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Socrates Programme, Comenius Action  2.1 

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

Teachers Workshop 
19th March 2008
Participating Teachers :

	Name
	School

	Massimo Dondolini
	Ist. Prof. “L’Einaudi”

	Franca Gattini
	IRRE Toscana

	Valter Montorsi

	I.P.S.S.C.T. “C. Colombo”

	Sergio Morgia 
	Ist. Prof. “L’Einaudi”

	Riccardo Rivarola
	Ist. Prof. Luigi Orlando


Trainers: Antonio Cioffi and Cristina Gregolin (University of Fine Arts of Brera). 
Tutor: Stefano Zanini (Pixel)
Opening with the introduction of each teacher. 

Elisabetta Delle Donne presents Pixel: Created in 1999,  it is an education and training institution  based in Florence (Italy) . Pixel’s mission is to promote an innovative approach to education, training and culture, this is done mostly by trying to exploit the best potential of ICT for education and training. Pixel training offer focuses on selected main areas: information and communication technologies, quality business management, language learning and European cooperation. The target groups of such activities are: schools, university, tourism organizations and public bodies. 

Elisabetta Delle Donne introduces the Learning Game Project:
The initial effort was focused mainly on the development of technologies (e.g. e-learning platforms, distance communication tools etc.) and on the development of the contents,  not on appropriate solutions for suitable interaction between the learner and the teaching tools. Elearning courses have remained mostly in text format (Word or pdf documents) or sometimes organised under the form of a presentation (ppt). New communication technologies have far greater potential than a simple electronic conversion of a document or the possibility of accompanying it with images or film. In fact, multimedia offers the possibility to integrate all available languages in a unique new language which unifies them but at the same time adds value to them.

The main objective of the Learning Game  project is therefore the merging of the best e-learning experiences with the effectiveness of videogames, using low cost tools and at the same time indicating  possible “best practice” in electronic editing aimed at teaching and training.
Elisabetta Delle Donne introduces the achieved results of the project: 

-the project web portal http://www.learningame.org/, the professors are invited to explore it. They may log in by using the username “teacher” and password “pixel”.

-the database  of software reviews.

-the database of videogames reviews.

-the tutorials of the videogames produced. 
-the school taking part in the project.

The European partners of the project are described:  

-In.For.Ef (Belgium)

-University of Patras, (Greece)

-University of Klobenz Landau (Germany)

- Vilnius Pedagogical University (Lithuania)

Antonio Cioffi starts the workshop presentation.

Every participant has an individual laptop made available by Pixel for the Workshop.
Mr. Cioffi shows the latest news about the topic and recognize with pleasure the deep interest about IT of the professor taking part in the workshop . 

Videogames are the only products for the computer to be completely multimedia and without any analogical counterpart (like the calculator, the typewriter, etc…). From this point of view the videogames are absolutely new and are the place where the media are completely integrated. The eLearning mechanism apply automatically inside videogames thanks to instinctive learning processes. Videogames is also the only place where simulation, interaction ed immersion. 

The Learning Game project is based also on the following consideration:  
The idea of alphabetization, meant as capability of producing and understand messages,  by considering nowadays the development of new ways to produce messages, it is important to realize that we encounter new possibilities in our society to become somehow ignorant, being ICT “illiterate”.  
Also the consideration that the videogames industry grew extremely in size and finally outperformed the film industry in sales proceeds. Many web community born with the min purpose of modify videogames, creating personalized version of this new multimedia “literature text”. 
The teachers started debating about the real possibilities of the use of videogames as instrument to catalyze the pupils’ attention, giving at the same time the possibility to employ  their creativity and IT knowledge in the field of education. Videogames editor or author programs would be the instrument to include in the teaching processes the students confident with the use of computers.  This would be also a way to give a chance to the students usually with poor results with the standard school methods to be included in the teaching activities by using their own methods. 

In this case, as in every eLearning process, there would be a transformation of the teacher’s role: he would not be anymore the source of knowledge, but he would address as a tutor the students to learn by themselves. 
The workshop trainer Antonio Cioffi together with the participating teachers agree about the new dates for future workshops:

· 01/04/08

· 02/04/08

· 16/04/08  or 17/04/08

· 17/04/08  or 18/04/08

· 04/06/08

The still uncertain days will be decided immediately in the next workshop of the 1st April.

Elisabetta Delle Donne and Antonio Cioffi coordinate a videoconference between the Italian teachers and the teacher from Vilnius University in Lithuania. Everyone introduces himself and the coordinators on both sides try to create a friendly atmosphere. The videoconference allows the teachers to exchange information about the work carried out until now. The Lithuanian teachers explain the methodology and contents of the educational videogame they are working on. Also the Italian teachers describe their plan to develop their videogame. 
Antonio Cioffi introduces the available editors and shows the tutorials created by the University of Fine Arts of Brera. The three software utilized are:
· Adventure Maker, as authoring program it allows to create “point&click”  adventure, easy to use to create an illustrated adventure.
· A videogame editor able to create an educative videogame completely immersive. The three most famous editor available are Radiant, Unreal e Hammer (Half Life)

· Neobook, authoring program.

The three videogames created with these softwares and avaible in the Learning Game project portal in the section “Tutorials” (http://www.learningame.org/tutorials/) are:

· The Dark Room 
· Tarot 

· Virtual Set

· The last part of the workshop is dedicated to the introduction of possible working subjects   for the next appointments with the teachers. Antonio Cioffi proposes to use the Half Life editor over the theme of Chernobyl, basing over a work of Roberto Renzetti. 
http://www.fisicamente.net/index-500.htm 
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