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Triseum Pilot: Future Classroom Scenario 

Title of the scenario: 

Art and Power Relations - From Ancient Greece to the Medici Family 

  

Names of  author(s) 

Poimenidou Despoina 

  

Relevant Trend/s  

 

Write the trend(s) or trends the Scenario is intended to respond to. 

e.g. http://www.allourideas.org/trendiez/results  

- Game Based Learning & Gamification: learning is mixed with games or with game 
mechanisms. 
- Collaborative Learning: a strong focus on group work. 
- Student Centered Learning: students and their needs are at the center of the learning 
process. 
- Edutainment: playful learning. Learning while having fun. 

   

Learning Objectives and Assessment 

 

What are the main objectives? What skills will the learner develop and demonstrate within the scenario? 

(e.g. 21st Century Sk ills).  How will the progress in achievement be assessed, ensuring the learner has 

access to information on their progress so they can improve?  

Within this scenario the learner is expected to develop and demonstrate the following skills:  

- Research and problem solving skills (defining, searching for, evaluating, selecting, 

organizing, analyzing, comparing and interpreting information).  

- Communicative skills (coordination and collaboration between peers). 
- ICT functional skills (skills relevant to mastering the use of different ICT -Information 
Communication Technology- applications). 
- ICT skills for learning (skills that combine both cognitive abilities or higher-order thinking skills 

with functional skills for the use and management of ICT applications; meta-cognitive skills 

(EDU/WKP, 2009/20). 

The learning process will be assessed with pre- and post- activities questionnaires and via 

peer review.  

  

Learner’s Role 

 

What sort of activities will the learner be involved in?  

The learner will be involved in activities designed to develop the skills mentioned above, e.g. 

gathering information about the conditions that led to producing art in Ancient Greece and in 

the Renaissance, compare these conditions, select the proper material for developing an 

issue of an e-magazine, exchange ideas using a wiki space. Some other activities aim to 

enhance learners’ creativity (designing art works) and research skills (process data).  
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Tools and Resources 

 

What resources, particularly technologies, will be required?  

 Books, PC, interactive whiteboard, PC software (e.g. SPSS - Statistical Package for 

Social Sciences in order to be able to process data) 

 

 ARTé: Mecenas videogame 

  

Learning space 

 

Where will the learning take place e.g. school classroom, local library, museum, outdoors, in an online 

space?   

The learning process will take place both in the school classroom and outdoors (home, 

school library, ICT lab). 

  

  

Future Classroom Scenario Narrative 

Describe the main ideas of the scenario.  

The main idea of this scenario is the comparison of the conditions that lead to producing 

artwork in Ancient Greece (Athens of the 5th century B.C.) with the conditions that led to 

producing artwork in the Renaissance, with a special interest to the role of Maecenas in both 

historical periods. The aim is to understand how both different social and political conditions 

and religious beliefs lead to the production of masterpieces. For the implementation of the 

scenario the game ARTé: Mecenas will be used. The scenario is divided in 3 phases: 

 

     Phase 1 – pre-game activities 

This phase includes activities designed in order to determine to a degree students’ previous 

knowledge and introduce them to the art of Ancient Greece and the Renaissance (using Key 

points deriving from the game). These pre-game activities include a pre-game questionnaire 

and a PowerPoint presentation so that students become familiar with the main characteristics 

and artwork produced in the Renaissance and be able to identify some of the paintings 

appearing in the game ARTé: Mecenas.  

 

      Phase  2 – game activities 

Students will be encouraged to play the game ARTé: Mecenas on their own and all together 

in class in order for selected artworks to be emphasized and discussed. 

 

      Phase  3 – post-game activities 

Students will be divided into groups in order to learn more about the conditions that lead to 

producing artwork in the Renaissance – starting from the knowledge they gained while 

playing the game - and compare them to the conditions that led to producing artwork in 

Ancient Greece. 

They will prepare an issue of an e-magazine using joomag format. 

Finally they will fill in a “post-game” questionnaire in order to determine students learning 

gains. 
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Learning Activities 

Link to the Learning Activities created with Learning Designer (http://learningdesigner.org)  

Pre-game activities: https://v.gd/wYgN03   

 

Game activities: https://v.gd/wpTNMN  

 

Post-game activities: https://v.gd/5ckiWu 

 

This Future Classroom Scenario has been developed as part of the Triseum Pilot project. Find 
more Future Classroom Scenarios in the Future Classroom Lab website 
(http://fcl.eun.org/directory) and learn how to create your own scenarios by using the Future 
Classroom Toolkit (http://fcl.eun.org/toolkit). 
 
 

This work is licensed under a Creative Commons Attribution-ShareAlike 4.0 
International License 
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