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The University of Patras, Computer Engineering and Informatics Department hosted the 4th National Learning Game Teachers’ Workshop. The venue was the Graphics, Multimedia and GIS Lab premises in the Department of Computer Engineering and Informatics. 

The aim of the workshop was to:

· Play the game 

· Present the educational scenario

· Define the Educational Goals

· Create functional game modules

It was decided that the plan for the next meetings will be:
· 5th Teachers Workshop: Monday, 26th of May, 15:00

· Teachers Distance Meeting:  Wednesday, 4th of June: 16:00

· 6th Teachers Workshop: Monday, 9th of June, 15:00

Teachers were demonstrated the NeverWinter Night and explore players skills and the scenario of the game. The game has been demonstrated using a projector and all teachers were allowed to play the game for a while. 

The scenario of the game is at early 1600’s. Pope Urban H assigns the Philosopher Thomas Campanela to check the prisoner for his beliefs Galileo about his theories. In his search he finds books, talks with people etc so that the game’s user discovers the basic theories of Galileo and Aristotle. At the end he goes at Piza where he carries out the classic experiment (it is accounted as one of the 10 better experiments in Science) at which the heavy and the light body fall together.

The students play the role of Campanela who at the first part of the game studies at the Inquisition’s library the books describing Aristotle’s theory. At the second part he wanders in Piza square, where he meets ordinary and known people who explain to him the life, discoveries, theories etc of Galileo. At third part he goes at Galileo’s home where he finds his books which he studies and compares with those of Aristotle. Finally he goes at the tower to carry out the experiment.

The educational goals of this project were for the students:

· To understand the differences between the movement theories of Aristotle and Galileo.

· To find that some very common, but wrong ideas they had, were also Aristotle’s (the heavier object falls faster) and why they were rejected from Galileo whose theory is very close to Newton’s (the falling of an object is independent of his weight).

· To understand Galileo’s importation of careful experiment observation and pure mathematic logic in scientific analysis that helped him to establish his theory and were encouraged to use the same method in their study of Science. 

· To understand that a scientific theory explains some facts but further study leads to its improvement or sometimes replacement.  

· To understand that a scientific theory is specified from various social situations and that a scientist sometimes needs to stand against the common beliefs not only scientific but social also.

· To encourage many of our students who were not interested or not so good at Physics because the theoretic teaching was too difficult or not too exciting to them to join and enjoy the lesson.  

· To those who were not familiar or opposed to Computer Games and Computers to find that there are many useful things to do with them.

· To encourage them to search and learn issues about Physics, History, English or other Languages, Computer Programming, Internet etc while they amused themselves. 

· For some of our students to find that computer gaming is not only blast, frag and kill but a constructive experience if it’s done properly.
· To understand that many of their problems were common 400 years ago.

Following some further development has been made in the basic creatures of the game and the toolsets of Aurora Engine. 

Neverwinter Nights, developed by BioWare and distributed by Atari (formerly Infogames), has become one of the leaders in end user adaptability. The main engine behind this is the Aurora Toolset, which allows users to create their own modules. No longer are they limited to what was developed by BioWare originally.
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An overview of how the toolset is presented. In order to launch the toolset you have to click on the “Toolset” button of the NWN launching screen. You will then be asked if you want to open an existing module or create a new one.
There are three main parts to the toolset window: 
Module Components Window (on the left is the module structure), 
Area Display Panel (in the center is the main view),

Terrain and Game Objects Palette (on the right is the palette).
Module Components Window

In this window you will find a list of the resources that are present in your module. Every time you create a new area, place a new creature, or write a new conversation, it will show up somewhere in this window.
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Image 1: Module Components Window.
There are three main roots to your module structure tree: Areas, Conversations and Scripts. The little boxes with either a “+” or “-“ sign allow the lists of your module structure tree to be expanded or compressed.

By expanding the “Areas” root, you will get a list of every area that is included in your module. You can then expand the tree again for each specific area and you will get the opportunity to see the list of all creatures, doors, encounters, items, merchants, placeables, sounds, triggers and waypoints that were placed in that area. All these categories of objects have their own chapters in this manual, providing you with all the information you require to understand their use and how to customize them to fit your needs.

Remember that you can at any time double-click on any object or area listed in the module structure tree and the toolset will bring you, in the main view window, to this object or area.

Expanding the “Conversations” or “Scripts” roots will provide you with the list of conversation or script files that you have written in your module. 
The Main View Window
The main view window is the camera to the world you are building. It is in this window that most of the actual "building" gets done. As will be mentioned in the sub-section below presenting the palette window, it is in the main view window that you draw your areas and that you place the creatures and other objects that will be filling your world.
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Image 2: Main View Window
The buttons at the bottom of the main view window allow you to zoom in or out, and to turn or rotate either your camera or an object that is currently selected.

The buttons at the top of the main view window determine what types of objects you actually want to appear in the window. As an example, if you only want to see the creatures in an area and do not want to see every other object that might be obstructing your view, then you can disable every button but the creature one.
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