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Introduction

1.1 Purpose of the Manual

The purpose of the Operational Guide Manual is to provide educators with
practical guidance on how to effectively use the online toolkit. The manual serves
two primary functions: first, to offer clear and detailed instructions on how to
operate the toolkit, and second, to highlight the educational potential of the toolkit
by suggesting various ways it can be incorporated into teaching practices.
Additionally, it provides practical implementation techniques for school teachers
and other relevant professionals, helping them integrate the toolkit into their
work with ease.

1.2 Alignment with Project Goals

The Operational Guide Manual aligns with the project’s goals by ensuring that the
online toolkit is effectively utilized in real educational contexts. The manual
contributes to the project’s objective of enhancing the professional development
of educators by offering them the knowledge and tools needed to incorporate
innovative teaching methodologies, such as gamification, into their classrooms. It
also supports the goal of increasing the accessibility and usability of the toolkit
across different educational environments, ensuring that the content can be
adapted and effectively used by teachers from diverse backgrounds. The
suggestions and feedback gathered from the Operational Demonstration events
ensure that the manual reflects the needs and expectations of local communities,
further enhancing the toolkit's relevance and impact.

1.3 Target Audience:

The target audience for the Operational Guide Manual includes school teachers,
educational professionals, and other relevant stakeholders in the education sector
who are interested in using the online toolkit to enhance their teaching practices.
The manual is designed for educators across the partner countries, with the aim
of helping them implement the toolkit effectively in their classrooms, whether in
traditional, hybrid, or virtual learning environments. Additionally, the manual is
relevant for school leaders and other professionals involved in curriculum
development or educational technology integration, providing them with insights
on how to leverage the toolkit's features to improve teaching and learning
outcomes.
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2.0verview of the Online Toolkit

2.1 Toolkit Features and Functionalities

The Gameducate e-Toolkit is designed to make learning engaging and interactive,
hosted on a Moodle platform. This guide will walk you through its key features
and how to use them effectively.

HOME

Purpose: Provides a central hub for the entire platform.
Features:

o Overview of the Gameducate e-Toolkit.

o Links to courses, announcements, and updates.
How to Use:

o Click ‘Home’ from the navigation bar.

o Browse the content or use the search bar to find specific resources.

Home Dashboard My courses Digital Elements

Jucate Toolkit

GAMEDUCATE directly o
professionals by focusin
feaching toals. I aims to enhanc
innovative feaching tools and mm
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DASHBOARD

e Purpose: Personalized area for managing your learning and teaching
activities.

e Features:
o Displays enrolled courses.

o Includes blocks for recent activity, upcoming deadlines, and course
progress.

¢ How to Use:
o Click ‘Dashboard’ from the main navigation.
o Rearrange blocks or add new ones by selecting ‘Customize this page’.

o Quickly access activities, view progress, or monitor calendar events.

& E-mail : gameducate@csicy.com P o @ ~ Edit mode ()

GAMEDUCATE Home Dashboard My courses Digital Elements

Next 7 days ~ Sort by dates ~ Search by activity type or name

No activities require action

All courses = New event

&« October December »
Mon Tue Wed Thu Fri Sat Sun
1 2 3
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MY COURSES
e Purpose: Quick access to all the courses you are enrolled in.
e How to Use:
o Select ‘My Courses’ from the menu.
o Browse and click on a course to enter its content.

o Use filters to find specific courses, such as by name or progress.

8 E-mail : gameducate@csicy.com @ (o) @ v

GAMEDUCATE Home Dashboard

My courses Digital Elements

In progress v Search Sort by course name v

Modul 1: Uporaba digitalnih orodij v izobraZevainih okoljin
Slovenian
0% complete

Modul 2: La gamification digitale nei contesti educativi
Italian

0% complete

Module 1: Implementation Of Digital Tools In Educational Contexts
English

7% complete

Module 1: Mise en place d'outils numériques dans des contextes éducatifs
French

0% complete
A

Module 2: Digital Gamification in Educational Contexts
English

0% complete o

s Sl Module 3: "Ruolo e importanza della gamification nella scuola dellinfanzia. Suagerimenti e idee”
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PROFILE
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o Purpose: View and edit personal information.

e How to Use:

Click on your name or avatar in the top-right corner and select

‘Profile’.

Update your bio, add a profile picture, and manage contact details.

View a summary of your course enrollments and activity

completion.

®Po @ v Editmode (O

Edit profile
Email address
om (Visible to other course participants)

ouniry
Cyprus
Timezone
EuropefLondon

Data retention summary

Course profiles

Meodule 1: Implementation Of Digital Tools In Educational
Contexts

Module 2: Digital Gamification in Educational Contexts
Meodule 3: Role and Importance of Gamification in
Kindergarten. Tips & Ideas

Maodule 4: Gamification in the Context of Inclusion

Module 7: Digital Tools, Gamification and Group Dynamics in
Educational Contexts

Module 8: Creativity and Arfistic Expressions through Digital Tools
and Gamificafion

Module 9: Al Tools & Ethics

Meodule 1: Mise en place d'outils numériques dans des
contextes &ducatifs

Reset page to default

Blog entries

My cerfificates
Forum posts
Forum discussions

Learning plans

Browser sessions

Grades overview

First access to site
Thursday, 30 May 2024, 11:44 AM (184 days 6 hours)

Last access fo site
Saturday, 30 November 2024, 5:11 PM (1 sec)

QR code for mobile app access
Scan the QR code with your mobile app and you will be
automatically logged in. The GR code will expire in 10 mins.

View QR code

This site has mobile app access enabled o
Download the mobile app.
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LANGUAGES
e Purpose: Adjust the platform language to your preference.
e How to Use:
o Click on your name or avatar and select Language’.

o Select from the available language options.

& longuage selector

Profile sme Daoshboard 1
ard P
Deutsch (de
Srades (de)
+ English [en|
Calendar
Espariol - Infernacional (es)
Private files
Frangais {fr)
Reports o
ltaliano (if)
Preferences Sloveniging (3)
BEhhnvika (el)
Log out
LOG OUT

e Purpose: Securely end your session on the Gameducate platform.
e How to Use:
o Click your name or avatar in the top-right corner.

o Select ‘Log Out’ from the dropdown menu.
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3.Practical Guide to Using the Toolkit

Step 1: Go to the project website https://www.gameducate.infoproject.eu/ and click
on “Toolkit” on the menu.

€ = O 25 gameducate.infoproject.eu (%) Google Lens Y,
ﬁ\:& About Objectives Results Activities News Partners Toolkit
GAMEDUCATE

5
IN3
GAMEDUCATE

Gamification in school education

Step 2: Once you access the toolkit, you are have to click on “Log in” on the right, in
order to create a new account and register on the platform as seen below.

Note: to change the language, click on the upper right corner and select another
language other than English.

8 E-mail : gameducate@csicy.com & English (en) v Login

|| GAMEDUCATE

Home Digital Ei¢g

Gameducate Toolkit

GAMEDUCAIE directly addresses the development of key competences of schoolteachers and other teaching
professionals by focusing on the use of innovative leaming approaches such as gamification, as well as digital

teaching fools. It aims fo enhance teachers’ initial education and eontinuous development by providing them with
innovative teaching fools and methodologies in the form of a cumiculum and offering them relevant training in the
form of workshops on how to integrate such methods into formal teaching.

Know More


https://www.gameducate.infoproject.eu/
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Step 3: In order to create a new account, click on “Create a new account”

English (en) v  Login

B E-mail : gameducate@csicy.com

L - GAMEDUCATE Home Digital Elements

Username
Password

Lost password?

For full access to this site, you first need o create an
account.

Create new account

Access as a guest

English (en) v Cookies notice

Ussrnome @

The passwerd must have at least 2 characters, at
least 1 digitis). ot keost 1 lower cass letter(s), ot least
1 upper case letter(s). of least 1| special character(s]

suchas ™ - or &

Possword @

Step 4 : complete the
information that is asked
from you, as seen on the right

Email cddrass @
Emnail [again] @
First nome @

Last name @

City/towmm
Counitry
Select a country ®
& Requies
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Step 5 : If all data is valid, then you will get the following message.

& Email: gameducale! ] EBEngish (en) v Login

GAMEDUCATE fome  Digitcl Bements

[T

You will also receive an e-mail on the email address you included above do not
forget tocheck your Spam / Junk folder.

Step 6: Once you click on the link in your email you will be redirected to the
platform and get this message

Step 7: Click “Continue” so that you can now go back to the platform and enter
the username or email address and your password to access the content. In case
you forgot your password click “lost your password?” to reset it as shown below.

gameducate-platform.eu

& E-mail : gameducate@csicy.com

GAMEDUCATE Home Dashboard My courses Digital Elements

Your registration has been confirmed

Continue e
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Step 8: You can now view the toolkit, the digital elements and on the bottom the
courses.

Step 9: First you will see is the Toolkit! The toolkit has 9 presentations which
present how to use some sigital tolos like, Canva, CapCut, Genial.ly, Padlet,
Edpuzzle, Mentimeter and Pixton.

There is also one more presentation in which you can find some additional
digital tools and their functionalities which you can explore on your own!

\é,r padlet , @edpuzzle | A Mentimeter

Step 10: Next, you will explore the digital elements—examples showcasing what
can be created using the digital tools mentioned above.

—} bl Ithy €D,
AL So::onal -
Wieal

WITH LANA -

Q{E

MENTIMETER

\;.
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Step 11: Finally, you will arrive at the course categories, where you can select
your preferred language for the course and proceed with registration.

Note: To fully engage with the content, you must register for all nine modules in
the chosen language.

> Expand all
English @ French @
German @ Gresk @
Italian @ Slovenian @
Spanish @

Step 12: Click to enroll to the modules!

tModule 5: Data Protection Regulations =)

Teacher: Gamecsi Adminducate
Teacher: Admin User

No enrolment key required.
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Step 13: Every module has 5 units:

1. General Information
Theoretical Background
Practical Implementation
Activities (Assessment)
Further readings
Copyright disclaimer.

o W

S e e e

> General eExpand all
> Unit 1: Theoretical background

> Unit 2: Practical implementation

> Activities

> Further Readings

>  Copyright Disclaimer

By clicking on “collapse all” you will be able to see there content as shown
below

B Emai: gameducate@esicy.com

T E—

~ General Collapse dll

=) Announcements
Mark as done

For the teachers

+ Understanding the concept and uses of educational digital tosls
+ Learning fo use fechnolegical equipments

+ Adopting leaming content between offine and online classes

+ Accompany leamers in their digital literacy

+ Use digital tools to ease leaming challenges

+ Roise awareness on the use of digifal tools

=) Announcements

~  Unit 1: Theoretical background

[@ Topic 1: Educational digital tools Mark as done
[ Topic 2: The possiole uses of digital tocls in education pregrams Mark as done n
@ Topic 3: TEACHERS/EDUCATCRS DIGITAL LITERACY Mark as done
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Step 14: In order to monitor your progress you can click on the button on the far
left which will display the course index.

2 Email: gameduca

T ———

~  General Collapse all

Announcements

Mark as done

For the teachers

Understanding the concept and uses of educational digital tools
Leaming fo use technolegical equipments

Adapting learning content between offiine and oniine classes
Accompany leamers in their digital teracy

Use digital teels to ease laaming challenges

+ Raise awareness on the use of digital tools
2 Announcements

~  Unit 1: Theoretical background

(@ Tepic 1: Educational digital foois Mark as done
@ Topic 2: The possible uses of digital tools in education programs Mark as done n

(2 Topic 3: TEACHERS/EDUCATORS DIGITAL LITERACY Mark as done o

B E-mail

- roriciponts  Grodes  Gompelencies  Mere~

v General

Announcements

® Leaming ObjectivesFor ...

~  General Coliapse ail

Announcements Announcements

~ Unit 1: Theoretical back...
O Topic 1: Educational dig... Mark as done

O Topic 2: The possiole use...

QO Topic 3: TEACHERS/EDU.... For the teachers

- Understanding the concept and uses of educatienal digital fools
Learning to use technological equipments
Adapting learming content between offiine and online classes

O Topic 4: THE DIGITAL SKIL....

O Topic 5: ADAPTING EDU...

Accompany leamers in their digital literacy

~ Unit2: Pracfical implem... Use digital fooks to ease learning challenges

Raise awareness on the use of digital foals
O Topic 1: Digital skills asse ...

O Topic 2: Understanding ...
O Topic 3: Adapling class ... () Announcemens
O Topic 4 Student-feache...

© Topic 5: Evaluation met...

~  Unit 1: Theorefical background

« Activities
Activity 1
© G [ Topic 1: Educational digital fools Mark as done
« Further Readings
© Further Readings B Topic 2: The possiole uses of digital tooks in education programs Markas done u
« Copyright Disclaimer
% Topic 3: TEACHERS/EDUCATORS DIGITAL LITERACY Mark as done o
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NOTE: Make sure you click “Mark as done” for each Lesson you go through, so
your progress is actually registered and you can see what you have finalized by
clicking on “My Courses”.

Participants Grades Competencies More ~

~ General Collapse all

@ Announcements

Mark as done

For the teachers

Understanding the concept and uses of educational digital tools
Learning to use technological equipments

Adapting leaming content between offline and online classes
Accompany leamers in their digital literacy

Use digital fools to ease leaming challenges

Raise awareness on the use of digital tools

8 E-mail: gameducate@csicy.com

GAMEDUCATE Home Dashboard My courses Digital Elements

Search Sort by course name

Module 1: Implementation Of Digital Tools In Educational Contexts
English

100% complete

Show 12+

You can also see the rest of the modules you have registered
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Final Step: After finishing all 9 courses you will get your certificate which you
will find at your profile by clicking on certificate and which you could download.

Resat paga to defaut
PA - £ Mesage
Edit prafile 8log entries
Email address
com [Visible o other course parficipants)
For >
Learning plans
Browser sessions
Grades overview
Data retention summary
First access to site
Thursday, 30 May 2024, 11:44 AM (184 days 5 hours)

Course profiles
o Last access fo site

: Implementation Of Digital Tosks In Educational Saturday, 30 November 2024, 4:26 PM (7 sacs)

sativity and Artistic Expressions through Digital Tools
ation

Madule 8 Al Tools & Ethics

Your certificate will look like this:

Certificate
b

GAMEDUCATE

This is to certify that

has successfully completed all required modules and
activities of the GAMEDUCATE project.

Ose@gd @ e e socs FEFT 0 Mﬁ

Innovation pobonm  Cermon maSeés oragmy

Co-funded by Funded by the European'Upion/Views and opinions expressed are however those of the author(s) only and do not necessarily reflect those of the European
. Union or the European Educition and Culture Executive Agency (EACEA). Nelther the European Union nor EACEA can be held responsible for them.
the European Union  project NUMBER : 2022-1-FRO1-KA220-SCH-000089700
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4.Teaching Strategies and Methodologies

To enhance teaching and learning, educators can use the toolkit as a resource
to deepen their professional knowledge and refine their teaching practices. By
leveraging the toolkit's tools and resources, educators can create more
inclusive, interactive, and student-centered classrooms. Here’s how the
strategies and methodologies shift when focusing on educator learning:

4.1 Implementation Techniques

Integrating the Toolkit into School Programs

Curriculum Alignment: Embed the toolkit into professional
development sessions by aligning its content with key curriculum goals.
For example, teachers could use the gamification features to design
quizzes or interactive lessons that align with their subject-specific
learning outcomes.

Workshops and Training: Organize hands-on workshops to familiarize
educators with the toolkit's features. These workshops could focus on
creating digital elements such as gamified assessments or interactive
storytelling tools, allowing teachers to experiment and apply new
knowledge directly to classroom scenarios.

Action Research Projects: Encourage educators to implement digital
tools in their classrooms as part of action research projects. This allows
for iterative learning, where teachers can refine their techniques based
on student feedback and share their findings with peers.

Co-funded by
the European Union
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4.2 Potential Uses of the Toolkit

The toolkit, designed to provide educators with new knowledge and digital
tools for creating gamified classroom elements, offers numerous applications
to enhance teaching and learning. Below are its potential uses:

1. Gamified Lesson Plans
e Interactive Quizzes and Challenges: Teachers can design quizzes where
students earn badges, points, or progress through levels for correct
answers.

o Example: A math teacher could create a quiz where students
"unlock” new planets in a space-themed game by solving
problems correctly.

e Scenario-Based Learning: Develop simulations or role-playing games to
teach complex concepts through immersive experiences.

o Example: A history teacher might create a game where students
act as diplomats navigating historical conflicts.

2. Digital Storytelling
e Interactive Narratives: Use the toolkit to craft digital stories with
branching paths based on student choices.

o Example: A language arts teacher could create a digital "choose-
your-adventure" story to explore narrative structures.

e Student-Created Content: Empower students to design their own

digital stories, fostering creativity and deeper understanding of subject
matter.

Pag. 19
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3. Classroom Management Tools

o Behavioral Gamification: Implement tools to gamify classroom
behavior management.

o Example: Students earn points for participation, teamwork, or
timely homework submission, which contribute to class rewards.

e Attendance and Engagement: Use gamified systems to encourage
regular attendance and active participation.

4. Skill Development

e Critical Thinking and Problem-Solving: Create digital puzzles and
games that challenge students to apply critical thinking to real-world
problems.

o Example: A science teacher could design a virtual escape room
requiring knowledge of biology and chemistry to "escape."

e Collaboration and Communication: Develop multiplayer digital games
that encourage teamwork and communication.

o Example: A geography game where teams collaborate to solve
challenges based on geographical data.

5. Assessment and Feedback
o Formative Assessments: Use gamified elements to assess student
understanding in real-time.

o Example: A leaderboard reflecting students’ progress through
curriculum-aligned tasks.

« Personalized Feedback: Provide instant feedback using digital tools,
helping students understand their strengths and areas for

improvement.

o Example: Students receive personalized tips based on their
performance in a gamified exercise.

Pag. 20
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6. Professional Development

o Teacher Training: Use the toolkit to gamify professional learning for
educators, helping them master new teaching strategies.

o Example: Teachers earn badges for completing training modules
on integrating technology into lessons.

o Collaboration Among Educators: Facilitate the exchange of gamified
lesson plans and ideas within professional learning communities.

7. Inclusive and Differentiated Learning

e Support for Diverse Learning Needs: Design games tailored to various
learning styles and abilities.

o Example: A language teacher could create games with visual and
auditory cues to support ESL students.

« Differentiated Assignments: Offer gamified tasks at varying difficulty
levels to accommodate diverse skill levels.

8. Motivational Tools
e Incentivizing Learning: Use rewards like virtual trophies or unlockable

content to motivate students.

o Example: A reading program where students unlock characters
and themes as they read more books.

« Building Confidence: Provide opportunities for students to succeed in
low-risk gamified environments, boosting self-confidence.

9. Community Engagement
o Parental Involvement: Create family-oriented gamified activities that

extend learning beyond the classroom.

o Example: Parents and students collaborate on a digital
scavenger hunt related to science experiments at home.

Pag. 21
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e Showcasing Student Work: Share student-created games with the
broader community to celebrate achievements and foster engagement.

The toolkit offers vast potential for transforming education by integrating
gamified digital tools. It enables educators to engage students more effectively,
personalize learning, and foster collaboration, all while equipping themselves
with innovative skills for 21st-century teaching.
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