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ABSTRACT

TheUniversityofPatras’LibraryServicesdesignedandofferedtoprimaryandsecondaryschools
the pilot educational program “From the Ancient to the Modern Tablets”, featuring immersive
multimedialearningexperiencesaboutthebookhistory.Thepilotprogramconsistedofthreestages:
aplayfullibrarytour,followedbyaninteractivegame-baseddigitalstorytellingactivitywithgame
elements,andacollaborativecreativereflectivehands-onactivity.Utilizingtheavatarpsychology
power, thevisualizationandsimulationaffordancesof3Dimmersive learningenvironmentsand
theappealofstorytellingandgame-basedlearning,the“gamified”blendednarrativeonthebook
evolution enabled learning as problem-focused, embedded and context-generated. An additional
researchstudywasconductedtoinvestigateteachersopinionsregardingtheeffectivenessofthe3D
VirtualImmersiveEnvironment(s);thisfocusedonstudents’learningandthinkingskillsinthesocio-
cognitive,psychomotorandaffectivedomain.Thisworkexposesthepedagogicaldesign,presents
thesocio-technicaldevelopmentandreflectsontheinitialresearchfindings.
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1. INTRoDUCTIoN

Attimeslibrarieshavebeencriticizedforbecomingincreasinglyoutdatedorirrelevantintheage
ofubiquitousaccesstoknowledgeandinformation.Wearguethatintheeraoflifelonglearning,
libraries canbecomeplacesand spaces,whichhost learningopportunities that are accessible to
all.Beyondfulfillingtheirtraditionalroleofofferinginformationandknowledge,librariescanbe
transformedandevolvetocriticalandreflectiveknowledgeproviders,canoffercreativeworkshops
anddevelopinnovative,openlearningspacesforanyage.Universalaccesscanbeachievedwiththe
helpofeducationaltechnologyspecialistsandlearninginnovatorsdesignthinking.

AsanintegralpartofitsmissiontheLibraryandInformationCenter(LIC)oftheUniversityof
Patrasconsidersthattostayaccessibletoandcollaboratewithschoolssoastosupportschoolteachers
andstudentsintheirlearningventures.ThisapproachisalignedwiththefunctionofLibrariesin
the21stcenturyas“thirdplaces”(Montgomery&Miller,2011)thatfacilitatelearninginmultiple
ways.“Athirdplaceisanopenaccessibleareaorspacewherecitizenscancongregatevoluntarily
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andinteracttoproducesocialvalue.”(Oldenburg,1999).Thetwootherplaceswherepeoplespent
theirtimedailyareworkplaceandhome.

In2012,theUniversityofPatrasdecidedtolaunchanewinstitution-wideinitiativecalled“Schools
gototheUniversity”,(UniversityofPatras,2014),andinvitedallinteresteddepartmentstodesign
andoffershorteducationalprogrammessuitableforprimaryandsecondaryeducationschools.All
programmeswerecommunicatedtoschoolsofthePrefectureofAchaia.Interestedschoolscould
arrangevisitsforoneorseveralclasstoanyprogramsduringaspecifiedspringopen-doortwo-week
period.

Respondingtothisinvitation,LICdesignedthepiloteducationalproject“FromtheAncientto
theModernTablets”,(UniversityofPatrasLibraryServices,2014),animmersiveplayfulmultimedia
learning experience about the history and future of books. The programme combines digital
storytelling,3dvirtualimmersivelearningenvironments,andgamification,utilisingtheconceptsof
problem-focusededucation.

The current work is an extended version of thework presented in a conference publication
forum,co-authoredbyMystakidis,Lambropoulos,Fardoun,andAlghazzawi(2014).Theextended
workelaboratesmoreonthepedagogicaldesign,thesocio-technicaldevelopmentprinciplesandthe
formativeassessmentresultsoftheeducationalprogramme.

2. THEoRETICAL BACKGRoUND

Inthissection,thereisanexposureofourmaintheoreticaltermsandpedagogicaldesignconcepts.
Thussections2.1-2.4outlinetheconceptualessenceandpersonalmotivationtoaimatconstructing
thistypeofpedagogicalinstrumentthatmainlytargetsathistoricalevents’findingandunderstanding.
Thewholeresearchstudyhasbeencarriedoutinanexperimental,ratherunusual,butyetinnovative
andeffectiveway,whichrevealedinterestingconceptualpedagogicalaspectsofproblem-focused
educationandenquiry-basedlearning.

2.1. Digital Storytelling
Storytellingisauniversalanddiachronicmediumforknowledgeandwisdomtransferacrosscultures
(Bruner,1991).Storytellingisthesocio-culturalactivityofsharingstories,oftenwithimprovisation,
theatrics,orchangingtheemphasisondifferentaspects.Historically,variousstoriesandplotshave
beensharedbyhumansasameansofentertainment,education,culturalpreservationandinstilling
values and cultural norms. Crucial elements of storytelling are the plot, the characters and the
narrativepointsofview.Theterm‘storytelling’,however,hasratherbeenusedinanarrowsenseto
referspecificallytooralstorytellingandalsoinaloosersensetoconsidertechniquesusedinother
mediatounfoldordisclosethenarrativeofastory(Wikipedia,2017).Furtherdigitalstorytelling
usescontemporarytechnologies,suchasdigitalmediatoutilizetheancientformofcommunication
throughstories.Moreover,digitalstorytellingutilizesvisualandauditoryelementstocomposeand
delivervaluablemeaningsandmessages.Musicandsoundeffectscanaccompanythenarrativeto
addatmospherictensiontotheexperience.Thistypeofstorytellingisarathercompellingmethodto
constructandorganizelearningbothforchildrenandadults(Ohler,2006).Itcanbeusedbothasa
teachingandlearningstrategy,forexampleasavitalcomponentinanorganizedstudent(individual
or group) project. Van Eck argues that narration and storytelling are two of the most powerful
instructionalstrategies(VanEck,2007).“Storiesallowustolearnfromtheexperience(s)ofothers
withouthavingtofaceanotherperson’spersonalconsequences…”(Baer,2013).McAdamshasargued
thatthehumanbehaviorisbeingguidedbynarrativeconstruction(McAdams,2006).Storytelling
hasalsobeenfoundtobeaneffectivemethodtoincreaseinformationretention.AdvalandWyer
(1998)havedemonstratedthatadultstendtorememberfactsandotherpiecesofknowledgemore
accuratelyiftheyencountertheminastoryratherthanreadingtheminalistorsimpletextformat
(Adaval&Wyer,RobertS.,1998).



 

 

14 more pages are available in the full version of this

document, which may be purchased using the "Add to Cart"

button on the publisher's webpage: www.igi-

global.com/article/the-case-of-literacy-motivation/192085

Related Content

Online Tutoring Roles: Italian Teachers' Professional Development

Experience
Valeria Pandolfini (2014). Online Tutor 2.0: Methodologies and Case Studies for

Successful Learning  (pp. 119-143).

www.irma-international.org/chapter/online-tutoring-roles/102435

Implications of ICT for Society and Individual
Mahan Ranjbarand Abbass Ghanbary (2012). Technologies for Enhancing

Pedagogy, Engagement and Empowerment in Education: Creating Learning-Friendly

Environments  (pp. 183-197).

www.irma-international.org/chapter/implications-ict-society-individual/58014

Digital Muslimahs: ICTs and Changes of Minority Women in Greek Thrace
Keratso Georgiadou (2020). Handbook of Research on Digital Learning (pp. 107-

122).

www.irma-international.org/chapter/digital-muslimahs/238714

Letting Go and Letting the Angels Grow: Using Etienne Wenger's Community

of Practice Theory to Facilitate Teacher Education
Paul Breen (2015). International Journal of Web-Based Learning and Teaching

Technologies (pp. 14-26).

www.irma-international.org/article/letting-go-and-letting-the-angels-grow/123159

Videogame Performance (Not Always) Requires Intelligence
M. Ángeles Quiroga, Francisco J. Román, Ana Catalán, Herman Rodríguez, Javier

Ruiz, María Herranz, Marta Gómez-Abadand Roberto Colom (2013). Curriculum,

Learning, and Teaching Advancements in Online Education (pp. 230-242).

www.irma-international.org/chapter/videogame-performance-not-always-requires/76748

http://www.igi-global.com/article/the-case-of-literacy-motivation/192085
http://www.igi-global.com/article/the-case-of-literacy-motivation/192085
http://www.irma-international.org/chapter/online-tutoring-roles/102435
http://www.irma-international.org/chapter/implications-ict-society-individual/58014
http://www.irma-international.org/chapter/digital-muslimahs/238714
http://www.irma-international.org/article/letting-go-and-letting-the-angels-grow/123159
http://www.irma-international.org/chapter/videogame-performance-not-always-requires/76748

