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Executive summary 

C2Learn at a glance 

C
2
Learn (www.c2learn.eu) is a three-year research project supported by the European Commission 

through the Seventh Framework Programme (FP7), in the theme of Information and Communications 

Technologies (ICT) and particularly in the area of Technology-Enhanced Learning (TEL) (FP7 grant 

agreement no 318480). The project started on 1
st
 November 2012 with the aim to shed new light on, 

and propose and test concrete ways in which our current understanding of creativity in education and 

creative thinking, on the one hand, and technology-enhanced learning tools and digital games, on the 

other hand, can be fruitfully combined to provide young learners and their teachers with innovative 

opportunities for creative learning. The project designs an innovative digital gaming and social 

networking environment incorporating diverse computational tools, the use of which can foster co-

creativity in learning processes in the context of both formal and informal educational settings. The 

C
2
Learn environment is envisioned as an open-ǿƻǊƭŘ ΨǎŀƴŘōƻȄΩ όƴƻƴ-linear) virtual space enabling 

learners to freely explore ideas, concepts, and the shared knowledge available on the semantic web 

and the communities that they are part of. This innovation is co-designed, implemented and tested in 

systematic interaction and exchange with stakeholders following participatory design and 

participative evaluation principles. This happens in and around school communities covering a learner 

age spectrum from 10 to 18+ years.   

About this document 

This document describes the main activities undertaken during Task 4.4 in the final project reporting 

period. 
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2 Introduction 

Task 4.4 covers all aspects of game development, deployment and support, including system 

integration. During the final period of the project the focus has been on integration and support of 

classroom pilots, as well as dissemination activities, with the main areas of work as follows: 

¶ Deployment of C2Space and applications to schools for pilots, via hosted services either at 

NCSR-D, or at the schools themselves. 

¶ Iterations on game and backend features in response to teacher and student feedback. 

¶ Establishing a procedure for bug reporting and handling in support of a complex architecture. 

¶ Development of a service diagnostic tool to support real deployments. 

¶ Development of a standalone version of Iconoscope to support targeted dissemination 

actions. 

¶ Preparation for exploitation. 

¶ Other activities. 

3 Deployment of the C2Learn Service for School Pilots 

School pilots began in earnest in January 2016 following the deployment of the complete integrated 

C2Learn prototype solution. All envisaged system components were deployed as a single release 

simultaneously to all participating countries, including localisation of front end components. C2Space 

services were hosted at NCSR-D in support of the pilots in the UK and Austria, while EA ran several 

installations on its own internal servers. 

This 1.0 release of the C2Learn services included the following features: 

3.1 TEACHER INTERFACE 

The initial teacher interface focused mainly on simple user management and evaluation of student 

progress. 

 

Figure 1: Original teacher log-in page 
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Figure 2: Simple user management 

 

Figure 3: Create awards 

 



C
2
Learn (FP7-318480) Game Prototyping and Testing D4.4.3, 1

st
 October, 2015 

Version: 1.0, 1
st
 October 2015 DRAFT Page | 12 

 

Figure 4: Evaluate student progress 

 

3.2 4SCRIBES GAME 

The 4Scribes game as described in previous deliverables in this task, a creative story-telling game with 

several modes and the ability to modify gameplay based on cards provided. In the initial release the 

piloting institutions provided card lists and images which were distributed in pre-saved deck options. 

4Scribes is played using an Android mobile device shared between the players of the game. 

 

Figure 5: 4Scribes in-game annotated screenshot 
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3.3 ICONOSCOPE 

The Iconoscope game is also designed for play on Android mobile devices. It is a visual creativity game 

oriented around the concepts of ambiguity, and is very well suited to play using a touch interface. 

 

Figure 6: Original Iconoscope canvas during gameplay 

3.4 CREATIVE STORIES 

The final game accompanying the initial release was Creative Stories, a game which draws heavily 

upon the semantic reasoning tools developed by NCSR- D during their activities in WP3. As with the 

previous games, Creative Stories is played on a suitable Android mobile device. 



C
2
Learn (FP7-318480) Game Prototyping and Testing D4.4.3, 1

st
 October, 2015 

Version: 1.0, 1
st
 October 2015 DRAFT Page | 14 

 

Figure 7: Running game session of Creative Stories 

3.5 GUIDELINES FOR EDUCATORS 

In addition to the technical deployment a C2Learn Knowledge Kit for educators was also distributed 

which explained everything a teacher might need to know in order to get ready for use of the system 

in the classroom. Despite every effort to make the user workflows as simple as possible it was of 

course important that teachers reviewed this material and understood the reasons behind some of 

the design decisions. 

4 A SYSTEM FOR BUG REPORTING AND HANDLING 

A shared google spreadsheet was made available to all contacts and teachers for the reporting of 

errors and bugs encountered during the pilot tests. The design of the sheet supported verbose error 

description in aid of debugging activities, transparency in regard to who and what was being done to 

address issues encountered, and recording of resolved and unresolved issues. 

In the left side of the document information was captured with regard to the nature and timing of the 

problem, the version of software being used, screen images and steps which could be taken to 

replicate the problem. Additionally, which server installation was in use was also requisite 

information. 

In the right side of the document was recorded information pertaining to the internal processes being 

followed in order to diagnose and address any issues. A number of hot fixes were issued during the 

lifetimes of the pilots, and the overall effort was co-ordinated by SGI, although diagnostic efforts were 

spread between all technical partners. 
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Figure 8: Error reporting for end users 

 

Figure 9: Internal procedure capture 

The most commonly reported issues were relating to: 

¶ Game logic not resolving correctly during 4Scribes game sessions ς this was addressed by 

reducing reliance on card loading over the web service and including card images in the 

application itself 

¶ Overly long response time during Creative Stories game sessions ς caused by a Tomcat server 

configuration error 

¶ Incorrect localisation and/or missing GUI objects, which was caused by a corrupted language 

JSON file installation 

¶ Game sessions not being saved correctly when created by the new teacher game creator 

interface ς caused by incorrect service update process overwriting existing data 

¶ Web service timeouts ς caused by insufficient bandwidth allocation to pilots 

All reported issues were resolved during the running of the pilots, although the game session saving 

error was resolved later than most as it proved impossible to replicate on developer installations. 




























