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1 INTRODUCTION	

1.1 PURPOSE	AND	SCOPE	
As	per	the	Detailed	Work	Programme,	this	deliverable	facilitates	STEAM’s	partner	cooperation	in	the	
project,	by	defining	a	set	of	rules	and	guidelines	for	the	organisation	and	delivery	of	project	outputs.	
Furthermore,	this	deliverable	presents	the	three	evaluation	grids	to	be	used	as:	

1. A	guiding	template	grid	for	the	external	examiners	to	impartially	examine	the	completeness,	
effectiveness	and	quality	of	the	serious	game.	

2. A	guiding	 template	 grid	 for	 the	 STEAM	 partners	 as	means	 to	 review	 and	 take	 appropriate	
actions	on	the	progress	of	games	development	 in	various	stages	thus	to	 identify,	 track	and	
record	any	potential	 problems,	 risks	 and	 challenges	 that	need	 to	be	addressed	 in	order	 to	
ensure	a	successful	game	demonstration	workshop.		

3. A	satisfaction	 survey	 of	 the	 trainers	 (participants)	 that	 will	 take	 part	 in	 the	 various	
demonstration	workshops	 in	 terms	 of	measuring	 the	 effectiveness	 of	 the	 training	 strategy	
used	for	helping	them	to	familiarise	with	the	use	of	the	multimodality	serious	game.		

To	 this	 line,	 D1.3	 elucidates	 briefly	 on	 the	 training	 strategy	 to	 be	 adopted	 for	 delivering	 the	
demonstration	workshops	as	means	 for	 the	 teacher-trainers	 to	play-test	 the	multimodality	 serious	
game.		
	

1.2 STRUCTURE	OF	THE	DOCUMENT	

The	document	is	structured	into	six	sections.	The	second	section	presents	the	quality	control	plan	for	
the	 STEAM	 deliverables.	 The	 third	 section	 presents	 quality	 control	 for	 the	 serious	 game	
encompassing	the	2	assessment	grids:	One	for	the	external	examiners	and	one	for	 internal	partner	
reviewers	in	terms	of	assessing	the	games	development	progress	thus	forecasting	any	potential	risks	
that	 would	 influence	 the	 successful	 realisation	 of	 the	 demonstration	 workshops,	 and	 thereby	
ensuring	 an	 effective	 quality	 assurance	 of	 the	 multimodality	 serious	 game.	 The	 fourth	 section	
presents	 the	 training	 strategy	 to	 be	 adopted	 for	 organising	 and	 implementing	 the	 demonstration	
workshops	in	the	partner	countries	and	the	satisfaction	survey	to	be	used	for	assessing	the	training	
experience	of	the	participants	during	the	demonstration	workshops.	The	overall	conclusions	of	this	
report	are	presented	in	Section	5	followed	by	the	last	section	with	the	Appendices.		
	

2 QUALITY	CONTROL	FOR	DELIVERABLES		 	

The	project	coordinator	(MANZALAB)	is	leading	the	quality	control	of	the	deliverables	and	thereby	is	
responsible	for	the	quality	control	of	the	deliverables	to	the	National	Agency,	overseeing	closely	on	
quality	checks	with	the	tools	and	methodologies	developed	and	with	the	collaboration	of	the	whole	
partnership.		
Every	contractual	deliverable,	prior	to	its	submission	to	the	National	Agency,	will	be	subject	to	review	
with	the	partners	and	IO	(Intellectual	Output)	leaders	thus	a	peer	review	by	individuals	with	no	direct	
involvement	with	the	specific	IO	but	acting	as	partners	of	the	consortium.		
The	 coordinator	 will	 make	 then	 a	 final	 review	 on	 the	 deliverable	 for	 consistency	 and	 readability	
before	 sending	 to	 the	 National	 Agency.	 Where	 necessary	 the	 coordinator	 may	 ask	 for	 further	
clarifications	or	changes	that	need	to	be	made.	The	feedback	sent	to	the	authors	of	the	deliverable	
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ought	to	be	constructive,	intrinsic	and	meaningful.	To	allow	the	coordinator	and	subsequent	partners	
to	provide	feedback	and	contribute	to	the	deliverable,	the	following	steps	will	be	taken	into	account:	

• A	 complete	 table	 of	 contents	 (ToC)	will	 be	 provided	 by	 the	 author(s)	 6	weeks	 before	 the	
deadline.	

• A	relatively	complete	draft	of	the	deliverable	should	be	made	available	by	the	author	at	least	
4	weeks	before	the	due	date.		

• The	draft	version	should	be	reviewed	within	the	IO	at	least	3	weeks	before	the	due	date.		
• At	least	2	weeks	before	the	due	date,	a	pre-final	version	should	be	available	for	peer	review	

by	two	nominated	partners.	The	nomination	of	the	partners	will	be	provided	by	the	project	
coordinator	(MANZALAB).		

• Comments	should	be	integrated	and	the	final	version	be	made	available	to	the	coordinator.	
• It	 is	 up	 to	 the	 partner	 responsible	 for	 the	 deliverable	 to	 ensure	 that	 the	 schedule	 is	

maintained.	
	

3 QUALITY	CONTROL	FOR	SERIOUS	GAME	

The	multimodality	serious	game	will	encompass	a	three-stage	quality	control	procedure	for	ensuring	
maximum	efficiency.	To	achieve	this	we	will	involve:	(a)	Validation	board	game	reviews	comprising	4	
experts	with	expertise	 in	 serious	games,	multimodality,	 adult	 education	and	VET	who	are	going	 to	
provide	 feedback	 on	 game	 versions	 pre,	 during	 and	 after	 the	 demonstration	workshops.	We	have	
prepared	an	evaluation	grid	for	the	validation	board	to	use	in	order	to	quantify	the	game’s	evaluation	
in	Appendix	A.	The	external	examiners	will	evaluate	the	game	by	giving	a	specific	mark	(0,	5,	10,	15	
20).	The	game	variations	are	associated	with	a	specific	mark.	The	examiner	will	 insert	his/her	mark	
based	on	his/her	judgement	with	regards	to	game	specific	aspects	and	then	a	sum	will	be	calculated.		
We	 have	 chosen	 four	 specific	 categories	 including	 multimodality,	 game	 mechanics,	 learning	
mechanics	 and	 the	 scenarios	 to	 be	 provided	 by	 the	 end-users	 (AFBB,	 SEDU	 and	VUCSTOR).	 (b)	 All	
STEAM	partners	will	be	engaged	in	evaluating	on	and	providing	feedback	for	the	different	versions	of	
the	game.	To	perform	an	informed	review	process,	STEAM	partners	will	base	their	evaluation	of	the	
game	 based	 on	 the	 internal	 game	 review	 template	 in	 Appendix	 B.	 	 The	 internal	 game	 review	
template	 includes	 different	 intertwined	 categories	 such	 as	 ‘game	 scenarios’,	 ‘user	 interface	 and	
‘game	mechanics’	and	‘learning	mechanics’.	Using	similar	categories	as	within	the	external	examiners	
grid,	partners	will	answer	to	a	series	of	questions	that	will	help	game	developers	to	fix	and	update	
pedagogical,	 game,	 logic	 and	 interface	 bugs	 /	 fixes	 that	may	 arise.	 The	 partners	will	 provide	 their	
responses	by	addressing	 the	questions	on	each	category	and	will	 send	 their	 responses	back	 to	 the	
coordinator.	When	the	validation	board	and	partners	complete	their	reviews	for	each	iteration	stage	
(before,	 during	 and	 after	 the	 demonstration	 workshops)	 they	 will	 send	 the	 template	 with	 their	
review	back	to	the	game	developers	(MANZALAB)	and	STEAM	coordinator	(MANZALAB)	for	applying	
feedback	in	the	development	of	the	game	and	also	approving	the	changes	suggested	by	the	partners	
and	validation	board.	 	 It	 is	vital	 to	highlight	here	that	all	quality	assurance	grids	 (external,	partners	
and	satisfaction	survey)	will	be	constantly	updated	in	parallel	to	game’s	development	process	as	for	
the	grids	to	fully	mirror	the	specific	nuances	and	details	that	need	to	be	evaluated	by	the	different	
groups.		
The	process	that	will	be	followed	by	the	validation	board	to	provide	feedback	on	the	multimodality	
serious	game	and	evaluation	report	will	be:	

• External	examiners	receive	game	prototype.	
• External	examiners	interact	with	the	game	for	a	week.		
• External	examiners	use	the	External	Examiner	Grid	to	grade	the	game.	
• External	examiners	forward	their	grade	and	comments	to	the	coordinator.		



	
	

STEAM	-	[D1.3]	 Page	|	6		

	
The	process	that	will	be	followed	by	the	internal	partners	to	provide	feedback	on	the	multimodality	
game	and	evaluation	report	will	be:	

• Partners	receive	game	prototype.	
• Partners	interact	with	the	game	for	a	week.		
• Partners	fill	in	the	internal	game	review	template	for	providing	meaningful	comments,	ideas	

and	ways	of	improving	the	different	elements	of	the	game	following	the	distinct	categories	in	
the	template.		

• Partners	forward	their	feedback	to	the	coordinator.	
• The	coordinator	informs	the	technical	team	to	address	any	logical	errors	or	content	in	further	

iterations.		
For	 identifying	 and	 logging	 bugs	 during	 the	 game	 development,	 a	 list	 will	 be	 developed	 by	 the	
development	team	with	specific	entry	points	such	as	description	of	the	bug;	date;	hardware	used	as	
to	gather	all	reported	bugs	to	one	consolidate	library	avoiding	perplexing	debugging	processes.			
	

4 TRAINING	FRAMEWORK		

The	 overarching	 aim	 of	 the	 STEAM	 training	 framework	 is	 to	 train	 teacher	 trainers	 to	 use	 the	
‘Multimodality	Serious	Game’	as	means	 to	 improve	 the	way	 teaching	and	 learning	 is	designed	and	
delivered	 in	 the	 classroom.	 In	 this	 section	 we	 present	 and	 describe	 the	 general	 training	 process	
encompassing	 technological	 tools,	 resources	 and	 content	 necessary	 to	 achieve	 a	 comprehensive	
methodology	for	helping	end	users	to	navigate	through	the	game	hence	to	get	acquainted	with	how	
to	use	the	game	(e.g.	rules,	game	play,	aims	and	goals)	for	having	a	memorable	experience.		
The	STEAM	training	process	during	the	game’s	demonstrations	in	Germany,	Finland	and	Denmark	is	
built	via	an	approach	followed	by	(1)	setting	the	training	objectives,	(2)	setting	the	traning	action	plan	
(3)	imlementation	of	the	training	activties		and	(5)	evaluate	and	revise	training.	
	

4.1 SETTING	THE	TRAINING	OBJECTIVES		
The	STEAM	project	has	established	clear	objectives	for	the	game	demonstrations	where	trainers	will	
be	trained	to:	

• To	familiarise	with	the	Multimodality	game	(navigation,	controllers,	interface).		
• To	understand	the	aims,	objectives	and	goals	(rules,	logic,	game-play).	
• To	acquire,	apply	and	reflect	on	game‘s	learning	outcomes.	
• To	establish	processes	and	strategies	of	using	the	multimodality	game	in	own	teaching	and	

learning	 contexts.	 (e.g.	 transferability	 of	 skills	 and	 experience	 of	 using	 the	 game	 in	 real	
teaching	and	learning	practice).	

4.2 SETTING	THE	TRAINING	ACTION	PLAN		
The	 theoretical	 background	 is	 presented	 in	 pedagogically-rich	ways	 encompassing	 student-centred	
teaching	and	learning	strategies	based	on	the	work	of	theorists	including	John	Dewey	and	Jean	Piaget		
where	 the	 student	 /	 trainee	 is	 the	 focus	 of	 attention	 following	 the	 constructivism	 paradigm.	
Constructivism	 takes	 learning	 to	 be	 an	 active,	 situated	 and	 social	 process.	 Informed	 by	 this	
perspective,	the	pedagogical	underpinning	of	the	training	approach	will	enable	students	/	trainees	to	
construct	 their	own	knowledge	about	multimodality	 in	teaching	and	 learning,	 through	engagement	
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with	 questions	 and	 interaction	with	 peers,	 trainers,	 resources,	 and	 the	 learning	 environment.	 The	
social	perspective	of	the	training	process	will	be	emphasised	conceiving	 learning	and	training	as	an	
act	of	participation	in	authentic	communities	of	practice.	
Background	research	carried	out	in	the	Training	Action	Plan	based	on	D1.1	user	requirements	which	
was	 used	 to	 determine	 that	 a	 constructivist	 approach	 to	 pedagogic	 content	 development	 and	
delivery	 was	 essential	 to	 ensuring	 participants	 experience	 a	 hands-on	 approach	 to	 their	 training.	
COVUNI	proposes	that	a	games	guide	or	manual	needs	to	be	developed	for	guiding	the	participants	
through	game	play,	rules	and	objectives	in	a	documented	way.		
Game	guide	/	manual:	The	game	guide		/	manual	covers	a	range	of	general	and	specific	information	
such	as:		

• An	introduction	to	the	STEAM	project:	This	covers	a	general	overview	of	the	STEAM	project	
and	 what	 it	 aims	 to	 achieve	 in	 relation	 to	 multimodal	 learning	 and	 teaching.	 A	 brief	
explanation	 of	 what	 a	 serious	 game	 is	 for	 multimodal	 teacher	 training	 and	 how	 it	 is	
envisaged	to	help	teachers	to	improve	how	they	design	and	deliver	learning	content.		

• Games	goals	/	learning	outcomes:	What	the	player	needs	to	do	in	order	to	achieve	the	games	
learning	outcomes.			

• Familiarising	with	 interface,	 rules	and	 concepts:	Description	of	 game	 rules,	 game	play,	 and	
controllers.		

	
For	the	delivery	of	the	demonstration	events	partners	will	need	to:	

• Send	information	/	preparation	material,	agenda	to	the	participants	before	the	event	starts	
(game	manual,	hardware	/	software	requirements	for	the	game	to	run).		

• Prepare	a	unified	presentation	for	presenting	the	STEAM	project	with	its	aims	and	objectives.		
• Prepare	 a	 unified	 presentation	 that	 will	 present	 the	multimodality	 game	 (goals	 /	 learning	

outcomes,	rules,	gameplay).	
• Set	up	activities	/	tasks	that	will	engage	participants	in	play-testing.	(E.g.	complete	the	Y	first	

level,	or	try	to	achieve	an	X	score).	
• To	distribute	questionnaires	(e.g.	satisfaction,	game	usability	/	effectiveness)	to	participants	

in	order	to	provide	feedback	on	the	training	process	(see	section	4.3).		
• To	engage	participants	 in	activities	for	exerting	feedback	about	their	experiences	 in	playing	

the	 multimodality	 game	 in	 improving	 and	 transferring	 the	 skills	 gained	 for	 rethinking	 the	
design	and	delivery	of	learning	content.		

	

4.3 TRAINING	SATISFACTION	SURVEY		
We	 have	 developed	 a	 training	 satisfaction	 survey1	 that	 will	 be	 distributed	 at	 each	 demonstration	
event	 for	 extracting	 information	 about	 the	 quality	 of	 the:	 training	 delivery	 (live	 demos	 and	 play-
testing),	content	(e.g.	handbook)	and	instructors.	The	satisfaction	survey	will	be	iteratively	developed	
meaning	 that	 it	 will	 be	 informed	 from	 the	 feedback	 received	 hence	 it	 will	 encompass	 more	
meaningful	 questions	 in	 terms	 of	 the	 usefulness	 of	 the	 workshop	 to	 convey	 knowledge	 and	
understandings	 of	 how	 training	 via	 a	 serious	 game	 may	 be	 a	 viable	 approach	 to	 learning	 about	
delivering	and	designing	multimodal	learning	and	teaching.		The	training	satisfaction	survey	may	be	
found	in	Appendix	C.		
	

																																																													
1	https://docs.google.com/forms/d/e/1FAIpQLSeGm_cTPJoww0lxYvFs77S4sp3yuaJk7L1SugIS5KOHGUyztg/viewform		
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5 CONCLUSION	 	

This	 report	 presented	 the	 quality	 assessment	 strategy	 to	 be	 applied	 for	 making	 sure	 that	 all	
deliverables,	 game	 and	 training	 process	 will	 run	 through	 a	 quality	 procedure.	 This	 is	 essential	
especially	for	the	games	development	process	and	its	different	development	phases	to	go	through	a	
quality	process	 from	expert	 stakeholders	outside	of	 the	 consortium.	 It	 is	 also	 key	 that	 all	 partners	
and	 especially	 the	 end	 users	 (AFBB,	 SEDU,	 VUCSTOR)	 who	 will	 be	 responsible	 for	 conducting	 the	
demonstration	workshop	to	possess	the	correct	tools	for	carrying	out	the	training	process.		
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6 APPENDICES		

Appendix	A	 Evaluation	grid	for	the	validation	board		
	
	 	

	
Game	aspects	

to	be	
evaluated	

Marking	Scheme		

0	 5	 10	 15	 20	

Multimodalit
y	aspect	

The	game	does	not	
explain	the	
theoretical	
foundations	of	
multimodality	at	all	

A	multimodality	
foundational	aspect	
is	included	but	has	
not	been	extensively	
exemplified		

There	has	been	an	
attempt	to	
encompass	
foundations	of	
multimodality	across	
the	game	however	
the	player	does	not	
have	the	chance	to	
practice	it		

Examples	of	
multimodality	have	
been	presented	
adequately	but	there	
is	not	plurality	in	the	
examples		

Both	foundations	
and	practical	
examples	of	
multimodality	are	
presented		

Pedagogical	
design	

The	game	does	not	
consider	pedagogic	
principles	at	all	
such	as	multimodal	
learning	activities,	
inquiry	learning,	
collaborative	
learning,	
information	
literacy,	feedback	
assessment	and	
learning	outcomes.			

A	pedagogic	design	
consideration	is	
apparent	but	it	
partially	addresses	
multimodal	learning	
activities,	feedback,	
assessment	and	
learning	outcomes.	

There	has	been	a	
satisfactory	attempt	
to	design	multimodal	
learning	activities	but	
there	is	no	
consideration	in	
terms	of	feedback	
and	learning	
outcomes.		

Pedagogical	design	
does	encompass	
multimodal	learning	
activities,	assessment	
and	feedback	
processes	but	it	does	
not	present	learning	
outcomes	in	a	clear	
way.		

Pedagogical	
design	does	
encompass	
multimodal	
learning	activities,	
feedback,	
assessment	and	
learning	outcomes	
in	an	analytical	
and	
comprehensive	
way.		

Game	design	 The	game	design	
including	game	
play,	game	assets,	
audio	and	game	
rules	is	not	
engaging	or	
entertaining		

A	consideration	of	
game	design	
principles	is	
considered	but	it	
partially	provides	an	
engaging	and	
motivating	game	
play,	creative	game	
assets,	audio	and	
game	rules		

There	is	a	good	
attempt	to	approach	
game	design	but	
there	is	no	balance	
between	game	assets,	
audio,	rules	and	game	
play		

Game	design	does	
encompass	good	
balance	between	
gameplay,	assets,	
audio	and	rules	but	
there	is	no	alignment	
with	pedagogical	
design		

Game	design	does	
encompass	
excellent	balance	
between	
gameplay,	assets,	
audio	and	rules	
and	there	is	
alignment	with	
pedagogical	
design	

Multimodalit
y	Scenarios	

The	scenarios	are	
not	engaging	and	
do	not	represent	
multimodal	
learning	practices	

The	scenarios	are	
somewhat	engaging,	
there	is	a	
consideration	of	
multimodal	learning	
practices	but	they	
do	not	associate	
examples	of	
teaching	and	
learning	strategies,	
semiotic	resources	
and	technology	for	
meaning	making		

The	scenarios	are	
engaging,	there	is	
evidence	of	
multimodal	learning,	
but	the	teaching	
strategies,	semiotic	
resources	and	
technology	focus	only	
on	linear,	monolithic	
ways	of	representing	
multimodality		

The	scenarios	are	
engaging,	there	is	
good	application	of	
multimodal	learning	
and	the	teaching	
strategies,	resources	
and	technology	focus	
is	on	interactivity	and	
activity	learning	
guided	by	the	
teacher	

The	scenarios	are	
engaging,	there	is	
good	application	
of	multimodal	
learning	and	the	
teaching	
strategies,	
resources	and	
technology	focus	
is	on	interactivity,	
collaboration	and	
active	learning	led	
by	the	student.			
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Appendix	B	 Internal	game	review	template	
	
Section	1:	Game	scenarios	
	
	

	
	
	 	

Question	 Please	 provide	 a	 detailed	 response	 to	 the	
question.	

Do	 you	 find	 the	 quests/scenarios	
interesting	and	challenging?	If	not,	
which	 quests/scenarions	 would	 you	
require	 to	 be	 improved/changed?	 In	
what	way?	
	
	

	

Does	 the	 game	 include	 a	 variety	 of	
quests/missions	 which	 are	 closely	
related	 to	 and	 reflect	 on	 the	
multimodality	 aspect	 in	 a	 clear	
way??	
	
	
	

	
	
	
	
	
	

Is	 the	 game	 scenario	 flow	
appropriate	 for	 the	 target	 audience	
following	 a	 clear	 and	 logical	 sense	
of	 direction	 or	 levelling	
progression	 at	 a	 steady	 pace?	 Does	
the	 storyline	 include	 a	 coherent	
sequence	of	ideas?		
	

	

Are	 the	 game	 quests/scenarios	 well-
presented	in	terms	of	language	(Inc.	
oral	 and	 written	 formats)?	 Is	 the	
used	language	appropriate,	clear	and	
professionally	presented?	
	
	

	

Does	 the	 game	 scenario	
include/demonstrate	 the	 learning	
objectives	of	the	game?		
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Section	2:	User	Interface	and	Game	mechanics		
Question	 Please	 provide	 a	 detailed	 response	 to	 the	

question.	
Is	 the	 game’s	 User	 Interface	 (UI)	
user-friendly?		
	
	

	

Is	 the	 graphic	 quality	 (e.g.	 HD,	
Polished	 design,	 animations)	
satisfactory?	If	not,	please	mention	
which	 graphics	 would	 you	 require	 to	
be	improved	and	in	what	way?	
	

	

Are	 the	 audiovisual	 information	
engaging?	
	
	
	
	

	

Is	 the	 game	 bug	 free/fully	
functional?	
	
	
	
	

	

Does	 the	 game	 encompass	 balance	
between	 gameplay,	 assets,	 audio	 and	
rules?	
	
	
	

	

Is	 the	 game	 interactive	 in	 a	sense	
that	the	player	are	able	to	control,	
manipulate	 and	 influence,	 to	
a	certain	 extent,	 the	 story,	
scoring,	 text,	 video,	 characters,		
audio	and	overall	game	play?		
	

	

Do	 you	 think	 that	 the	 current	 Non	
Player	 Characters	 (NPCs)	 can	 act	 as	
virtual	 assistants	 that	 scaffold	
players‘	efforts	to	enhance	teaching	
and	 learning	 situations	 that	 are	
taking	 place	 in	 real-classroom	
environments?	
	

	

Are	the	game’s	virtual	objects	(e.g.	
multimedia	 tools,	 IWBs,	 Web	 2.0	
tools)	 represent	 real	 technological	
tools	 currently	 included	 in	 real	
classrooms?	If	not,	do	you	have	any	
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suggestions	on	how	to	improve	them?		
Is	 there	 any	 reward	 system	
integrated	 in	 the	 game?	 Can	 you	
understand	 the	 victory	 and	 loosing	
conditions?		
	
	

	

Does	 the	 scoring	 mechanism	 reflect	
your	 understanding	 in	 the	 progress	
level	of	the	game?	

	

Can	you	understand	what	you	need	to	
improve	 based	 on	 the	 visual	
mechanics	of	the	game?	
	
	

	

Do	 you	 think	 that	 the	 game	 has	 all	
the	 necessary	 game	 elements	 to	 be	
perceived	 as	 entertaining	 and	
visually	rich?	
	
	

	

Are	the	game	rules	clearly	stated	in	
the	 game?	 Are	 the	 provided	 game	
instructions/	 tutorials/resources	 in	
the	game	platform	sufficient	for	the	
players	 to	 understand	 how	 the	 game	
is	played,	its	rules	and	goals?	
Do	 you	 require	 any	 further	
clarifications?	 Do	 you	 think	 that	
different/alternative	 rules	 need	 to	
be	 used?	 If	 yes,	 could	 you	 provide	
some	examples?	
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Section	3:	Learning	mechanics		
Question	 Please	 provide	 a	 detailed	 response	 to	

the	question.	
Has	 the	 game	 a	 strong	 focus	 on	 the	
games’	learning	objectives?		

o Is	the	game’s	focus	on	training	
teachers	to	adopt	strategies,	
approaches	and	pedagogies	that	
are	student-centred	where	the	
focus	is	on	student	learning,	
self-direction	and	personal	
construction	of	meaning?	

	

	

Does	 the	 game	 involve	 players’	
engagement	 with	 a	 variety	 of	 novel	
technologies	and	innovative	pedagogical	
approaches	 closely	 related	 to	
multimodality	in	teaching	and	learning?	

	

Does	 the	 game	 allow	 you	 to	 understand	
the	features,	processes	and	strategies	
of	 multimodal	 teaching	 and	 learning	
with	the	use	of	technology?		
	

	

Is	 the	 game	 designed	 in	 way	 that	
involves	players	in	experimentation	and	
exploration	 of	 new	 knowledge	 and	
inquiry-based	learning?	
	

	

Does	 the	 game	 encourage	 higher	 order	
thinking	 skills,	 including	 creating,	
evaluating	and	analysing?	
	

	

Is	the	game	assessment	integrated	in	a	
way	 that	 allows	 players	 to	 improve	
their	knowledge	and	master	new	skills?	
Is	 the	 assessment	 in	 the	 form	 of	
summative	 (e.g.	 a	 midterm	 exam)	 or	
formative	 assessment	 (e.g.	 via	 blog	
entries,	eportfolios)	or	both?		

	

Is	 the	 game	 feedback	 meaningful	 and	
constructive	in	order	to	allow	players	
to	 reflect	 on	 their	 practices	 and	
understand	 multimodal	 teaching	 and	
learning	 strategies	 and	 practices?	 If	
not,	please	provide	suggestions-changes	
you	would	consider	to	apply.		

	

Does	the	game	allow	application	of	the	
new	 knowledge	 including	 a	 balanced	
number	of	practical	exercises?		
	
	
	

	

Does	 the	 game	 allow	 interaction	 with	 	
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other	 players	 or	 resources	 that	 will	
scaffold	his	learning?			
	
	
	

	
	
	 	

Additional	comments	
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Appendix	C	 Training	Satisfaction	Survey	
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Consent	Form		
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