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Abstract:

The learning scenario "Adaptation To Climate Change With Technology" is associated with Climate
Change and its adaptation on water resources, agriculture & food supply, and public health with
technology.

The classes aim to show that their Climate Change adaptation with technology solutions. Climate Change
affects many different areas. Such as water resources, agriculture & food supply, and public health, etc.
Firstly, the human must understand effects on Climate Change, the possible effects of Climate Change
and how to adapt it with technology solutions, make new habitat that is technically supported. New
technology design habitat will resolve Climate Change problems or at least easily adapt the process.
Climate Change is the most important problem for the whole world. So, as soon as possible development
solutions. Technology has a big power to develop fast and effective solutions.

This learning scenario is for the age group 17-18. The students will focus on three important topics: the
adaptation of water resources, agriculture & food supply, and public health. To investigate the topic in
detail, the students perform in 2 groups. Each group works on their topics and fills in the pallet same
categories: make technology solutions for water resources, agriculture & food supply, and public health
decrease Climate Change causes, effects and make adaptation it with technology. Students also develop
their solutions using Minecraft Education Platform. They design their Minecraft world as creatively.
Additionally, a student will share all their ideas and Minecraft world designs on Padlet
(https://padlet.com/arzukilitcicalayir/AdaptationToClimateChangewithTechnology LS)

the teacher creates. Students and teachers work together on Padlet so that the teacher can see the

progress of students' work and make a contribution to the curriculum.

End of the lesson students show their Minecraft worlds and explain their designs. Also, the lesson
discussion during which students show their designs about the subtopics (water resources, agriculture
& food supply, and public health) of the lesson scenario.

The learning scenario is very interesting for students. Because it gives a chance students develop their
solutions and be an activist for Climate Change adaptation. Also gives them to find some beneficial
solutions to be developed as individuals.
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Keywords

Sustainable development, Climate Change adaptation, Climate Change threats, Climate Change
simulator, disruptive technologies, global warming.

Table of summary

The LS is intended for an ICT class.
Interdisciplinary - Science, Geography, English

Climate Change and adaptation of its threats with technology for sustainability
life.

17-18

1 week

180 minutes (4 lessons)

Europeana

NASA — Global Climate Change

World Climate Simulation

Minecraft Education Platform

Storyboardthat
Wordart

Padlet
All applications' productions that are used by my students | use are on this link.
(Minecraft Designs- Storyboard Designs)


https://www.europeana.eu/portal/en/search?view=grid&q=Climate+Change
https://climate.nasa.gov/
https://www.climateinteractive.org/tools/world-climate-simulation/
https://education.minecraft.net/user/arzu-kilitci-calayirroi-k12-tr
https://www.storyboardthat.com/quick-login/o/b5907978/make547/d1-5d5x5dx8f7/didnt0181
https://wordart.com/oxvhdh1ij6oy/word-art-1
https://padlet.com/arzukilitcicalayir/AdaptationToClimateChangewithTechnology_LS
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Notebook, paper, pencil

Technology
Water resources

Agriculture
Health

Licenses

Attribution ShareAlike CC BY-SA. This license lets others remix, tweak, and build upon your work even
for commercial purposes, as long as they credit you and license their new creations under the identical
terms. This is the license used by Wikipedia, and is recommended for materials that would benefit from
incorporating content from Wikipedia and similarly licensed projects.

Integration into the curriculum

The LS is related to the curriculum of ICT classes (Minecraft education game-based lesson) but it is also
connected with subjects dealt with Geography.

Aim of the lesson

Climate Change is one of the most serious issues around the world. It threatens the existence and
sustainability of all the livings. Especially, it affects human lives in many areas such as water resources,
agriculture & food supply, and public health. Despite these effects, humans have the disruptive
technologies that help them to minimize the effects of these threats. Disruptive technologies are one of
the most important and powerful forces that can help people adapt to Climate Change. So, the aim of
this scenario is to give a chance to students to develop their solutions against Climate Change. And also
give students a chance to be Climate Change activists as a sustainability world for humans, animals, and
plants.

Outcome of the lesson

Students can understand
e What is Climate Change,
e The threat of Climate Change,
e Technologies for adaptation Climate Change for water resources, agriculture & food supply,
and public health,

Students can design their sustainability worlds solutions with Minecraft
e Design of adaptation technologies for water supplies,

e Design of adaptation options for agriculture & food supply,
e Design of adaptation options for health.


https://www.europeana.eu/en/item/9200235/download_type_document_docid_533881
https://www.europeana.eu/en/item/9200235/pdfview_book_97
https://www.europeana.eu/en/item/9200579/xszmk9px
https://www.europeana.eu/en/item/9200235/books_pdfview_book_182
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e Design thinking

e Game-based learning and gamification

e Critical thinking

e Digital-based Learning

e Collaborative Learning

e Visual Search and Learning

e Cloud-Based Learning

215t century skills

Add here how the learning scenario corresponds to 21 century skills. To find out more:
http://www.p21.org/our-work/p21-framework .

Creativity and Innovation - Students create new texts and documents using ICT tools and work
collectively, in groups, and individually

Critical Thinking and Problem Solving - Students design the solutions for Climate Change adaptation,
and make connections between information, they design solutions to subject matter and develop
creative scenarios. The learning process during the classes will improve their critical and creative thinking
skills and game-based learning skills.

Communication - Students make collaboration, in groups and they know the rules of brainstorm
discussion.

Collaboration - Students work in groups to reach the goals and together as a class team to achieve
common goals.

ICT Literacy - ICT tools are used to introduce the issue, analyze the problem, research, play the game,
communicate and evaluate information.

Activities

Preparation 1 week
The teacher divides the class into two small groups and asks them to make

researches about their topics and share what they found in "Adaptation To Qutside
Climate Change With Technology" on Padlet. Students visit Europeana, Nasa the

and use Climate Change simulator websites to understand the threat of (|ass
Climate Change. Then, students search and learn Disruptive Technologies.

During the week the groups get their 10 minute-discussions using padlet and

share their findings on padlet, too. As the last step, each group prepares and


http://www.p21.org/our-work/p21-framework
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Discussion

Design

Collabration
Summary

2" Lesson
Discussion

Design

Collabration
Summary

3" Lesson
Discussion

Design

Collabration
Summary

4" Lesson

Presentation

00

presents their Climate Change adaptation by using the Minecraft education
Platform.

The first group asks their friends to discuss the threats of Climate Change on
water resources for 10 minutes.

The first group (Designs of adaptation technologies for water resources)
creates their adaptation solutions to Climate Change with the technology
on Minecraft Education Platform

The first group lets their friends play the Minecraft game with collaboration
and make contribute the solution.

One student from the first group makes a word cloud by using WordArt to
summarize what they have learned while during the design of the lesson.
The second group asks their friends to discuss the threats of Climate Change
on agriculture and food supply for 10 minutes.

The second group (Designs of adaptation options for agriculture and food
supply) creates their adaptation solutions to Climate Change with the
technology on Minecraft Education Platform.

The second group invites their friends to play the Minecraft game with
collaboration and make contribute the solution.

The teacher asks the students to answer some questions related to the
topic on Padlet.

The third group asks their friends to discuss the threats of Climate Change
on public health for 10 minutes.

The third group (Designs of adaptation options for public health) creates
their adaptation solutions to Climate Change with the technology on
Minecraft Education Platform.

The third group invites the first and second groups of friends to play the
Minecraft game with collaboration and make contribute the solution.
The teacher asks the students to answer some questions related to the
topic on Padlet.

Each group shows their Minecraft designs that are solutions to the
adaptation to Climate Change.

10 min.

20 min.

10 min.

5 min.

10 min.

20 min.

10 min.

5 min.

10 min.

20 min.

10 min.

5 min.

25 min.
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The teacher asks the students to answer some questions related to the 20 min.
Evaluation topic on Padlet.

Assessment

The lesson will be assessed during the summary stages which will incorporate all the knowledge students
have gained throughout the lessons. Minecraft is the best way to group work and design game-based
solutions for different topics. " Education Edition is a wonderful tool to engage students in
constructivist learning, collaboration, creativity, and critical thinking." Students will be assessed for

their performances during the lessons with their designs.

Student feedback

During the discussion that will take place after the lesson, students will express their opinions about the
activities outside and inside of the class. The students enjoyed the Europeana website, used resources,
and got inspired about their Climate Change solutions. Also, the Climate Change simulator and Nasa
resources were inspirational for students.

Teacher’s remarks

The students liked the game-based activity and they told that they learned and had fun a lot about the
topic. They enjoyed their designing process about the topics. They also wrote their research and ideas
on Padlet. Minecraft game was a great opportunity for them to learn how to design their ideas creatively.
Especially, the Minecraft Education platform is very enjoyable for digital-Z students.

About the Europeana DSI-4 project

Europeana is Europe’s digital platform for cultural heritage, providing free online access to over 53
million digitized 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 (DSls).
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
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Annex

https://padlet.com/arzukilitcicalayir/AdaptationToClimateChangewithTechnology LS



https://padlet.com/arzukilitcicalayir/AdaptationToClimateChangewithTechnology_LS
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