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Overview

* Challenges of Education
* New Literacies

e 215t Century Skills

* Gamification

* Case Studies

* Lesson Learned



http://tinyurl.com/ygbrbpl



Challenges

Engagement

Authenticity

Redefining Knowledge

Student Needs

215t Century Skills




215t Century Skills

Knowledge

Construction ICT Use

Collaboration

Self-Regulation

Communication [l Problem Solving

Reflection

Global Critical

awareness Thinking Creativity




The objective of the ScifiEd project is to create and disseminate a SciFi in

Education Toolkit, which will strive to convince, guide, and support educators
in introducing Science Fiction in education, gather and develop experience
and know-how in this field, organise it into solid and accessible bits of
information, and make it available to stakeholders

Project Aims

To promote quality and innovation in teaching Science by:

designing significant learning contexts,
using inexpensive creative materials,
using specific scientific language

promoting mobility of student teachers

2 %" %" %"

detecting misconceptions in teaching Science and introduce didactic

interventions for the evolution of such misconceptions

CARDET participates In workshop about Literacy

CARDET recently participated in the Comenius Thematic

&=, Meeting on Literacy, Maths & Science "Together for Basic

‘ Skills" on the 6th and 7th of December 2012, which took place
in Brussels. Dr. Charalambos Vrasidas ..

read more...

Outcomes of the ralining seminars for project SAFE
Soclal Media B
On October 10, 2012, the consortium of the Daphne project “Using
New Media to prevent and combat against Media Violence”
organized training seminars and workshops at the University of
Nicosia. In the framework of the training and the workshops ..

read more



LA Charalambos Vrasidas | ==My page | Administration | Logout | Sitemap | Search | Send us feedback

digital

quarter

il - O

PROJECT PARTNERS DLQ IN THE MAKING ACT CURRICULUM PARTNERSITE TUTOR SECTION

Introducing Digital Latin Quarter

Digital Latin Quarter is primarily concerned with giving voice to young people, about
cultivating attitudes, engendering awareness and understanding; about personal development

and putting the Europe of tomorrow in the hands of the youth of today.

Using the medium of digital media production Digital Latin Quarter will support the
development of responsible and informed young digital media-literate citizens and facilitate
their access to the ubiquitous media channels of the virtual world for their personal
development and growth. Building key competences of young Europeans to live and work as
responsible, tolerant, respectful and innovative citizens in the digital age is at the heart of

Digital Latin Quarter.

http://www.digital-latin-quarter.eu

News

7.3.2013

The time is right for DLQ

New research from the USA has provided
an indicator that the DLQ project is
delivering a timely outputin training

young people in digital media.


http://www.digital-latin-quarter.eu/
http://www.digital-latin-quarter.eu/
http://www.digital-latin-quarter.eu/
http://www.digital-latin-quarter.eu/
http://www.digital-latin-quarter.eu/
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The Alphabets of Burope

AlphakEU uses digital media (ICT-supported image, sound, video, animation, hypertext, etc.) to enhance
interactivity, stimulate curiosity, and encourage children to explore differences and similarities between languages
and begin to formulate general ideas about how languages work. One of the project’s innovative aspects is its equal
focus on comparing language symbaols (i.e. letters) in correlation to sounds.
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CARDET participates in worksho
about Literacy

CARDET recently participated in the
Comenius Thematic Mesting on Literacy,

Maths & Science___

Kick-off meeting for AlphaEll
The project kick of f meeting in schedulec
to take place in Micosia on Feb. 18-19,
2013, Durine. ..

Lifelong
Learning
Programme

This project has been funded with suppo

from the European Commission. This
publication reflects the views only of the
author, and the Commission canmot be hel
responsible for any use which may be
made of the information contained

therein.
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Authentic Learning Model

Real World lll-Defined Sustz-;une-d Collaboration
Investigation

Multiple Multiple

Sources Interpretations Reflection Interdisciplinary

Integrated Finished

Assessment Products IR

(Herrington & Herrington, 2006; Vrasidas & Glass, 2005).



What Happens in an Internet Minute?

20 47,000 61,141

New vichms of App downlocds Hours of music
idantity theft
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Technology Trends

* Mobile devices

* Video games & Play

* ebooks

* Virtual /augmented reality

* OER

* Personal Learning Environments
e MOOCs

* Learning Analytics

e BYOD

http://www.nmc.org




Affordances of New Media

 Personalization
e Access

 Collaboration

* Immediacy
* Connectivity

e Communication

& "
™M Google X

Apps

@

* Presence

* Support




Gamification

“Gamification is the process of using
Game Thinking and Game Dynamics to
Engage Audiences and Solve Problems”

- Gabe Zichermann




Game Attributes

e Vlotivation

e Multimedia

e Active Engagement
eCompetition
eCollaboration
e|nteraction
eFeedback

elevels

http://www.questatlantis.org/

e Adaptive
e Assessment



Games are F U N!



Elements of FLOW

1. Balance
between 6. Learner

challenge and control
skills

CHALLENGE-
SKILL BALANCE

7. Loose
consiousness

CLEAR GOALSJ 2. Clear goaIS

( INTERACTIONS J

CRITICAL
FLOW
ELEMENTS

3. Feedback 8. Sense of time

UNAMBIGUOUS
FEEDBACK

4. Connection 9. Autotelic
—— with action experience

CONTROL
5. Concentration 10. Interaction

(Csikszentmihalyi, 1990, 1997; Csikszentmihalyi & Csikszentmihalyi, 1988; Yerasimou, 2011).




GOT

How the Gamer Generation
Is Reshaping Business Forever

Improved skills

JohnC Qeck Mltchell Wude |

HARVAR

Multitasking

* Problem solving

Collaboration

Leadership
* Strategy



http://tin?url.qom/cprprsb



Mmiles to E: 308

Drive efficiently and you are rewarded with a lush, leaf filled vine

fg)auto/nsaﬂe

mMpg. 26.9avg

miles to E: 361

As fuel mileage drops, leaves wither away

http://tinyurl.com/d3t7nrl
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Gamification: Applied daily ... without
“videogames”

https://sites.google.com/site/kelbrooks/



Teacher Professional

Development
with Maria Solomou



Teacher Professional Development

Quest Atlantis (www.questatlantis.org)



http://www.questatlantis.org

Quest Atlantis 3D Interface

Toolbar: Q-Pod:

Menus and buttons to: 2D eEiEreller

— -Select avatar . __-Information page
-Control avatar expression -Quests
-Change between first and W r—
third person viewpoint -ln-game email
-Customize settings -Blogs
| | | -Links

Ava ta r: —GQ e - _IX] Quest Atlantis - Emissary Island at 6N 2E facing E —
i ‘ File Teleport View Options Login Show Avatar Visibiity Web Help m
-The virtual

: @'é).‘ e Q @@G @@ B [DANCE] [SKYDIVING] BOW RUN&JUMP POINT LOOK AT WATCH BACKFLIP SHRUG
representation . : s
of the self e,
-Moves with
keyboard . ¢ 1 )
keys or mouse. e X M Lomims 341

[Luminate!

Read My Quests 1 Nl
Check Bulletin Boards

Chat area:
Questers send
instant messages

Chat
to ea C h Ot h e r‘ = scpsElyse13 JUST ENTERED THE WORLD =

< scpsJohannal19 JUST ENTERED THE WORLD =
< scpsElysel13 JUST LEFT THE WORLD =
< scpsPjimmy43 JUST LEFT THE WORLD =

< scpsstampedes JUST LEFT THE WORLD =

< scpsJohannal19 JUST LEFT THE WORLD »

< ECEhorselover JUST ENTERED THE YWORLD »

< MrRobbins JUST LEFT THE WORLD =

PAinimnnd ~mimalaba Ll e mm A Al s ae.




Opportunities Challenges

Motivation English Language

Time consuming / skills
navigating VLE

Knowledge building

Understand the role of
Teacher

More feedback

( N (

Understand complexities of
classroom context

Technology Challenges




Classroom Case Study
With Fotini Theodoulou



DESIGN-BASED REASEARCH




Guiding Questions

How can FoodForce be integrated in the classroom to
support global awareness and social justice?

Which are the pedagogical affordances of VLE in supporting
language learning?

What challenges teachers face in integrating VLE in Cyprus
public schools?



Approach

World Food Program Mission

=

Katapétpnon HEow EVOEPLOG Anpoupyia katdAAnAou
napakoAolOnon¢ ouvduaopoU mpolovIwy

BUYING LOCALLY CAN COST MORE WHEN FOOD SUPPLIES
ARE TIGHT, BUT WE HAVE TO FILL THE EARLY SUPPLY SLOTS.

SHEYLAN =
_ PROGRESS
SCHOOL FEEDING
b == =
FOOD FOR TRAINING
| T e

FOOD SUPPLY PLAN S | . X
SETER 3 o e 2 NUTRITION

B w s e gnreaars : o '- HAPPINESS

Ayopd tpodilpwv MNounn doptnywv AvaoloTtaon KoWwwviog



Implementation Approach

I
f gvoTnTa

ENEPTOI MOAITEL I'A THN YNEPAZNIZH
OIKOYMENIKQN AZIQN

I’ auti TV evéTnra: ea MEAETHOOUHE TIG BEUTEPEUOUOES

Vi Tif

TG XPOVIKEG OXEOEIG
TWV YEYOVOTWV Kal Nig autég ekppalovrat
010 AdYO pag.

eu HEAETOOUNE TOUG UTTOOETIKOUG
Aoyous kat Ba pdBoupe

Vva Toug Xprotdonoloupe kataAAnia yia va
BNAWTOUE TIG MPOUNOBETELS Yia

TNV EKNMATpWON JLag EVEPYELAG.

@a OUVELBNTOMOIOOUNE OTL O O paOIEC
Hepikdv AEEewv TEpiAapfavovral

ot onpacia jag GAAng AéEng

Kat arnoteholyv eEEIBIKEUOELG TNG.

eu HaBoupe va opiloupe BlAopes
£wvoleg e TNV akpiBela kat ) oagrivela
nou anarrouvral oe kabe nepiotaon.

@u HAOOUHE Yia Tr) QT@XELa, TNV adikia,
TNV Katanieon kat Ta GAa facava

U KOOPOU pag kat Ba dodpe KpITIKa Kal
QUTOKPITIKG TN OTOOT pag anévavi o' autd.

Aim of the year

ea HAfiooupe yia Ty ala
16 GAANAEYYUNS Kal Ba OKEQTOUYE JIE MOLEG
Hop@Eg pnopel autr) va exdnhwBel orpepa.

EPTAZTHPIO H/Y
=

3 lessons: 40°- 80'- 40°

(book, video, worksheets, notes, assessment sheet)

GAMIFICATION: Rules, Aims, Score




Data Collection

2 classes 3" Gymnasium (26 & 25 students)
2 language teachers

1.Interviews

2.0bservations (Video recordings)
3.Reflection Diary
4.Questionnaires (Pre Post)

5.Artifacts



Results

Engagement, collaboration, experiential learning

«ZAKWOOV LLE TLEPLO- «Zuvevvononkoape ano «Elyape kAmMwc mpaktiky...
O0OTEPN TOAMN TO XEPL TPV TL Ba KAVOE... TIG Evw otn Bewpla b¢
TOUG, YLO VOL TTOUV TNV obnyleg mou mpeEmeL va HoBaivoupe oA
amavtnon». (k. Avtyovn) EKTEAEL O KOABEVACY. TPAYUOTA, LOVO OTa AdyLa,

(ASapavtia) e0W TO KAVOUE KATIWE

«Népaoe n wpa xwpic va
otnv rpaén.» (Mévvng)

To KataAdaBouvpe!» (Avtpn) ) )
«ZUVOEEDAL IEPLOOOTEPO

«Moag EAKUE CUVEXELD TO

) e Toug aANouG Kal «KataAdBaue akptBuwce Tt
sv&a(’bepov LC , avarntuocovtol GLAiec». gvvooUoae, dTav Ta
OUVEXLOOUUE TO HaBnuay. (06voGEac) s BTG
(FCewpyla) (Ku ,

pLakn)

FLOW



Knowledge construction

Positive attitudes

OETIKEC OTAOELC

Néec yvwoeLg

«Ta pabaivelc o eVkoAa!» (HAlog)

«MpLv bev eixa KoL TOOEC TTOANEG YVWOELC
YU QUTEC TLC OPYOVWOELG, TWPO EXW TIAPEL
TLOAAEC YVWOELC.» (Tewpyia)

«lMNa tov MNMaykoéopio Opyaviouod 2iTiong,
OV TOV NEEPA TTPONYOUNEVWG 1 OEV
Nn¢epa tn diadikaaoia, yia va TTave Ta
TPOPINA O€ QUTOUG TTOU TA £XOUV avAyKnN.
Twpa Ta €éuada. (...) (Maviog)

«@a moupe At purpdaBo os ToUTOUC TOUG
avOpwroug, aAAd... Ziyoupa TIPETEL va
Buoldoelg MTOAAA TTPAYUOTA, YLOL VOL TTOC
eket!»(Kwotac)

«Ag e eVOIEPEPE KAl TOOO TTOAU (svv. o).
Twpa Je EAKUOUV 01 OpyavwoElg Kal Ba
MTTOpoUCca va Bonbriow £1ol TTaudIA!»
(M'ewpyia)

«MoTevw Ba uTTOoPOUCA VO CUMMETEXW
KIOAOG o€ MIa TETOIO OpYydAvwon, YIaTi
MOU (PpAvVNKE WPAI0.» (Euyevia)



Challenges

 Time (preparation & implementation)
e Curriculum (alignment and length)

* Learning design

* Assessment

* C(Classroom arrangements

* Language

 Technology



Recommendations

Teacher professional development
 Compulsory trainings for inspectors
* In the school training for teachers
* Design based research and teacher collaboration

Ongoing Teacher Support
* CPl online community
* Online resources with education games (EL)
Systemic Efforts
* Engage all stakeholders
 Assessment — Curriculum- Pedagogy



Relevant Projects

Alphabets of Europe — AlphaEU (531092-LLP-1-2012-1-CY-KA2-KA2MP)
Science Fiction in Education (527471-LLP-1-2012-1-CY-COMENIUS-CMP)

Community Learning Social Networks - Harnessing Educational Assets & Addressing
Educational Needs — NETBOX (519255-LLP-2011-1E-KA3-KA3MP)

Digital Latin Quarter — DLQ (518520-LLP-1-2011-1-IE-GRUNDTVIG-GMP)

Proposing modern E-Assessment approaches and Tools to Young and experienced in-service
teachers —PREATY (526965-LLP-1-2012-1-GR-COMENIUS-CMP)

Meeting teachers co-design needs by means of Integrated Learning Environments — METIS
(531262-LLP-1-2012-1-ES-KA3-KA3MP)

E-modules on HistoPathology: a valuable online tool for students, researchers and
professionals HIPON (531203-LLP-1-2012-1-GR-KA3-KA3MP)

[Lifelong Readers: A European Reading Promotion Framework for Primary School Librarians,
Educators, and Administrators- LiRe (518250-LLP-1-2011-1-CY-COMENIUS-CMP)

Make the Link (CI-NSAED/2011/53)
Intercultural Joint Awareness Raising Action —INJAWARA- (DCI-NSAED/2011/180)

Development, the MDGs and Beyond 2015” — A European Programme For Global Citizenship
for University Students - Global Campus(DCI-NSAED/2011/92)
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