Outdoor study-creating a tourist guide
1. brainstorming ideas, coming up wth monument they want to visit, identifying cultural 
    artifacts, restaurants and food
2. Mindmapping--organizing ideas
3. Outdoor study- taking pictures of monuments, sights, statues which are worth visiting,  

   interview with professionals
4. sending the materials to the developpers -3D reconstruction of  monumens
5. creating interactive maps: adding corinth items into presentations
6. competition using Corinth: how much did you manage to know about your region? 
	Who is involved in the scenario? (e.g. teachers, students, school librarians, members of the community, remote experts) What are their roles?
 
	- teachers--monitoring ss activity, facilitator role
-studens--creating content and creating their own knowledge
-local community--providing background information and assessing the gathered data
-software developpers--turning the pictures into Corinth 3D experience

	Why have those involved decided to change their practice? In response to which particular aspects of your future education landscape? What is the core purpose of your scenario?
 
	- local community: a way of making the region known    

 worldwide
-students creating valuable content
-studens understand their environment,  involving several  subjects e.g geography, biology, history, English, culture, social skils, ICT, environmental education 

	Where does the scenario take place? (e.g. school classroom, local library, outdoors, in an online space). Describe the environment.
 
	 outside and inside the classroom
outside: exploring the region- sights, research in library
inside: more research via internet creating an interactive map

	What happens? What are the people in your scenario doing? List all the activities they might undertake. What sorts of interactions are there between the people in your scenario?
 
	 1. brainstorming ideas, coming up with monument 
they want to visit, identifying cultural artifacts, restaurants and traditional food
2. Mindmapping--organizing ideas 
3. Outdoor study- taking pictures of monuments, sights, statues which are worth visiting, interview with professionals
4. comparing the materials with 3D content
5. creating interactive maps: adding corinth items into presentations and record their presentations and make it into videos, creating QR codes for monuments, printing the maps, creating a treasure map for the other countries, using of comics to tell about corinth items,  
6. competition using Corinth: how much did you manage to know about your region? exploring each other’s tour, finding the right monuments and scanning the QR codes or muzee code, asking questions about that specific item
7. international treasure hunt
OR: implementing the existing object into the maps (minerals, trees, statues, sculptures)

	Technology: What technology is used in your scenario? How is it used? (remember to refer back to the iTEC Innovation Maturity Model to see how technology can be used at the stage you are moving towards)
 
	 mindmap: popplet, bubbl.us
creating groups via teamup
corinth
powerpoint
google\bing maps
imovie, windows movie maker
audacity, wave pad, blabberize, 
phrase.it

thinklink

bitsprits
reflex tools
camstudio
QR scan or readers
munzee
map treasure hunt

	Other resources: What other resources are needed in your scenario?
 
	camera
microphone
voice recorder
computers or laptops
projector
printers


Using your planning notes to create a scenario narrative
Your narrative, which is a story of approximately 500 words or one side of A4, can take one of two forms:
a)    A story style narrative in which you tell the story of the scenario in the third person, describing what happens (you could give your characters names, e.g. Mr X or Mrs Y)
 OR
b)    A ‘day in the life’ style narrative in which you would take one central character, perhaps a student or a teacher and tell a story of their day in the scenario, from their point of view.
	Scenario narrative
Students start by brainstorming ideas, coming up with monuments
they want to visit, identifying cultural artifacts, restaurants and traditional food
Then mindmapping--organizing ideas 
Students go on outdoor study- taking pictures of monuments, sights, statues which are worth visiting, interview with professionals
They send the materials to the developpers -3D reconstruction of  monuments, reconstruction of dishes an their ingredients
Students create interactive maps: adding corinth items into presentations and record their presentations and make it into videos, creating QR codes for monuments, printing the maps
We organize a competition using Corinth: how much did you manage to know about your region? exploring each other’s tour, finding the right monuments and scanning the QR codes or muzee code, asking questions about that specific item
 Playing international treasure hunt with the other particiating countries.
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