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This newsletter aims to keep people informed of the 

progress made in the PROACTIVE project. It is a three 

monthly communication available both in print and 

digital format.   
› Main topics 

› Keynotes speeches 

› Activities 
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GACET‟11 is aa  rreeffeerreeeedd  sscciieennttiiffiicc  ccoonnffeerreennccee acting as a forum for scientists, teachers / trainers, and 
practitioners to present their latest research, results, ideas and developments on games and learning. 
The focus will be on tthhee  uussee  ooff  eedduuccaattiioonnaall  ggaammeess  iinn  ccrreeaattiivvee  tteeaacchhiinngg  mmeetthhooddoollooggiieess, both in formal 
and informal learning settings, as well as on educational game-design.  

 

MMaaiinn  ccoonnffeerreennccee  ttooppiiccss::  

› Game-Based Learning (GBL) in primary and 

secondary education  

› GBL in higher education and academia 

› GBL in vocational and professional training 

› Teachers designing games  

› Creativity in educational game-design 

› Teaching to teach with technologies 

 

LLooccaattiioonn::  SSppaazziiooEEuurrooppaa  

The conference will be held at Spazio Europa, the public space of the European 
Commission‟s representation in Italy, located in the centre of Rome. This space 
accomodates meetings, conferences, educational activities and exhibitions with 
the purpose of furthering and promoting knowledge, debates and exchange of 
ideas about matters of European interest, especially with regard to education. 

 

 

MMaakkee  yyoouurr  rreeggiissttrraattiioonn..  IItt  iiss  ffrreeee!!  

www.proactive-project.eu/conference 
Deadline for the registration: November 14th 

 

http://www.proactive-proje/


 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

He is director of the Netherlands School of 
Educational Management, where he focuses his 
research on learning processes of school leaders 
and schools. His main field of research interests 
are the role of ICT in learning, both in education 
(all levels) and in work related learning. 
Especially, he studies computer supported 
collaborative learning, communities of learners, 
reflection and feedback. 

 

 

 

 

 

He is the Director of Knowledge and Learning 
Technologies at the Mass General Lab of 
Computer Science and leads a group of software 
engineers focused on this and related clinical 
informatics work. His group currently supports a 
learning and knowledge management system in 
use by thousands of clinical and non-clinical 
staff across the Harvard University teaching 
hospitals and Partners Healthcare.  

 

 

 

 

 

He works with ISTC –CNR of Rome. He is 
interested in the development of simulation 
models of behaviours and human societies 
(genetic algorithms, neural networks, artificial 
life) focusing his main research activities on their 
cultural implications on the concepts of mind 
and on its link with technology. Prof. Parisi is 
interested as well in the application of these 
models to the educational learning tools 

 

 

 

 

He is a Director of several e-learning companies 
and has been producing games-based learning 
for over 25 years. As well as consumer games, 
he has produced learning games for healthcare, 
telcos, government, corporates, military and 
education. He has written, blogged and spoken 
extensively on the psychology of learning and 
games. 

 

 

Alessandra Talamo (University of Rome “La Sapienza”) 

She is a social scientist and Associate Professor. She got a PhD in Experimental Pedagogy 
working on educational cooperation inside the school. Her research activities deal with social 
ergonomics applied to educational and organizational cooperation in Computer Mediated 
Communication and Virtual Environments. She teaches Social Psychology at the University of 
Rome “La Sapienza”. 

Mario Barajas Frutos (University of Barcelona) 

He is the lead investigator of the coordinating team of ProActive. He is a Doctor in Education 
and professor in the Department of Didactics at the University of Barcelona. He is a co-
director of the post-graduate course „Knowledge, Science and citizenship in the Information 
Society‟ and he teaches in the doctoral programme „Diversity a Change in education‟.  

Orazio Miglino (University of Naples “Federico II”) 

He is full professor in General Psychology, head of the Natural and Artificial Cognition 

Laboratory (NAC lab website: www.nac.unina.it) at the University of Naples Federico II. His 

main area of research concerns Cognitive Science and Artificial Life. 

FFiivvee  MMeettaapphhoorrss  ooff  LLeeaarrnniinngg::  PPaatttteerrnnss,,  
PPrreeffeerreenncceess,,  AApppplliiccaattiioonnss    

Robert J. Simons  

RRaaiissee  yyoouurr  ggaammee  ––  GGeettttiinngg  lleeaarrnniinngg  ggaammeess  
ssoolldd  aanndd  uusseedd  

Donald Clark 

 

AApppplliiccaattiioonnss  ooff  sseerriioouuss  ggaammeess  iinn  tthhee  
mmeeddiiccaall  ddoommaaiinn  

Carl R. Blesius 

 

VViirrttuuaall  eedduuccaattiioonn  iinn  aa  rreeaall  wwoorrlldd..  BBeenneeffiittss  
aanndd  ccoonnssttrraaiinnttss  ooff  tthhee  eemmppllooyymmeenntt  ooff  
IICCTT  ttoooollss  iinn  tthhee  IIttaalliiaann  sscciieennttiiffiicc  ccoonntteexxtt  

Domenico Parisi 

CCoonnffeerreennccee  CChhaaiirrss::  

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
››  PPoosstteerr  sseessssiioonn  bbyy  ““tteeaacchheerrss  ddeessiiggnneerrss””    

ProActive educators will present their ccrreeaattiivvee  GGBBLL  sscceennaarriiooss  during a poster session held on the conference first 
day (November 17th). These scenarios were designed by educators from various teaching levels and fields, 
according to their specific teaching settings and their students' profiles. Posters will be showcased by their 
authors, and vviissiittoorrss  wwiillll  ggeett  tthhee  cchhaannccee  ttoo  ttrryy  oouutt  tthhee  lleeaarrnniinngg  ggaammeess. 

 

 

››  RRoouunndd  TTaabblleess  

Discussions and reflections about the main topics of the projects: 

› “Do technologies change the training/teaching environments and how?” (November 17th)  

› “GBL nowadays – discussions and reflections on theory and practice” (November 18th)  

MMaarrttiinn  OOwweenn, the moderator, will challenge existing perceptions about learning and teaching in a digital world. 

He has been at the forefront of educational games development for many years and has helped shape a number 

of influential games during that time. He is currently working to develop an educational interactive tile 

technology that he believes has the potential to change forever how children learn fundamentals through play.   

 

 

CCoonnffeerreennccee  mmaatteerriiaallss    

 
››  PPrroocceeeeddiinnggss  --  All accepted papers will be presented at the conference and will 

appear in the related ISBN proceedings. The abstracts of accepted posters will also be 

included in the proceedings. Both abstracts and full articles will be accessible in 

digital format through the ProActive website. Selected articles will be chosen for 

publication in the journal DER - Digital Education Review (ISSN: 2013-9144) and in 

the PsychNology Journal (ISSN: 1720-7525). 

››  WWhheenn  TTeeaacchheerrss  BBeeccoommee  GGaammee  DDeessiiggnneerrss  ––  GGuuiiddeelliinneess  ffoorr  CCrreeaattiivvee  

GGBBLL  pprraaccttiicceess  --  The ProActive Guidelines will be presented during the GACET‟11 

Conference. They aim to provide advices to educational practitioners who are willing 

to create their own GBL scenarios and to implement them in real teaching settings. 

Guidelines are accompanied by a CD which includes the EUTOPIA and <e-Adventure> 

game editors, the GBL scenarios produced by ProActive teachers / trainers, as well as 

a Handbook for Production of Creative GBL Scenarios.  
 

››  GGaammee  ddeemmoonnssttrraattiioonnss    

A showcase will be set up for the entire duration of the conference with 
workstations that will allow the exploration of the game editors used 
within ProActive:  EEUUTTOOPPIIAA (a platform to develop and play psycho-
pedagogical role playing games) and <e-Adventure> - a versatile tool to 
develop puzzle and 2D adventure games.  

Furthermore, other GBL products and tools will be showcaswed: Dread-Ed 
(a Serious Game to train people in decision making and team working 
within stress conditions), Palma (a Serious Game to learn strategies and 
tools for business negotiation), Robofarm (breeding robots to learn 
Artificial Intelligence and technological research‟s perspectives), Roboprof 
(an authoring system to build enhanced learning environments), Learn to 
lead (an on-line game to design, implement, and test a novel approach to 
training in team leadership) and Multimedial Piaget (an implementation of 
Piaget‟s experiments on cognitive development).  

 

 

 

 

 



This project has been funded with support from the European Commission. This publication reflects the views only of the 

author, and the Commission cannot be held responsible for any use which may be made of the information contained therein. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Universitat de Barcelona - DOE  

Facultat de Pedagogia  

Passeig Vall Hebrón, 171  

08035 Barcelona - Spain 

Tel. (0034) 934037223 
 

He is the project officer at CAST in the  
heart of North Wales. He has been  
coordinating the work of a diverse range  
of groups to introduce GBL into their 
training programmes. Formerly a schools 
inspector for information technology, 
Malcolm has long expressed the view 
that GBL's time is long overdue. He has 
 himself developed a number of games 
mainly for personal and social 
development programmes in the UK.  
 

Alessandra Talamo 

alessandra.talamo@uniroma1.it 

Karen Padmore 
karen.padmore@techniumcast.com 

Baltasar Fernández Manjón 
balta@fdi.ucm.es 

Mario Barajas Frutos 

mbarajas@ub.edu 

 

 

 

 

 

 

Orazio Miglino 
orazio.miglino@unina.it 

 

Bogdan Logofatu 
logofatu@credis.ro 

 

 

 

 

GACET’11 conference is co-organized by ProActive and T3 projects.  

TT33  --  TTeeaacchhiinngg  ttoo  TTeeaacchh  wwiitthh  TTeecchhnnoollooggyy is a European project aiming to 
design and validate an innovative teacher/trainer program, demonstrating 
realistic ways of exploiting advanced techniques within the real constraints 
facing teachers in their work. In particular, the project promotes the use of 
advanced learning technology by university teaching staff in Spain, secondary 
school teachers in UK, and trainers involved in VET in Italy.  

The Project started in December 2009.  Key features of the program included:  

› Theoretical classes discussing the features and advantage of the new 
technologies;  

› Practical workshops, in which learners (university teaching staff, 
teachers and trainers) simulate learning sessions and familiarize with 
technologies;  

› Project work, in which learners prepare learning projects for use in 
their own classes, implement the project, and evaluate the results;  

› Joint assessment of the results by participants in the program. 

The final output of the project is a set of freely available tools, designed to 
encourage the uptake of new learning technologies to be employed in 
universities, schools and professional training. 

 

                 

 

 

For further information about 

the T3 project visit the web 

site: http://www.t3.unina.it/ 

 

The T3 partners 

 

 

 


