
 

   

Teachers and trainers as 
game designers 

Teachers and trainers in 23 sites in four 
countries (Italy, Spain, Romania and 
the UK) designed and implemented over 
60 game-based learning (GBL) 
scenarios and games. They mainly used 
the <e-Adventure> and EUTOPIA 
software packages.  The signs are that 
the teachers and trainers will not stop 
there but will use their new skills to 
producxe even more games. 

 

The guidelines for Creative 
Game-Based Learning 

Practices 

Project members produced guidelines to 
help teachers progress GBL. The 
handbook also includes practical 
examples, case studies and success 
stories from the projects. They provide a 
framework that channels creative 
endeavour. 

  

 

The Handbook for the 
Production of Creative GBL 

Scenarios 

This is a document aiming to guide 
practitioners towards the creation and / 
or introduction of games in their 
teaching. It offers practical advice that 
is based on partners‘ own experiences 
in the field. 

 

A psycho-pedagogical 
framework fostering 

creativity 

Project members produced this  easy to 
read explanation of the theory behind 
the main premises set out in the 
ProActive projec. These boil down to a 
few statements: that teachers are a 
creative force and that game based 
learning is an increasingly relevant 
teaching tool to improve knowledge and 
understanding in students. In addition 
it describes the learning metaphors that 
are used to underpin the academic 
arguments.   

Online repository 

The project has developed an online 
repository of 60 GBL scenarios. These 
have been created by teachers and 
trainers in the partners‘ countries.  

They are very varied and deal with a 
wide range of subjects including 
physics, history, rock climbing and 
medical routines. A number of GBL 
scenarios were implemented in real 
teaching settings. 

 

New releases of Eutopia 
and <e-Adventure> 

As part of the ProActive project there 
has been a new release of the EUTOPIA 
and <e-Adventure> software packages. 
These packages are free for you to use. 
You can find the links for your FREE 
DOWNLOADS in the ProActive 
website. The new releases feature new 
virtual worlds, new graphical resources 
and functionalities to create games 
collaboratively. 

All resources referred to above are 
available on the Proactive website: 

www.proactive-project.eu   

Access the GBL scenarios at:   
www.proactive-

project.eu/repository 
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It’s over!  

The ProActive Project that aims to promote game-based learning is coming to an end. It finishes officially on 

December 31st 2011. Partners set out to prove:  that game based learning engages and motivates teachers and 

students and that teachers and trainers can have a central role in the development of the games themselves 

So what has been achieved in the two years since the start of the project? 

TThhaannkk  yyoouu!! 

The project was a success because of the hard work put in by the teachers and trainers .  
We‘d like to thank you for all of the good will we experienced! Teachers are under a lot of 
pressure to deliver to local and national priorities and that can squeeze out innovation. 

Luckily that wasn‘t the case  for our teachers and trainers who have proved by their actions 
that they are true innovators! 

 

http://www.proactive-project.eu/


 
 

  

The final project meeting 

The final meeting of the Proactive project took place 16th 
November at the Sapienza University of Rome.  

The meeting reviewed the work produced over the two 
years of the project.  

There was a special focus on final arrangements for the 
Games and Creativity in Education and Training 
conference (GACET'11), which was organized by the 
consortium for the 17/18 November. 

In addition, each partner went over the implementation 
of game-based learning scenarios carried out within the 
three target areas of the project (Comenius, Erasmus and 
Leonardo) to include all areas and levels of education 
and training.  

At the end plans for exploitation of the project were 
reviewed and agreed. 

The partners are pictured here at the Spazio Europa in 
central Rome.  

 

 

Dissemination—a few of the many 
ways of spreading the ProActive news 

Serious Games Conference  (Bucharest, April 
26-27, 2012) 

UNIBUC is attending the eLSE conference that is 
being organised by the Romanian Advanced 
Distributed Learning Association. It has a special 
section about ‗Serious Games in Theory and Practice‘. 
Serious games are taken very seriously by the military 
and other organisations. They see the massive 
potential for a form of ‗learning by doing‘. 

EDEN Open Classroom Conference (Athens, 
October 27-29, 2011) 

The event aimed to bring together individuals and 
teams from the fields of technology and education. An 
article, presented by UB, describes results of 
ProActive implementation in Spanish schools: 
Barajas, M., Frossard, F., Trifonova, A. Teachers as 
Game Designers: Enhancing Innovation and 
Creativity in the Classroom  

 

Online Educa (Berlin, Nov 30-Dec 2, 2011) 

The largest global e-learning conference for the 
corporate, education and public service sectors, 
brings together experts in the vanguard of 
technology-enhanced learning from around the 
world. Mario Barajas made the following talk: 
ProActive: Fostering Teacher's Creativity Through 
Game-Based Learning 

 

 

Media & Learning Conference (Brussels, Nov 24-25, 2011) 

Just a week after the exciting two-day conference in Rome, the UCM 
team packed their suitcases again and flew to Brussels, where they 
represented ProActive in the Media & Learning 2011 conference 
sponsored by the European Commission (www.media-and-
learning.eu).  

On Thursday Baltasar Fernández Manjón participated in a thrilling, 
thought-provoking panel discussion where advocates defended their 
own GBL models (teacher-created versus professional games). Feel 
safe! Baltasar stood his ground and vigorously defended the value of 
ProActive‘s GBL model! 

 

 



 

IIttaallyy  
‘Contest for ambassadors’ is an Italian award winner 
because it has high value as an educational game: the players 
are engaged in the simulation of peace talks between the 
ambassadors of Melo and Athens that happened in the 416b.c.; 
it teaches about negotiation, made in order to prevent the 
conflict between the two cities. This scenario can be applied in 
different contexts with several target groups: school courses of 
study in psychological and pedagogical sciences, university 
courses on political science or training courses for adult people 
in social and community mediation. 

‘ProActive Agency’ Both teachers and students engaged in 
the game sessions were enthusiastic about this activity and the 
school board decided to include the GBL scenario in a school 
project with the purpose of involving more students during the 
school year. 

              

RRoommaanniiaa  
The University of Bucharest (UNIBUC) together with game 
designers (trainers) implemented 7 learning scenarios over the 
two years of the project. More than 500 students had access to 
the games, most of which are available over the internet. 
Students accessed the games in online and face to face sessions. 
They were organized in groups of between 5 and 20 students. 
The games that were most successful helped users in buying and 
installing a computer and in diagnosing internet connection 
problems. They positively valued the games as fun and well 
designed. Above you see Emma the assistant advising you on 
what computer to buy... 

SSppaaiinn  
TThhee  UUnniivveerrssiittyy  ooff  BBaarrcceelloonnaa  

IES de Sabón secondary school (A Coruña, Spain): 
Three GBL scenarios were implemented in this 
secondary education centre of 250 students. 
Scenarios and games were tested in a classroom of 
23 students. Teachers reported that students 
effectively learnt the knowledge embedded in the 
game. Students felt it was easy to learn with the 
games. They enjoyed the visual and interactive 
aspects of the games (e.g. to be able to walk and to 
take objects), as well as the humorous elements. In 
students‟ words: “I have the impression that I am 
more attentive with the game”. One said proudly:  
“I learnt without realizing it.” 

CEIP Ponte dos Brozos (A Coruña, Spain): Eight 
teachers of this primary school collaborated to 
design „The Holy Torq‟, an adventure game in 
which students can learn about the local culture of 
Galicia. The GBL scenario was implemented in a 
classroom of 24 students.  

TThhee  UUnniivveerrssiittyy  CCoommpplluutteennssee  ooff  MMaaddrriidd  

Four of the games produced by UCM‟s pilot sites 
have already been tested with students. A fifth 
game is currently undergoing the same process.  

The case of „First Aid‟ is of special interest because 
of the solid and rigorous research approach used: 
400 students were randomly distributed to control 
and example groups. Students in example group 
were exposed to the game for 45 minutes. Students 
in control group were provided with a 45 minute 
lecture from experts in cardio pulmonary 
resuscitation. Pre and post tests were run to 
estimate students‟ learning gain. Results are 
promising, showing the value of the GBL approach. 

The Parent Advice Centre in Tower Hamlets 

works with a large number of parents who need help and 
advice concerning the ways in which they relate to their 
children. But how is that information to be transmitted to 
the parents? There are a number of immediate problems:  
The parents often lead chaotic, dysfunctional lives.   
Attendance at advisory sessions at the Centre is often 
sporadic. Many who do attend only do so because of court 
orders. These factors demand the delivery of much needed 
information in flexible ways, ways that are relevant and well 
targeted. The information has to be packaged to make it 
attractive and engaging. It must appeal to a wider audience 
to gain the attention of the many. It must be supplied when 
and where needed.  

To respond to these challenges, Ian Findlay a volunteer 
with the Parent Advice Centre turned to game-based 
learning. He has some experience in promoting the concept. 
He has worked with CAST (The Centre for Advanced 
Software Technology based in North Wales) to design a 
number of packages that use software for innovative 
educational interventions. His vision of game-based 
learning for his target group prescribed short, sharp 
messages delivered over the web that could be picked up 
and explored by parents when they needed to turn to them 
wherever they were. This required hosting on a free website 
(there is no budget for the project) and this is provided by a 
related set of parents meeting in the Parent Advice Centre: 
the parents of children with special needs. 

OOnnee  UUKK  eexxaammppllee  

 



 
 

This project has been funded with support from the European Commission. This publication [communication] 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. 

 

 

 

 

Evaluation 

The project methodology and outcomes have been 
evaluated with different tools (interviews, focus groups 
and questionnaires), involving teachers, students and 
GBL experts. The main findings of the project evaluation 
are summarized below.  

Creativity and game design   

Different factors appeared as critical during the GBL 
design process. First, motivation appeared as a critical 
factor to keep teachers engaged in the game design 
process. Motivation was both intrinsic (teachers were 
personally interested in games per-se, and enjoyed 
designing their own) and extrinsic (teachers were 
interested in the outcome of the process: a new teaching 
resource that is useful and engaging for their students). 
Second, collaboration positively impacted on the game 
design process. Indeed, sharing opinions among teachers 
and with students enhanced the processes of generation 
and evaluation of ideas. Finally, game editors‟ 
affordances acted as mediators, by shaping the game 
dynamics and profiling its mechanisms, as well as 
facilitating the production of ideas.  

The five learning metaphors    

The five learning metaphors adopted in ProActive 
(Acquisition, Imitation, Experimentation, Participation, 
and Discovery) appeared to foster educators‟ reflection 
on possible new ways of teaching during the game-design 
process. Most of the teachers considered metaphors as a 
starting point for design, and as criteria for evaluating 
their games.  

Metaphors that were most used in GBL scenarios were 
experimentation (games provide safe environments 
where errors can be experienced, and players can put 
their knowledge and abilities into practice with a high 
level of autonomy) and acquisition (all games include a 
set of content to be transmitted). Furthermore, GBL 
scenarios developed with EUTOPIA editor strongly rely 
on the participation metaphor, while point and click 
games developed with <e-Adventure> involve more 
importantly discovery. 

The impact of the project    

The biggest impact of ProActive has been in participants‟ 
knowledge and beliefs. Teachers and trainers from all 
countries and educational levels have both increased 
their skills and changed their opinions towards GBL 
design, development and implementation. Participants 
appreciate having learnt how to use the game editors and 
working with their colleagues. To sum up, as one 
Comenius teacher puts it, ProActive enabled him to 
participate in “a possible way to use videogames in the 
classroom”.  

Guidelines for Creative Game-Based 
Learning Practices 

Follow the link www.proactive-project.eu to find the 
Guidelines for Creative Game-Based Learning Practices. 

This handbook is one of the outcomes referred to on the 
first page of this newsletter and perhaps the one that is 
most use to teachers and trainers. It gives an overview of 
the project and a summary of its implementation in 
school, higher education and professional training 
settings. There are practical examples and case studies. It 
also gives a set of guidelines providing advice on how to 
go about creating games for education. 

In schools - It shows how game designing can be fun for 
teachers and trainers. It outlines the benefits of 
collaboration through the design process with other 
teachers and with the students too. It offers support for 
the view that game-based learning is an essential part of 
the new teaching methodology. It shows how GBL can be 
used to evolve the teacher‟s role in the classroom, moving 
between instructor, facilitator, guide and mentor. It 
describes how students‟ concentration can get better and 
how achievement can be improved. Students‟ 
engagement and self-regulation of behaviour are shown 
to be important factors that are favourably affected by the 
use of GBL. The guidelines also set out the challenges 
faced by teachers willing and able to take this route. They 
offer practical advice on how pitfalls can be avoided. 

In Higher Education and training - GBL offers new 
ways of learning particularly when games include 
simulated experiences in virtual contexts.  Students and 
trainees respond very well to „learning by doing‟. GBL is a 
perfect medium for distance and blended learning 
courses—increasingly important today. Well designed 
GBL can cater for a wide variety of students. GBL can be 
made available over the Internet so it can be accessed at a 
time that is convenient to users.  

 

Success Story: Careers Wales - iChoose is an 
innovative way of raising career awareness prior to 
careers interviews. The package forces the user to think 
about his or her choices through first hand experience of 
the thought processes that led others to their choices. It 
prompts the reflective thinking that can lead to people 
making informed choices. First reactions to the iChoose 
package are very good.  

 

 

  

 

 

PPrrooAAccttiivvee  EEvvaalluuaattiioonn  aanndd……..  

GGuuiiddeelliinneess  ffoorr  GGBBLL  pprraaccttiiccee  
 



 
 

 

  

Some quotes from teachers and trainers 
at the conference: 

››    ““II  ggoott  iinnvvoollvveedd  iinn  tthhee  PPrrooAAccttiivvee  bbeeccaauussee  II  lliikkee  ttoo  ccrreeaattee,,  II  aamm  ooppeenn  ttoo  

iinnnnoovvaattiioonn  aanndd  II  wwaanntt  ttoo  ppuusshh  mmyysseellff..””  

››    ““II  ggeett  bboorreedd  eexxppllaaiinniinngg,,  II  pprreeffeerr  ssuuggggeessttiinngg  pprroobblleemmss  aanndd  mmoottiivvaattiinngg  

tthhee  ssttuuddeennttss  ttoo  ffiinndd  tthhee  ssoolluuttiioonnss……  II  aallwwaayyss  ttrryy  ttoo  ddoo  ssoommeetthhiinngg  

ddiiffffeerreenntt,,  nnoott  jjuusstt  ttrraannssmmiitt  nnoottiioonnss  tthhaatt  tthhee  ssttuuddeennttss  hhaavvee  ttoo  aaccqquuiirree,,  

bbuutt  sshhaarrppeenn  aanndd  eexxcciittee  tthheemm..””  

››    ““II  rreeaallllyy  lliikkeedd  tthhee  ((PPrrooAAccttiivvee))  pprroojjeecctt,,  iitt  wwaass  aann  iimmppoorrttaanntt  cchhaalllleennggee  

ffoorr  mmee,,  iitt  iinnccrreeaasseedd  mmyy  sseellff--eesstteeeemm..  IItt  wwaass  pplleeaassaanntt  aanndd  eennjjooyyaabbllee..  II  

wwaanntt  ttoo  rreeppeeaatt  aann  eexxppeerriieennccee  lliikkee  tthhiiss.. 

››    ““GGaammee  bbaasseedd  lleeaarrnniinngg  iiss  aa  ccrruucciiaall  ppaarrtt  ooff  tthhee  ffuuttuurree  ooff  eedduuccaattiioonn..  WWee  

aarree  nnoott  ssuuffffiicciieennttllyy    aawwaarree  ooff  tthhee  wwaayyss  iinn  wwhhiicchh  oouurr  ssttuuddeennttss  aarree  

lleeaarrnniinngg..””  

 

Donald Clark wrong? 

 

A teacher who attended the 
conference wrote:  

―Donald Clark was one of the keynote 
speakers. He certainly had a lot to say 
that was interesting and thought 
provoking. But I didn‘t agree with all 
of it. As a teacher in the UK I am well 
used to arguments about IT. We have 
been arguing over it since the early 
80s. However I wasn‘t prepared for 
Donald‘s assertion that teachers 
should not get involved in game 
design. He said games don‘t really 
have a place in the classroom.  

But our game, ‗House of Cain‘, 
designed by teachers, does actually 
bridge school and home. We aim it at 
lower ability learners who do little 
work at home and not much more at 
school. In game format, the content of 
our course becomes much more lively 
and engaging. And the students 
concentrate better. We asked them to 
evaluate the game and they said they 
want more of the same—which is 
always nice to hear.  I certainly have 
noticed an improvement in their 
behavior and attitudes to learning.  

So I am sorry Mr Clark but on this I 
believe you are wrong!‖                                                                                                                 

 
John Whittaker,  
Bangor, co-designer  
of The House of Cain  
learning game 

 

hhttttpp::////ddoonnaallddccllaarrkkppllaannbb..bbllooggssppoott..ccoomm  

 

Pablo Moreno Ger 
University Complutense Of Madrid  

 ―The idea of using games as learning tools has been around for some 
time… In the last five years we have experienced a dramatic growth of the 
academic field that argues for the application of GBL approaches in 
education. The argument is no longer about whether we should be using 
games, but about how we should be using them, how we should design 
them and how we should integrate them with the existing curriculum. 

As such, the discussion is no longer merely pedagogical: game designers 
are studying specific game mechanics for improved learning. Instructors 
are studying how to measure the effectiveness of GBL approaches. 
Technicians are studying how to reduce the costs and provide an 
infrastructure to integrate games in the curriculum. Researchers from 
disparate fields, such as AI, neuroscience, psychology, sociology or 
engineering are looking at educational games from different perspectives. 
GBL has thus become a rapidly changing and divergent field, with exciting 
opportunities and potential‖ 

From the paper prepared  
for a round table discussion  
at the Conference 

The ProActive Conference ((GGAACCEETT‘‘1111  ––  GGaammeess  aanndd  CCrreeaattiivviittyy  iinn  EEdduuccaattiioonn  aanndd  TTrraaiinniinngg)) took place in Rome on 
November 17-18, 2011. The event acted as a forum for scientists, teachers, trainers, and practitioners to present their 
latest research, results and developments. Have a look at the conference pictures, presentations and proceedings at: 

http://www.ub.edu/euelearning/proactive/conference/ 

 

SSoommee  tthhoouugghhttss  ooff  tthhee  RRoommee  ccoonnffeerreennccee……  
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The following is drawn from Prensky’s Open Letter to the Obama administration.  

› Technology really assists learning 

› All our teachers should be moving to a technological approach as quickly as possible 

› While it involves giving up some traditional ―control,‖ the payback comes in student engagement and success 

› Learning becomes a true partnership between teachers and students 

› The students do what they do well, which is use technology to connect, to find information and to create 

presentations in multiple media 

› Teachers do what they do best, which is to ask the right questions, provide context, control quality, and ensure 

rigor 

› Students and teachers learn from each other 

› Unfortunately, most of our teacher training schools are totally unprepared for this pedagogy, and are still 

preparing teachers for the ways of the nineteenth and twentieth centuries 

The full text of the above can be found at:  

hhttttpp::////wwwwww..mmaarrccpprreennsskkyy..ccoomm//wwrriittiinngg//PPrreennsskkyy--OOppeenn__LLeetttteerr__TToo__TThhee__OObbaammaa__AAddmmiinniissttrraattiioonn..ppddff  

 

 

 

 

Bogdan is PhD in Physics and co-director 
of master programme “ICT in Education”. 
He has extensive experience in research 
in learning and ICT, and also in 
professional and vocational training. He 
has initiated research in digital 
technology in education within UNIBUC: 
virtual campus, eLearning technology for 
learning resources, ERP platform, virtual 
and remote laboratories. 
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