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Date: January 16th, 2009
Time: 9.00 am to 5.30 pm
Location: Rzeszow, Poland
Minutes
Opening:

The meeting of the PatchWorld project has been called to order at 9.00 a.m. on Janauary 16th, 2009 by Ms. Magdalena Malinowska, representing the hosting partner BD Center
Participants:

Mr. Fabrizio Boldrini _ Centro Studi e Formazione Villa Montesca_IT
Ms Maria Rita Bracchini_ Centro Studi e Formazione Villa Montesca_IT

Ms Marjolijn Smith_ Euneos_FI
Mr Hans Giessen_ Saarland University_DE

Ms Carol Debono_ Association for School Councils, AKS_MT

Ms Josette Parnis _ Association for School Councils, AKS_MT

Ms Magdalena Malinowska_ BD Center_PL

Ms Anna Radon _ BD Center_PL

Mr Fer Heuts_ Stichting Reflexion_NL
Mr. Joost Thissen_ Stichting Reflexion_NL

Mr Alessandro Innocenti_ Giunti Os_IT
Ms Marieta Radulova_Association Roditeli_BG  
Mr Tzvetan Tzvetanski_CEI_BG

Mr. Petar Tsvetkov- _CEI_BG
Ms Nahide Yaman_ BOLU İL MİLLİ EĞİTİM MÜDÜRLÜĞÜ_TR
Mr. Eda Esma Sucu_ BOLU İL MİLLİ EĞİTİM MÜDÜRLÜĞÜ_TR
Purpose of the meeting:

Learning environment presentation, Experimentation protocol presentation, Definition of methods and timetable for the experimentation in the different countries, Specification of the members of the National Commissions, Methods and Reporting of the experimentation activities, Explanation of next project steps, Definition of the partners’ tasks and duties, next meeting agenda and activities to be accomplished

Chairman of the meeting: 

Fabrizio Boldrini, Project Coordinator

Action Items:

Welcomes

(After the participants registration, Ms. Magdalena Malinowska, on behalf of BD Center, wished a good work to all the European partners involved in the project. 

Mr. Fabrizio Boldrini, Project coordinator, underlined the importance of the meeting for the realization of the experimentation phase with the European families.
Presentation of the Learning Environment for the experimentation and of the Learning Game
(Alessandro Innocenti presents the learning environment that is divided into two main parts: social network activities and quiz contest/competition.

	1° SOCIAL NETWORK ACTIVITIES
	2° QUIZ CONTEST/COMPETITION

	ASYNCHRONOUS
	SYNCHRONOUS

	On National and Transnational level


1° SOCIAL NETWORK ACTIVITIES:

The aim is to develop a learning community of children and parents involving all together on the use of web applications and tools to present their family and its context.

What activities are in Social Network? 6 activities have been singled out:

Identifying the Family name, Presenting the family place, the Sport in the family, Family cooking book, Holiday habits, Personal Blog.

Tools to use ( Assignments, Blogs, Chats, Choices, Databases, Forums, Glossaries, Lessons, SCORM, Survey, Quizzes, Wiki, Workshops.

Technical Requirements ( activities are based on Moodle web platform.

2° QUIZ CONTEST/COMPETITION:

On the base of defined areas (Sport, Music, Time Machine, Health, Sciences, People and Places) the involved families will participate in a challenging quiz tournament...

The platform interface is available in the following languages.
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To be more specific:

English, Italian, German, Dutch, Bulgarian, Polish, Rumanian, Turkish, Finnish.
The contents are in English and all the partners will have to translate them in their own languages.

The learning environment is organized in weekly sessions. (4 week for 4 activities). 

1 week

Activities: Explain the family name and Presentation of the family place
Each family has to search information about the meaning and the history of the surname.

To achieve the aim every family can visit a list of suggested websites edited by each partner. 

The information collected have to be written down by the family in the Moodle Glossary Activities
This Glossary activity allows participants to create and maintain a list of definitions, like a dictionary. The entries can be searched or browsed in many different formats. The glossary also allows teachers to export entries from one glossary to another (the main one) within the same course
Information cam be searched also using web sites as www.searchforancestors.com/surnames/origin/

The information founded on the Web have to be inserted in the surname glossary. 
The glossary module enables members of community to create and maintain a list of definitions, like a dictionary. Participants can add entries and can comment on all entries.

The Glossary module documentation can be viewed to the address http://demo.moodle.org/mod/resource/view.php?id=222

Alessandro explains also how to insert the name in the glossary. He makes a test with Connolly surname. 

In the glossary is possible to add link to pictures, photos, web sites….

Alessandro shows how to add a link in the glossary. 

The information about how to use the glossary and the forum are in the platform both in the “glossary help” and both in the “forum help” showing how to use these two instruments.

In the platform there is also a forum in which is possible to discuss the topic “family name”.

Alessandro shows the second activity planned for the first week: presentation of the family place.

Each family has to find out and collect picture of town and of important places for the family including funny situations
Necessarily photos should be of 3 types: 

1) original picture taken by users

2) photos found by users using Google Images (http://images.google.com) and

3) photos found by users using Flickr (under parents supervision) www.flickr.com
All the photos will be collected and published in the Moodle Database activity using a specific input form.
There is a database module helping in the use of this tool 
http://demo.moodle.org/mod/resource/view.php?id=213
Alessandro shows how to insert: 

· original photo,

· photo took by google and 

· photo found using Flickr.

The family place database (Example)

	Personal photo 
	Description 1 
	Photo of Firenze google 
	Description 1 
	Photo of Firenze

flickr 
	Description 1 


Joost Thissen suggests to put the liberatory condition into the moodle registration. 
Fabrizio Boldrini suggests to ask to The Coordinator legal advisor the form to be fulfill by the families who will decide to participate to the experimentation of the project .

2 week:

Activities: sports in the family and family cooking book

Each family has to answer a pool (survey) concerning favorite sports using the Moodle choice activity
The results will be published and showed to contestants

1) after they answered or

2) after the choice is closed or

3) always.

The results could be published

a) anonymously or

b) showing names and their choices.

Each family can discuss the pool results in a Moodle Forum activities.

Each partner will be the moderator of national level forum to move discussions in the right direction (sports in the family, which, how often,…)  and to close the threads which degenerate 

In the platform we have a survey help:
Feedback module documentation 
http://demo.moodle.org/mod/resource/view.php?id=209
Forum module documentation 
http://demo.moodle.org/mod/resource/view.php?id=218
Marjolijn and Joost say to modify the lists of sports adding more sports title because otherwise, for technical reasons, is not possible to make a statistical vision of the sports written directly by the families.

The family cooking book

The activity asks each family participating in this project to edit a recipe of their original dishes (the dishes the family love). The animator will collect all the recipes a he will put the document at disposal of all the families.

In the assignment the family will have to upload the file of his recipe.

Pictures and photos can be included.

Each family propose a recipe and also choose one recipe proposed by one other participant and commit itself to try it. The result will be photographed and inserted in the forum.

3 week

Activity: Traditional holidays habit

This activity requests each family to point out the more interesting or funny or curious movies of national or local celebrations like Christmas, Eastern, mother’s day, patron saint’s day, …

The search of movies will be done necessarily using YouTube under parents supervision (http://www.youtube.com). Each family, using the share option of YouTube, will copy and paste the movie link in a post of the forum inserting a brief description of the event.

Database module documentation 
http://demo.moodle.org/mod/resource/view.php?id=213
Alessandro shows an examples: The traditional holiday habits 

	Movie 
	Description of the event 

	Calcio Storico Fiorentino
http://www.youtube.com/watch?v=WsRqSNSjy3E 
	Description of the event

http://everything2.com/node/1241845 


4 week

Activity: Family blog

By Using the Moodle Blog activity each family will publish personal information concerning: hobbies, family pictures, gestures, nicknames and diaries.
Blogs documentation http://docs.moodle.org/en/Blogs
Criterion used to calculate the scores

All the activities made in Moodle are registered through a system called “ACTIVE USER RANKING” that allows to display in a different way the animator and contestant scores

The system, by examining the logins, gathers and classify on the base of established deadlines, the relevant data with the purpose of drawing up a classification.

The monitoring is carried out both for collaborative activities (forum, creation of a glossary ...) and individual ones.

The aim is to give a QUANTITATIVE indication about one’s participation in the Social Network Activities.

Animator (he/she will have the possibility to display the single items that constitute the total score of the contestant and to see the different scores for each single activity. 

Contestant ( he/she can see a differently detailed set of scores: this in order to avoid that he/she will gather that each activity has a different importance. It would be more convenient to give her/him an aggregate vision of the total score.

Also a graphic visualization of the animator and contestant scores has been implemented
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Marjolijn at the end of the morning session, shows the EUNEOS pre-experimentation with Dutch and Finnish families. 
Euneos, Giunti and Montesca will stay in contact to check the opportunity to combine the two systems: E-journal and the project platform.
QUIZ ENVIRONMENT and QUIZ CONTEST

Alessandro shows the quiz game structure. It’s a synchronous game.

Characteristics of the competition

The concept of the game: The game is located in an environment typical for the quiz game. The name of the environment can be personalized in order to suggest a contest familiar to the recipient.

Each player is presented on the game set by an avatar chosen in archive composed of 8 examples (4 men and 4 women), with the possibility to personalize these (hairstyle, hair colour, colour of the skin, clothes). The avatar of the player/team is confronted to the avatar chosen by the contestant player or team.

Multilingual: The Learning Game has to support more than one language.

Interface, functions, and data base will support the languages above mentioned.

A procedure will be prepared to allow the introduction of a new language in the data base.

Players: The game can be played by single persons OR in teams as single player.

One can participate by:

1. registering to a tournament

2. independently, choosing a competitor between the ones online. 

The players challenge each other in a tournament that can be in rounds or by direct elimination. Initially it will be possible to play only in rounds.
When the game is played in teams there is the possibility for the team members to be close to each other physically (e.g. parents and children), so that they play with only one computer and one member of the team.
(In the description of the team there will be a field where to insert the names of its members and the name of the captain) 

The scoring of a team is the scoring achieved by its representing avatar (captain) – each captain should personalize team profile/avatar. 

	Number of teams/players permitted
	2, 4, 8, max 15

	Minimum number of players
	2

	Maximum number of players per team
	10


When entering the game a list of the players registered by the administrator will be shown, and the players online are pointed out.

Each player will be marked in order to recognize the ones with which one has already played and the ones that can still be challenged.

Next to each name present online there has to be an “invite” button. In case of acceptation both players are automatically transferred into the game stage.

It is possible to send an email to every registered participant (to invite user/team to play) and to chat with every participant online. 

The carrying out of the game
·  The system generates a battery of questions, choosing them in a casual order from a data base with the predefined method (5 questions for each of the 6 categories, one for each difficulty level)

·  The schedule with the questions selected (5 questions for each of the 6 categories, chosen in a casual order from the data base) is shown to each participant

·  At turn each contestant selects a question choosing a category and a value (level of difficulty)

The carrying out of the game works through the alternation of turns between the two players 

Once selected a question the player has 30 seconds to read it and to decide if answering or using an help .
“HELP” option:

For each match each participant has 4 helps. Each help can be used only once per match. The player has to ask for a help within the time given to answer the question. 
The different options of help available are: 

1. Elimination of 2 of the 3 wrong answers

2. Question switch

3. Extra time. Possibility to activate a bonus of time. A new amount of time is added to the remaining time

4. Pass the question on to the contestant. In this case the other contestant is forced to answer, though without loosing his own turn. If he/she answers correctly he/she wins the double of the question value, if he/she answers incorrectly he/she looses the value of the question. 

In each match the participants challenge each other until the questions in the schedule are finished.

At the end of the match, a button named “report” will display an educational support for each question including link to Wikipedia or to other web resources. 

(The editing of educational feedback is a task of the author of the questions)

The carrying out of the game can be made more immediate by simplifying the rules or by cancelling some of the options described above.
Fabrizio and Alessandro make a simulation, playing the game.

How to calculate the scores

The score obtained by each participant is calculated by: 

·  the value of the correct answer.

·  the detraction of the value of the wrong answers

(it can be personalized/deactivated).

The classifications

The general classification of the teams is updated:

( at the end of each match in case of tournament with direct elimination, or

( at the end of each round in case of tournament with rounds.

The scores reached by the single participant / team are kept in memory in order to draw the individual classifications. The classifications are general or regard single categories, and they can be shown to the participants totally, partially (e.g. only the 10 best players), or not at all. 

The classification shows: the total score sum, the number of matches played and a history of the matched played.

A special classification can be reserved for each category of questions in order to individuate the weaknesses of the participants and to see which questions should be modified. The list is based on the percentage of wrong answers for each question, given in all of the matches in a tournament. The consulting of this classification is limited to the administrator.
Communication between players/teams

The participants and the game leader have the possibility to use a chat which is activated before, and during the game.
The teams can communicate during a tournament through a forum, though not implemented within the game. Because of this, the development of the forum does not take part of this charge.

During the game various interface elements will be activated to show the remaining time and different information such as scores, proceeding of the match etc. 

The question data base 

The choice of the categories, the pertinence of the questions and their correct alignment to the difficulty levels determine the quality of the learning game and the level of involvement of the user. 

The size of the question data base has to be put into proportion in order to guarantee a relatively low repetition of the questions.

The creation of the questions is not in charge of Giunti OS. Each partner will have to send 30 questions to the Coordinator.
There will be a back end interface to insert the questions, with the possibility also to insert questions with images. 

User profiles

The system supports three types of users:

Participant

(player)

Game leader

Has the possibility to activate tournaments, personalize the parameters of the game, see all the classifications.

Administrator

Has the complete control of the system including the possibility to activate various organizations and a leader for each organization. Administrator manages categories, registers players and has the rights to modify, cancel, and insert questions

The typology of questions
·  Predefined (multiple choice, 4 possible answers of which only one is correct)

·  The questions belong to 6 different categories 

·  The questions are associated to one of the 5 levels of difficulty predefined (e.g. 100-200-300-400-500).
Each match is composed of 1 round composed of a variable number of questions (at least one question for each category). The number of questions is defined by the administrator.
Number of families in each country
From 10 to 15

How to produce the questions

· Each partner will have to produce 30 questions: one for each of the 6 different categories and, for each category, one question for each one of the 5 levels of difficulty predefined (100-200-300-400-500).

You will receive a file to be filled in with questions. For a correct drawing up, please follow these indications

	N°
	Category
	Difficulty Level
	Question
	Answer 1
	Answer 2
	Answer 3
	Answer 4
	Correct
	Feedback

	 
	Places
	From 1 to 5
	Sarajevo is capital of:
	Montenegro
	Serbia 
	Bosnia and Herzegovina
	Croatia 
	3
	For more information see http://en.wikipedia.org/wiki/Sarajevo

	 
	...
	 
	Which flag of Italy is?
	(see attached file 1.jpg)
	(see attached file 2.jpg)
	(see attached file 3.jpg)
	(see attached file 4.jpg)
	2
	For more information see http://en.wikipedia.org/wiki/Italy


The 4 answers have to be organized as follows:

1 correct

1 manifestly wrong

2 partially correct

The questions have to contain at most 240 characters (spaces included)

The answers max 120 characters (spaces included)

Images

The images that are part of a question (or of the answers) have to be attached to the file, that will be sent by the partner, in JPG format.

Max image resolution: 640 x 480

The first two winners that result from the game on national level will take part in the activities on trans-national level 

The families will be divided into two groups composed by 9 families each.

The winners of each one of the two groups will play the final game 
Schedule of the activities
	Start of the activities: 1st April

	On national level
	1st part

Social Network Activities
	3 weeks

	
	2nd part

Quiz Contest
	1 week

	On transnational level
	1st part

Social Network Activities
	3 weeks

	
	2nd part

Quiz Contest
	1 week




Explanation of methods and reporting of the experimentation activities: PROPOSALS EVALUATION GROUP

The evaluation can be divided into three stages

a. INITIAL STAGE (research done via interviews at the beginning of the project by each partner)
suggestion: each partner will send us a short summary (not more than one paragraph) on the results not of the individual interview, but the general outcome/results
b. “INTRODUCTORY” STAGE
how often do the individual families visit the game
for how long do they stay on the site
number of log-ons
what are the ratings
c. FINAL STAGE - EVALUATION FORM (QUESTIONNAIRE) 
as the results of the initial stage came from parents, we now want the children to answer the questions; therefore these should be distributed at schools and collected by the teachers. The questionnaires should be printed and distributed anonymously. 

Specification of the National Commissions members

National Commissions are composed of representatives (minimum 3 members in each country) of the various organization (education systems, other public authority members, parents associations…) of the partner countries.

Their task, in each partner country, is to implement the diffusion of the activities carried out during the experimentation phase and to give a contribution to the evaluation activities.

Presentation of the financial and administrative issues

Second payment: formally we have to wait for the commission approval of the interim report. Considering that all of the partner have spent the money: we are available to pay the partner in advance only when the EACEA will give more information.

Fabrizio asks the partner to send us an informal letter if they have problem with money and we will try to pay them in advance.

Concerning the Leaflets: graphical part is up to Centro Studi Villa Montesca, while all the partner will have to print the number of leaflets they need.

He also described some financial elements:

· All the partners are entitled to receive a new payment once they prove - through the financial and the activity reports + supporting documents - to have spent the previous one

· The financial reports and supporting documents will be previously checked and assessed by the coordinator, in order to facilitate and smooth line the approval of the reports and possible clarification requests by the EACEA

· For clarifying doubts and difficulties all the partners can use the financial and administrative FORUM

Next meeting Agenda and Activities to be accomplished

All the partners agreed that the fourth project meeting will be held in Malta on the 25th May 2009. It will be host by the AKS partner. 

The Final conference will be held in BOLU (TR) on the 16th October 2009.

All the participants accepted the following deadline activity table:
	Outcomes
	How Outcomes
Who
	When

	Sending to the partner the English text of the platform and the game in English (+short user guide) to be translated in their own languages
	Giunti
	End of January

	30 questions for each partner in English and in their languages


	All the partners
All the partners
	16 February

	All the questions translated in all the languages


	All the partners
All the partners
	End of February



	Composition of the National Commission
	All the partners
All the partners
	Before the experimentation

	Experimentation with families (national)
	All the partners
All the partners
	April – May



	Experimentation with families (trans-national)
	All the partners
All the partners
	June



	REPORT ON THE EXPERIMENTATION
	All the partners
All the partners
The national reports and the final 
	July 


It was pointed out that the dissemination activities are transversal to the entire project, so dissemination has to be carried out during all the project activities.

Adjournment

Meeting was adjourned at 6.00 p.m. by Fabrizio Boldrini
	Minutes submitted by: 
	Maria Rita Bracchini 

	Approved by: 
	Fabrizio Boldrini
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