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Executive summary

C2Learn at a glance

C’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% 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’Learn environment is envisioned as an open-world ‘sandbox’ (non-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

Educational scenarios in the C’Learn project ‘translate’ learning design (D2.2.2 ‘C2Learn Learning
Design for CER’) and game design (D4.1.2 ‘Game Design’) into plans for the implementation of
concrete activities in real life educational settings, predominantly in the pilots run within the project,
but eventually also in other educational settings. Their development is interwoven with processes
aiming at establishing user expectations and requirements. Educational scenarios constitute that
aspect of the design of the C’Learn solution which is most strongly shaped by the collaborating school
communities and framed by their educational realities. The educational scenarios, use cases and user
requirements presented in deliverables D5.1.x are products of design processes engaging end-user
school communities in iterative dialogic cycles leading to the various design decisions and their
implementation. In close collaboration with these communities, research teams in the three
participating countries, Austria, Greece, and UK, have been gathering user requirements, co-designing
locally appropriate solutions for the introduction of the proposed C’Learn innovation in real-life
learning settings, and negotiating and planning various instances of such an introduction for the
purposes of piloting and evaluation.

Educational scenarios have been developed in three main iterations, while they remain open to
elaboration and refinement throughout the project. In the very early stages, scenarios started as
short narratives illustrating possibilities meaningful to users, aiming to present a range of potential
directions without being prescriptive (D5.1.1 ‘C2Learn Scenarios, Use Cases and User Requirements’).
Later on in the first project year, the original scenario ideas were critically examined and selected
scenarios were further elaborated (D5.1.2 ‘C2Learn Scenarios, Use Cases and User Requirements’).
From the second project year onwards, educational scenarios (current deliverable, D5.1.3) are being
transformed from open and generic ideas into concrete use cases, i.e. detailed designs of C’Learn
experience, in the light of pragmatic restrictions and priorities.
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1 Introduction: The place of the scenarios in the wider project picture

The C’Learn project is evolving as a progression from its theoretical foundations to design,
development, and eventually pilot implementation and evaluation in real life educational settings.
Educational scenarios play a vital role in this process. This is summarized visually and explained in
summary below. It is noted that the overview of the C’Learn approach in the ‘Additional Deliverable’*
offers a more detailed account of this.

Ei) [ Educational Scenarios |::>

2 |:>{ Learning Design ] @ﬁ &>
C’Learn

Theory |l> [ Game Design J :>
S P

[::)[ Artificial Intelligence Enhancements ’ Evaluation

Pilots

Game

Development

|:> [ Co-creativity assessment methodology | [:>
o

p

In summary, C’Learn theory constitutes the starting point and overall frame of the project. It is

operationalized and offered to the various project strands in the form of the Creative Emotional
Reasoning (CER) techniques (deliverables D2.1.x), the Learning Design for CER (deliverables D2.2.x),
and the Co-Creativity Assessment Methodology (deliverables D2.3.x). On this basis, the project
develops the Game Design (deliverables D4.1.x) and develops the C’Learn technologies, including
gaming and social networking technologies (deliverables D4.4.x) as well as background Artificial
Intelligence enhancements (deliverables D3.1.x, D3.2.x, D3.3.x, D3.4.x, D4.3.x).

Design processes are carried out by engaging end-user school communities in iterative dialogic cycles
leading to the various design decisions and their implementation. These cycles typically include pre-
pilot co-design, pilots of C’Learn experience in real life educational settings, and post-pilot co-design
workshops operating as the entry points to a new cycle leading to the next pilot. The consortium has
invested effort in building communities of educators and students around the C’Learn project, in
Austria, Greece and England. In close collaboration with these communities, research teams in the
three countries gather user requirements, co-design locally appropriate solutions for the introduction
of the proposed C’Learn innovation in real-life learning settings, and negotiate and plan various
instances of such an introduction for the purposes of piloting and evaluation (cf. deliverables D5.2.x
‘C2Learn User Evaluation Plan’). Important outcomes of this process are educational scenarios and
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user requirements, which are the subject of the present document (D5.1.3) as well as of the previous
iterations (D5.1.1 and (D5.1.3)).

Educational scenarios constitute that aspect of the design of the C’Learn solution which is most
strongly shaped by the collaborating school communities and framed by their educational realities.
They are a design tool aiming to provide input directly from educational practice, so that the
innovative technologies deployed and practices introduced will correspond to the needs,
circumstances, expectations and aspirations of the end users. At the same time, they illustrate to the
world of education the range of possibilities offered and examples of effective use of the C’Learn
solution.

Educational scenarios orchestrate the various technological and pedagogical parts of the project into
coherent C’Learn user experiences. They are concrete designs of pedagogical practice in the context
of given educational settings. They ‘translate’ learning design (D2.2.2 ‘C2Learn Learning Design for
CER’) and game design (D4.1.2 ‘Game Design’) into plans for the implementation of concrete activities
in real life educational settings, predominantly in the pilots run within the project, but eventually also
in other educational settings. They are developed collaboratively with educators, and their
development is interwoven with processes aiming at establishing user expectations and
requirements.

Educational scenarios are developed in three main iterations, while they remain open to elaboration
and refinement throughout the project. In the very early stages, scenarios started as short narratives
illustrating possibilities meaningful to users, aiming to present a range of potential directions without
being prescriptive (D5.1.1 ‘C2Learn Scenarios, Use Cases and User Requirements’). Later on in the first
project year, the original scenario ideas were critically examined and selected scenarios were further
elaborated (D5.1.2 ‘C2Learn Scenarios, Use Cases and User Requirements’). From the second project
year onwards, educational scenarios are being transformed from open and generic ideas into
concrete use cases, i.e. detailed designs of C’Learn experience in given educational settings. In this
sense, scenarios are now (current deliverable, D5.1.3) becoming an important input into technology
development and integration, shedding light on pragmatic restrictions and priorities.

The above described procedure applies to the use of educational scenarios as tools used to frame and
shape the pilot activities in the project. In the long term, educational scenarios are provided to
teachers and learners as open-ended tools encouraging them to develop their own designs of C’Learn
activity, outside the pilots and beyond the end of the project.

The present document is officially the last version of the report on educational scenarios, use cases
and user requirements. However, the realities of the project require that this document remains open
to further elaboration, now that important decisions about the shape of the C’Learn solution have
been made and development of the corresponding technologies has advanced to deliver a product for
extensive use in classrooms. To reflect and pedagogically and organizationally guide all developments
in the pilots in the third project year, it is expected that the present document will be updated again
with concrete designs of pilot pedagogical practice in winter/spring 2015. The final shape of scenarios,
with a horizon wider than the pilots and the project, will be promoted to the worlds of stakeholders
through deliverable D6.4.2 'Knowledge Kit'.

Finally, it should be noted that the present iteration of the scenarios, use cases and user requirements
document has deliberately been kept relatively short, without repeating any of the rich information
on the content and context of the C’Learn pedagogical activities included in its previous iterations
(D5.1.1 and especially D5.1.2). Rather, the emphasis is on reflecting the latest developments now
leading the consortium into the pilots.
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2 Scenarios: Use of C’Learn technologies in context

Throughout the project and at all stages of their maturity, educational scenarios place the
technological aspects of C’Learn experience in the frame of the C’Learn pedagogical practice,
describing certain orchestrations of the pedagogical environment. A scenario constitutes a concrete
design for such an orchestration of C’Learn technology and C’Learn pedagogical practice in a given
educational setting. Therefore, as background it is useful here to provide overviews of the C’Learn
environment, the C’Learn pedagogical practice and of the front-end C’Learn technology.

2.1 THE C’LEARN ENVIRONMENT

The C’Learn pedagogical environment is an educational space in the widest sense in which co-
creativity as theorized in C’Learn occurs. The C’Learn pedagogical environment can be a classroom, or
another educational space outside the classroom, or even a wider space of learning in school and
beyond. The C’Learn pedagogical environment encompasses the C’Learn digital environment. The
C’Learn pedagogical environment overall is gameful, and so is the C’Learn digital environment within
it. Gameful design permeates all activity in the C’Learn pedagogical environment, including the
gameful digital experiences.

2.2 AN OVERVIEW OF C°LEARN PEDAGOGICAL PRACTICE

The definition of C’Learn pedagogical practice is documented in detail and linked to C’Learn theory in
deliverable D2.2.2 ‘C’Learn Learning Design for CER’. In summary, C’Learn is about fostering co-
creativity in learning. Learners, individually as well as mainly collaboratively and also communally,
come up with novelty, new ideas. These new ideas:

e Have emerged through asking ‘what if’ and ‘as if’ questions and through the use of disruptive
techniques resulting in re-framing

e Have emerged from shared ideas and actions in an immersed dialogic rather than
hierarchical pedagogical environment

e Are captured or selected because they matter to the community and have a valuable impact
on it.

In this, learners take into account the impact of that novelty on the individual, collaborative and
communal dimensions of their community.

2 . .
C’Learn practice can thus be seen as an ensemble of four interwoven elements:

o

+» Co-creative Thinking, integrating Possibility Thinking and Creative Emotional Reasoning:

»  Possibility Thinking: Learners come up with new ideas through asking ‘what if’ and ‘as if’
questions. This enables them to shift from ‘what is’ to new possibilities of ‘what might be’.

» Creative Emotional Reasoning: Learners come up with new ideas through the use of
disruptive techniques for semantic, diagrammatic and emotive lateral thinking, resulting in
re-framing.

®,
*

Social Engagement: Learners think individually as well as mainly collaboratively and also
communally, in an immersive, collaborative pedagogical environment defined by flattened
hierarchies enabling dialogue.
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+» Ethics and Impact Awareness: Through dialogue, learners evaluate novelty (the originality
inherent in ideas, actions, and outcomes) for its ethical impact, generating or selecting and
enacting ideas because they matter to the community and have a valuable impact on it.

¢ Wider Picture of Change: Over time, cyclical developments between creativity and identity occur.
Learners enable change and reflect on change in longer periods of co-creative activity.

For brevity and quick reference:

A. Co-creative Thinking

Al. Possibility Thinking

A2. Creative Emotional Reasoning
B. Social Engagement
C. Ethics and Impact Awareness

D. Wider Picture of Change

2.2.1 TIME-FRAME OF C’LEARN PRACTICE

In the wider C’Learn pedagogical environment, i.e. the educational space in which C’Learn co-
creativity occurs, several core episodes of co-creativity may take place. Such core episodes may, for
example, be one or more teaching sessions, or instances of playing a game or conducting another
learning activity. Thus, core episodes are defined very broadly, to include different instantiations of
C’Learn learning and teaching.

Their definition, however, helps illustrate two time frames in pedagogical orchestrations of C’Learn
practice:

e shorter-term, focused and potentially more structured activities — the core episodes; and

. . . . 2 . .
e longer-term, reflection-oriented experiences in the C°Learn pedagogical environment.

The core episodes of co-creativity may be characterized by a faster pace and increased playfulness,
while the wider environment of co-creativity may afford a slower pace of taking stock of the activity
that has taken place in the core episodes and of the overall experience.

Each educational scenario includes at least one core episode of co-creativity, while some scenarios
may constitute series of core episodes spanning over shorter or longer periods of time, realizing
longer-term reflection-oriented experiences. Similarly, the scope of a scenario may vary from
describing the application of a single CZExperience in context, to complex orchestrations of various
CzExperiences and non-digital activities.

Here is how the four elements of C*Learn practice relate to the above time-frame distinction:
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Shorter-term

core episodes of co-creativity

Longer-term

reflection-oriented experiences

A. Co- Co-creative thinking lies in the heart of Co-creative thinking that has taken place

creative each core episode of co-creativity; core within core episodes is part of the wider

Thinking episodes are formed around tasks or C’Learn pedagogical environment. In this
initiatives of creative thinking. Part of wider context, co-creators may reflect
the creative thinking in a core episode on and possibly re-frame the co-creative
may be formalized, applying CER thinking that has taken place within a
techniques. particular core episode.

B. Social Co-creators are involved in social Social engagement that has taken place

Engagement | engagement of various kinds within each | within core episodes is part of the wider

core episode.

C’Learn pedagogical environment. In this
wider context, co-creators may reflect
on and possibly re-frame the social
engagement that has taken place within
a particular core episode.

C. Ethics and

Co-creators consider ethics and impact

Ethics and impact considerations that

Impact of novelty within each core episode. have taken place within core episodes

Awareness are part of the wider C’Learn
pedagogical environment. In this wider
context, co-creators may reflect on and
possibly re-frame the ethics and impact
considerations that have taken place
within a particular core episode.

D. Wider Each core episode contributes to the In the C’Learn pedagogical environment,

Picture of wider change, but the wider change is co-creators may make wider plans for

Change not (necessarily) an explicit focus in each | change, setting relevant goals. Elements

core episode.

of the core episodes may provide
evidence of wider change. Co-creators
reflect on these and more generally on
the C’Learn experience.

The distribution of C’Learn practice in the physical and digital spaces of C’Learn is also important.
Various configurations of the use of digital and non-digital C’Learn assets in the pedagogical
environment are possible, based on the affordances and opportunities offered by the various media
and how those can be best used in a given educational setting. Thus, activities include, but are not
limited to, the use of C’Learn technologies. The wide variety of configurations of C’Learn experience,
including the use of different combinations of digital and non-digital assets in various time frames,
illustrates the versatility, flexibility and adaptability of the C’Learn solution.
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2.3 AN OVERVIEW OF THE C’LEARN FRONT-END TECHNOLOGY

2.3.1 C’SPACE

The C’Learn technological solution consists of digital gaming technologies as well as background Al
technologies. All these become available to the user through CZSpace, the C’Learn overall digital
space which integrates all technological constituents into a unified user experience. It is a gameful
social networking environment designed to foster co-creativity as theorized in the C’Learn project. It
is the digital space hosting all digitally enabled aspects of C’Learn activity.

2.3.2 C’EXPERIENCES: PLAYFUL DIGITAL EXPERIENCES

CZSpace offers playful digital experiences which the learner can optionally engage with. These are the
CzExperiences.

Predominantly, CZSpace focuses on facilitating the longer-term, reflection-oriented C’Learn
experiences. The shorter-term frame involves the core episodes of CZExperiences. (However, CZSpace
is itself fun, a play space and at the same time an educationally valuable tool facilitating non-digital
classroom activity).

CzExperiences are structured and offered in CZSpace in Creative Quests, Creative Missions and
Creative Challenges. It is noted that the use of the games designed (D4.1.2 ‘Game Design’)
correspond to the Creative Challenges, constituting means for playfully addressing the problem lying
in the heart of a Creative Mission.

These gameful design concepts are explained in the table on the following page, illustrated through a
(rather light-hearted, gaming-culture-oriented!) example:

Version: 3.0, updated 31" October 2014 FINAL Page | 12



C’Learn (FP7-318480)

2 . .
C’Learn Scenarios, Use Cases and User Requirements

D5.1.3, April 2014

Gameful
Design Concept

Explanation

Example expression

CREATIVE
QUEST

CREATIVE
MISSIONS

Problem

CREATIVE
CHALLENGES

4Scribes

Creative Stories

Iconoscope

Players set out on Creative Quests, i.e.
journeys towards specified goals. Quests
can be longer-term ventures (spanning
over weeks or months).

Players engage themselves in Creative
Missions, i.e. actions with specific
objectives contributing towards
achieving the goals of the quest.

A Quest can include a number of
Missions. Missions are shorter-term
ventures (spanning over a day, days, or
weeks).

In the heart of each mission lies a
Problem; one with no obvious ‘correct’
answers, e.g. a dilemma.

Save the Earth from Invincible Invaders!

We will devise new defense methods
against Invincible Invaders!

How can we outsmart Invincible invaders’
warcraft, which is by far technologically
superior to ours?

To address the Problem, players choose Creative Challenges to pursue. A Mission

can include a number of Challenges. Challenges take a relatively short time to

complete (spanning over minutes).

Playing structured story-telling to
generate ideas for innovative scenarios
of action. Usual duration: 20-30
minutes.

Playing free collaborative writing to
generate ideas for innovative scenarios
of action. Usual duration: 10-30
minutes.

Playing with the concepts to understand
them better. Usual duration: 10-15
minutes.

“You are the last ones still conscious and
capable of action on the Earth. You have
just received Invincible Invaders’ ultimatum
before the Attack: the Earth is to be taken.
Only one of you will be spared human
consciousness to participate in the New
Rule - provided you subscribe to the Cult...”
Continue the story!

You are the last ones still conscious and
capable of action on the Earth. You have
just received Invincible Invaders’ ultimatum
before the Attack. Write Earth’s Message
to Invincible Invaders!

Dare you look deeper into {conceptl: Warl],
{concept2: Cunning] and {concept3:
Threat]? Prove it, outsmart the others!
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The following graph illustrates the structure of Creative Quests, Creative Missions and Creative
Challenges in CZSpace.

Creative Challenge A.1

Creative Challenge A.2

Creative Mission A

Creative Challenge A.3

Creative Challenge A. ...

Creative Quest

Creative Challenge B.1

Creative Mission B

The Creative Challenges presented above (4Scribes, Creative Stories, and Iconoscope) are those which

Creative Challenge B.2

Creative Challenge B. ...

are available for use given current progress on the technology development end of the project. In
addition to these three types of Creative Challenges, current planning includes the addition soon of
one further Creative Challenge: Possibility Space.

Possibility Space playfully visualizes, and invites the free exploration of, the space of possibilities
relating to a given problem. Learners explore it to discover ‘new openings in the taken-for-granted’.
An exploration of a possibility space may last as long as a brainstorming session.

An expression illustrating the use of the Possibility Space in the context of the example on the
previous page is the following:

What if we were the last ones still conscious and capable of action on the Earth, before
Invincible Invaders’ Attack? Let’s brainstorm for solutions to save our world!

3 Examples for further application

The application of the above approach is illustrated in the next section through a number of
examples, in the templates used for the delivery of the relevant content to the development teams.
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PR L Code name: Cruelty to animals.
1L TATE Country: Greece. School context: EA, secondary school, year 8 (13 year olds)

Expression in English

Expression in Greek

Expression in German

Theme: Ethical questions and dilemmas

HOWa Intrpata kot SIAfppato

Sub-theme:

Racism (to people and animals)

Patolopdcg (amévavtl og avBpwroug kat {wa)

C2Learn Gameful Design Concept

Expression in English

Expression in Greek

Expression in German

CREATIVE QUEST | Title

Save animals from human cruelty!

Swoe ta {wa amnod Tnv kakomoinon!

Description

CREATIVE MISSIONS IN THIS QUEST (overview)

CREATIVE MISSION A

Abolish or change circus?

KatapyoUpe r} aAAA{OUE TO TOLPKO;

CREATIVE MISSION B

Animal testing: progress or murder?

MNepaparta pe {wa: Mpoodog ) SoAodovia;

CREATIVE MISSION C

From the farm to the abattoir: When? How?

Ano to ektpodeio oto opayeio: Mote; Nwg;

CREATIVE MISSION D

Let’s think about hunting: hobby or barbarity?

Ag okedpToUpE TO KuvryL: Xoumu f BapBapdtnta;

CREATIVE MISSION E

Let’s take care of stray animals!

Ag dpovticoupe ta adéonota!l

CREATIVE MISSION F

Let’s save an endangered species!

AG owoou e €va amelthoUpevo €ibog!

CREATIVE MISSION G

Bad wolf, good wolf, or simply wolf?

Kakog AUKoG, KaAOG AUKOG, 1) armAwg AUKOG;

C2Learn Gameful Design Concept

Starting expression in English

Starting expression in Greek

Starting expression in German

CREATIVE MISSION A

Abolish or change circus?

KatapyoUpe r} aAAA{OUE TO TOLPKO;

Problem

How can we save circus animals from cruelty? This
kind of entertainment is still offering people pleasure
and jobs!

MNw¢ umopoU e va CWCOUE Ta {wa TOU TGLPKOU Ao
TV Kakomoinon; Autol tou ldoug n StaokESaon
npoodEpel o€ KAMoLloug avBpwmoug euxapiotnon f
guKaLpieg anaoyoAnong!

CREATIVE CHALLENGES (overview)

4Scribes: 3 games (1 Basic, 1 Light and Dark, 1 Co-Op)
Creative Stories: 1 game
Iconoscope: 2 games
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CHALLENGE A.1: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kottaoupe Aiyo BaButepa. Tt kpUBouV oL
- Coercion TILPAKATW EVVOLEG;
- Punishment - MNel®avaykaopog
- Pain - Tywpla
Maybe you can see something the others can’t see. - MNovog
Let’s see who will outsmart whom! MATwg BAEmeLg katL mou ev BAEmouv oL GAAoy; Ma va
SoU e, molog Oa EeyeldoeL motov!
Concept 1: | Coercion MNel®avaykacuog
Concept 2: | Punishment Twpla
Concept 3: | Pain Movog
Maximum game duration: 300 seconds [default]
CHALLENGE A.2: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kowtd€oupe Alyo BaButepa. Tt kpUBoUV oL
- Tradition TP OKATW EVVOLEG;
- Bullfights - MNapadoon
- Modernisation - Tavpopayisg
Maybe you can see something the others can’t see. - EKGUYXPOVIOUOC

Let’s see who will outsmart whom!

MnTnwg BAEneLg katL mou dev BAEMouv oL aAAoy; Ma va
SoUpe, molog Ba EeyeldoeL motov!

Concept 1: | Tradition MNapadoon
Concept 2: | Bullfights Tavpopaxieg
Concept 3: | Modernisation EKOUYXPOVLOUOG

Maximum game duration: 300 seconds [default]
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CHALLENGE A.3: Creative Stories

Starting expression in English

Starting expression in Greek

Starting expression in German

You are the animals taking part in tonight’s
performance in the circus, and you are writing a
message to those who will come to see you. A child
has promised to print your message in hundreds of
copies, which she will throw in the air just at the right
moment! Start like this: «Dear spectators...»

Elote ta Lwa ou Ba mapouv pépog otnv anovi
MAPAOCTAON TOU TOLPKOU Kol YPADETE éva HAvVUHQL
T(POG TO KOWO Tou Ba oag mapakolouBroet. Eva
nadi €xeL uTOoXEDEL VAl TO TUTIWOEL OE EKATOVTASEG
avtituma mou Ba TeTdel aTov agpa TNV KAt@AAnAn
otyun! Zekwrjote: « Ayarntoi Beatéc...»

CHALLENGE A.4: 4Scribes

Starting expression in English

Starting expression in Greek

Starting expression in German

Game version:
4Scribes Basic
4Scribes Light and Dark
M 4Scribes Co-Op
Number of rounds: 4 [default]

Your parents work in the circus that has just arrived
in this town. You hear that, under pressure from
animal rights activists, the mayor has banned all
circus performances! Your circus has recently gone
through a major crisis, and this hitch now is bound to
lead some of your parents to unemployment. On the
other hand, you, too, love animals, maybe even more
than those complaining activists... And, of course, you
love your parents, and you love living the life of
wandering artists...

Continue your story!

OLyovelg oag epyalovtal oTo TolpKo TToU HOALG
£dtaoe otnv moAn. MaBaivete otL, UTIO TNV Ttieon
Twv GNOTwwV, 0 SAUOPXOC EXEL ATayOPEVCEL OAEC
TLG MOPACTACELG Tolpkou! To Tolpko oag €xeL mepAoeL
televtaia peyain kpion kL auth n avamodid elvatl
olyoupo 6tL Ba 08nynoeL otV avepyia KATOLOUG Ao
TOUG Yoveig cag. Ao tnv GAAN, ayamdate KL E0€ig
TOAU Ta {wa, lowg TEPLOCATEPO KL ATIO TOUG
d6lwoug mou dtapaptipovral... Onwe, BERala,
QYQUTTATE KAl TOUG YOVELG oag kat tn {wh Tou
TEPUTAAVWEVOU KOAALTEXVN...

Juveyiote tnv Lotopia oag!

ELEMENTS DECK ON NEXT PAGE!
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Standard deck of elements

Random selection of any of the standard elements. Name of . .
- — Animal rights

M | Random selection of standard elements EXCEPT those indicated below: custom deck:

EARTH 1 | Weapon WATER 14 | Boy of Water FIRE 8 | Happiness, Joy Additional custom elements

EARTH 2 | Treasure WATER 15 | Girl of Water FIRE 9 | Pride In English In Greek In German

EARTH 3 | Vehicle WATER 16 | Man of Water FIRE 10 | Fear, Terror Rights Akawpata

EARTH 4 | Food, Drink WATER 17 | Woman of Water FIRE 11 | Certainty Tradition MNapdadoaon

EARTH 5 | Book WATER 18 | Elder Man of Water FIRE 12 | Eureka! Progress MNp6odoc

EARTH 6 | Symbol, Crest WATER 19 | Elder Woman of Water FIRE 13 | Baby of Fire Science Erotipn

EARTH 7 | Companion, Pet WIND 1 | Lies FIRE 14 | Boy of Fire Mistreatment Kakomoinon

EARTH 8 | Tool WIND 2 | Miracle FIRE 15 | Girl of Fire Captivity Ay padwotia
EARTH 9 | Talisman WIND 3 | Performance FIRE 16 | Man of Fire Coercion Mel®avaykacuog

EARTH 10 | Instrument WIND 4 | Sharing FIRE 17 | Woman of Fire Neutering Stelpwon

EARTH 11 | Map WIND 5 | Accusation FIRE 18 | Elder Man of Fire Ridicule Felolomoinon

EARTH 12 | Plant, Flora WIND 6 | Celebration FIRE 19 | Elder Woman of Fire Abandonment | EykatdAeupn

EARTH 13 | Baby of Earth WIND 7 | Disappearance MYTH | | Birth

EARTH 14 | Boy of Earth WIND 8 | Challenge MYTH II'| Magic

EARTH 15 | Girl of Earth WIND 9 | Grow Old, Decay MYTH Il | Rules

EARTH 16 | Man of Earth WIND 10 | Prophesy MYTH IV | Lovers

EARTH 17 | Woman of Earth WIND 11 | Quest, Receive MYTH V | Falling

EARTH 18 | Elder Man of Earth WIND 12 | Metamorphosis MYTH VI | Justice

EARTH 19 | Elder Woman of Earth WIND 13 | Baby of Wind MYTH VIl | Isolation

WATER 1 | Learn WIND 14 | Boy of Wind MYTH VIII | Luck

WATER 2 | Craft, Make, Build WIND 15 | Girl of Wind MYTH IX | Strength

WATER 3 | Flee, Run WIND 16 | Man of Wind MYTH X | Perspective Change

WATER 4 | Deal, Do Business WIND 17 | Woman of Wind MYTH Xl | Death

WATER 5 | Defend WIND 18 | Elder Man of Wind MYTH Xll | Cooperation

WATER 6 | Influence WIND 19 | Elder Woman of Wind MYTH Xl | Darkness

WATER 7 | Scheme, Plan FIRE 1 | Pain and Agony MYTH XIV | Rebuilding

WATER 8 | Fight FIRE 2 | Anger MYTH XV | Light

WATER 9 | Travel FIRE 3 | Confusion MYTH XVI | Betrayal

WATER 10 | Help, Rescue FIRE 4 | Shame, Guilt MYTH XVII | Success

WATER 11 | Give FIRE 5 | Sadness, Grief MYTH XVIII | Judgement

WATER 12 | Take FIRE 6 | Trust MYTH XIX | Completion

WATER 13 | Baby of Water FIRE 7 | Obsession
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C2Learn Gameful Design Concept

Starting expression in English

Starting expression in Greek

Starting expression in German

CREATIVE MISSION B

Animal testing: progress or murder?

MNepduata pe {wa: Mpoodog ) Sohodovia;

Problem

Do you accept to benefit from a product which,
before reaching you, has killed thousands of animals?

Aéxeool va euepyetnBeig amo éva poidv mou, mpLv
dTaceL o€ 0€va, okOTwoe XIALadeC lwa;

CREATIVE CHALLENGES (overview)

4Scribes: 0 games (0 Basic, 0 Light and Dark, 0 Co-Op)
Creative Stories: 0 game
Iconoscope: 1 games

CHALLENGE B.1: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kowtd€oupe Alyo BaButepa. Tt kpUPBouV oL
- Captivity TP OAKATW EVVOLEG;
- Uprooting - Aypodwoia
- Natural habitat - Zegpulwpoc

Maybe you can see something the others can’t see.
Let’s see who will outsmart whom!

- Quoko meptBailov
Mnnwg BAEmeLg kATt tou Sev BAémouv ot dA\oy; MNa va
SoU e, molog Ba Eeyeldoel molov!

Concept 1: | Captivity Aypalwoia
Concept 2: | Uprooting Zepllwpoc
Concept 3: | Natural habitat Quolko neplBaiiov

Maximum game duration: 300 seconds [default]
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C2Learn Gameful Design Concept

Starting expression in English

Starting expression in Greek

Starting expression in German

CREATIVE MISSION C

From the farm to the slaughterhouse: When? How?

Ano to ektpodeio oto opayeio: Mote; Nwg;

Problem

CREATIVE CHALLENGES (overview)

4Scribes: 0 games (0 Basic, 0 Light and Dark, 0 Co-Op)
Creative Stories: 0 games
Iconoscope: 2 games

CHALLENGE C.1: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kowt@€oupe Alyo BaButepa. Tt KpUPBoULV oL
- Slaughterhouses TP OAKATW EVVOLEG;
- Overcrowding - Zodayeia
- Confinement - JUVWOTLOMOG
Maybe you can see something the others can’t see. - EyKAELOMOG
Let’s see who will outsmart whom! MATwG BAEMeLg kATL ou Sev BAEmouv oL GAAoy; Ma va
SoUpe, molog Ba Eeyeldoel motov!
Concept 1: | Slaughterhouses Sdayela
Concept 2: | Overcrowding JUVWOTLOPOG
Concept 3: | Confinement EyKAELOUOG
Maximum game duration: 300 seconds [default]
CHALLENGE C.2: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kowtd€oupe Alyo BaBUtepa. Tt kpUBOUV oL
- Captivity TP OKATW EVVOLEG;
- Uprooting - Ay polwoia
- Natural habitat - Zeplwpog

Maybe you can see something the others can’t see.
Let’s see who will outsmart whom!

- Quoko neptpaiiov
MnATnwg BAEneLg katL mou dev BAEMouv oL dAAoy; Ma va
SoUpe, molog Ba EeyeldoeL motov!

Concept 1: | Furs louveg
Concept 2: | Fashion Mobda
Concept 3: | Profit Képdog
Maximum game duration: 300 seconds [default]
Version: 3.0, updated 31* October 2014 FINAL Page | 20
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C2Learn Gameful Design Concept

Starting expression in English

Starting expression in Greek

Starting expression in German

CREATIVE MISSION D

Let’s think about hunting: hobby or barbarity?

Ag okepTOUUE TO KUVAYL: XOuTL 1 BapBapotnta;

Problem

CREATIVE CHALLENGES (overview)

4Scribes: 0 games (0 Basic, 0 Light and Dark, 0 Co-Op)
Creative Stories: 0 games
Iconoscope: 1 game

CHALLENGE D.1: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kowtd€oupe Alyo BaButepa. Tt kpUBouV oL
- Hunting TILPAKATW EVVOLEG;
- Murder - Kuviyt
- Hobby - Aolodovia
Maybe you can see something the others can’t see. - Xourmt

Let’s see who will outsmart whom!

MATwg BAEMeLg kATL ou ev BAEmouv oL GAAoy; Ma va
8ol e, molog Oa EeyeldoeL motov!

Concept 1: | Hunting Kuviyt
Concept 2: | Murder Aolodovia
Concept 3: | Hobby Xourt

Maximum game duration: 300 seconds [default]
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C2Learn Gameful Design Concept

Starting expression in English

Starting expression in Greek

Starting expression in German

CREATIVE MISSION E

Let’s take care of stray animals!

Ag dpovticoupe ta adéonota!l

Problem

CREATIVE CHALLENGES (overview)

4Scribes: 0 games (0 Basic, 0 Light and Dark, 0 Co-Op)
Creative Stories: 0 games
Iconoscope: 1 games

CHALLENGE E.1: Iconoscope

In English

In Greek

In German

Starting expression:

Let’s look a bit deeper. What do these concepts hide?
- Stray animals
- Neutering
- Abandonment
Maybe you can see something the others can’t see.
Let’s see who will outsmart whom!

Ag kottagou e Aiyo Babutepa. TLkpUBoUV oL
TP OAKATW EVVOLEG;
- Abéomota
- Itelpwon
- EykotdAsipn
MATwG BAEMeLg kATL ou Sev BAEmouv oL GAAoy; Ma va
SoUpe, molog Ba Eeyeldoel motov!

Concept 1: | Stray animals Abdéomnota
Concept 2: | Neutering Stelpwon
Concept 3: | Abandonment EykotdAsipn

Maximum game duration: 300 seconds [default]

C2Learn Gameful Design Concept

Starting expression in English

Starting expression in Greek

Starting expression in German

CREATIVE MISSION F

Let’s save an endangered species!

A¢ cwaooupe éva amnelolpevo eidog!

Problem

CREATIVE CHALLENGES (overview)

4Scribes: 0 games (0 Basic, 0 Light and Dark, 0 Co-Op)
Creative Stories: 0 game
Iconoscope: O games

C2Learn Gameful Design Concept

Starting expression in English

Starting expression in Greek

Starting expression in German

CREATIVE MISSION G

Bad wolf, good wolf, or simply wolf?

Kakodg AUKoG, KaAOg AUKOG, 1) armAwg AUKOG;

Problem

CREATIVE CHALLENGES (overview)

4Scribes: 0 games (0 Basic, 0 Light and Dark, 0 Co-Op)
Creative Stories: 0 games
Iconoscope: 0 games
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Code name: Living in Ottoman Tripolitsa
Country: Greece. School context: EA, primary school, year 6 (11 year olds)

Expression in English

Expression in Greek

Expression in German

Theme: History

lotopia

Sub-theme:

Social and economic Issues

KOWWVIKA Kot OLKOVOULKA {nTrpato

C2Learn Gameful Design Concept

Expression in English

Expression in Greek

Expression in German

CREATIVE QUEST | Title

Live in Tripolitsa under Ottoman Rule!

Znoe otnv ToupkokpatoUpevn TputoAtod!

Description

The economic and social relations of conquered
people living under Ottoman Rule

OL OLKOVOULKEG KOLL OL KOWVWVIKEG OXECELG TWV
avOpwrwv mou Jouv KATw ard tnv OBwHVIKA
KaTakTnon

CREATIVE MISSIONS IN THIS QUEST (overview)

CREATIVE MISSION A

Face the economic and social constraints!

AVTLUETWTILOE TOUG OLKOVOULKOUG KOl KOLVWVLKOUG
Teploplopoug!

C2Learn Gameful Design Concept

Starting expression in English

Starting expression in Greek

Starting expression in German

CREATIVE MISSION A

Face the economic and social constraints!

AVTLUETWTILOE TOUG OLKOVOULKOUG KOl KOLVWVIKOUG
neploplopoug!

Problem

How will you live under the economic and social
constraints imposed by the Ottomans to your
subjugated region?

MNw¢ Umopeig va {ROELG LE OLKOVOULKOUG Kot
KOWWVIKOUG TIEPLOPLOUOUG 0TV TOUPKOKPATOUUEVN
TEPLOXN| OOU;

CREATIVE CHALLENGES (overview)

4Scribes: 9 games (3 Basic, 3 Light and Dark, 3 Co-Op)
Creative Stories: 0 games
Iconoscope: 6 games
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CHALLENGE A.1: 4Scribes

Starting expression in English

Starting expression in Greek

Starting expression in German

Game version:
M 4Scribes Basic
M 4Scribes Light and Dark
M 4Scribes Co-Op
Number of rounds: 4 [default]

You are a farmer who has just paid the 10% tax on
your crop. You feel wronged because the wheat that
the tax collector withheld was more than your proper
dues. You decide to seek audience with the Pasha and
present your problem. The Pasha listens to you and...

Eloal évag yewpyog kat HoALg €6waeg tov $opo g
Sekdtng. AloBdveoal adiknpévog, ylati To oLtdpl mou
ooU TPV, NTAV TIEPLOGOTEPO OO OGO COU
avahoyouoe. Anodacilelg vo TopoUCLAOTELG OTOV
TAoA Ko vaL Tou eKBE0ELG To TTPOPRANUA TTou o€
amnaoyolel. O Mool og akoUEL Kal...

Standard deck of elements

Random selection of any of the standard elements. Name of custom . .
- — Primary Greek History
Random selection of standard elements EXCEPT those indicated below: deck:
EARTH 1 | Weapon WATER 14 | Boy of Water FIRE 8 | Happiness, Joy Additional custom elements
EARTH 2 | Treasure WATER 15 | Girl of Water FIRE 9 | Pride In English In Greek Ger
EARTH 3 | Vehicle WATER 16 | Man of Water FIRE 10 | Fear, Terror Revolution Enavdotaon
EARTH 4 | Food, Drink WATER 17 | Woman of Water FIRE 11 | Certainty Destruction Kataotpodn
EARTH 5 | Book WATER 18 | Elder Man of Water FIRE 12 | Eureka! Discord Aovola
EARTH 6 | Symbol, Crest WATER 19 | Elder Woman of Water FIRE 13 | Baby of Fire Liberation, AneAeuBépwon
EARTH 7 | Companion, Pet WIND 1 | Lies FIRE 14 | Boy of Fire Failure Anotuyia
EARTH 8 | Tool WIND 2 | Miracle FIRE 15 | Girl of Fire Arrest SUMNYN
EARTH 9 | Talisman WIND 3 | Performance FIRE 16 | Man of Fire Hanging ATIOYXOVIOUOC
EARTH 10 | Instrument WIND 4 | Sharing FIRE 17 | Woman of Fire Change AMayn
EARTH 11 | Map WIND 5 | Accusation FIRE 18 | Elder Man of Fire Purchase Ayopd
EARTH 12 | Plant, Flora WIND 6 | Celebration FIRE 19 | Elder Woman of Fire Initiation Munon
EARTH 13 | Baby of Earth WIND 7 | Disappearance MYTH | | Birth Oath/Pledge ‘Opkog/Opkwupocia
EARTH 14 | Boy of Earth WIND 8 | Challenge MYTH Il | Magic Capture/Conquest Alwon
EARTH 15 | Girl of Earth WIND 9 | Grow Old, Decay MYTH Il | Rules Tax Dopog
EARTH 16 | Man of Earth WIND 10 | Prophesy MYTH IV | Lovers Letter/Mail Ipaupa/Emotoln
EARTH 17 | Woman of Earth WIND 11 | Quest, Receive MYTH V | Falling Codes/Ciphers Kwdtkag
EARTH 18 | Elder Man of Earth WIND 12 | Metamorphosis MYTH VI | Justice Local Official MpogoTog
EARTH 19 | Elder Woman of Earth WIND 13 | Baby of Wind MYTH VIl | Isolation Raya/Tributary Paylag
WATER 1 | Learn WIND 14 | Boy of Wind MYTH VIIl | Luck Pasha Maodg
WATER 2 | Craft, Make, Build WIND 15 | Girl of Wind MYTH IX | Strength Clergyman KAnptkog
WATER 3 | Flee, Run WIND 16 | Man of Wind MYTH X | Perspective Change Klepht/Outlaw KAédtng
WATER | 4 | Deal, Do Business WIND | 17 | Woman of Wind MYTH XI | Death :\;mam'c’s/ Militiam | 01 rrohde
WATER 5 | Defend WIND 18 | Elder Man of Wind MYTH Xl | Cooperation Upper Flass davoplwtng
Phanariot Greek
WATER 6 | Influence WIND 19 | Elder Woman of Wind MYTH XIIl | Darkness Tzar Todpog
Version: 3.0, updated 31* October 2014 FINAL Page | 24




C’Learn (FP7-318480)

2 . .
C’Learn Scenarios, Use Cases and User Requirements

D5.1.3, April 2014

WATER 7 | Scheme, Plan FIRE 1 | Pain and Agony MYTH XIV | Rebuilding Captain Apxnyog

WATER 8 | Fight FIRE 2 | Anger MYTH XV | Light Chieftain MoAépapyog
Member of the , ,

WATER 9 | Travel FIRE 3 | Confusion MYTH XVI | Betrayal Secret Society of ME)\OF Ok

. Etatplag

Friends

WATER 10 | Help, Rescue FIRE 4 | Shame, Guilt MYTH XVII | Success Sultan YouAtdvog

WATER 11 | Give FIRE 5 | Sadness, Grief MYTH XVIII | Judgement Merchant/Trader ‘Epnopog

WATER 12 | Take FIRE 6 | Trust MYTH XIX | Completion Traveler Meptnyntng

WATER 13 | Baby of Water FIRE 7 | Obsession Janissary levitoapog

CHALLENGE A.2: 4Scribes

Starting expression in English

Starting expression in Greek

Starting expression in German

Game version:

M 4Scribes Basic

M 4Scribes Light and Dark
4Scribes Co-Op
Number of rounds: 4 [default]

You are a 10-year-old boy and you have just head that
the Pasha decided to close down the school in your
own village. The only school you can now attend is
rather far away. How do you deal with this situation?

Eloal éva aydpt 10 eTwv Kat HOALG Epabeg, OtL o
MAoAG anodACLoE VA CTAATHOEL TN AELToupyia Tou
oXoAgilou Tou xwpLoL oou. To povadikd oxoAeio ou
Aettoupyel, BplokeTal apKeTA HoKpLA.

Nw¢ o AVTIUETWTTLOEL QUTAY TNV Katdotoon;

Standard deck of elements

Random selection of any of the standard elements.

Name of custom

Primary Greek History

Random selection of standard elements EXCEPT those indicated below: deck:
EARTH 1 | Weapon WATER 14 | Boy of Water FIRE 8 | Happiness, Joy Additional custom elements
EARTH 2 | Treasure WATER 15 | Girl of Water FIRE 9 | Pride In English In Greek Ger
EARTH 3 | Vehicle WATER 16 | Man of Water FIRE 10 | Fear, Terror Revolution Enavdotaon
EARTH 4 | Food, Drink WATER 17 | Woman of Water FIRE 11 | Certainty Destruction Kataotpodn
EARTH 5 | Book WATER 18 | Elder Man of Water FIRE 12 | Eureka! Discord Aovola
EARTH 6 | Symbol, Crest WATER 19 | Elder Woman of Water FIRE 13 | Baby of Fire Liberation, AneleuBépwon
EARTH 7 | Companion, Pet WIND 1 | Lies FIRE 14 | Boy of Fire Failure Amnotuyia

EARTH 8 | Tool WIND 2 | Miracle FIRE 15 | Girl of Fire Arrest JUMNUN

EARTH 9 | Talisman WIND 3 | Performance FIRE 16 | Man of Fire Hanging Amayxoviopog

EARTH 10 | Instrument WIND 4 | Sharing FIRE 17 | Woman of Fire Change AN\ayn

EARTH 11 | Map WIND 5 | Accusation FIRE 18 | Elder Man of Fire Purchase Ayopd

EARTH 12 | Plant, Flora WIND 6 | Celebration FIRE 19 | Elder Woman of Fire Initiation Munon

EARTH 13 | Baby of Earth WIND 7 | Disappearance MYTH | | Birth Oath/Pledge ‘Opkog/OpKwuoscia
EARTH 14 | Boy of Earth WIND 8 | Challenge MYTH Il | Magic Capture/Conquest Alwaon
EARTH 15 | Girl of Earth WIND 9 | Grow Old, Decay MYTH IIl | Rules Tax Dopog

EARTH 16 | Man of Earth WIND 10 | Prophesy MYTH IV | Lovers Letter/Mail Mpdupa/Emotoln

EARTH 17 | Woman of Earth WIND 11 | Quest, Receive MYTH V | Falling Codes/Ciphers Kwdikag

EARTH 18 | Elder Man of Earth WIND 12 | Metamorphosis MYTH VI | Justice Local Official MpogoTog

EARTH 19 | Elder Woman of Earth WIND 13 | Baby of Wind MYTH VIl | Isolation Raya/Tributary Paylag
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WATER 1 | Learn WIND 14 | Boy of Wind MYTH VIIl | Luck Pasha Maodg
WATER 2 | Craft, Make, Build WIND 15 | Girl of Wind MYTH IX | Strength Clergyman KAnpikdg
WATER 3 | Flee, Run WIND 16 | Man of Wind MYTH X | Perspective Change Klepht/Outlaw KA&édtng
WATER | 4 | Deal, Do Business WIND 17 | Woman of Wind MYTH Xl | Death :\;mamlos/ Militiam |\ ) aronec
WATER 5 | Defend WIND 18 | Elder Man of Wind MYTH Xl | Cooperation Upper .Class davaplwtng
Phanariot Greek
WATER 6 | Influence WIND 19 | Elder Woman of Wind MYTH Xl | Darkness Tzar Todpog
WATER 7 | Scheme, Plan FIRE 1 | Painand Agony MYTH XIV | Rebuilding Captain Apxnyog
WATER 8 | Fight FIRE 2 | Anger MYTH XV | Light Chieftain MoAépapyog
Member of the , ,
WATER 9 | Travel FIRE 3 | Confusion MYTH XVI | Betrayal Secret Society of ME}\O,C Dk
. Etatplag
Friends
WATER 10 | Help, Rescue FIRE 4 | Shame, Guilt MYTH XVII | Success Sultan JouAtavog
WATER 11 | Give FIRE 5 | Sadness, Grief MYTH XVIII | Judgement Merchant/Trader ‘Epmopog
WATER 12 | Take FIRE 6 | Trust MYTH XIX | Completion Traveler Meptnyntng
WATER 13 | Baby of Water FIRE 7 | Obsession Janissary levitoapog

CHALLENGE A.3: 4Scribes Starting expression in English Starting expression in Greek Starting expression in German

The head of your village makes a public
announcement in the square: “Mustafa’s goat is
missing. There is suspicion that Kemal, his brother-in-
low from the next village has stolen it. But Mustafa
claims that he saw George, the teacher’s son,
loitering near his yard”. Now the matter rests with
the Pasha to decide...

O MPOEOTOC TOU XWPLOU OVOKOLVWVEL OTNV TAATELQ:
«H katoika tou Mouotadd xabnke. Yrapyouv
untodieg OtL 0 KepdA, o yaumpdg tou Mouotadd amnod
7o SuThavo xwpLd, Tnv ékhede. O Mouotadd
Loxupiletal ot €ibe tov MNwpyn, TOoV yLo ToU
Saokalou, Kovtd otV awAn Tou». O MAoAg MPEMEL val
TApeEL AMOPATELG...

Game version:
M 4Scribes Basic
M 4Scribes Light and Dark
M 4Scribes Co-Op
Number of rounds: 4 [default]

Standard deck of elements
Random selection of any of the standard elements. Name of custom . .
. — Primary Greek History
M | Random selection of standard elements EXCEPT those indicated below: deck:
EARTH 1 | Weapon WATER 14 | Boy of Water FIRE 8 | Happiness, Joy Additional custom elements
EARTH 2 | Treasure WATER 15 | Girl of Water FIRE 9 | Pride In English In Greek Ger
EARTH 3 | Vehicle WATER 16 | Man of Water FIRE 10 | Fear, Terror Revolution Enavdotaon
EARTH 4 | Food, Drink WATER 17 | Woman of Water FIRE 11 | Certainty Destruction Kataotpodn
EARTH 5 | Book WATER 18 | Elder Man of Water FIRE 12 | Eureka! Discord Aovola
EARTH 6 | Symbol, Crest WATER 19 | Elder Woman of Water FIRE 13 | Baby of Fire Liberation, AneAeuBépwon
EARTH 7 | Companion, Pet WIND 1 | Lies FIRE 14 | Boy of Fire Failure Amnotuyia
EARTH 8 | Tool WIND 2 | Miracle FIRE 15 | Girl of Fire Arrest SUMNYNn
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EARTH 9 | Talisman WIND 3 | Performance FIRE 16 | Man of Fire Hanging AmayxovIopog
EARTH 10 | Instrument WIND 4 | Sharing FIRE 17 | Woman of Fire Change AN\ayn
EARTH 11 | Map WIND 5 | Accusation FIRE 18 | Elder Man of Fire Purchase Ayopa
EARTH 12 | Plant, Flora WIND 6 | Celebration FIRE 19 | Elder Woman of Fire Initiation Munon
EARTH 13 | Baby of Earth WIND 7 | Disappearance MYTH | | Birth Oath/Pledge ‘Opkog/Opkwpooia
EARTH 14 | Boy of Earth WIND 8 | Challenge MYTH Il | Magic Capture/Conquest Alwon
EARTH 15 | Girl of Earth WIND 9 | Grow Old, Decay MYTH Il | Rules Tax Dobpog
EARTH 16 | Man of Earth WIND 10 | Prophesy MYTH IV | Lovers Letter/Mail Ipdppa/Eniotodn
EARTH 17 | Woman of Earth WIND 11 | Quest, Receive MYTH V | Falling Codes/Ciphers Kwbikog
EARTH 18 | Elder Man of Earth WIND 12 | Metamorphosis MYTH VI | Justice Local Official MpoeoTog
EARTH 19 | Elder Woman of Earth WIND 13 | Baby of Wind MYTH VIl | Isolation Raya/Tributary PayLag
WATER 1 | Learn WIND 14 | Boy of Wind MYTH VI | Luck Pasha MNaodg
WATER 2 | Craft, Make, Build WIND 15 | Girl of Wind MYTH IX | Strength Clergyman KAnpLkog
WATER 3 | Flee, Run WIND 16 | Man of Wind MYTH X | Perspective Change Klepht/Outlaw KAEdTNG
WATER | 4 | Deal, Do Business WIND | 17 | Woman of Wind MYTH XI | Death :\;matolos/ Militiam | o partorde
WATER | 5 | Defend WIND 18 | Elder Man of Wind MYTH | Xl | Cooperation Upper Class DavapLiTng
Phanariot Greek
WATER 6 | Influence WIND 19 | Elder Woman of Wind MYTH Xl | Darkness Tzar Todpog
WATER 7 | Scheme, Plan FIRE 1 | Pain and Agony MYTH XIV | Rebuilding Captain Apxnyoc
WATER 8 | Fight FIRE 2 | Anger MYTH XV | Light Chieftain MoA€papxog
Member of the , .
WATER 9 | Travel FIRE 3 | Confusion MYTH XVI | Betrayal Secret Society of Ms)\olq Dk
. Etatpiag
Friends
WATER 10 | Help, Rescue FIRE 4 | Shame, Guilt MYTH XVII | Success Sultan SouAtdvog
WATER 11 | Give FIRE 5 | Sadness, Grief MYTH | XVIII | Judgement Merchant/Trader ‘Epmopog
WATER 12 | Take FIRE 6 | Trust MYTH XIX | Completion Traveler Meptnyntng
WATER 13 | Baby of Water FIRE 7 | Obsession Janissary levitoapog
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CHALLENGE A.4: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kowt@€oupe Alyo BaButepa. TLKpUPBOULV oL
- Revolution TILPAKATW EVVOLEG;
- Liberation - Enmavaotaon
- Pride - Aneheubépwon
Maybe you can see something the others can’t see. - Nepndavia
Let’s see who will outsmart whom! MATwg BAEmeLg katL mou ev BAEmouv oL GAAoy; MNa va
SoU e, molog Oa EeyeldoeL motov!
Concept 1: | Revolution Enavaotacn
Concept 2: | Liberation AneAeuBépwon
Concept 3: | Pride MNepndavia
Maximum game duration: 300 seconds [default]
CHALLENGE A.5: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kowtd€oupe Alyo BaButepa. Tt kpUPBoUV oL
- Justice TP OAKATW EVVOLEG;
- Tax - Awaloolvn
- Wealth - Mopog
Maybe you can see something the others can’t see. - MAoutog

Let’s see who will outsmart whom!

MnATnwg BAEneLg katL mou dev BAEMouv oL GAAoy; Ma va
Soupe, molog Ba EeyehdoeL molov!

Concept 1: | Justice Awkatoolvn
Concept 2: | Tax Dobpog
Concept 3: | Wealth MAoutog
Maximum game duration: 300 seconds [default]
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CHALLENGE A.6: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kowt@€oupe Alyo BaButepa. Tt kpUPBoULV oL
- Capture/Conquest TILPAKATW EVVOLEG;
- Betrayal - Ahwon
- Discord - MNpobdooia
Maybe you can see something the others can’t see. - Awovola
Let’s see who will outsmart whom! MATwg BAEmeLg katL mou ev BAEmouv oL dAot; Ma va
SoU e, molog Oa EeyeldoeL motov!
Concept 1: | Capture/Conquest AAwon
Concept 2: | Betrayal Mpodooia
Concept 3: | Discord Arovola
Maximum game duration: 300 seconds [default]
CHALLENGE A.7: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kowtd€oupe Alyo BaButepa. Tt kpUPBouUV oL
- Fight TP OAKATW EVVOLEG;
- Capture/Conquest - Mdyxn
- Destruction - Alwon
Maybe you can see something the others can’t see. - Kataotpodn
Let’s see who will outsmart whom! MnATnwg BAEneLg katL mou dev BAEMouv oL GAAoy; Ma va
Sou e, molog Ba §eyeldoet motov!
Concept 1: | Fight Maxn
Concept 2: | Capture/Conquest Ahwon
Concept 3: | Destruction Kataotpodn
Maximum game duration: 300 seconds [default]
CHALLENGE A.8: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kottd&oupe Aiyo BaButepa. T kpUuBouLV oL
- Initiation TIOLPAKATW EVVOLEG;
- Oath/Pledge - Mdnon
- Betrayal - Opkog
Maybe you can see something the others can’t see. - Mpodooia

Let’s see who will outsmart whom!

Mnnwg BAEmelg katL tou Sev BAémouv oL GA\oy; MNa va
SoUpe, molog Ba EeyeldoeL molov!

Concept 1: | Initiation Munon
Concept 2: | Oath/Pledge ‘Opkog
Version: 3.0, updated 31* October 2014 FINAL Page | 29




C’Learn (FP7-318480) C’Learn Scenarios, Use Cases and User Requirements

D5.1.3, April 2014

Concept 3: | Betrayal

Mpobdooia

Maximum game duration: 300 seconds [default]

CHALLENGE A.9: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kowt@€oupe Alyo BaButepa. Tt KpUBoULV oL
- Terror TILPOLKATW EVVOLEG;
- Anger - Tpouog
- Discord - Ouuog
Maybe you can see something the others can’t see. - Awovola

Let’s see who will outsmart whom!

MATwg BAEmeLg kaTL mou ev BAEmouv oL GAAoy; MNa va
SoU e, molog Ba Eeyeldoel molov!

Concept 1: | Terror Tpouog
Concept 2: | Anger Quuodg
Concept 3: | Discord Awovola
Maximum game duration: 300 seconds [default]
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PR Ly Code name: Scouts on Mountain.
IJIGHGTATE Country: Greece. School context: EA, primary school, year 5 (10 year olds)

Expression in English

Expression in Greek

Expression in German

Theme: Geography

lrewypadia

Sub-theme:

Understanding the natural environment

Katavowvtag to puaotko neptpailov

C2Learn Gameful Design Concept

Expression in English

Expression in Greek

Expression in German

CREATIVE QUEST | Title

A mountainous adventure

Meputétela ota opewva

Description

CREATIVE MISSIONS IN THIS QUEST (overview)

CREATIVE MISSION A

Surviving on a mountain: a place to camp!

EruBiwon oto Bouvo: HEPOG yla kataokvwon!

CREATIVE MISSION B

Surviving on a mountain: the way back!

EruBiwon oto Bouvo: o 5popog tng entotpodng!

C2Learn Gameful Design Concept

Starting expression in English

Starting expression in Greek

Starting expression in German

CREATIVE MISSION A

Surviving on a mountain: a place to camp!

EruBiwon oto Bouvo: PEPOC yla kataokivwon!

Problem

A boy-and-girl scout team is looking for the right place
to camp on a Greek mountain.

Avalritnon KatdAANAoU TOTIOU KATAOKVWONG OE €val
Bouvo tng EANASAC e TNV OUASA TWV TTPOCKOTIWY

CREATIVE CHALLENGES (overview)

4Scribes: 3 games (1 Basic, 1 Light and Dark, 1 Co-Op)
Creative Stories: 0 game
Iconoscope: 3 games
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CHALLENGE A.1: 4Scribes

Starting expression in English

Starting expression in Greek

Starting expression in German

Game version:

M 4Scribes Basic

M 4Scribes Light and Dark
M 4Scribes Co-Op
Number of rounds: 4 [default]

You belong to a boy-and-girl scout team on a
mountain expedition. Where will you choose to set
camp?

EloaL

MEAOG €VOC GCUOTAUOTOC TIPOOKOTIWV TIOU
BpioketaL oe exkbpoury oe €va Bouvo.
ETUAEEETE VO KATALOKNVWOETE;

Movu Ba

Standard deck of elements

Random selection of any of the standard elements.

Name of

Primary Greek Geography

M | Random selection of standard elements EXCEPT those indicated below: custom deck:
EARTH 1 | Weapon WATER 14 | Boy of Water FIRE 8 | Happiness, Joy Additional custom elements

EARTH 2 | Treasure WATER 15 | Girl of Water FIRE 9 | Pride In English In Greek Ger
EARTH 3 | Vehicle WATER 16 | Man of Water FIRE 10 | Fear, Terror Despair AneAnioio/Anoyvwon
EARTH 4 | Food, Drink WATER | 17 | Woman of Water FIRE 11 | Certainty Insecurity fr‘]’f‘aod’“}‘m/ ABeBaio
EARTH 5 | Book WATER 18 | Elder Man of Water FIRE 12 | Eureka! Security Aodalela

EARTH 6 | Symbol, Crest WATER 19 | Elder Woman of Water FIRE 13 | Baby of Fire Hope EAnida
EARTH 7 | Companion, Pet WIND 1 | Lies FIRE 14 | Boy of Fire Relief AvakoUdLlon
EARTH 8 | Tool WIND 2 | Miracle FIRE 15 | Girl of Fire Deceit AbNog

EARTH 9 | Talisman WIND 3 | Performance FIRE 16 | Man of Fire Thirst-Hunger Meiva — Alpa

EARTH 10 | Instrument WIND 4 | Sharing FIRE 17 | Woman of Fire Failure Arnotuyia
EARTH 11 | Map WIND 5 | Accusation FIRE 18 | Elder Man of Fire E;s:ﬁir;ement/ Atodwvia/Ayovola
EARTH 12 | Plant, Flora WIND 6 | Celebration FIRE 19 | Elder Woman of Fire Bid/Offer Mpoodopa

EARTH 13 | Baby of Earth WIND 7 | Disappearance MYTH | | Birth Creation Anpuoupyia

EARTH 14 | Boy of Earth WIND 8 | Challenge MYTH Il | Magic Repair Emubuopbwon

EARTH 15 | Girl of Earth WIND 9 | Grow Old, Decay MYTH Il | Rules Destruction Kataotpodn

EARTH 16 | Man of Earth WIND 10 | Prophesy MYTH IV | Lovers Education Exnaidevon

EARTH 17 | Woman of Earth WIND 11 | Quest, Receive MYTH V | Falling Swimming KoAUpmt

EARTH 18 | Elder Man of Earth WIND 12 | Metamorphosis MYTH VI | Justice Avoidance Anoduyn

EARTH 19 | Elder Woman of Earth WIND 13 | Baby of Wind MYTH VIl | Isolation Communication | Emkowwvia

WATER 1 | Learn WIND 14 | Boy of Wind MYTH VIl | Luck Healing laon
WATER 2 | Craft, Make, Build WIND 15 | Girl of Wind MYTH IX | Strength Meeting, Juvdvtnon

WATER 3 | Flee, Run WIND 16 | Man of Wind MYTH X | Perspective Change Wounding TPAUUOTIONAG
WATER 4 | Deal, Do Business WIND 17 | Woman of Wind MYTH Xl | Death Boat Bapka
WATER 5 | Defend WIND 18 | Elder Man of Wind MYTH Xl | Cooperation Phone TnAédwvo
WATER 6 | Influence WIND 19 | Elder Woman of Wind MYTH Xl | Darkness Clothes Pouxa
WATER 7 | Scheme, Plan FIRE 1 | Pain and Agony MYTH XIV | Rebuilding Blanket, KouBépta
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WATER 8 | Fight FIRE 2 | Anger MYTH XV | Light Net, Alxtu
WATER 9 | Travel FIRE 3 | Confusion MYTH XVI | Betrayal Lens, Qakdg
WATER 10 | Help, Rescue FIRE 4 | Shame, Guilt MYTH XVII | Success Compass Muéida
WATER 11 | Give FIRE 5 | Sadness, Grief MYTH XVIIl | Judgement Medication Ddppako
WATER 12 | Take FIRE 6 | Trust MYTH XIX | Completion Tent knvn
WATER 13 | Baby of Water FIRE 7 | Obsession Rope, TKkowi
Doctor Motpog
Politician MoALTkoOG
Explorer E¢epeuvntng
Athlete ABANTNG
Mountaineer OpeBatng
Engineer MNXavIKOG
Man of the Opeoiflog,
mountains/Pea
sant
River Motaut
Estuary EkBoAn
Water Spring Mnyn
Delta AT
Canyon Qapayyt
Gorge Xapadpa
Valley Kow\ada
Forest Adoog
Lake Alpvn
Blizzard, XtovoBueN\a
Storm Katatyida
Fog OuixAn
Rain Bpoxn
Snow X16vL
Plateau OpomnébLo
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CHALLENGE A.2: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kottaoupe Aiyo BaButepa. Tt kpUBouv oL
- River TILPAKATW EVVOLEG;
- Water Spring - Motaut
- Estuary - Mnyn
Maybe you can see something the others can’t see. - EkBoAn
Let’s see who will outsmart whom! MATwg BAEmeLg katL mou ev BAEmouv oL dAAoL; Ma va
SoU e, molog Oa EeyeldoeL motov!
Concept 1: | River Motaut
Concept 2: | Water Spring Mnyn
Concept 3: | Estuary EkBoOAN
Maximum game duration: 300 seconds [default]
CHALLENGE A.3: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kowt@€oupe Alyo BaButepa. Tt KpUPBoULV oL
- Forest TP OKATW EVVOLEG;
- Gorge - Adoog
- Plateau - Xapadpa
Maybe you can see something the others can’t see. - Opomnédio
Let’s see who will outsmart whom! MATwG BAEMeLG kATL ou Sev BAEmouv oL GAAoy; Ma va
SoU e, molog Ba Eeyeldoel motov!
Concept 1: | Forest Adoog
Concept 2: | Gorge Xapadpa
Concept 3: | Plateau Opomnédio
Maximum game duration: 300 seconds [default]
CHALLENGE A.4: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kowtd€oupe Alyo BaBUtepa. Tt kpUBoUV oL
- Canyon TILPAKATW EVVOLEG;
- Valley - Oapayyt
- Lake - Kow\ada
Maybe you can see something the others can’t see. - Alpvn

Let’s see who will outsmart whom!

MATwg BAEneLg katL mou ev BAEmouv oL GAAoy; Ma va
Sou e, molog Ba eyeldoet motov!

Concept 1: | Canyon Dapayyt
Concept 2: | Valley Ko\ada
Concept 3: | Lake Alpvn
Maximum game duration: 300 seconds [default]
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C2Learn Gameful Design Concept

Starting expression in English

Starting expression in Greek

Starting expression in German

CREATIVE MISSION B

Surviving on a mountain: the way back!

EruBiwon oto Bouvo: o 6pduog TG emtotpodrg!

Problem

Looking for the way back from the mountain

Avalntwvtag to §popo TG EMoTpodrG amno To Bouvo

CREATIVE CHALLENGES (overview)

4Scribes: 3 game (1 Basic, 1 Light and Dark, 1 Co-Op)
Creative Stories: 1 game
Iconoscope: 2 games

CHALLENGE B.1: Creative Stories

Starting expression in English

Starting expression in Greek

Starting expression in German

You belong to a boy-and-girl scout team and you are
assigned to assist in the rescue mission for two
mountaineers lost on mount Olympus. In your diary
you record the search effort as it unfolds through to
its completion.

Eloal péNOG €VOG OUOTHMATOG TIPOOKOTIWY KoL GOU
€xouv avabéoel va Bondnoelg pa opdada dtdowong,
mou mpoomaBel va evromicsl kol va owoel 600
opelBdrteg mou €xouv xabei otov OAuumo. e éva
NUEPOAOYLO Kataypddels Tnv e€EAEN Kal TV €kBaon
™G Epeuvac.
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CHALLENGE B.2: 4Scribes

Starting expression in English

Starting expression in Greek

Starting expression in German

Game version:

M 4Scribes Basic

M 4Scribes Light and Dark
M 4Scribes Co-Op
Number of rounds: 4 [default]

Your boy-and-girl scout team is lost on a mountain
and you are trying to figure out the way back. How do
you proceed?

‘Exelg xoBel pe tv opdda Twv TPOCKOTWV O €val
Bouvd kal mpoomabeic va Bpelg tov SpOHo TNG
emotpodnG. MNwg MPoXwWPAg;

Standard deck of elements

Random selection of any of the standard elements.

Name of

Primary Greek Geography

M | Random selection of standard elements EXCEPT those indicated below: custom deck:
EARTH 1 | Weapon WATER 14 | Boy of Water FIRE 8 | Happiness, Joy Additional custom elements

EARTH 2 | Treasure WATER 15 | Girl of Water FIRE 9 | Pride In English In Greek Ger
EARTH 3 | Vehicle WATER 16 | Man of Water FIRE 10 | Fear, Terror Despair AneAnioio/Anoyvwon
EARTH 4 | Food, Drink WATER | 17 | Woman of Water FIRE 11 | Certainty Insecurity fr‘]’f‘aod’“}‘m/ ABeBaio
EARTH 5 | Book WATER 18 | Elder Man of Water FIRE 12 | Eureka! Security Aodalela

EARTH 6 | Symbol, Crest WATER 19 | Elder Woman of Water FIRE 13 | Baby of Fire Hope EAnida
EARTH 7 | Companion, Pet WIND 1 | Lies FIRE 14 | Boy of Fire Relief AvakoUdLlon
EARTH 8 | Tool WIND 2 | Miracle FIRE 15 | Girl of Fire Deceit AbNog

EARTH 9 | Talisman WIND 3 | Performance FIRE 16 | Man of Fire Thirst-Hunger Meiva — Alpa

EARTH 10 | Instrument WIND 4 | Sharing FIRE 17 | Woman of Fire Failure Arnotuyia
EARTH 11 | Map WIND 5 | Accusation FIRE 18 | Elder Man of Fire E;s:ﬁir;ement/ Atodwvia/Ayovola
EARTH 12 | Plant, Flora WIND 6 | Celebration FIRE 19 | Elder Woman of Fire Bid/Offer Mpoodopa

EARTH 13 | Baby of Earth WIND 7 | Disappearance MYTH | | Birth Creation Anpuoupyia

EARTH 14 | Boy of Earth WIND 8 | Challenge MYTH Il | Magic Repair Emubuopbwon

EARTH 15 | Girl of Earth WIND 9 | Grow Old, Decay MYTH Il | Rules Destruction Kataotpodn

EARTH 16 | Man of Earth WIND 10 | Prophesy MYTH IV | Lovers Education Exnaidevon

EARTH 17 | Woman of Earth WIND 11 | Quest, Receive MYTH V | Falling Swimming KoAUpmt

EARTH 18 | Elder Man of Earth WIND 12 | Metamorphosis MYTH VI | Justice Avoidance Anoduyn

EARTH 19 | Elder Woman of Earth WIND 13 | Baby of Wind MYTH VIl | Isolation Communication | Emkowwvia

WATER 1 | Learn WIND 14 | Boy of Wind MYTH VIl | Luck Healing laon
WATER 2 | Craft, Make, Build WIND 15 | Girl of Wind MYTH IX | Strength Meeting, Juvdvtnon

WATER 3 | Flee, Run WIND 16 | Man of Wind MYTH X | Perspective Change Wounding TPAUUOTIONAG
WATER 4 | Deal, Do Business WIND 17 | Woman of Wind MYTH Xl | Death Boat Bapka
WATER 5 | Defend WIND 18 | Elder Man of Wind MYTH Xl | Cooperation Phone TnAédwvo
WATER 6 | Influence WIND 19 | Elder Woman of Wind MYTH Xl | Darkness Clothes Pouxa
WATER 7 | Scheme, Plan FIRE 1 | Pain and Agony MYTH XIV | Rebuilding Blanket, KouBépta
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WATER 8 | Fight FIRE 2 | Anger MYTH XV | Light Net, Alxtu
WATER 9 | Travel FIRE 3 | Confusion MYTH XVI | Betrayal Lens, Qakdg
WATER 10 | Help, Rescue FIRE 4 | Shame, Guilt MYTH XVII | Success Compass Muéida
WATER 11 | Give FIRE 5 | Sadness, Grief MYTH XVIIl | Judgement Medication Ddppako
WATER 12 | Take FIRE 6 | Trust MYTH XIX | Completion Tent knvn
WATER 13 | Baby of Water FIRE 7 | Obsession Rope, TKkowi
Doctor Motpog
Politician MoALTkoOG
Explorer E¢epeuvntng
Athlete ABANTNG
Mountaineer OpeBatng
Engineer MNXavIKOG
Man of the Opeoiflog,
mountains/Pea
sant
River Motaut
Estuary EkBoAn
Water Spring Mnyn
Delta AT
Canyon Qapayyt
Gorge Xapadpa
Valley Kow\ada
Forest Adoog
Lake Alpvn
Blizzard, XtovoBueA\a
Storm Katatyida
Fog OuixAn
Rain Bpoxn
Snow X16vL
Plateau OpomnébLo
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CHALLENGE B.3: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kotta§oupe Aiyo BaButepa. Tt kpUBouv oL
- Snow TILPAKATW EVVOLEG;
- Blizzard - Xwow
- Fog - XwovoBueNa
Maybe you can see something the others can’t see. - OpixAn
Let’s see who will outsmart whom! MATwg BAEmeLg katL mou ev BAEmouv oL GAAoy; Ma va
SoU e, molog Oa Eeyeldoel motov!
Concept 1: | Snow Xiovi
Concept 2: | Blizzard XwovoBUueMa
Concept 3: | Fog OuixAn
Maximum game duration: 300 seconds [default]
CHALLENGE B.4: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kowtd€oupe Alyo BaButepa. Tt kpUBouUV oL
- Rain TP OAKATW EVVOLEG;
- Storm - Bpoxn
- Blizzard - Katatyida
Maybe you can see something the others can’t see. - XwovoBueha

Let’s see who will outsmart whom!

MnATnwg BAEneLg katL mou dev BAEMouv oL aAoy; Ma va
Sou e, molog Ba §eyeldoet motov!

Concept 1: | Rain Bpoxn
Concept 2: | Storm Katatyida
Concept 3: | Blizzard XtovoBUeA\a

Maximum game duration: 300 seconds [default]
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PR L Code name: Dangerous situations
1L TATE Country: Greece. School context: EA, secondary school, year 8 (13 year olds)

Expression in English

Expression in Greek

Expression in German

Theme:

Ethical questions and dilemmas

HOWKA Intrpata Kot SIAAppata

Sub-theme: Survival

Ermupiwon

C2Learn Gameful Design Concept

Expression in English

Expression in Greek

Expression in German

CREATIVE QUEST | Title

Strange dangerous mountain!

AyvwoTo emnikivéuvo Bouvo!

Description

You need to stay alive under difficult circumstances.
You have to make very hard decisions and come up
with solutions that will help not only yourself, but
everyone else who is with you.

MNpoomaBeic va emPLwoel KATw omd SUOKOAEC
Kataotaocels. OL amoddocelg mou Ba AdBelg, eival
WOLaitepa SUOKOAEG KaL TPEMEL va BPelg AUCELG TTOU
Ba BonBricouv 1600 £0€va, OO0 KoL TOUG UTIOAOLTTOUG
avOpwroug rou Bplokovtatl pali cou.

CREATIVE MISSIONS IN THIS QUEST (overview)

CREATIVE MISSION A

Will you rescue yourself or rescue others?

O€Aelg va cwbelc f} va CWOELS;

CREATIVE MISSION B

An unexpected mountain climb

Avamnavtexn opelpaocia

C2Learn Gameful Design Concept

Starting expression in English

Starting expression in Greek

Starting expression in German

CREATIVE MISSION A

Will you rescue yourself or rescue others?

O€Aelg va cwbeic f} va CWOELS;

Problem

A plane crash-landed on the mountain. The wounded
are trying to survive. Will you rescue yourself or
rescue others?

‘Eva agpomAdvo €nece oto Bouvo. OL TPAUHATIEG

aywvilovtal va emBLwoouyv. OEAelg va owbeic f va
OWOELC;

CREATIVE CHALLENGES (overview)

4Scribes: 3 games (1 Basic, 1 Light and Dark, 1 Co-Op)
Creative Stories: 1 game
Iconoscope: 2 games
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CHALLENGE A.1: Creative Stories

Starting expression in English

Starting expression in Greek

Starting expression in German

You are concerned that not everyone will be rescued;
you don’t have enough food and water supplies.
Thankfully, a plane locates you and assists with
supplies. But what if it hadn’t? What would have
happened then? Write to explore this question.

DoPaocat otL dev pnopolv va cwbolv OAot, SLOTL Ta
POdLua Kal to vepd bev emapkolv. Eutuxwg, éva
OEPOTAAVO 0OG EVIOTILOE. MPADELG EVal KELLEVO Lo TL
Ba pmopoloe va eixe yivel gdv dev gpxotav To
ogpOTMAQVO.

CHALLENGE A.2: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kowta€oupe Alyo BaButepa. Tt kpUBouV oL
- Insecurity TP OKATW EVVOLEG;
- Hesitation - AvaoddAsla
- Pain - Awotaypoc
Maybe you can see something the others can’t see. - MNovog
Let’s see who will outsmart whom! MnTnwg BAEneLg kaTL mou Sev BAEMouv oL aAAoy; Ma va
8ol e, molog Oa EeyeldoeL molov!
Concept 1: | Insecurity Avaodpdiela
Concept 2: | Hesitation AloTayuog
Concept 3: | Pain MNoévog
Maximum game duration: 300 seconds [default]
CHALLENGE A.3: Iconoscope In English In Greek In German
Starting expression: | Let’s look a bit deeper. What do these concepts hide? | Ag kottd€oupe Aiyo BaButepa. TLkpUBoOULV oL
- will TIOLPAKATW EVVOLEG;
- Search - ©@€Anon
- Daring/Bravery - Avaiitnon
Maybe you can see something the others can’t see. - ToAun

Let’s see who will outsmart whom!

Mnnwg BAEmelg katL tou Sev BAémouv oL GA\oy; MNa va
SoUpe, molog Ba EeyeldoeL motov!

Concept 1: | Will @éAnon
Concept 2: | Search Avalntnon
Concept 3: | Daring/Bravery TOAun
Maximum game duration: 300 seconds [default]
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CHALLENGE A.4: 4Scribes

Starting expression in English

Starting expression in Greek

Starting expression in German

Game version:
M 4Scribes Basic
M 4Scribes Light and Dark
M 4Scribes Co-Op
Number of rounds: 4 [default]

The airplane crash-landed on a mountain. Some
people are wounded. It is cold. You decide to start
searching for basic food, clothing and medicine. The
conditions are harsh, and you have to decide if you
are going to try to rescue the three wounded or
leave, thus rescuing yourselves. Try to find some

)To aepomAdvo mpooyewwbnke avwpada oe Eva
Bouvd.  Ymdapyxouv  Tpoupatieg.  Kdavel  kpuo.
Anodaocilete va fekvioete Lo avalitnon Pactkwv
tPodwy, poUxwv Kol papudakwy. OL cuvenkeg givat
SU0KOAEG KaL TpEmeL va anodaoioete edv Ba cwoete
TOUG TPEL tpauupatiec N av Ba ¢uyete, ya va

solution. owBeite eoelg. Npoonadeite va Bpeite AVOELS.

Standard deck of elements

Random selection of any of the standard elements. Name of Greek Secondary Dangerous
Random selection of standard elements EXCEPT those indicated below: custom deck: Situations

EARTH 1 | Weapon WATER 14 | Boy of Water FIRE 8 | Happiness, Joy Additional custom elements

EARTH 2 | Treasure WATER 15 | Girl of Water FIRE 9 | Pride In English In Greek In German
EARTH 3 | Vehicle WATER 16 | Man of Water FIRE 10 | Fear, Terror

EARTH 4 | Food, Drink WATER 17 | Woman of Water FIRE 11 | Certainty

EARTH 5 | Book WATER 18 | Elder Man of Water FIRE 12 | Eureka!

EARTH 6 | Symbol, Crest WATER 19 | Elder Woman of Water FIRE 13 | Baby of Fire

EARTH 7 | Companion, Pet WIND 1 | Lies FIRE 14 | Boy of Fire

EARTH 8 | Tool WIND 2 | Miracle FIRE 15 | Girl of Fire

EARTH 9 | Talisman WIND 3 | Performance FIRE 16 | Man of Fire

EARTH 10 | Instrument WIND 4 | Sharing FIRE 17 | Woman of Fire

EARTH 11 | Map WIND 5 | Accusation FIRE 18 | Elder Man of Fire

EARTH 12 | Plant, Flora WIND 6 | Celebration FIRE 19 | Elder Woman of Fire
EARTH 13 | Baby of Earth WIND 7 | Disappearance MYTH | | Birth

EARTH 14 | Boy of Earth WIND 8 | Challenge MYTH Il | Magic

EARTH 15 | Girl of Earth WIND 9 | Grow Old, Decay MYTH Il | Rules

EARTH 16 | Man of Earth WIND 10 | Prophesy MYTH IV | Lovers

EARTH 17 | Woman of Earth WIND 11 | Quest, Receive MYTH V | Falling

EARTH 18 | Elder Man of Earth WIND 12 | Metamorphosis MYTH VI | Justice

EARTH 19 | Elder Woman of Earth WIND 13 | Baby of Wind MYTH VIl | Isolation

WATER 1 | Learn WIND 14 | Boy of Wind MYTH VII | Luck

WATER 2 | Craft, Make, Build WIND 15 | Girl of Wind MYTH IX | Strength

WATER 3 | Flee, Run WIND 16 | Man of Wind MYTH X | Perspective Change

WATER 4 | Deal, Do Business WIND 17 | Woman of Wind MYTH XI | Death

WATER 5 | Defend WIND 18 | Elder Man of Wind MYTH Xll | Cooperation

WATER 6 | Influence WIND 19 | Elder Woman of Wind MYTH Xl | Darkness

WATER 7 | Scheme, Plan FIRE 1 | Pain and Agony MYTH XIV | Rebuilding

WATER 8 | Fight FIRE 2 | Anger MYTH XV | Light
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WATER 9 | Travel FIRE 3 | Confusion MYTH XVI | Betrayal

WATER 10 | Help, Rescue FIRE 4 | Shame, Guilt MYTH XVII | Success

WATER 11 | Give FIRE 5 | Sadness, Grief MYTH XVIII | Judgement

WATER 12 | Take FIRE 6 | Trust MYTH XIX | Completion
WATER 13 | Baby of Water FIRE 7 | Obsession

C2Learn Gameful Design Concept

Starting expression in English

Starting expression in Greek

Starting expression in German

CREATIVE MISSION B

An unexpected mountain climb

Avamnavtexn opelBaocia

Problem

How can you survive climbing a strange mountain
with uncooperative companions?

MNw¢ propeig va emBLwoelg anod o opstpacio os éva
ayvwoto  Pouvo pe  avBpwrmoug Tou  bev
ocuvepyalovtay;

CREATIVE CHALLENGES (overview)

4Scribes: 3 game (1 Basic, 1 Light and Dark, 1 Co-Op)
Creative Stories: 0 game
Iconoscope: 0 games
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CHALLENGE B.1: 4Scribes

Starting expression in English

Starting expression in Greek

Starting expression in German

Game version:
M 4Scribes Basic
M 4Scribes Light and Dark
M 4Scribes Co-Op
Number of rounds: 4 [default]

A snowstorm obliges you to change your course and
you are lost in the mountain. Your team of chosen
mountaineers suddenly appear uncooperative,
because they believe that you don’t have enough
food and water for everyone. They argue about
which path to take and what rescue plan to follow.
You feel that it is impossible to get everyone to
cooperate in time to be rescued.

Mua xtovoBUeA\a oag avaykalel va aAAdgete dpouo
Kol Xdveote oto Bouvd. H opdda mou eméleéec va
npaypatonoltioslg tnv opelpacio dev daivetal va
ouvepyaletal, SLOTL TLOTEVOUV OTL T TPOPLUA KAL TO
vepo Oev  ¢tavouv Tyl OAouG. Ymapyxouv
Sladwvieg ya Tt eidoug povomartt Ba akolouBrioste
Kol WG Ba owBeite. Asv muotelete OtL Ba pnopeite
VO CUVEPYOLOTELTE [LE OAOUG, Yla va owBelte cuvtopa.

Standard deck of elements

Random selection of any of the standard elements. Name of Greek Secondary Dangerous
Random selection of standard elements EXCEPT those indicated below: custom deck: Situations

EARTH 1 | Weapon WATER 14 | Boy of Water FIRE 8 | Happiness, Joy Additional custom elements

EARTH 2 | Treasure WATER 15 | Girl of Water FIRE 9 | Pride In English In Greek In German
EARTH 3 | Vehicle WATER 16 | Man of Water FIRE 10 | Fear, Terror

EARTH 4 | Food, Drink WATER 17 | Woman of Water FIRE 11 | Certainty

EARTH 5 | Book WATER 18 | Elder Man of Water FIRE 12 | Eureka!

EARTH 6 | Symbol, Crest WATER 19 | Elder Woman of Water FIRE 13 | Baby of Fire

EARTH 7 | Companion, Pet WIND 1 | Lies FIRE 14 | Boy of Fire

EARTH 8 | Tool WIND 2 | Miracle FIRE 15 | Girl of Fire

EARTH 9 | Talisman WIND 3 | Performance FIRE 16 | Man of Fire

EARTH 10 | Instrument WIND 4 | Sharing FIRE 17 | Woman of Fire

EARTH 11 | Map WIND 5 | Accusation FIRE 18 | Elder Man of Fire

EARTH 12 | Plant, Flora WIND 6 | Celebration FIRE 19 | Elder Woman of Fire
EARTH 13 | Baby of Earth WIND 7 | Disappearance MYTH | | Birth

EARTH 14 | Boy of Earth WIND 8 | Challenge MYTH Il | Magic

EARTH 15 | Girl of Earth WIND 9 | Grow Old, Decay MYTH Il | Rules

EARTH 16 | Man of Earth WIND 10 | Prophesy MYTH IV | Lovers

EARTH 17 | Woman of Earth WIND 11 | Quest, Receive MYTH V | Falling

EARTH 18 | Elder Man of Earth WIND 12 | Metamorphosis MYTH VI | Justice

EARTH 19 | Elder Woman of Earth WIND 13 | Baby of Wind MYTH VIl | Isolation

WATER 1 | Learn WIND 14 | Boy of Wind MYTH VIIl | Luck

WATER 2 | Craft, Make, Build WIND 15 | Girl of Wind MYTH IX | Strength

WATER 3 | Flee, Run WIND 16 | Man of Wind MYTH X | Perspective Change

WATER 4 | Deal, Do Business WIND 17 | Woman of Wind MYTH XI | Death

WATER 5 | Defend WIND 18 | Elder Man of Wind MYTH Xl | Cooperation

WATER 6 | Influence WIND 19 | Elder Woman of Wind MYTH Xl | Darkness

WATER 7 | Scheme, Plan FIRE 1 | Pain and Agony MYTH XIV | Rebuilding
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WATER 8 | Fight FIRE 2 | Anger MYTH XV | Light
WATER 9 | Travel FIRE 3 | Confusion MYTH XVI | Betrayal
WATER 10 | Help, Rescue FIRE 4 | Shame, Guilt MYTH XVII | Success
WATER 11 | Give FIRE 5 | Sadness, Grief MYTH XVIII | Judgement
WATER 12 | Take FIRE 6 | Trust MYTH XIX | Completion
WATER 13 | Baby of Water FIRE 7 | Obsession
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4 C’LEARN OVERALL SYSTEM FUNCTIONAL REQUIREMENTS

This section presents the detailed functional specification for the CZSpace environment as defined in summer 2014 by EA, with the assistance of NCSR-D.

User Roles Who is it?
A System Admin One for each installation [IT responsible] Default Role from System Setup
B School Admin IT responsible, Teacher (upon choice)
C Facilitator Teacher, Student (upon choice of teacher)
D Learner Students
No. Action Flow What
1. Registers Schools into th t d Provid
1 Register Schools . e8ls (Iers chools Into the system and Frovides School Name, Contact Details, ...
information related to each School
. . 1. Registers the Users who will be the School
2 -
Register School Admins Administrator(s) for each School
3 Modify/ Delete School Admins / Schools
No. Action Flow What
1 Register Class 1. Registers the Classes of his/her School Class=[Level, Number, Class ID]
2 Register Facilitators 1. Registers Facilitator(s) for each Class Subject, First Name, Last Name, Default (UserName, Password)...
3 Register Learners 1. Registers Learners for each Class
4 Modify/ Delete Learners/ Facilitators / Classes
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No.

Action

Flow

What

Organise Groups

1. Registers Groups
2. Assign Group to Class
3.Assign Learner for each Group

Group = [Group ID, Class, Members]

Create Gaming Activities

. Selects from existing games
. Creates new game

. Assigns group to game

. Saves new game

A WN -

Game = [Game ID, Group]

Plan Gaming Activities

. Sets timetable for game
. Saves details of timetable

N -

Timetable = [Date, Time]

Create Scenario

1. Creates educational scenario
. Saves educational scenario
3. Assigns games to educational scenario

N

Scenario = [ Scenario ID, Related Game]

Evaluates

. Gives feedback to learner
. Gives award to learner

. Uses existing badge

. Creates new badge

. Saves new badge

. Gives badge to learner

DU, WN B

1. Feedback = asynchronous messages to the learner
3,4,5, 6 = The facilitator can use the differnet badges of the individual
games or create new ones

Communicates

1. Sends messages to other users
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1. Creates profile
Creates Profile 2. Creates avatar
3. Adjusts settings of profile (what can be seen: stories
7 created, educational scenario created) Profile = [Username, Avatar, Created content]
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