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The Play-Create-Learn Summer Academy 2018 is organized in the framework of the Erasmus+ and H2020 Programmes of the
European Commission, in collaboration with, and with support from, the ongoing projects eCrisis (Erasmus+), ENVISAGE (H2020),

and GAIA (H2020), as well as being grounded on the legacy of the C2Learn project (FP7). z E LLI N 0 G E R M AN I K I AG 0 G I
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PLAY-CREATE-LEARN

PROGRAMME

1 July 2018

2 July 2018

Welcome!

18:00 - 20:30

Open Schools for Open Societies
Dr. Sofoklis Sotiriou
Ellinogermaniki Agogi, Greece
Patrick Sullivan
Director, Curriculum ® Assessment,
NCCA, Ireland

| National curriculum standards:
never-changing
and ever-changing
Dr. Akihito Tomita
Wakayama University, Japan

The Enquiring Classroom:
Values, Identity, Exploration
Prof Aislinn O'Donnell
NUI Maynooth University, Ireland

iMuSciCA:

A web-based interactive lab
for STEAM learning
Vassilis Katsouros
Athena Research and
Innovation Centre, Greece

An expedition of a lifetime: Mars

Dr. Gernot Groemer
Austrian Space Forum, Austria

Inspiration

09:30 - 13:45

Introduction
to playful and
creative learning

Introduction
to the case studies

09:30 - 13:45

14:30 - 15:30

Personal
course paths

18:00

Visit at Cape Sounio,
Sanctuary of Poseidon

14:30 - 15:30

Reflection, exchange, | Reflection, exchange,
personal practice

Virtual visit to the

Arizona / US'A

09:30 - 13:45
09:30 - 13:45 Case study
kshops:
Case study WOTKS
workshops: making it happen
.de5|gn|pg Widening horizons:
innovation

open community
workshop

14:30 - 15:30 14:30 - 15:30
Widening horizons:
personal practice open community
scenarios workshop

16:00 - 23:00
- Visit to the Acropolis Farewell
and the Acropolis Di
inner

Museum

Dinner at Plaka

4 July 2018 5 July 2018

Impact
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09:30 - 13:45

presentations

14:30 - 15:30

Course evaluation
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" The eCrisis case study: Game-based student empowerment in times of crisis
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' Play-Create-Learn Summer Academy 2018ina nutshell

The Play-Create-Learn Summer Academy 2018 aims to help educators to experiment with, and reflect on, aspects and uses of
innovative playful and creative learning activities in classrooms and beyond, with an eye to addressing the needs of today’s students
as tomorrow’s citizens in the ‘brave new world' of the 21st century.

The Summer Academy is a flexible modular professional development course consisting of (a) a core element on the basic concepts,
methods and options for playful, game-bhased learning and creativity in education; and (b) a selection of practical case studies for
participants to choose from in order to build their own path from the theory to teaching practice and adapt their training to their own
interests and teaching realities. Each case study offers insights into the research and innovative teaching activities taking place in
the context of successful European projects and international initiatives.
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The C2Learn case study: Games for co-creativity in education

Based on the outcomes of the C2Learn project (http://www.c2learn.eul), this case study offers insights into innovative ways in which
games can be used in education to foster co-creativity, whereby students play and collaborate to generate valuable, disruptive new
ideas to address problems they define.

How can we foster creativity in education? How can we use student-engaging games in this effort? How can we, as educators,
design learning activities to this end? How can we involve our students as creative agents in this design?

This case study explores synergies of creativity and digital games in today’s schools, aiming to familiarize educators from various
subject areas with concepts and examples of practice related to game-based learning as a vehicle promoting creativity, including
creative thinking, in and around schools, in the intersection of formal and informal learning activities (curricular, cross-curricular,
extra-curricular).

Participants leam about the original concept of co-creativity in leaming, according to which leamers, individually as well as mainly
collaboratively and also communally, come up with novelty, new ideas. These new ideas: (a) have emerged through asking ‘what if’ and ‘as
if questions and through the use of disruptive techniques resulting in re-framing; (b) have emerged from shared ideas and actions in an
immersed dialogic rather than hierarchical pedagogical environment; (c) are captured or selected because they matter to the community and have a valuable impact on it;
and, in all this, (d) leamers take into account the impact of that novelty on the individual, collaborative and communal dimensions of their community.

To foster co-creativity, the C2Learn case study proposes games and methods with which teachers can design playful leaming experiences consisting of Creative Quests,
Missions, and Challenges. In a Quest, leamers set out on a journey towards specified goals. Within a Quest, in a number of Missions learners engage themselves in actions

with specific objectives contributing towards achieving the goals of the Quest. In the heart of each Mission lies a Problem; one with no obvious ‘correct” answers, e.g. a

dilemma. To address the Problem, leamers choose one or more Challenges to pursue. The Challenges are small games and playful activities that get leamers to play with
words, images, and emotions in order to generate their own valuable, inspiring, disruptive new ideas addressing the Problem at hand.

The eCrisis case study looks into game-based inclusive education practices which can empower students and school communities in
times of crisis hy fostering the development of skills in conflict resolution, creative thinking, and reflective debate.
In the last decade, Europe has witnessed serious societal challenges and conflicts which occur as emergent by-products of economic
recession, social structure instabilities, and most recently, the refugee crisis. An increasing number of citizens in Europe are still
nowadays culturally, socially, and educationally excluded.
g C rl SI S The eCrisis case study gets participants to explore an innovative game-based solution for the teaching and learning of crucial 21st

century skills in conflict resolution, creative thinking and reflective debate, which aspires to help children and teenagers develop into

responsible citizens and creative solvers of the unprecedented everyday real-life problems arising in the context of the multiple crises
that Europe and its school communities are faced with.
The content of the case study aims to inspire participants to become creative practitioners in their professional settings, by designing playful inclusive learning
activities built around the use of the eCrisis games, Village Voices and Iconoscope.
Village Voices is a multiplayer open world game taking place in an imaginary village, which is designed to be played in a classroom under teacher supervision.
On the surface, the game is about survival and prosperity in the village. On closer inspection, however, the game is about friendship and reputation management
in the village, and mastery of conflict resolution.
Iconoscope gets students to play with visual creativity and ambiguity, inviting them to represent a given concept through an image that they will create using
simple shapes and colour. The challenge is that it should not be too obvious what their creation represents, inviting the others to guess. Players show their
visual creations to each other, vote stating which of three initial concepts they ‘see” in each creation, and get their scores.
The eCrisis case study is based on the activities and outcomes of the eCrisis project (http://ecrisis.eul.




