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Labels for activities and tools
Story cubes 
Short description of the tool or activity
Story Cubes is a creative story generator, providing hours of imaginative play.  

What is it? 
Story cubes is an attractive tool for developing language skills and stimulates creative writing in a fun way. The cubes are meant to stimulate an individual’s creativity by providing visual cues.

How does it work? 
A set of Story cubes consists of 9 cubes. Roll the cubes out and look at the 9 images on the cubes. You have to tell a story connecting all 9 images, starting the story with ‘once upon a time …’. You have to use all the images in the story. There are no rules, let your imagination run free. 

What is specific about the tool?
It is also possible to make a story together. The first player rolls 3 cubes and starts the story. The next 
player also rolls 3 cubes and moves on with the same story.

Are there advantages/disadvantages?
There are many ways to use the cubes to play any type of game you can think of, including solitary, cooperative, team, and competitive games. 
However, the majority of the responsibility to provide the fun and game rules is placed on the shoulders of the individuals playing the game. Play the game with individuals who choose not to be creative or get into the spirit of the game, and your experience will most likely be less than satisfactory.

Source: where can the tool be found
http://www.storycubes.com


Labels
When a tool or activity scores remarkably good (favorable) on a particular criterion, you put a cross in column number 2, which is green. If a tool or activity scores remarkably poor (unfavorable) on a particular criterion, you put a cross in column 0, which is red. If the result is more intermediate, you can choose column number 2 (orange). 

	Label
	General definition
	Examples
	 0
	 1
	 2

	Structure
	Structure of the learning process
	Progressive levels of the learning: five levels (choose words, discover the meaning, integrate new words, consolidate words, master words)
Connected with the purpose of your learning \ broad and in-depth learning
	
	x
	

	Ease of use
	The extent to which the tool or activity is workable
	Cognitive complexity, interface, layout, instructions, skills needed, language, clarity of task, ease of access (mobility, startup time, materials needed)
	
	
	x

	Investment
	The investment you need to make
	Cost, time investment, effort (setup: download, software, materials, presence of ready-made exercises, randomization..)
	
	x
	

	Outcome
	The extent to which the tool has a good outcome
	Number of words learned or practised, perceived intensity of learning (eg levels of Bloom: recognition, retention, analysis, application...), receptive vs productive
	
	x
	

	Support
	How much support do you get when you learn
	Access to support, pronunciation available, connection to platform /course, feedback and evaluation, demonstration, visual support
	x
	
	

	Methodology
	Is the methodology sound
	Variety in exercises, use of context, activation of the learner, possibility to choose own method, use of repetition, loop learning
	
	x
	

	Quality of language
	Are the exercises reliable wrt language
	Spelling, correctness of translation, accurate language level
	
	
	

	Perspective
	Information on your progression (micro/mesolevel)
	Information on progress made, visualization of results, benchmarking
	x
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