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Triseum Pilot: Future Classroom Scenario 

Title of the scenario: 

ARTé: Mecenas: Art Economics: Past and Present 

  

Names of  author(s) 

Evangelia Karimali 

  

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  

 Flipped classroom 

 Student centered learning 

 Pair learning 

   

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? 

 

Although the game is about art, teaching is multifaceted and multidisciplinary, involving a lot of 

thematic fields: history/society, economics, political science, art. My aim thus is to use it as a 

complementary tool to search for ideas about the role of art and game in microeconomic theory. 

 

The main objectives: 

1. HISTORICAL BACKGROUND AND CRITICAL THINKING 

a. To understand the character of Renaissance: the growth of individualism; secularism 

and the return to ancient Greek and Roman principles. 

b. To realize the role of art at that period (patronized by bankers and the Pope in  several 

cities in Italy) 

2. POLITICAL SCIENCE and ANTHROPOLOGY 

a. To understand the relationship between economic transactions and social and political 

power and status. 

3. ECONOMICS: GAME THEORY 

a. To realize the difference between profit, usury and factors. 

b. To learn about Game Theory in Economics (definition, types such as symmetric-non 

symmetric, zero-sum-non zero sum, simultaneous-sequential, stochastic outcomes 

etc). Also to learn about minimax solutions (i.e., considering the worst case when 

negotiating and not overestimating profit). 

4. MODERN ART ECONOMICS: to understand how modern house auctions and art markets 

are organized and how they function today (policies, strategies laws, etc). 

 

http://www.allourideas.org/trendiez/results
http://www.allourideas.org/trendiez/results
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Learner’s Role 

What sort of activities will the learner be involved in? 

GAME BASED LEARNING ACTIVITIES 

Decision-making, Intuitive thought, Problem-solving 

 

HISTORICAL BACKGROUND ACTIVITIES 

a. Research inquiry (i.e., bibliography search in School Library)  

b. Video attendance (see below) 

c. Brainstorming activities (formulating open-ended questions to be answered later) 

d. Specific knowledge targets: what was the role of art then and today, the power of the 

Papal Church, soul salvage etc. 

e. Assessment of knowledge  

f. Self-reflective activities (how did their concepts change by playing the game?) 

  

Tools and Resources 

 

What resources, particularly technologies, will be required?  

1.The Renaissance - Episode 1 - Rise of the Medici: 

https://www.youtube.com/watch?v=lWurb3Mq-XY 

 

2. GAME THEORY (ECONOMICS): https://en.wikipedia.org/wiki/Game_theory 

  

Learning space 

 

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

School classroom 

Library 

Future Classroom Scenario Narrative 

Describe the main ideas of the scenario.  

Although the game is about art, teaching is multifaceted and multidisciplinary, involving a lot of 

thematic fields: history, economics, political science, art. Our aim thus is to use it as a 

complementary tool to search for ideas about the role of art and game in microeconomic theory. 

We covered four topics:  

1. ART (role, famous paintings and painters), 

2. SOCIETY  (the rise of bankers and merchant class, Medici as bankers, the growth of 

individualism; secularism and the return to ancient Greek and Roman principles), 

3. POLITICS (the interplay between Church, national town, Ottoman empire etc.) and  

4. GAME THEORY (definition, types such as symmetric-non symmetric, zero-sum-non 

zero sum, simultaneous-sequential, stochastic outcomes etc.). Also to learn about 

minimax solutions (i.e., considering the worst case when negotiating and not 

overestimating profit). 

Then we divided each topic up to different levels and sessions, after close examination. 

 

SESSIONS 

https://www.youtube.com/watch?v=lWurb3Mq-XY
https://en.wikipedia.org/wiki/Game_theory
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I. PRE-GAME STAGE 

1. CONCEPT BRAINSTORMING: We formulate questions through open-ended 

questions and brainstorming (What is art? How does an artist act in different periods? 

Is art a collective or an independent activity?) 

2. Library research and video attendance (identify paintings and painters and social 

context, the role of Medici etc.).Investigate about GAME THEORY IN ECONOMICS 

 

II. GAME (ARTE MECENAS) PLAYING 

1. Play the game LEVEL 1. Work in pairs. Pairs of students investigate names and art 

paintings (artists and art paintings mentioned in the game to be  presented in POWER 

POINTS) 

2. LEVEL 2→ the role of Church, soul salvage, national conflicts between different Italian 

towns. Creative writing: write individual personal storylines of a merchant/banker/artist 

based on the game.  

3. LEVEL 3 and 4: Students create short videos (i.e., MOVAVI VIDEO PLAYER) 

regarding the storylines of individuals (a merchant, banker or artist mentioned in the 

text) 

 

III. AFTER-GAME STAGE 

Comparative and reflective thinking (how original concepts about ART and economics 

changed). Students write in personal notebooks (using 1st person) how the game affected 

their bias, preconceptions, and plan future activities i.e., play other educational games, learn 

about other Periods, i.e., the role of artist in Byzantine culture. They also investigate how 

modern house auctions and art markets are organized and function today (policies, strategies 

laws, etc.) 

  

Learning Activities 

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

https://v.gd/2ygJH6 

 

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 

 

https://v.gd/2ygJH6
http://fcl.eun.org/toolkit
https://creativecommons.org/licenses/by-sa/4.0/
https://creativecommons.org/licenses/by-sa/4.0/
https://creativecommons.org/licenses/by-sa/4.0/

