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Project: Heuristic-Functional Animated Movie
The Boy’s Dream(Number of the First Tenner)

Generation ,Z" and MENSA

The project of this heuristic-functional animateduie namedThe Boy’'s
Dream (first ten numbers), will be adjusted with the needs and abilitieghaf
Generation ,,Z” and demands of MENSA (Serbia) whiitéolve imperative that
learning must stimulate cognitive capacities ofldrein. That is, to stimulate
synapses at the right time which are directly resgie for mental functions
(functional-logical, associative, and convergenedgent) that should be used as
early as at the preschool age. On the other hdmel, ekperience of the
kindergarten teachers who use an interactive ehdaard or tablets claim that
they noticed better results and higher level ofivadion at children who learned
mathematics in comparison to the use of classicahipulative methods
[Hil¢enko 2015a; 2015b; 2015c¢; 2014: 52-52, 101].

J. Piaget and B. Inhelder theory [1978], writterny®8@rs ago that said children
were capable of managing complex and abstractitigrninly when a child is 10
years old, according to Rajévidoes not have steady grounds because ,A child
today and a child 50 years ago is not the samd!thilhe author of Nikola Tesla
Center (NTC) — learning system, the president ofNGE department for gifted
children and UNICEF associate at the project olyestimulation of intellectual
development of children stresses that the NTC progs based upon scientific
research in the areas of neurophysiology. Thesamgdses state that up to the age
of 7 even 75% of neuron links or synapses aredfreeated and these are directly
responsible for the intellectual abilities of chdd. NTC-learning system is a kind
of learning based upon theoretical grounds of negyp neuropsychology,
pedagogy and other sciences such as didacticstand@hat system of learning
represents an operationalization of plenty of te#cal knowledge which makes
agood example of how to relate theory with edoacali practice. This new
approach is all about cognitive activities of ctéld that are developing within
application of this system. This system is weltedsapplicable within the family,
kindergartens and classwork in elementary sch&apyic 2009].

According to V. Kuleto, ,sociologists warn for yesato the fact that
traditional methods of teaching are not compatvaits new generations of the
young, born in the digital era. A blackboard andlkhare obsolete means at
classwork with the Generation «Z» because the yaisggtablet computers,
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interact on-line and use social networks on a dbadgis. Before anything we

should alter the approach to the teaching and ehtearhing means and rise up
the level of interactivity. In contrary we will lescompletely the focus of the

coming generations”.

The studies have proved the fact that the youraytdifer a lot comparing to
the older ones. The environment of the Generatihig graphically rich web
technologies, HD screens of high resolution andadlvsatiety of information. The
result of these is the perceptive abilities ofdreih who easily accept visual forms
and learn more effectively. The teachers must adbege trends and adjust their
lectures with the needs of these generations.riégaired to direct their attention
towards problem solving and critical thinking arat direct it at remembering and
reproduction of information. Simultaneously, thessiwork has to be altered in
order to fit their abilities and needs [http://wwalentinkuleto.com].

Project of the animated movieThe Boy’s Dream

The realization of the movie will represent a cquioal product for the
preschool teachers and preschool children in tlhiatcp and foreign market, as
well. It will appear in a multimedia, interactivecanimated DVD edition that
is applicable for internet learning. The platforrh tbe application is Adobe
Flash CS4, whilst the sound effects will be devetbjm Sound Forge™ Pro 10,
at the Cardaq” studio in Sombor.

This didactic e-means will comprise:

1. Animated movie with 16 scenémtro; the beginning of fable — the boy's
dream; going in adventure; 10 scenes of questiomksraddles; the scene of
solving the last problem task — completing the se@d first 10 numbers;
final scene — awakening; ending scerid)e estimated length of movie is 12
minutes,
An interactive quiZ12 functional and logical mathematical tasksid

Didactic and methodic guidebook for the teachers.

The realization phases of the project are:
1. Blueprinting of the project,
2. Forming an instructional teatan expert for each area)
3. Writing of scenario and book of filminghe illustration done by the authgr)
4. Realization of every part of animated mogiigro — ending scene),
5. Projecting and development of the interactive quiz,
6
7
8
9.
1

wn

. Programming,
. Composing and synchronizing the sound and thengictu
. Writing of didactic and methodic guide book,
Testing, correction and application optimizatiom an
O.mplementation i the practice.
The estimated time frame if two years (beginninthvii* Sept. 2015 to*1
Sept. 2017). Application (movie and quiz) will bevéloped in the resolution of
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1680 x 1050 pixel), that is the HD screen for evewgput units of table and
mobile devices (laptops, LCD monitors, tablets), Bvd smart electronic
boards.

Fable: the boy dreamt, in which he rides a small bike] brings with him
a wooden sword and teddy bear, and he went ina gdventure (Fig. 1).

Fig. 1. The first scene — a boy dreams

The boy’s preparation for the journey (Fig. 2).

Fig. 2. The second scene — the boy on a small bjkemed” with a wooden sword
and a teddy bear goes into adventure

Riding his bike the boy meets characters who askdiiferent questions he
has to provide a correct answer. On the journeytimbers are not in the order:
1. an owl (the mysterious number is 2),

2. a bet (the mysterious number is 5),
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3. the Moon (the mysterious number is 3),

4. a firefly (the mysterious number is 9),

5. a cat (the mysterious number is 4),

6. a railroad man (the mysterious number is 6),
7. a bogy (the mysterious number is 1),

8. a Martian in UFO (the mysterious number is 8)
9. a night butterfly (the mysterious number is iL0)
10. a mouse (the misterious number is 7).

Each of 10 scenes (length60 sec.) of the encounter of the boy and a new
character stops at the end. This enables the thdiliadvance of individual
pupils and leaves enough time for children to aséstjons during the pause and
teacher to provide additional explanation. In thasec of correct answer
(mysterious number, see in the brackets behind ebhahacter)boy proceeds
further, (choosing between three answeds)in contrary, returns a step back

(Fig. 3).

Bw -
T' Ve ost my way,

can you nelp me Fulfill my .

SELECT THE CORRECT ANSWER

M

£ ™

Fig. 3. The 18" scene — the boy meets the Martian, who asks
a mysterious question

Here is the example of a riddle (that rhymes), Wisiclution is the number 5:

,One to another they stand upright and help childeecount. On the hand
they are in even numbers, think about what thatbminis __ "(poet, Mira
Mori¢).

When he reaches the end of road the boy have shedarder the numbers
in the right sequence from 1 to 10. After succdbstione the whole tasks there
is the scene when an alarm clock rings and mothes: slgor, wake up! Today
is the first day of the kindergarten...” (Fig. 4).

114



| |

‘Today is the first day
Of Kindergarten...

Fig. 4. The 14" scene — the boy wakes Chart 1. The algorithm scheme for the
up, alarm clock is ringing, solving of the heuristic and branched
the first day of the kindergarten! animated movie

In the chart 1 the algorithm scheme is presenteditfe solving of the
heuristic and branched animated movie.
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Quiz
The quiz represents the upgrade and operationalizat the content. There
are 12 tasks adjusted to the age group of chiltra@inshould improve functional
and logical capacities. These tasks can be solyethd method of trial and
error, by direct manipulation of animated obje@slving of the tasks is time
limited. Children actively search for the answeysdolving the tasks and by
mathematical operations (+, —,%,<, >).
The presented task number 7: ,Which number do wtenpen we divide
8 in half? The new numbers must remain the saniéi& appearance and the
solution of the task is presented in the picture$ and n. 2Solving the task:
children choose between five answers that are geov{numbers: 0, 3, 4, 7 and
10) and has to set it on the right square withirttegrogation mark (?). If the child
answers correctly the red sig#)(changes into green and appears the identical
number for marbles as the illustration of the nunamel there it ends the animation
of the solved task — number 3. Pupils have 1 mitnuselve a task (Picture 2).
The rest of the tasks will have the content sucfewasry further task will be
more difficult):
*# Using provided answers create an agglomeratiorheffirst en numbers.
#* Which are even and which one are uneven numbers?
*# Order numbers form the smallest to the biggest one
*# Guess which number is f8rbigger thanb, and for2 smaller thanl0?
#* Guess which number is fdrsmaller than numbet0, and for5 bigger than
numberl?
#* Which two numbers are written the same and reddréifitly?
#* Which number is the half of 8?
#® Solve the task
#® Solve the task
#® Solve the task
*® Solve the task
*® Solve the task

‘ ‘ ‘What number do we get when we split the number 82 ‘What number do we get when we split the number 82
" Make sure that the new number is the same size! ‘ﬂ Make sure that the new number is the same size!

&)\/ IGNME! &)\/ IGNME!

Picture 1 and 2. The ¥ functional and logical task with the solution
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After the answer was provided the pupil can géatow whether he/she did
it right or wrong and depending on that can getheis points. In the case of
wrong answer a pupil gets to know the correct anggreen button). After the
quiz has been finished every pupil gets to knowttivee of task solving the
number of points scored and gets the prize (a aigjo

The quiz will offer the teachers in preschools phbssibility of following the
results of the children participating in the quihe software will assess the un-
derstanding of the children and report on theiraade and resulighe average
grade and the group grade and the percent of tmeecbanswers) This will aid
the preschool teachers in the sense of gettingatatxact levels of knowledge
for this area and problematic sites in the prooés€quiring knowledge.

Didactic and methodic guidebook

The guidebook provides the model of classroom #igs/for realizing this
unit besides additional general hints and explanatirelated to presented
animated form as the educational means and itgsenfle on learning process,
technical characteristics of the applications dredway quiz should be solved.
The guidebook relates to organization, methodicretation of other kinds,
articulation of activities, forms and manners adsswork, aims and results of
this teaching process... The guidebook will have apipnately 20 pages.

Conclusion

What we have to do in the following period is talize the whole project
and widely implement this animated movie withinsslork in the educational
institutions in the Republic of Serbia so as teeree the valid information about
its quality and applicability.

.Indeed, ...our aim is to simultaneously provide Waeiety of didactic ways
and means in the daily routines of the preschauiiters. The aim is to educate
them for the application and use of contemporaagssioom methods regarding
the imperative of contemporary times and to prouiue present day children
with an interactive means appropriate to their semud to create environment
that will stimulate their cognitive capacities aboall heuristic-functional and
logical thinking”.
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Abstract

Animated movieThe Boy’s Dream (number of the first tennés)the latest
project of our instructional team that complieshaibe latest international re-
guirements in order to develop a e-tutoring plaitfoin addition, especially in
accordance to the needs and possibilities of Geoesa,Z”, and on the other
hand the concept of heuristic algorithms stimulatésition and common sense
in children. Furthermore, the targeted group —dthit of preschool institutions
engaged in monitoring and resolving applicatiomr, ptatform requires and de-
velops their functional-logical potential. The e includes an interactive quiz
with 12-manipulation tasks, like upgrading animatedmes (and on the other
hand, generates a report on the performance aidthities (average scores of
the individual, the group and the percentage ofrectr answers on questions)
which will help teachers to better recognize theeleof knowledge on this area
and problematic places of learning) as well asntie¢hodological manual. The
aim of the paper is to present the project fofutsimplementation we suggest
a period of 2 years.

Keywords: animated movie, heuristic-branched model of edieg; manipula-

tion animation, motivation, Generation ,Z" and MEASunctional and logical
thinking.
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