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Triseum Pilot: Future Classroom Scenario 

Title of the scenario: 

#Art&power 

  

Names of  author(s) 

Francesca Pellegrino 

  

Relevant Trend/s  

 

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

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

- Analysis of the preliminary context 
- Working in teams 
- Collaborative learning 
- Game based learning 
- Mobile Learning 
- Recognition of artworks 
- Contextualization of works of art in their historical period of belonging 

 

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?  

- Knowledge of Renaissance Art 

- Improving English language skills 

- Ability to recognize artworks 

- Knowledge of principal historical events and context 

  

Learner’s Role        

What sort of activities will the learner be involved in?  

- Working in pair and in groups 

- Looking for information in the web, searching on computers or mobile 

- English language translation, English language comprehension  

- Mathematical calculations by evaluating the pros and cons of every decision 

- Negotiate logics and making choices step by step 

  

Tools and Resources 

What resources, particularly technologies, will be required?  

Mobile: Students can use their mobile phones to look for the information needed 

Computers: for playing the game and web research 

Interactive whiteboard for iconographic reading of artworks 

For the functional understanding of the context, learners are invited to consult the following 

sources: 

http://www.allourideas.org/trendiez/results
http://www.allourideas.org/trendiez/results
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1. http://www.italianrenaissanceresources.com/units/unit-8/essays/introduction/ 

2. https://www.nga.gov/features/slideshows/patrons-and-artists-in-late-15th-century-

florence.html 

3. https://www.palazzostrozzi.org/mostre/denaro-e-bellezza/?lang=en 

  

Learning space 

 

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

Mainly in the school’s computer lab. Students are allowed to play at home. 

  

 Future Classroom Scenario Narrative 
Describe the main ideas of the scenario.  

The game-based learning experiment activated thanks to ARTé: Mecenas can facilitate a new 

and experimental modality of the knowledge of Italian Renaissance art and to motivate 

students to appreciate the subject. Even though this topic is considered to be important in the 

curriculum of school studies, it has difficulty in captivating the minds of students and motivating 

them to invest their resources in its study. 

This can be very profitable both in school contexts such as the Italian one in which knowledge 

of the history of art plays a central role in the curriculum, and in areas where art is a peripheral 

aspect of other studies. 

To achieve these objectives, therefore, the preliminary preparation of students and the analysis 

of the historical and historical artistic context to which the students were introduced is very 

important. For example, if we wish to pursue results in the artistic field, it will be desirable that 

the students are introduced in advance to the salient aspects of the art of the period and to the 

dominant culture of the age that ARTé: Mecenas deals with. 

The history of art enjoys in many European schools’ scene an important and significant 

position, conveying important skills in the fields of skills aimed at the maturation of critical and 

divergent student thinking. 

The Renaissance, for example, with its sophisticated connections to the development of 

modern culture, Patronage (in Italian: Mecenatismo) and the same artistic and social history, 

could be considered among the foundations of the training of today's students of high school. 

ARTé: Mecenas can therefore promote a greater mastery of both the artistic content and the 

historical, social and cultural aspects of the context thanks to the work of recognizing images, 

their interpretation and the expansion of their knowledge in the historical-artistic field. 

The game-experiment activated and therefore reproducible in many school contexts can be 

that of working in peer groups, distributing roles and competences among students. 

The choice is made to work in a laboratory of technologies giving all students the opportunity 

to use computers to search in the web for content, forms and images. That means that ARTé: 

Mecenas can be an excellent web quest vehicle. 

A task has to be assigned to each student of the different teams; in our case these were for 

example: historical research, iconographic research, linguistic translation when necessary, 

mathematical analysis. 

Working in groups, the students can combine their resources achieving interesting results in 

terms of motivated knowledge in discovering artists, works and meanings.  

Being able to observe the works outside the traditional book proves to be motivating and 

stimulating, urging students towards the pleasure of knowledge and discovery, looking at the 

http://www.italianrenaissanceresources.com/units/unit-8/essays/introduction/
https://www.nga.gov/features/slideshows/patrons-and-artists-in-late-15th-century-florence.html
https://www.nga.gov/features/slideshows/patrons-and-artists-in-late-15th-century-florence.html
https://www.palazzostrozzi.org/mostre/denaro-e-bellezza/?lang=en
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art of the Old Masters no longer as something far away and overtaken, but still dynamic. 

At the end of the experiment, after completing all the levels of the game, the teacher can give 

a test to assess what knowledge the students have acquired in the field of Renaissance art by 

selecting some of the works published in the game or some of the artists mentioned. Thanks 

to the test, the teacher can reliably verify the educational impact of the experiment and convey 

a self-assessment modality of the students, verifying themselves the quality of their active 

participation measuring themselves their actual knowledge. 

The game can therefore foster a brilliant opportunity to enhance ways of acquiring knowledge 

that have not been experimented with traditional didactics, facilitating active research, 

observation and collaboration. All this could also stimulate a virtuous process of accruing self-

esteem. Art, play and self-esteem could thus become the new keys to the future of scholastic 

success. 

The learning module is composed to intensify the comprehension of the concept of patronage 

in high school classes letting the students immerse themselves in the historical context when 

patronage was a synonymous for political control and economic power. 

ARTé: Mecenas could be well used in classes and connected to Italian art school program and 

its finalities: it could be considered a good starting point to study Italian art history, integrating 

the practice of playing with examples of iconographic reading of artworks. 

At the end of the game it is possible to give to students an evaluation test which can also be 

used as a self-assessment test. The test proposed aims at the recognition of a selection of 

works whose knowledge has been mediated mainly by the game rather than by the curricular 

action carried out in the classroom by the teacher. 

Therefore, the selection of the works present in the test was carried out carefully and is aimed 

to verify the incisiveness of the game on the notions of the students as well as their degree of 

attention and motivation in terms of operational rigor during the games sessions. 

Link to the test: https://drive.google.com/open?id=1MAD9yIDSeLen0fQSjA7USRtX50nbu4mn  

As part of the conference "Now, A scuola si può", promoted by Giunti publishing house, at the 

University of Modena, this teaching experience has been presented to a wide audience of 

teachers on 3 March 2018. For this occasion a padlet had been produced which was shown 

and disseminated to the audience of conventions, in which Triseum’s ARTé: Mecenas is 

indicated among the innovative practices of teaching art.  

https://padlet.com/fpgiacalone1/w3ec2e7es0hp 

 

Learning Activities 

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

https://v.gd/UCsaWi  

 

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://drive.google.com/open?id=1MAD9yIDSeLen0fQSjA7USRtX50nbu4mn
https://padlet.com/fpgiacalone1/w3ec2e7es0hp
https://v.gd/UCsaWi
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/

