[bookmark: _Hlk193808547][bookmark: _Hlk193808842]             LESSON PLAN TEMPLATE


[image: Kuva, joka sisältää kohteen teksti, Fontti, logo, Grafiikka

Tekoälyn generoima sisältö voi olla virheellistä.][image: Kuva, joka sisältää kohteen kuvakaappaus, Fontti, Sähkönsininen, Majorellen sininen

Tekoälyn generoima sisältö voi olla virheellistä.]                                                                                                                                                                                            
[bookmark: _Hlk193808578][bookmark: _Hlk193808878]School: __________________________                                                                       
[bookmark: _Hlk193808903]Job title: _________________________
[bookmark: _Hlk193808896]Designer name: ___________________
[bookmark: _Hlk193808909]Date: _____________________________ 

[bookmark: _Hlk193808948]
	[bookmark: _Hlk193808633][bookmark: _Hlk193808921]Student information
Record students’ information such as grade level, related prior knowledge level and learning experiences, etc.

	




	G-STEAM Scenario + Final learning products
1. Describe the authentic real-world contexts bring up the questions/projects/designs to-be-defined by students. The scenario introduces the background of G-STEAM learning project, which aims to relate to students’ daily life, promote sustainable thinking and cultivate their learning motivation and interests.
2. Indicates the final products student will generate by the end of the project

	












	Intended learning outcome
1. Write the learning outcomes regarding cognitive, affective and behavior aspect.
2. For cognitive and behavior aspect of learning outcomes, write it in the format of: Cognitive behavior (higher-order thinking) + learning content + context. The involving subjects in G-STEAM project should be indicated in the learning content
3. Describe the connection with SDGs learning objectives

	








	Pedagogical approach and learning modes
1. Indicate the pedagogical approaches used to structure the learning activities (e.g., inquiry-based learning, problem-based learning, collaborative learning) 
2. Indicate how learner access learning, e.g., face-to-face learning, e-learning, flipped learning and mobile learning.

	









	Learning activities	Comment by Evija Slokenberga: Are these column headings?	Comment by Xiaoshan Huang: Yes it is
indicate the learning activities students will engage in with clear instruction of the learning process
	Teaching resources and materials
indicate the needed resources (e.g., learning materials, digital and non-digital devices, software and apps, books, articles, human resources) and required learning environment (the physical space arrangement for the G-STEAM activities) 
	Assessment 
indicate the assessment methods to understand learning process and identify learning outcomes
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	Lesson 3 
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