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Abbreviations used 

A) Abbreviated names of the project consortium partners 

Abbreviation Explanation 

EA Ellinogermaniki Agogi, Greece (coordinator) 

UEDIN The University Of Edinburgh, UK 

OU The Open University, UK 

NCSR-D National Centre For Scientific Research "Demokritos", Greece 

UoM Universita ta Malta, Malta 

SGI Serious Games Interactive, Denmark 

BMUKK Bundesministerium Für Unterricht, Kunst Und Kultur, Austria 

B) Other abbreviations 

Abbreviation Explanation 

C2Learn Acronym of the project (full title: Creative Emotional Reasoning Computational 

Tools Fostering Co-Creativity in Learning Processes) 

DAP Dissemination and Awareness Plan 

DoW Description of Work of the project (Annex I of the Grant agreement no. 318480) 

EC European Commission 

FP7 The Seventh Framework Programme for Research and Technological 

Development (2007-2013) 

ICT Information and Communications Technologies 
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Executive summary 

C2Learn at a glance 

C2Learn (www.c2learn.eu) is a three-year research project supported by the European Commission 

(EC) 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 1st 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 C2Learn 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 

The present document constitutes Deliverable D6.3.2 ‘Report on Dissemination and Exploitation 

Activities Year 2’ of the C2Learn project, delivered at the end of the second project year. This report 

concisely describes the dissemination and awareness-raising work carried out by the consortium from 

month 13 until month 24, as well as updating on the current exploitation plans, implementing the 

Dissemination and Awareness Plan (DAP) of the project (deliverable D6.2). The reported activity is 

generally within the provisions of the DAP for the second project year and constitutes a step towards 

meeting the overall dissemination and awareness-raising objectives of the project. The next report of 

this kind is deliverable D6.3.3 ‘Report on Dissemination and Exploitation Activities Year 3’ (M36). 

http://www.c2learn.eu/
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1 Introduction 

The present document constitutes Deliverable D6.3.2 ‘Report on Dissemination and Exploitation 

Activities Year 2’ of the C2Learn project, delivered at the end of the second project year. 

This report concisely describes the dissemination and awareness-raising work carried out by the 

consortium during the second year of the project, implementing the Dissemination and Awareness 

Plan (DAP) of the project (deliverable D6.2).  

The reported activity is within the provisions of the DAP for the second project year and constitutes a 

step towards meeting the overall dissemination and awareness-raising objectives of the project. The 

principles and methods defined in the DAP were systematically used in all dissemination activities of 

the C2Learn project in this period. 

The next report of this kind is deliverable D6.3.3 ‘Report on Dissemination and Exploitation Activities 

Year 3’ (M36).  

2 Dissemination objectives  for the period 

During the second project year, the C2Learn project aimed to bring its messages and achievements, as 

these were emerging in this period, to the attention of as a wide audience as possible, addressing 

several of the stakeholder communities, widely in Europe and beyond. 

In addition to informing about the project results, many of the dissemination activities in the second 

project year aimed at carefully targeting particular school communities and other stakeholder groups 

and individuals in order to attract their interest and establish their involvement in the various stages 

of the participatory field research. 

3 Dissemination activities 

The project has already managed to address almost all of its targeted stakeholder communities 

defined in the DAP, at various levels up to audiences beyond Europe. This is demonstrated below, 

through the presentation of the dissemination activities. 

In this section, the dissemination activities of the C2Learn project in the second year are presented in 

concise tabular form reflecting the stakeholder communities addressed in each case. The activities are 

grouped into the following subsections: dissemination of the public project deliverables, scientific 

publications and events; community building; materials; and exploiting the internet. 
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3.1 DISSEMINATION OF THE PUBLIC PROJECT DELIVERABLES 

 

Dissemination activity Stakeholders addressed 

Each one of the public deliverables of the project 

produced in the second year became publically 

available through the project website as soon as they 

were finally delivered. The relevant web page is the 

following: 

http://www.c2learn.eu/?q=node/116 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 Education 

 research and innovation 

 Media/general public 

 

3.2 SCIENTIFIC PUBLICATIONS AND EVENTS 

During its second year, C2Learn has been continuing very actively to communicate its messages to the 

scientific and academic world through publications and events. Relevant details are provided below. 

3.2.1 SCIENTIFIC PUBLICATIONS 

In the second project year, consortium members produced the following scientific publications. These 

which broadly fall within diverse scientific areas including education and pedagogy, cognitive science 

and philosophy, technology-enhanced learning, game design and game-based learning, as well as 

knowledge representation.  

 

Dissemination activity Stakeholders addressed 

Karampiperis P., Koukourikos A. and Panagopoulos G., 

"From Computational Creativity Metrics to the Principal 

Components of Human Creativity", in Proc. of the 9th 

International Conference on Knowledge, Information 

and Creativity Support Systems (KICSS 2014), Limassol, 

Cyprus, November 6-8, 2014 

Partner involved: NCSR-D 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

http://www.c2learn.eu/?q=node/116
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Dissemination activity Stakeholders addressed 

Karampiperis P, Koukourikos., A., and Panagopoulos G., 

"Creative Stories: A Storytelling Game fostering 

Creativity", in Proc. of the 11th International 

Conference on Cognition and Exploratory Learning in 

Digital Age (CELDA 2014), Porto, Portugal, October 25-

27, 2014 

Partner involved: NCSR-D 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Karampiperis P., Koukourikos A., and Koliopoulou E., 

"Towards Machines for Measuring Creativity: The Use 

of Computational Tools in Storytelling Activities", in 

Proc of the 14th IEEE International Conference on 

Advanced Learning Technologies (ICALT2014) Advanced 

Technologies for Supporting Open Access to Formal and 

Informal Learning, Athens, Greece, July 7-9, 2014 

Partner involved: NCSR-D 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Achourioti Τ., Fugard Α. and Stenning Κ. (2014). 
‘The empirical study of norms is just what we are 
missing. Frontiers in Psychology, 20 October 2014 
http://journal.frontiersin.org/Journal/10.3389/fpsyg.20
14.01159/abstract  

Partner involved: UEDIN 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 
game design and game-based 
learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

http://journal.frontiersin.org/Journal/10.3389/fpsyg.2014.01159/abstract
http://journal.frontiersin.org/Journal/10.3389/fpsyg.2014.01159/abstract
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Dissemination activity Stakeholders addressed 

Fugard, A. and Stenning, K. (2013) ‘Statistical models  as 
cognitive models of individual differences in reasoning’, 
Argument and Computation,vol. 4(1) Special Issue: 
Formal Models of Reasoning in Cognitive Psychology,  J-
F Bonefon ed. 

http://www.tandfonline.com/doi/abs/10.1080/194621

66.2012.674061#.VFOxWhC0OSo 

Partner involved: UEDIN 

 

 School communities/education 
Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 
game design and game-based 
learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Eladhari M. P., Lopes P., and Yannakakis G. N., 

“Interweaving Story Coherence and Player Creativity 

through Story-Making Games.” Interactive Storytelling, 

Springer International Publishing, 2014. 

Partner involved: UoM 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Lopes P., and Yannakakis G. N., “Investigating 

Collaborative Creativity via Machine-Mediated Game 

Blending.” Tenth Artificial Intelligence and Interactive 

Digital Entertainment Conference. 2014 

Partner involved: UoM 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

 

http://www.tandfonline.com/doi/abs/10.1080/19462166.2012.674061#.VFOxWhC0OSo
http://www.tandfonline.com/doi/abs/10.1080/19462166.2012.674061#.VFOxWhC0OSo
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Dissemination activity Stakeholders addressed 

Yannakakis G. N. and Togelius, J. “A Panorama of 

Artificial and Computational Intelligence in Games,” 

IEEE Transactions on Computational Intelligence and AI 

in Games, 2014. 

Partner involved: UoM 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Holmgård C., Liapis A., Togelius J. and Yannakakis G. N.: 

"Personas versus Clones for Player Decision Modeling," 

in Proceedings of the International Conference on 

Entertainment Computing (ICEC), 2014. 

Partner involved: UoM 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Lopes P., Liapis A., and Yannakakis G. N., “The C2Create 

Authoring Tool: Fostering Creativity via Game Asset 

Creation,” in Proceedings of the IEEE Conference on 

Computational Intelligence and Games, 2014. IEEE 

Partner involved: UoM 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 
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Dissemination activity Stakeholders addressed 

Liapis A., Yannakakis G. N., and Togelius J.: "Designer 

Modeling for Sentient Sketchbook," in Proceedings of 

the IEEE Conference on Computational Intelligence and 

Games (CIG), 2014. 

Partner involved: UoM 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Holmgård C., Liapis A., Togelius J., and Yannakakis G. N.: 

"Evolving Personas for Player Decision Modeling," in 

Proceedings of the IEEE Conference on Computational 

Intelligence and Games (CIG), 2014. 

Partner involved: UoM 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Liapis A., Yannakakis G. N., and Togelius J.: 

"Computational Game Creativity," in Proceedings of the 

Fifth International Conference on Computational 

Creativity, 2014. 

Partner involved: UoM 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 
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Dissemination activity Stakeholders addressed 

Yannakakis G. N., Liapis A., Alexopoulos C.: "Mixed-

Initiative Co-Creativity," in Proceedings of the 9th 

Conference on the Foundations of Digital Games, 2014 

Partner involved: UoM - UEDIN 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Holmgard C., Liapis A., Togelius J., and Yannakakis G. N.: 

"Generative Agents for Player Decision Modeling in 

Games," in Poster Proceedings of the 9th Conference on 

the Foundations of Digital Games, 2014. 

Partner involved: UoM 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Koulouris P., Dimaraki E.V. (2014), "Fostering Co-

Creativity in Learning through Digital Gaming: 

Educational Scenarios Developed by School 

Communities Co-Designing the C2learn Solution", 

Proceedings: 6th International Conference on Education 

and New Learning Technologies, (EDULEARN14 July 7th-

9th, 2014 — Barcelona, Spain), L. Gómez Chova, A. 

López Martínez, I. Candel Torres, (Eds), pp. 4204-4213 

Partner involved: EA 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 
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Dissemination activity Stakeholders addressed 

Koulouris P., Dimaraki E.V., (2014) "Digital Gaming for 

Co-Creativity in Learning: Theory-Framed Co-Design 

with School Communities" in Proceedings of the 18th 

Panhellenic Conference on Informatics (PCI '14), Pages 

1-6. 

Partner involved: EA 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

  research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

IxD&A (Interaction Design and Architecture (s)) Journal, 

Special Issue: Games for Learning, (E. Dimaraki, G. 

Castellano, K. Karpouzis, R.Khaled, Eds) 

Dr. Evangelia Dimaraki co-edited this Special Issue of 

the IxD&A Journal, which expanded the results of the 

Games for Learning workshop at the Foundations of 

Digital Games 2013 conference, that was co-organized 

by the C2Learn project, as recorded in the year 1 

report 

 

Partner involved: EA 

 School communities/education 

Academic communities 

  education and pedagogy 

  cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

  research and innovation 

 

Media/general public 

 

Dissemination activity Stakeholders addressed 

Dimaraki, E.V., Schmoelz, A. and Koulouris, P. (2013) 

Scenarios as Pedagogical Devices: Designing Activities 

for Game-Based Learning, Proceedings of International 

Conference of Education, Research and Innovation, pp. 

3203-3209. 6th International Conference of Education, 

Research and Innovation, 18-20 November, 2013 

Partner involved: EA, BMUKK 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 
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3.2.1.1 AWARDS RECEIVED 

The C2Learn consortium warmly congratulates its UoM members who have received the following 

award: 

Best Paper Award at the IEEE Computational Intelligence in Games Conference for the paper Liapis A., 

Yannakakis G. N., and Togelius J.: “Designer Modeling for Sentient Sketchbook”, in Proceedings of the 

IEEE Conference on Computational Intelligence and Games (CIG), 2014. 

 

3.2.1.2 FORTHCOMING PUBLICATIONS 

In addition to the above, at the time of writing the present report, the following scientific publications are 

accepted, under review or planned. 

 

Dissemination activity Stakeholders addressed 

Walsh, C S, Craft, A, Chappell, K, Koulouris, P (2014). 

Gameful Learning Design to Foster Co-Creativity? 

International Conference of the Australian Association 

for Research in Education (AARE) in partnership with 

the New Zealand Association for Research in Education 

(NZARE), Brisbane, Australia, 30th November – 4th 

December 2014. 

Partner involved: OU - EA 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

  research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Karampiperis P., Koukourikos A., and Panagopoulos G., 

“A Creativity Profiling Server for Story-based 

Educational Activities”, International Journal of Artificial 

Intelligence in Education (IJAIED), S.I. on User Modelling 

(to be submitted 31/10/2014) 

Partner involved: NCSR-D 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 
game design and game-based 
learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

  research and innovation 

 Media/general public 
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Dissemination activity Stakeholders addressed 

Liapis A., Yannakakis G. N., and Togelius J.: "Constrained 

Novelty Search: A Study on Game Content Generation," 

accepted for publication in Evolutionary Computation 

Journal. 

Partner involved: UoM 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Liapis A. , Yannakakis G. N. and Togelius J.: "Constrained 

Optimization of Strategy Game Levels," under review 

for the IEEE Transactions on Computational Intelligence 

and AI in Games. 

Partner involved: UoM 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Scaltsas T. and Alexopoulos K., ‘Creativity through 

Lateral Thinking Techniques’, forthcoming in the 23rd 

World Congress of Philosophy Anthology. 

https://www.pure.ed.ac.uk/admin/editor/dk/atira/pure

/api/shared/model/base_uk/researchoutput/editor/co

ntributiontobookanthologyeditor.xhtml?id=11940622 

Partner involved: UEDIN 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 
game design and game-based 
learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

  research and innovation 

 Media/general public 

 

https://www.pure.ed.ac.uk/admin/editor/dk/atira/pure/api/shared/model/base_uk/researchoutput/editor/contributiontobookanthologyeditor.xhtml?id=11940622
https://www.pure.ed.ac.uk/admin/editor/dk/atira/pure/api/shared/model/base_uk/researchoutput/editor/contributiontobookanthologyeditor.xhtml?id=11940622
https://www.pure.ed.ac.uk/admin/editor/dk/atira/pure/api/shared/model/base_uk/researchoutput/editor/contributiontobookanthologyeditor.xhtml?id=11940622
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3.2.2 CONFERENCES AND WORKSHOPS 

In the second project year, consortium members presented the research carried out in the project to 

scientific and stakeholder communities through their participation in several scientific conferences 

with papers and posters, as well as through the organization of or participation in workshops and 

panel discussions. These are presented below in chronological order. 

Dissemination activity Stakeholders addressed 

7th International Conference of Education, Research 

and Innovation (ICERI) 

http://iated.org/iceri2013/ 

Date: - 17.11.-20.11.2013 

Location: Sevilla, Spain 

Visitors: about 700 visitors,  

Partners involved: BMUKK, EA 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Keynote/Invited talk by G. N. Yannakakis covering 
C2Learn aspects: First Annual Contact Forum of the 
PROSECCO network, Madrid (El Escorial), February, 
2014 
 
Partner involved: UoM 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Keynote/Invited talk by G. N. Yannakakis covering 
C2Learn aspects: Encontro Nacional de Estudantes de 
Informatica (ENEI) Conference, Aveiro, Portugal, April, 
2014. 
 
Partner involved: UoM 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

http://iated.org/iceri2013/
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 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Keynote/Invited talk by G. N. Yannakakis covering 
C2Learn aspects: IEEE Computational Intelligence and 
Games Conference, August 2014, Dortmund, Germany 
- Sapienza University, Rome, Italy, April 2014. 
 
Partners involved: UoM 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Panel participation on “Game AI: The Undiscovered 
Country” by M. P. Eladhari covering C2Learn aspects: 
- Foundation of Digital Games, April 2014. 
Partner involved: UoM 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

IEEE CIG 2014: Computational Intelligence and Games 
Conference – Papers presented and C2Learn (C2Create) 
Demonstrators  
 
Partner involved: UoM 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 
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 Media/general public 

 

Dissemination activity Stakeholders addressed 

FDG 2014: Foundations of Digital Games Conference – 

Papers presented.  

 
Partner involved: UoM 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

SETN 2014: Hellenic Conference on Artificial Intelligence 

– Tutorial by G. N. Yannakakis and A. Liapis on Games, 

Artificial Intelligence and Creativity. Organization of the 

special session on game artificial intelligence.  

 
Partner involved: UoM 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

ICCC 2014: International Conference on Computational 

Creativity – Papers presented on Computational Game 

Creativity, short presentation of the C2Learn project, 

and general networking with the computational 

creativity community. 

 
Partner involved: UoM 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 
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Dissemination activity Stakeholders addressed 

PCG 2014: Workshop on Procedural Content 

Generation – Papers presented. 

Partner involved: UoM 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Organization of Special Track on Methods and Tools for 

fostering Creativity in Learning processes (CreativeTeL), 

in conjunction with the 14th IEEE International 

Conference on Advanced Learning Technologies 

(ICALT2014). 

Partner involved: NCSR-D 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Invited presentation by N. Zygouritsas “Fostering 

innovation in the classroom through Game based 

learning” to the organising committee and the general 

program chairs of the 14th IEEE International 

Conference on Advanced Learning Technologies 

(ICALT2014). 

Partner involved: EA 

 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 
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Dissemination activity Stakeholders addressed 

Keynote/Invited talk by G. N. Yannakakis covering 
C2Learn aspects: International Research-Centered 
Summer School in Cognitive Systems and Interactive 
Robotics, Data and Context Analysis, Athens, July 2014. 
 
Partner involved: UoM 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Invited talk by P. Koulouris “Co-designing educational 
technological applications with the school community: 
the case of a game that fosters creativity”: National 
Research-Centered Summer School in the latest 
development in Research and Technologies, National 
Center for Scientific Research “Demokritos”, Athens, 
July 2014. 
 
Partner involved: EA 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

‘Emotive Lateral Thinking’, presented at the Inaugural 
Conference of the European Society for the Philosophy 
of Emotions, Lisbon,  July 18-20, 2014 
 
Partner involved: UEDIN 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 
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Dissemination activity Stakeholders addressed 

Invited talk by A. K. Hoover covering C2Learn aspects: 
- IT University of Copenhagen, October 2014. 
 
Partners involved: UoM 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

International Conference; Final Event of the TRANSIt 
project European/national initiatives to foster 
competency-based teaching and learning 
http://www.transit-
project.eu/conference/en/index.html  

 

Date: - 31.10.2014 

Location: Athens, Pallini, Greece 

Visitors: about 120 participants,  

Partners involved: BMUKK, EA 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 
Media/general public 

 

3.2.2.1 FORTHCOMING PRESENTATIONS 

In addition, at the time of writing this report, the following presentations in scientific events are planned: 

Dissemination activity Stakeholders addressed 

Keynote/Invited talks by G. N. Yannakakis covering C2Learn 
aspects: 9th International Workshop on Semantic and 
Social Media Adaptation and Personalization, Corfu, 
November 2014 
 

Partners involved: UoM 

 
 

 School communities/education 
Academic communities 
 education and pedagogy 
 cognitive science and philosophy 
 technology-enhanced learning 
 game design and game-based learning  
 knowledge representation  
Industries 
 gaming and edutainment 
 educational technologies 
Policy makers 
 education 
 research and innovation 

http://www.transit-project.eu/conference/en/index.html
http://www.transit-project.eu/conference/en/index.html
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 Media/general public 

 

Dissemination activity Stakeholders addressed 

Keynote/Invited talks by G. N. Yannakakis covering C2Learn 
aspects: 15th Conference of Hellenic Psychological Society, 
Cyprus, May 2015. 

Partners involved: UoM 

 
 

 School communities/education 
Academic communities 
 education and pedagogy 
 cognitive science and philosophy 
 technology-enhanced learning 
 game design and game-based learning  
 knowledge representation  
Industries 
 gaming and edutainment 
 educational technologies 
Policy makers 
 education 
 research and innovation 
 Media/general public 

 

Dissemination activity Stakeholders addressed 

Keynote/Invited talks by G. N. Yannakakis covering C2Learn 
aspects: Dagstuhl seminar on Artificial and Computational 
Intelligence in Games, January 2015 

 

Partners involved: UoM 

 
 

 School communities/education 
Academic communities 
 education and pedagogy 
 cognitive science and philosophy 
 technology-enhanced learning 
 game design and game-based learning  
 knowledge representation  
Industries 
 gaming and edutainment 
 educational technologies 
Policy makers 
 education 
 research and innovation 
 Media/general public 

 

Dissemination activity Stakeholders addressed 

Invited talks by A. Liapis covering C2Learn aspects: Dagstuhl 
seminar on Artificial and Computational Intelligence in 
Games, January 2015 

 

Partners involved: UoM 

 
 

 School communities/education 
Academic communities 
 education and pedagogy 
 cognitive science and philosophy 
 technology-enhanced learning 
 game design and game-based learning  
 knowledge representation  
Industries 
 gaming and edutainment 
 educational technologies 
Policy makers 
 education 
 research and innovation 
 Media/general public 
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Dissemination activity Stakeholders addressed 

Invited talks by M. P. Eladhari covering C2Learn aspects: 
Dagstuhl seminar on Artificial and Computational 
Intelligence in Games, January 2015 

 

Partners involved: UoM 

 
 

 School communities/education 
Academic communities 
 education and pedagogy 
 cognitive science and philosophy 
 technology-enhanced learning 
 game design and game-based learning  
 knowledge representation  
Industries 
 gaming and edutainment 
 educational technologies 
Policy makers 
 education 
 research and innovation 
 Media/general public 

 

Dissemination activity Stakeholders addressed 

Computer Science Annual Workshop, Malta 
http://staff.um.edu.mt/joshua.ellul/csaw2014/  

Dr. A. K. Hoover and Dr. A. Liapis to present recent findings 
on C2Learn. 

 

Partners involved: UoM 

 
 

 School communities/education 
Academic communities 
 education and pedagogy 
 cognitive science and philosophy 
 technology-enhanced learning 
 game design and game-based learning  
 knowledge representation  
Industries 
 gaming and edutainment 
 educational technologies 
Policy makers 
 education 
 research and innovation 
 Media/general public 

 

Dissemination activity Stakeholders addressed 

Symposium: “What's next for procedural content?”, IT 
University of Copenhagen http://www.kmjn.org/pcg/  

Dr. A. K. Hoover and Dr. A. Liapis to present recent findings 
on C2Learn. 

 

Partners involved: UoM 

 
 

 School communities/education 
Academic communities 
 education and pedagogy 
 cognitive science and philosophy 
 technology-enhanced learning 
 game design and game-based learning  
 knowledge representation  
Industries 
 gaming and edutainment 
 educational technologies 
Policy makers 
 education 
 research and innovation 
 Media/general public 

 

http://staff.um.edu.mt/joshua.ellul/csaw2014/
http://www.kmjn.org/pcg/
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3.3 DISSEMINATION AIMING AT COMMUNITY BUILDING 

In addition to informing about the project results, dissemination activities in the second project year 

aimed in particular at carefully targeting school communities and other stakeholder groups and 

individuals in order to attract their interest and establish their involvement in the various stages of 

the participatory field research. The aim and effect of these activities was double: on the one hand 

they produced input from stakeholders into the project, and on the other hand they made the project 

known and accessible to members of important stakeholder communities. In the third project year, 

the combination of dissemination and exploitation activities with piloting activities will commence in 

February 2015 and will gradually accumulate to a climax in summer and autumn 2015. 

Dissemination activity Stakeholders addressed 

In January 2014 C2Learn materials were made available 

to students from the MEd Education students at the 

University of Exeter on the Technology, Creativity and 

Thinking specialism and on the Creative Arts specialism 

routes.  This occurred as part of teaching activity on 

modules EFPM265 Arts and Educational Futures and 

EFPM303 Creativity and Educational Futures and as part 

of an open student workshop.  These students 

represented an international cohort (e.g. Spain, South 

America, Saudi Arabia, UK, Greece) and were able to 

take their understanding of the potential of the C2Learn 

Space back into their ongoing teaching when they 

graduated in September 2014. 

Partners involved: Open University 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 

Media/general public 

 

Concertation Meeting on FP7/CIP projects in the field of 
learning, Luxemburg, 7th February 2014. The meeting 
gathered representatives from 30+ ongoing projects. It 
was a valuable experience, as it revealed the wider 
landscape of ongoing EU-funded learning-related 
research of which C2Learn is a part 
 
Partner involved: EA 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 
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Event: INTERPÄDAGOGICA 2013 

National educational trade fair 

http://www.interpaedagogica.at/en/index.html  

Date:14th to 16th of November 2013 

Location: Graz, Austria 

Visitors: about 1500 visitors,  

Partners involved: BMUKK 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Event: BMBF Review & Exploitation 

1. Meeting 2014 of all major EU-Project Managers in 

Austria 

Date:17th to 20th February 2014 

Location: Langenlois, Austria 

Participants: about 20  

Partners involved: BMUKK 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Event: 3rd International Training Course on Formal and 

Non-Formal Learning in IBSE (primary level) 

http://www.prisci.net/project/news/19-opportunities-

for-funding-to-attend-our-3rd-international-training-

course-on-informal-and-non-formal-learning-in-ibse-at-

primary-level-17th-february-20th-february-2014  

Date:17th to 20th February 2014 

Location: University of Education, Salzburg (PH 

Salzburg) 

Partners involved: BMUKK 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 

Media/general public 
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Dissemination activity Stakeholders addressed 

Event: C2Learn Summative and Community-building 

Workshop 

Event aimed to reflect on C2Learn practices and further 

build a C2Learn community of practice in Austria 

Date: 24.03.- 26.03.2014 

Location: - Bad Hofgastein, Austria 

Participants: about 40  

 

Partners involved: BMUKK 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 
Media/general public 

 

Dissemination activity Stakeholders addressed 

Event: Trade Fair “Bildung Online” 

Forum for innovative teaching methods 

http://www.bildungonline.at 

Date: 26th to 28th of May 2014 

Location:  Kurhaus Hall in Tirol 

Visitors:  about 350 visitors,  

Educators, teachers, pre-service teachers, educational 

teachnology, students 

Partners involved: BMUKK 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 
Media/general public 

 

Dissemination activity Stakeholders addressed 

On 20-27 July 2014, intensive dissemination and 
exploitation activity was combined with piloting in the 
wider areas of Heraklion and Rethymnon in Crete, 
Greece, addressing local stakeholder communities. 
Those included informal museum and summer camp 
learning settings, municipalities, researchers, teachers 
and school parent associations, as well as about 60 
children, teenagers and young people who participated 
in piloting activities, and their families. People directly 
reached included: 

 16 children attending a weekly summer 
programme in the Natural History Museum of 
Crete, as well as their parents and the museum 
educators and museum management staff 

 22 children and teenagers attending the 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 

Media/general public 

http://www.bildungonline.at/
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“Paidiki Exochi” Camp of the Hersonissos 
Municipality at Kokkini Chani, Hersonnisos, in 
the district of Heraklion, as well as members of 
staff of the camp (most of them physical 
education teachers), and the councilor of 
Hersonissos in charge of the camp and 
education matters 

 18 children and teenagers attending the 
“Exerevnites” Summer Camp in Panormos in 
the wider area of Rethymnon, as well as 
educators-members of the camp staff 

 Staff and students from the Department of 
Physics in the University of Crete, who have 
expressed a strong interest in exploring the 
possibilities offered by C2Learn playful activity 
for fostering creative thinking in the context of 
university study 

 The Municipality of Rethymnon and in 
particular the vice-mayor in charge of 
education matters, and the Municipality of 
Heraklion and in particular councilors in charge 
of education matters, as well as a number of 
local institutions and educators interested in 
creativity in learning, including school 
communities and informal learning places in 
the wider areas of the two cities.  

 The local branch of the Praxis HELP-FORWARD 
Network (www.help-forward.gr) established in 
the Foundation for Research and Technology 
Hellas (www.ite.gr). The network has 
expressed a strong interest in helping in the 
exploitation of the results of the C2Learn 
project, as part of its strategy for linking 
research & industry, promoting innovation & 
entrepreneurship, and fostering transnational 
cooperation. 

 The Research and Development Department of 
Forthnet, a telecommunications and digital 
services group of companies. The project has 
established a link of close collaboration and 
exchange with the researchers involved in 
COLLAGE, a very successful past project on 
mobile game-based informal learning, with a 
view on combining efforts for the exploitation 
of the project results especially in connection 
with informal learning in places such as 
archeological sites and museums. 

This concentrated effort has resulted in a growing 
community of stakeholders in the areas of Heraklion 
and Rethymnon who have declared a strong interest in 
contributing to C2Learn pilots in 2015 as volunteers and 
more generally in exploiting the project results. 

Partners involved: EA 

http://www.help-forward.gr/
http://www.ite.gr/
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Dissemination activity Stakeholders addressed 

Union of Greek Physicists Summer School for Students 

"The Science Classroom in the School of Tomorrow" 

Date: 28 July – 1 August 2014  

Location:  Messini, Greece  

Visitors:  25 students,  

Partners involved:EA 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 

 

Dissemination activity Stakeholders addressed 

Event: eLearning Conference, Eisenstaedt 2014 

http://homepage.bildungsserver.com/scms/ 

content/index.php?&schul_id=1033&k_name 

=Home  

Date: 07th to 09th October 2014 

Location: Austria, Eisenstadt FH Campus 

Visitors: about 200  

 

Partners involved: BMUKK 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 
Media/general public 

 

Dissemination activity Stakeholders addressed 

Event: 10th anniversary conference of ENIS (European 

Network of Innovative Schools) 

Date: 21st to 23rd of October 2014 

Location: Tourism School Bad Hofgastein, Salzburg 

Visitors: about 50  

Partners involved: BMUKK 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 Media/general public 
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Dissemination activity Stakeholders addressed 

Event: C2Learn/CCL/Samsung Exploitation 

http://creative.eun.org/ 

Event aimed to build a community of practice with all 

Samsung Smart Schools in Austria.  

Date: 22st October 2014 

Participants: 12 Samsung Smart Teachers, Samsung 

Representatives, C2Learn Representatives, Academics 

from University of Vienna, CEO of “The Things We 

Learn” 

Location: Tourism School Bad Hofgastein, Salzburg 

Partners involved: BMUKK 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 

Media/general public 

 

Dissemination activity Stakeholders addressed 

In October 2014, Kerry Chappell used developed 
understanding of how to foster creativity in digital 
environments from the C2Learn project to contribute to 
a collaborative H2020 bid on which she is a Co-

Investigator, to the call ‘Innovative ways to make 

science education and scientific careers attractive to 
young people’, via the University of Exeter, exploring 
the use of creative digital internships to encourage 
better engagement in science education.  Christopher 
Walsh is involved as the External Evaluator within the 
bid. The bid writing process has disseminated C2Learn 
outcomes to colleagues from e.g. Italy, USA and Japan.  
If the bid is successful C2Learn ideas will be adapted 
and developed internationally within the new project. 

Partners involved: Open University 

 School communities/education 

Academic communities 

 education and pedagogy 

 cognitive science and philosophy 

 technology-enhanced learning 

 game design and game-based learning  

 knowledge representation  

Industries 

 gaming and edutainment 

 educational technologies 

Policy makers 

 education 

 research and innovation 

 

Media/general public 

 

Dissemination activity Stakeholders addressed 

Science and the City – Malta’s Science and Art Festival 

http://scienceinthecity.org.mt/  

C2Learn prototype games were shown to exhibition 

 School communities/education 
Academic communities 

 education and pedagogy 
 cognitive science and philosophy 
 technology-enhanced learning 
 game design and game-based learning  
 knowledge representation  

http://scienceinthecity.org.mt/
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participants  

Partners involved: UoM 



Industries 
 gaming and edutainment 
 educational technologies 

Policy makers 
 education 
 research and innovation 
 Media/general public 

 

Dissemination activity Stakeholders addressed 

Notte Bianca – Valletta Exhibition 

 http://lejlimdawwal.org/  

C2Learn prototype games were shown to exhibition 

participants  

Partners involved: UoM 



 School communities/education 
Academic communities 

 education and pedagogy 
 cognitive science and philosophy 
 technology-enhanced learning 
 game design and game-based learning  
 knowledge representation  

Industries 
 gaming and edutainment 
 educational technologies 

Policy makers 
 education 
 research and innovation 
 Media/general public 

 

3.4 DISSEMINATION MATERIALS 

Dissemination activities in the second project year were supported through the production and 

circulation of various printed dissemination materials, including leaflets, brochures, booklets, posters, 

etc. These materials were of particular use in the effort to inform schools and other stakeholders 

about the project and gain their interest and involvement in the field research. In addition to 

materials produced by partners to address their local needs and circumstances, the project also 

developed a project-level leaflet and poster in English, which is available through the project website 

(http://www.c2learn.eu/?q=node/149) in electronic form, and printed to be used in various 

circumstances for general project promotion (e.g. in conferences, exhibitions, other public events, 

etc).  

3.5 EXPLOITING THE INTERNET 

The internet has been providing the project with a major dissemination platform. The project has 

established its presence in the internet through its dedicated project website, through references to it 

in other websites, as well as through the exploitation of popular social networks, as presented in the 

following sections. 

3.5.1 THE WEBSITE OF THE PROJECT 

The central node of the internet presence of the project is its website, available at www.c2learn.eu 

(deliverable D6.1 ‘Project Website’). The website disseminates the project, its messages and 

http://lejlimdawwal.org/
http://www.c2learn.eu/?q=node/149
http://www.c2learn.eu/
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outcomes to the wider public, as well as dynamically supporting project work and especially the more 

social aspects of it involving the stakeholder communities.  

The project website has been available since the very first days of the project in November 2012. 

Since then it has been in a process of continuous development, closely reflecting progress in the 

project. In particular, it has been gradually developing into the entry point for the communities 

developing around the project, including links leading into shared collaborative and reflection spaces 

devoted to use by them. The single access point for this purpose is the ‘Community’ area of the 

website and in particular the ‘Your entry to C2Learn!’ page available at 

http://c2learn.eu/?q=node/140.  

Overall, the project website is being updated regularly, containing information about the project, 

events, public deliverables, etc. All publishable material and reports of the project are put online as 

they are produced.  

 

3.5.2 OTHER WEBSITES 

In the second project year news on C2Learn has spread significantly in the web. Websites of all project 

partners include relevant information. Relevant links: 

http://www.ea.gr/ea/main.asp?id=602&proID=20100108133311&lag=en 

https://www.iit.demokritos.gr/project/c2learn 

http://www.game.edu.mt/index.php/homepage/research/project 

http://virtuelleschule.bmukk.gv.at/projekte-international/eu-projekte/c2learn/ 

http://eidyn.ppls.ed.ac.uk/c2learn 

http://www.open.ac.uk/education-and-languages/main/people/c.s.walsh 

http://c2learn.eu/?q=node/140
http://www.ea.gr/ea/main.asp?id=602&proID=20100108133311&lag=en
https://www.iit.demokritos.gr/project/c2learn
http://www.game.edu.mt/index.php/homepage/research/project
http://virtuelleschule.bmukk.gv.at/projekte-international/eu-projekte/c2learn/
http://eidyn.ppls.ed.ac.uk/c2learn
http://www.open.ac.uk/education-and-languages/main/people/c.s.walsh
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http://itu.dk/~anli/gamecreativity.php  

http://game.edu.mt 

http://www.open.ac.uk/creet/main/research-themes/education-futures/c2learn 

https://www.linkedin.com/pub/christopher-walsh/0/8bb/807 

https://open.academia.edu/ChristopherWalsh 

https://www.academia.edu/8893971/Creative_learners_creative_teachers 

http://prezi.com/dj2lsxlynv2y/creative-learners-creative-teachers/ 

http://www.trinitylaban.ac.uk/alumni/alumni-profiles 

In addition, a dedicated website was developed for the C2Learn Summer School, which was also listed 

in EC’s Comenius and Grundtvig Training database: 

http://c2learn.ea.gr/ 

http://ec.europa.eu/education/trainingdatabase/index.cfm?fuseaction=DisplayCourse&cid=35018 

Finally, a number of dissemination references to C2Learn can be found in websites and portals, 

including: 

http://academy.seriousgamessociety.org/projects/view/87965/c2learn-creative-emotional-

reasoning-computational-tools-fostering-co-creativity-in-learning-processes 

http://www.serious-gaming.info/2_-_News 

http://www.learningfrontiers.eu/?q=tel_project/C2LEARN 

http://virtuelleschule.bmukk.gv.at/projekte-international/eu-projekte/c2learn/ 

 

3.5.3 SOCIAL NETWORKING 

Interactive communication with the audiences of the project, and especially the stakeholder 

communities involved in or supporting the research, is also pursued via popular social media such as 

facebook and twitter.  

https://www.facebook.com/pages/C2Learn-project/189764471213648 

 www.facebook.com/groups/c2learn 

https://twitter.com/C2LearnProject 

http://itu.dk/~anli/gamecreativity.php
http://game.edu.mt/
http://www.open.ac.uk/creet/main/research-themes/education-futures/c2learn
https://www.linkedin.com/pub/christopher-walsh/0/8bb/807
https://open.academia.edu/ChristopherWalsh
https://www.academia.edu/8893971/Creative_learners_creative_teachers
http://prezi.com/dj2lsxlynv2y/creative-learners-creative-teachers/
http://www.trinitylaban.ac.uk/alumni/alumni-profiles
http://c2learn.ea.gr/
http://ec.europa.eu/education/trainingdatabase/index.cfm?fuseaction=DisplayCourse&cid=35018
http://academy.seriousgamessociety.org/projects/view/87965/c2learn-creative-emotional-reasoning-computational-tools-fostering-co-creativity-in-learning-processes
http://academy.seriousgamessociety.org/projects/view/87965/c2learn-creative-emotional-reasoning-computational-tools-fostering-co-creativity-in-learning-processes
http://www.serious-gaming.info/2_-_News
http://www.learningfrontiers.eu/?q=tel_project/C2LEARN
http://virtuelleschule.bmukk.gv.at/projekte-international/eu-projekte/c2learn/
https://www.facebook.com/pages/C2Learn-project/189764471213648
http://www.facebook.com/groups/c2learn
https://twitter.com/C2LearnProject
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3.6 EU’S SUPPORT FOR DISSEMINATION 

The project is disseminated on the web by the EC: 

http://cordis.europa.eu/projects/rcn/105771_en.html 

In the second project year the consortium actively seeked EC’s practical support for the dissemination 

of all important project outcomes, making use of relevant opportunities offered by EC’s or other 

European initiatives. Furthermore, during the third year, we will seek a stronger representation of the 

project in the relevant EC pages (e.g. ICT for Creativity and Learning and in particular TeLearn).  

4 List of networks and collaborations for dissemination and exploitation  

The C2learn consortium partners have built strong relations with national and international projects 

and networks in order to disseminate the outcomes of the project and to build synergies in related 

initiatives. The efforts to build a community of interested and motivated stakeholders around the 

project has yielded many other interesting results, including active links for potential collaboration in 

the third project year with schools, creative learning clubs, and university researchers in many places 

in Greece. What is more, close collaboration of the C2Learn project, through EA, with large-scale 

European networks such as Open Discovery Space (http://opendiscoveryspace.eu) and Inspiring 

Science Education (http://www.inspiring-science-education.net) is contributing a lot to C2Learn 

community building and extended dissemination and exploitation possibilities in Europe. The 

following is a more detailed list of the pertinent projects and networks.  

ENIS (European Network of Innovative Schools) - http://www.enis.at/ 

Teach for Austria - http://www.teachforaustria.at/ 

http://cordis.europa.eu/projects/rcn/105771_en.html
http://opendiscoveryspace.eu/
http://www.inspiring-science-education.net/


C2Learn (FP7-318480) Report on Dissemination and Exploitation Activities Year 2  D6.3.2, October 2014 

Version: 2.0, 31st October 2014 

 FINAL Page | 35 

Creative Classrooms Lab Schools - http://creative.eun.org/schools 

PROSECCO network.  

Computational Creativity Group at Universidad Complutense de Madrid. 

Computational Creativity Group at Goldsmiths University of London. 

Center for Computer Games Research at IT University of Copenhagen. 

Computational Creativity and Digital Media Lab at University of Coimbra. 

ConCreTe – Concept Creation Technology (Gerraint A. Wiggins, Queen Mary University of London) 

Lrn2Cre8 – Learning to Create (Gerraint A. Wiggins, Queen Mary University of London) 

WHIM – The What-If Machine (Simon Colton, Goldmsiths, University of London) 

COINVENT – Concept Invention Theory (Marco Scholemmer, Artificial Intelligence Research Institute) 

COLLAGE – Discovering ideas together (Neil Maiden, City University London) 

Open Discovery Space Communities 

Inspiring Science Education Communities 

 

5 Next steps 

The dissemination of the C2Learn project concepts and results in the second project year was active 

and diverse. In the third year, this activity will continue becoming even stronger and richer, as the 

project is maturing and several tangible outcomes are being delivered, and the development of end-

user and stakeholder communities around the project is unfolding. 

In addition, as the research is gradually maturing, in the third project year the consortium will actively 

turn to preparing for the exploitation of the project results, as defined in the DAP. Exploitation 

activities will aim at informing and encouraging all stakeholder communities to get to know and use 

the results of the project, thus maximising exploitation chances at the European, national and/or 

institutional level. One of the most important actions to be undertaken by the C2Learn consortium 

partners will be the publication of a book with the scientific papers produced by the project during 

the lifespan of the project. 

One of our objectives during the third year of the project will be to collaborate fruitfully with 

Erasmus+. Erasmus+, the brand-new EU programme for Education, Training, Youth, and Sport (2014-

2020) has a special focus on teachers’ professional development. Up to last year, the Comenius 

Training grants offered some good opportunities for individual teachers to attend training courses, 

such as our planned 2015 summer school.  

The C2Learn project will continue inviting teachers from around Europe to playfully explore games 

and creativity in learning in training activities organised by our C2Learn Teacher Academy. 
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We consider collaboration with teachers from around Europe a very important asset of our work. 

Therefore, we are very willing to help as many colleagues as possible to take advantage of these 

unprecedented opportunities for teachers to improve their professional life by traveling and 

collaborating with other teachers in Europe. 

6 EXPLOITATION STRATEGY AND PLANS – UPDATE IN THE SECOND PROJECT 

YEAR 

All partners of the C2Learn Consortium are committed to supporting and actively promoting the 

exploitation of the outcomes of the C2Learn project after the end of the funded period.  

To this end, early in the first year the consortium laid the foundations for an exploitation strategy, 

described in deliverable D6.2. 

The present section includes the exploitation plans of the project at the end of the second project 

year. These plans are being kept updated and adjusted, and will be finalized close to the end of the 

funded period of the project. 

In the second project year, after the more exploratory phase of year 1, the consortium was ready to 

make important decisions on the design and development of the final C2Learn outcomes which are 

subject to further exploitation. These are described below. 

6.1 EXPLOITABLE OUTCOMES 

The main exploitable outcome of the project is the integrated solution it offers to schools as well as to 

a very wide spectrum of spaces of non-formal and informal learning (from museums and camps to 

groups of friends and families), so that they can foster creative thinking and co-creativity in learning 

through fun.  

The solution is integrated but also modular: it makes sense to use it as a whole, while at the same 

time its various components have their own independent identities and potential usefulness as tools 

in other contexts. The components of the solution are the following: 

 The C2Space, the rich gameful environment for co-creativity and learning, which can be 

deployed in diverse ways depending on preference and data protection considerations: from 

being installed within a school to being accessed as a service offered.  

 The C2Experiences, games which can be used both in the integrated, educationally 

meaningful environment of C2Space, as well as independently, as standalone game 

applications. 

 The C2Methodology, for the complete gameful creative learning experience, ready to support 

diverse uses of C
2
Space and /or C

2
Experiences. 

The above are the front-end products of C2Learn. At the back end, there is an array of intellectual 

outcomes and technologies, the use of which has enabled the development of the front-end 

products: 

 C2Learn co-creativity theory and methodologies, including Creative Emotional Reasoning and 

Wise Humanising Creativity  

 Semantic, diagrammatic, emotive reasoning and emotion detection computational tools 
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 User profiling and behaviour detection methodologies and technologies 

 Interoperability and content representation specifications 

 Mixed-initiative procedural content generation methodologies and technologies 

 Game design 

 Educational scenarios of C2Learn use 

 C2Learn evaluation research. 

6.2 MAXIMISING POTENTIAL FOR IMPACT 

While aspects of a possible route of the C2Learn products to the market remain to be defined, in the 

light also of the finalization of the shape of these products in the third year of the research, so far the 

consortium has focused its efforts on making design and development decisions that bear promise for 

increased impact. Thus the consortium prioritized achieving outcomes and taking initiatives with 

potential for impact even before the end of the funded period (short term) as well as after that (long 

term), aiming to maximize this impact both in the short as well as in the long term. 

6.2.1 IMPACT IN THE SHORT TERM 

At the end of the second year, important publically presentable concrete results in the form of 

advanced prototypes of the C2Learn solution are becoming available. Given this development, in the 

third project year it is becoming a high priority for the consortium to disseminate these results 

intensively and very widely, exposing the C2Learn solution to large numbers of motivated users not 

only in the context of narrowly defined piloting, but also in the context of extrovert communication 

initiatives (which will indeed complement and enhance the main piloting activities). The 

Dissemination and Awareness Plan (D6.2) provides concrete guidance regarding the audiences to be 

addressed, the means, and the content of the project message. 

The aim in the short term is to approach potential future users of the C2Learn solution in the world of 

education, and convince them of the quality and value of the solution, so as to generate a demand for 

use of C2Learn in real everyday learning settings already during the third project year. In addition, this 

will showcase to the consortium how the C2Learn innovation can practically be taken up and 

sustained after the end of the project in educational practice. 

To motivate this development, the consortium is both being engaged in rich dissemination activities 

already foreseen and enacted (through the web and social networks, publications, links to other 

projects and initiatives, etc), as well taking concrete steps towards dynamic initiatives in the first half 

of 2015, such as the organization of a European contest which will attract the attention and 

engagement of large numbers of students and teachers. 

6.2.1.1 RICH DISSEMINATION TO THE WORLDS OF EDUCATION ALREADY IN PLACE 

In the second year the project intensified its efforts to disseminate its outcomes to educational 

communities in Europe, as reported in detail earlier in this deliverable. Recently, as the project 

outcomes are maturing and becoming appropriate for wider dissemination, addressing the world of 

education has become easier and more impactful. On the one hand, dissemination to educators and 

learners is dynamically linked to pilot activities, through the combination of extrovert initiatives with 

trials of project outcomes, which has already generated strong interest in using C2Learn far beyond 

the immediate context of the consortium. In addition, the effort of addressing the world of education 
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is enhanced through established links to and synergies with other projects which are active in the 

same as, or complementary areas to C2Learn. Contact has been established and discussion of 

possibilities for collaboration has been initiated with:  

(a) projects such as SIREN1, COLLAGE2, WHIM3, and the older, very successful COLLAGE project4, 

focusing on the computational creativity and/or game aspects the projects share; as well as  

(b) large-scale educational networks such as Open Discovery Space
5
 (ODS) and Inspiring Science 

Education6 (ISE), the collaboration with which is contributing a lot to C2Learn community building and 

extended dissemination and exploitation possibilities in Europe. In particular, the project has 

established a very close collaboration with ODS, which is a leading large-scale European initiative for 

open eLearning resources and the modernization of school education in Europe. C2Learn is making 

use of the ODS infrastructure (portal and school communities) to host and/or promote online 

community building and exploitation activities, as well as for getting access to educational policy 

makers in Greece and many other European countries.  

In addition, the project actively participated in the Concertation Meeting on FP7/CIP projects in the 

field of learning, which was organised by the European Commission in Luxemburg, on 7th February 

2014. The coordinator made use of the ample possibilities for networking in a meeting which 

gathered representatives from 30+ ongoing projects. This was a valuable experience for the C2Learn 

consortium, as it revealed the wider landscape of ongoing EU-funded learning-related research of 

which C2Learn is a part, and possibilities for synergies within that. 

Highlights of strongly exploitation-oriented dissemination activity also include cases of already 

expressed policy maker interest in exploiting the results of the project. 

In Malta, thanks to an initiative of UOM, the Ministry of Education has shown great interest in the 

C2Learn games and has requested to pilot them before March 2015 along with their one-tablet-per-

child program, in the framework of which all children of the 3rd, 4th and 5th grade will get a tablet 

with a number of educational apps in the next year or so.  

In Austria, BMUKK with the University of Vienna organized a very successful C2Learn exploitation 

initiative aiming to build a community of practice with all Samsung Smart Schools in Austria, with the 

participation of Samsung Smart Teachers and Samsung representatives. Samsung has expressed an 

interest in providing a full set of tablets for piloting C2Learn within the Teacher Education Curriculum 

of the University of Vienna in spring term, and 9 schools expressed their interest in using the C2Space. 

                                                             

1 http://sirenproject.eu 

2 http://projectcollage.eu 

3 http://www.whim-project.eu 

4 http://www.ea.gr/ep/collage 

5 http://opendiscoveryspace.eu 

6 http://www.inspiring-science-education.net 
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In the UK, OU’s Faculty of Education and Language Studies (FELS) will disseminate all C2Learn 

publications by OU partners through Open Research Online, the Open University's repository of 

research publications and other research outputs. It is an Open Access resource that can be searched 

and browsed freely by members of the public.  The project is also promoted and will continue to be 

promoted on The Open University’s Center for Research in Education and Educational Technology 

(CREET) website. As soon as the pilots finish and C2Space is finalised, the Open University will 

advertise it widely and encourage teachers and university students to access and use it in their 

classrooms. C2Space will also be made actively available to international and home MA in Education 

students in the University of Exeter Graduate School of Education, studying on the Creative Arts and 

the Technology, Creativity and Thinking Specialisms.  They will be encouraged to play in the space, 

critically debate it as part of their courses and to take it back to their own teaching contexts upon 

graduation as a usable teaching tool. 

6.2.1.2 C2CONTEST 

Next to these ‘conventional’ dissemination initiatives, to help drastically increase the demand for use 

of the C2Learn products already during the funded period of the project, EA will organize a European 

contest for students and teachers in spring 2015, inviting and facilitating school communities to play 

with C2Space and the games and build their own innovative creative quests, missions and challenges. 

EA will support this organizationally and pedagogically, with technical support from SGI and NCSR-D. 

Incentives to teachers will be offered, probably related to teacher training opportunities in the 

context of C2Learn Academy (see further below). To increase visibility and maximize immediate 

impact potential, advanced discussions are already in place so that the contest can be organized in 

conjunction or synergy with the Open Discovery Space Innovative School Competition 20157, with an 

approach emphasizing the role of school leaders and change agents in enabling innovation and 

change in school – an approach totally in line with the nature of the C2Learn pedagogical and 

technological proposition to the world of education. In addition, current explorations include the 

adoption of a ‘Creativity Challenges’ format inspired by the successful ‘Algebra Challenges’8 of the 

Center for Game Science at the University of Washington, USA, a platform that will allow regular 

repetition of contests with the participation of large numbers of students and teachers. 

6.2.2 IMPACT IN THE LONG TERM 

The third project year will be used for thorough discussions in the consortium which will conclude 

with decisions on how the owners of the project foreground see an agreement for exploitation of the 

project outcomes in the long term, i.e. after the end of the funded period. The relevant IPR 

agreements will be negotiated and concluded, based on standard approaches of distinction between 

project background and foreground and the relevant provisions of the Grant Agreement and 

Consortium Agreement, in the light also of the final shape of the exploitable C2Learn products. 

6.2.2.1 COMMERCIAL EXPLOITATION 

[The remaining of this section is restricted for use within the C2Learn Consortium.] 

                                                             
7 http://ea.gr/ods/ODS_school_Contest_2015.pdf 

8 http://algebrachallenge.org/ 


