
COLLAGE
     
Collaborative and Mobile Learning Platform Using Game-like 
Enhancements 

The COLLAGE project is co-financed 
by the European Commission within 
the framework of eLearning Programme

 The COLLAGE project introduces an innovative mobile learning application for secondary 
school curricula and adopts a game-based learning approach. 

 Through the COLLAGE platform students and teachers can play and author games on sites 
of educational interest.                

 The game is played with the aid of mobile learning technology (mobile phones, PDA’s, 
and GPS technology) enabling direct communication with players situated on site or in the 
classroom.

 The teachers who get involved in authoring a COLLAGE game may be inspired by associ-
ating the theme and instructional objective of their curriculum with the game’s objective. 
The players learn on the game site, they combine knowledge from different subjects, work 
effectively as a team, and examine and justify their choices. 

 A game narrative with elements of mystery, intrigue and suspense will help to initiate 
students’ engagement. Fun, speed, ease of use and variety are very important to sustain 
engagement. An overview of the player’s position on the site and in the winning list is im-
portant in adventure and board games.

  
 The COLLAGE games aim to engage the player, challenge the learner, and trigger ‘after-

game’ reflection and discussion within the game teams. 

 The COLLAGE platform is being promoted as an eTwinning activity. 

www.ea.gr/ep/collage/
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COLLAGE aims at using existing experiences in the field of mobile learning 
applications in Europe, so that best practices are integrated in an innovative, 
really state-of-the-art mobile learning support and information application. The 
project is setting the following specific objectives:

To integrate existing best practices into the design and development of 
a pedagogical framework for the effective introduction of mobile learning 
technology into the teaching and learning processes of secondary schools. 

• To adopt and integrate existing technologies into an innovative ‘COLLAGE 
platform for mobile learning’. 

• To implement and test the COLLAGE learning support and information service 
with secondary school students and their teachers. 

• To pedagogically evaluate the COLLAGE service.
• To validate, at the European level, the best practices of mobile learning that 

will be identified, through presentation to extended audiences.
• To disseminate the project and its achievements to the widest possible 

interested audience, exploit the potential of project outcomes for further 
development and commercialisation, and establish the sustainability of the 
COLLAGE service beyond the EU-funding period. 

• To manage and coordinate project activity effectively and efficiently.

Pedagogical Scenario 

A school from Greece and a school from Austria play and create quiz 
games with mobile computers. The two schools author games around two 
archaeological sites: the Minoan Palace of Knossos in Greece and the ancient 
Roman site of Carnuntum in Austria respectively. They collect information, 
sketches and photographs so that the quiz questions drive the game players 
to wander around the site, discover paths, resolve riddles, and establish their 
presence in predefined territories.The legends of the Greek mythology and 
the Roman empire expeditions set the scene for the games. The game is 
uploaded on the COLLAGE platform. The Greek school invites the Austrian 
school to play the game they authored for Knossos. They Greek is invited to 
play the Carnuntum game in Vienna. Any school can participate by playing 
the existing games or enriching the game questions. The answers of the 
game palyers, their comments, and their game strategy are stored on the 
platform and are used in classroom and electronic forums for ‘after-game’ 
reflection and discussion. 


