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Socrates Programme, Comenius Action  2.1 

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

3rd Teachers Workshops 
University of Patras
12th May 2008
List of Participants

· Christos Tegas
· Spiros Xourgias

· Dimitris Vossos
· Spiros Sirmakessis

· Markelos Kostas

· Katsis Marios

· Panagivtis Skodras

· Maria Rigkou

The University of Patras, Computer Engineering and Informatics Department hosted the 3rd National Learning Game Teachers’ Workshop. The workshop was originally planned for the 5th of May but we had to postpone it for the 12th of May due to problems with the teachers’ schedule. 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:

· Focus on the selected game

· Brainstorm further on the educational scenario

· Demonstrate the use of the editor

· Create basic, naive but functional game modules

Extended discussion was made in order to fix all the dates for the forthcoming 4th, 5th and 6th Teachers Workshops and the Distance Meeting with the other teachers. It was decided that the plan is as follows:

· 4th Teachers Workshop: Monday, 19th of May, 15:00

· 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 the basic 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. 
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At the end of the workshop, every participant has received a copy of the Deluxe edition of the game for free.

The scenario of the game has been discussed and introduced. At a class in Mechanics we teach the cause of movements which is the force. So we make a brief reference to the 3 main theories of classic mechanics (Aristotle, Galileo, and Newton) and their differences. The game explains the differences between the movement theories of Aristotle and Galileo.
It’s a 3D adventure game, based on true events, about Galileo’s life, his theory of movement, his opposition at Aristotle’s theory who was standing for almost 2000 years and the impact and consequences of his theory in his era and to science, which the students learn while exploring and interacting with the game characters.

This learning experience fits into the broader curriculum context of the classes involved by letting the students explore and discover the school lessons themselves in a way close to their interests and hobbies instead of just having them hear the same teaching in the classic way.

Galileo was an intriguing man that laid the foundations of Mechanics but also had an amazing and sensational life that drove him from nearly being a monk to University Professor and from noble to prisoner. 
So at the scenario is mentioned that 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 curries 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.
There are also some surprises scattered here and there to remind them that they are also in a Computer Game and their first help is their imagination.
The development will be made using the Aurora Engine. The teachers were introduced in the basic environment of the engine and they were demonstrated the basic functionalities of the system.
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Finally different modules that can be used in the creation of the educational game have been demonstrated and started to implement.
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