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Corso LIM Livello Base

I nativi digitali...

La tecnologia è digitale ed in continua evoluzione Dalle classi tradizionali, verso nuovi 
ambienti per l'apprendimento

Obiettivi del corso:

• Saper gestire il software per la creazione e 
presentazione delle lezioni

• Usare i vari strumenti del  Lesson 
Activity Toolkit per creare lezioni interattive e 
coinvolgenti 

• Adottare le pratiche migliori per lo sviluppo e la 
proposta di lezioni 

• Trovare risorse ulteriori nella rete

Didattica con la LIM

Obiettivi della Lezione Teachers' notes

1) Obiettivo: conoscere  le principali modalità di utilizzo 
didattico delle LIM;
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Note dell'insegnanteLesson objectives

Soggetto: 

Argomento/i:

Grado:

Conoscenze pregresse:

La Lavagna Interattiva Multimediale (LIM)

Utilizzo della LIM nella didattica

Docenti dei diversi gradi

Conoscenza di base della Lim

 note sulla Lezione:

Lezione svolta nell'ambito di un corso per docenti sull'utilizzo della LIM

Riferimenti bibliografici: Biondi G., LIM a scuola con la Lavagna Interattiva Multimediale, Giunti, 
Firenze, 2008.

La LIM in aula...

assistere

dialogare

presentare

esercitarsi

condividere

costruire

LIM IN AULA

Nella modalità “assistere ”...

TI
R
A
R
E

TI
R
A
R
E

la LIM è usata come la tradizionale 
lavagna, un sussidio utile al docente per 
spiegare concetti esponendo la lezione 
frontale in modo libero, con l’aiuto degli
alunni che però rimane limitato.

LIM IN AULA

Nella modalità “dialogare ”...

TI
R
A
R
E

TI
R
A
R
ELa partecipazione degli studenti  

è intensificata con l’obiettivo di 
costruire la conoscenza in modo 
dialogato facendo uso dello 
strumento tecnologico messo a 
disposizione.

LIM IN AULA

La modalità “presentare ”...

TI
R
A
R
E

TI
R
A
R
Ela lezione è preparata anticipatamente 

dall’insegnante o dagli alunni e la LIM viene
 usata come mezzo di presentazione
del materiale preparato. 
In questo caso le possibilità offerte agli utenti
sono molteplici: immagini, suoni, video, software
installati nella LIM, collegamenti Internet...
Il risultato concretizza un nuovo modo di 
rapportarsi con i concetti da insegnare ed 
apprendere.

LIM IN AULA
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La modalità “esercitarsi ”...

TI
R
A
R
E

TI
R
A
R
Econsente una più viva e attiva partecipazione dello 

studente, non semplicemente lasciato ad un ruolo 
passivo, ma persona coinvolta nella  fase di 
apprendimento. 
Attraverso giochi digitali, esercitazioni e strumenti 
appositamente predisposti per facilitare lo svolgimento
di operazioni matematiche e scientifiche, l’alunno ha la
possibilità di verificare il suo grado di comprensione, 
permettendo al docente un intervento maggiormente 
mirato.

LIM IN AULA

La modalità “condividere ”...

TIRARETIRARE

permette di dar vita a 
percorsi differenziati 
partendo da un unico 
contenuto di base”. 
                            [Biondi 2008]

LIM IN AULA

Modalità “Costruire ”....

TIR
A
R
E

TIR
A
R
E

è il livello più sofisticato di uso della 
LIM,attraverso cui gli alunni creano 
un elaborato personale per mezzo di 
quanto presentato in classe  e delle 
risorse reperite personalmente.

LIM IN AULA

Rielaborazione da: Biondi G., LIM a scuola con la Lavagna Interattiva Multimediale, Giunti, Firenze, 2008.

Tunnel magico 

Consigli generali su come 
costruire attività personali

Consigli generali 

Sposta e rivela

Magic box

Cancella e rivela

Slider tool

 Comic Sans MS / Century Gothic

Dimensione Font   suggerita 36  / non più piccola di  24

Scelta del tipo di carattere (font)

Facile da vedere

Consistente

Appropriato al livello

Usare un solo tipo di font nella lezione
Più di una può creare  difficoltà nella lettura.

LL

LL

LL

Alcuni tipi di caratteri sono più chiari di altri...
Tutto a un tratto, le acque intorno 
presero a gonfiarsi lentamente in vasti cerchi;
 
poi, si sollevarono, di colpo, 
come scivolassero sui lati di un ghiaccio immenso che 
affiorava dal mare all'improvviso.

Si udì un rombo cupo,
come il fragore di un terremoto;
allora tutti trattennero il respiro;

e in un intrico di funi, arpioni e lance,
una forma immensa balzò di traverso al mare.

Ravvolta in un velo sottile di nebbia cadente,
per un attimo si librò nell'aria iridata;
e poi cadde sprofondando nuovamente nell'abisso.

Arial

Times New 
Roman

Verdana

Tahoma

Lucida 
Sans
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La carica per ______________ avviene quando due 
sostanze sono strofinate l'una contro l'altra. Queste 
due sostanze sono inizialmente  ______________.  
Comunque, dopo essere state strofinate, 
una diviene _________________ mentre l'altra 
diviene _________________.

frizione

neutre

positiva
negativa

Clicca in basso per la corretta dimensione

Dimensione dei caratteri

La carica per ______________ avviene quando due sostanze sono strofinate 
l'una contro l'altra. Queste due sostanze sono inizialmente  ______________.  
Comunque, dopo essere state strofinate, una diviene _________________ 
mentre l'altra diviene _________________.

frizione
neutre

positiva
negativa

I colori sembrano 
mischiarsi tra loro 

I colori si scontrano e 
sono difficili da leggere

  (58% daltonismo rossoverde)

Combinazioni di colori da evitare

Non miscelare !

Non miscelare !

Alcune combinazioni 
perdono contrasto

Non miscelare !

Attenzione al contrasto

Questo giallo non rende bene su sfondo bianco

Ma rende molto meglio su sfondo viola

Il verde invece no

Comunque, se il verde è sul bianco in prossimità 
del viola, la chiarezza migliora notevolmente

Come migliorare il contrasto

Il colore del testo ha bisogno del giusto 
contrasto con il colore che sta dietro di 
esso. Alcuni funzionano meglio di altri...

Il colore del testo ha bisogno del giusto 
contrasto con il colore che sta dietro di 
esso. Alcuni funzionano meglio di altri...

Il colore del testo ha bisogno del giusto 
contrasto con il colore che sta dietro di 
esso. Alcuni funzionano meglio di altri...

Impostare lo schema della pagina (layout)

Prestare attenzione alla disposizione degli 
oggetti ed alle loro dimensioni: il risultato 
deve essere improntato alla massima 
chiarezza possibile.

Seguono due esempi, uno negativo e l'altro 
positivo

Wall Street is a street in 
the financial district of 
Manhattan, New York City.

When we talk about the Wall Street 
Crash, we are referring to the fall of 
the stock market in 1929.

WALL ST

where is wall street?
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Wall Street is a street in the 
financial district of Manhattan, 
New York City.

When we talk about the Wall 
Street Crash, we are referring to 
the fall of the stock market in 
1929.

WALL ST

Pull
Pull

The stock 
market is ...
The stock 
market is ...

Gli elementi grafici della pagina

Se non aggiunge nulla alla 
lezione non conviene 

inserirla 

Se un' immagine è troppo 
piccola o confusa  non 
conviene usarla nella 

lezione

La grafica deve essere:

Rilevante

Visibile

LL

LL

Mammals vs Reptiles 

Mammals Reptiles
They are cold
blooded.

Example
Da non fare

Perchè la rivoluzione francese fu importante
• Portò il Popolo ad un coinvolgimento in prima linea nella politica
• Fissò un modello per successive rivoluzioni
• Cambiò la mappa politica dell' Europa per sempre  
II. Le cause della Rivoluzione Francese  
• Intellettuali 
• Sociali 
• Politiche 
A. Cause intellettuali
L' Illuminismo: il pensiero scientifico e filosofico si diffonde nel 18°secolo. Si afferma una classe intellettuale 
con le idee politiche che l' Illuminismo aveva diffuso in Europa. Diventa popolare ciò che più tardi verrà 
conosciuto come Liberalismo.

• Libertà  Diritti Umani  Diritti Naturali  
• La sovranità al popolo
• Uguaglianza  cioè uguali diritti per tutti di fronte alla Legge 

I liberali chiedono anche libertà da un' economia controllata dallo stato. La proprietà viene considerata sacra. 
Si affermano le istanze della classe media. 

Clicca qui

Molto più chiaro

 
• Indusse il Popolo ad interessarsi alla politica 
• Fissò un modello  per successive rivoluzioni 
• Cambiò per sempre la mappa politica dell'Europa

Le Cause della Rivoluzione Francese

Perchè la Rivoluzione 
Francese fu importante

• Intellettuali • Sociali • PoliticheClicca qui Clicca quiClicca qui

Quali caratteristiche deve avere 
l'attività di una lezione digitale 
per essere              ? efficaceefficace

Massimo rendimento : ogni 
punto deve possedere una 
dose di "sostanza"

Interattività

Coinvolgente
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Cercare di rendere 
interessanti i contenuti ai 
diversi stili di apprendimento 
ed abilità dei nostri allievi. 
Spendere troppo tempo su 
questo punto quando non è 
applicabile o rilevante. 

Durante la creazione della 
lezione, controllare sempre 
che il focus principale di tutto 
siano i contenuti e le attività 
di supporto a questi contenuti 
Spendere troppo tempo 
durante la preparazione 
perchè la lezione appaia 
"perfetta" o "carina": i 
contenuti e le attività sono 
molto più importanti No

Accertarsi che ci sia sempre 
qualcosa da fare in ciascuna 
pagina 
Creare pagine multiple fatte 
soltanto di note e piani di 
lavoro

Se è previsto di usare testo 
bianco, cambiare il testo da 
bianco a nero mentre lo si crea
 Dimenticare di riportarlo al 
bianco dopo la digitazione

Controllare la scrittura sull'intero 
file.
Bloccare il testo che sta in 
secondo piano a meno che non 
sia essenziale per l'attività

Aggiungere quando possibile 
delle note nella sezione ad esse 
dedicata nelle paginetitolo.
Dimenticare di scrivere le note 
dell'insegnante nelle pagine
titolo

Inserire elementi multimediali 
come video flash, suoni ed 
immagini. 
Inserire troppo materiale 
multimediale, ingrandendo il file 
al punto di renderlo ingestibile

example

Usare font che si accordano 
con sfondi e temi. 
Usare più di due font e con 
dimensioni inferiori a 24. 

Essere sicuri di fornire risposte 
appropriate in ciascuna attività 
Dimenticare di fornire istruzioni 
su come completare ciascuna 
attività.

Usare tante pagine quante ne 
servono ad illustrare i 
contenuti 
Inserire troppo testo in 
un'unica pagina

Sì

Alcuni suggerimenti
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Quick Reference


The Lesson Activity Toolkit
The Lesson Activity Toolkit is a Gallery collection of customizable tools and 
templates, including activities, games and graphics, that you can use to 
create professional-looking, interactive and engaging lessons. If the Lesson 
Activity Toolkit is already installed on your computer, you can access it in the 
Notebook software Gallery. You can also download the Lesson Activity 
Toolkit from www.education.smarttech.com/slat.


In the Gallery, select Lesson Activity Toolkit to see the contents of the 
toolkit. The contents of the Lesson Activity Toolkit are organized into 
subfolders – Activities, Games, Graphics, Help, Pages and Tools.


Activities
The Lesson Activity Toolkit contains templates for several activities that will keep your students involved and make learning 
fun. Nine types of customizable activities are included. 


For activity ideas, see the Examples folder in the Activities section of the Lesson Activity Toolkit.


To add an activity to your lesson, select a template and drag and drop the activity onto the work area. For best results, limit 
the number of individual Adobe® Flash® activities in your Notebook file to three or less. Each Adobe Flash activity template 


Activity Description


Category sort Organize keywords into two or three categories


Image match Match up to five terms to their corresponding images or Gallery 
objects. To add an image to the activity, drag the image onto the 
work area and send it behind the activity by selecting Order > Send 
to Back from the object drop-down menu.


Keyword match Match keywords to their definitions


Multiple choice Create up to 10 multiple choice questions and specify the correct 
answers. During an activity, select an answer to see if it is correct, 
and receive an overall grade at the end of the question set.


Note reveal Reveal five lines of text individually in your preferred order


Sentence arrange Arrange up to eight sentences in the proper order. For example, to 
test understanding, students can organize the steps of an important 
process or a story line.


Tiles Use between 8 and 35 tiles to hide and reveal an image, Gallery 
object or text. To add an image to the activity, drag the image onto 
the work area, and send it behind the activity by selecting Order > 
Send to Back from the object drop-down menu. You can also add 
text to the front of the tiles to create quiz games and puzzles.


Timeline reveal Present dates in chronological order using a timeline and associated 
descriptions


Vortex sort Sort items into two categories, receiving instant feedback with each 
attempt



http://www.education.smarttech.com/slat





has an Edit button that enables you to customize the activity and a Help button that displays detailed instructions for 
building and using the activity. 


Press Edit to get started. Fill in the blanks and make any selections required to set up the activity. When editing the activity, 
you can add text by typing in the text fields, or by dragging and dropping text into a text field from the Notebook™ page or 
another application such as word processing software or a webpage.


If you would like to ensure that others cannot edit your activity, check the Password box, and set a password. This action 
can prevent participants from accidentally accessing the edit area of the activity during class. 


In class, you can lead the activity or have a student come up to the interactive whiteboard to manipulate the objects. Many 
of the activities include a Check button that will grade the activity, a Reset button that will clear the activity and a Solve 
button that displays the correct answers, enabling you to review the activity with the entire class.


If you prefer not to use Adobe Flash-based activities, some activities are also available in a Notebook page format. Adobe 
Flash activities are identified with a  symbol, and Notebook pages are identified with a folded down top-right corner .


Games
The Games section of the Lesson Activity Toolkit provides game playing pieces such as cards, checkerboards and dominos. 
Adobe Flash tools are available to generate customized education games for your lessons, including crosswords, anagrams 
and word guessing games. For game ideas, see the Examples folder in the Games section of the Lesson Activity Toolkit.


Press the  button on any Adobe Flash game for instructions on how to edit and use the game.


Game Description


Anagram Participants can rearrange letters to form a specific word. You can 
provide a clue, set a timer, adjust the speed of the game and include 
up to five anagrams in one game.


Checkers Checkerboards, complete with playing pieces, are provided. 
Participants can move the pieces around on the board and group 
pieces together as required.


Chess Chess boards, complete with playing pieces, are provided. 
Participants can move the pieces around on the board to play the 
game.


Crossword Generate your own crossword puzzle by entering your Words and 
Clues into this tool. When completing the puzzle, participants can 
enter words using either the On-Screen Keyboard or a pen tool. A 
Solve button reveals the correct answers. This game is useful for 
introducing and reviewing vocabulary.


Deck of cards Individual playing cards are available for use in a game or lesson 
activity







Quick Reference


When editing a game, you can add text by typing in a text field, or by dragging and dropping text into a text field from the 
Notebook page or another application such as word processing software or a webpage. If you would like to ensure that 
others cannot edit your game, check the Password box, and set a password. This action can prevent participants from 
accidentally accessing the edit area of the activity during class.


For best results, limit the number of individual Adobe Flash games in your Notebook file to three or less. If you prefer not to 
use Adobe Flash-based games, some games are also available in a Notebook page format. Adobe Flash activities are 
identified with a  symbol, and Notebook pages are identified with a folded down top-right corner . 


Graphics
Icons and images from the Graphics folder will help you create sophisticated and engaging lessons. Title bars and pull tabs 
can be dragged directly onto the Notebook software page. You can add links to buttons and icons to make the lesson more 
interactive and engaging, and improve the flow. To add a link to an object, right-click on the object, and select Link. You can 
add a link to another file, a page within the current file, an Internet site or an attached file. 


To modify the text included in a graphic, select the graphic, and select Ungroup from the graphic’s drop-down menu. Once 
you have modified the text, select the graphic and the text at the same time, and select Group from an object drop-down 
menu to regroup the text and the image as one graphic object. 


Dice Interactive dice are available that you can roll with a single touch


Dominos Individual dominos that you can use in a game or lesson activity are 
available in both black and white


Hot spots Use one of the images that is provided, for example, the world map, 
a human body, a grid, a Venn diagram, or add your own image. Set 
hot spots and a question. Participants touch the area on the image 
to respond to the question. This activity can be scored. The game is 
good for reviewing how to label an object and geography. To add an 
image to the game, drag the image onto the work area and send it 
behind the game by selecting Order > Send to Back from the 
object drop-down menu.


Sudoku Participants can complete a Sudoku puzzle, with three levels of 
difficulty on-screen using a pen tool or the On-Screen Keyboard. 
The Hint button adds a number to the puzzle, and the Solve button 
will show the answers. This game is a fun way to start a math class.


Word biz Participants select letters, in the correct order, from a grid to answer 
a question you set in advance. This activity can be timed, and you 
can modify the speed. You can include up to eight words in one 
Word biz game, making this game a good choice for reviewing 
spelling and vocabulary words.


Word guess Participants guess letters to form a pre-determined word. There are 
three game formats available to select from (soccer, basketball and 
tomato splat). You can include up to 10 words in one game, making 
this activity useful for review.







You can also use the grouping feature to group graphics with additional images and text. For example, group a pull tab with 
a hint to a puzzle. Then, move the pull tab to the edge of the Notebook page so that the text is hidden until you are ready to 
reveal it.


The Lesson Activity Toolkit provides all items in five colors, enabling you to coordinate with other objects on your Notebook 
page. 


Help
The Help folder contains a link to the Lesson Activity Toolkit webpage, www.education.smarttech.com/slat, where you can 
find additional information and supporting materials for the toolkit.


Pages
Ready-made pages make it easy for you to add structure and style to your lessons. You 
can find templates for title pages and standard lesson activity pages – complete with title 
bars containing notes – in the Pages folder. To change the text on these pages, just 
highlight the existing text and start typing. The title pages include Teachers’ notes and 
Lesson notes, useful tools for documenting learning objectives and lesson instructions. To 
create a professional looking lesson, consider selecting a colored template and using 
matching buttons and graphics from the Graphics folder.


Pages are available in both Adobe Flash and Notebook page format. Adobe Flash pages are identified with a  symbol, 
and Notebook pages are identified with a folded down top-right corner . 


Tools
The Tools folder includes several Adobe Flash tools that you can use to add interactivity to your lesson activities, including 
click and reveal tools, customizable keyword dice, random card, number and color generators, scrolling text bars and many 
more. Many of the tools are explained below, but be sure to browse through the folder to find tools that work for you, and 
creative ways to use them. The tools in the Examples folder may help you generate some ideas.



http://www.education.smarttech.com/slat
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When editing the Tools, you can add text by typing in a text field, or by dragging and dropping text into a text field from the 
Notebook page.


For best results, limit the number of individual Adobe Flash tools you use on a page to five or less using the default size of 
the tool.


© 2008 SMART Technologies ULC. All rights reserved. Notebook, smarttech and the SMART logo are trademarks or registered trademarks of SMART Technologies ULC in the 
U.S. and/or other countries. Adobe and Flash are either registered trademarks or trademarks of Adobe Systems Incorporated in the United States and/or other countries. 
Printed in Canada 02/2008.


Tool Use


Checker This tool can be set to accept text from Notebook software or other 
applications such as word processing programs and webpages. 
Press the corner icon to change the text. Drag the text onto the tool 
and it will be absorbed by the tool. If the text matches, it will respond 
with good job.


Click and reveal Press this tool to make an object transparent and reveal anything 
behind it. Press it again and it becomes opaque, hiding anything 
behind it. This tool is designed to be used to hide and reveal notes 
or images. 


Dice – image or keyword Create customized dice by adding your own keywords or images. 
Press the dice once to roll.


Information button Click the arrows to open the edit mode and change the text and 
appearance. Use the tool to reveal notes when needed.


Pull tab Hide an object off the side of the workspace to be revealed at your 
convenience. Drag an image into the box, then hide it off the side of 
the workspace. To change the tab label, and the position of the tab, 
press the >> icon in the top-left corner of the pull tab. 


Question flipper Use these tools to switch between a question and an answer


Random card, letter, domino 
and number generators


Press once on the object to generate a random card, letter or 
number. Press the arrow to add it to the work area or press the 
object again to generate another. 


Random image or text tool Add up to 50 images or text objects to be randomly selected when 
you press this tool. To add the image or text object to the page, press 
the arrow icon.


Voting tool Use this tool to keep track of student votes, adding or subtracting 
from the total number with each touch


Word generator Press the corner icon to set your keywords and choose the image. 
Press the image to reveal the keywords one at a time.
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