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What is PATCH-WORLd

“PArents and CHildren Working ORganizing and Learning 
together”

The project wants to develop a learning community of children and 
parents, by involving them all together in a learning path:

children teach their parents how to use the ICT tools, while parents
single out some contents based on their knowledge.single out some contents based on their knowledge.

Parents and children together build multimedia e-learning paths, enriching 
their knowledge and acquiring new strategic competences to deal with 

ICT tools.

http://www.edu-projects.eu/patchworld/index.asp



It hosts the online community and is a sharing experience with integration 
characteristics, where one meets other people while exchanging information.

In the framework of the PW project, the experimentation was carried out 
with, at national and European level, a specifically developed learning 
environment, based on

• a learning platform created in Moodle

The virtual learning environment

• a learning platform created in Moodle
• an online Learning Game

Here players have the opportunity to meet, play and build up a common 
work.

It helps to develop:
Knowledge� �the game is based on reciprocal learning of the players.
Relationships� one of the objects is to make parents and children play, 
learn, discuss and face together the situation.



Centro Studi e Formazione Villa Montesca has developed an 
experimentation addressed to families all over Europe to create a 
learning community of children and parentslearning community of children and parents. In this virtual learning 
environment users have also the opportunity to meet other people 
while exchanging information. The teams are families composed 
by parents and adolescents.
The challenge among familieschallenge among families is based on the use of internet and 

The experience of PatchWorld

The challenge among familieschallenge among families is based on the use of internet and 
on general culture knowledge. On the base of defined areas (Sport, 

Music, Time Machine, Health, Sciences, People and Places) the participants 
can take part in a challenging quiz.



About 100 families from 9 European countries participated. After a first 
phase during which the families participated on a National level learning 
path and game, then the first two families, that gathered the highest score 
in each country, took part in challenging matches at international level. So a 
really interesting, amazing and challenging international tournament began

They experimented the PatchWorld online learning environment, many of 
them starting for the first time using web applications and tools, and then 

The experience of PatchWorld

them starting for the first time using web applications and tools, and then 
being involved in a challenging online quiz tournament, based on a 
multiplayer quiz contest.
An online community came to life, bringing together different cultural 
frameworks and added values and a sharing experience on integration. 
The families are given an interesting opportunity to approach

a new way of learning



Active ICT partnership and students
�

new participants in this intergenerational learning game.

CSFVMCSFVM would like to propose to all the Active ICT partners to 
participate in the experimentation of this interesting new way of 
learning.

Active ICT students - experimenters

learning.

� In order to do that Active ICT partners can inform us about their interest 
in being involved in participating in the experimentation starting from 
January so to start doing enrolments and the game arrangement for this 
purpose.
They will have the opportunity to experiment the game and share this 
challenging and funny way to learn.



1° SOCIAL NETWORK ACTIVITIES 2° QUIZ CONTEST/COMPETITION

ASYNCHRONOUS SYNCHRONOUS

On National and Transnational level

THE GAME IS MADE UP OF TWO MAIN PARTS

1° SOCIAL NETWORK ACTIVITIES:
Activities are based on Moodle web platform * with the aim of developing a learning community of 
children and parents and involving all together on the use of web applications and tools to present their 
family and its context.
6 activities have been singled out: Identifying the Family name, Presenting the family place, the Sport in the 
family, Family cooking book, Holiday habits, Personal Blog.
Tools to use � Assignments, Blogs, Chats, Choices, Databases, Forums, Glossaries, Lessons, SCORM, 
Survey, Quizzes, Wiki, Workshops.

2° QUIZ CONTEST/COMPETITION:
On the base of defined areas (Sport, Music, Time Machine, Health, Sciences, People and Places) the 
involved families participate in a challenging quiz...



What is Moodle *

Moodle is a Course Management System (CMS), also 
known as a Learning Management System (LMS) or a 
Virtual Learning Environment (VLE). It is a Free web 
application that educators can use to create effective 
online learning sites.

The philosophy: The design and development of Moodle is The philosophy: The design and development of Moodle is 
guided by a "social constructionist pedagogy". 

main, related concepts on which it is based: constructivism, 
constructionism, social constructivism…

from a constructivist point of view, people actively 
construct new knowledge as they interact with their 
environments. 



1. Identify the Family name

2. Presentation of the family place

3. The sport in the family

Social Network Activities

3. The sport in the family

4. Family Cooking book

5. Holiday Habits

6. Transversal � Personal Blog



1. Explain the family name

Each family has to search information about the meaning and the history 
of the surname.

To achieve the aim every family can visit a list of suggested websites. 

1°PART: SOCIAL NETWORK ACTIVITIES

The information collected have to be written down by the family in the 
Moodle Glossary Activities

This activity allows participants to create and maintain a list of definitions, like a dictionary. 
The entries can be searched or browsed in many different formats. The glossary also 

allows teachers to export entries from one glossary to another (the main one) within the 
same course



1. Explain the family name

Purpose � to get to know each other and begin to foster a sense of community in this 
online environment.

You are asked to explain your family name. The participants have to search information about 
the meaning of the surname and its history
(also using web sites as www.searchforancestors.com/surnames/origin/)

1°PART: SOCIAL NETWORK ACTIVITIES

(also using web sites as www.searchforancestors.com/surnames/origin/)

The information they have found on the Web have to be inserted in the surname glossary. The 
glossary module enables members of community to create and maintain a list of definitions, 
like a dictionary. Participants can add entries and can comment on all entries.

An example ....



An example: The surname glossary

“Brown”

English, Scottish, and Irish: generally a nickname referring to the colour of the hair or complexion, Middle 
English br(o)un, from Old English brun or Old French brun. This word is occasionally found in Old English 
and Old Norse as a personal name or byname. Brun was also a Germanic name-forming element. Some 
instances of Old English Brun as a personal name may therefore be short forms of compound names such 
as Brungar, Brunwine, etc. As a Scottish and Irish name, it sometimes represents a translation of Gaelic 
Donn. As an American family name, it has absorbed numerous surnames from other languages with the 

1°PART: SOCIAL NETWORK ACTIVITIES

same meaning.

Dictionary of American Family Names, Oxford University Press, ISBN 0-19-508137-4

(Comment of another user)

Brown Surname Origin (Origin Scottish) A name derived from complexion, color of hair or garments, 
consequently, a very common name.

Source: An Etymological Dictionary of Family and Christian Names With an Essay on their Derivation and 
Import; Arthur, William, M.A.; New York, NY: Sheldon, Blake, Bleeker & CO., 1857.
(Forum) Support Forum 



2. Presentation of the place

Each family has to find out and collect picture of town and of important 
places for the family including funny situation (Mario driving a tractor, …)

Photos should be of 3 types: 

1°PART: SOCIAL NETWORK ACTIVITIES

Photos should be of 3 types: 
1) original picture taken by users
2) photos found by users using Google Images (http://images.google.com)

3) photos found by users using Flickr (www.flickr.com)

All the photos will be collected and published in a
Moodle Database activity

using a specific input form.



1°PART: SOCIAL NETWORK ACTIVITIES

3. The sports in the family

Each family has to answer a polls concerning favorite sports using the
Moodle choice activity

The results will be published and showed to contestants
1) after they answered or
2) after the choice is closed or2) after the choice is closed or
3) always.

The results could be published
a) anonymously or
b) showing names and their choices.

Each family can discuss the poll results in a Moodle Forum activities.
Each partner could be the moderator of national level forum to move discussions 

in the right direction (sports in the family, which, how often,…)  and to close 
the threads which degenerate



In this activity the family share its experience in the field of sport. 

Then the participants could discuss the poll results in a Forum activity explaining why your sports 
is the favorite one, which is the primary person in your family who made the decision to register 
son in the sport, etc.

�You will all very likely have a different experience and approach to sport. This will make the �
discussion more interesting for us all! 

1°PART: SOCIAL NETWORK ACTIVITIES

• Favorite sport Survey (Example 1)
Tell me, what is your favorite sport or fitness activity?  Keep in mind it can be anything from hiking to yoga to 
basketball.  Let's go!
Basketball, Football, Baseball, Soccer, Hockey, Swimming,  Gymnastic, Skating, Bowling, Golf, Skiing, Tennis, 

• Favorite sport Survey (Example 2)
Tell me, what is your favorite sport to watch?
Favorite Sports? (Forum)
Hello!! I'm from Italy. My favorite sport is windsurf. I like it.  Because even if I'm not play it well and often, but I 
still feel cool when I surf.  And when ride a wave, I feel happy.



1°PART: SOCIAL NETWORK ACTIVITIES

4. The family cooking book

The activity asks each family to edit a simple multiple choice question about the 
recipe of famous and traditional national dishes or beverages. 
Each family writes down the question in a document showing the correct answer. (This 
document could be a word document, spreadsheet or anything in digital format)

The document will be uploaded on the web server using the functionalities of the The document will be uploaded on the web server using the functionalities of the 
Moodle Assignment activity.

All the questions are collected and published in a Moodle Quiz activity. All the 
families participating will open and take the Moodle quiz. 

Each family propose a recipe and choose one recipe proposed by the other 
participants and commit itself to try it. The result will be photographed and inserted in 

the forum.



1°PART: SOCIAL NETWORK ACTIVITIES

5. Traditional holiday habits

This activity requests each family to point out the more interesting or 
funny or curious movies of national or local celebrations like Christmas, 
Eastern, mother’s day, patron saint’s day, …
The search of movies will be done using YouTube (under parents 
supervision).
Each family, using the share option of YouTube, will copy and paste the Each family, using the share option of YouTube, will copy and paste the 
movie link in a post of the forum inserting a brief description of the event.

6. Personal blog

By Using the Moodle Blog activity each family can publish 
personal information concerning: hobbies, family pictures, 
gestures, nicknames and diaries.



The QUIZ CONTEST

AREAS SINGLED OUT

Sport

Music

Time Machine

Health

Sciences

People and Places



Characteristics of the competition
The concept of the game: The game is located in an environment typical for the quiz game. 
The name of the environment can be personalized in order to suggest a contest familiar to the 
recipient.
Each player is presented on the game set by an avatar chosen in archive composed of 8 examples (4 men 
and 4 women), with the possibility to personalize these (hairstyle, hair colour, colour of the skin, clothes). The 
avatar of the player/team is confronted to the avatar chosen by the contestant player or team.

Multilingual: The Learning Game has to support more than one language .

The QUIZ CONTEST

Multilingual: The Learning Game has to support more than one language .
Interface, functions, and data base will support the languages above mentioned.
A procedure will be prepared to allow the introduction of a new language in the data base.

Players: The game can be played by single persons OR in teams as single player.
One can participate by:

1. registering to a tournament
2. independently, choosing a competitor between the ones online. 

The players challenge each other in a tournament that can be in rounds or by direct elimination. 
Initially it will be possible to play only in rounds.



The Quiz Contest





When the game is played in teams there is the possibility for the team 
members to be close to each other physically (e.g. parents and children), so that 
they play with only one computer and one member of the team.

(In the description of the team there is a field where to insert the names of its members)

The scoring of a team is the scoring achieved by its representing avatar – each player can personalize its 
own profile (coat of arms, motto, captain, avatar, etc.)

The QUIZ CONTEST

Number of teams permitted 2, 4, 8, and 16

Minimum number of players 2

Maximum number of players per team 10



Independently

When entering the game a list of the registered players will be shown, and the 
players online are pointed out.

Each player will be marked in order to recognize the ones with which one has 
already played and the ones that can still be challenged.

The QUIZ CONTEST

Next to each name present online there has to be an “invite” button. In case of 
acceptation both players are automatically transferred into the game stage.

It is possible to send an email to every registered participant (to invite 
user/team to play) and to chat with every participant online. 



The carrying out of the game

� The system generates a battery of questions, choosing them in a casual order from a 
data base with the predefined method (5 questions for each of the 6 categories, one for each 
difficulty level)

� The schedule with the questions selected (5 questions for each of the 6 categories, 
chosen in a casual order from the data base) is shown to each participant

The QUIZ CONTEST

chosen in a casual order from the data base) is shown to each participant

� At turn each contestant selects a question choosing a category and a value (level of 
difficulty)

The carrying out of the game works through the alternation of turns between the 
two players (there is the possibility that the second player answers to the question 
to which the first player has not answered)

HOW ….



HOW

Once selected a question the player has 30 seconds to read it and to decide if answering 

or if passing. In this last case the player has no penalty, but if he decides to answer, this must be 

done within 5 seconds (as an alternative, the time put on answering can be deducted from the 

total of time available).

The QUIZ CONTEST

total of time available).
(The time available for the player is a parameter that can be personalized from the interface of administrator)

� � If a player passes, the second has the opportunity to respond.

� � � If even the second player passes, the answer will not be shown and on the schedule it will 
be indicated that the question has been “played” but without that an answer has been given (e.g. 
with an X). The game proceeds asking the player at turn to select a question.



� If a player answers incorrectly to a question, he/she looses the value of this question (penalty 
can be personalized).

� If a player on turn does not answer to a question, he/she looses the value of this question 
(penalty can be personalized).

� If a player not on turn does not answer to the question passed on to him from the 
contestant, he does not loose the value of the question.

“HELP” option:
For each match each participant has 4 helps . Each help can be used only once per match. The player has to

The QUIZ CONTEST

ask for a help within the time given to answer the question (parameter can be personalized). The
activation of a help gives automatically a new limit of time to answer (also this can be personalized).

The different options of help available are:
1. Elimination of 2 of the 3 wrong answers
2. Question switch
3. Extra time. Possibility to activate a bonus of time. A new amount of time is added to the remaining 

time
4. Pass the question on to the contestant. In this case the other contestant is forced to answer, though 

without loosing his own turn. If he/she answers correctly he/she wins the double of the question 
value, if he/she answers incorrectly he/she looses the value of the question. The reward parameter 
can be personalized by the administrator.

If a player uses one of these helps the value of the question could be reduced. Penalty can be personalized



In each match the participants challenge each other until the questions in the 
schedule are finished.

At the end of the match, a button named “report” will display an educational 
support for each question including link to Wikipedia or to other web resources. 
(The editing of educational feedback is a task of the author of the questions)

The carrying out of the game

The carrying out of the game can be made more immediate by simplifying the rules 
or by cancelling some of the options described above.



The classifications
The general classification of the teams is updated:
� at the end of each match in case of tournament with direct elimination, or
� at the end of each round in case of tournament with rounds.

The scores reached by the single participant / team are kept in memory in order to 
draw the individual classifications. The classifications are general or regard single 
categories, and they can be shown to the participants totally, partially (e.g. only the 

The QUIZ CONTEST

10 best players), or not at all. 

The classification shows: the total score sum, the number of matches played and 
a history of the matched played

- A special classification will be reserved for each category of questions in order to individuate the -
weaknesses of the participants and to see which questions should be modified. The list is based on the 

percentage of wrong answers for each question, given in all of the matches in a tournament. The 
consulting of this classification is limited to the administrator and to the game leader. 



communication between players/teams

The participants and the game leader have the possibility to use a chat which 
is activated before, during, and after the game. 

The teams can communicate during a tournament through a forum, though not 
implemented within the game. Because of this, the development of the forum 

The QUIZ CONTEST

implemented within the game. Because of this, the development of the forum 
does not take part of this charge.
During the game a luminous schedule will be activated to show the remaining 
time and different information such as scores, proceeding of the match etc. 



The question data base

The choice of the categories, the pertinence of the questions and their correct 
alignment to the difficulty levels determine the quality of the learning game and the 
level of involvement of the user. 

The size of the question data base has to be put into proportion in order to 
guarantee a relatively low repetition of the questions.

The QUIZ CONTEST

guarantee a relatively low repetition of the questions.

The creation of the questions is not included in this proposal.

There will be a back end interface to insert the questions, with the possibility also 
to insert audio-video questions. 



The typology of questions

� Predefined (multiple choice, 4 possible answers of which only one is correct)

� The questions belong to 6 different categories

� The questions are associated to one of the 5 levels of difficulty predefined (e.g. 

The QUIZ CONTEST

� The questions are associated to one of the 5 levels of difficulty predefined (e.g. 
100-200-300-400-500); it is possible to personalize the level of scores.



How participating in the Game

If you would like to enjoy the Game , please do not 
hesitate to contact us!

You can write toYou can write to
europrogetti@montesca.it



Thank you for your kind attention!
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