ENVISAGE

Enhance virtual learning spaces
using applied gaming in Education

‘rtual labs leading to optimal personalized learning processes.
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CONCEPT OBJECTIVES

Offer a solution towards optimizing the learning process In virtug
therefore maximizing their impact in education. Migrate knowledge f
domain of digital games, where the capture and analysis of behauvic
has reached mature levels lately to Game Analytics. Develop a h
easy to use authoring environment that wraps the above method
paradigms allowing for designing and implementing high-standarc
labs

AUTHORING

o [dentify the kind of labs that need to be designed and implementec
learning parameters and services that should be personalized thrc
analysis of the retained data Ic

* Monitor the activities of users and model their learning beha
deploying shallow game analytics metl

» Enable the prediction of the future behavior of learners by deployi
game analytics metho:

 Provide a high-level authoring environment for designin
Implementing virtual lal

* Relying on an iterative A/B testing approach, inform teachers th
reporting system on the decision-making process for improving the
of virtual lab:
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(DDA) and semi-automatic adaptation of the learning parameters a
to personal requirements of the learr

» Evaluate the ENVISAGE outc

+PUVGCF QH FGUKIPKPI ( One of the success measures for an auth As a consequence, the experience factor is tc
ENVISAGE will integrate the aforement environment is the immersion level that endo due to the poor visualizations and the non-int
analytics tools in an authoring environment, \ the developed labs. However, most of the al iInterfaces. ENVISAGE will exploit new
will allow for iterating the process of designi existing authoring environments are capab emerging technologies that allow for fur
virtual lab enabling the optimization of the se building labs which support merely 2D ic Immersion and intuition experiences that
parameters of the lab. This iterative process representations of the actual experiments, v upgrade the experience factor allowing stude
enable the “perpetual enhancement” of v user can surely learn about the science behitr learn faster and better. Moreover, it will ex
labs experiment, but not really attracted to perform how contemporary hardware technologies c

experiments so as to learn m
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Incorporated into the end product so as to [
the immersion factor of the end us
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