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PROJECT “GAMING IN ACTION”
Engaging Adult Learners with Games and
Gamification

Project No. 2018-1-TR01-KA204-059315

The first meeting of the Organizations participating in the

European Program "Gaming in Action", which took place in [c-
the framework of Erasmus +, took place in Adana, Turkeyon B e
21-22/01/2019.

Representatives of Educational Organizations from Turkey, By oo
Romania, Portugal and Greece took part in the meeting.

2018-1-TRO1-KA204-059315

The project builds on the aim to highlighting the need for
quality pedagogical training on a new technologically digital
Era where education has less to do with reproducing

information passively and has more to do with the development of creativity, critical
thinking, problem-solving and decision-making. Regarding adult education these
considerations are even more evident.

| Many times, adult education is seen

- as a less important training for
unmotivated learners and with high
dropout rates. Most of the times
trainees of disadvantaged cultural,
economic, and family backgrounds
tend to reveal more academic
difficulties, and those are accentuated
over the years.

» The main goal of this project is to
improve adult training w1th new pedagogical scenarios combined with technology to
enrich the training process and simultaneously to ensure greater learning commitment and
high retention rates.

To meet this need, the project aims to designing and developing a blended (face-to-face
and online) training model based on Games and Gamification for trainers working with
adult learners. The training model we propose is, in itself, a gamified game. Will have a
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sequence of sessions where one creates a global context and a narrative to generate an
immersive learning experience.

In the training sessions while working on the contents
through games users will have (Seaborn and Fels,
2014):

(1) Points (numerical units indicating progress),

(i1) Badges (visual icons signifying achievements),
(i11) Leaderboard (display of ranks for comparison),
(iv) Progression (milestones indicating progress),
(v) Status (textual monikers indicating progress),
(vi) Levels (increasing difficulty tasks),

(vii) Rewards (tangible, desirable items), and Roles
(role-playing elements of character).

All these game elements throughout individual
challenges and group tasks (for peer collaboration,
because collaboration is one of the basics of
gamification).

We want develop an innovative pedagogical scenario that allows our trainers to
experience new training strategies while building their knowledge, producing a self-
reflection that is fundamental for the process of teaching.

We believe that the innovative pedagogical scenario that underlies the Game-based
learning and Gamification is what it takes to face the challenges of training in this new
Era and also involve adult learners in order to answer their needs.

We also want to familiarize other trainers (not directly involved in the project from the
beginning) with the new pedagogical skills, being the first to test the training materials,
participate and use the virtual platform. These trainers will be invited to contribute to the
course improvement and also to reflect on how this course can be integrated into the
general training offer of their organizations.

PROGRAMME INFORMATION

Programme:Erasmus+

Action:Cooperation for Innovation and the Exchange of Good Practices — Strategic Partnerships
for Adult Education

Title:GAMING IN ACTION — ENGAGING ADULT LEARNERS WITH GAMES AND GAMIFICATION
Acronym:Gaming in Action

Project Number:2018-1-TR01-KA204-059315

Duration:24 Months

Start - End:01/11/2018 — 31/10/2020

Applicant:MEGIDER - Mesleki Girisimciler ve Toplum Gonulluleri Dernegi
Website:http://www.gamificationproject.com/index.php
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PARTNERS

MEGIDER (Turkey)

MAKE IT PEDAGOGICAL (Portugal)

DIAN — TRAINING ACTIVITIES (Greece)

POLITECHNICA UNIVERSITY FROM BUCHAREST (Romania)
CUKUROVA MEM — NATIONAL EDUCATION DIRECTORATE (Turkey)
UNIVERSITY OF CUKUROVA (Turkey)

DALYA AJANS (Turkey)

On the “Gaming in Action” web sitehttp://www.gamificationproject.com/index.php
interested parties can find all the information about it.

For more information please contact DIAN, www.dian.gr
Address: M. BODA 89, 10440 Athens

Tel. +30.210.8253933

E-mail address: pmdian@otenet.gr
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