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Have		you	ever	thought	how	this	future	will	
be	in	reality?		

http://losporquesdelanaturaleza.com/una-relacion-de-contrastes-tierra-vs-ser-humano/ 

WHAT	IS	THE	FUTURE	OF	OUR	BIOSPHERE		



ECOLOGY	and	SOCIETIES	

(Smith & Smith, 2017) 

Over	the	last	years	ecological	issues	have	become	increasingly	important	
for	 our	 life	 and	 this	 has	 had	 a	 big	 impact	 in	 our	 educational	 system,	
orientating	our	education	towards	the	environment	and	sustainability	



DIRECT	AND	INDIRECT	ACTIONS	
•  Prevent	and	reduce	all	forms	of	

marine	pollution	
•  Sustainable	management	and	

protection	of		the	marine	and	coastal	
ecosystems	

•  Minimize	the	effects	of	ocean	
acidification	

•  Preserve	at	least	10%	of	coastal	areas	
•  Enhance	the	conservation	and	

sustainable	use	of	the	oceans	and	
their	resources	

•  Conservation,	restoration	and	
sustainable	use	of	ecosystems	

•  Promote	sustainable	
management	of	all	types	of	
forests	

•  Stop	the	destruction	of	
biodiversity	

•  Finance	sustainable	forest	
management	and	improve	
management	and	conservation	

 
Environmental 

Education 



EDUCATION	…	AT	SCHOOL	

(Gerstein, 2014) 

E-learning	is	becoming	a	very	active	field	in	the	educational	technology	research	and	it	could	
be	the	next	revolutionary	change	in	education		



GAMES	and	SERIOUS	GAMES	
Video games aim to have fun and entertain and Serious games aim 
at learning 

(Connolly et al., 2012) 

Serious games were developed for purposes of training in business, 
government, healthcare as well as in education 

 (Sawyer & Smith, 2008) 

Recently, serious games are used to promote student’s learning 
because they capture student’s interest and bring up their motivation  
 

(Bergin & Reilly, 2005)  
 
Serious games allow learners to know and experience situations that 
are impossible to live in the real world; they promote active 
participation and interaction as the center of the experience 

(Bergin & Reilly, 2005) 

Games and competitions have been already used to promote the 
desire to improve ourselves  

(Becker, 2001) 



3.0	-	EXPLORING	ECOLOGY	ON	WEB	PLATFORM	

Practice	on	web	platform																												Compete	on	line		
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Learning	by	doing																												Play	Serious	game		
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1°	Step	 Registration	 One	or	more	TEAM	for	each	
school	

2°	Step	 Practice	on	ecological	issues	 Multiple	choice	questions	
published	every	week	

FIRST	SELECTION	

Preliminary	to	the	finale	
competition	

THE	BEST	THREE	TEAMS	
for	each	school	

FINAL	COMPETITION	 One	team	representing	each	
school	

Multiple	choice	questions	
published	every	week	

SECOND	SELECTION	

WINNERS	





Carry	out	a	
research	project:	
students	run	a	

scientific	project	
in	their	schools,	
following	the	

scientific	
method		

Play	the	
online	final	
competition	



STUDY	IN	DETAIL	the	TOPIC	
Define	the	key	words,	use	it	to	
search	for	information	on	web,	
learn	how		to	select	the	sources,	

select	material	

Play	the	GAME	
in	the	final	
competition	

TOWARDS	the	UNDERSTANDING	
Formulate	questions	you	feel	
relevant	to	add	knowledge	and	
search	for	answers.	Are	there	
questions	still	not	answered?			

	
ORGANISE	EXPERIMENTAL	

DESIGN	
How	collect	information?	Identify	

the	general	information	and	
choose	the	method	

			

	
FORMULATE	HYPOTHESES	

Scientific	hypotheses:	
null	hypothesis	and	alternative	
hypothesis.	When	do	you	accept	

an		hypothesis?		
			

	
CARRY	OUT	ACTIVITIES	

Make	the	activities	to		collect	
information	

			

	
ANALYSE	RESULTS	

Describe	the	results	and	perform	
a	general	analysis		to	test	

hypotheses	
			

	
PREPARE	PRODUCTS	

Organize	all	results	in	a	final	
product	

			







Feedback	

General	comments	
Did	you	like	the	first	phase?	 3	

Did	you	like	the	second	phase?	 3	

Do	you	think	the	work	of	phase	1	help	you	to	understand	better	the	
scientific	method?	

4	

How	did	you	like	the	online	quiz	in	general?	 4	

How	would	you	evaluate	the	questions?	 3	

How	did	you	like	the	design?	 3	

How	did	you	like	the	game	rules	 3	

	Average*	

*Score from 1 to 5 

ITALY



General	comments	
What	did	you	like	most	of	all?	 Planning	phase	1	

Communication	with	external	students	

Collaborative	spirit	and	teamwork		

Understanding	of	the	scientific	method	

Interactive	online	quiz	

Technological	tools	

Competition	

Planning	experimental	design	

Direct	participation	of	students	to	the	work	

Feedback	 ITALY



General	comments	
What	did	you	dislike	most	of	all?	 A	bit	of	confusion	in	the	rules	

Short	time	to	organise	the	work	in	phase	1	

Short	time	for	phase	1	and	unbalanced	score	

Short	time	for	the	research	project,	teachers	are	
already	very	busy	

Confused	rules	

Short	time	for	phase	1	

English,	even	if	it	is	useful	

Feedback	 ITALY



Suggestions	
Would	you	play	the	Game	again	next	year?	 Yes:	92%				No:	8%	

Do	you	have	any	suggestions	for	future	
editions	of	the	Game?	

More	clear	rules	and	more	time	to	
organise	the	activities	

More	time	to	organise	the	phase	1	and	
more	balanced	score	between	phases	

Improve	the	design	

More	time	for	experimental	work	

Beginning	at	the	start	of	school	

Feedback	
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