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Socrates Programme, Comenius Action  2.1 

Contract Number: 128967-CP-1-2006-1-IT-Comenius - C 2.1

Teachers Workshops 
17th – 18th April 2008
Participating Teachers :

	Name
	School

	Massimo Dondolini
	Ist. Prof. “L’Einaudi”

	Letizia Galli 
	Ist. Istr. Sup. “Marco Polo”

	Franca Gattini
	IRRE Toscana

	Valter Montorsi

	I.P.S.S.C.T. “C. Colombo”

	Sergio Morgia 
	Ist. Prof. “L’Einaudi”

	Claudia Perlmuter
	IRRE Toscana

	Riccardo Rivarola
	Ist. Prof. Luigi Orlando


Trainers: Antonio Cioffi and Cristina Gregolin (University of Fine Arts of Brera). 
Tutor: Stefano Zanini (Pixel)
As administrative issue, a certificate of presence is given to each teacher who needs one. 
Pixel is a training organization recognized at national level, and teacher may take part to its courses organized as part of their working days. 

As general suggestion, Antonio Cioffi invites teachers to be very innovative and not to reduce the project aims only limited by the low performance of the school PCs.
 There is a new teacher from Milan taking part to the workshop, Prof. Letizia Galli. Antonio Cioffi illustrates to her the achievements of the past workshop sessions. It is a good occasion to refresh useful information about Neobook, Adventure Makers and videogame editors.

The teachers get to know the large world of mod communities and explore some website about this topic, just starting from a quick research with Google. 

Some teacher shows its interest in this diffused phenomenon of the “modding” and wants to know more about it. There is a deep interest toward the way the new generations learn to “read” videogames, this new form of language, and how some learn to “write” using such sophisticated instruments. 
The teachers concern about the useless information young people learn in such easy way with videogames.  The purpose of the Learning Game project is to use the potential of videogames to teach in a easy way important subjects to pupils. 
Antonio Cioffi reviews two best seller books about the topic “education and videogames” and suggests to the participating teachers to read them:

· Miragliano Roberto, “Joystick. Pedagogia e Videogame”, Walt Disney Company Italia Editore, 2003 (Italian language).
· James Paul Gee, “What Video Games Have to Teach Us About Learning and Literacy”, Palgrave Macmillan Ed, 2003. 
Cristina Gregolin shows to the teachers a virtual reproduction of Verona Castle made with the videogame editor Radiant. Walking around inside this virtual “guided tour” is possible to understand the immersion capacity of a 3D environment reproduced thanks to a videogame editor. 
Large part of the first day of the workshop is dedicated to introduce the teachers to the modeling tools of Hammer. In this videogame editor there is a large amount of tools allowing to reproduce in the 3D environment a full lists of objects and details. Antonio Cioffi creates an example room and navigate together with the teachers inside of it, showing step by step how to do it and how to improve the result.

Another software shown is Softimage® a software for 3D rendering of objects and faces. Antonio Cioffi shows the many applications this software offers, especially in the animation of human characters to be introduced in the educative videogame. All the objects created with Softimage are compatible with Hammer. 
The second part of the workshop is dedicated to take a final decision over the educative videogame to be produced by the teachers. The teachers and the trainer Antonio Cioffi talk deep and long which could be the best subject and the best way to produce it. 
It is eventually decided to set the educative adventure inside the nuclear plant of Chernobyl, with the final purpose to avoid the disaster being reality. The player will be inside the inner part of the building where the action take place, he/she must understand the basic functioning of the plant with the instruments available maybe also talking in English with virtual characters inside the videogame. The objective is to teach the dynamics of such complex system with the excitement of the possible disaster. 
The workshop group then start a deep research of technical information about the nuclear plant, how it works an what happened in Chernobyl. After a possible story board is drafted together with the analysis of the multimedia instruments to realize it. 
To the end of the workshop, instruction were give to continue the development of the videogame at home, so to have concrete material ready for the last workshop of the 4th of June. 
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