contact

evolaris Privatstiftung
Hugo-Wolf-Gasse 8-8a
A-8010 Graz
AUSTRIA

Hans Joerg Peyha
Phone: +43 316-35
Mobile: +43 664-8
Fax: +43 316-351
Mail: hans-joerg.

Christian Kittl

Phone: +43 316-
Mobile: +43 664-
Fax: +43 316-35
Mail: christian.kitt

mG-BL proj

evolaris Privatstiftung (evola
AUSTRIA, www.evolaris.net

Verein Schul- und Ausbildungsberatung
AUSTRIA, www.ausbildungsberatung.at

ARC Seibersdorf research GmbH (ARC-sr),
AUSTRIA, www.seibersdorf-research.at

Anglia Ruskin University Higher Education
Corporation (Ultralab), UK, www.ultralab.net

University of Rijeka - Faculty of Maritime
Studies (PFRI), CROATIA, www.pfri.hr

University of Rijeka - Faculty of Arts and
Sciences (FFRI), CROATIA, www.ffri.hr

Department of Electrical and Electronics
Engineering of the University of Trieste
(TRIESTE), ITALY, www.deei.units.it

ASTER Scienza Tecnologia Impresa - S.Cons.p.a.

(ASTER), ITALY, www.aster.it

University of Maribor - Faculty of Organizational
Sciences, eCommerce Center (UM), SLOVENIA,
www.fov.uni-mb.si

Andragoski zavod Maribor - Ljudska univerza
(AZM-LU), SLOVENIA, www.azm-lu.si

\ mobile game-based
I I Ig- learning

Oct. 2005 - Sept. 2008

The work for this project is
supported by the
European Community
under the Information Society

Technologies (IST) Programme of the
Sixth Framework Programme (FP6).

BNE

Information Society
Technologies

www.mg-bl.com www.mg-bl.com




MG-BL - the vision

The challenge within this
project is to communicate
content from different
fields in an involving and
emotional way to a
young target
audience (students).
The basic idea is to
use the mobile
phone to implement
games bridging the
real and the virtual
world.

Based on innovative
methods from the
field of mobile learning
and pervasive gaming,
new forms of game-
based learning will be
developed. The games address
mainly affective and behavioral
learning goals, based on values, personal
views, insights, and understanding. The
mobile phone will help to lower time, local
and social barrieres by triggering social
interaction within pervasive games.

mMG-BL - objectives

® development of an easy-to-use and
cost effective method for embedding
different types of content into pervasive
games

® development of a game-based
m-learning platform

® development of at least two game
templates

MG-BL - the platform

The result of this project is
a software platform which
enables the «cost
effective development

of pervasive games
with a strong focus
on the mobile
phone. Different
ways to connect
the real with the
virtual world are
implemented, e.q.
graphical codes on
buildings which
can be read by
camera phones.
These games can be
used stand-alone but
also as support for
traditional classroom-
based learning processes.

MG-BL - system
architecture
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the mobile phone is the central gateway between
user groups, the mG-BL platform and the real
world as well as the medium and part of the
mobile game

the mG-BL platform itself is handling the planning,
controlling and administration of games. It
contains game templates and a tool that suggests
appropriate games depending on the target group,
content and learning goals

reporting modules for the evaluation of user
acceptance and measurement of individual
learning success are further key components
of the platform
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