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MEDIA COMPETENCY TRAINING FOR
PROFESSIONALS IN DAY-CARE CENTRES AND
COMPARABLE INSTITUTIONS IN RURAL
AREAS OF EUROPE
Practical Examples of Early Media Education in ECEC

Kit@-Project:
Children’s worlds are media worlds.
In order to make the children aware of the usefulness and the effect of the media, we
need ECEC professionals who have practical knowledge of media education and the
ability to apply this within their pedagogical work with children.
The goal of the project is the introduction of innovative solutions that will lead to the
development of media pedagogical competences using digital media. The objective is
to enable the ECEC professionals to teach media literacy skills to children.
Early childhood education and care (ECEC) professionals need practical advice to apply media education in ECEC centres and concrete practical examples for their daily
work with children.
The ten practical examples that are contained in this section were developed within
the Erasmus+ project Kit@. The media pedagogical contents of the practical examples
were compiled and examined in close cooperation with a team of experts from five
European countries (Kit@-Consortium). The examples are supplemented by a training
concept in the form of an interactive, modular manual, an online learning platform, and a
previous study on the media pedagogical situation in the participating partner countries.
Further information can be found on the project website: http://kita-project.eu
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Practical Examples of Early Media Education in ECEC

Introduction
With our ten practical examples, we show ways in which meaningful and creative media education can be implemented in ECEC with pre-school children. They provide inspiration for
own media-pedagogical work and can, of course, be adapted and further developed to own
needs.
Children are fascinated by media and this fascination can be used to motivate them to learn.
The developed practical examples are meant to be suggestions for the pedagogical staff to be
inspired for media literacy, to make digital media a topic and to use it as a tool for their everyday pedagogical work. It is well known that the children learn best how the media work,
what they intend to do and how they influence them by working creatively and actively with
the media themselves. It was very important to us to create meaningful combinations with
other areas of education such as the promotion of language acquisition or body movement.
On the basis of the Kit@ training concept, various content-related and structural conditions
were identified to determine how age-appropriate and pedagogically meaningful digital media can be used in the daily routine of an ECEC centre.
In the run-up, all practical examples were extensively tested and evaluated by our project partner, Protestant ECEC centre "Regenbogen" in Finsterwalde, Germany. From these experiences,
ten different media-pedagogical practical examples were developed for the best possible implementation in their ECEC centre. In these ten examples, ECEC professionals can find descriptions and recommendations for the preparation, implementation and post-processing
stages. The examples vary in time frames and levels of difficulty. There are quite simple and
easily realisable photo projects, where the children learn to observe and identify objects. ,
There are also suggestions for audio projects and some more demanding and extensive video
and coding projects.
Consequently, the practical examples respond to various modules of the
interactive, modular manual. They address ECEC professionals working with pre-school children. ECEC professionals can combine them
with other educational areas. Each example is accompanied by detailed instructions, which are supplemented by further tips and explanations. The exact "reading" of the practical examples is explained
in more detail below.

Introduction
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Structure and Recommendation for Use
1: Title

2: Age / Group
8: Overview
3: Level of difficulty

4: Time of effort
9:
- Preparation
5: Material

- Implementation
- Post-processing

6: Area of Education

7: Media pedagogical goals

10: Maria
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The ten practical examples are aimed at ECEC professionals who are looking for first ideas for
the practical implementation of media-pedagogical activities with pre-school children. For
easier orientation, the structure of the examples is the same in all examples. The most important points are described in more detail below.

1: Title
The title illustrates briefly what media-pedagogical topic the corresponding
practical example refers to thus the idea behind the example becomes clear.

2: Age / Group
In the green section on the right side of each practical example recommendations
from us for the respective age range and group size of the children can be found. Depending
on the children's stage of development and based on your own situation and needs, the age
range and group size can and should be adjusted.

3. Level of difficulty
Among the recommended age range and group size, you will find indications of the difficulty
of the corresponding practical example at first glance. Five levels of difficulty are classified on
the basis of the illustrated points:

●◦◦◦◦◦ very simple → The implementation of the practical examples is kept very simple and very easy
to integrate into everyday work. Only a few materials and devices are needed for the implementation.
Also in the preparation and in the post-processing stages the workload is kept very simple and short.
The practical examples with the individual goals, the implementation and the later presentation of the
results are very easy to use.

●●◦◦◦ simple → The implementation of the practical examples is kept simple and easy to integrate into
everyday work. Only a few materials and devices are required for the implementation. The amount of
work involved in preparation and follow-up tasks is also low. The practical examples with the corresponding goals, the implementation and the later presentation of the results are easy to use.

●●●◦◦ moderately difficult → The corresponding practical examples with a moderate level of difficulty are a little more demanding and more extensive. They are still relatively easy to integrate into the
ECEC daily work. For their implementation, you must use a number of requisite materials and devices,
which may have to be purchased in advance. The practical examples with the corresponding goals, the
implementation and the later presentation of the results are comprehensive.
Structure and Recommendation for Use
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●●●●◦ demanding → The implementation of the practical examples is complex and extensive. We
recommend good and extensive preparation and follow-up tasks in order to integrate the practical examples into your daily work. The effort and range of materials as well as the equipment required for
their implementation are noticeably more extensive.

●●●●● very demanding → The implementation of the practical examples is very complex and very
extensive. We recommend a good and very extensive preparation and follow-up tasks in order to integrate the practical examples into your daily work. The effort and range of materials as well as the equipment required for their implementation are also very extensive. The projects should be prepared and
implemented over a longer period of time or over several project days with the children.

4: Time of effort
Below the estimated degree of difficulty, you will find, also at a glance, an indication of the
time required for each practical example. It is adapted to the degree of difficulty and the recommended group size. If one ●◦◦◦◦ to five ●●●●●● points are assigned, one ● point corresponds to a time effort of about 60 minutes.

5: Materials
Various (technical) materials are needed to implement and follow up a
practical example. Thus, the green bar on the right side contains a detailed list of all (technical) materials that are required for implementation and follow-up work. Some materials are also only recommendations. They can, but do not necessarily have to be
usedin case the relevant technology is not available in
the resources of a particular ECEC centre.

Structure and Recommendation for Use
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6: Area of education
In all participating partner countries in the Kit@ project, different educational areas are defined
which are to be covered in ECEC. Some educational areas are the same in all countries. Besides
media education, these are the educational areas:
•

Literacy and communication,

•

Mathematical and scientific education,

•

Body, movement and health, and

•

Emotional and social learning.

The methods described in the ten practical examples are all suitable for early childhood education in various other educational areas.
Therefore, under the item "Areas of education" you can immediately see for which areas of
education the respective practical example is suitable and useful. In addition, other educational areas can also be included to those listed.

7: Media pedagogical goals
The ten practical examples from the Kit@ project set different media-pedagogical goals that
are part of early childhood media education. Through media education, the children learn to
strengthen their media literacy in a playful way. The concrete media-pedagogical goals set by
the respective practical examples are clearly identifiable at a glance.

8: Overview
In the first section of the text there is a short overview of the
topic of the respective practical example. This makes it possible to understand in the first section already what it is about
and how the corresponding practical example is implemented.

Structure and Recommendation for Use
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9: Preparation / Implementation / Post-processing
The structure of the content is also the same in each practical example for easier orientation.
There is always a part for theme-related and organisational “Preparation”. For example, it can
be about an initial discussion of media-pedagogical topics and optimal technical conditions
for the implementation.
The "Implementation" section deals with the actual realisation of the practical examples. The
individual steps are chronologically structured for easy handling.
For a sustainable integration of media education in ECEC, recommendations can be found in
the "Post-processing" section on how the topics and results of the "implementation" can be
taken up again and used further.
10: Maria
Our ECEC professional, Maria, accompanies you through the practical examples and gives
useful tips for good implementation, further use and possible modifications of the presented
contents.

Tip!

It is pointed out that, despite careful processing, all information is provided without
guarantee, and liability on the part of the publisher/project partner and the author is
excluded.
Structure and Recommendation for Use
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Photo Puzzles

Let the children explore the kindergarten with a camera. How
well do they know their kindergarten?

Age:

3-6 years

Group:

two groups (3-5
children)

In the "Photo Puzzles" project, the children work with a camera. In small
groups, they discover their environment, select their own motifs and photograph them independently.

Level of difficulty: ⚫ ⚫   

Group one chooses to take photos of some details from the surroundings of a

Time and effort:

⚫⚫⚫⚫

kindergarten: close-up of building blocks, the hand of a doll, a corner of a
picture book. Group two then is assigned these details, searches to find out
where they come from and photographs the overall picture (i.e. the

Materials:

doll/picture book).
For implementation:
Since at first only a part of the motif is shown and they do not immediately
recognise what it is about, the children's natural curiosity is awakened. The
project addresses the children's urge to observe and to discover. By creating
photo puzzles, the children train their attentiveness and close observation.

• Tablet, smartphone or digital
camera
For follow-up:
• PC or laptop

Preparation
Prepare the children for the photo project and discuss with them what they

• Projector and screen
• Printer and laminator

have in mind. In order to the children understand what their task is, you can
show them an example: a picture depicting a small part of a whole and the
corresponding resolution.

Area of Education:
• Literacy and Communication
• Aesthetic-cultural education
• Emotional and social learning
• Media education

Try out the devices you will use for the project yourself before they are used
by the children and ensure that everything works. Familiarise yourself with
the activity so that you can explain it to the children and respond to their
questions. The children should also be allowed to test the devices beforehand.
⚫⚫

Media pedagogical goals:
• Create photos and use media
creatively
• Try out shot types and perspectives
• Experiencing changes or "manipulations" of reality through

Mehr erfahren:

one's own actions with photos
• Playful media-creative appro-

•

Modul 6 – Foto

•

priateness of social space and

Externe Links

•

nature

Literatur

• Dealing with media technology

01

Photo Puzzles

Project Implementation

Learn more:

Divide the children into two groups. The first group sets off to look for dis-

•

Module 6 – Photo

tinctive objects or persons of the kindergarten and photographs only a part
of each. Make sure that each child in the group is given the opportunity to
take pictures and to handle the camera. Define in advance the time available to the first group and remind them when the activity ends. We recommend 20-30 minutes, depending on the size of the group.
Tip: If you print and laminate
Then select the pictures together with the children. Use your laptop or PC

the photos of both groups, they

so that all children have a good view of the photos and the photos are dis-

can be used again and again by

played in a sufficiently large format. See which pictures were successful

the children as a memory game.

and help the children recognise why other pictures are less suitable (sharpness, detail, etc.). As a result, you can have 5-10 photos from the first group
should be selected. Print the selected photos and, if possible, laminate them.
In the next step, the second group is given the photo sections with the task
of photographing the "solutions" that is the whole objects. The children
search for the corresponding object, of which a part was photographed, and
photograph it as a whole. In this group, make sure that all children take at
least one photo.
In the second group, too, view the photos on the computer and help the
children recognise differences in quality. Then print out the pictures that
contain the motifs from the first group and laminate them if possible.

Tip: Change roles at a later
date to repeat this activity

In the class room, all children check whether the second group of children

and give the chance to each

has correctly guessed and matched all their photographed parts.

group to select the image
sections once and have the
others search for the whole

Postprocessing

objects.

Talk to the children later about the puzzle and look at the pictures together.
The children can explain again how they took the photos, what they paid
particular attention to and what they enjoyed. It is exciting to experience
how the children perceived their surroundings while taking pictures.

Mehr erfahren:
•

Modul 6 – Foto

•

Externe Links

•

Literatur

The European Commission's support for the production of this publication does not constitute an endorsement of the
contents, which reflect the views only of the authors, and the Commission cannot be held responsible for any use which
may be made of the information contained therein.

Photo credit: Pixabay

02 Crazy Letters
Let’s learn the alphabet letters differently! Use photography to
practise the alphabet and learn letters in a creative and playful
way.
Even before children learn to read and write, they have their first experiences
with language and writing. Practising letters is a first step as preparation. In
the "Crazy Letters" project, children practise assigning initial letters.

Age:

5-7 years

Group:

small groups (35 children)

Level of difficulty: ⚫ ⚫ ⚫  
Time and effort:

⚫⚫⚫

Are you currently working on different letters with your preschool group? Perfect! Use the current letters for the photo project or choose one with which the
children still have difficulties.

Material:

The children work in small groups. They choose their own motifs and photo-

For implementation:

graph objects or people whose name starts with the corresponding letter. The
interest in language and writing is aroused by the search for objects/people
matching the letter. The project addresses the children's powers of observation
and discovery. The literacy experiences of the children are specifically pro-

• Tablet, smartphone or digital
camera
For follow-up:

moted. Language promotion and technical understanding are practised - in a
• Tablet, PC or laptop

playful way.

• Printer and laminator

Preparation
Prepare the children for the photo project and discuss with them what they
have in mind. The morning circle is a good way to introduce the topic. For

Area of Education:

example, ask the children where you can find letters, with which letter the al-

• Literacy and Communication

phabet or their name begins or which letters the children already know.

• Aesthetic-cultural education

To help the children understand their task, show them an example: a collage
with the letter to be tested in the middle and photos with objects, animals, and

• Emotional and social learning
• Media literacy

people whose name starts with this letter next to it. Or you can collect objects
matching a letter in the room and arrange them around a printed letter. ⚫ ⚫ 


Media pedagogical goals:
• Create photos and use media
creatively

L

• Try out shot types and perspectives
• Experiencing changes or "manipulations" of reality through
one's own actions with photos
• Playful media-creative appropriateness of social space and nature

Try out the devices you will use for the project before they are used by the
children and check that everything works. Familiarise yourself with the
activity so that you can explain it to the children. The children should also be
allowed to test the devices in peace beforehand.
•

Modul 6 – Foto

•

Externe Links

• Dealing with media technology

02 Crazy Letters
Project Implementation
It is best to divide the children into small groups. Each group will receive a
device for taking pictures, e.g. a tablet, and will use it to discover the sur-

Learn more:
•

Module 6 – Photo

roundings in search of objects and/or people whose name starts with the desired letter. Make sure that each child in the group has the opportunity to
take pictures and practise using the camera. Set the time available for the
group to take pictures beforehand. We recommend 20-30 minutes, depending on the size of the group.
This will create a collection of images for each letter. View the pictures together with the children. Use the tablet or laptop so that all children have a
good view and the pictures are displayed in a sufficiently large format. See
which pictures are successful and help the children to see why other pictures

Tip: Work with the children on only
one letter per project so that they are
better able to assimilate what they
have learnt and do not overtax the
children.

are less suitable (sharpness, detail, etc.). The result should be 5-8 images per
letter.
To present the pictures in an appealing way, create a collage with the children. This can be done by sticking pictures on paper or digitally. With simple
programmes, such as the app "Pic Collage", children can design a digital picture collage. This can be done directly on the tablet or on the laptop. However, handling the app on the tablet is easier for children.
Print out your "letter collage" and laminate it if necessary. Now you can present the collage in the classroom. If you repeat the project regularly with one
letter, you will soon have a creative, self-created alphabet in your classroom.

Postprocessing
If you have installed the collage in the classroom, encourage the children to

Tip: Be open-minded and try

repeatedly deal with letters and literacy. Talk to the children not only about

new programs such as Pic Collage

the letters, but also about photographing or creating the collage. This also

to teach children not only how to

strengthens their technical knowledge. The children can, for example, ex-

take photographs, but also how to

plain how they took the photos, what they paid particular attention to and

work with a PC or tablet. They

what they enjoyed a lot. The use of the app and the tablet in general is also

will love to use and work with

practised through repetition.

these devices.

Mehr erfahren:
•

Modul 6 – Foto

The European Commission's support for the production of this publication does not constitute an endorsement of the
•contents,
Externe
Links
which reflect
the views only of the authors, and the Commission cannot be held responsible for any use which
may be made of the information contained therein.

•

Literatur

Photo credits: Pixabay /
Pic Collage
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Photo Collage –
My Body!

Children get to know their body with the help of a camera and
can name the individual body parts.

Age:

3-6 years

Group:

small groups (34 children)

In the project "Photo Collage – My Body" the children work with a camera. In
small groups they talk about different parts of the body and photograph them
independently.

Level of difficulty: ⚫ ⚫   

Afterwards, photo collages of individual children are created on which the

Time and effort:

⚫⚫⚫

body parts are grouped.
Dealing with the body and body parts is a good way to combine experiences
from real life with digital experiences. The project "My Body" promotes chil-

Material:

dren’s awareness of their body in a very active and creative way. When taking

For implementation:

the photos of the body (parts), children practise concentration and visual per-

•

ception, whereas when they create the collage, they need sensitivity, dexterity,

Tablet, smartphone or digital
camera

and patience.

•

Preparation

For follow-up:

Prepare the children for the project "Photo Collage – My Body" and discuss

•

PC or laptop

with them what they have in mind. As an introduction to the topic "Body

•

Projector and screen

parts", ask the children a few questions, e.g. How did you get to the ECEC

•

Printer

App Pic Collage

centre today? By car, on your bike, or on foot? Which parts of the body did you
use? Eyes, feet, hands, etc.? Or they are asked which body parts are important
for eating and why? Hands, nose, mouth, etc.? The children realise that there

Area of Education:

are different body parts with different functions and get to know them. In the

•

Body, movement and health

following photo project, children can deepen and consolidate their knowledge

•

Literacy and communication

in a playful way.

•

Emotional and social learning

•

Media education

To help the children to better understand their task, you can show them an
example. The photo in the middle shows a full-size child. The pictures around
it show photos of individual body parts (it doesn't have to be all of them): Here

Media pedagogical goals:

head, arms and legs.
•

Create photos and use media creatively

•

Try out shot types and perspectives

•

Playful media-creative appropriateness of social space and nature

•

Dealing with media technology

03

Photo Collage –
My Body!

Try out the devices (e.g. the tablet) you will use for the "My body" project

Learn more:

yourself before they are used by the children and see if everything works.
Familiarise yourself with the handling of the devices so that you can explain

•

Module 6 – Photo

it to the children. The children should also be allowed to test the devices beforehand.
To gain a deeper understanding of the new media technology, we recommend that you read „Modul 2 – Basic Knowledge of New Media Technology“
from the interactive Kit@ manual. 

Project Implementation
Divide the children into small groups. In the small groups, discuss which
child will be photographed as a whole and then in body parts. The other children take pictures. Make sure that each child takes at least one picture. There
can also be a second run where the roles are switched. First the child is photographed in his full height. Depending on which parts of the body will be
focused, from the front or the back.

Tip: If you print and laminate the photos separately, children can use the photos again and again and match the body

The body parts are then photographed in close-up mode. You should tell the

photos of the body parts with an overall

groups in advance which body parts to photograph, so that at the end a large

picture. The result is a lovely game that

selection of different body parts can be seen on the various collages. We rec-

children can enjoy for a long time.

ommend maximum five body parts photographed per group, so that all the
images can be clearly arranged on the collage at the end.
After all groups have taken their photos, view the photos together with the
children. Use your laptop, PC or projector and screen. Make sure that all children have a good view of the photos and the photos are displayed in a sufficiently large format. See which pictures were successful and help the children
see why other pictures are less suitable (sharpness, detail, etc.). As a result,
each group chooses the most suitable images for their photo collage.
With the help of the "Pic Collage" app, the children create a photo collage
similar to the example presented in their small groups. The aim is to clearly
identify the parts of the body that have been photographed as part of the
overall picture.
After completion, the collages can be printed and placed in the classroom.

Modul 6 – Foto
•

Externe Links

•

Literatur

03

Photo Collage –
My Body!

Postprocessing
At a later date, talk to the children again about the body part photos they
have taken. Let the children tell you which body parts can be seen on the
collages and what they are used for in everyday life. The children can explain
again how they made the photos, what they paid special attention to and
what they enjoyed. It is interesting to hear how the children perceived certain
details of their surroundings while taking pictures.

Tip: Modify your photo collage as you like. For example,
let the children photograph a building (their ECEC centre)
and then its individual parts of the house (roof, window,
door, etc.). The exercise also works with trees and plants.
First the entire tree is photographed and then its individual
parts (trunk, branches, leaves, etc.). There are no limits to
your imagination.
In this way you can combine a media educational goal with
many of the topics you are currently working on with the
children.

Translated with www.DeepL.com/Translator (free version)

Photo credit: Paul Kramp
The European Commission's support for the production of this publication does not constitute an endorsement of the
contents, which reflect the views only of the authors, and the Commission cannot be held responsible for any use which
may be made of the information contained therein.

the Forest/Garden –
04 Instory
making
Geschichten entstehen!

Let the children explore the forest or the garden with a camera.
Who was on these trails just before the children? Which animal
lives here?
In the project "In the Forest" the children work with a camera. In small groups
they discover the forest or garden, independently select plants, small animals
and places as motifs and photograph them independently.

Age:

3-6 years

Group:

whole group or
small groups

Level of difficulty: ⚫ ⚫ ⚫  
Time and effort:

⚫⚫⚫⚫⚫

Back at the kindergarten, the children select their best shot and develop their
own story from it.
Exploring nature is very well suited to combine experiences from the real

Materials:

world with digital life. The project "In the Forest" addresses the children's abil-

For implementation:

ity to observe and discover and at the same time stimulates their imagination.

•

Tablet, smartphone or digital
camera

The children's concentration is exercised when taking pictures of the forest or
garden. In the subsequent development of a story, they use their imagination

For postprocessing:

and develop linguistic skills.

•

PC or laptop

•

Beamer and screen

•

Printer and laminator

Preparation
Prepare the children for the project "In the Forest / Garden" and discuss with
them what they have in mind. You need patience, peace and respect if you
want to discover the forest together with the children. Talk to them beforehand
about a respectful approach to small animals and nature. To make sure they

Area of education:

know what their future task will be, you can show them one or two examples:

•

Maths and Natural Sciences

Fly agarics or colourful autumn leaves.

•

Literacy and Communication

•

Aesthetic-cultural education

•

Media education

Media pedagogical goals:
Try out the devices (e.g. the tablet) that you will use for the project "In the

•

Forest / Garden" yourself before the children use them and see if everything
works. Familiarise yourself with the handling of the devices so that you can

creatively
•

explain it to the children and respond to questions. The children should also
be allowed to test the devices in advance.

from the interactive Kit@ manual.


Try out short cuts and perspectives

•

Playful media-creative adaptation of social space and na-

To gain a deeper understanding of the new media technology, we recommend that you read „Module 2 – Basic Knowledge of New Media Technology“

Design photos and use media

ture
•

Dealing with media technology

the Forest/Garden –
04 Instory
making
Geschichten entstehen!

Project Implementation

On arrival at the forest / garden and with the tablet in hand, the children start
their discovery tour. All plants, small animals, trees, leaves or places in the

Learn more:
•

Module 6 – Photo

forest, which the children find particularly beautiful or interesting, are captured with the camera. If it is not possible for each child to have their own
tablet, divide the children into groups of 2-4 children. The group now goes
on a motif search together. Make sure that each child in the group can take
at least one photograph. Give the children 20-30 minutes so that they can take
their photos in a relaxed atmosphere.

Tip: It is also possible to record the
children's stories with the help of the

Back at the kindergarten, the children and you take a look at the photos. To

tablet. The story doesn't have to be

make sure all children have a good view of the pictures and they can be dis-

written down immediately and the

played in a sufficiently large format, use your laptop, PC or beamer and

children can listen to their works

screen. Examine which pictures are good and help the children to recognise

again and again when the recordings

why other pictures are less suitable (sharpness, cropping, etc.). As a result,

are burned onto a CD, for example.

each child should choose one photo that they find most beautiful or exciting.

For more information, I recommend

The selected photos can now be printed and eventually laminated.

„Module 8 – Audio“ from the interac-

The challenge for each child is to develop a story based on his or her favourite
image. You can help the children by asking them the following questions:
"Who visited the plant before you?", "Who lives in this heap of leaves?", "Where is
the fox family now?, etc.

Stick the photo of each child on a piece of paper and then write the story.
The children's works can be hung up in the group room.

tive Kit@ manual.

the Forest/Garden –
04 Instory
making
Geschichten entstehen!

Postprocessing

Talk to the children later about the photos taken in the forest and look at their
posters and stories together. The children can explain again how they took
the photos, what they paid special attention to and what they enjoyed most.
It is exciting to learn how the children perceived their surroundings while
taking pictures.

Tip: Use the seasons to discover nature again
and again. What is different in autumn? Where
is the mushroom in spring? Does the fox cave
still exist? Photographs already taken can be
supplemented with new ones. In this way a
yearly cycle of photos is created. At the same
time, the children's media literacy is practised
again and again.

Photo credits: Pixabay /
Zuzana Lynch
The European Commission's support for the production of this publication does not constitute an endorsement of the
contents, which reflect the views only of the authors, and the Commission cannot be held responsible for any use which
may be made of the information contained therein.

05

Our ECEC centre introduces
itself – A small advertising film

Children present their ECEC centre in a short advertising film.
What makes our ECEC centre special? What does our daily routine look like? Why should other children come to our ECEC

Age:

5-7 years

Group:

One small group
(3-5 children)

centre?
In the project "Our ECEC centre introduces itself – a small advertising film",
children work with a video camera and learn how advertising works. After an

Level of difficulty: ⚫ ⚫ ⚫ ⚫ ⚫
Time and effort:

⚫⚫⚫⚫⚫

initial discussion about the subject of advertising, the children use the positive
effects of advertising and create a short advertising film about their ECEC centre independently, but under guidance.
Dealing with the subject of advertising is a good way to talk about, understand
and critically question the purpose and objectives of advertising. In combination with your own film, the outcome can be used directly in a creative and
active way towards a positive benefit for the ECEC centre. Teamwork, creativity and the use of language are encouraged when making an advertising film.

Materials:
For implementation:
•

Tablet, smartphone or digital
camera

•

Possibly microphone

•

Programme Windows Movie
Maker 2012 (PC or Laptop)

Preparation
Prepare the children for the project "Our ECEC centre introduces itself – a small

For follow-up:

advertising film" and discuss what you have in mind with them. At the begin-

•

PC or Laptop

ning there is a discussion about advertising. Watch a suitable advertising clip

•

Projector and screen

together, e.g. for children's toys. Afterwards, children talk about what they
have seen: What did you see? Did you like the clip? Do you know why this is
advertising? What is the purpose of advertising? How can you identify advertising? Who was this clip made for?, etc. Record the most important character-

Area of Education:

istics of advertising (attracting attention, raising publicity, encouraging people

•

Literacy and communication

to buy, etc.) on a large sheet of paper in written or painted form, so that these

•

Aesthetic-cultural education

points can be picked up again in the children's advertising film.

•

Media literacy

Now it is time to discuss what exactly is to be seen in the advertising film about
the ECEC centre. The focus should be on what makes your ECEC centre special

Media pedagogical goals:

and which characteristics should be highlighted for parents or potential new
children: e.g. a special pedagogical concept, extra-long opening hours, or the

•

tence

extra-large outdoor area with many climbing possibilities and many play activities.

Developing advertising compe-

•

Developing a critical media approach

The next step is developing the advertising film. Prepare the project step-by-

•

step together with the children. Think about a storyboard (script) and define
the length (max. 1-2 minutes), content, sequences, texts and possibly music to

made
•

be used in the advertising film. The storyboard can also be sketched on a large
sheet of paper. Create an advertising slogan with the children that matches

that each child participates in all tasks at least once, i.e. in front and behind the
camera.

Mehr erfahren:

Try out shot types and perspectives

•

their ECEC centre. It should also be clear beforehand who will play which role,
where the film will be shot and which equipment will be needed. Make sure

Understanding how a film is

Playful media-creative appropriateness of social space and nature

•

Dealing with media technology

05

Our ECEC centre introduces
itself – A small advertising film

Before you start, try out the devices (e.g. the tablet) that you will use for the
project "The kindergarten introduces itself – a small advertising film" before
they are used by the children and see if everything works. Familiarise yourself with the handling of the devices so that you can explain it to the children
and can answer questions. The children should also be allowed to test the

Learn more:
•

Module 5 – Advertising

•

Module 7 – Stop Motion & Video

•

Template for a Storyboard

devices beforehand.
To gain a deeper understanding of the new media technology, we recommend that you read „Module 2 – Basic Knowledge of New Media Technology“
from the interactive Kit@ manual. 

Project Implementation
After all preparations have been made, the recordings of the individual film
sequences begin – as it is catured in the storyboard. The respective film sequences do not necessarily have to be recorded in the correct order. However, it is easier for the children who are involved in the production to keep
the order that has been determined beforehand.
A possible procedure of your advertising film could look like this:
1.

Title credits: film title with advertising slogan

2.

Welcome and presentation of the ECEC centre by a child (name of
the ECEC centre, location, number of ECEC professionals, number
of children, group structure)

3.

Guided tour through building and outdoor area (one child films, another comments, here you can also add photos)

4.

What makes your ECEC centre so special? And why should someone
choose your ECEC centre? (Suggestion: have different children
speak in front of the camera, while other children take turns holding
the camera).

5.

Credit: All children involved can be seen and simultaneously say the
advertising slogan into the camera. Once again, an overview of all
participants as well as title and advertising slogan follow.

Split the film into individual scenes and stop the camera recording after each
scene has been shot. If a scene is not so good, the children can simply shoot
it again. Also remember to change the perspective, settings or camera location from time to time to make the film more interesting for the viewers.
When all scenes have been shot, view the film material with the children.
Examaine what works well and help the children see why other shots are less
suitable (sharpness, perspective, etc.). Decide together about what can be deleted and which film clips should be shown in the advertising film.

Tip: It is a good idea to divide the
"advertising film" project into several
days. One to two days to deal with the
topic of advertising. One to two days
to develop the storyboard and all
other preparations. One to two days
for shooting and one to two days for
editing.

05

Our ECEC centre introduces
itself – A small advertising film

Tip: If you want to include children in
the project who do not have photo permission by their parents, make sure that
they are not shown in front of the camera. However, these children can easily
be involved in all other work steps:
Edit the movie using Windows Movie Maker 2012, add a title and credits,

voice over, behind the camera and edit-

and possibly music and subtitles. The editing programme cannot be used by

ing.

young children alone, but you may be able to get one or two children to help
you assemble the film sequences.
After finishing the film, parents can be invited to the official premiere.

Postprocessing
The advertising film about your ECEC centre can now be shown at the entrance area of your centre or placed on your homepage. After some time has
passed, talk to the children again about the process of making the advertising
film. Let the children talk about the meaning and purpose of advertising and
where these effects were positively used in their own film. The children can
explain once more how they made the film, what they paid particular attention to and what they enjoyed the most. What effect does the film have after
completion? It is worth observing how the children worked together in a
team and how they perceived their surroundings while filming.

Tip: You may have a second camera available that you can use to document the
production process of the film. This way you`ll not only have a great documentary for the parents about your activities in the ECEC centre, but also the children can easily explain again and again how a film is made.

Photo credits: Paul Kramp
The European Commission's support for the production of this publication does not constitute an endorsement of the
contents, which reflect the views only of the authors, and the Commission cannot be held responsible for any use which
may be made of the information contained therein.

06

Sound-Puzzles

Let the children listen to the sounds of their surroundings on
their way to the ECEC centre. Which sounds do I hear? Which
ones do I find beautiful and which disturb me?
In the "Sound puzzles" project, the children work with a recording device. To-

Age:

3-6 years

Group:

can be planned
individually

Level of difficulty: ⚫ ⚫   

gether with their parents, they discover sounds they encounter on their way to
ECEC centre.

Time and effort:

⚫⚫⚫⚫

The sounds are recorded with a recording device. Later, the collected sounds
are played to other children in the group. They guess what exactly they hear:
e.g. a passing car or a bird.
Listening is essential for communication and language learning. Children who
do not yet understand written language absorb information through listening.
The project "Sound puzzles" encourages children to listen consciously and to
be able to select and filter information and impressions from a variety of

Materials:
For implementation:
•

Tablets, smartphones or recording devices

•

Possibly microphones

sounds. They learn to concentrate on their surroundings and to consciously

For follow-up:

perceive them.

•

PC or laptop

•

Possible programme Audacity

Preparation
The parents of the children should be actively involved in this project. It is a
good idea to prepare a letter in which you inform the parents about your pro-

Area of Education:

ject and suggest a period (e.g. within one week) in which they, together with
the child, would like to collect the sounds. This way, you know exactly which

•

Literacy and communication

week does each child take the recording device home. Make parents aware that

•

Body, movement and health

they should plan more time to bring their child on those days.

•

Media literacy

Prepare the children for the project "Sound puzzles" and discuss together what
you have in mind. Consider together which sounds the children encounter in
everyday life, e.g. clattering dishes at breakfast or the barking of the neighbour´s dog. Talk about which sounds the children particularly like, which are
beautiful and which they don't like so much or even find disturbing.

Media pedagogical goals:
•

Strengthening auditory awareness

To know better what their task will be, they can listen to some sounds from the

•

Use media creatively

Internet or from a CD and guess together in their group which sounds these

•

Playful media-creative appropriateness of social space and nature

are.
•

Dealing with media technology

06

Sound-Puzzles

Try out the recording devices (e.g. as an app on the tablet) that you will use
for the "Sound puzzles" project before they are used by the children themselves and see if everything works. Familiarise yourself with the handling of
the device so that you can explain it to the children and answer questions.

Learn more:
•

Module 8 – Audio

•

Sound database Salamisound

The children should also be allowed to test the devices beforehand. Let the
children speak their names and record the first sounds from the classroom.

Project Implementation

Tip: It makes sense to merge all record-

In the first step of the project, give a recording device or a tablet to one or

ings with the Audacity programme in

more children to take home with them and give. The task now is to collect

an orderly manner, with the assign-

sounds together with the parents on the childrens way to the ECEC centre (it

ment of the child who recorded the

can also be on the way home from the ECEC centre). It doesn't matter

noise and the solution to the sound that

whether the child is brought to the ECEC centre on foot, on a bicycle or by

was heard. This gives you a sound puz-

car. It is important that the parents accompany the child and help him/her if

zle that can always be used quickly and

necessary, but the recordings should be made by the child himself/herself. In

easily.

addition, the parents should write down which sounds have been recorded
and in which order so that the sounds can be assigned correctly later. Limit
the number of sounds to be recorded, e.g. five sounds per child.
For example, a child coming to the ECEC centre on foot can hear the sound
of a passing car, a bird, a construction site, etc. A child who comes by car
hears the engine of the car, the click of the seat belt and the creaking of the
day care entrance door, etc. Sounds can be found in either case.
Once you have collected all sounds and their assignment from parents and
children, it's time for guessing. The children's sounds are played to the group.
Everyone is allowed to guess with exception of the child whose sounds are
being played. Talk to the children: What do we hear here? Is it loud or quiet?
Does it sound nice or do you find the sound annoying? Why?

Tip: Modify this project as you like.
Let the children guess animal sounds

Postprocessing

or let a group of children collect

Talk to the children again at a later date about the "Sound puzzles" and listen

sounds in the ECEC centre and an-

to the recordings from time to time. The children can explain again how they

other group of children guess what

recorded the sounds, what they paid particular attention to and what they

sounds these are and where they were

experienced on their way to the ECEC centre. It is particularly interesting to

recorded.

learn how the children perceived the sounds of their surroundings on that
day.

Photo credits: Paul Kramp
The European Commission's support for the production of this publication does not constitute an endorsement of the
contents, which reflect the views only of the authors, and the Commission cannot be held responsible for any use which
may be made of the information contained therein.

07 Interview – My Heroes
The children interview each other about their heroes from the
media and real life. What qualities does a hero have? What do
their heroes have in common? What are their differences?

Age:

5-6 years

Group size:

flexible

Level of difficulty: ⚫ ⚫ ⚫  
In the project "Interview - My Heroes" the children work with a recording
device. They ask each other questions about their favourite heroes from televi-

Time and effort:

⚫⚫⚫

sion, books, CDs or computer games and about heroes from real life.
The answers are documented by means of a recording device and a one-time
interview is created, which can later be played back to parents or other classes
in the ECEC centre. A publication on the homepage is also possible.
An interview on the subject of heroes is an easy way for the children to familiarise themselves with the audio medium. It is also a great way to compare
experiences from the digital world with the real world. The interview activity

Materials:
For implementation:
•

ing devices
•

Prepare the children for the project "Interview - My Heroes" and discuss with

Possibly microphones & Headphones

can promote teamwork, creativity and the use of language.

Preparation

Tablets, smartphones or record-

For follow-up:
•

PC or laptop

•

Possible programme Audacity

them what you plan to do. Talk about the topic "heroes" in advance. This can
be done by showing pictures from the Internet of media heroes and heroes
from everyday life (the grandmother, the ECEC professional, the fireman, the
policewoman, the nurse, etc.). Let the children talk about their experiences and

Area of Education:

collect the children's first opinions and answers. In the following project the

•

Literacy and communication

children can now deepen their knowledge and experiences and keep them

•

Emotional and social learning

digital.

•

Media education

In order for the children to know what their task is, you can play a sample
interview: You can record a short interview with a colleague or you may
choose an interview suitable for children on the Internet, e.g. on YouTube.

Media pedagogical goals:
•

Strengthening auditory awareness

•

Process media experiences emotionally and verbally

•

Understanding and critically
reflecting on media messages and
activities

•

Playful media-creative appropriateness of social space and nature

•

Mehr erfahren:

Dealing with media technology

07 Interview – My Heroes
Try out the recording devices (e.g. as an app on the tablet) that you will use for
the “Interview - My Heroes” project before they are used by the children themselves and see if everything works properly. Familiarise yourself with the handling of the devices so that you can explain it to the children and answer ques-

Learn more:
•

Module 4 – Children’s Media Heroes

•

Module 8 – Audio

tions. The children should also be allowed to test the devices beforehand. Let the
children say their name and a few words about the topic such as “Today I’m
going to interview...” and record them.
Tip: Interviews can be based on a

Project Implementation

variety of topics that children find

Divide the children into interviewers/reporters and interviewees. A good idea is

exciting. Modify this project accord-

to ask the children which role they would like to have. The roles can be changed

ing to your needs and record inter-

again later.

views with the children about their

Before starting with the actual recordings, there should be a test run without a
recording device. This way the children will notice that it is important how you

favourite leisure activities or their
recent excursion.

ask questions. Questions that are only answered with “Yes” or “No” make the
interview boring in the end. Therefore, open questions should be asked, where
the interviewed children have to justify their opinion about their media heroes
and/or real role models. Together you should think about which questions the
reporter will ask the other children. Possible questions on the topic could be:
•

What do you particularly like about your media hero? Why?

•

Is there something you don't like about your media hero? Why?

•

Which person you know is a special role model or hero to you? Why?

•

What do you particularly like about this person?

•

What are the common characteristics between your favourite media hero
and this person?

•

What are the differences between your favourite media hero and this person?

Tip: In preparation for the inter-

After the test run and all the questions you have collected, you start with the

view, you could also let the chil-

recordings. The reporter asks a question and a child answers. Then the next

dren draw their media and real

question is asked and the same child gives an answer. This is repeated until this

heroes. This can make it easier for

child has answered all questions. Then the same questions are asked to the next

the children to formulate their an-

child. Make sure that the interview is not too long, otherwise it gets too compli-

swers when answering the inter-

cated and the children get distracted.

view questions.

Postprocessing
Listen to the recordings together with the children and listen to the different
opinions from the children. They can also explain again how the audio recordings were made and what experiences they have had. If you like, you can edit
the individual interviews with an audio editing programme (e.g. Audacity) and
combine them with music.

The European Commission's support for the production of this publication does not constitute an endorsement of the
contents,
reflect the views only of the authors, and the Commission cannot be held responsible for any use which
Modul
6 –which
Foto
may be made of the information contained therein.

•

Externe Links

Photo credits: Paul Kramp

08

Stop Motion –
My Hobbies

In a playful and creative way, children engage in their own
hobbies and their media usage behaviour. What do I like doing

Age:

4-6 years

Group size:

in small groups
(max. 3 children)

in my free time? Which hobbies have something to do with
media? What do I like doing without media?
In the project "Stop-Motion - My Hobbies" the children work with the tablet
and the app Stop Motion Studio (or a similar app). In small groups they talk

Level of difficulty: ⚫ ⚫ ⚫ ⚫ 
Time and effort:

⚫⚫⚫

about their favourite leisure activities and afterwards they create a stop-motion
film of themselves.
Materials:
Animated or stop-motion films have a great fascination for children. Their
enthusiasm is heightened when it comes to making a stop-motion film
themselves. In the process, they learn how animated films are made and their
creativity and imagination

are promoted. In addition, their own media

preferences and experiences can be included, which makes the whole
procedure very appealing.

Preparation
Prepare the children for the project "Stop Motion - My Hobbies" and discuss
with them what you intend to do. Talk about the topic "Hobbies and leisure
activities". The children can talk about what they like doing/playing at home

For implementation:
•

Tablets or smartphones

•

Tripod or fixed place for the
tablet

•

App Stop Motion Studio (or a
similar app)

•

Painting materials or pictures of
leisure activities/hobbies

•

printed photos of the children

•

Possibly a printer

or outside. To encourage communication, you can ask them questions: Why do

For follow-up:

you enjoy this so much? Who do you enjoy doing this with? Why do you like watching

•

Possibly a PC or laptop

television? etc.

•

Possibly a data projector

This first contact with the topic already reveals the children's media use
behaviour and the relationship between hobbies with and without media. The

Area of Education:

children themselves learn to reflect on how much time they spend with and
without media.

•

Literacy and communication

•

Aesthetic-cultural education

To help the children understand what their task will be later, you can show

•

Emotional and social learning

them some simple stop-motion movies (e.g. on YouTube). It is best to show

•

Media education

simple "animated layering films" made by children. This way you show an
example that is very similar to the project presented here. This way the
children's expectations of the implementation and length of the film are not too
high. Make clear that it will not be feasible to produce an animated film in
Disney quality and length.

Media pedagogical goals:
•

Reflection on own media use

•

Media grasp, understand and see
through

•

Experiencing changes or
"manipulations" of reality
through one's own actions with
pictures

•

Use media creatively

•

Dealing with media technology

08

Stop Motion –
My Hobbies

Try out the tablet and the App Stop Motion Studio, which you will use for the
project "Stop Motion - My Hobbies", before the children use them and see if
everything works properly. Familiarise yourself with the handling so that
you can explain it to the children and answer questions. The children should
also be allowed to test the app and its various functions beforehand. Let the

Learn more:
•

Module 3 – Insights into The Early
Childhood Media World

•

Module 7 – Stop Motion and Video

children, for example, make a short film where an apple "moves" across the
table as if by magic. In this way, they will quickly understand the principle
that a stop-motion film is made up of photos lined up one after the other.

Project Implementation
The first step of the project is to bring together all materials for the stop
motion film. Each child involved in the project will need a printed photo and
corresponding photos, pictures from the Internet or self-painted pictures of
their favourite leisure activities (with or without media). In addition, a large
speech bubble cut out of paper is needed.
After all materials have been collected, the stop motion film can be produced.
We suggest the following procedure:
1.
2.

3.

or with a landscape on it).

be watched by the children in the group

Mount the tablet on a tripod and point the camera with the app open at

room over and over again. The flipbook

the sheet of paper on the floor (it also works if one person holds the tablet

becomes something very special as a

steady in one position all the time).

gift to the children or parents.

Now it goes step by step: One child takes one or two photos and another

move the pictures with the favourite leisure activities into the picture and
onto the speech bubble. After each "movement" a photo is taken.
Already in the app you can see how the individual parts move at the end
as if by magic. Together with the children, check once again whether all
the photos of the run-through have been taken successfully.
After all photos of a child's activities have been taken, repeat the
procedure from step 3 with the photo of another child and his or her
favourite activities. This can also be done on another day. Of course, the
background picture and the speech bubble can be modified. This brings
some variation into the film.
6.

Finish the movie - Add titles, credits, transitions and some nice music to
the movie.

•

a classic flipbook. This creates a
wonderful analogue product that can

the speech bubble into the picture in small steps. Other children slightly

5.

also print out the individual photos as

Attach a large sheet of paper with tape to the floor (preferably coloured

one moves the picture of the child step by step. Another child then moves

4.

Tip: In most stop-motion apps you can

erne Links

08

Stop Motion –
My Hobbies

Postprocessing
Watch the film together with the children (e.g. via the projector on a screen)
and let the children explain again how the film was made. The children can
tell you what they paid particular attention to and what they enjoyed most.
It is worth observing how the children worked together as a team.
Let the children tell you again about their favourite leisure activities. If the
film is watched again at a later date, it is possible to talk about whether and
why the children's interests may have changed.

Tip: A stop-motion film is not only a lot of fun to produce, but
it is also a pleasure to watch the films over and over again. It is
therefore a good idea to present such beautiful results to
parents and grandparents via a screen at the entrance area of
the ECEC centre. A publication on the ECEC centre homepage
is also very effective.

Photo credits: Pixabay / PicCollage
The European Commission's support for the production of this publication does not constitute an endorsement of the
contents, which reflect the views only of the authors, and the Commission cannot be held responsible for any use which
may be made of the information contained therein.

09

Coding Without a
Computer - Origami
Age:

4-6 years

struction, sequence and decomposition - with the help of a sim-

Group size:

in pairs

ple Origami handicraft tutorial.

Leven of difficulty: ⚫    

In the project "Coding Without a Computer - Origami" no media technology is

Time and effort:

The children learn the basic concepts of coding - algorithm, in-

⚫⚫

needed. In pairs a very simple Origami tutorial will be realised. The essential
part of this project is that the “Origami programmer” (child 1) has to explain
an algorithm whereas the “computer child” (child 2) does not see the visual
Origami tutorial.

Materials:
For implementation:

Children can be taught the basic concepts of coding with any routine and step-

•

Coloured, quadratic paper

by-step activity. Origami is particularly well suited for teaching coding un-

•

Two chairs

plugged - in other words, without the help of a computer. Origami, just like

•

Two small tables

coding, requires focus and precision.
In the project the children learn to communicate precisely and give specific
instructions with many details. They quickly understand that a computer has

Area of Education:

no eyes and cannot know the result without these precise instructions. The

•

computer simply does only what it is told. It also encourages attention, lan-

Literacy and communication

•

guage use and collaboration.

Maths and Natural Sciences

•

Media Education

Preparation
Prepare the children for the project "Programming Without a Computers Origami" and discuss with them what you plan to do. Start by talking about
"coding" and its basic concepts, which are also covered in this project - algo-

Media pedagogical goals:

rithm, instruction, sequence and decomposition. Relate it to daily routines that the

•

children know: getting dressed, the way to the kindergarten, brushing teeth,
etc. It is not important at all that the children use the specific terms.
In order for the children to know what their task is, you can show them a ready
made Origami, e.g. the famous crane. It is important that the children do not
yet see which Origami is to be folded in the project itself.
They can fold the crane once together in the group. Try to explain each step to
the children as precisely as possible. Also explain the basic concepts of coding:
The algorithm is the entire flow of tasks to be completed until the goal is
reached. A sequence puts the individual instructions/work steps in the order in
which they are needed to complete the task. Usually the sequence is already
correctly arranged in Origami tutorials. The idea of decomposition is to divide a
big problem (the finished crane) into small problems and solve each of these
small problems (the individual very specific steps). Only in this way can the
big problem be solved.

•

Media grasp, understand and see
through
Playful introduction to the basic
concepts of coding - Learn how a
computer "thinks”

09
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Computer - Origami

Project Implementation
Divide the children into pairs. We recommend not having too many pairs in
the beginning. One or two pairs are a good choice. The other children can

Learn more:
•

Module 9 – Coding

either watch the activity or they can create another Origami (not the one for
the project). One child from the pair is the “computer programmer” and the
other child takes the role of the “computer”.
In the project "Coding Without a Computers - Origami" the Programmer
Child will now explain a simple Origami handicraft to the Computer Child.
To do this, the Programmer Child will give the Computer Child specific instructions to do the task. The catch is that the children will sit back to back,
so the Programmer Child will have to be very specific and detailed with the
instructions for the Computer Child to fold the Origami in the right way.

Tip: Show the children a finished
folded Origami and a series of in-

Explain again that it is very important to explain the instructions step by step

structions that are completely mixed

and do it in the same way as a computer. Just like in this project, computers

up. To do this, print out an Origami

have no idea what the final program (the finished Origami) should look like.

instruction and cut it apart, then mess

Computers need very precise and detailed instructions to perform a task cor-

up the order. Now the children try to

rectly.

put the instructions back in the right

A simple dog face will be made. To make it easy for children to give and
follow the instructions, a simple Origami was chosen.

order and at the same time recreate/"program" the Origami.
If you end up with a different result
than the Origami shown, it is clear
that a "mistake" was made in "coding". Go back together and fix it.
Through this craft activity, the principles of sequencing, decomposition and
debugging can be made clear.
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Coding Without a
Computer - Origami

The actual procedure is as follows:
1.

The two children are sitting back to back on their chairs. Both children
have a small table in front of them so that the folding work can be done
better.

2.

Each child has an unfolded square sheet of coloured paper lying in front
of him or her. The Programmer Child also has the folding instructions
for the Origami Dog in front of him/her. The Computer Child cannot see
these instructions.

3.

The Programmer Child now explains to the Computer Child how to
make the dog face by giving instructions. The Programmer Child will
very quickly understand how demanding algorithms are for the computer. If the instructions are not given correctly, the result can be very
different from what was planned.

4.

When the "coding"/handcrafting is finished, compare the results of your
Origami dogs with each other.

5.

Maybe there will be a few mistakes in the realisation of the Computer
Child. This is not a problem at all. Errors are part of coding. Now the
errors just have to be corrected. Find out together with the children
where errors have been made and think about how the instructions could
be formulated more clearly so that they are understood next time. In doing so, you are also addressing the concept of debugging at this point i.e. correcting errors during coding.

Postprocessing
Talk to the children again about their Origami coding project at a later date.
Let the children tell how the handicraft work was done in pairs. The children
can explain again what they had to pay attention to when "coding" the Origami dog and how important it is to give specific instructions. Here it is especially exciting to hear how the team members felt in their role as “programmer” or “computer”: Did they find the task easy or difficult? What did they have
to pay particular attention to?

Modul 6 – Foto
The European Commission's support for the production of this publication does not constitute an endorsement of the
contents,
which reflect
the views only of the authors, and the Commission cannot be held responsible for any use which
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Links
may be made of the information contained therein.
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Photos: Eva-Maria Aurenz
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ScratchJr –
Make the Butterfly Fly

The children get to know the App ScratchJr in a playful way by
letting a butterfly fly over the screen using its various functions.
In the project "ScratchJr - Make the Butterfly Fly" the children work with a tablet
and the app ScratchJr. The children work in pairs and make a butterfly fly with
the help of the different coloured blocks.

Age:

5-6 years

Group size:

2 children per
tablet

Level of difficulty: ⚫ ⚫   
Time and effort:

⚫⚫⚫

ScratchJr is a great way to introduce children to the basic concepts of coding
through play. They can develop their own little games and plays and they can
implement their own ideas. With ScratchJr, active, creative and exploratory
learning and independent problem-solving will be encouraged.

Preparation

Materials:
For implementation:
•

Tablet

•

App ScratchJr

Prepare the children for the project "ScratchJr - Make the Butterfly Fly" and
discuss with them what you plan to do.

For follow-up:

Try out the tablet and app yourself before the children start using them and

•

Tablet

see if everything works out well. "Programme" the project yourself using the

•

App ScratchJr

instructions. Familiarise yourself with the workflow so that you can explain it
to the children and answer their questions.
To help the children better understand what their task is, you can show them

Area of Education:

the finished result. You can also show them a few other examples to help them

•

Literacy and Communication

understand what the app can do. You can find the examples in the app by

•

Maths and Natural Sciences

•

Media education

clicking on the big question mark

at the top of the screen.

Show the app to the children and let them try out a few functions themselves:
How can I change the background? How can I add a new character or object? How can
I delete a character? What do the different blocks do? etc.

Media pedagogical goals:

Project Implementation

•

•

Media grasp, understand and see
through
Playful introduction to the basic
concepts of coding - Learn how a
computer "thinks”
(Computational Thinking)
Use media creatively

•

Dealing with media technology

Divide the children into pairs and give one tablet to each pair. How many
children can actually be involved in the "ScratchJr - Make the Butterfly Fly"

•

project depends on how many tablets are available in your ECEC centre. If
there are not enough tablets available, it is a good idea to repeat the project on
more days. This way, every child in the group can let the butterfly fly once.
Now the pairs start "programming" to let a butterfly fly. To do so, open the
ScratchJr app and start a new project.
Then the children follow the instructions step-by-step. Make sure that the
children can realise the project on their own using the pictures. Only in case of
questions and problems you should offer support.
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ScratchJr –
Make the Butterfly Fly

We Make a Butterfly Fly

1.

First choose a new background.

2.

Select the background "Farm" and confirm with the checkmark.

Learn more:
•

Module 9 – Coding

•

http://www.scratchjr.org/
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3.

ScratchJr –
Make the Butterfly Fly

Now delete the preset character, the cat. It is not needed. Tap on the cat
figure on the left until it starts to wobble and a red circle with a cross
appears. You can now click on it and the cat is deleted.

4.

Now add another object to the landscape, a house. To do this, click on the
plus symbol on the left. Then select the corresponding object and confirm
with the blue checkmark.

10
5.

ScratchJr –
Make the Butterfly Fly

With the inserted object it now looks like this. The house at the beginning
is always positioned in the middle and this one is too big.

6.

You can easily touch the object with your finger and move it to the
preferred position. This will look like this:
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7.

ScratchJr –
Make the Butterfly Fly

Because the house is still too large in relation to the landscape, you can
make it a little smaller. Click on the purple Looks Blocks and select the
appropriate block to make it smaller. Drag it with your finger in front of
the corresponding object, the house, at the lower part of the editing area.
The preset reduction size "2" can be kept. If you click on the block, the house
will be reduced in size on the screen and will keep this size for the whole
time.

8.

You can now use the same method as described in steps 4 to 6 to bring more
objects into the image, e.g. a tree and flowers. The whole thing then looks
like this. The scene picture is completed now.
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9.

ScratchJr –
Make the Butterfly Fly

Now add a butterfly to the picture. It is located where the house, the tree
and the flowers have already been found. Select the butterfly and confirm
with the blue checkmark.

10. The butterfly is now in the middle of the picture and can be moved to the
preferred position with the finger. In this case the butterfly must be
positioned on the left side just above the roof of the house. Move it with
your finger as described in step 6.
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ScratchJr –
Make the Butterfly Fly

11. For the butterfly to start flying, it has to be "programmed" to do so. The first
thing to do is to make the butterfly flap its wings. To do this, first go to the
yellow Triggering Blocks and select the starting block with the green flag.
Drag this block with your finger downwards into the editing area next to
the butterfly.

12. Then the blue Motion Blocks are clicked and the block for turning to the right
will be placed next to the yellow start block. Then place next to it the blue
block for turning to the left.
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ScratchJr –
Make the Butterfly Fly

13. Turning to the right and left simulate the flapping of the wings. This should
be maintained the whole time. Therefore, click on the red End Blocks and
select the appropriate block to repeat this row of blocks continuously.

14. However, the butterfly should not only flap its wings, but also move
forward. For this purpose, a second yellow Triggering Block with the green
flag must be dragged into the editing area of the butterfly.
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ScratchJr –
Make the Butterfly Fly

15. For the forward movement click on the blue Motion Blocks and place the
blue block to move to the right next to the yellow start block. To make the
butterfly move a bit first, set the value to "8" (click on the number, a
keyboard appears, select the appropriate value here). If the children do not
yet know the numbers, the blue block can also be placed eight times in a
row. The result is the same.

16. Because the butterfly is still relatively far in the back, it should now fly
further forward. This effect can be achieved by making the butterfly grow
bigger. This will be done again over the purple Looks Blocks. Place the
purple block to grow behind the blue block. Now you can either switch to
the value "4" or, as shown in the picture below, place two of the
corresponding Looks Blocks one next to the other.
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ScratchJr –
Make the Butterfly Fly

17. Now the butterfly will be moved to the right again with the corresponding
blue Motions Block. Change the value to "6" or place the block six times in
a row. After that the corresponding purple Looks block will be moved
again to get bigger and again the blue block to move to the right. This time
with the value "5".

18. In the end, the butterfly should no longer be visible. With the
corresponding Looks Block to "hide", which is dragged to the end of the
block row, the butterfly disappears after its flight through the picture.
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ScratchJr –
Make the Butterfly Fly

19. The block row will be completed with a red End Block. The flight of the
butterfly should now also be finished, which is why the first red block is
selected here.
The flight of the butterfly can be started by clicking on the green flag.

20. Another click, now on the red hexagon, stops the programme again. You
can also run the programme from time to time to see if everything works
out as planned. By clicking on the house in the upper left corner, you leave
the user interface and save the project at the same time. You can go back to
the project from the start screen at any time.
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ScratchJr –
Make the Butterfly Fly

The flight of the butterfly is now fully programmed. The programme can be
further developed from here on. Another character can be added, e.g. a dog
that chases the butterfly. The inserted objects - the house, the tree and the
flowers - can also be animated using the blocks. The characters can be
changed in the paint editor. It is also possible to add scenes with other
backgrounds.

Postprocessing
Talk to the children again at a later date about the project "ScratchJr - Make
the Butterfly Fly" and review the results in the group. Let the children explain
how they used the different blocks to make the butterfly fly. The children can
say what they enjoyed most and what they paid special attention to when
programming.

Tip: When dealing with digital media and software, unexpected problems can
always happen. This is a completely natural part of the digitalised world. So, it
should not be a reason for despair when problems arise, but rather an
invitation to face the technical challenges and deal with them in a relaxed and
humorous way.
With regard to ScratchJr, whenever you have difficulties, use the help button
where you have a manual with explanations. If you need more information,
you can consult: https://www.scratchjr.org/learn/tips

Photo credits: Eva-Maria Aurenz /
ScratchJr
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