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Socrates Programme, Comenius Action  2.1 

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

Teachers Workshops 
1st – 2nd April 2008
Participating Teachers :

	Name
	School

	Massimo Dondolini
	Ist. Prof. “L’Einaudi”

	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)
Before the lesson the needed programs are installed, patched and checked on each computer . 

The definitive calendar of next workshops is approved: 

· 4th day of workshop: 17/04/08

· 5th day of workshop 18/04/08
· 6th and final day of workshop 04/06/08 
A printed version of the new calendar is given to each teacher. 
The lesson starts with the Antonio Cioffi explains his objectives for the 1st and 2nd April workshops:

· Exploring the virtual set of a videogame, exploiting the best out of it for the creation of a educative videogame.
· Learning to use the author program Neobook
· Creating a  360 degre panorama to be used as environment background.
· Learning to use the program Adventure Maker. 
· Learning to use the videogame editor Hammer 

As first part of the lesson the teachers launch the game Half-life and are invited by the trainer to get comfortable with the 3D virtual environment and the first person game concept. The teachers appreciate the graphic quality and the high level of details. Antonio Cioffi insists on the potential use of this graphic engine with the purpose of an educative videogame: this level of object interaction makes possible a full immersion setting, the best place for an eLearning platform. 
This session has the purpose of obtaining workable images for the workshop. The teachers look for a suitable place inside the game and use it as virtual “photo set”. After the right room is found the teachers plan the number and the orientation of the pictures to be taken. After that by using the program FRAPS and moving inside the videogame the teachers take several screenshots to be used later pressing the key F10. 
At the same time several other screenshots are taken rotating the camera all round to be used later in a 360° panorama program.  At least 12 screenshots in all directions are needed to make a complete turn with a horizontal camera, while at least 18 are needed if the camera is vertical. 
The second program to be used is Neobook.
Antonio Cioffi introduces it and explain accurately the program features. A new application is started and step by step all the basic functions are shown to the teachers by creating a small sample. Much attention is given to explain the “buttons”, how to insert them, their proprieties and how to set them with “actions”. 
Antonio Cioffi gives the address where teachers may download the Italian trial version of the Neobook program:  www.systems.it/download.php4
The teachers start a practical session with the Neobook program by using the pictures captured inside the Half-life game “photo set”. Side buttons are added to allow navigation between the pictures in the same way of a first person setting, but with a point a click movement style. Cioffi follows the teachers’ progress step by step and help them when needed. After the basic navigation system is done, teachers try to add action buttons inside the test project. 
About the use of Neobook, it is suggested to create a new folder only for the Neobook project. In this way it will be possible to move the project in any computer just by moving the folder, without the risk of loosing files. 
During the second day of the workshop a new teacher joins the workshop: Claudia Perlmuter from IRRE Toscana. Antonio Cioffi explains her the project’s purposes and the results achieved until now.
The third program introduced is PanaVue Image Assembler. 
Cristina Gregolin install the program in each teacher’s laptop made available by Pixel and introduces it. PanaVue can be used to assembly pictures with the purpose of creating 360 degrees panorama images. 
Cristina Gregolin then explain step by step how to proceed to join all the pictures together and how to overlap the borders perfectly. Then teachers start a practical session in which they utilize the pictures made in the early stage of the workshop inside the videogame “photo set”. They create by themselves a 360° panorama by joining manually each captured shot.  
The image created with such process is then edited and resized with Photoshop to be used properly with the next program.

The fourth program introduced is Adventure Maker. 
Antonio Cioffi explains the program interface and starts a new sample project. He then explains all the program properties, options, graphic and text styles. The program allows to create point-and-click games and multimedia software in a short time, without any scripting or programming. The possible uses of the 3D environment are introduced more in details.
The game Dark Room is shown in its details explaining the programming tips used to create it. In a practical way the teachers are introduced to the possible uses of Adventure Maker. 
The fifth program introduced is Hammer, editor of the game Half-life. 
As most of the important latest videogames, Half-life comes with editor allowing to modify it. Many “modding” communities born around it, the most important brought to the creation of Counterstrike. 
Antonio Cioffi shows an old project made by a student in which the enormous potentialities of a videogame editor are shown. In this project a virtual art gallery is reproduced, but it is not only a simple copy of the reality, as many other eLearning programs, because there is the possibility to enter in first person inside the artwork. The visitor not only can see a reproduction of the gallery but can explore it, in this case the De Chirico’s “Muse Inquietanti”,  from inside. This is a real exploitation of the videogames possibilities.
The Development Kit of Hammer is introduced to the teachers and working simultaneously to them Antonio Cioffi shows the basic tools of it. The teachers learn the basic steps to create a virtual environment by using modeling and texturing techniques. 

At the end the teachers are invited to get used with the tools introduced in this two days workshop. The purpose is to be prepared to work efficiently with them before the next workshop the 17th and 18th of April. 
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