
  

  

PROACTIVE IN PRACTICE 

TThhee  PPrrooAAccttiivvee  oonnlliinnee  rreeppoossiittoorryy  ooff  
GGBBLL  sscceennaarriiooss  

The project has developed a repository of 
60 GBL scenarios with  ddoowwnnllooaaddaabbllee  ffrreeee  
ooff  cchhaarrggee  ggaammeess. These have been 
created by teachers and trainers in the 
partners’ countries.  

  

  

Games deal with aa  wwiiddee  rraannggee  ooff  ssuubbjjeeccttss 
(including physics, history, rock climbing 
and medical routines) and address 
ddiiffffeerreenntt  eedduuccaattiioonnaall  lleevveellss (primary-
secondary education, universities and 
professional training). 

 

 

 

MMaaiinn  rreessuullttss  aacchhiieevveedd  dduurriinngg  PPrrooAAccttiivvee::  

 PPssyycchhoo--PPeeddaaggooggiiccaall  FFrraammeewwoorrkk  
FFoosstteerriinngg  CCrreeaattiivviittyy which links the concepts of 
creativity, GBL and the learning metaphors; 

 NNeeww  rreelleeaassee  ooff  EEUUTTOOPPIIAA  aanndd    
<<ee--AAddvveennttuurree>>  ggaammee  eeddiittoorrss, with new virtual 
environments, graphical resources and 
functionalities to create games collaboratively; 

 CCoolllleeccttiioonn  ooff  TTeemmppllaatteess  aanndd  LLiibbrraarriieess, 
containing useful resources for creating games; 

 HHaannddbbooookk  ffoorr  PPrroodduuccttiioonn  ooff  CCrreeaattiivvee  
GGBBLL  SScceennaarriiooss, a helpful manual for all educators 
interested in designing and implementing their own 
GBL scenarios; 

 GGuuiiddeelliinneess  ffoorr  CCrreeaattiivvee  GGaammee--BBaasseedd  
LLeeaarrnniinngg  PPrraaccttiicceess, with practical examples, case 
studies and success stories to help teachers 
progress GBL;  

 EEvvaalluuaattiioonn  AAnnaallyyssiiss  rreeppoorrtt, which presents 
procedures and findings of the project; 

 GGAACCEETT’’1111  CCoonnffeerreennccee, a successful event 
attended by more than 100 people (scientists, 
engineers, and practitioners) held in Rome on 17-18 
of November 2011. Full papers and abstracts were 
published in the CCoonnffeerreennccee  pprroocceeeeddiinnggss (ISBN 
978-88-8338-118-8). 

 

AAllll  tthheessee  rreessoouurrcceess  aarree  aavvaaiillaabbllee  
oonn  tthhee  PPrrooAAccttiivvee  wweebbssiittee  

wwwwww..pprrooaaccttiivvee--pprroojjeecctt..eeuu  

 

 

Student: ”I never thought that 
at my age I would play games 
and learn in the same time.” 

Teacher: “The project 
generated a synergy of 
collaboration among 
teachers, as well as the 
elaboration of a viable 
educational project.” 

Access the GBL scenarios at: 

wwwwww..pprrooaaccttiivvee--
pprroojjeecctt..eeuu//rreeppoossiittoorryy//  

 

ProActive is a European project which 
promotes an iinnnnoovvaattiivvee  ppeeddaaggooggiiccaall  
aapppprrooaacchh where educators at various levels 
become game designers.  

Within co-design workshops, teachers and 
trainers from 2233  eedduuccaattiioonnaall  iinnssttiittuuttiioonnss in 
four countries (Spain, UK, Italy and Romania) 
used two game editors for designing their 
learning games.  

In total, 6600  GGBBLL  sscceennaarriiooss were designed. 
and tested in real settings with students 
involved in hhaannddss--oonn  sseessssiioonnss.  

 

 

 

 

 
 

TTeeaacchheerrss  iinn  tthhee  ccllaassssrroooomm played the role of 
ffaacciilliittaattoorrss. 

Students’ ccoonncceennttrraattiioonn, eennggaaggeemmeenntt and 
self-regulation of behaviour were favourably 

affected by the approach. 

 

 

 

 

 

The approach directly addresses ttrraannssvveerrssaall  
ccoommppeetteenncceess  needed in the information age, 

such as self-regulation and lleeaarrnniinngg  bbyy  
ddooiinngg. 

 

PROJECT OUTCOMES 



 

 

 

 

 

 

 

 

 

  

 

 

 

 

MAIN ACHIEVEMENTS 

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. 

 

VViissiitt  tthhee  PPrrooAAccttiivvee  wweebbssiittee,,  ffoorr  llaatteesstt  
nneewwss,,  eevveennttss,,  rreessoouurrcceess,,  rreessuullttss  aanndd  

oouuttccoommeess!!      

wwwwww..pprrooaaccttiivvee--pprroojjeecctt..eeuu  

FFrreeee  aacccceessss  ttoo  ggaammeess  aanndd  rreellaatteedd  
sscceennaarriiooss  ffrroomm  tthhee  OOnnlliinnee  RReeppoossiittoorryy  ooff  

GGBBLL  sscceennaarriiooss  aatt::  

  wwwwww..pprrooaaccttiivvee--pprroojjeecctt..eeuu//rreeppoossiittoorryy  

JJooiinn  uuss  oonn  FFaacceebbooookk!!    

wwwwww..ffaacceebbooookk..ccoomm//ggrroouuppss//110077558888559922666677660099//  

WWaattcchh  uuss  oonn  YYoouuttuubbee!!    

wwwwww..yyoouuttuubbee..ccoomm//uusseerr//pprrooaaccttiivveepprroojjeecctteeuu// 

 

 

wwwwww..pprrooaaccttiivvee--pprroojjeecctt..eeuu  

Become a game designer 
ProActive game editors are available  

CCOONNTTAACCTT  
Dr. Mario Barajas Frutos 

University of Barcelona – DOE 
Facultat de Pedagogia 

Passeig Vall d’Hebrón, 171 
08035 Barcelona – Spain 
Tel. (0034) 934037223 

The project methodology and outcomes have 
been evaluated with different tools, involving 
teachers, students and GBL experts. Here are 
the main findings: 

› Creativity and game design 

MMoottiivvaattiioonn is a critical factor to keep teachers 
engaged in the game design process. 
CCoollllaabboorraattiioonn among teachers and with 
students enhanced the processes of 
generation and evaluation of ideas. GGaammee  
eeddiittoorrss’’  aaffffoorrddaanncceess acted as mediators, 
shaping the game dynamics and profiling its 
mechanisms, facilitating the production of 
ideas. 

› The five learning metaphors 

AAccqquuiissiittiioonn, IImmiittaattiioonn, PPaarrttiicciippaattiioonn, 
EExxppeerriimmeennttaattiioonn, and DDiissccoovveerryy appeared to 
ffoosstteerr  eedduuccaattoorrss’’  rreefflleeccttiioonn  oonn  ppoossssiibbllee  nneeww  
wwaayyss  ooff  tteeaacchhiinngg  aanndd  lleeaarrnniinngg. They were 
considered as a ssttaarrttiinngg  ppooiinntt  ffoorr  ddeessiiggnn, and 
as ccrriitteerriiaa  ffoorr  eevvaalluuaattiinngg their games. The 
games combined mostly the eexxppeerriimmeennttaattiioonn  
aanndd  aaccqquuiissiittiioonn  mmeettaapphhoorrss.  

› Project impact 

Evaluation performed shows that the biggest 
impact of PPrrooAAccttiivvee has been in ppaarrttiicciippaannttss’’  
kknnoowwlleeddggee  aanndd  bbeelliieeffss. Teachers and trainers 
have increased their skills and changed their 
opinions towards GBL design, development 
and implementation, learning to use the 
game editors and working with their 
colleagues. As one primary school teacher 
puts it, ProActive offered ““aa  ppoossssiibbllee  wwaayy  ttoo  
uussee  vviiddeeooggaammeess  iinn  tthhee  ccllaassssrroooomm””.  

 

Get inspired, teach with fun  
ProActive games are ready  

Be even more creative  
The ProActive guidelines are released 

 
 

EVALUATION 

http://www.proacive-project.eu/repository�
http://www.facebook.com/groups/107588592667609/�
http://www.youtube.com/user/proactiveprojecteu�

