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       The DIG4LIFE Serious Game series has been

released for testing phase, in all project partner

countries.

The release was done in two stages

The DIG4LIFE Serious Game series is released in

6 episodes, SCORM packages, ready to be

installed in a LMS (Learning Management

System) platform, to allow students and

teachers of the schools involved, to self-assess

their level of digital maturity, identified

according to the model provided by DigComp
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Paolo and Francesca, our Serious Games

protagonists, engage students in adventures:

how to overcome everydays problems and/or

situations that they have to face?

They have also e non human friend, a drone

named Archi.

 A mentor (teacher) support them providing

detailed feedbacks at the end of each episode. 

Stay tuned to know the outcome of the

challenge…



TRIALS EXPERIENCE IN
ITALIAN SCHOOL

The Serious Game DIG4LIFE tool is on test in the

Italian School and is developing the digital skills

of 150 students all over 10 schools involved:

Borghese Faranda Patti School, Institution Enrico

Mattei, Ceccano, Liceo Buchner of Ischia, Italian

School of Athens, Merendino Capo d'Orlando

School, Pilo Albertelli, I.S.G.M. Carbonia, Gullace

Talotta Institute.

Roma Tre University and the Entropy Knowledge

Network Company are the entities that

coordinate this Trials experience and the teachers

of each Italian school (minimum 2 maximum 7)

carried out the experimentation with their

students.

The trials experience in Italian School (May/July

2022) was organised and managed in Moodle

platform, made available by the DITES research

center of the Link Campus university as an

associated partner; each school received a space

dedicated to trials experience: in Moodle

platform are available all episodes of the serious

game and some useful information to carry out

the briefing and debriefing for each

competence.

Author: Giulia Cecchini, Cristiana Pivetta
Institution: Roma Tre

At this moment the trial experience ended and

almost all the students carried out a satisfaction

questionnaire. The other partner Countries

followed the same trial experience with their

School between November/December 2022.

The high level of space and time in the

classroom was fundamental. Moreover, as for the

"Training for teachers" path, the participation of

some teachers has allowed to involve more

students than the number foreseen by the

project; We must highlight the important

support received by the technicians of the

moodle platform and the professionals of

gamification EKN: to all of them we thank you for

your active participation in the DIG4LIFE project.



TRIALS EXPERIENCE IN
SPANISH SCHOOLS

TRIALS EXPERIENCE IN LITHUANIAN SCHOOLS

The trials of the Dig4Life game are taking place in

the Spanish schools during the months of

November and December, 2022. A total number

of 17 teachers involving a population of more

than 500 students have registered for

participating in the Dig4Life trials. Many of these

teachers participated in the Training for Teachers

program and were highly involved in the design

of the storyboard of the Tuesday episode of the

game. Some others are teachers who decided to

use the game in their classrooms and registered

in the trials after being contacted by the project

team.

Author: Mercedes Ruiz

Author: Erika Zuperkiene

Institution: UCA

Institution: KU Klaipeda University

The episodes of the Dig4Life game have been

loaded into a Moodle platform managed by the

UCA team. From there, teachers and students

can easily follow a process to play the game,

analyze the results obtained regarding the self-

assessment of their level of digital competence,

and, finally, get access to the questionnaire to

provide their feedback.

The trials are planned to be run between

November 12 and December 21, 2022 in eleven

different schools located in the region of

Andalusia, in Southern Spain. In some schools,

teachers have planned to use the game in the

classes that take place after the term evaluations

so that the students will enjoy some fun time

after the exam period and right before their

Christmas break.

The trials of the Dig4Life game are taking place

in the Lithuanian schools during the months of

November and December, 2022. A total number

of 12 teachers involving a population of more

than 200 students have registered for

participating in the Dig4Life trials, 138 of them

were active in trial of serious game.  

Lithuanian participants performed the serious

game in English. In the meeting with the

teachers, they expressed their opinion orally that

the text and tasks of serious game are clear and

understandable. 

Some of teachers participated in the Training for

Teachers program and were involved in the

design of the storyboard of Friday episode of the

game. 

Some of teachers participated in the Training for

Teachers program and were involved in the

design of the storyboard of Friday episode of the

game. 

The episodes of the Dig4Life game have been

loaded into a Moodle platform managed by the

Klaipeda University team. From there, teachers

and students can easily follow a process to play

the game, analyze the results obtained regarding

the self-assessment of their level of digital

competence, and, finally, get access to the

questionnaire to provide their feedback.

The trials are planned to be run during the

November, 2022 in three different schools

located in the region of Klaipeda, in Western

Lithuania. We thank you for all active techers and

pupils for participation in the DIG4LIFE project.



O3 PROTOCOL FOR TESTING THE DIG4LIFE
GAME ON SCHOOL STUDENTS (UCA)
Author: Mercedes Ruiz
Institution: UCA

Once the Dig4Life serious game has been

fully developed and released, it comes the

time for us to evaluate if the game serves

to achieve the goals for which it was

created. To conduct this evaluation

process, a research protocol was

developed led by the UCA partner with

the collaboration of all the partners of the

project. 

One of the decisions made has been to

evaluate the game in terms of the

usability and player experience quality

factors. In addition, these two factors will

be evaluated from two perspectives:

students and teachers. The instrument

selected to conduct the evaluation has

been the questionnaire. After reviewing

the research literature available in

assessing similar tools to design a sound

evaluation protocol in terms of quality

factors and procedure.

In the context of Dig4Life, the player

experience covers the interaction of the

students/teachers with the Dig4Life game.

This quality factor includes the following

features: challenge, satisfaction, focused

attention, fun, and relevance. 

Additionally, we define usability as the

degree to which the Dig4Life game can be

used by the students to achieve specific

goals related to digital competence

evaluation, with effectiveness and

efficiency.

 This factor is composed of the following

features: aesthetics, learnability,

operability, and accessibility.

Two different questionnaires have been

created to serve as the assessment

instruments. One of them will be used to

collect the student’s feedback and the

other one, to collect the teacher’s

feedback. Apart from collecting the

necessary demographic data, the

questionnaires will ask several questions

to the respondents to help them

anonymously provide their evaluation and

feedback about the different factors and

features described above, as well as their

impressions about the strengths and

weaknesses of the game. The

questionnaires have been implemented in

a multilingual environment, allowing the

respondents to select among the English,

Italian and Spanish languages.

Once the assessment protocol has been

designed and validated by all the project

partners, it has come the moment we

were looking forward to: letting our school

teachers and students play the game and

collect their valuable feedback!



O3. IMPLEMENTING THE DIG4LIFE TRIALS ON
SCHOOLS (UCA)
Author: Mercedes Ruiz
Institution: UCA

The Dig4Life serious game has been

developed as a tool to self-evaluate

student’s digital competence on the basis

of DigComp. The serious game consists of

six episodes that allow students to assess

their level of digital proficiency in the five

competence areas of DigComp as well as

the competence Digital Numeracy.

Though the competence Digital

Numeracy is not explicitly addressed in

DigComp, it has been included in the

game since numeracy is important to

young people at all educational levels as a

basic resource that is used in the whole

school curriculum. The game can be used

as a whole product used to evaluate all

the competences during an academic

year or it can be used to assess a specific

area of competence in an isolated

experience. Thus, it is advisable that

before starting the experience in the class,

teachers should test the episodes of the

game to plan their class sessions

depending on the time availability and

needs of the syllabus.

Before starting the first class session with

the game, teachers should introduce the

game to the students: narrative context

and characters, game episodes, game

rules, and technical requirements.

 Each class session should evaluate one

competence area by using the

corresponding episode.

The teacher summarizes the

competence area and the behaviors to

carry out depending on the selected

game episode.

The teacher summarizes the general

context of the episode storyline.

The teacher provides students with the

link to access the game episode.

The students play the game

individually for the first time.

In the light of the results obtained, the

teacher helps to interpret them by

providing feedback to the students.

The teacher can conduct a debriefing

phase about the experience and

propose improvement activities to the

students

 It is advisable that the first episode should

be played during the class time, whereas

the rest of them can be played by the

students wither in or out of the class,

depending on time restrictions.

For each class session the structure

recommended to the teachers is:

1.

2.

3.

4.

5.

6.

At the end of all the planned game

sessions, the teacher should provide the

link to the student´s questionnaire.

Additionally, the teachers should also

answer the teacher´s questionnaire to

provide their own feedback about the

experience of the students and their own

one.



Author: Daniel Perdiguero Rodríguez
Institution: Academia

 TRIALS EXPERIENCE IN
SLOVENIAN SCHOOLS

The Dig4Life game, developed as part of the

Dig4Life project, was recently piloted at the

Slovenian primary school of the Municipality of

Kungota (Osnovna šola Kungota). During the

month of December 2022, more than 60

students from five different classes and grades

participated in the trial testing of the game. The

teachers involved in the pilot testing were given

access to the Moodle platform, which will enable

them to provide students with access to the

game for use in their regular practices in the

future.

The episodes of the Dig4Life game were loaded

onto the Moodle platform, which is managed by

Academia. From this platform, teachers and

students can easily follow a process to play the

game, assess their own level of digital

competence through self-assessment, and

provide feedback through a questionnaire. The

trial testing was planned for the end of

December 2022, and additional trials are

planned for the beginning of 2023.

The teachers at the primary school of Kungota

are excited to use the Dig4Life game in their

classes after the holiday break as a fun and

engaging activity before the end of the school

year. By playing the game, students will have the

opportunity to improve their digital competence

while also enjoying some enjoyable downtime

before the busy school schedule resumes.



TRIALS EXPERIENCE AT UAS FH JOANNEUM
Author: Maja Dragan
Institution: FH JOANNEUM 

Within this activity we envisaged to test

students from the dual study program

PTO under the tutoring of the mentors.

But before letting the students play and

test the serious game the big challenge

was recording the voice of Francis, where

we were very lucky to work with a

colleague, who is a professional voice

speaker and English native speaker. The

work was done in the studio at FH

JOANNEUM with the support of the

colleague from the study program

Communication, Media, Sound and

Interaction Design.

We started the testing phase at the end of

November within the study program

Production Technology and Organisation

(BSc) and Engineering and Production

Management (MSc).  The project and the

task were presented in the lecture Work

term Seminar for 4 cohorts. Students are

very familiar with project and game-based

learning. The serious game was shared,

organized, and managed on the Moodle

platform where all episodes of the serious

game and some useful information to

carry out the briefing and debriefing for

each competence can be found, as well as

the link to the questionnaire for the

students.

But beyond the questionnaire we

organized with each cohort a focus group

with students´ representatives to talk

about the questions, open issues and

improvements of this game as well as

using games for teaching and learning at

the tertiary level.



TESTING OF THE PROTOTYPE ON SCHOOL
STUDENTS (UCA)
Author: Mercedes Ruiz
Institution: UCA

Once the Dig4Life serious game has been

fully developed and released, it comes the

time for us to evaluate if the game serves

to achieve the goals for which it was

created. To conduct this evaluation

process, a research protocol was

developed led by the UCA partner with

the collaboration of all the partners of the

project. 

One of the decisions made has been to

evaluate the game in terms of the

usability and player experience quality

factors. In addition, these two factors will

be evaluated from two perspectives:

students and teachers. The instrument

selected to conduct the evaluation has

been the questionnaire. After reviewing

the research literature available in

assessing similar tools to design a sound

evaluation protocol in terms of quality

factors and procedure.

In the context of Dig4Life, the player

experience covers the interaction of the

students/teachers with the Dig4Life game.

This quality factor includes the following

features: challenge, satisfaction, focused

attention, fun, and relevance.  

Additionally, we define usability as the

degree to which the Dig4Life game can be

used by the students to achieve specific

goals related to digital competence

evaluation, with effectiveness and

efficiency. This factor is composed of the

following features: aesthetics, learnability,

operability, and accessibility.

Two different questionnaires have been

created to serve as the assessment

instruments. One of them will be used to

collect the student’s feedback and the

other one, to collect the teacher’s

feedback. Apart from collecting the

necessary demographic data, the

questionnaires will ask several questions

to the respondents to help them

anonymously provide their evaluation and

feedback about the different factors and

features described above, as well as their

impressions about the strengths and

weaknesses of the game. The

questionnaires have been implemented in

a multilingual environment, allowing the

respondents to select among the English,

Italian and Spanish languages.

Once the assessment protocol has been

designed and validated by all the project

partners, it has come the moment we

were looking forward to: letting our school

teachers and students play the game and

collect their valuable feedback!



MULTIPLIER EVENT IN
MARIBOR
Author: Daniel Perdiguero Rodríguez
Institution: Academia

The month of October 2022 marked a

significant gathering for the project

partners, as they convened in the beautiful

city of Maribor, Slovenia, where the

partner Academia d.o.o. has its

headquarters. All participating institutions

were represented at the meeting,

including partners from Lithuania, Spain,

Italy, Finland, Austria, and Slovenia.

The primary goal of the gathering was to

hold a transnational project meeting with

the consortium in Maribor, during which

the progress of activities and the status of

the Intellectual Outputs (IOs) could be

reviewed and discussed. The plan for pilot

testing the game in various countries was

also reviewed, and updates on the various

IOs were shared.

In addition to the project meeting, the

partners had the opportunity to

participate in a conference on

internationalization and innovation in

education, where the Dig4Life project was

presented as a good practice. During the

conference, the project coordinator,

Stefania Capogna, gave a comprehensive

overview of the project, including the

needs analysis and background, as well as

the innovative approach of using serious

games for self-assessment. The

conference, which was conducted in

Slovenian, attracted a diverse group of

stakeholders.

Overall, the gathering in Maribor was a

productive and informative event for the

project partners, as they were able to review

the progress of the project and share their

experiences with a wider audience. The

opportunity to present the Dig4Life project

as a good practice at the conference was a

valuable opportunity to showcase the

unique value of the project to stakeholders

and potential partners.


