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Computers and technology have influenced the nature of the "digital
native citizens" life and the most recent generation of students
have grown up with these technologies. (wang s. et al. 2014)

DIGITgame project intends to attract young people to STEM subjects by supplying
an alternative way to use and apply basic and advanced scientific concepts in a
technological tool very familiar and appealing as a videogame.

!

The project proposes a hew approach to communicate and teach traditional topics of
environmental sciences using the new thematic of Smart Cities and taking advantage
introducing the videogame solution.
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DIGITgame project involved students from14 to 16 ages in Italy and Turkey.
Different students are involved in two different pilot activities:

DEVELOPERS
SENSALE
K12

Students’ activities:
At the v' Administration of questionnaires

beginning of

the project as v Traditional lessons on STEM subject
the MINIGAME v’ Creation of minigame
v" Technological and IT support

v" Direct contact with other students
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Didactic strategy designing

The innovative didactic idea is to involve students in
build and tuning the videogames logic by making use of
the scientific knowledge acquired in relation to the
variables and assets identifies.

Variables are the game software structure that will be
developed by the virtual world software Company. It is
the general framework where students will develop the
Assets.
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Didactic strategy designing

The aim of the mini-game is to combine and create a file rouge between entertainment
education and use of entertainments features for education. The didactic strategy of the
project is focused on the students’ participative approach. After the identification of assets
and variables the first group of students participated to the traditional lessons to deepen
STEM subjects. In the same period, the software company involved in the project
identified the platform that support the mini-game and developed the variables.

They have set three kind of places: small village, medium town and large city.

MINI MIDI MAXI

SMALL VILLAGE MEDIUM TOWN LARGE CITY
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Results of the questionnaires administrated to developer and

Implementer schools in ltaly and Turkey

The aim of this double survey administration was to detect if the awareness and knowledge of
STEM has increased as a result of the activities developed during the project.

First questionnaire
administrated

Response N=215

Second
questionnaire
administrated

N=187
resgoiies % resgo??';es %
Male 130 05 115 675
Gender Female 85 395 72 385
1213 9 72 6 32
Age Group 14-15 96 44.6 81 433
617 170 57.2 100 535
Ttaly 13 526 103 55.7
Country Turkey 102 774 84 9
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The total sample interviewed was made up of
60.9% of male and 39.1% of female. Most of
respondents have an age comprised between 16-
17 (52.2%), followed by 44% from the 14-15 age
group. ltalian (53.7%) and Turkey (46.3%%)
students was interviewed
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Science a. b.

e - e ) The comparison results highlight an
- = == - - e - T interesting aspect related to the increasing
o - e - - I - - of knowledge about the online quizzes and
- - - e - - use of technologies in each STEM subjects.

e This result is in line with the aim of the
project and activities carried out to students
in Italy and Turkey. In particular, it is in line

Technology a. b.

w - EEIE =~ with the output 102 which proposed a new
o approach to enhance the students’ ability to
o learn scientific and ecological skills through
. - - ~ 7| the development of a mini-game.
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Results highlight a lower level of
knowledge in Engineering and Technology
compared to Mathematics and Science. This
aspect could be related to the fact that in the
Italian and Turkish schools the subject of
engineering and technology are included in
the scholastic curriculum, but at the same time
they are not specify as subject in the schools’
hours. Probably, students don't perceive these
two subjects, despite being treated during
schools’ lessons, compared to mathematics
and science which are subjects itemise in the
daily schools’ hours.




Knowledge level

5,00 The figure shows a greater
450 knowledge at the end of the project of
the topics treated in comparison to the
- level of knowledge expressed during
100 the first administration of the
. T N B questionnaire at the beginning of the
project. For all topics addressed an
increase in knowledge was recorded.
In particular the higher percentage of
increase was emerged related to the
measurement methods of the VOC
SO e T Ty e v | (#0.79%), Volatile Organic Compound

(+0.55%) and urban planning strateqy
(+0.55%).
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2° questionnaire - at the end of the project e ]° questionnaire - at the beginning of the project
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Final evaluation fo the project.

Results of the questionnaires administrated in Italy and Turkey
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Evaluation of the project by students in Italy and Turkey
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project were in teret ng  increaseyour nlin ewlthy made vu u fe \nvolved pro)ectwere for theimplementation appropriate to p opose the in-group activities diffic It pmp sed  withactivities a rd
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STUDENTS EVALUATION

Good level of satisfaction related to all
questions both for students involved in Italy
both in Turkey.

The mean of all the questions is over 3.8.

All students declared that the activities carried
out have increased their knowledge. Moreover,
all of them felt involved in the activities carried
out and suggest to propose the project to
other classes and schools.




Evaluation of the project by teachers in Italy and Turkey

TEACHERS EVALUATION

« Good level of satisfaction for all questions.

« It's interesting to note that also professors

argue that the project's activities increased
students' knowledge (mean 3.9) and that

material resources (such as videogame,

tutorial, lessons by experts, etc) used to
carried out the project activities were

e Th ctvlt s develo p d the Th p j ect has educational Th t itie: d elo p d the Proj j cl ctvlt es were intel rest g Th material r The tlmel labl fo lh adeq uate'
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