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Executive summary

Cllearnata 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

In this document we report the activities of the second and third main pilot cycles, which have just
been completed (end October 2015). Their end concides with the completion of the C’Learn project
overall, as foreseen by the C’Learn User Evaluation Plan (deliverables D5.2.1 and D5.2.2). The current
final iteration of this deliverable is an update of the previous iteration, D5.3.3, which in April 2015
reported on just the second main pilot cycle.

The aim of piloting was to provide updated input to the iterative design, development and evaluation
processes of the project, by testing the C’Learn technological solution in real-life educational settings.

The present report on the pilot activities focuses more on the procedures and conditions of the pilot
activities. The outcomes and user feedback informs all relevant processes and deliverables of the
project, and among them predominantly D5.4.2 ‘Co-creativity Evaluation Analysis’.

Version: 2.0, 30" October 2015 FINAL Page | 6



C’Learn (FP7-318480) C’Learn User Pilots D5.3.4, October 2015

1 Introduction

Pilots in the C’Learn project ( ) are conducted in close collaboration with communities
of educators and students in the three countries, which the research teams of EA (Greece), OU (UK),
and BMBF (Austria) have started building since the very early stages of the project. Utilizing these
communities and in close collaboration with schools and teachers the research teams have
negotiated, planned and implemented pilot activities structured around the concept of testing the
introduction of the proposed C’Learn innovation in various real-life learning settings, for the purposes
of evaluation and input to the various design and development processes of the project. The details of
the organisation of this piloting process can be found in deliverables D5.2 ‘C’Learn User Evaluation
Plan’.

The present document constitutes a report on the activities realized within the 2" and 3™ main pilot
cycles of the C’Learn project, which were implemented in the three countries and completed in April
2015 and October 2015 respectively, as foreseen by the C’Learn User Evaluation Plan. The end of the
piloting activities concides with the completion of the C’Learn project overall. The current final
iteration of this deliverable is an update of the previous iteration, D5.3.3, which in April 2015 reported
on just the 2" main pilot cycle.

This report focuses on the procedures and conditions of the pilot activities. The outcomes and user
feedback collected inform all relevant processes and deliverables of the project, and among them
predominantly D5.4.2 ‘Co-creativity Evaluation Analysis’.

In the background of the current piloting activities lies the 1* main pilot cycle which formally took
place in the period of February 2014 — July 2014, as planned, and was preceded by even earlier
testing and piloting activities. The purpose of that previous cycle was to expose the interim outcomes
of the project up to that time to real use in educational settings. User feedback from those activities
informed adaptations in the designs and the corresponding development as well as providing some
first indications of the impact of the innovation in terms of co-creativity assessment. The report on
the 1% main pilot cycle was included in the previous iteration of this deliverable, D5.3.2, and its
outcomes and findings were discussed in deliverable D5.4.1 ‘Co-creativity Evaluation Analysis’.

2 Activities realised in the 2"* and 3" main pilot cycles

The aim of the 2™ main pilot cycle was to provide updated input to the iterative design,
development, and evaluation processes of the project, and in particular test the C’Learn technological
solution in real-life educational settings. With the outcomes of the project maturing and the timing of
this cycle providing a convenient time window in the heart of a school year, the pilots at this stage
provided rich feedback for the validation of the C’Learn technology and pedagogical interventions as
well as rich insights into co-creativity evaluation.

Following a period of intensive work across the project, researchers returned to field trials in autumn
2014 and more intensively in winter 2014-2015, covering and exceeding the six-month period of
pilots foreseen by the User Evaluation Plan (M25-M30). To provide a wider time window that would
allow the research teams to make use of the whole school year, collaborating schools were involved
already in October 2014, earlier than originally anticipated, so that the use of any technological
products available for testing could be piloted without delay. Following developments in autumn
2014 linked to technology availability and readiness for use in classrooms, eventually the greatest part
of the 2" main pilot cycle activities fell in the period of M27-M30 (January 2015 — April 2015). In April

Version: 2.0, 30" October 2015 FINAL Page | 7


http://www.c2learn.eu/

C’Learn (FP7-318480) C’Learn User Pilots D5.3.4, October 2015

2015, a potential extension of the pilot into May, June and July 2015 was decided to secure the
longest possible availability of young users for trials of emerging technological outcomes, provided of
course that pragmatic conditions in classrooms (given restrictions such as end-of-school year exams
and other school activities in summer) allowed further piloting of C’Learn. In this way, the 2" and the
3™ pilot cycles eventually merged into a continuous process.

In the 3™ main pilot cycle, as foreseen by the User Evaluation Plan, as soon as the whole solution
produced by the project became available towards the end of summer / early autumn 2015, the
remaining piloting activites served as the last opportunity for interaction of the design and
development teams with the end user communities, so as to finely adjust, finally shape and deliver
the project products. This last pilot cycle was shorter, effectively taking place in September and
October 2015, last months of the project. This final validation of the project products is accompanied
by the final conclusions of co-creativity evaluation and evidence for the potential for exploitation of
the results of the project.

The short nature of the last pilot cycle, which could not be altered due to overall restrictions of the
time plan of the project as well as due to the short distance between summer school holidays 2015
and the end of the project, required inventive solutions that allowed exposure of a number of users
to the final C’Learn solution in the little available time. This was achieved in coordination with rich
dissemination and exploitation-oriented activities aiming at attracting users far beyond the
immediate user access spheres of the consortium.

In the following sections, the details of the pilot activities that took place in each of the participating
countries, Austria, Greece and UK, are presented.

2.1 PILOT ACTIVITIES IN AUSTRIA

Austria hosts one of the four C’Learn case studies. The code name for this is: AT-CS. BMBF has been
building a community of teachers around C’Learn since the first stages of the project. The Austrian
pilots concentrate on the age groups of 13-15 year-olds and 16-18 year-olds.

Plans in Austria foresee one pilot per main pilot cycle, each of them lasting about 20-25 hours. These
hours may be distributed across a number of weeks of lessons, or concentrated in just one week (a
‘project week’), depending on local school circumstances and availability. As background to the
current report, pilot activity in Austria for the 1% main pilot cycle took place in May 2014, following
the ‘project week’ format. The overall duration of the activities was 25 hours. The activities were
structured into five daily 5-hour sessions.

Within the currently reported 2" and then 3" main pilot cycles, the Austrian research team initially
realised intensive pilots in Autumn 2014. Beyond April 2015, time of formal ending of the 2" main
pilot cycle, the Austrian research team decided to carry out further pilots to take place in summer and
autumn 2015 so as to be able to bring mature, near-to-final project outcomes to the collaborating
classrooms.

More precisely, in 10™-14™ November 2014 a ‘project week’ pilot took place in the Cooperative
Middle School Vienna 18, located at Schopenhauerstralle 79, 1180 Vienna.

The duration of the pilot was 25 hours distributed into five days (5 hours/ day).

A group of 23 male and female students aged 13-15 years from class 4B took part, with their teacher
Gerda Reissner. Overall, the project team involved in this pilot included Alexander Schmdlz, Markus
Jastraunig, Tony Lardge, Gerda Reissner, and Bettina Felzmann.
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The pilot was based on the scenario of ‘Cultural Diversity’, which offered a large variety of possible
approaches and topics. In this context, from the C2Learn applications students and their teacher used
Creative Stories, Iconoscope and 4Scribes.

Further information on this pilot can be found in the website of the Middle School
Schopenhauerstralie:

as well as in the following YouTube-video:

In addition, an extra one-day mini-pilot, without full use of the co-creativity assessment methodology,
was organised in Higher Secondary School Klosterneuburg (BRG Klosterneuburg, Buchberggasse 31,
3400 Klosterneuburg) in February 2015. It involved 24 students in the pilot use of Constellations,
Creative Stories, Iconoscope, and 4Scribes.

In the extension of the 2" main pilot cycle and in the 3" main pilot cycle, in summer and autumn
2015 the Austrian research team realised further intensive pilots in schools, aiming to bring mature,
near-to-final project outcomes to the collaborating classrooms.

More precisely, on 24™-30™ June 2015 a ‘project week’ pilot took place in the Higher Secondary
School Klosterneuburg (BRG Klosterneuburg, Buchberggasse 31, 3400 Klosterneuburg).

The duration of the pilot was 30 hours distributed into five days (6 hours/ day).

A group of 19 male and female students aged 16-18 years from class 7A took part, with their teachers
Dr. Mag. Sigfried Kopelka and Mag. Barbara Simons. Overall, the project team involved in this pilot
included Markus Jastraunig, Amélie Aichhorn, Carla AlImeida Weissmann, and Alexander Schmoelz.

The pilot was based on the scenario of ‘Digital Diversity’, as an interdisciplinary framework involving
the subjects of English, Computer Science, Geography, History, Sports, and Music. This offered a large
variety of possible approaches and topics. In this context, from the C2Learn applications students and
their teachers used Creative Stories, Iconoscope and 4Scribes.

Finally, on 12"-22" October 2015 a pilot took place in the School of Vienna Boys Choir (Schule der
Sangerknaben, 1020 Wien).

The overall duration of the pilot was 25 hours, with 2-4 hours per day.

A group of 12 students aged 13-18 years from various classes took part, with their teachers Mag. Lora
Autischer and Mag. Martha Gumhold. The project team involved in this pilot included Rebekka Dober
and Alexander Schmoelz.

The pilot was based on the scenario of ‘Students as Experts for Change’, as an interdisciplinary
framework involving the subjects of English, Computer Science, Ethics, History, Philosophy,
Psychology, and Music. This offered a large variety of possible approaches and topics. In this context,
from the C2Learn applications students and their teachers used Iconoscope and 4Scribes.

Further information on this pilot can be found in the website StudentsAsExperts4Change:

as well as in the YouTube-channel ‘sangerknabendchange’:
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In addition, in several occasions the Austrian research team used opportunities that arose to conduct
mini-pilot activities with teachers, teachers-to-be, and students, in combination with dissemination in
the context of conferences and workshops.

Thus, utilising the context of ENIS, the European Network of Innovative Schools ( ), the
Austrian research team organised mini-pilots on the use of Creative Stories, Iconoscope, and 4Scribes,
in Bad Hofgastein in October 2014 and January 2015, involving 30 and 35 teachers respectively.

Similarly, in September 2015 the research team conducted one more mini-pilot on the use of Creative
Stories, Iconoscope, and 4Scribes in the context of the ENIS meeting in Bad Hofgastein, involving
another 55 teachers, while plans are also in place for repeating this in the ENIS meeting in January
2016.

In the context of the KidZ Conference in Linz in March 2015 in collaboration with ELSA Association,
the Austrian research team organised a mini-pilot on the use of Iconoscope and 4Scribes, involving 9
teachers.

In addition, in the context of a two courses for pre-service teachers on ‘Digital games, simulation and
virtual worlds for teaching and learning’ and on ‘Wise Humanising Creativity: Learning experienced as
transformational agency’ at the University of Vienna in Spring 2014, the Austrian team in
collaboration with project partner OU conducted mini-pilots on the use of Creative Stories,
Iconoscope, and 4Scribes, involving 22 and 6 pre-service teachers respectively.

2.2 PILOT ACTIVITIES IN GREECE

Greece officially hosts two of the four C’Learn case studies. The code names for these are: GR-CS1
and GR-CS2. The working definition of these two main Greek case studies is the division between
primary and secondary education: GR-CS1 in primary school and GR-CS2 in secondary school. These
two case studies are carried out within EA’s school in Pallini, Athens.

In addition, an extrovert approach followed in conjunction with the dissemination and exploitation
efforts has attracted the attention of educators in Greece who are willing to contribute to piloting
C’Learn in their teaching contexts as volunteers motivated by the strong pedagogical innovation and
value of the project approach. This movement has grown to form an additional, third Greek case
study, encoded as GR-CS3.

The overall plan and intention in Greece is to cover the whole age range falling within schooling, as
follows:

e 10-12 year-olds: mainly year 5 and year 6 in primary school, and possibly year 7 (1St grade of
lower secondary school)

e 13-15 year-olds: mainly year 8 or year 9 (2nd and 3™ grades of lower secondary school), and
possibly year 10 (1* grade of upper secondary school)

e 16-18 year-olds: years 11 and 12 (2nd and 3" grades of upper secondary school).

2.2.1 PILOTING WITHIN THE SCHOOL OF EA

EA has been building a community of teachers around C’Learn more widely in Greece as well as
particularly within EA’s school, since the first stages of the project.
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Within EA, twelve teachers have been closely following C’Learn from the very early stages engaged in
co-design and piloting activities, working in two independent groups, one in the primary school, and
one in the secondary school.

EA’s central role in C’Learn makes access to a variety of classrooms an immediate, very helpful
possibility, which allows for considerable flexibility to address testing and piloting needs as these are
emerging or changing in the course of the project.

Pilots in EA relate to various curricular areas serving as starting points for cross-curricular work,
implementing a variety of the developed scenarios.

Following a very active 1% main pilot cycle, the activities of which were reported in D5.3.2, the 2"
main pilot cycle, falling in the heart of a full school year, included rich testing and piloting activity in
EA, involving significant numbers of students and teachers. A short extract of this activity was
observed by the project reviewers, the Project Officer and the consortium during the second project
review meeting, which took place in the premises of EA on 22" - 23" January 2015.

EA purchased hardware (tablets) and mobilised its IT resources, infrastructure and staff, to realise full-
scale pilot application of the C’Learn intervention in whole classes, in the classrooms actually used in
everyday school life. This involved a variety of technical tasks, from the hosting of the system on EA’s
servers, to adjustments of the wifi network of the school, setting up the tablets used by the students
and keeping them updated with the latest versions of the applications, as well as reporting and
addressing all technical problems when they arose.

On the pedagogical side, the rich testing and piloting activity required intensive collaboration of EA’s
research team with the teachers and students involved, including various tasks, from informing and
training on the applications introduced each time, to the negotiation and development of scenarios
fine-tuned to the needs of the classes, and the realisation of a significant number of classwork
sessions of C’Learn use. In these sessions, the co-creativity assessment methodology was applied
extensively as possible within the pragmatic conditions, yielding very rich data for analysis. In cases
where the co-creativity assessment methodology could not be formally applied, or complementarily
to it, EA’s researchers administered additional data collection tools, such as self-reflection sheets to
be completed by students, so as to maximise the level feedback received from the field of trials.
Annex | includes indicative samples of materials and feedback collection tools produced by EA and
used in various instances during the pilots.

Pilots with students in EA’s classrooms included the following activities:

In the context of History lessons in primary school: 24 students of year 6 (11-12 year-olds) and their
teacher were involved in five hours in total of focused piloting of C’Learn, including the application of
the co-creativity assessment methodology, using C2Space and 4Scribes based on scenarios developed
through the collaboration of EA’s researchers with the teacher.

In the context of Geography lessons in primary school: 24 students of year 6 (11-12 year-olds) and
their teacher were involved in five hours in total of focused piloting of CZLearn, including the
application of the co-creativity assessment methodology, using C2Space and 4Scribes based on
scenarios developed through the collaboration of EA’s researchers with the teacher.

In the context of History lessons in primary school: about 120 students of year 6 (11-12 year-olds) and
their teachers were involved in four hours in total of less formal trials of C’Learn without the
application of the co-creativity assessment methodology, using C2Space and 4Scribes based on
scenarios developed through the collaboration of EA’s researchers with the teachers.
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In the context of a cross-curricular project inspired by C’Learn, involving the subject areas of
literature, religious education and home economics, in secondary school: 24 students of year 8 (13-14
year-olds) and their teachers were involved in fourteen hours in total of C’Learn pilots, including
some elements of application of the co-creativity assessment methodology, using C2Space, 4Scribes,
Iconoscope and Creative Stories, based on scenarios developed through the collaboration of EA’s
researchers with the teachers.

In the context of two creative writing classes in secondary school: 10 students of year 9 (14-15 year-
olds) and 10 students of year 12 (17-18 year-olds) and their teacher were involved in ten hours in
total of less formal trials of C’Learn without the application of the co-creativity assessment
methodology, using C2Space, 4Scribes, lconoscope and Creative Stories, based on scenarios
developed through the collaboration of EA’s researchers with the teacher.

Indicatively, Annex Il provides a concise overview of the approach followed in the classroom-based
pilots in EA on the basis of the example of activities in primary school.

In addition to work with students and teachers in classrooms, the research team installed and tested
the various applications and games as soon as they became available, providing the design and
development teams with feedback on adjustment and improvement requirements. Translations,
playtesting, fine-tuning and additional user-driven design were also part of the ways EA’s researchers
contributed through concrete input to the refinement and final shaping of the C’Learn solution in this
pilot period. Indicative samples of such input are provided in Annex IlI.

Overall, the testing and pilot activities in EA were realised flexibly, with a priority to providing direct
input to the design and development processes of the project.

2.2.2 PILOTING IN SETTINGS OUTSIDE EA

Besides offering its staff and classrooms for the pilots, since the start of the project EA has enabled
the involvement of more teachers and schools in Greece in the pilot activities, drawing from a wide
network of education professionals with whom EA has strong collaboration links.

In this context, there have been numerous instances in which the C’Learn pedagogy and technologies
have been exposed to teachers and learners beyond the immediate school context of EA. Already the
1° main pilot cycle included rich piloting activity in settings outside the immediate school context of
EA, which provided user feedback from places of non-formal and informal learning (e.g. museums,
creativity clubs and summer camps) as well as from the 18+ age group, and which were reported in
the previous iteration of his deliverable, D5.3.2.

The 2™ main pilot cycle in EA consisted predominantly of rich focused work with trials and evaluation
within the school, so as to provide the design and development processes of the project consistently
with rich feedback, in-depth insights into the workings of the whole intervention proposed by
CZLearn, and rich data sets for co-creativity assessment.

Starting in summer 2015, as part of the 3" and final main pilot cycle up to the end of the project, EA
put strong emphasis on exposing the -by then, almost final- outcomes of the project to wider
audiences reaching far beyond the consortium. All dissemination activities were utilised as
opportunities for such presentation and trials of the project products by the public, thus enabling one
final cycle of interaction of the design and development teams with the end user communities, and
allowing that the project products be finely adjusted, finally shaped and delivered. The relevant
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activities are reported in deliverable D6.3.3 ‘Report on Dissemination and Exploitation Activities Year
3’ in more detail. Among the various activities, it is worth highlighting here:

e networking with and demonstration to a large international educationalist audience in
Madrid utilizing the participation in The Learner Conference (9-11 July 2015);

e a four-hour hands-on workshop in Attica, Greece on 16™ July 2015 involving 40 teachers
from many different European countries in the context of the Open Discovery Space Summer
School 2015 organised in collaboration with the Open Discovery Space project;

e demonstration to 30 adult participants and networking during the Make2Learn workshop on
‘Making as a Pathway to Foster Joyful Engagement and Creativity in Learning’ which EA co-
organised in Trondheim, Norway on 29" September 2015 within the International
Conference on Entertainment Computing (ICEC 2015);

e EA’s active involvement in the organisation of the C’Learn challenges and contests which are
already attracting larger numbers of users; and

e the rich final project workshop of C2Learn in EA’s premises in Athens, Greece, on 30"
October 2015.

2.3 THE CASE STUDY IN UK

UK hosts one of the four C’Learn case studies. The code name for this is: UK-CS

OU has been building communities of students and teachers around C’Learn since the first stages of
the project. Decisions about the details of each pilot activity are generally made closer to the start of
the pilot so as to cover the relevant needs of the project as these emerge and take into account the
possibilities offered in the collaborating school communities. The curricular areas to be used as
possible starting or reference points for cross-curricular work are also defined closer to the start of
the pilots, after the schools and particularly the teachers within them are recruited. The selection of
scenarios for the UK use cases is based on the ongoing close collaboration with the teachers involved
as well as depending on which parts of the games and environment are ready to pilot and which
scenarios might house those best.

Overall, pilot activities in the 2" and 3™ main pilot cycles in the UK were shaped by the readiness of
the project outcomes for use with teachers and students, as well as by changing circumstances in
some of the schools involved. The research team actively addressed all technical and resource-related
issues which arose, in close collaboration with the project coordinator and technical partners. The
following pilots were eventually realised:

e  Primary School SE1 (South East England)l: three sessions, two research visits, in February-
March 2015, involving 24 students (10-year-olds) using 4Scribes. A teacher interview was
conducted and audio and video data was collected for analysis.

e Secondary School MID1 (Midlands, England), two sessions, in February-March 2015,
involving four and nine students (17-19-year-olds) respectively, using 4Scribes. A teacher
interview was conducted and audio and video data was collected for analysis.

! School names are pseudonyms, detailed information in deliverable D 5.1.1
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e  Primary School SW1 (South West England), five sessions, two research visits, in May-June
2015, involving 16 students (10-year-olds) using 4Scribes. A teacher interview was conducted
and video data was collected for analysis.

e Secondary School MID2 (Midlands, England), two sessions, two research visits, in May-June
2015, involving five students (15-16-year-olds) respectively, using Creative Stories and
Explore and Expand. Audio data was collected for analysis.

Finally, the UK research team used the opportunity of the dissemination workshop organized at the
Graduate School of Education, University of Exeter (SW England) on 9™ October 2015 for the purposes
of further piloting 4Scribes, Iconoscope, and Creative Stories. Eight adult participants (university staff
and students from the MA Education Creative Arts and MA Education Technology, Creativity and
Thinking Skills courses) were involved in that session. Video data was collected for later analysis, the
self-assessment tools were used, and a brief Socratic Dialogue took place.

The outcomes and findings of these pilot activities are reported and analysed in deliverable D5.4.2
‘Co-creativity Evaluation Analysis’.

The UK research team also got actively involved in playtesting the various games and applications as
they became available, providing feedback to the design and development teams. Indicative examples
include a trial of the Constellations paper-based prototype conducted by the research team in Exeter
in December 2014, involving three participants. In another case, external players (friends of one of
the researchers, unlinked to the project or education), playtested 4Scribes in Exeter in May 2015,
developing a new scenario linked to colonising a new world.

While the output of all playtesting, i.e. the continuous rich feedback provided to the design and
development teams working on the various games and applications, is reflected in the technological
outcomes and the corresponding deliverables, for indication purposes Annex Ill provides examples of
feedback provided by the UK team based on the trial of the Constellations paper-based prototype in
Exeter in December 2014.

3 Conclusion

This document reported on the activities realized within the 2™ and 3" main pilot cycles of the
C’Learn project, which were implemented in the three participating countries, Austria, Greece, and
UK. The piloting activities were completed in April 2015 and October 2015 respectively, as foreseen
by the C’Learn User Evaluation Plan. The end of the piloting activities concides with the completion of
the C’Learn project overall. This report focused on the procedures and conditions of the pilot
activities, while the outcomes and user feedback collected have informed all relevant processes and
deliverables of the project, and among them predominantly D5.4.2 ‘Co-creativity Evaluation Analysis’.

Overall, the pilots constituted a crucial contribution to the C’Learn project from early on, having
provided continuous input to the iterative design, development, and evaluation processes by testing
the C’Learn technological solution in real-life educational settings. With the outcomes of the project
gradually maturing and the careful timing of piloting in the covered school years, the pilots eventually
provided evidence for the validation of the C’Learn technology and pedagogical interventions. While
the present document predominately serves as a technical report, a reader-friendly summary of the
outcomes and findings of pilots and C’Learn overall can be found in the final Knowledge Kit of the
project (deliverable D6.4.2).
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Annex |: Samples of additional materials and feedback collection tools (EA)

C2Leacn

Creativity in fearning
M X TLEPLITETELX TPEAWV LEEWV KAl coPapnNG SpXong through digital games
Elpxote opdSe, XToTEAOVUEVEG KTed VTLEVOVVX KTORK.
Elpotote opXSES, TOV BAEC Ra Gl XTLOTEAOVY TNV KOWVOTNTX TNG THENG — TN SLKY G KOWVOTNTK!
STNV KOWOTNTK pis, elpxote (oot Elpxote vitebBuvol. EUXoTE 0 EXVTOG G, 0 KXOEVXG KTt pLXXG.
Aev kpvopipxote, be popopxote — oePOopXoTE!

Y&YVOURE YLK TPWTOTUTLEG LEEES, YLX SLXPOPETIKES TLPOCEYYLOELS
o€ TPOPANUXTX TLOV S PAIVETAL VX Exovv VKOAN) AVom.

SVVEPYAGOUAOTE, YLX VX Ppovpe
TETOLEG EEVTLVEG, TLPWTOTUTLEG,
SLXPoPETIKEG AVOELG.

PWTApE, QXVTAXGOUXOTE:

- Kot Tt X YLVoTKV KV...;
- TTWG B EPAETIX TK TLPXYILKTA KV NRLOVV...;

Opwg, TOAAEG PopES, TX TLPXYUAXTA PRIVOVTAL YVWOTK, 0L AVCELG VVNOLOUEVEG — 1) KEVVKTEG...
Kot téte TL k&vovpe; TTxigovpe! N yLocti:

- X v avetpépovpe T ovvnbiopéva!
- [ vt avol&ovpe vVEoug Spdpiovg ot okéYn KKt oTn Spdon poG!
- [ VX TtepXoovpe Opopdx, dAAK TTAVTK (e OEPXOIS 0T SOVAELK XG KXL TOVG KXVOVES TNG!

ATS OAEG TUG TUOXVEG TLpWTOTUTLEG AVOELG KL LBEEG,
VX (LXG TEPOTEPXLOTNTX EXOVV EKELVES
TLOV VTILNPETOVY TG KE(EG LG,
ekelveg Tov B éxovv BeTIkd ovTikTUTTO
O& MG, OTNV ORKEX XS, O OAOKANIPN TNV KOLVOTNTK (AXG.

OAot oGl kL 0 kKXOEVXG XTTo (X,

HTTopoVpE VX XAAKEOVILE TK TLPXY KT,

VX TLETUYOVILE EKEIVO OTO 0T0l0 Epels TLLOTEVOVLE.
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QUEST: To péAAov tng AvatoAkng NAtppuiag ota xépla oag!

Néve OtL ta maubia eivar 1o puéAdov kade kowwviag. Eceic €xete TNV TUXN VA UMOPETE va
Slapoppwaete art’ tv apxn Ua véa kowwvia. To vnol tn¢ AvatoAiknc FaAwppuiog UoAlg amektnoe
nAnpn aveéaptnolia. Eceic kaAeiote va AaBEeTe OAEC TIG AMOPATELS YLl TX OXOAELX TOU VEOU KPATOUG.
Ta oyoAeia, mou Ja LopeWOooUV Ta GNUEPLVA TTALOLA KAL TOUG QUPLAVOUG MOAITEG TNG LOAVIKIG VEAS
natpibac oac. Ta tbavika oxoleia. Ot mPokANOEeLG eival ueyaleg kat ta StAnuuata moAAd...

MISSION 1: Ou npotepadtnTéG oag! oo eival to onuavtikdtepo SiAnuua oto ormoio MPEMEL va
QIOVTNOETE, TWPA TIOU EEKLVATE Vo SLOUOPPWOETE a0 TNV apxn To Laviko gxoAeio oto vnoli tng
AvatoAwkng MaAwppuiacg;

Creative Stories: H mpwtn anodacn nmou Ba napete: H Emutponn Nawdeiag cuvedplalel o Alyeg wpeg
yla mpwtn ¢dopa. Mpénel va anodaocicete moto {Rtnpa Ba mPoTeiveTe WG TO TLO CNUAVTIKO, EKEIVO
Tou Ba MPEMEL va amoTEAECEL TV TPWTN Baotkh arnddaon ya To véo, Loavikd oxoheio. Amtd To pualod
00 £XOUV TTEPAOEL TIOAG SIANAUpaTa:

e AoAbynon - pe ) xwpls;

e Avayvwplon Kat emBpafevon tng aploteiag, f oxy

e  Y)YOAelo TOU €TOLUALEL ATOUA, ) OUASEG KAl Kowwvia;

e  EAeubBepia n €Aeyxog;

e [owa n B£on anévavtl otn Bia;

e [loLog 0 pOAOG TNG OLKOYEVELAG;...
ALQTUTIWOTE TNV €LONYNON oag mpog tnv Emutpon Mawdelag, Oétovtag éva MPpaypATIKA HeyAAo
SiAnupa!

MISSION 2: Mown kot emPpapeuvon oto Wavikd oxoleio. Mowa eivat n Jéan tou oxodeiou tng
Avatodikn¢ MaAwppuiag amévavtt atnv mowvi kot tnv enBpaBeuvon;

“ “«

Iconoscope: Ag kowtafoupe Alyo PabButepa. Tu kpUBouv oL £€VVOoLEG Bpapeio”, TLlHwpla”,
“BeAtiwon”; MAnwg BAEneLg kAT tou 6ev BAEMouv ol dAAot; MNa va doupe, molog Ba EeyeldoeL molov!
Iconoscope: Ag kowtaéoupe Aiyo BaButepa. Tt KpuPouv ol €vvoleg “nepndavia”, “6wpo”, “kivntpo”;
MnTwg PAEMELG KATL TTou Sev BAEmouv oL dAAot; Ma va §ou e, tolog Ba Eeyeldoel molov!

Iconoscope: Ag kottafoupe Alyo Babutepa. Tt kpUPBouv oL évvoleg “e€euteAlondg (Slamoumneuaon)”,
“napadeypa”, “otépnon”; MNnwg BAEMEeLg katL mou Sev BAEmouv ot dAloy; Na va Solue, molog Ba
geyeldoeL molov!

Creative stories: «H kaAUtepn avtapolpn»: H 8ikrp cou mpotacn yla €vav eVOAAOKTLKO TPOTO
emPBpaBeuonc oto oxoAeio.

Creative stories: «H mo &ikata mown»: H Okl cou mpotacn yla €vav eVAaAAAKTIKO TPOTO

T(POOEYYLONG TNG TLLWPLOG KoL TNG TOLWVAG 0To GXOAELo.

MISSION 3: Qpa yia tpaypatikd eAe00epn emihoyn)! EAsudepia i éAeyyoc, emidoyn i emiBoAn; Moia
Jeéon naipvel to oxoAeio tng AvatoAikric MaAwppuiag, Qpa yia Tt Sikn oac eAsvdepn entdoyn. Qpa
euduvnc!

Iconoscope: A¢ kowtdfoupe Alyo PBaBitepa. T kpUBouv oL évvoleg “eAeudepia”, “olkoyévela”,
“emmidoyn”; MATWwG BAEMELS KATL TTou Sev BAEmouv oL aAAot; Ma va §oU e, molog Ba EeyeAdoel molov!
4Scribes: JUpudwva Pe pia eMOvVAcTATIKA KalvoTtopia mou Ba SokipacBel hEtog yla mpwtn ¢popad, otnv
nAlkkia Twv 14 eTwv ta MadLd €xouv To Sikaiwpa va emAééouv mpaypatikd eAsVBepa: eite Ba
ocuveyxioouv va gival pabntég, mapapévovtag unod Tnv npootacia aAAd Kol Tov EAeyxo Tou cXoAeiou
KOL TNG olkoyévelag, eite Ba Efekwrjoouv va epydlovtal, QmoKTwvtag MARpn avefoaptnoio Kot
avaAappavovtag tnv guBuvn yla KaBe TL TOU Toug adopd. OLCELg KAl avOPWILVEG OUVONKEG
epyaociag £xouv StaodaAlobel yla kabe evdladepduevo, otig duTeieg Kal T Blopnyavia mapaywyng
0OKOAATAG TOU vnoloU TnG AvatoAwkng MaAippuiag. H opdda cag pOALG orjuepa dkouoe tnv idnon
KaLl... Zuveyiote tnv wotopia!

Version: 2.0, 30" October 2015 FINAL Page | 16




C’Learn (FP7-318480) C’Learn User Pilots D5.3.4, October 2015

QUEST: To tagidL tng cokoAdtag

ZE€pelg TL kpUBeTa Ttiow a0 Tt ookoAata; AvakaAuvée to pali uacg! Eiuaote edeAovteg kat IeAovue
Va TPOOPEPOULE OTNV KOLVWVId TNV amOAquon VoG owaoToU YAUKIOUATOC - THV AmOAauar, €T0L, OTTWG
Ja énperne va givat!

MISSION 1: To puotrplo g dtatpodikng agiag

AUVOULE TO UUOTAPLO TNG MPAYUATIKNG SLaTpo@ikng aéiag tnc cokoAdtag.

” o«

Iconoscope: A¢ kottdéoupe Aiyo BaButepa. Tu kpUBouv oL éwvoleg “Atla”, “Artdhavon”, “E€andtnon”;
MnTwg PAEMELG KATL TTOU Sev BAEmouv oL dAAot; Ma va §ou e, molog Ba EeyedoeL molov!

MISSION 2: MM660 pag oToLXiEL TIPOYUOTLKA L0 COKOAATA;

To uakpU taéidt TG ookoAdtag, amo TN cUAAoyn TWV KOPTTWVY TOU KUKAOSEVTPOU UEXPL VX (PTACEL O
o to yAUkioua, Sev ivat Sixwe koatog... A&ilel mpayuatt auth n dtadpoun; Ac BpoUue kaAUutepous
SpOUOUGC TPOG TNV ATTOAQUCN TTOU UOG TTPOOPEPEL!

Iconoscope: A¢ kottdéoupe Aiyo BaButepa. Tu kpUBouv oL évwvoleg “ Koatog ”, “Odehog”,
“Eval\aktikog pduoc”; MAnwe PAEmeLg katL tou Sgv BAEmouv ot dMhot; MNa va Solpe, tolog Ba
geyeldoeL molov!

Creative stories: «To evaAANAKTIKO amoAauoTikd pavipéotor: H Sk ocou mpoTacn yla pia
€VOANQKTIKNA anolauaon, §ixwg TG “okotelveg” SLadpopég Tng cokolatag!

MISSION 3: “Mia cokoAdta yia ta matdld”... 1 LAmwg oxy;

Méoo¢ madikog movog, moon eKUETAAAEUON TSIk G Epyaoiag kpuBetal miow amno uta adwa
«gokoAdta ylo o modLay;

Iconoscope: Ag kottagoupe Aiyo BaButepa. TL kpUBouv oL évvoleg “Movog”, “Ekpuetalevon”,
“EuBlvn”; Mnnwg BAEMeLS kaTL mou Sev BAEmouv oL al\ot; MNa va dou e, olog Ba Eeyeldoel molov!

Creative stories: Eva maldl amo 1o aypoKTNUA e TA KAKOOSEVTpA ypAdEL AUTO TO Ypaupa: “KaAé pou
¢diAe oL KpATAG OTA XEPLA OOV QUTH T OOKOAATQ,...”
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To C’Learn oto B3 tou Mupvaciou thg EAAnvoyeppavikig Aywyrc!

H ouvepyaoia pog otic Sokiueg mou kavaue puali, ntav eEalpetikn. 2ac euxaplotouue moAu! ISiaitepa
uac Bondnoav ta oxoAld oag, ypanmtd Kol TPo@opilka, Ta omoia SLlaBAcauEe Kol OMKOUOOUE LE
npoooyn. Me apopun auta, Sa Jédaue onuepa va ooag MAPAKAAECOULE VO QMOAVINOETE OTA
TapakaTw epwtnuata — Ue Aoyta kadapd, amdAuta edikpwva kot BéBata, ywpic kouio apvntikn
OUVETTELX YL 00G. [TLOTEUOUUE OTL N ELAIKPLVIG KAl ETTOLKOSOUNTIKN KPLTLKY) £IVOlL TTOU OTIPWYVEL KATE
npoomtadela AKOUX TILO TTAVW, AKOUA TTLO Urpoota!

‘Ovopa pobntA:

ZUMMANPWOTE TIG MAPAKATW PPACELS HE TIG MTPWTEG OKEYELG TTOU 0OG EPXOVTOAL OTO HUAAG:

o . . v ' 2 . ]
TeAka, Emetta anod Tnv eUneLpia nmou eixa pe tnv epappoyn tou C'Learn otnv taén pou, okedropatl

Euyaptotouue ndpa moAv @
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Annex Il: Overview of approach followed in classroom-based pilots in EA

An indicative example of the approach followed in classroom-based pilots in EA, based on the
activities in primary school

The involvement of teachers for the preparation of the current pilots in EA started early in school year
2014-2015 (October 2014). In the primary school, four teachers participated in fortnightly training
and activity design meetings with the research team. Sessions included playtesting of the games and
brainstorming for appropriate educational scenarios and activities. Teachers reacted positively to this
procedure. They were actively involved, shared ideas and expressed themselves about the games and
their potential uses in the classroom, providing critical feedback to EA’s research team and through it
to all design and development teams of the project. Teachers eventually created two different
scenarios as frameworks for students to get involved in creative thinking and learning in the context
of their History and Geography lessons.

In each of the subject areas, all 24 students of one year-6 class played the games in two lesson
sessions, using mainly digital, but where necessary (e.g. earlier on in the school year and due to
technical failure) also paper prototypes. The class was divided into 4 groups sitting around one table
each. Each group consisted of 6 children divided into 3 teams, so that each team consisted of two
players. The co-creativity assessment methodology was applied in full involving one randomly
selected focus group of 6 children. In addition, observation was conducted and comments were
collected involving all other groups too.

The first cycle of piloting activity in this particular year-6 classroom took place in two rounds, in March
and April 2015. Students played the 4Scribes-basic version game in the context of the History scenario
(‘How can you live under the social and economic rules of the Ottoman Empire?’) and in the
Geography scenario (‘You are lost in a mountain and you are seeking how to go back home’), for two
hours in each case. In addition to these play sessions, researchers also attended two further sessions
in the classroom applying the co-creativity assessment methodology. Students used pseudonyms to
complete the various research forms, but used their real names during game play.

In the first round, the teacher introduced the activity in the previous lesson, and then the 24 students
played the game in the context of the history-oriented scenario. On the first day of play, the teacher
announced the history quest and students expressed themselves about how they interpreted the
qguest and how they felt about it. During game play, students were actively involved. Some of them
asked about the “missing ending” of the story and its role in the game. The teacher reinforced and
highlighted students’ remarks and requests. The session ended with the children feeling impatient for
the next game-play session. On the second day, students played another two-hour session in which
they were able to create their own stories. Those students who initially had problems to understand
or follow the game rules eventually easily adjusted themselves. The following day students attended a
session devoted to a Socratic Dialogue conducted by the teacher and the researcher, in which they
discussed the outcomes of their play and any difficulties that had emerged during it.

The second round followed the same procedure, based on the Geography scenario. Fewer problems
were observed this time and the whole process ran faster and more smoothly. Problems related
mainly to misunderstandings of the quest and the need for short reminders of the game procedure.
This time the Socratic Dialogue also included a discussion of students’ preference between the History
and the Geography scenario.
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Annex Ill: Indicative input and/or feedback to design and development

Indicative feedback from the OU research team based on a trial of the Constellations paper-based

prototype in Exeter in December 2014

The premise for storytelling was:

‘Christmas. Caribbean. Tragedy. Tree. Sharks. Sailing. Food’.

The game generated interesting discussion, which was sometimes unrelated to the story.

Considerations for design:

e Accessibility for primary schools may need consideration as the meanings of some of the

cards may be difficult to understand, e.g. ‘Changing of perspective’.

e |t would be better for teachers to set the game up first to save time — Maybe this can be

suggested in Instructions?

e Explanation of first turn not clear i.e. Instructions to use the words which are placed on the

board to start game.

e Consideration needed in the timings of when to take next turn — when to stop the dialogue

which occurs naturally during each turn?

e Digital version will need limited word count for post-its.

e  Ethics - Adding reflection triggers in the game to allow players to think about the ethics of

the story? Or making it part of the teacher’s pedagogy?

Questions:

e How do cards relate to C2Space card design meeting decisions? What is the core card set?

e  Will descriptors on people cards be on the cards in the pack?

e Do we have to use all of the characters and themes in the story?

e How much can you change the premise i.e. can we change the ending to be not to do with

time?
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Input from the EA research team, in collaboration with OU and BMBF, for the design of tagging in

C2Space

Integrated Suggestions

English Greek Icon
Short Long Sort Long
A mind shift! Something that Mou aM\age omtikry! | Zadvidotnka, Hou

is surprisingly
different, that
changed my
thinking or made
me see things
from a different
perspective.

nipokdAeoe €kmAngn,
elvat oAU
Sladopetikd anod
0,TL €XW OKedTEL, pe
£KOVE VO OKEDTW
SladopeTikad, pe
€kave va dw ta
pAypata aAALwG.

Let’s discuss it!

| am not sure
about this, |
have questions
and thoughts |

INKWVEL KouBévta!

Aev E€pw olyoupa
yU auto, exw
EPWTNOELG KL
ok€PeLg TTou BEAW

would like to Vo GUNTCOUUE
share padi

This is funny! Something TL aoteio! XOPLTWUEVO,
delightful, €AKUOTIKO 1)
engaging or XLOUHOPLOTIKO, |

humorous, it put
a smile in my
face.

£KOVE VO
XOHOYEAAOW

This matters!

Something that

‘EXeL ouOLOOTIKA

Talplalel pe Tig

is good to our onuooial afieg pag, prnopel va
values, that can €XEL TOAUTLUN
have valuable ouvelohopa otnv
impact on our KOLWVOTNTA LOG.
community.

| can relate! Something that KatoAaBaivw! Me ayyileL.
resonates with Exkdpalel okéPeLg

me, that gives an
expression to my
own thoughts or
feelings.

Kal cuvalodnuata
ToU sival Kot Stka
pou.

A spur to act!

Something that
motivates me to
take charge or
engage in my
community.
Something | feel
I need to do
something
about.

‘Eumvevon ya
Spaon!

Me Kivntomolel va
avalafw
TPWTOPOUALES KaL
va £XW EVEPYN
CUETOXN OTNV
KOLOTNTA pou. Me
KAvel va BéAw va
KOVW KATL YU auTo.

8o
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Idea | can use! Something that Xprowun 16éa! Mropel va pe
can help mein BonBnoel o auto
what | am trying Tou mpoonadw va
to accomplish or KAVW, N va pe
lead me to new odnynoeL o€
ideas that make KOLVOUPYLEG LOEEG e
a positive BeTIkd avtikplopa.
difference.

All Suggestions

EA

Surprisingly different!

(Meaning/alternatives: This is different from the usual thing! That’s different to what | have
seen/known! This is different from what | expected! Very unusuall!)

A challenge to my mind!

(Meaning/alternatives: That’s a new perspective! This makes me think differently! This helps me see
things from different perspectives! Mind-boggling! You're teasing my mind!)

A and B might best be seen as two aspects of just one category — or maybe not?

An idea that matters!

(Meaning/alternatives: Good to our values! This serves our values/the values of our community! This
has got some positive value for us! This can have valuable impact on our community!)

Consequences?

(Meaning/alternatives: | am thinking of the consequences of this... This makes me think about what
might happen because of this new idea!)

Hmm... let’s discuss this!

(Meaning/alternatives: This makes me wonder... I’'m not sure... This raises questions/makes me want
to ask questions. Sorry, | don’t get this. | wouldn’t do it like that. It makes me feel uncomfortable.)

| can see the common ground between D and E above. We might just as well keep e only... But then
we do want to highlight and encourage thinking on the consequences of novelty, don’t we?

Good teamwork!

(Meaning/alternatives: This was the result of some good dialogue and collaboration among us! Proud
of our team! It makes me think of collaboration/working with others.)

ou

Changed my thinking (trying to get at reframing)

Idea | can use (commenting on value of idea)

Makes me laugh (idea is engaging/humorous - humour is often, but not always, an important
indicator of engagement)

| really 'got' it OR | understand this! ( | know this is slippery, but it's similar to Lilia's suggestion below
re relating to an idea - and perhaps gets at a felt or intuitive response to an idea)

Looks good OR visually engaging OR aesthetically beautiful (trying to get at the aesthetic of visual
ideas)

I'd like to chat about this OR Let's discuss this OR Chat about this? (a version of this might be a way to
get at dialogue within the game space?)

BMBF

This object helps to create new ideas that make a positive difference

This object encourages to work on my own and with other people

This object motivates to take charge of different parts of the creative process
This object engages and immerses me in the experience and in action

This object helps to think in a new way
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Input from the EA research team for the development of custom 4Scribe deck cards for the needs of
pilots in primary school

Geography Scenario

Cards from the Main Deck

FIRE

[1] Pain, Novog

[2] Anger, Oupog

[3] Confusion, Zuyxuon

[5] Sadness, ©Albn

[6] Trust, Epumiotoolvn

[8] Happiness, Xapd/Eutuyia

[9] Pride, Nepidavia

[10] Fear/Terror ®6Bog/ Tpouog
[11] Certainty Ziyoupla

WATER

[2] Craft/Make/ Build, Anpoupyw/dtidyvw/Kataokeualw
[4] Deal/ Do Business Zupdwvia/Zuvariayn
[5] Defend Apuva

[6] Influence Emnpedlw/Emippon

[7] Scheme/Plan, 2x€610/3xebLaopog
[10] Help, BonBela

[11] Give, Alvw

WIND

[5] Accusation, Katnyopia/Moudn
[7] Disappearance, E€adavion

[8] Challenge, MpokAnon

EARTH

[1] Weapon. OnAo

[3] Vehicle, Oxnua

[4] Food, ®aynto/Tpodn

[5] Book, BiBAio

[7] Companion/ Pet 2Uvtpodoc/Katowkiblo
[8] Tool, Epyaleio

[11] Map, Xaptng

[12] Plant/ Flora, ®utd/BAdotnon
MYTH

[VII] Luck, Tuxn

[IX] Strength, AUvaun

[XI] Death, ®@avatog

[X1I] Cooperation, uvepyaoia

[XVI1] Success, Emttuyia

[XIX] Completion, OAokAnpwon

New Cards

EMOTIONS-STATES

Despair AneAmioio/ Anmoyvwon
Insecurity, Avaodalela/ ABeBatotnta
Security, Aopaliela

Hope, EAtida

Relief, Avakoudion

Deceit, A6Aog

Thirst-Hunger, Nelva - Alha

MAJOR EVENTS (akin to additional myth cards)
Rescue, Aldowon

Failure, Amotuyia
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Survival, EmBiwon
ACTIONS

Agreement, Zupdwvia
Disagreement/Conflict, Aladwvio/Axdvola
Bid/Offer, Mpoodopa
Creation, Anuoupyia
Repair, Emb16pBwon
Destruction, Kataotpodn
Education, Eknaideuon
Swimming, KoAUpurt
Avoidance, Anoduyn
Communication, Emkowvwvia
Healing, laon

Meeting, Zuvavtnon
Wounding, Tpaupatiopdc
OBJECTS-DEVICES

Boat, Bapka

Phone, TnAédwvo
Clothes, PoUxa
Blanket, KouBépta

Net, Aixtu

Lens, ®akog

Compass, Muéida
Medication, ®dppako
Tent, Zknvn

Rope, Zkowl
CHARACTERS

Doctor, MNatpog
Politician, MoAttikog
Explorer, E€epeuvntng
Athlete, ABANnTNC
Mountaineer, OpelBatng
Engineer, Mnxavikog
Opeoiplog, Highlander
PHYSICAL SPACE

River, Motaput

Estuary, EkBoAn

Water Spring, Mnyn
Delta, AéAta

Canyon, Qapdyyt
Gorge, Xapadpa
Plateau, Opomédio
Valley, Kolhada

Forest, Adoog

Lake, Atpvn

NATURAL PHENOMENA
Blizzard, XtovoBue\\a
Storm, Katawyida

Fog, OuixAn

Rain, Bpoxn

Snow, XLovL

History Scenario

Cards from the Main Deck
FIRE

[1] Pain, Ndvog

[2] Anger, Bupuog
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[3] Confusion, Zuyxuon
[41Shame/ Guilt Ntpomr/ Evoxég
[5] Sadness, ©Albn

[6] Trust, Euniotoolvn

[7] Obsession, Eppovn

[8] Happiness, Xapd/Eutuxia

[9] Pride, Nepidavia

[10] Fear/Terror ®6Bog/ Tpouog
[11] Certainty Ziyouplda

[12] Eureka!, EUpnka!

WATER

[1] Learn, MaBaivw

[2] Craft/Make/ Build, Anpoupyw/dtidyvw/Kataokeualw

[3] Flee/Run, Zedebyw/Tpéxw

[4] Deal/ Do Business Zupdwvia/Iuvaliayn
[5] Defend Apuva

[6] Influence Emnpedlw/Emppon

[7] Scheme/Plan, Zx£810/ZxedLa0MOG

[8] Fight, Mayxopat

[9] Travel, Tabebw

[10] Help, BonBela

[11] Give, Alvw

[12] Take, Maipvw

WIND

[1] Lies, Wépata

[5] Accusation, Katnyopia/Moudn

[6] Celebration, MNnoptri/Eoptacuog
EARTH

[1] Weapon. OnAo

[2] Treasure, Onoavpdc/MAoutog

[3] Vehicle, Oxnua

[4] Food, ®aynto/Tpodn

[5] Book, BiBAio

[6] Symbol/ Crest, 20uBoAo/Owdonuo
[7] Companion/ Pet 2Uvtpodoc/Katowkidio
MYTH

[VI] Justice, Awkatoolvn

[X] Perspective Change, AAayr OTTIKAG
[X1] Death, @avartog

[X11] Cooperation, Zuvepyaocia

[XVI1] Betrayal, Mpodoaia

[XVII] Success, Emtuyia

[XIX] Completion, OAokAnpwon

New Cards

MAJOR EVENTS (akin to additional myth cards)
Revolution, Emavdotaon
Destruction, Kataotpodn
Discord, Atyovola

Liberation, AmeAeuBépwon
Failure, Almotuyia

Arrest, ZJUANUN

Hanging, Amtayxoviopocg
ACTIONS

Purchase, Ayopa

Initiation, MUnon

Oath/Pledge Opkocg/Opkwuoaoia
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Apportionment/Distribution, Katapeplopdg/Atavopn
Capture/Conquest, AAwaon

OBJECTS-DEVICES

Tax, ®épog

Letter. Fpappa/Emiotoln
CHARACTERS

Local Official, Npogotog
Raya/Tributary, Payldg

Pasha, Maodg

Boy, Ayopt

Clergyman, KAnptkog
Klepht/Outlaw, KAébtng
Armatolos/Militiaman, Appatolog
Upper Class Phanariot Greek/ ®avaplwtng
Tzar, Todpog

Captain, Apxnyoc

Chieftain, MoAéuapxog

Member of the Secret Society of Friends, Mé\og OWkng ETaplag

Sultan, JouAtavog
Merchant/Trader, Eumnopog
Traveler, Nepinyntng
Janissary, l'evitoapog
European, Eupwraiog

Girl, Kopitol
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Input from the EA research team, in collaboration with OU, BMBF and UEDIN, for the definition of
concept triplets to be included in the stand-alone version of Iconoscope

Theme: Moving

2 triplets

Theme Moving Kwnoeig Bewegung
Concept 1 Push IMPWYVW Schieben
Concept 2 Pull TpaBw Ziehen
Concept 3 Drag IEpVw Schleifen
Theme Moving Kwnoelg Bewegung
Concept 1 Take Mailpvw Nehmen
Concept 2 Bring Dépvw Bringen
Concept 3 Fetch Maw kat pEpvw Holen

Theme: Making a change

3 triplets

Theme Making a change Dépvovrag tnv aAlayn Veranderung bringen
Concept 1 By force Me tn Bila Gewaltsam

Concept 2 Through collaboration Méow cuvepyaoiog Gemeinsam

Concept 3 On your own Mdvoc/uovn pou Allein

Theme Making a change ®Dépvovrag tnv aAlayn Veranderung bringen
Concept 1 For myself Mo péva Flr sich selbst
Concept 2 For my friends Mo toug dpiloug pou Fur die Freunde
Concept 3 For humanity Mo thv avBpwnotnta Flr die Menschheit
Theme Making a change ®dépvovtag tnv aAlayn Veranderung bringen
Concept 1 Good Mpog to kaAutepo Verbesserung
Concept 2 Bad Mpog to XelpdtepO Verschlechterung
Concept 3 Unthinking Xwpig MoAAN okédn Zuféllig andern

(The Greek and German translations for ‘Good’ and ‘Bad’ above indicate ‘change to make things
better’ and ‘change to make things worse’ respectively. In the discussions in Vienna the following
alternatives in English came up: ‘For a good reason’; ‘For a bad reason’. If these meanings are
preferred, the equivalents in Greek are: ‘Me kalo6 okond’ and ‘Me kakd okomd’. Alex will need to say

what is best for German).

Theme: Accepting people

3 triplets

Theme Accepting people Anodoxn twv AAAwv Leute akzeptieren

Concept 1 Tolerance AvEKTIKOTNTA Toleranz

Concept 2 Acceptance Amnoboxn Akzeptanz

Concept 3 Solidarity AMnNAeyyun Solidaritat

Theme Accepting people Anodoxn twv AAAwv Leute akzeptieren

Concept 1 Patience Yropovn Geduld

Concept 2 Kindness KaAoouUvn Gefalligkeit

Concept 3 Forgiveness JuyXwpeon Versohnlichkeit

Theme Accepting people Anodoxn twv AAAwv Leute akzeptieren

Concept 1 Respect YeBaopog Respekt

Concept 2 Communal Kowwvikn eubuvn Gemeinsame
responsibility Verantwortung

Concept 3 Nonviolence Oyt otn Bila Gewaltverzicht
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Theme: Control

2 triplets

Theme Control ‘EAeyxog Kontrolle
Concept 1 Lead KaBobnyw FUhren
Concept 2 Govern KuBepvw Regieren
Concept 3 Dominate Kuplapxw Beherrschen
Theme Control ‘EAeyxog Kontrolle
Concept 1 Team Ouada Team
Concept 2 Disciples Onadot Anhadnger
Concept 3 Slaves ZkAdaBot Sklaven

Theme: Stance and action

3 triplets

Theme Stance and action Ztdon ko Spdon Haltung und Aktion

Concept 1 Proactive Evepydc dpdon Proaktiv

Concept 2 Reactive Avtidpaon Reaktiv

Concept 3 Inactive Abpavela Untatig

Theme Stance and action Itdon Ko Spdon Haltung und Aktion

Concept 1 Protest Awapaptupia Protest

Concept 2 Conform Juppopdwon Konformismus

Concept 3 Sit on the fence Ouébetepotnta Neutralitat

Theme Stance and action Ztdon kot Spdon Haltung und Aktion

Concept 1 Passive Madntikotnta Passiv

Concept 2 Aggressive ErmBetikéTnTA Aggressiv

Concept 3 Assertive AtekSiknon Durchsetzungsfahig

Theme: Diversity

4 triplets

Theme Diversity MNowtAia Vielfalt

Concept 1 Nature ®uon Natur

Concept 2 Mankind AvBpwnotnta Menschheit

Concept 3 Technology Texvohoyia Technologie

Theme Diversity MowtAia Vielfalt

Concept 1 Heritage Kataywyn Herkunft

Concept 2 Culture MoALTLlopog Kultur

Concept 3 Art Téxvn Kunst

Theme Diversity MowtAia Vielfalt

Concept 1 Sexual orientation 2e€0UOALKOG Sexuelle Orientierung
TPOCAVOTOALOUOG

Concept 2 Gender ®uho Geschlecht

Concept 3 Human rights AvBpwriva Stkatwpota Menschenrechte

Theme Diversity NowiAia Vielfalt

Concept 1 Collaboration Juvepyaocia Zusammenarbeit

Concept 2 Participation JUUMETOXN Teilnehmen

Concept 3 Engagement Juotpdteuon Engagement

(We also considered adding this triplet under ‘Diversity’: ‘Racism’, ‘Ethnicity’, ‘Equality’)

Theme: Digital world
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4 triplets

Theme Digital world WndLakog kGopog Digitale Welt
Concept 1 Possibilities AuvatotnTeg Moglichkeiten
Concept 2 Power E€ouoia Macht

Concept 3 Empowerment AOvapn Starkung
Theme Digital world WndLakog KGopog Digitale Welt
Concept 1 Avatar ABatap Avatar

Concept 2 Communication Emkowwvia Kommunikation
Concept 3 Expression ‘Ekdpaon Ausdruck
Theme Digital world WndLakog KGopog Digitale Welt
Concept 1 Danger Kivbuvog Gefahr
Concept 2 Safety Aodalela Sicherheit
Concept 3 Protecting the young Mpootaocia tTwv avnAikwv Jugendschutz
Theme Digital world WndLakog KGopHog Digitale Welt
Concept 1 Freedom EAeuBepla Freiheit
Concept 2 Play Mayvidt Spiel

Concept 3 Enthusiasm NMwpwon Tatendrang
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