ComActivfor4_HClubs.pdf 

1 Monitor 15/20 min Without material 

4 
 

WHAT`S IN A 
NAME 
 
 

This is an easy way for young people to share a little information about themselves, and 
find out something they might not have known before about others. 
Website: 
https://fyi.extension.wisc.edu/wi4hpublications/files/2015/10/ComActivfor4_HClubs.pdf 

1 Monitor  15/20 min Without material 

5 PAPER 
PLATE 
COLLAGES 
 
 

This 'craft' activity encourages young people to describe some of their interests, talents 
and personal characteristics. 
Website: 
https://fyi.extension.wisc.edu/wi4hpublications/files/2015/10/ComActivfor4_HClubs.pdf 

1 Monitor 35/45 min - Scissors 
- Glue sticks 
- Stacks of magazines  
- Stickers  
- Markers, Crayons 
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6 CREATING 
CLUB RULES 
 

 

This two-part activity is designed to engage everyone in identifying rules and guidelines 
for how people should be treated by others in the club. 
PART I- Brainstorming process 
1. Remind youth that 4-H meetings run more smoothly when everyone—adults as well as 
youth—treats one another with courtesy and respect. One way to help make sure 
everyone feels good about coming to club meetings is to decide on specific rules about 
appropriate and inappropriate behavior. 
2. Explain that the following activity will give everyone a chance to suggest ground rules 
and guidelines for the club: Everyone will 
get a packet of post-it notes. They’ll have five minutes to write down suggestions for 
making sure people will treat each other with courtesy and respect at 4-H meetings. 
(Youth are to use a separate post-it note for each idea.) 
3. Then everyone gets to take turns reading their notes out loud and attaching them, one 
by one, to the wall. (It’s okay to say something that’s already been said.) 
4. Once all the notes have been posted, ask youth to help you sort them so similar ideas 
are arranged together. Then divide into small groups of four to six persons. Give each 
group five to 10 minutes to talk about all the different ideas and decide on four rules that 
they think are most important. 
5. When time’s up, have each group take turns sharing the rules they’ve identified. Make 
sure someone records each of these rules on a large piece of flip chart paper so it can be 
used for the next part of this process. 
6. Explain that at the next meeting everyone will have a chance to have an equal voice in 
deciding what to do next with the guidelines and rules that have been suggested. 
Part II—Voting process 
1. Prior to the meeting, copy each rule that was identified by the small groups during the 
preceding process onto a single piece of flip chart paper and tape it to the wall.  
2. Begin the meeting with a brief review of what happened during the previous part of 
this activity.  
3. Explain that rules work best when everyone who will be expected to follow them has 
helped decide what they should be.  
4. Ask someone to read what’s listed on the flip chart. Allow a few minutes for questions 
or discussion. 
5. Distribute five stickers to each member so they can vote by attaching a sticker to each 
of the five rules that they feel are most important.  
6. When everyone has voted, count the stickers to determine which ones got the most 
votes. Read them aloud and point out that it’s usually easier to follow rules when they’re 

1 Monitor 1 Hour - Post-it 
- Five stickers of various 
shapes and sizes for each 
participant. 
- Sheets 
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ID 
ACTIVITY 

NAME 
DESCRIPTION OF THE ACTIVITY (what it consists of, methodology, objectives, 

suitable spaces, target learning, etc.) 
TECHNICAL TEAM 
(number & type) 

DURATION 
(hours) 

RESOURCES (material, 
equipment, logistic) 

stated positively rather than negatively. (For example, change “Don’t interrupt” to “Allow 
each person to speak without interruption.”) 
7. Consider asking for volunteers to copy the five rules onto a poster that can be put up at 
each club meeting. 
Website: 
https://fyi.extension.wisc.edu/wi4hpublications/files/2015/10/ComActivfor4_HClubs.pdf 

7 RAINSTORM This fun activity is a quick and easy way to demonstrate what can happen when people 
work together cooperatively 
With four volunteers, assign each of them a distinct action and ask them to demonstrate 
how to do it: snapping fingers, rubbing palms together, slapping hands against thighs, 
tapping feet on the floor. 
Point out that by themselves each of the volunteers is not able to do much with these 
sounds. But let's see what happens when everyone has the opportunity to get involved. 
After completing the activity, find out what the protagonists thought about it. Ask if 
anyone can tell you what their "message" was. (This is a good example of what can 
happen when everyone cooperates and works together). 
Website: 
https://fyi.extension.wisc.edu/wi4hpublications/files/2015/10/ComActivfor4_HClubs.pdf 

1 Monitor  10/ 15 min Without material 

8 LIFE BELOW 
WATER: 
MARINE 
LITTER 
 

In this activity, students will learn about SDG 14: Life Below Water and understand why 
plastic is having such a detrimental effect on our oceans. 
Students will learn to explore and understand the threats of plastic waste to our oceans 
and generate ideas on how to better control discarded rubbish from entering our oceans. 
Website: 
https://worldslargestlesson.globalgoals.org/resource/life-below-water-marine-litter/ 

1 Monitor  1 Hour - Images of Plastic Marine 
Pollution, 1 set per group 
- Information sheets 
describing the threats of 
plastic rubbish to the 
oceans, one per group  
- Printable hypothesis 
What can be done?  
- Pencils and pens 
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ID 
ACTIVITY 

NAME 
DESCRIPTION OF THE ACTIVITY (what it consists of, methodology, objectives, 

suitable spaces, target learning, etc.) 
TECHNICAL TEAM 
(number & type) 

DURATION 
(hours) 

RESOURCES (material, 
equipment, logistic) 

9 CLIMATE 
CHANGE 

Students will learn about each other's personal experiences, knowledge and feelings 
regarding climate change. They will also be able to look for what is common across these 
experiences and feelings. 
The activity will bring out the learners' collective experience and level of understanding of 
climate change. 
Website: 
https://worldslargestlesson.globalgoals.org/resource/climate-change/ 

1 Monitor 1 Hour A Climate Change 
Research Paper for each 
student 
- Sheets, markers or 
blackboard and chalk  

10 UNDERSTAN
DING 
SUSTAINABL
E LIVING 

"To live, we must live sustainably, but lifestyle choices can be confusing and complex! 
Which choices have the most impact on our planet? Which ones have none? There is no 
one answer, but it is by exploring the questions that we will get there." 
With this activity, students will: explain the concept of sustainability, evaluate various 
lifestyle choices for sustainability using an online ecological footprint calculator for real-
life data, and Identify actions students can take to make their lifestyle more sustainable.  
- Access the music video on a PC or mobile phone or display the lyrics. 
- Copy the lyrics of the song. 
- Footprint chart. 
- Enough copies of the four-story packs. 
- Access to a set of PCs or tablets to use the ecological footprint calculator or print the 
questionnaire to determine the size of the ecological footprints. 
Website: 
https://worldslargestlesson.globalgoals.org/resource/understanding-sustainable-living/ 

1 Monitor 1 Hour - PC or mobile Phone 
- music video 
- printer 
- paper 
- Internet 
 



 

Page 55 of 57 

ID 
ACTIVITY 

NAME 
DESCRIPTION OF THE ACTIVITY (what it consists of, methodology, objectives, 

suitable spaces, target learning, etc.) 
TECHNICAL TEAM 
(number & type) 

DURATION 
(hours) 

RESOURCES (material, 
equipment, logistic) 

11 HUMAN 
LIBRARY 

Description: 
The Human Library is an event organised based on values such as openness, diversity and 
human rights, and the aim is to reduce prejudice and build acceptance of diversity. The 
Human Library is a project that allows 'readers' to informally contact representatives of 
different social groups. During a personal conversation with a representative of a group 
experiencing stereotypes, prejudices, exclusion and discrimination, which lasts for a 
certain period of time, usually thirty minutes. 
Main goals: 
- To make social integration stronger - to impoverish people from vulnerable groups  
- To listen to different stories and opinions  
- To promote diversity and open society - reducing stereotypes and prejudices 
Main methodology: 
A conversation between 2 people (one is the 'reader', one is the 'book'). In the Human 
Library, a reader can choose the "books" to read and can read more than one book (one 
after another). The "books" are previously listed in a menu, for the readers to choose 
from. In the case of schools/youth groups, you can be processed through the workshops 
on stereotypes, prejudice and discrimination. 

- 5 People as Human 
Books (representing 
different stereotyped 
groups) 
- 3 People as 
Librarians (organisers) 
 
 

3 Hours - Printed catalogue  
- Library cards, 
 - Space to have 
conversations (can be 
implemented at school, 
library, café, open space 
like a garden or park 

12 COOKING AS 
A FAMILY 

Cooking a recipe as a family (or under adult supervision). This can be traditional dishes or 
just dishes that children love. 
Main Objectives 
To learn how to cook and use different tools, to share traditions and cultural recipes, to 
cooperate as a family. 
Main Methodology 
choose the recipe, get the ingredients and materials, then the adult explains step by step 
and the children/family follow 

1 Tutor  
(teacher or family 
member) 
 

1h30 min - Recipe 
- Ingredients 
- kitchen Materials 
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