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Introduction  

Mobile devices are commonly used across the globe by people of all ages1. So why not benefit 

from the popularity of such devices and the enthusiasm with which they are adopted by young 

people to introduce them in classes? It is also not unlikely for students to reach for educational 

applications at their homes, after school (Wexler, 2008; Kukulska-Hulme, 2012), attempting to 

develop theirs’ or their family’s interests.  

In today’s world, within developing modern societies, the use of multimedia applications and 

mobile devices during lessons has proven to be a vital tool to involve students and encourage 

them to study (Kukulska-Hulme, 2012; Attewell, Savill-Smith, 2014). These give students 

opportunity to work individually, cooperate and exchange information, developing their 

creativity and collaboration skills. Students also have the chance to explore areas of science 

which are not always available through traditional educational equipment (Pegrum, Oakley, 

Faulkner, 2013). Evidence further shows that multimedia applications may be used to teach a 

wide variety of school subjects at different levels of education (Traxler, 2005; Gee, 2010; 

Kukulska-Hulme, 2012).    

Similarly, teachers who decide to use mobile applications during their lessons have access to a 

wide spectrum of possibilities. There are new apps under development all the time, and these 

may be combined in a number of ways. In this context, teachers assume a tutorial role, more 

related to the organization and management of the class. As such, mobile learning may not only 

be an attractive way for young people to gain new knowledge, as it could undoubtedly bring 

them benefits on different fields of their present and future lives (Kukulska-Hulme, 2012; 

Pegrum et al, 2013). 

This guide constitutes a reference for the introduction of mobile learning and mobile devices in 

daily classes. It was developed for lesson plans in which the mobile devices are integrated as a 

means of explicit teaching. The need for this intellectual product is determined both by the 

peculiarities of using mobile devices during class hours, and the desire to reach those interested 

in creating and consulting a complete manual. At present, the scientific literature pays little 

attention to the peculiarities of lessons involving the use of these devices, the advantages it 

involves and the dangers to be avoided.  

Each of the partners involved in this project contributed to this output. Two lesson projects were 

selected from each school, from teachers participating in the activities of the project, according 

to peer-review performed by colleagues. University of Minho provided specialized consultancy 

and advice, in relation to the scientific and pedagogical materials included. This ebook includes 

a brief overview of mobile devices that can be used in lessons; features of lessons using these 

devices; suggested forms used to develop lesson plans that include mobile devices; online 

platforms that can be used for creating, finding and using the these lesson plans; examples of 

lesson plans developed under the project. 

The first section explains the guide’s structure and how the information it contains may be 

applied in teacher’s pedagogical practice. The following section presents 12 examples of lesson 

plans, comprehending a diversity of disciplines, pedagogical approaches, mobile devices and 

                                                           
1 Sources consulted: Digital in 2017: Global overview, 2017 (wearesocial.com); GlobalWebIndex, 2017 
(insight.globalwebindex.net/device). 
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online platforms. A last segment compiles a series of testimonies from the teachers involved in 

this work. This final section expresses teachers’ voices, experiences and perceived advantages 

and disadvantages of letting mobile devices enter their classrooms. 
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How to use this guide / sample plans 

Easy access to mobile devices and different creative technologies made it easy for everyone to 

create, reuse, and share content easily. In schools, students can use tablets or smartphones to 

create content in different formats, such as videos, presentations, posters, stories, audio, 

storyboards, or even applications. These devices allow students to access, create, and edit 

updated educational resources as opposed to traditional learning settings where content is 

static and developed by teachers or textbook authors. Students creating their own content 

serves several purposes: first, students can develop an understanding of the topics in which they 

create content; second, students learn to create their own content; third, develop digital skills, 

which fit into the new educational competencies of this century; improving the motivation, 

participation and achievement of students. This is particularly the case when the results are 

shared with a wider audience such as parents, other teachers and students. 

When becoming producers, students learn about the processes and difficulties of designing and 

creating content in an authentic context of problem solving. It is important that the content 

creation process includes reflection on plagiarism, copyright, privacy issues, and online sharing. 

However, in order for the content production process to take place in teaching-learning 

contexts, we need teachers to design their practices in this way. This guide presents a model of 

planning and reflection about the preparation of classes using mobile devices, assuming that the 

construction of content by students is made and considering the whole reflexivity process that 

involves planning a lesson with the application of active methodologies. 

In these content creation scenarios, the role of teacher changes dramatically. He or she has to 

manage the process and act as moderator, starting from the planning of activities, but also the 

way in which these are communicated to the students, the objectives are defined and the limits 

to be observed. The teacher should also, with the students, define what the final product should 

be, and produce a plan to get there, as well as agree with students and possibly with other 

teachers on quality criteria for content. In addition, it becomes necessary to define available 

tools, pre-selected information sources, and other materials for students to use, as well as assign 

roles for each team member. During the process of executing the plan, it becomes equally 

important to take some time to support individual groups or students with doubts. 

Each lesson plan presented in this guide is divided into four main sections, each in one of the 

four pages. 

The first section / page is dedicated to identifying the plan, at various levels: (1) the theme of 

the lesson, in which teachers identify must provide a title to their planning; (2) the name of the 

teacher who will execute the lesson plan; (3) the educational level of the students for whom the 

plan is prepared; (4) the discipline where the planning fits best, considering it is possible to 

address several disciplines, if the plan aims the design of a project (Project Based Learning); (5) 

the duration of the entire plan. 
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The second section / page is devoted to the description of the lesson plan, as follows: (6) 

chronological description of all proposed activities, taking into consideration that they should 

be described in a clear and objective way, so that any teacher in the same area may execute 

them. These activities should be linked to Time Duration (7), which should contain the length 

predicted for each of the activities described in the previous point; and to APP (8), which 

describes the applications, resources, and websites, among others, used for each activity.  

Important Note: Not all activities need to have a related APP. 

Also in this section / page, Assessment (9) emerges as the point at which teachers describe how 

students will be evaluated in the different proposed activities. In this same field, they can 

associate the Time (7) and APP (8) used for this purpose, if justified. 

 

In section / page 3 of the lesson plan, teachers will allocate the previous activities to each of the 

learning zones and add a corresponding description (10). This phase of planning a lesson using 

mobile devices should only happen after the previous two are completed. Of the six learning 

zones available, at least four should be included in a lesson plan. If it does not seem possible to 

define a minimum of four complete learning areas, this means the description is deficient at 

some stage. Teachers should return to the previous section (reflective) to modify the 

chronological plan. 

5 
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Important note: each activity can only be allocated to a single learning zone, the one considered 

more adequate to the idea described. Each space highlights specific areas of learning and 

teaching and helps to rethink different points: physical space, resources, changing roles of 

student and teacher, and how to support different learning styles. 

The six learning zones are: 

1. Create Zone - allows the students to plan, design, and produce their own work - for example, 

a multimedia production or a presentation. In the Create zone, simple repetition of information 

is not enough: students work with real knowledge-building activities. Interpretation, analysis, 

teamwork, and evaluation are important parts of the creative process. 

2. Interact Zone - the teacher can use technology to enhance interactivity and student 

participation in traditional learning spaces. One challenge of the traditional classroom setting is 

getting all students actively involved; technology enables each and every pupil to contribute. 

Solutions vary from individual devices like tablets and smartphones, to interactive whiteboards 

and interactive learning content. In the Interact zone, learning involves both teachers' and 

students' active engagement. 

3. Present Zone - students will need a different set of tools and skills to present, deliver, and 

obtain feedback on their work. The presentation and delivery of the students work has to be 

factored into the planning of lessons, allowing students to add a communicative dimension to 

their work. Sharing of the results can be supported by a dedicated area for interactive 

presentations that, through its design and layout, encourages interaction and feedback. Online 

publication and sharing are also encouraged, allowing the students to become accustomed to 

using online resources. 

4. Investigate Zone - students are encouraged to discover for themselves; they are given the 

opportunity to be active participants rather than passive listeners. In the Investigate zone, 

teachers can promote inquiry- and project-based learning to enhance students critical thinking 

skills. The flexible furniture supports this concept, and the physical zone can be reconfigured 

quickly to enable work in groups, pairs, or individually. New technology gives an added value to 

the research by providing rich, versatile and real-life data, and also by providing tools to examine 

and to analyse. 

5. Exchange Zone - the teamwork takes place while investigating, creating and presenting. The 

quality of collaboration is composed of ownership, shared responsibility and decision-making 

process within groups. ICT can help to create a richer way of communication and collaboration. 

Collaboration in the 21st century classroom is not limited to face-to-face and synchronous 

communication, but can take place online and also asynchronously. 

6. Develop Zone - is a space for informal learning and self-reflection. Students can carry out 

school work independently at their own pace, but they can also learn informally while 

concentrating on their own interests outside of the formal classroom settings both at school and 

at home. By providing ways to foster self-directed learning, the school supports learners' self-

reflection and meta-cognition skills. The school encourages its students towards true lifelong 

learning by acknowledging and validating informal learning. 
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Finally, in section / page 4, we find a reflection phase. 

Objectives (11) should be clearly defined as it is important to consider only those that are 

actually achieved with the lesson plan. A good practice is to consider a small number of 

objectives. 

Concepts (12) should list the key words and / or concepts students are expected to acquire with 

the implementation of the lesson plan. 

In the point related to Reflection (13), teachers should briefly describe how the activities 

designed throughout the lesson plan stimulate students to reflect on what they learn.  

 

The Essay point (14) prompts teachers to reflect on how their proposed activities promote 

practices based on research and reading. It is important to assume that students need time to 

research and develop the intended knowledge. 

The point Resources (15) is a way of systematizing all the resources needed to implement the 

lesson plan. In this particular case, all resources, digital or not, must be described. 

 

Inquiry (16) elicits the teacher to reflect on the whole lesson plan. This area prompts questions 

about who draws the plan and the ability of proposed activities to develop the desired learning 

skills. It is frequent, at this stage, to realise that some activities do not contribute for an actual 

development of skills, but only an extra workload for the students. 

The results item (17) promotes a reflection on the use of technology in the class. Since teachers 

are invited to use mobile technologies in their lesson plans, the intention of this point is for each 

one to realize that the use of technology adds something more to a lesson that could be given 
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without it. If the use of mobile devices, APPs and other digital resources does not bring anything 

new, the lesson plan should probably be redefined. 

Finally, the Role of the Student (18) is the point at which teachers should describe all the 

activities in which the student has an active role. This is a fundamental point, as it ensures that 

the student is in fact at the centre of the learning process, not the teacher. Of all the activities 

planned, 60% should be carried out by the students. 

 

 

Important note: if teachers cannot respond to any of these points (11 - 18), the lesson plan needs 

to be modified. For the lesson plan to be effective, these last reflective points need to be clear. 
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Examples of lesson plans using mobile devices 

This section presents 12 lesson plans developed and implemented by teachers participating in 

the Blic&Clic project. 
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Teacher reflections 

“Programming applications or responsive websites is a task that involves students’ ability of 

searching for information and their creativity. Individual search and creation of own applications 

or websites is an extra motivation to learn application and responsive websites programming. 

Teacher should instruct students carefully about which applications they can use and which 

application they are meant to create. Teacher needs to consider the way the students work 

dependently of the amount of the students in the class /individual work, in pairs or in groups.  

Teacher needs to control the pace of the progress of students work. Teacher should foreseen 

possible problems with the Internet accesses due to number of mobile devices being activated 

simultaneously. Teacher does not interfere in students’ work except for observing.  The 

evaluation of the results of students’ works can be done immediately after the presentation.” 

Katarzyna Wdowiak 

Zespół Szkół im. Por. Józefa Sarny w Gorzycach  

Gorzyce, Podkarpackie, Poland 

 “Padlet is an interactive and collaborative platform which allows students to post any kind of 

texts; written text, images, photos, links and files. Students can work individually, in pairs or in 

groups. Preparing the lesson plan with use of Padlet application teacher should consider the 

topic of the lesson accordingly. Think over carefully whether the students will work individually 

or will they cooperate in pairs or in groups depending on number of students in the classroom.                                                                

Estimate and control timing for each stage of the task. Take under consideration possible 

obstacles e.g. Internet access problems due to many mobile devices activated at the same time. 

During the lesson teacher plays an arbitrary role monitoring students’ work.                                                                                                       

Results of the students’ outputs can be evaluated currently after each presentation.                                                                                             

Each student practises and develops several skills during one lesson; searching for information, 

reading for specific information, listening, writing and speaking.” 

Marian Sikora 

Zespół Szkół im. Por. Józefa Sarny w Gorzycach  

Gorzyce, Podkarpackie, Poland 

“Because I find Padlet to be a very interactive tool that facilitates discussion, and is applied in a 

very adequate way to a collaborative work, I used it to disseminate and dictate the results of a 

practical work and research done by groups of students of the same class. I used the padlet in 

two moments of class; initially to present to them the objective of the work, the methodology 

to be applied and the operation of the padlet and in order to present and discuss results. From 

the moment the necessary material was distributed and the students knew what work to 

perform my role was solely a guide and observer. I have tried to help you overcome some 

difficulties, especially those related to reading the labels and using the mobile devices. At the 

end of the stipulated time, with all the results placed in the padlet, they were discussed by the 

members of the group and also with the intervention of the members of the other groups in 

order to arrive at a valid conclusion about the existence or not of an interaction between the 

geosphere and the hydrosphere that was the initial purpose. It was a very dynamic class that 

allowed to evaluate the capacity of autonomy of the students as well as the capacity of 

cooperative work. This type of work and tool is appropriate to this research methodology in 

which the student is responsible for his / her knowledge.” 

Manuela Pinho 

Agrupamento de Escolas da Maia 
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“The use of mobile devices in the course of the class made learning faster, more engaging and 

fun. The students said "It was a different class, where we learned several things with the help of 

several APPS". The students were very committed during the accomplishment of the 

experimental activity. The fact that they had to take photos and record videos made them 

become more deeply involved in the activity. Students also liked to produce questionnaires to 

give to  classmates. The fact that they are part of the evaluation of the knowledge of colleagues 

has increased their self-esteem and commitment in acquiring knowledge. At times the students 

assumed the role of the teacher. Reading and research skills were developed by students during 

this activity. The problems encountered during the experiment were technical. Sometimes the 

school net is not available and students are required to use their mobile data.” 

Isabel Allen 

Agrupamento de Escolas da Maia 

 

“PhET (phet.colorado.edu) is an interactive simulation project, created as a set of interactive 

exercises in mathematics and science. It uses simulations that train students to research in an 

intuitive game-like environment where students can learn through exploration and discovery.  

GeoGebra is a dynamic math software for all levels of education that support STEM, as well as 

innovations in teaching. GeoGebra can be a useful resource for physical learning, a collection 

tool, data analysis, graphical representations and interpretation. Integration into the same PhET 

and GeoGebra lessons, students are ready to work in a real lab with a real experiment but a 

much safer space. 

Compared to other possible resources, PhEt does not require an excessive time for the teacher 

to prepare for the lesson. Each simulation is explained, it contains a list of topics, an overview of 

sim controls, model simplifications, and insights into student thinking, as well as Teacher-

Submitted Activities. To use simulations in class, teachers should train students about how to 

run the virtual experiment, how to collect data and how to record them using GeoGebra. It is 

useful to discuss the limitations of the virtual experiment, the parameters that influence the 

experiment and its results.  

For students, PhET can be an extension of experimental work. It can be a step for a remote 

laboratory, or for Using GeoGebra to collect and process data, display graphs automatically, and 

the ability to collect presumed data from the graph, is an opportunity for pupils to develop digital 

competences, needed in real life. Also, for students, PhET can be a step for a remote laboratory, 

or for a more complex experiment. Students can work alone or in groups, which can contribute 

to develop different skills. 

Working on a simulation from this site can be done in two ways: using an online simulation, or 

to download an application that can be used offline. In the first case, is necessary a good 

connection to the internet. If there is any doubt that the connection will be kept at least during 

the proposed time that the virtual experiment will occur, it is recommended to use the second 

option.  Virtual experiments and simulations can be used to give students control on their own 

study, under the supervision of a teacher, whose role is to offer advice, if is asked, and to observe 

students work.   

It is recommended to use virtual experiments from multiple sources/from different sites, so 

students to develop more skills, by applying in different contexts of the same general rules for 

conducting an experiment. It is the way to prepare them for the quickly changes that occur in 

digital technologies.” 

Petronia Moraru 

Colegiul Tehnic Edmond Nicolau Focsani 
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“One of the peculiarities of physics, as discipline of study as well as science, is that it must 

include, among other things, the experimentation and processing of data. Both can be done 

directly in classrooms or school labs. However, to prepare students for the technological 

challenges they will have to face, we can use online resources - virtual laboratories as well as 

data processing applications. 

TutorVista is one of the websites specializes in helping students of all ages receive help with 

their homework, with studying, or with any traditional school subject. Here we can find payed 

help, which can be difficult for some students, but also free resources, that can be useful for all 

students. This site provides an interactive way to learn, that can be exploit for understanding 

and research by any student who has access on the internet via a mobile device. 

The teacher must provide students not only with the link to the desired topic but also instructing 

students about the tasks they will have afterwards. Teachers must provide students not only 

with the link to the desired topic but also instructing students about the tasks they will have 

afterwards. Is the way that we can change the perspective of students regarding the use of 

internet, that can be interpret as a tool, not only as a playground. 

For students, the use of dedicated Internet resources, under the supervision of a teacher, is a 

way to develop skills necessary for individual study, not just for physics. Jumping from an item 

to another, to understand better the subject in study, can cause an increase in students’ interest 

and their curiosity. 

It is recommended to use TutorVista resources for their diversity, for the correlations they offer 

between different topics as well as for the quality of the presentations. As a complement to the 

study, can be integrated into the lessons and resources provided by the dedicated youtube 

channel, https://www.youtube.com/user/TutorVista/videos. 

There is a danger of excessive use of such resources, not just in physics, but also in any other 

study. Therefore, it is advisable to judiciously control the time spent on Internet documentation. 

The teacher can only achieve this desideratum by properly planning and analyzing the role of 

documentation in correlation with the other stages of the lesson.” 

Petrică Moraru 

Colegiul Tehnic Edmond Nicolau Focsani 

 

“EBA is an educational platform that gives opportunity to integrate technology into education 

by using the tools of information technology and also supports the efficient use of educational 

materials.  

In this lesson plan, in accordance with the topic teacher should choose the related videos, audio 

records which are already loaded on EBA by using interactive smartboard in the classroom. As 

there are lots of materials under the same topic category for different grades of students, 

teacher needs to choose them carefully considering the students’ competence.  

 The material that teacher presents via EBA is authentic and goal-oriented, as the topic is 

“Shopping Vocabulary” that has a common use in daily life. However, this is sometimes not 

possible for more theorical subjects that have less reflection in daily life.  

KAHOOT is a kind of application that is easily and effectively applied on almost every subject. 

Teacher should prepare the KAHOOT questions and answers, images or videos before the lesson. 

He / She gives pin number to students and call them to challenge after presenting the topic.  

It’s quite an effective way of summarising and mostly evaluating the students’ understanding of 

the subject. Teacher can see the students’ performance in leadership board, also has a chance 

analyse the questions one by one. So, if needed, teacher can compensate the required parts of 

the lesson by revising or giving extra works. For students, this is an enjoyable and competitive 

experience.   
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For teacher, preparing KAHOOT questions may take some extra time. But it’s funnier, faster and 

more effective and much more practical.” 

Dilan Birtane Karakaş 

Toki Halkalı Anadolu İmam Hatip Lisesi 

 

“Starboard is a large-screen monitor for PCs and visual equipment, that also serves as an 

interactive whiteboard which can be written on directly or controlled through a PC. It is formally 

used for educational purposes in Turkey. Teacher prepares the required materials (symbols, 

shapes about sets) into the gallery section of the application or use the ones that are already 

loaded if the teacher thinks that they are proper and adequate. So, teacher should spend an 

extra time for preparation before lesson. Students gain the necessary vocabulary, practice 

drawing sets on STARBOARD and do the exercises that teacher prepares beforehand. Starboard 

activities contribute students’ visual and practical understanding and attract more students’ 

attention compared to ordinary board, book, notebook exercises. Pros that application are; first 

the materials created by teacher can be saved and reused later. Second, it can be changed or 

added anytime. Teacher can do audio recording as well. Challenges are; it requires preparation. 

Some students may feel unconfident to do exercise on the digital board in classroom.” 

Adem Ünlü 

Toki Halkalı Anadolu İmam Hatip Lisesi 

 

Power Point is one of the several applications to create and organize presentations; while 

making a research or carrying out a project, for instance, using Power Point you can support 

what you are saying with digital material using a projector. 

Such material is usually organized in slides that can include texts, images, graphics, sounds, 

videos, etc.  

In order to create an effective and successful presentation, we have to follow some “tips”, so 

that it will be interesting, clear and attractive; we should use a medium font for the texts, so 

that everybody can read well, even if in a final row of a room. The same should be taken in mind 

for graphics and images. 

The presentation should be also synthetic and simple, so that to attract the attention and not 

distract the audience. The images have to be clear and explanatory, so that to be of help to the 

speaker and to the texts, but not exaggerating with animations.  

Another suggestion is not to write too much, as a matter of fact the slide is only an aid to the 

words of the speaker, so the audience should follow the speaker and not only read the slide all 

the time. 

Vivid colours with proper contrast will guarantee a brilliant presentation. 

Daniela Meaglia 

Istituto di Istruzione Superiore "Martino Filetico" 

 

Reflection on a Lesson plan using mobile decides in learning activities: ABRP- Human 

Reproductive System (study area: Natural Sciences; to students of the 9Th grade) 

Strengths of the school work’s dynamics: 

 Applies the problem-based learning method, using devices and apps. 

  Reflects the positive impact of app’s use on the students’ learning by allowing the 

integration of digital capacities, by allowing collection of data for the formal evaluation, 

by establishing a new relationship between programme contents, by optimizing the 

time of teaching and, consequently, by promoting meaningful learning. 
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 Changes the perception of the teacher’s on pedagogical beliefs, organizing time, school 

space, namely in the context of the classroom, and on both the teacher’s and student’s 

craft, in a ubiquitous learning perspective. 

 Allows the implementation of a gradual change of strategies of teaching, since it is a 

structured plan in a sustainable way and, consequently, there is pedagogical innovation 

on educational practices. 

Weaknesses of the school work’s dynamics: 

 Ensure that there is still an association of the use of devices to leisure moments, such as 

gaming or social networks. 

 Need the teacher abilities and knowledge in different areas to promote this lesson plan. 

 Requires a consistent teacher’s and student’s preparation to a change in the paradigm 

regarding teaching and learning. 

Cristina Dias 

Agrupamento de Escolas da Maia 

 

Reflection on making and implementing lesson plan “Monuments of the Italian Period in Rhodes 

(1912-1943)”, by Athanasopoulos Panagiotis, 1st Lyceum of Rhodes. 

Creation and implementation of the lesson plan encountered several difficulties, which can be 

summarised as follows: 

Duration: the estimated duration of the activities proved sometimes too short. Especially the 

1st class/session (watching You Tube videos and reflection/discussion on them) and the 2nd 

class/session (on-site research), due to delays, unexpected situations etc. It is strongly suggested 

that teacher prevents such inconveniences, organising in detail all activities and re-scheduling 

the timetable whenever necessary.  

Technical problems: it is crucial for the successful implementation of the lesson plan to be ready 

to solve any technical problem (wifi connection, devices’ malfunction etc.), that occur during 

any stage of the activities. Teacher must prepare thoroughly all technical prerequisites in 

collaboration with ICT responsible. 

Resources used: In various stages of the implementation, students and teacher expressed the 

feeling that too many different resources were used (Wiki, You Tube, Google Drive, Mindomo, 

Google Maps, mobile devices, PCs, laptops). The use of a Wiki was not a total success and could 

be replaced by other similar platforms, such as Edmodo. Moreover, some a significant number 

of students found increased difficulties in dealing with all apps needed. 

Teamwork: teacher must assign specific roles for each member of the team, intervening 

discretely whenever necessary. In general, students found teamwork very pleasant, especially 

during the 2nd class (on-site research). Teacher must assign individual tasks as well, helping each 

student to work in his/her own pace. 

Athanasopoulos Panagiotis 
1st Lyceum of Rhodes 
Rhodes, Greece 
 

Reflection on making and implementing lesson plan using Mobile devices in learning activities 

(Mobile Learning) “The Medevial City of Rhodes and the interreligious dialogue of communities” 

The teacher should choose carefully and explain in detail the topic, giving clear working 

instructions to each working group.  

Wifi infrastructure must be sufficient to provide online connection for many mobile phones. 

Teacher should instruct students carefully about which specific applications they will use and 

what exactly they are asked to create. 
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Google services (e.g. Google drive, Google Maps) are popular internet tools and most students 

have previous experience on their use. 

Especially, the use of Google Maps can help students to find local monuments, photographs, 

videos and various information. They can even enrich their maps with satellite imagery from 

Google Earth. 

Sometimes maps are loaded slowly or not at all. When they are finally loaded, the information 

displayed is not always correct.  

However, Google maps offers the possibility of interaction between students and the pleasant 

discovery of knowledge through information search and map creation. 

Tsirevelos G.Nikolaos   
1st Lyceum of Rhodes 

Rhodes, Greece 
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