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Abstract 

Traditions are a fundamental aspect of cultures and they should be preserved from one generation to 

another. Through this learning scenario, students will learn about several Maltese traditional games and 

experience a hands-on activity by building a kite. A cross-curricular approach is implemented, linking 

Culture/Social studies with Mathematics, Language writing skills, Art and Physical Education. 
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Table of summary 

Table of summary  

Subject Culture/Social Studies, Mathematics, English Writing, Art, Physical Education. 

Topic Culture/Social Studies: Learning about traditional games. 
 
Mathematics: Length (estimate and measure). 
 
Language Writing: Writing a set of instructions. 
 
Art: Building a kite. 
 
Physical Education: ABC’s of movement and traditional games. 

Age of students 7-11 

Preparation time 60 minutes 

Teaching time 90 minutes 

Online teaching 
material  

Mentimeter 
Author Premium 
Youtube Video 

Offline teaching 
material 

- Interactive Whiteboard to project a presentation about traditional games. 
 
- Kite: Kite paper, ribbon, tape, scissors, two wooden dowels (approx. 90cm 
and 120cm), kite string/twine ruler. 
 

https://www.mentimeter.com/plans?utm_source=google&utm_medium=cpc&utm_campaign=dynamic_visitors&gclid=EAIaIQobChMIm5nLqaC15wIVT8DeCh13tg-WEAAYASAAEgKMm_D_BwE
https://www.digital.edu.mt/teachers/training-videos/author-premium-app-introduction/
https://safeyoutube.net/w/f0n0
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- Learnpad Workbook Tablet 
 
- Exit Ticket 

Europeana resources 
used 

Image 1 
Image 2 
Video 1 

 

Licenses 

Please indicate below which license you attribute your work with by picking one of the options below. The Teaching with 

Europeana blog publishes under Attribution CC BY. If you do not agree with your work being published under this license, please 

contact Bori Pocze at borbala.pocze@eun.org. If you include images in the learning scenario, please make sure to add the source 

and licenses under the pictures themselves. 

 Attribution CC BY. This license lets others distribute, remix, tweak, and build upon your work, 

even commercially, as long as they credit you for the original creation. This is the most 

accommodating of licenses offered. Recommended for maximum dissemination and use of 

licensed materials. 

Integration into the curriculum 

This learning scenario takes a cross-curricular approach and is linked to the current learning outcomes in 

primary schools as follows:  

Social Studies: C5.3.3 Students will learn about various Maltese traditional games. 

Mathematics: G.5.1 Use, read and write standard metric units including their abbreviations. 

                          G.5.3 Suggest: - suitable units to estimate. 

                                                     - measuring equipment to estimate or measure length. 

English: 5.3.6 Demonstrate ability to proof-read, edit own work and begin to revise own work. 

               5.3.10 Write expanded sentences according to ability. 

               5.3.14 Use grammatically correct sentences. 

               5.3.17 Demonstrate enjoyment and motivation to participate in writing activities.  

Art: 5.3.1 Creating and designing.  

        5.4.2 Describing and responding. 

Physical Education: Consolidate all the coordinative capacities and perform the required movements in 

selected activities. 

These outcomes were extracted from:  

https://curriculum.gov.mt/en/Curriculum/Year-1-to-6/Pages/default.aspx 

https://www.europeana.eu/portal/en/record/9200579/h6s5hnga.html?q=kite#dcId=1580728578310&p=1
https://www.europeana.eu/portal/en/record/9200579/a3zenfu4.html?q=kite#dcId=1580728578310&p=1
https://www.europeana.eu/portal/en/record/2051918/data_euscreenXL_EUS_66E7B8E40500EE4DE57150C2E5CDC912.html?q=kites#dcId=1582642656072&p=1
mailto:borbala.pocze@eun.org
https://curriculum.gov.mt/en/Curriculum/Year-1-to-6/Pages/default.aspx
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Aim of the lesson 

By the end of this learning scenario, students should be aware of various traditional games. They should 

also understand the benefits of such games. Students should be able to write a set of instructions on how 

to build a kite.  

Outcome of the lesson 

By the end of this learning scenario, students will identify different traditional games. They will learn the 

process of building a kite and what measuring equipment they can use to measure dowels and string. 

They will also learn new vocabulary related to traditional games.   

Trends 

- Student-centred Learning: students and their needs are at the centre of the learning process.  

- Collaborative Learning: a strong focus on group work. 

- Peer Learning: students learn from peers and give each other feedback. 

- Edutainment: playful learning. Learning while having fun. 

- Discovery Learning: through hands-on experiences, the students construct their own knowledge and 

understanding of the world. 

21st century skills 

- Creativity: Students will develop their creative skills while creating their kite.  

- Collaboration: Students will collaborate with their peers during various activities throughout this 

learning scenario.  

- Communication: Students will present their final work of art. 

- Critical thinking: Students will estimate and measure various lengths during the hands-on activity.  

Activities 

Name of 
activity 

Procedure Time 

Introduction  Europeana Resources + Discussion 
The teacher shows Image 1 and Image 2 from the Europeana resources and 
the students will discuss the main aspects of these images. The teacher 
should elicit the topic, traditional games. The teacher, together with the 
students, will write the learning intention for this lesson.   
 
Mentimeter 
The students will use their ‘Mentimeter’ app to write aspects related to 
traditional games. This activity is used to determine the students’ prior 
knowledge about the subject.  

10 mins 
 
 
 
 
 
5 mins 

https://www.europeana.eu/portal/en/record/9200579/h6s5hnga.html?q=kite#dcId=1580728578310&p=1
https://www.europeana.eu/portal/en/record/9200579/a3zenfu4.html?q=kite#dcId=1580728578310&p=1
https://www.mentimeter.com/plans?utm_source=google&utm_medium=cpc&utm_campaign=dynamic_visitors&gclid=EAIaIQobChMIm5nLqaC15wIVT8DeCh13tg-WEAAYASAAEgKMm_D_BwE


 
 

4 
 

Name of 
activity 

Procedure Time 

Development Video Clip 
The students will be shown a short Youtube Video about Maltese traditional 
games. During this activity, the students will be encouraged to mention any 
experiences related to this topic.  
 
We will shift our focus onto kites. The students will be shown Video 1 from 
the Europeana resources.  
 
Hands-on Activity: Kite 

 The students will be divided into groups and they will be given some 
time to think about possible measurements of dowels and kite 
strings/twines.  

  Process: 

 The students should stick the two dowels together in the form of a 
cross by using their tape (preferably using masking tape).  

 They should use their twine to form a diamond shape around the 
dowels while strengthening the dowels. 

 Stick their kite paper around the twine. They can use either masking 
tape or glue to stick their kite paper.  

During the process, students will be encouraged to take some points about 
the process and take photos with their tablet.  Each group will be given some 
time to present their kite.  
 
Writing: Instructions (Author Premium) 
The students will use their ‘Author Premium’ app to write a set of 
instructions of the method used to create their kite. They will be encouraged 
to include photos taken during the process. These will be uploaded on 
‘Classcloud’.   

10 mins 
 
 
 
 
 
 
 
30 mins 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
20 mins 

Conclusion Schoolyard Activity 
The students will try out their kite in the schoolyard. They will also have the 
opportunity to try out a couple of other traditional games, such as skipping 
rope, beads and ‘passju’.   

15 mins 

 

Assessment 

The students’ contribution during group discussion and hands-on activity will be assessed through their 

level of participation and understanding.  

The students will be assessed according to their instruction writing. Some students will be asked to draw 

instead of writing instructions to provide differentiation according to their ability.  

An ‘Exit Ticket’ will be given to each student. They will be asked to answer three questions; 

- One thing I learned today. 

https://safeyoutube.net/w/f0n0
https://www.europeana.eu/portal/en/record/2051918/data_euscreenXL_EUS_66E7B8E40500EE4DE57150C2E5CDC912.html?q=kites#dcId=1582642656072&p=1
https://www.digital.edu.mt/teachers/training-videos/author-premium-app-introduction/
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- One thing I found interesting today. 

- One question I still have. 

******************************* AFTER IMPLEMENTATION ******************************** 

 

Student feedback 

At the end of the lesson, the students were given an exit ticket. Each student was asked to write one thing 

s/he learned during this lesson, one thing that s/he found interesting and one question they still had.  

 

Teacher’s remarks 

The students were very engaged throughout the activity where they had to build their kite. They 

collaborated well together and were very keen to learn about various traditional games. The fact that they 

used their Learnpad Workbook Tablet to write their writings motivated them. After implementing this 

learning scenario, I was very pleased since I managed to adopt a cross-curricular approach linking five 

subjects together. 

About the Europeana DSI-4 project 

Europeana is Europe’s digital platform for cultural heritage, providing free online access to over 53 million digitised items drawn 

from Europe’s museums, archives, libraries and galleries. The Europeana DSI-4 project continues the work of the previous three 

Europeana Digital Service Infrastructures (DSIs). It is the fourth iteration with a proven record of accomplishment in creating 

access, interoperability, visibility and use of European cultural heritage in the five target markets outlined: European Citizens, 

Education, Research, Creative Industries and Cultural Heritage Institutions. 

European Schoolnet (EUN) is the network of 34 European Ministries of Education, based in Brussels. As a not-for-profit 

organisation, EUN aims to bring innovation in teaching and learning to its key stakeholders: Ministries of Education, schools, 

teachers, researchers, and industry partners. European Schoolnet’s task in the Europeana DSI-4 project is to continue and expand 

the Europeana Education Community. 

  

https://www.europeana.eu/portal/en
http://www.eun.org/home


 
 

6 
 

Annex 

 

 

 

 

 

 

 

 

 

 

 

 


