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I hear and I forget; 
I see and I remember; 
I do and I understand.  

-- Confucius
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TL;DR

IPT Challenge Unicorder Method and System allow 

learning by doing things and (visually) logging about that 

+ lot more things such as:

ÅReal time monitoring of learnersô performance

ÅProviding immediate feedback and rewarding significant 

studentsô achievements

ÅCommencing support actions when needed

ÅAdapting the difficulty of missions to studentsô abilities

ÅFacilitating storytelling by automatic story-line publishing
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Agenda for This Session

ÅActive learning in context: Situated, 

Project & Problem-based Learning 

ÅBlended learning: tracking and 

feedback problem 

ÅIPT Unicorder Integral Game-Based 

Learning Design (IGBLD) Method 

ÅIPT Challenge UnicorderÊ System

ÅPreliminary results

ÅConclusions
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The Problem

ÅA fundamental problem of traditional lecture-based 
education is that the learning process is ex-aggregated 
ŦǊƻƳ ƛǘǎ ƴŀǘǳǊŀƭ άƭƛŦŜέ ŎƻƴǘŜȄǘ, and artificially 
implanted into classroom settings.

ÅOften there is a mismatch between the skills needed 
in real-life and knowledge taught, ICT ςincreasing rate 
of technology changes.

ÅEducation should be teaching students how to learn, 
think and collaborate effectively, instead of just 
transferring knowledge.
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Why Active Learning?

ÅActive Learning (AL) ïcollaborative learning, 

problem/project-based learning, situated learning, 

learning by discovery, etc.

ÅAL advantages ïpositive motivation, deep learning, long 

term retention, lifelong learning, taking responsibility for 

own development, increased transfer of skills 

ÅResults from US President's Council of Advisors on 

Science and Technology report "Engage to Excel" ïAL 

rises attendance from 57 to 75 percent, engagement 

from 45 to 85 percent, and ñthe students learned twice 

as much based on test results as the students in the 

traditional sectionò.
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High Quality Blended Learning (HQBL)

ÅHQBL blends not only traditional classroom activities 
with computer-based/mediated ones, but aims to 
achieve coherent high quality Learning Experience (LX).

ÅWhat should be blended? ςlearning technology  + 
different capabilities (affordances), aspects, 
perspectives, principles, and types of activities.

ÅModels and practices for blended learning delivery ς
άŦƭƛǇǇŜŘ ŎƭŀǎǎǊƻƻƳέΣ άǎǘŀǘƛƻƴǎκƭŀōǎ Ǌƻǘŀǘƛƻƴ ƳƻŘŜƭέΣ ŜǘŎΦ 

ÅBasis for ¦ƴƛŎƻǊŘŜǊϰ LƴǘŜƎǊŀƭ DŀƳŜ-Based Learning 
Method (IGBLD) proposed
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¢ƘǊŜŜ aŀƛƴ IȅǇƻǘƘŜǎŜǎ ƻŦ Lt¢ ¦ƴƛŎƻǊŘŜǊϰ

ÅAll human activities can be 
modelled (reframed) as games.

ÅGames are interactive 
simulationsin physical, virtual or 
augmented reality environments.

ÅGames involve learning/ 
reinforcementcomponent, as 
well as affective (emotional) 
component.
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Gamification and Game-Based Learning

ÅBetter motivation through enjoyment and pleasure 

Å Interactivity, immediate and rewarding feedback;

ÅEffective learning through intense emotional involvement 

ÅContinuous challenges pushing learners' abilities 

ÅStructuring learning experience through well-defined rules

ÅFostering communication and interaction

ÅPersonalized & adaptive learning process

ÅLearning from own mistakes

ÅCreativity and imagination development by problem solving
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άLƴ every job that must be done, 
there is an element of fun.

You find the fun and snap! the 
job is a gameΦέ

-- Mary Poppins

Game-Based Learning is Holistic

Image source: https://blog.iterate.no/2013/10/31/hitchhikers-guide-to-gamification/

https://blog.iterate.no/2013/10/31/hitchhikers-guide-to-gamification/


Games are Most Natural Form of Learning



13

A branch of mathematics dealing with problems of 
control, recursiveness, and information, focuses on 
forms and the patterns that connect.   

-- Gregory Bateson 

Cybernetics
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ÅPleuromaςincludes the 
external natural things-as-such 
(continuous and analog)

ÅCreaturaςtheir reflection in 
the mind (ideas, models and 
representations describing 
differences in the form of 
discrete information).

Pleuroma and Creatura


