
Postgraduate Diploma
New Technologies 
and Gamification in 
Geography and History 
in Primary Education



Postgraduate Diploma
New Technologies 
and Gamification in 
Geography and History  
in Primary Education

	» Modality: online
	» Duration: 6 months
	» Certificate: TECH Global University
	» Accreditation: 18 ECTS
	» Dedication: 16h/week 
	» Schedule: at your own pace
	» Exams: online

Website: www.techtitute.com/us/humanities/postgraduate-diploma/postgraduate-diploma-new-technologies-gamification-geography-history-primary-education

http://www.techtitute.com/us/humanities/postgraduate-diploma/postgraduate-diploma-new-technologies-gamification-geography-history-primary-education


Introduction

Certificate

Objectives

Course Management Structure and Content Study Methodology

p. 4 

p. 32

p. 8

p. 12 p. 16 p. 22

06 

02 

03 

01 

04 05 

Index



The Social Sciences aim to study the human being in their entirety, and this requires 
knowledge shaped by many other fields arising from the various disciplines that 
make up the Social Sciences: Geography, History, Politics, Economics, Anthropology, 
Demography, Sociology, and others. 
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This Postgraduate Diploma in New Technologies and 
Gamification in Geography and History in Primary 
Education will instill a sense of confidence in your 
professional performance, helping you grow both 
personally and professionally”
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While it is important for students to understand the social realities, ways of thinking, 
and lifestyles of the past, it is essential that they also grasp the current social situation, 
the elements that make it up, and the mechanisms needed to navigate it. In this sense, 
current Primary Education curricula adapt the concepts to be taught according to the 
educational level. For example, in the early stages of primary education, students are 
introduced to knowledge related to social relationships and structures such as family, 
school, and friendships, which are later expanded to include towns, cities, territorial 
organization, the State, the European Union, and its institutions, among others. 
Ultimately, all these elements provide students with the knowledge to understand the 
social reality they live in and how it is structured, but also equip them with tools to 
navigate the world with ease.

This program offers competencies in Geography and History for Primary Education 
students from a heritage-based perspective. It focuses on teaching the importance 
of Cultural Heritage, its conservation, and appreciation through the learning of Social 
Sciences in the early school years. The goal is not only to train students in the didactics 
of these subjects but also to prepare them to teach about Cultural Heritage and 
transmit the values associated with it, forming part of the child's cognitive, sensory, 
social, and cultural development. Additionally, the program includes valuable resources 
and strategies to help develop lesson plans for each class, facilitating the teaching-
learning process and the practical application of knowledge gained.

This Postgraduate Diploma in New Technologies and Gamification in Geography 
and History in Primary Education contains the most complete and up-to-date 
program on the market. The most important features include:

	� Development of practical cases presented by experts in New Technologies and 
Gamification in Geography and History in Primary Education

	� The graphic, schematic, and practical contents with which they are created 
provide scientific and practical information on the disciplines that are essential 
for professional practice

	� New developments in New Technologies and Gamification in Geography and 
History in Primary Education

	� 	It contains practical exercises where the self-assessment process can be carried 
out to improve learning

	� Special emphasis on innovative methodologies in Pre-School and Primary School 
New Technologies and Gamification

	� All of this will be complemented by theoretical lessons, questions to the expert, 
debate forums on controversial topics, and individual reflection assignments

	� Content that is accessible from any fixed or portable device with an internet connection

Update your knowledge through 
the Postgraduate Diploma 
in New Technologies and 
Gamification in Geography and 
History in Primary Education”
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The program includes faculty members who are professionals in the field of New 
Technologies and Gamification in Geography and History in Primary Education, bringing 
their extensive work experience to this training. Additionally, renowned specialists from 
leading societies and prestigious universities contribute their expertise.

Thanks to its multimedia content, developed with the latest educational technology, 
professionals will benefit from situated and contextual learning—simulated 
environments designed to provide immersive learning experiences that prepare them 
for real-life situations.

The design of this program is based on problem-based learning, where educators 
are required to solve various professional practice scenarios presented throughout 
the course. To support this, educators will have access to an innovative interactive 
video system created by renowned experts in New Technologies and Gamification in 
Geography and History in Primary Education, all with significant teaching experience.

This Postgraduate Diploma could be the 
best investment you make in selecting a 
professional development program for 
two reasons: not only will it update your 
knowledge in New Technologies and 
Gamification in Geography and History in 
Primary Education, but you will also receive 
a qualification from TECH Global University”

Take advantage of the opportunity to 
discover the latest advancements in 
New Technologies and Gamification 
in Geography and History in Primary 

Education, and enhance your 
students' training.

Increase your decision-making confidence 
by updating your knowledge with this 
Postgraduate Diploma.
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The Postgraduate Diploma in New Technologies and Gamification in Geography 
and History in Primary Education is designed to support professionals working 
with primary education students.



This Postgraduate Diploma aims to help you update your 
knowledge in New Technologies and Gamification in 
Geography and History in Primary Education, using the 
latest educational technology, to contribute effectively 
and securely to decision-making and student monitoring”
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General Objectives

	� Define the curriculum of Social Sciences

	� Acquire knowledge and skills related to the New Technologies and Gamification in 
Geography and History in Primary aimed at Primary Education students, from an 
integrative and ethical perspective in which Cultural Heritage serves as the common 
thread linking the various branches encompassed by the Social Sciences

	� Employ the necessary tools to apply the knowledge acquired, as well as to develop 
and defend, with appropriate arguments, the solutions to potential problems that 
may arise within the corresponding field of study and professional practice

	� Design and plan teaching and learning processes through the use of a method 
that integrates the subjects of History and Geography from an instructive and 
cultural perspective

	� Define the value of Cultural Heritage and its role in understanding, empowering, and 
developing contemporary society through the disciplines of Geography and History

	� Promote in the classroom democratic, critical, and diverse education through these 
subjects, taking into account gender equality, equity, and the importance of human 
rights, among other fundamental principles 

	� Explain the educational dimension of teachers with respect to the functions they 
perform and their role in the cognitive development of students

	� Use information and communication technologies (ICT) that can benefit proper 
classroom dynamics and student learning

	� Acquire competencies that enable the student of the Postgraduate Diploma to 
interconnect the subjects of Geography and History with other disciplines, in order 
to innovate and enrich the teaching-learning process in the classroom
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Take advantage of this opportunity and take 
the next step in updating your knowledge on 
the latest advancements in New Technologies 
and Gamification in Geography and History in 
Primary Education”

	� Explain the function and purpose of a didactic unit 

	� Describe the contents that should be included, its organization, and the 
necessary elements and tools to effectively implement it in the subjects 
of Geography and History 

	� Develop and supervise the contents of a didactic unit

	� Equip students with the tools for effective use of ICT in the classroom, 
enhancing their ability to innovate in the learning environment

	� Define strategies for adapting games to the routine classroom dynamic

Specific Objectives
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The program includes faculty members who are leading experts in New 
Technologies and Gamification in Geography and History in Primary Education, 
bringing their professional experience to this training. In addition, other experts of 
renowned prestige participate in its design and planning completing the program 
in an interdisciplinary manner.



Learn from leading professionals about 
the latest advancements in procedures 
within the field of New Technologies and 
Gamification in Geography and History 
in Primary Education”

Course Management | 13



14 | Course Management

Management

Ms. Belso Delgado, Marina
	� Art Historian and Researcher

	� Master's Degree in Research and Management of Historical-Artistic Heritage (University of Murcia)
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Faculty
Ms. Antón López, Estefanía

	� Humanist

	� Master's Degree in Protection of Historical-Artistic Heritage: The Legacy of 
Al-Andalus (University of Granada)

Ms. Carbonell Andreu, Andrea
	� Art Historian

	� Master's Degree in Cultural Heritage: Identification, Analysis, and Management 
(University of Valencia)

	� Student of Bachelor's Degree in Geography and History

Mr. Gálvez Ruiz, Antonio 
	� Architect

	� Master's Degree in Architecture (Antonio de Nebrija University, Madrid) Master's 
Degree in Teacher Training for Compulsory Secondary Education, High School, 
and Vocational Training (Polytechnic University of Madrid)

Mr. Pueyo García, Luis 
	� Historian and Professor of Social Sciences, Geography, History, and Art History

	� Head of the Didactic Department (La Torreta High School, Elche)

	� Master's Degree in History and Hispanic Identities in the Western Mediterranean
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The structure of the contents has been designed by a team of professionals from 
the best educational centers and universities in the country, aware of the relevance 
of current innovative information, and committed to quality teaching through new 
educational technologies.
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This Postgraduate Diploma in New Technologies 
and Gamification in Geography and History in 
Primary Education contains the most complete 
and up-to-date academic program on the market”



Module 1. Teaching Project and Didactic Units
1.1.	 Purpose and Use of Didactic Units

1.1.1.	 What Is a Teaching Unit? 
1.1.2.	 Objectives and Purpose in Teaching

1.2.	 Programming Didactic Units
1.2.1.	 Necessary Components.
1.2.2.	 Contents: Conceptual, Procedural and Attitudinal

1.3.	 Methodological Strategies in Didactic Units
1.3.1.	 Methods to Create Didactic Units
1.3.2.	 Techniques to Develop Didactic Units

1.4.	 Activities and Estimated Times
1.4.1.	 Theoretical Tasks for Didactic Units
1.4.2.	 Practical activities for Didactic Units
1.4.3.	 Estimating Time Spent on Activities. Timeline
1.4.4.	 Teaching Resources: Space, Texts, Documents and Other Materials

1.5.	 Resources for Didactic Units
1.5.1.	 Spaces
1.5.2.	 Written Documents
1.5.3.	 Other Materials

1.6.	 Assessment Criteria
1.6.1.	 Assessment Techniques
1.6.2.	 Assessment Activities and Tools
1.6.3.	 Student Grading: Monitoring Mechanisms

1.7.	 Other Components
1.7.1.	 What Didactic Units Contribute to Students' Basic Competencies
1.7.2.	 Attention to Diversity
1.7.3.	 Unit Summary Charts
1.7.4.	 Programming Conclusions

18 | Structure and Content
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1.8.	 Didactic Units in Social Sciences
1.8.1.	 Preliminary Considerations
1.8.2.	 Elaborating Didactic Units in Social Sciences: Content Justification
1.8.3.	 General and Specific Competencies in the Subject
1.8.4.	 Syllabus Planning
1.8.5.	 Teaching Unit Design and Structure in Social Sciences

1.9.	 Educational Methods and Strategies Used in Social Sciences
1.9.1.	 Incorporating the Historical Method in Teaching of Social Sciences
1.9.2.	 Cooperative Strategies to Rebuild Social Knowledge: Problem Solving, 

Simulations, Case Studies, etc.

Module 2. Use of New Technologies in Geography and History in Primary 
Education

2.1.	 Introduction to ICT in the Educational World: Evolution and Impact
2.1.1.	 Modernizing the Classroom: Early Attempts
2.1.2.	 Evolution of Technology in Teaching
2.1.3.	 Impact on the Educational and Sociological Development of Student

2.2.	 Main Functions and Levels of Integration
2.2.1.	 Basic Functions of ICT in the Classroom: A Complement to Teaching
2.2.2.	 ICT as a Tool for Social Integration

2.3.	 Advantages and Disadvantages of ICT in the Classroom: Best Practices
2.3.1.	 Advantages of ICT Application in Schools
2.3.2.	 Disadvantages of ICT Application in Schools
2.3.3.	 Recommendations for Classroom Use

2.4.	 Images as an Educational Resource
2.4.1.	 The Role of the Image as a Basic Graphic Teaching Document
2.4.2.	 Current Importance of Visual Culture
2.4.3.	 The Complexity of Image Interpretation and Its Application in the 

Classroom: Coherence with Age and Content
2.5.	 The Use of Video in Teaching

2.5.1.	 Functions of Video in the Classroom
2.5.2.	 Video as a Learning Mediator, Compared to Other Media
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2.6.	 ICT in Geography and History
2.6.1.	 Approaching Social Sciences Through New Technologies
2.6.2.	 Evaluating the Technological Availability of Students and Educational Institutions
2.6.3.	 List of Applicable ICT Tools for Teaching Geography and History to Primary 

School Children
2.7.	 Cultural Heritage, Museums, and ICT

2.7.1.	 Updating the Functions and Communication of Cultural Heritage
2.7.2.	 Using ICT for Students in Heritage Monuments
2.7.3.	 The New Concept of Museums: ICTs and School Visitors

2.8.	 Art Education and Adaptation of ICT
2.8.1.	 What is Art Education? Contributions to Child Development and Its Link to 

Geography and History
2.8.2.	 Creativity through New Technologies. Didactic Resources
2.8.3.	 Advantages and Disadvantages of ICT in Art Education

2.9.	 New Proposals for Technological Resources and Their Application in the Classroom
2.9.1.	 Communication, Debate, and Collaboration Tools
2.9.2.	 Organization and File Sharing Tools
2.9.3.	 Mobile Applications
2.9.4.	 3D Projects, Virtual Reality, and Others

Module 3. Shall We Play in Class?
3.1.	 The Game in the Classroom. Theory, Evolution, and Importance as a Learning Tool

3.1.1.	 What is Educational Play? Theoretical Approaches and Other Perspectives
3.1.2.	 Educational Objectives and Purposes of Play
3.1.3.	 Evolution of Play in the Classroom
3.1.4.	 Play and the Development of Skills by Area

3.2.	 Memory vs. Experience. Advantages and Disadvantages
3.2.1.	 Aspects of Memorizing Data: Beneficial or Counterproductive? 

Its Application in Play
3.2.2.	 The Role of the Senses as a Tool in Play
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3.3.	 Key Aspects of Play’s Function in Teaching. The Game as a Socializer and 
Transmitter of Values
3.3.1.	 Exploiting Play for Educational Purposes
3.3.2.	 Teaching How to Play and Learning Through Play
3.3.3.	 Strategy for Addressing Diversity
3.3.4.	 Study of Psychological Activities During Play

3.4.	 Game Design in the Classroom: Guidelines to Consider
3.4.1.	 General Characteristics of Educational Games
3.4.2.	 Steps for Creating a Game
3.4.3.	 Educational Game Formats
3.4.4.	 The Rules of the Game
3.4.5.	 Available Materials

3.5.	 The Role of the Teacher in Play
3.5.1.	 Skills to Consider
3.5.2.	 Suggestions Before Starting a Game
3.5.3.	 Models and Patterns to Follow
3.5.4.	 The Teacher’s Role During the Activity

3.6.	 Play and ICTs
3.6.1.	 Introducing Technology into Play
3.6.2.	 Significant Examples

3.7.	 Geography and Play
3.7.1.	 Geographical Components a Game Should Have
3.7.2.	 Significant Examples

3.8.	 History and Play
3.8.1.	 Historical Components a Game Should Have
3.8.2.	 Significant Examples

3.9.	 Cultural Heritage: Another Playing Field
3.9.1.	 Introduction to Heritage Study Through Play
3.9.2.	 Playing with Heritage: Methods and Contributions to Learning
3.9.3.	 Significant Examples
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Certificate
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This Postgraduate Diploma in New Technologies and Gamification in Geography 
and History in Primary Education guarantees students, in addition to the most 
rigorous and up-to-date education, access to a diploma for the Postgraduate 
Diploma issued by TECH Global University.
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Successfully complete this program and 
receive your university qualification without 
having to travel or fill out laborious paperwork”
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*Apostille Convention. In the event that the student wishes to have their paper diploma issued with an apostille, TECH Global University will make the necessary arrangements to obtain it, at an additional cost.

This private qualification will allow you to obtain a diploma for the Postgraduate 
Diploma in New Technologies and Gamification in Geography and History in Primary 
Education endorsed by TECH Global University, the world's largest online university.

TECH Global University, is an official European University publicly recognized by the 
Government of Andorra (official bulletin). Andorra is part of the European Higher 
Education Area (EHEA) since 2003. The EHEA is an initiative promoted by the European 
Union that aims to organize the international training framework and harmonize the 
higher education systems of the member countries of this space. The project promotes 
common values, the implementation of collaborative tools and strengthening its quality 
assurance mechanisms to enhance collaboration and mobility among students, 
researchers and academics.

This TECH Global University private qualification, is a European program of continuing 
education and professional updating that guarantees the acquisition of competencies 
in its area of knowledge, providing a high curricular value to the student who completes 
the program.

Title: Postgraduate Diploma in New Technologies and Gamification in Geography 
and History in Primary Education

Modality: online

Duration: 6 months

Accreditation: 18 ECTS

https://bopadocuments.blob.core.windows.net/bopa-documents/036016/pdf/GV_2024_02_01_09_43_31.pdf
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